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Tahle of Coptepts

Preface

Adherer

Aerial Servant
Algoid

Al-mi’raj

Al-mi’raj, Psionic
Amphisbaena

Animal Lord, Cat Lord
Animal Lord, Mouse Lord
Angel, Monadic Deva
Angel, Movanic Deva
Ant Lion

Apparition

Archer Bush
Ascomoid

Astral Shark

Atomie

Arumvorax

Axe Beak

Babbler

Banderlog

Baric

Barrow Wight
Basidirond

Basilisk, Greater
Bat, Doombat

Bat, Mobat

Beetle, Giant Boring
Beetle, Giant Death Watch
Beetle, Giant Rhinoceros
Beetle, Giant Slicer
Belabra

Bhuta

Blindheim

Blood Hawk

Bloody Bones
Boalisk

Bog Beast

Bog Mummy
Boggart

Bone Cobbler
Bonesnapper
Bonesucker

Brownie

Buckawn

Bunyip

Carbuncle

Carrion Moth
Caryatid Column
Caterwaul

Cave Cricket

Cave Fisher

Cave Moray
Cerberus

Chrystone

Clam, Giant
Clockwork, Brain Gear
Clockwork, Drone

Clockwork, Overseer
Clockwork, Parasite
Clockwork, Scout
Clockwork, Swarm
Clockwork, Titan
Clockwork, Warrior
Clubnek

Cobra Flower

Coffer Corpse
Cooshee

Crab

Crabman

Crayfish

Crystalline Horror
Crypt Thing

Daemon

Dakon

Dark Creeper

Dark Stalker

Darnoc

Death Dog

Death Worm
Decapus

Demiurge
Demodand, Shaggy
Demodand, Slime
Demodand, Tarry
Demon, Aeshma
Demon, Alu-

Demon, Baphomet
Demon, Beluri
Demon, Cambion
Demon, Corrupter (Azizou)
Demon, Corrupter (Barizou)
Demon, Corrupter (Geruzou)
Demon, Dagon
Demon, Daraka
Demon, Fraz-Urb’luu
Demon, Gharros
Demon, Jubilex
Demon, Kostchtchie
Demon, Maphistal
Demon, Nabasu (Demonling)
Demon, Nabasu (Mature)
Demon, Nerizo
Demon, Orcus
Demon, Pazuzu
Demon, Shadow
Demon, Sonechard
Demon, Stirge
Demon, Tsathogga
Demonic Knight
Devil Dog

Devil, Amon

Devil, Baaphel

Devil, Bael

Devil, Geryon

Devil, Ghaddar

Devil, Gorson

Devil, Hutijin

Devil, Lucifer

Devil, Moloch

Devil, Nupperibo

Devil, Titivilus

Devil, Tormentor

Diger

Dire Corby
Disenchanter

Dracolisk

Dragon, Cloud

Dragon, Faerie

Dragon, Mist

Dragon Horse
Dragonfish

Dragonfly

Dragonnel

Drake, Fire

Drake, Ice

Drake, Salt

Draug

Drelb

Dust Digger

Eblis

Eel, Giant Moray
Elemental, Psionic
Elemental Dragon, Air
Elemental Dragon, Earth
Elemental Dragon, Fire
Elemental Dragon, Water
Executioner’s Hood
Eye Killer

Eye of the Deep

False Spider, Pedipalp
False Spider, Solifugid
Fen Witch

Fire Lizard

Fire Nymph

Fire Snake

Firefiend

Flail Snail

Flind

Floating Eye

Flumph

Fly, Giant

Fogwarden

Forester’s Bane
Forlarren

Frog, Monstrous—Giant
Frog, Monstrous—Giant Dire
Frog, Monstrous—Killer
Frog, Monstrous—Abyssal Dire
Frog, Monstrous—Poisonous
Froghemoth

Frost Man

Gambado

Gargoyle, Four-Armed




Gargoyle, Green Guardian
Gargoyle, Margoyle
Ghoul-Stirge
Giant, Sand
Giant, Wood
Gloomwing
Golem, Blood
Golem, Stone Guardian
Golem, Tallow
Golem, Wood
Gorbel
Gorgimera
Gorgon, Sthenno
Gorgon, Euryale
Gorilla Bear
Grippli

Groaning Spirit
Gryph

Guardian Daemon
Hangman Tree
Haunt

Hell Moth
Hippocampus
Hoar Fox
Huecuva
Inphidian

Iron Cobra
Jack-o-Lantern
Jaculi

Jellyfish, Monstrous
Jupiter Bloodsucker
Kamadan
Kampfult

Kech

Kelp Devil

Kelpie

Khargra
Killmoulis

Korred

Land Lamprey
Lava Child

Leech, Giant
Leprechaun
Livestone

Lurker Above
Magnesium Spirit
Mandragora
Mantari

Marble Snake
Medusa, Greater
Midnight Peddler
Mihstu

Mite, Common
Mite, Pestie
Mongrelman
Moon Dog
Muckdweller
Mudman

Mummy
Mustard Jelly
Necrophidius
Nereid

Nilbog

Obsidian Minotaur
Ogre

Ogrillon
Oliphant

Orog

Ooze, Crystal
Ooze, Magma
Ooze, Mercury
Ooze, Undead
Ooze, Vampiric
Pech

Phantom Stalker
Phycomid
Poltergeist
Protector
Pudding, Brown
Pudding, Dun
Pudding, White
Pyrolisk
Quickling
Quickwood

Rat, Brain

Rat, Ethereal
Rat, Shadow
Rock Reptile
Sandling
Sandman
Scarecrow
Scarlet Spider
Screaming Devilkin
Scythe Tree
Shadow, Lesser
Shedu

Shedu, Greater
Skeleton

Skulk

Skull Spider
Skulleton

Slaad Lord of Entropy
Slaad Lord of the Insane
Slime Crawler
Slithering Tracker
Slug, Giant

Soul Eater

Soul Nibbler
Spriggan

Sprite

Squealer
Stegocentipede
Stench Kow
Stone Roper
Stormwarden
Strangle Weed

Stunjelly
Stymphalian Bird
Tabaxi

Taer

Tenebrous Worm
Tentamort
Thorny

Thunder Beast
Tick

Transposer
Trapper
Tri-flower Frond
Troll

Tsathar

Tsathar Scourge
Tunnel Worm
Ubue

Vampire Rose
Vegepygmy
Vilstrak

Volt

Vulchling

Wind Walker
Witherstench
Witherweed
Wizard’s Shackle
Wolf, Ghoul
Wolf, Dire Ghoul
Wolf, Shadow
Wolf-in-Sheep’s-Clothing
Wolf-Spider
Yellow Musk Creeper
Yeti

Zombie, Brine

Appendix A: Templates

Abomination
Beast of Chaos
Bleeding Horror
Dire Creature
Foo Creature
Skeleton Warrior
Slime Zombie
Spectral Troll
Therianthrope
Thessalmonster
Zombie, Juju
Zombie, Yellow Musk

Appendix B: Hazards
Bookworm

Ear Seeker

Gas Spore

Hound of 1l Omen
Memory Moss
Olive Slime
Phantom

Piercer

Purple Moss




Rot Grub Appendix D: Animals Moose

Russet Mold Barracuda Quipper

Spinal Leech Caribe, Giant Sheep

Symbiotic Jelly Deer Skunk

Throat Leech Eel, Electric Tiger Barb, Giant

Twilight Mushrooms Fox Turtle, Giant Snapping

Appendix C: n?mSter’ Giant AppendixE:

New Rules for Snakes \Ppopotamus MonsterTraits, Types
Lizard, Rock-horned AT
Marmoset, Giant and Challenge Rating Index

Monstersby Type

A listing of all the monsters published in this volume, organized by
type and subtype. Several new subtypes can be found in the list below.
Each is detailed after the listing.

Aberration: Adherer, belabra, blood golem, boggart, bone cobbler,
bonesucker, carbuncle, carrion moth, crystalline horror, decapus, dust
digger, executioner’s hood, eye of the deep, flumph, fogwarden, froghe-
moth, gambado, gorbel, hell moth, lurker above, slime crawler, tentamort,
thessalmonster, trapper, vilstrak, volt, wolf-in-sheep’s clothing.

(Air): Boggart, cloud dragon, dragon horse.

Animal: Animals, dire creature, giant monstrous frog, giant dire frog,
killer monstrous frog, poisonous monstrous frog, oliphant, poisonous
snakes.

(Aquatic): Barracudas, brine zombie, bunyip, crabman, crystal ooze,
dragonfish, draug, eye of the deep, floating eye, giant caribe, giant clam,
giant moray eel, giant snapping turtle, giant tiger barb, hippocampus,
monstrous crab, monstrous crayfish, monstrous jellyfish, kelp devil, kelpie,
mummy of the deep, quipper, strangle weed,

(Cold): Devil dog, frost man, hoar fox, ice drake, ice golem, ice troll,
taer, undead ooze, yeti.

Construct: Caryatid column, chrystone, clockworks, ice golem, iron
cobra, necrophidius, obsidian minotaur, scarecrow, skeleton (lead skel-
eton), stone guardian, tallow golem, wood golem.

Dragon: Dragons, dracolisk, drakes.

(Earth): Gargoyles, pech, rock troll, salt drake, sand giant.

(Electricity): Lightning quasi-elementals, volt.

Elemental: Elemental dragons, psionic elementals, time elementals.

Elemental (Air): Aerial servant, elemental air dragon, lightning quasi-
elementals, mihstu, wind walker.

Elemental (Earth): Elemental earth dragon, mudman, sandling,
sandman.

Elemental (Fire): Elemental fire dragon, firefiend, phantom stalker.

Elemental (Water): Elemental water dragon, mudman.

(Extraplanar): Abyssal dire monstrous frog, aerial servant, angels,
animallords, astral shark, daemons, demodands, demons, demonic knight,
devils, drelb, elementals, elemental dragons, firefiend, fire nymph, fire
snake, foo creature, gloomwing, guardian daemon, khargra, magnesium
spirit, midnight peddler, mihstu, moon dog, mudman, pech, phantom
stalker, protector, quasi-elemental, sandling, sandman, slaad lord, soul
eater, stench kow, tenebrous worm, thunder beast, true gorgons, wind
walker.

Fey: Atomie, brownie, buckawn, forlarren, killmoulis, korred, lepre-
chaun, nereid, pech, quickling, sprite.

(Fire): Fire drake, fire lizard, lava child, magma ooze.

Giant: Giants, trolls.

Hazard: Bookworm, ear seeker, gas spore, hound of ill omen, memory
moss, olive slime, phantom, piercer, purple moss, rot grub, russet mold,
spinal leech, symbiotic jelly, throat leech, twilight mushrooms.

Humanoid: Dark creeper, dark stalker, flind, frost man, grip-
pli, half-ogre, lava child, mites, nilbog, ogrillon, orog, skulk, spriggan,
stonewarden, ubue.

(Incorporeal): Drelb, groaning spirit, haunt, lesser shadow, magnesium
spirit, poltergeist, shadow rat, shadow wolf.

Magical Beast: Abominations, al-mi’raj,amphisbaena, aurumvorax, axe
beak, babbler, baric, basilisk, bats, beast of chaos, boalisk, bonesnapper,
bunyip, caterwaul, Cerberus, clubnek, cooshee, dragonfish, death dog,
death worm, devil dog, disenchanter, dragon horse, eblis, eye killer, fire
lizard, floating eye, gargoyles, giant moray eel, gorgimera, gorilla bear,
gryph, hippocampus, hoar fox, jaculi, kamadan, land lamprey, mantari,
marble snake, muckdweller, pyrolisk, rats, rock reptile, screaming devilkin,
shedu, shedu, soul nibbler, squealer, stone roper, stymphalianbird, tunnel
worm, vulchling, witherstench, wizard’s shackle, wolf-spider.

Monstrous Humanoid: Abomination, banderlog, blindheim, bog beast,
crabman, dakon, dire corby, fen witch, greater medusa, inphidian, kech,
mongrelman, tabaxi, taer, therianthropes, transposer, tsathar, yeti.

Ooze: Brown pudding, crystal ooze, diger, dun pudding, livestone,
magma ooze, mercury ooze, mustard jelly, slithering tracker, stunjelly,
white pudding.

Outsider: Abyssal dire monstrous frog, animallords, astral shark, drelb,
foo creature, gloomwing, guardian daemon, midnight peddler, soul eater,
stench kow, tenebrous worm, thunder beast.

Outsider (Chaotic): Demodands, demons, demonic knight, slaad
lords.

Outsider (Evil): Abyssal dire monstrous frog, daemons, demodands,
demons, demonic knight, devils, magnesium spirit, true gorgons.

Outsider (Earth): Khargra.

Outsider (Fire): Fire nymph, fire snake.

Outsider (Good): Angels, moon dog.

Outsider (Lawful): Devils, magnesium spirit, protector, true gor-
gons.

Plant: Algoid, archer bush, ascomoid, basidirond, cobra flower,
forester’s bane, hangman tree, jack-o-lantern, jupiter bloodsucker,
kampfult, kelpie, kelp devil, mandragora, phycomid, quickwood, scythe
tree, slime zombie, strangle weed, thorny, tri-flower frond, vampirerose,
vegepygmy, witherweed, yellow musk creeper, yellow musk zombie.

(Reptilian): Greater basilisk, inphidian.

Undead: Apparition, barrow wight, bhuta, bleeding horror, bloody
bones, bog mummy, coffer corpse, crypt thing, darnoc, demiurge, draug,
ghoul-stirge, groaningspirit, haunt, huecuva, lesser shadow, mummy of the
deep, poltergeist, shadow rat, skeleton warrior, skulleton, spectral troll,
undead ooze, vampiric ooze, ghoul wolves, shadow wolf, zombies.

Vermin: Ant lion, cave cricket, cave fisher, cave moray, false spiders,
flail snail, giant beetles, giant clam, giant dragonfly, giant fly, giant leech,
giant slug, giant tick, monstrous crab, monstrous crayfish, monstrous
jellyfish, scarlet spider, skull spider, stegocentipede.

(Water): Mist dragon, nereid.

New Subtypes

Dire Subtype: A dire animal is a normal animal that has been modified
using the dire animal template. Dire animals are generally stronger, faster,
and larger than their normal counterparts. Rangers can choose Animal
(Dire) specifically as a favored enemy.
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Since the v3.5 Revised edition of the D&D rules came out I have been struggling with the decision
of whether or not to revise the Tome of Horrors. It has been a difficult decision.

The quality of the book wasn’t what made the decision difficult. Tome of Horrors has always been
universally regarded as a great book. It has been critically acclaimed by reviewers. Other d20 publishers
love it because it is essentially 100% Open Game Content, meaning they can use the monsters from
the Tome of Horrors in their products. I have also always personally felt that Tome is one of the few d20
books that truly is a mandatory addition to any DM’s bookshelf.

Even Monte Cook raved about it, and I think Monte is dead on:

If a role playing game is a gun, then a monster book is the ammunition. If that’s the case, then Tome of Hor-
rors is a case of hollow point, explosive shells.

The problem was the book itself.

The book was just too big to reprint without cutting content or substantially raising the price, or
both. There was no way we were going to cut down on the number of monsters. If people buy a revised
version of a book, I think they rightfully expect all the monsters from the original to be revised. And it
just didn’t seem right to charge a higher price for a revision than for the original book. So because we
refused to cut the size of the book and because we refused to raise the price of the book, there was no
book. And that is where I thought the decision would end. But luckily it didn’t.

That’s where Drive ThruRPG.com came in...

I think we have found the right format and the right method of getting the revision to the fans. Scott
Greene, our monster guru, has been working since the revisions came out to update the Tome monsters.
And once the stars aligned and we hit on the PDF solution, we gave the green light to our main man
Mike Chaney to do a totally new layout of the book designed for maximum usefulness as a PDE Monsters
were laid out as much as possible with a “1 page to a monster” design, something that is nearly impos-
sible in a print product. New art was incorporated. Errata was included. All to bring the classic monsters
found in the Tome of Horrors up to date with the current edition of the rules.

So thanks to the persistence of the fans, and thanks to Drive ThruRPG.com, it is now my great pleasure
to present to you the Tome of Horrors Revised — a case of revised hollow point, explosive shells.

[ hope you enjoy firing off these bad boys as much as I do.
--Clark Peterson
Necromancer Games




"

Ulassiv Edifioy

Admit it. We all felt it.

When we cracked open our brand new official Third Edi-
tion manual of monsters and flipped the pages with expectant
joy, checking for our favorite creatures — and they weren’t
there.

Where was the aerial servant, boalisk, or cave moray? The
jackalwere, mustard jelly, or lurker above? What happened to
the piercer, brown pudding, or rot grub? The shadow demon,
skeleton warrior, slithering tracker, or juju zombie? And where
— just where — were the demon lords and arch devils? In
particular, where the heck was Orcus!?!

We waited patiently for official versions of our forgotten
favorites. Yet they never came. That hole in our campaign
was never filled.

Well, gentle reader, look no further than this book. Between
the covers of this tome are Third Edition conversions of all
your favorite monsters from First Edition that the official
books left behind — plus a whole lot more.

And here is the important part:

Copyrights &Credits

You won'’t find any of the monsters in Tome of Horrors in
any other official Wizards of the Coast product!

We worked directly with Wizards of the Coast to make sure
that no monster in this book (well, only a handful) would be
included in a later Wizards of the Coast product. So, you can
rest assured that the contents of this book willnot be superceded
by any later “official” book.

Yet the Tome of Horrors is not just a book of converted mon-
sters. In addition to the old favorites that we updated to Third
Edition, we also included a large batch of brand new monsters
as well as monsters compiled from several Necromancer Games
products. In all, this book contains over 400 monsters: almost
300 converted from First Edition sources, over 25 compiled
from various Necromancer Games products, and well over 100
brand new, never-before-seen monsters!

[t is our pleasure to bring to you the Tome of Horrors, a folio of
fiends both malevolent and benign. Use these monsters to restore
your First Edition favorites to your campaign and to challenge your
players innew and surprising ways. Imagine yourplayers’ reactions:
“A shadow demon? Hey, that’s not in the Monster M . .. .”

Now, go roll initiative!
Clark Peterson
Necromancer Games

All monster entries in this book have a “Credit” and “Copyright Notice™ section. Each serves a distinct purpose.

For those of you interested in the Open Game movement, the Copyright Notice section allows all the monsters in this book to be used by future publishers in
their products — making this book increasingly valuable to you, since publishers other than Necromancer Games will be using these monsters in their products!
For more information on Open Gaming, see the Legal Appendix.

The Credit section attempts to give a short historical background on the origin and source of the creature. Since many of the monsters in this book were
conversions of creatures from earlier editions, it was important to us to attempt to credit the original author. We did our best to be as thorough as possible. Yet
because many of the creatures have their true origin in Original Dungeons & Dragons or from sources such as Strategic Review magazine or TSR UK., we were
forced to limit our research to a monster’s first appearance in an Advanced Dungeons & Dragons product — either a supplement, book, or module. If you are
interested in a more thorough history or have information to share about monster sources, come join us on the Necromancer Games message boards at www.
necromancergames.com!

Organization

Except for the Animals Appendix, where normal animals are all collected and detailed, and the Hazards Appendix, where hazards are all collected and detailed,
we chose to follow the old-style format of listing all the creatures alphabetically rather than adopt the convention of the Third Edition monster rulebook. For
example, we included giant leeches as “Leech, Giant” and giant beetles as “Beetle, Giant,” rather than stick them in an appendix of vermin, as the core books
do. Similarly, the slithering tracker and mustard jelly are alphabetized under their own names, rather than lumped together as “Oozes.” We believe this is a more
usable and consistent format.
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ADHERER

Medium Aberration

Hit Dice: 4d8+4 (22 hp)

Initiative: +1

Speed: 30 ft. (6 squares)

Armor Class: 17 (+1 Dex, +6 natural), touch 11, flat-
footed 16

Base Attack/Grapple: +3/+5

Attack: Slam +6 melee (1d4+2)

Full Attack: 2 slams +6 melee (1d4+2)

Space/Reach: 5ft/5 ft.

Special Attacks: Adhesive

Special Qualities: Damage reduction 5/piercing, darkvision

60 ft., vulnerability to fire

Saves: Fort +2, Ref +2, Will +4

Abilities: Str 14, Dex 12, Con 12, Int 4, Wis 11, Cha
1

Skills: Hide +3*, Listen +4, Move Silently +2,
Spot +4

Feats: Alertness, Weapon Focus (slam)

Environment:
Organization:

Temperate forests
Solitary or gang (2-4)

Challenge Rating: 3
Treasure: None
Alignment: Always lawful evil

Advancement: 5-9 HD (Medium); 10-12 HD (Large)
Level Adjustment: —

This creature appears to be a withered humanoid wrapped
in decaying and rotting bandages. Upon
close inspection, what appeared to be
bandages are actually loose folds of
the creature’s skin. A sour-smell-
ing odor fills the air around the
creature.

Adherers are strange crea-
tures found in forested areas or
underground caverns. They re-
semble mummies at a distance
(DC 20 Spot check from a dis-
tance of 10 feet or more to
discern that the creature is
not in factamummy), but
are not in fact related to
the aforementioned
undead. Adherer’s are malign
creatures and attack just about any"
living creature they encounter.

An adherer is 6 feet tall and
weighs about 200 pounds.
Adherers understand Com-
mon, but do not speak.

Combat

Adherers attack by ambushing their prey. When lying
in wait, an adherer covers its body with leaves, sticks, or
debris to better blend with its surroundings. When prey

forrors

redvised

wanders too close, the adherer springs to the attack.
They are cowardly creatures, and if spotted before they
attack, flee from their potential prey.

The adherer attacks by pummeling its foes with its
fists. Those successfully attacked are stuck to the adherer.

Adhesive (Ex): An adherer exudes a sour smelling
glue-like substance that acts as a powerful adhesive,
holding fast any creatures or items touching it, except
for items made of stone. The adherer automatically
grapples any creature it hits with its slam attack. Oppo-
nents so grappled cannot break free while the adherer is
alive without removing the adhesive first.

A weapon that strikes an adherer is stuck fast unless
the wielder succeeds on a DC 17 Reflex save. A success-
ful DC 17 Strength check is needed to pry it off. The
save and check DC are both Constitution-based and
include a +4 racial bonus.

Anapplication of boiling water thrown on the adherer
deals 1d4 points of damage to it (and to any creature
stuck to it). It also reduces both the Reflex save DC and
the Strength check DC to 13 for one round. An appli-
cation of fire deals damage to both the adherer and any
creature stuck to it and weakens the adhesive (asabove)
for 1d3 rounds. An applica-
tion of the universal solvent
automatically dissolves the

adhesive. Anadherer can dis-
solve its adhesive at will,
and the sub-
stance breaks
down 1 hour af-
ter the creature
dies.

Skills: *An
adherer has a +8
racial bonus on
Hide  checks

when using sticks,
leaves, and the like

to camouflage itself in
its natural environment.
Credit

The Adherer originally ap-
peared in the First Edition Fiend
Folio (© TSR/Wizards of the
Coast, 1981) and is used by
permission.

Copyright Notice

Authors Scott Greene and
Clark Peterson, based on origi-
nal material by Guy Shearer.
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AERIAL SERVANT

Medium Elemental (Air, Extraplanar)

Hit Dice: 16d8+64 (136 hp)

Initiative: +7

Speed: 60 ft. (12 squares), fly 60 ft. (perfect)
Armor Class: }Z (+5Dex, +4 natural), touch 15, flat-footed
Base Attack/Grapple: +12/+18

Attack: Slam +17 melee (2d8+6)

Full Attack: 2 slams + 19 melee (2d8+6)

Space/Reach: 5ft/5ft.

Special Attacks:
Special Qualities:

Constrict 2d8+6, improved grab, wind blast
Damage reduction 10/magic, darkvision 60
ft., elemental traits, link with caster, natural
invisibility

Saves: Fort +7, Ref +15, Will +7

Abilities: Str 23, Dex 21, Con 18, Int 4, Wis 10, Cha 11

Skills: Listen +6, Move Silently +8, Search +1, Spot
+6, Survival +4

Feats: Alertness, Combat Reflexes, Improved Ini-
tiative, Iron Will, Power Attack, Weapon
Focus (slam)

Environment: Elemental Plane of Air

Organization: Solitary

Challenge Rating: 1

Treasure: None

Alignment: Usually neutral

Advancement: 17-20 HD (Medium); 21-48 HD (Large)

Level Adjustment: —

This creature appears as aman-sized humanoid composed
of grayish-white vapor. No facial features can be discerned.

Aerial servants are semi-intelligent creatures from the
Elemental Plane of Air that often roam the Astral and
Ethereal planes. They normally are only found on
the Material Plane as a result of being summoned
byacleric (or, less frequently, a wizard) using the
greater planar ally or greater planar binding spell
and commanded to perform some task, often
being required to use their immense strength
tocarry objects oraid the summoner. Though
an aerial servant performs whatever task
is asked of it, it resents being sum-
moned and forced to do another’s
bidding; therefore, it attempts to
pervert the conditions of the sum-
moning and its mission. An aerial
servant that fails or is thwarted in
itsmission becomes insane and im-
mediately returns to the caster who
summoned it, either killing the
caster or carrying the caster back to
the Elemental Plane of Air with it.

Aerial servants are invisible on
the Elemental Plane of Air. On
other planes, they can be seen,
though only vaguely, and appear as humanoids
composed of whitish-gray vapor. Sometimes eyes, a
nose, and a small mouth form in the vapor.

Aerial servants speak Auran. They understand Com-
mon, but do not speak it.
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Combat

Aerial servants attack by using a shearing blast of wind as
aweapon or by grabbing an opponent and crushing it within
their powerful grasp. Aerial servants can only be killed on
their native plane. If slain elsewhere, they simply dissolve
into wisps of vapor and return to their home plane.

An aerial servant’s natural weapons are treated as magic
weapons for the purpose of overcoming damage reduction.

Constrict (Ex): An aerial servant deals 2d8+6 points of
damage with a successful grapple check.

Improved Grab (Ex): Touse thisability, an aerial servant
must hit an opponent of up to one size larger with a slam
attack. It can then attempt to start a grapple as a free action
without provoking an attack of opportunity. If it wins the
grapple check, the aerial servant can constrict.

Wind Blast (Su): Once every 1d4 rounds, as a standard
action, an aerial servant can release a blast of wind in an 80-
foot line. A creature struck takes 4d8 points of damage and
those up to the aerial servant’s size or smaller are knocked
down and back 2d10 feet. An affected creature can attempt
aDC 22 Reflex save to reduce the damage by half and avoid
being knocked down. The save DC is Constitution-based.

Link with Caster (Ex): When summoned, an aerial
servant creates a mental link between itself and the caster
who summoned it. Should the aerial servant fail the mission
it has been assigned, it returns to the caster and attacks him.
The aerial servant can find the caster aslong as they both are
on the same plane of existence. If the caster leaves the plane,
the link is temporarily broken. Once the caster returns or the
aerial servant enters the plane the caster is on, the link is
immediately reestablished and the aerial servant movesat
full speed toward the caster’s current location. Only when
the aerial servant or caster is destroyed, is the

link permanently broken.

Natural Invisibility (Su): This abil-
Y ity is constant, allowing an aerial
‘) servant toremain invisible even when
attacking. This ability is inherent
and is not subject to the invisibility
purge spell. This ability does not func-
tion when an aerial servant is on the
Astral Plane or Ethereal Plane, but in-
stead grants the creature concealment
(20% miss chance).
Credit

The Aerial Servant originally ap-
peared in the First Edition Monster
Manual (© TSR/Wizards of the
Coast, 1977) and is used by per-

R mission.

Copyright Notice
Authors Scott Greene
and Clark Peterson,
based on original mate-
rial by Gary Gygax.




ALGOID

Medium Plant (Psionic)
Hit Dice:

Initiative:

Speed:

Armor Class:

Base Attack/Grapple:
Attack:

Full Attack:
Space/Reach:

Special Attacks:

Special Qualities:

Saves:

Abilities:
Skills:

Feats:
Environment:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:
Level Adjustment:

fhe tome of

5d8+15 (37 hp)

+0

20 ft. (4 squares)

15 (+5 natural), touch 10, flat-footed 15
+3/+7

Slam +7 melee (1d8+4)

2 slams +7 melee (1d8+4)

5 ft./5 ft.

Animate trees, mind blast, psi-like abili-
ties, stun

Damage reduction 5/bludgeoning and
magic, immunity to fire, immunity to elec-
tricity, low-light vision, plant traits,
vulnerability to water

Fort +7, Ref +1, Will +3

Str19,Dex 10,Con 16, Int 4, Wis 10, Cha
10

Hide +6*, Listen +8, Move Silently +6,
Spot +4

Alertness, Iron Will

Temperate marshes

Solitary, pair, or cluster (3-6)

4

50% standard

Always neutral

6-7 HD (Medium); 10-15 HD (Large)

This stocky, man-sized creature seems to be composed of
living algae, dark green and brown in color.

The algoid is a living colony of algae that has devel-
oped some semblance of intelligence and mobility. It is
roughly humanoid in shape and resembles a green hu-
manoid. Algoids make their lairs in marshes and swamps.
They are often encountered with other marsh-dwelling
sentient plants; though never with shambling mounds

(they hate them and usually attack them on sight).

Thealgoid s 7 feet tall and weighs about 300 pounds.
In its natural surroundings, it is nearly invisible until
it attacks and uses this to its advantage when prey is
nearby. The “skin” of an algoid is coarse and rough
with a leafy texture.

[t is thought that the algoid understands
Common. It does not, however, seem to 4

speak it.

Combat

/

forrors

The algoid often lies in wait, partially
submerged in water or a bog, until its
prey passes nearby. It springs to
attack with its powerful fists when
its opponents come within range.

Analgoid’s natural weapons
are treated as magic weap- ‘
ons for the purpose of
overcoming damage re-
duction. -

redvised

Animate Trees (Su): An algoid can animate trees
within 90 feet at will, controlling up to two trees at a
time. It takes 1 full round for a normal tree to uproot
itself. Thereafter, it moves ataspeed of 10 feet and fights
using the stats below. Animated trees lose their ability
to move if the algoid that animated them is incapaci-
tated or moves out of range. This ability is otherwise
similar to liveoak (caster level 10th).

Animated Trees: CR 4; SZH Plant; HD 5d8+15; hp 37;
Init-1;Spd 30ft.; AC 16 (-2 size, -1 Dex, +9 natural), touch
7,flat-footed 16; BAB/Grap +3/+16; Atk +6 melee (2d6+5,
slam); Full Atk +6 melee (2d6+5 [x2], slams); Space/
Reach 15 ft./15 ft.; SA double damage against objects (full
attack deals double damage), trample 2d6+7 (Ref DC 17
half); SQ damage reduction (5/slashing), low-light vision,
plant traits, vulnerability to fire; ALN; SV Fort +7, Ref +0,
Will +2; Str 21, Dex 8, Con 17, Int 4, Wis 12, Cha 10.

Skills: Listen +5, Spot +5. Feats: Improved Sunder,
Power Attack.

Mind Blast (Sp): Once per day, an algoid can use a
mind blast in a 60-foot cone. Any creature caught in the
cone must succeed on a DC 14 Will save or be stunned
for 3d4 rounds. The save DC is Charisma-based and
includes a +2 racial bonus.

Psi-Like Abilities: At will—detect psionics, know
direction and location; 1/day—energy push (3d6, DC 13%*).
Manifester level 5th. The save DC is Charisma-based.

Stun (Ex): If an algoid scores a critical hit with a slam attack,

the opponent struck must succeedona DC 16

3 "€ Fortitude save or be stunned for 1dZ rounds.
ol 't/ ¢ The save DC is Strength-based.

Ayt oM Vulnerability to Wa-

Filol - ter (Ex): A controlwater

spell deals 1d6 points
of damage per caster
level (maximum
10d6) to an algoid
(no save).

Skills: Algoids
*have a +4 racial
bonus on Hide,

i Listen, and Move
Silently checks.

*The Hide bo-

nus increases to

+12 in a swampy
or forested
area.
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If you do not have the Psionics Handbook, replace
the algoid’s psi-like abilities with the following:

Spell-Like Abilities: At will—detect thoughts (DC

based.

15), know location; 1/day—shocking grasp (CL 3, DC
13). Caster level 5th. The save DCs are Charisma-
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Credit

The Algoid originally appeared in the First Edition
Fiend Folio (© TSR/Wizards of the Coast, 1981) and is
used by permission.

Copyright Notice

Authors Scott Greene and Clark Peterson, based on
original material by Mike Ferguson.

AL-MI'RAJ

Hit Dice:
Initiative:
Speed:

Armor Class:

Base Attack/Grapple:

Attack:

Full Attack:
Space/Reach:
Special Attacks:
Special Qualities:

Saves:

Abilities:
Skills:

Feats:
Environment:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:
Level Adjustment:

Al-mi’raj

Small Magical Beast

1d10+1 (6 hp)

+3

40 ft. (8 squares)

14 (+1 size, +3 Dex),

touch 14, flat-footed 11
+1/-5

Gore +5 melee (1d4-2)
Gore +5 melee (1d4-2)
5ft./5ft.

Blink, darkvision 60 ft., dimension
door, immunity to poison, scent,
SR16

Fort +3, Ref +5, Will +1

Str 6, Dex 17, Con 12,

Int5, Wis 12, Cha 6

Hide +8, Listen +2, Spot +6,
Survival +2*

Track®, Weapon Finesse
Temperate plains

Solitary or warren (2-20)

1

None

Usually neutral

2-3 HD (Small)

This creature looks like a large rabbit with a uni-
corn-like horn protruding from its head.

The al-mi’raj is a dangerous creature with long
white, pink, yellow, or light green fur. Its horn is
golden or black in color. Because of the al-mi’raj’s
interdimensional travel abilities, sages often refer
to them as “blink bunnies.”

Combat

Al-mi’raj react to threats much differently than
their normal rabbit cousins. When danger is
nearby, the al-mi’raj becomes aggressive and moves
to attack. In combat, the al-mi’raj stabs with its
horn.

Blink (Su): Al-mi’raj can blink as a free action
(caster level 4th).

Dimension Door (Su): An al-mi’raj can create
an effect identical to a dimension door spell (caster
level 4th) once per round as a standard action.
The ability affects only the al-mi’raj, which never

Almi-raj, Psionic
Small Magical Beast (Psionic)
2d10+2 (13 hp)

+3

40 ft. (8 squares)

14 (+1 size, +3 Dex),

touch 14, flat-footed 11

+2/-4

Gore +5 melee (1d4-2)

Gore +5 melee (1d4-2)
5ft./5 ft.

Psi-like abilities

Blink, darkvision 60 ft., dimension
door, immunity to poison, scent,
SR16

Fort +4, Ref +6, Will +1

Str 6, Dex 17, Con 12,

Int5, Wis 12, Cha 6

Hide +8, Listen +3, Spot +6,
Survival +2*

Track®, Weapon Finesse
Temperate plains

Solitary or warren (2-20)

2

None
Usually neutral

4-6 HD (Small)

11
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appears within a solid object and can act immedi-
ately after teleporting.

Skills: Al-mi’raj have a +4 racial bonus on Spot

checks. *An al-mi’raj gains a +4 bonus on Sur-
vival checks when tracking by scent.

Psionic Al-mi’raj
Psionic al-mi’raj are identical to the common
al-mi’raj, except they have psi-like abilities.
Psi-Like Abilities: At will—control air, control

light, telekinetic force, psionic levitate. Manifester
level 2nd.
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If you do not have the Psionics Handbook, replace the
psionic al-mi’raj’s psionic ability with the following:
Spell-Like Abilities: At will—control winds, deeper

darkness, levitate, telekinesis. Caster level 2nd.

Credit

The Al-mi’raj originally appeared in the First
Edition Fiend Folio (© TSR/Wizards of the Coast,
1981) and is used by permission.

Copyright Notice

Authors Scott Greene and Clark Peterson, based
on original material by Roger Musson.

AMPHISBAENA

Large Magical Beast

Hit Dice: 6d10+7 (42 hp)

Initiative: +2

Speed: 20 ft. (4 squares), climb 20 ft., swim 20
ft.

Armor Class: 17 (-1size, +2 Dex, +6 natural), touch 11,
flat-footed 15

Base Attack/Grapple: +6/+12

Attack: Bite +8 melee (1d4+3 plus poison)

Full Attack: 2 bites +8 melee (1d4+3 plus poison)

Space/Reach: 10 ft./5 ft.

Special Attacks: Poison

All-around vision, darkvision 60 ft., re-
sistance to cold 10, split

Special Qualities:

Saves: Fort +6, Ref +7, Will +3

Abilities: Str14,Dex 15, Con 13, Int 1, Wis 12, Cha 2

Skills: Balance +10, Climb +10, Hide +4, Listen
+7,Move Silently +7, Search +1, Spot +7,
Swim +10

Feats: Alertness, Toughness, Weapon Focus
(bite)

Environment: Underground

Organization:

Solitary or pack (2-4)

Challenge Rating: 4
Treasure: None
Alignment: Always neutral

Advancement: 7-9 HD (Large); 10-18 HD (Huge)
Level Adjustment: —

This creature appears as a huge snake with a head at each
end of its body. Its scales are blackish-blue with bands of
lighter blue fading into its coloration near the middle of its
body. Its heads are glossy-black and its eyes are crimson.

The amphisbaena is a giant poisonous snake about 10
feet long. It is often found lairing

nearawater source or in dark,
damp locations. An

amphisbaena moves on
land by grasping one
of its necks with
itsotherhead
and rolling
across the

ground like

a hoop.

Combat

An amphisbaena is an aggressive and territorial creature,
attacking any living creatures that wander near its lair. It
attacks by biting with its poisonous fangs from both of its heads.

Poison (Ex): An amphisbaena delivers a virulent
poison with a successful bite attack from either head.
The save DC is Constitution-based.

Amphisbaena Poison: Injury, Fort DC 14; initial 1d6
Constitution damage, secondary 2d6 Constitution damage.

All-Around Vision (Ex): Because the amphisbaena
has a head at each end of its body, it gains a +4 bonus to
Search and Spot checks. It cannot be flanked.

Split (Ex): Each of the amphisbaena’s heads func-
tions independently of the other. An amphisbaena that
is cut in half continues to function normally (each with
half its current hit points) and reattaches its body
together in 1d2 days.

Skills: Amphisbaenas have a +4 racial bonus on
Hide, Listen, and Move Silently checks, and a +8 racial
bonus on Balance and Climb checks.

Amphisbaenas can always choose to take 10 on Climb
checks, even if rushed or threatened.

An amphisbaena has a +8 racial bonus on any Swim
check to perform some special action or avoid a hazard.
[t can always choose to take 10 on a Swim check, even
if distracted or endangered. It can use the run action
while swimming, provided it swims in a straight line.

Credit

The Amphisbaena originally ap-
peared in the First
Edition Monster Manual
(© TSR/Wizards of the
Coast, 1977) as Snake,
Amphisbaena and is used

by permission.

Copyright Notice

Author Scott Greene,
based on original mate-
rial by Gary Gygax.
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ANGEL, MONADIC DEVA

Medium Outsider (Angel, Extraplanar, Good)

Hit Dice: 10d8+40 (85 hp)

Initiative: +7

Speed: 40 ft. (8 squares), fly 70 ft. (good)

Armor Class: 26 (+3 Dex, +13 natural), touch 13, flat-
footed 23

Base Attack/Grapple: +10/+17

Attack: +3 mace of smiting +20 melee (1d8+10)

Full Attack: +3 mace of smiting +20/+15 melee
(1d8+10)

Space/Reach: 5Ft/5ft.

Special Attacks:
Special Qualities:

Solid blow, spell-like abilities

Damage reduction 10/evil, darkvision 60
ft., immunity to acid, cold, and petrifica-
tion, immunity to death effects, low-light
vision, outsider traits, protective aura,
resistance to electricity and fire 10,
tongues, SR 28

Fort +11 (+15 against poison), Ref +10,
Will +11
Str24,Dex16,Con18,1nt 18, Wis18, Cha
19

Concentration +17, Diplomacy +17, Es-
cape Artist +16, Hide +10, Intimidate +17,
Knowledge (any two) +14, Knowledge (the
planes) +17, Listen +23, Move Silently
+7, Search +11, Sense Motive +13, Spot
+23, Survival +17 (+19 on other planes,
+19 following tracks)

Alertness, Cleave, Improved Initiative,
Power Attack

Environment: Outer Planes (good-aligned)
Organization: Solitary, pair, or squad (3-5)

Challenge Rating: 12

Treasure: No coins; double goods; standard items

Saves:

Abilities:

Skills:

Feats:

Alignment: Always good (any)
Advancement: 11-15 HD (Medium); 16-30 HD (Large)
Level Adjustment: +7

Averyattractive humanlike creaturewith large, feathery silver
wings and strong, broad shoulders; its hair is dark and its eyes
are green.

Monadic devas are relatives of the astral deva and
are usually found wandering the Ethereal or El-
emental Planes. They serve as leaders and officers
in the celestial armies.

Monadic devas stand about 7 feet tall and
weigh about 220 pounds. They speak Celestial,
Common, and other languages (depending on
their Intelligence score).

Combat

Monadic devas, like their brethren, enjoy com-
bat. They use their mace of smiting and spell-like
abilities when fighting opponents. Monadic devas
always aid good-aligned creatures if they are being
threatened or attacked by those of evil alignment.

A monadic deva’s natural weapons, as well as any
weapons it wields, are treated as good-aligned for tne purpose
of overcoming damage reduction.

Solid Blow (Su): If a monadic deva strikes an opponent
twice in one round with its mace, that creature takes an extra
1d8 points of damage.
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Spell-Like Abilities: At will—aid, charm elemental (DC 18;
functionsasthecharmmonsterspellbut onlyaffectselementals),
continualflame, detectevil, discernlies (DC 18), dispelevil (DC19),
dispel magic, holy aura, holy smite (DC 18), holy word (DC 21),
invisibility (self only), polymorph (self only), remove curse (DC
17), vemove disease (DC 17), remove fear (DC 15); 7/day—cure
light wounds, mirror image; 1/day—heal, hold monster (DC 19).
Caster level 10th. The save DCs are Charisma-based.

Immunity to Death Effects (Ex): A monadic deva is
immune to death effects and energy drain.

Mace of Smiting: Allmonadicdevascarryamace of smiting.
This mace is a +3 adamantine heavy mace and has a +5
enhancement bonus against constructs. Any critical hit dealt
to a construct completely destroys it (no save). A critical hit
dealt to an outsider deals x4 damage rather than x2.

Skills: Monadic devas are extremely alert and have a +4
racial bonus on Spot and Listen checks.

Credit

The Monadic Deva originally appeared in Dragon #63 (©
TSR/Wizards of the Coast, 1982) and later in the First Edition
Monster Manual II (© TSR /Wizards of the Coast, 1983) and is
used by permission.

Copyright Notice

Author Scott Greene, based on original material by
Gary Gygax.
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ANGEL, MOVANIC DEVA

Medium Outsider (Angel, Extraplanar, Good)

fome

Hit Dice: 8d8+32 (68 hp)

Initiative: +8

Speed: 40 ft. (8 squares), fly 60 ft. (good)

Armor Class: 26 (+4 Dex, +12 natural), touch 14, flat-
footed 22

Base Attack/Grapple: +8/+12

Attack: +1 flaming greatsword +13 melee (2d6+7
plus 1d6 fire)

Full Attack: +1 flaming greatsword +13/+8 melee
(2d6+7 plus 1d6 fire)

Space/Reach: 5ft./5 ft.

Special Attacks:
Special Qualities:

Spell-like abilities

Damage reduction 10/evil, darkvision 60
ft., immunity to acid, cold, and petrifica-
tion, immunity to death effects, low-light
vision, nature’s passivism, outsider traits,
protective aura, resistance to electricity
and fire 10, SR 26, tongues

Fort +10 (+14 against poison), Ref +10,
Will +10

Str18,Dex 18, Con 18, Int 18, Wis 18, Cha
18

Concentration +14, Diplomacy +17, Es-
cape Artist +14, Hide +14, Intimidate +15,
Knowledge (any one) +13, Knowledge (the
planes) +15, Jump +16, Listen +21, Move
Silently +15, Sense Motive +12, Spot +21,
Survival +15 (+17 on other planes)
Alertness, Improved Initiative, Power
Attack

Any good-aligned plane

Solitary, pair, or squad (3-5)

Saves:
Abilities:

Skills:

Feats:

Environment:
Organization:

Challenge Rating: 10

Treasure: No coins; double goods; standard items
Alignment: Always good (any)

Advancement: 7-13 HD (Medium); 14-24 HD (Large)
Level Adjustment: +6

This creature resembles a broad-shouldered human with
silver hair, white eyes, and large feathery silver wings.

Movanic devas are relatives of the astral and
monadic deva and are usually found wan-
dering the Positive or Negative Energy
Planes or the Material Plane.
Movanic devas directly aid pow-
erful mortals when evil threatens
the balance of the planes. In
the celestial armies, movanic
devas serve as soldiers.

A movanic devais nearly 8
feet talland weighs about 280
pounds. They speak Celes-
tial, Common, and other |
languages (depending on
their Intelligence score).

grrors redised

Combat

Movanic devas, like their brethren, enjoy combat.
They use their +1 flaming greatsword and spell-like
abilities when fighting their foes.

A movanic deva’s natural weapons, as well as any
weapons it wields, are treated as good-aligned for the
purpose of overcoming damage reduction.

Spell-Like Abilities: At will—aid, continual flame,
detect evil, discern lies (DC 18), dispel evil (DC 19), dispel
magic, holy aura (DC 22), holy smite (DC 18), invisibility
(self only), plane shift (DC 21), polymorph (self only),
remove curse (DC 17), remove disease (DC 17), remove
fear (DC 15); 7/day—cure light wounds; 3/day—anitimagic
field; 1/day—protection from arrows. Caster level 8th.
The save DCs are Charisma-based.

Immunity to Death Effects (Ex): A movanic deva is
immune to death effects and energy drain.

Nature’s Passivism (Ex): Animals do not willingly
attack a movanic deva. They can be forced to do so
through magical means however. Plants cannot and do
not attack a movanic deva. (The protection against
plants functions similar to an antiplant shell but it affects
only the movanic deva. If a movanic deva attacks a
plant creature, the protection is lost against that crea-
ture, which can now attack if it chooses).

Skills: Movanic devas are extremely alert and have a
+4 racial bonus on Spot and Listen checks.

Credit

The Movanic Deva originally appeared in Dragon #63
(© TSR/Wizards of the Coast, 1982) and later in the
First Edition Monster Manual II (© TSR/Wizards of the
Coast, 1983) and is used by permission.

Copyright Notice
Author Scott Greene,
based on original ma-
terial by Gary
Gygax.
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ANIMALLORD
Cat Lord Mouse Lord
Medium Outsider (Native, Shapechanger) Medium Outsider (Native, Shapechanger)
Hit Dice: 19d8+%5 (180 hp) 19d8+95 (180 hp)
Initiative: +11 +11
Speed: 60 ft. (12 squares), climb 30 ft. 60 ft. (12 squares), climb 30 ft.
Armor Class: 32(+7 Dex, +12 natural, +3 insight), touch 32(+7 Dex, +12 natural, +3insight), touch
20, flat-footed 25 20, flat-footed 25
Base Attack/Grapple: +19/+26 +19/+26
Attack: Claw +26 melee (1d6+7) Claw +26 melee (1d6+7)
Full Attack: 2 claws +26 melee (1d6+7) and bite +21 2 claws +26 melee (1d6+7) and bite +21
melee (1d6+3) melee (1d6+3)
Space/Reach: 5ft./5ft. 5ft/5ft.

Special Attacks: Howl, improved grab, pounce, rake 1d6+3,
spell-like abilities, spit, summon felines
Change shape, damage reduction 20/
magic and cold iron, darkvision 200 ft.,
feline passivism, keen senses, leap, lick
wounds, outsider traits, rejuvenation, SR
28, sealed mind, speak with felines, te-
lepathy 100 ft.

Fort +16, Ref +20, Will +14

Str 24, Dex 25, Con 20, Int 19, Wis 17,
Cha 20

Balance +35, Climb +34, Concentration
+15, Escape Artist +31, Handle Animal
+27, Heal +21, Hide +37, Jump +43,
Knowledge (nature) +26, Listen +27,
Move Silently +37, Search +14, Sense
Motive +18, Spot +27, Survival +16 (+18
in natural environments, +18 following
tracks), Tumble +24

Acrobatic, Agile, Blind-Fight, Combat
Reflexes, Improved Initiative, Lightning
Reflexes, Multiattack

Temperate forests

Solitary (unique) or troupe (cat lord plus
3-6 lions or tigers, or 5-8 cheetahs)

Special Qualities:

Saves:

Abilities:

Skills:

Feats:

Environment:
Organization:

Challenge Rating: 15
Treasure: Double standard
Alignment: Always neutral

Advancement: By character class
Level Adjustment: —

For every animal species, there is a single ruler or lord,
looked upon by those animals as a minor deity of sorts.
The animal lord is the master of that species; for example,
there is a fox lord, mouse lord, and a cat lord. Each animal
can assume two forms: human and animal. Its animal
form is always of a member of the species it represents.

Animal lords are seen as protectors of nature and
animals. They may step in and prevent hunters from
destroying a race of animals or foresters from completely
decimating a forest. They do not, however, interfere
with nature itself (i.e., animals die, they are killed for
food or clothing)—such is the way of the universe.

CatLord

This creature resembles a great black panther with ruby
eyes.

There is only one. The Cat Lord is the Lord of All
Felines. His natural form is that of a black panther with
dark, ruby eyes. He can assume a human form, and in
this form, he appears as a dark-skinned human with

Howl,improvedgrab, pounce, rake 1d6+3,
spell-like abilities, spit, summon felines
Change shape, damage reduction 20/
magic and cold iron, darkvision 200 ft.,
feline passivism, keen senses, leap, lick
wounds, outsider traits, rejuvenation, SR
28, sealed mind, speak with felines, te-
lepathy 100 ft.

Fort +16, Ref +20, Will +14

Str 24, Dex 25, Con 20, Int 19, Wis 17,
Cha 20

Balance +35, Climb +34, Concentration
+15, Escape Artist +31, Handle Animal
+27, Heal +21, Hide +37, Jump +43,
Knowledge (nature) +26, Listen +27,
Move Silently +37, Search +14, Sense
Motive +18, Spot +27, Survival +16 (+18
in natural environments, +18 following
tracks), Tumble +24

Acrobatic, Agile, Blind-Fight, Combat
Reflexes, Improved Initiative, Lightning
Reflexes, Multiattack

Temperate forests

Solitary (unique) or troupe (cat lord plus
3-6 lions or tigers, or 5-8 cheetahs)

15

Double standard

Always neutral

By character class

black hair, chiseled features, and ruby eyes. In human
form, he almost always dresses in black.

The Cat Lord spends his days roaming the Material Plane,
Astral Plane, and Ethereal Plane. The Cat Lord can speak
Common, Sylvan, Elven, Goblin, Druidic, and Gnome.

Combat

In combat, the Cat Lord almost always assumes feline
form (if he’s not already in that form) and attacks with
two claws and a bite. The Cat Lord often enters combat
with both haste and blur in effect. If combat goes against
him, he usually summons a group of felines to his aid or
to cover his escape.

The Cat Lord’s natural weapons are treated as magic
weapons for the purpose of overcoming damage reduction.

Howl (Su): When the Cat Lord howls, all creatures
except felines within a 20-foot spread must succeed on
a DC 24 Will save or be stunned for 1d2 rounds. A

creature that successfully saves cannot be affected again

15
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by the Cat Lord’s howl for one day. The save DC is
Constitution-based.

Improved Grab (Ex): To use this ability, the Cat Lord
must hit with a claw attack. He can then attempt to start
a grapple as a free action without provoking an attack of
opportunity. If he wins the grapple check, he establishes
a hold and can rake.

Pounce (Ex): If the Cat Lord charges, he can make a
full attack, including two rake attacks.

Rake (Ex): Attack bonus +20 melee, damage 1d6+3.

Spell-Like Abilities: At will—blur, detect evil, detect
good, hypnotism (DC 15), improved inwisibility; 9/day—
dimension door; 2/day—ethereal jaunt, haste (self only); 1/
day—astral projection, greater teleport (self plus 50 pounds
of objects only). Caster level 19th. The save DCs are
Charisma-based.

Spit (Ex): Once every 1d4 rounds as astandard action,
the Cat Lord can spit a line of caustic saliva at a single
target to a range of 30 feet. This does not require a ranged
touch attack. A creature hit must succeed on a DC 24
Reflex save or be blinded. Remowe blindness or dispel magic
(against caster level 19th) removes the blindness effect.
The save DC is Constitution-based.

Summon Felines (Sp): Twice per day, the Cat Lord
can automatically summon 1d4+2 lions or tigers, 1d4+4
leopards or cheetahs, 1d2 dire lions or tigers, 1d2
weretigers, or 30 + 1d20 (normal)
cats.

Change Shape (Su): The
Cat Lord can assume the
shape of a human as a stan-
dard action. In human
form, the Cat Lord can-
not use his natural
weapons or his howl,
pounce, spit, or rake
special attacks but
can wield weapons

and wear armor.
Unlike the nor-
mal change
shape abil-

ity, the
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Cat Lord retains his movement modes (and speeds) in
human form.

Feline Passivism (Ex): No felines (including dire
versions of normal felines), chimeras, caterwauls, sea
cats, kamadans, tabaxis, or feline were-creatures (such as
weretigers or werelions) willingly attack the Cat Lord.
They can be forced to do so through magical means
however.

Keen Senses (Ex): The Cat Lord sees five times as well
as a human in shadowy illumination and normal light.

Leap (Ex): The Cat Lord is a natural leaper and has a
+20 racial bonus on Jump checks.

Lick Wounds (Su): Nine times per day, the Cat Lord
can lick his wounds. This cures 2d4 points of damage each
time he uses this ability. This only removes damage to hit
points; it does not heal ability damage or ability drain.

Rejuvenation (Su): The Cat Lord is effectively im-
mortal and nearly impossible toslay. Whensslain, the Cat
Lord’s soul reforms on the Astral Plane. Within 9 days,
it inhabits another feline on the Material Plane and the
Cat Lord reforms. No form of magic (such as magic that
would contain or trap his soul) prevents this. To perma-
nently kill the Cat Lord, one must destroy every feline in
existence (so his soul has no creature to inhabit).

Sealed Mind (Ex): The Cat Lord is immune to mind-
affecting effects (charms, compulsions, phantasms,
patterns, and morale effects). This immunity includes any
psionic effect or attack that targets the Cat Lord’s mind.

Speak with Felines (Ex): This ability functions as the
speak with animals spell, but allows the Cat Lord to
converse only with felines, including caterwauls*, chi-
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meras, sea cats, kamadans®, tabaxi*, and feline were-
creatures (such as weretigers and werelions). This ability
is always active and cannot be dispelled or negated.

Monsters marked with an “*” are detailed in this book.

Skills: The Cat Lord has a +8 racial bonus on Balance,
Hide and Move Silently checks and a +4 racial bonus on
Listen and Spot checks. *In areas of tall grass or heavy
undergrowth, the Hide bonus improves to +12.

The Cat Lord has a +8 racial bonus on Climb checks,
and can always choose to take 10 on a Climb check, even
if rushed or threatened.

Mouse Lord

This rat appears to be about the size of a large dog. Its fur
is black with streaks of silver across its back and its tail is
hairless. Its eyes are copper.

Like the Cat Lord, there is only one Mouse Lord. And
she is the Lord (or Lady) of all rodents. Her natural form
is that of a large black-furred dire rat with copper eyes. She
can assume a human form and this form is almost always
of a female with darkened skin, raven-black hair, and
copper eyes. She dresses in robes of flowing silver or gray.

The Mouse Lord spends her days roaming the Material
Plane, Astral Plane, and Ethereal Plane. She can speak Com-
mon, Sylvan, Elven, Goblin, Druidic, Halfling, and Gnome.

Combat

The Mouse Lord enters combat using her bite. Most
often she enters battle with greater magic fang already
affecting her. When enough foes are within range, she
unleashes her confusion ability and usually displaces on
her next turn. If combat goes against her, she summons
other rodents to aid her or to cover her escape.

The Mouse Lord’s natural weapons are treated as
magic weapons for the purpose of overcoming damage
reduction.

Disease (Ex): Black fever—bite, Fortitude DC 21,
incubation period 1 day, damage 1d4 Dex and 1d4 Con.
The save DC is Constitution-based. The Mouse Lord
can suppress her ability to cause disease (as a free action)
if she so wishes.

Spell-Like Abilities: At will—confusion (DC 17),
detecteuil, detect good, displacement; 2/day—ethereal jaunt,
greater magic fang; 1/day—astral projection, greater teleport
(self plus 50 pounds of objects only). Caster level 15th.
The save DCs are Charisma-based.

Summon Rodents (Sp): Twice per day, the Mouse
Lord can automatically summon 10-100 rats or mice, 2d8
brain rats* or shadow rats*, 2d6 dire rats or barics*, or
1d4 dire shadow rats*, ethereal rats*, or wererats, or
1d4+1 rat swarms.
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Monsters marked with an “*” are detailed in this book.

Change Shape (Su): The Mouse Lord can assume the
shape of a human as a standard action. In human form,
the Mouse Lord cannot use her natural weapons or
disease special attack but can wield weapons and wear
armor. Unlike the normal change shape ability, the
Mouse Lord retains her movement modes (and speeds)
in human form.

Keen Senses (Ex): The Mouse Lord sees four times as
well as a human in shadowy illumination and twice as
well in normal light.

Rejuvenation (Su): The Mouse Lord is effectively
immortal and nearly impossible to slay. When slain, the
Mouse Lord’s soul reforms on the Astral Plane. Within
one week, it inhabits another mouse or rat on the
Material Plane and the Mouse Lord reforms. No form of
magic (such as magic that would contain or trap her soul)
prevents this. To permanently kill the Mouse Lord, one
must destroy every mouse and rat in existence (so her
soul has no creature to inhabit).

Rodent Passivism (Ex): No rodents (including giant-
ordire mice orrats), such as mice, rats, dire rats, wererats,
or barics willingly attack the Mouse Lord. They can be
forced to do so through magical means however.

Sealed Mind (Ex): The Mouse Lord is immune to
mind-affecting effects (charms, compulsions, phantasms,
patterns, and morale effects). This immunity includes
any psionic effect or attack that targets the Mouse Lord’s
mind.

Speak with Rodents (Ex): This ability functions as
the speak with animals spell, but allows the Mouse Lord to
converse only with rodents such as mice, rats, dire rats,
and barics. This ability is always active and cannot be
dispelled or negated.

Skills: The Mouse Lord has a +8 racial bonus on Swim
checks. She has a +4 racial bonus on Hide and Move
Silently checks.

The Mouse Lord has a +8 racial bonus on Climb
checks and can always choose to take 10 on a Climb
check, even ifrushed or threatened. She uses her Dexter-
ity bonus on Climb and Swim checks.

Credit

The Cat Lord originally appeared in Monster Manual
11 (© TSR/Wizards of the Coast, 1983) and is used by
permission.

Copyright Notice

Authors Scott Greene and Erica Balsley, based on
original material by Gary Gygax
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ANTLION

Large Vermin

Hit Dice: 8d8+24 (60 hp)

Initiative: +0

Speed: 30 ft. (6 squares), burrow 10 ft.

Armor Class: 19 (-1 size, +10 natural), touch 7, flat-
footed 17

Base Attack/Grapple: +6/+15

Attack: Bite +10 melee (2d8+7)

Full Attack: Bite +10 melee (2d8+7)

Space/Reach: 10 ft./5 ft.

Special Attacks:
Special Qualities:

Improved grab
Darkvision 60 ft., tremorsense 60 ft.,
vermin traits

Saves: Fort +7, Ref +2, Will +2

Abilities: Str 20, Dex 11, Con 17, Int —, Wis 11, Cha
1

Skills: —

Feats: —

Warm deserts

Solitary or nest (mated pair and 1-4 non-
combatant young)

Environment:
Organization:

Challenge Rating: 6

Treasure: 1/10 coins; 50% goods; 50% items
Alignment: Always neutral

Advancement:

7-12 HD (Large); 13-24 HD (Huge)
Level Adjustment: —

This creature resembles a giant gray or brown ant with
leathery skin covered in coarse, black bristles. Its deep, inset
eyes are black and its mouth is filled with rows
of jagged teeth. Two large silver man-
dibles protrude just above its mouth.
Eachmandible has a barb on its inside
midway between the creature’s mouth
and the end point of the mandible. L5

’,
¥
[
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The ant lion is a vicious insect-like creature that lurks
in the bottom of pits and holes feeding on those unfor-
tunates that fall in.

An ant lion is about 9 feet long and weighs nearly 700
pounds.

Combat

Ant lions dig deep, funnel-shaped pits in which to
trap their prey. An ant lion pit is about 60 feet across and
about 20 feet deep. A creature that steps on the pit must
succeed at a Balance check (DC 20) or slip and fall down
into the center of the funnel. It is there the ant lion
waits, buried just under the surface of the ground. When
prey falls to the center of the funnel, the ant lion
surfaces and attacks, using its mandibles to grab and tear
its prey. An ant lion that gets a hold does not release its
prey until either it or the prey is dead.

Improved Grab (Ex): To use this ability, an ant lion must
hit with its bite attack. It can then attempt to start a grapple
as a free action without provoking an attack of opportunity.
If it wins the grapple check, it establishes a hold.

Tremorsense (Ex): An ant lion can detect anything
that is in contact with the ground to a range of 60 feet.
Credit
The Ant Lion originally appeared in the First Edition
Monster Manual 11 (© TSR/Wizards of the Coast,

1983) and is used by permission.

Copyright Notice

Author Scott Greene, based on original material
by Gary Gygax.
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APPARITION

Medium Undead (Incorporeal)

Hit Dice: 8d12 (52 hp)

Initiative: +6

Speed: 30 ft. (6 squares), fly 60 ft. (perfect)

Armor Class: 15 (+2 Dex, +3 deflection), touch 15, flat-
footed 13

Base Attack/Grapple: +4/—

Attack: Spectral strangulation (see text)

Full Attack: Spectral strangulation (see text)

Space/Reach: 5ft./5 ft.

Special Attacks:
Special Qualities:

Create spawn, spectral strangulation
Detect living, incorporeal traits, plane
shift, +2 turn resistance, sunlight power-
lessness, unnatural aura, undead traits

Saves: Fort +2, Ref +3, Will +7

Abilities: ]Sér—,DexM, Con—,Int10, Wis 13, Cha

Skills: Hide +9, Intimidate +10, Knowledge (any
one) +6, Listen +7, Search +6, Spot +7,
Survival +7 (+9 following tracks)

Feats: Alertness, Blind-Fight, Improved Initia-
tive

Environment: Any

Organization: Solitary or gang (2-4)

Challenge Rating: 7

Treasure: Standard

Alignment: Always chaotic evil

Advancement: 7-24 HD (Medium)

Level Adjustment: —

This translucent and skeletal creature is donned in tat-
tered rags. Its eyes burn with a crimson light.

Apparitions are undead spirits of creatures that
died as the result of an accident. The twist of fate
that ended their life prematurely has driven them
totally and completely to the side of evil. An
apparition is often mistaken for a ghost or spectre.
Apparitions hate all living creatures and attack them
on sight. Apparitions are ethereal creatures and they
exist mainly on the Ethereal Plane.

An apparition looks much like it did in life.

Combat

An apparition has no physical attacks and
attacks by fear alone. By implanting a suggestion
in a victim’s mind, it attempts to actually scare
the life out of its opponent. Once the appa-
rition selects a target, it uses its plane shift
ability to transfer itself from the Ethereal
to the Material Plane. Then it uses its
spectral strangulation ability. If over-
powered or if it fails in its attempt to
slay a living creature, the apparition flees
by plane shifting back to the Ethereal Plane.

LS

Create Spawn (Su): Any humanoid slain by
an apparition becomes an apparition in 1d4 hours.
Spawn are not commanded by or under control of
the apparition that created them. They possess
none of the abilities they had in life.
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Spectral Strangulation (Su): An apparition attacks
an opponent by implanting a suggestion in the victim’s
mind, convincing it that it is being strangled by the
apparition’s bony claws. The apparition must be on the
same plane as the target creature to use this ability.

The target of the spectral strangulation feels the
bony, claw-like fingers of the apparition at its throat—
even through armor. The target must succeed on a DC
17 Will save to disbelieve the suggestion. A creature that
successfully saves cannot be affected again by the same

apparition’s suggestion for one day.
On a failed save, the victim
must immediately suc-
ceedonaDC 17
Fortitude save
or die from
fright due to
r heart failure. If
. the Fortitude save
succeeds, the victim
acts as if affected

em ]

A,

.
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by a fear spell for 1d4 rounds. A creature protected by
magic circle against evil or protection from evil cannot be
affected by an apparition’s spectral strangulation. The
save DCs are Charisma-based.

Sense Living (Su): An apparition notices and locates
living creatures within 100 feet, just as if it possessed the
blindsight ability. It also senses the strength of their life
force automatically, as if it had cast deathwatch.

Plane Shift (Ex): An apparition is an ethereal crea-
ture. As a standard action, it can plane shift as the spell
(caster level 12th) from the Ethereal Plane to the
Material Plane or vice versa. An apparition on the
Material Plane is incorporeal.

Sunlight Powerlessness (Ex): Apparitions on the
Material Plane are utterly powerless in natural sunlight
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(not merely a daylight spell) and flee from it. An appa-
rition caught in sunlight cannot attack and can take
only a single move or attack action in a round.

Unnatural Aura (Su): Both wild and domesticated
animals can sense the unnatural presence of an apparition
at a distance of 30 feet. They will not willingly approach
nearer than that and will panic if forced to do so; they
remain panicked as long as they are within that range.

Credit

The Apparition originally appeared in the First Edi-
tion Fiend Folio (© TSR/Wizards of the Coast, 1981)
and is used by permission.

Copyright Notice

Authors Scott Greene and Clark Peterson, based on
original material by Underworld Oracle.

ARCHER BUSH

Small Plant

Hit Dice: 2d8+6 (15 hp)

Initiative: +0

Speed: 10 ft. (2 squares)

Armor Class: 14 (+1 size, +3 natural), touch 11, flat-
footed 14

Base Attack/Grapple: +1/-3

Attack: Thorns +3 ranged (1d8)

Full Attack: Thorns +3 ranged (1d8)

Space/Reach: 5Ft/5ft.

Special Attacks: Thorns

Special Qualities: Plant traits, tremorsense 60 ft.

Saves: Fort +6, Ref +0, Will +0

Abilities: Str11,Dex 10, Con 16, Int 2, Wis 11, Cha ¢
Skills: Hide +7, Move Silently +2

Feats: Weapon Focus (thorns)

Environment:
Organization:

Underground
Solitary, patch (4-8), or colony (11-20)

Challenge Rating: 2

Treasure: None
Alignment: Always neutral
Advancement: 3-6 HD (Small)

Level Adjustment: —

This creature looks like a small mound of brownish-green
leaves. Fromits trunk sprout several thick branches, each covered
sparsely with leaves, and each sportmg

rows of needle-like i /
thorns. The leaves havé™: Y

small pale buds of gold‘\--\\.\ Il\"'\ Ji
and purple.

The archer bush is a
subterranean, semi-
mobile plant that
gainssustenancefromtheblood ==+ e
of living creatures. Hidden be- .
neath its trunk is the archer
bush’s mouth, which ap-
pears to be nothing
more than a dark re-
cess or cavity.

Combat

An archer bush attacks by firing a cluster of thorns at
any creature that comes within 20 feet of its location.

Thorns (Ex): An archer bush can loose a cluster of
needle-sharp thorns at a single target within 20 feet as
astandard action. An opponent hit by the thorns takes
1d8 points of damage. Further, the target takes a —1
circumstance penalty on attack rolls, saves, and checks
until the thorns are removed (full-round action to
remove the thorns).

Tremorsense (Ex): An archer bush can automati-
cally sense the location of anything in contact with the
ground within 60 feet.

Credit

The Archer Bush originally appeared in the module
B3 Palace of the Silver Princess (© TSR/Wizards of the
Coast, 1981) and is used by permission.

Copyright Notice

Author Scott Greene,
based on original material _ ¢

by Jean Wells.
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ASCOMOID

Large Plant

Hit Dice: 6d8+18 (45 hp)

Initiative: +1

Speed: 40 ft. (8 squares)

Armor Class: 17 (-1 size, +1 Dex, +7 natural), touch 10,
flat-footed 16

Base Attack/Grapple: +4/+12

Attack: Slam +7 melee (1d8+6)

Full Attack: Slam +7 melee (1d8+6)

Space/Reach: 10 ft./0 ft.

Special Attacks:
Special Qualities:

Run over, spores

Damage reduction 10/piercing, plant traits,
resistance to fire 10, resistance to electric-
ity 10, tremorsense 60 ft.

Saves: Fort +8, Ref +3, Will +2

Abilities: Str18, Dex 13, Con 17, Int —, Wis 11, Cha 1
Skills: —

Feats: —

Environment: Underground

Organization: Solitary

Challenge Rating: 5

Treasure: 1710 coins; 50% goods; 50% items
Alignment: Always neutral

Advancement: 7-13 HD (Large); 14-18 HD (Huge)

Level Adjustment:

This creature appears as a large, wide puffball of living
fungus. Its surface is brownish-green. Small pocks dot its
form, and seem to function as some sort of sensory organs.

Ascomoids are subterranean fungus monsters that exist
on adiet of living creatures. Ascomoids feed by sitting atop
a slain creature and absorbing its body fluids into its own
form. Creatures slain in this manner appear as rotting
husks. They generally avoid light and the surface world,
though they have no adverse reaction to sunlight or bright
light. The typical ascomoid lair is a large, damp, dark,
natural cavern with a single entrance and exit. Bones of its
victims are strewn about the lair. The monster itself does
not collect treasure, so any such valuables found in its
lair are the only remaining possessions of those its
has killed.

The average ascomoid is 10 feet wide
and weighs 300 pounds.

Combat

An ascomoid attacks by roll-
ing over its opponents or
slamming into them. Though
mindless, the
ascomoid reacts to
those that attack
it by firing
spores at those
opponents.
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Run Over (Ex): An ascomoid can simply run over
opponents up to one size smaller as a standard action. It
cannot make a slam attack in any round in which it runs
over its foes. The ascomoid simply moves over its
opponents affecting as many as it can cover. Opponents
can make attacks of opportunity against the ascomoid,
but if they do so they are not entitled to a save. Those
who do not attempt attacks of opportunity must succeed
on a DC 17 Reflex save or be knocked prone and run
over (taking slam damage). Those that make the save
are not knocked prone but are pushed back or aside
(opponent’s choice). The save DC is Strength-based.

Spores (Ex): Once per round, an ascomoid can fire
deadly spores in a 30-foot line. Upon impacting a solid
surface, the spores billow into a cloud that fills a 20-foot
radius. The cloud lasts 1 round before dispersing. Crea-
tures caught within the cloud must succeed on a DC 16
Fortitude save or take 2d6 points of Constitution dam-
age. Even if the save succeeds, affected creatures are
blinded and nauseated for 1d4 rounds. The save DC is
Constitution-based.

Tremorsense (Ex): An ascomoid can automatically
sense the location of anything within 60 feet that is in
contact with the ground.

Credit

The Ascomoid originally appeared in Dragon #68 (©
TSR/Wizards of the Coast, 1982) and later in the First
Edition Monster Manual II (© TSR/Wizards of the
Coast, 1983) and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by
Gary Gygax.
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ASTRAL SHARK

Large Outsider

Hit Dice: 8d8+16 (52 hp)
Initiative: +2
Speed: 60 ft. (12 squares)

Armor Class: 17 (-1size, +2 Dex, +6 natural), touch

11, flat-footed 15

Base Attack/Grapple:  +8/+16

Attack: Bite +12 melee (1d8+6, 17-20/x2)
Full Attack: Bite +12 melee (1d8+6, 19-20/x2)
Space/Reach: 10 ft./5 ft.

Sever silver cord

Astral scent, all-around vision,
darkvision 60 ft., outsider traits

Special Attacks:
Special Qualities:

Saves: Fort +8, Ref +8, Will +7

Abilities: Str 19, Dex 15, Con 15, Int 6, Wis 12,
Cha 6

Skills: Hide +7, Listen +14, Move Silently
+13, Search +13, Spot +18, Survival
+12 (+14 following tracks)

Feats: Alertness, Improved Critical (bite),

Weapon Focus (bite)
Astral Plane
Solitary or school (2-5)

Environment:
Organization:

Challenge Rating: 6
Treasure: None
Alignment: Always neutral

Advancement:

7-14 (Large); 15-16 HD (Huge)
Level Adjustment: —

This creature resembles a shark with sickly white
skin, tinged here and there with smears of pink. Its
dorsal fin is jagged and slightly curved, and the
creature’s eyes are large, bulbous, and lidless.

An astral shark is a sleek, fish-like creature that
spends its entire life in the Astral Plane and can-
not materialize on any other plane. Among the
lower life forms of the Astral Plane, the astral
shark is near the top of the food chain. When
extraplanar visitors come to the Astral Plane,
however, the astral shark attacks them in prefer-
ence to other prey. It is unknown if the astral shark

is drawn to the
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visitors’ strange energies, or if it somehow gains
special nutrition from them or the silver cord that
connects an astral traveler to its material body.

An astral shark is 12 feet long, but can grow to
lengths of nearly 30 feet.

Combat

An astral shark’s tactics resemble those of its Material Plane
counterpart: circlingits prey, then darting in and biting with its
powerful jaws. An astral shark weakens an opponent and then
attacks the opponent’s silver cord, all the while biting and
tearing at its opponent with its teeth.

Sever Silver Cord (Ex): An astral shark can attack an
opponent’s silver cord with a normal attack that provokes an
attack of opportunity. If the astral shark rolls a natural 20 (and
subsequently confirms the critical hit), the traveler’ssilver cord
is severed and its material body and astral form are both
instantly destroyed.

All-Around Vision (Ex): The strangely shaped eyes of an
astral shark allow it to look in all directions, bestowing a +4
racial bonus on Search and Spot checks. Astral sharks cannot
be flanked.

Astral Scent (Ex): An astral shark is highly attuned to the
energy of a traveler in the Astral Plane and can detect such

creatures in a 180-foot radius.

Copyright Notice
Author Scott Greene.
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ATOMIE

Tiny Fey
Hit Dice:
Initiative:
Speed:

Armor Class:

Base Attack/Grapple:

Attack:
Full Attack:

Space/Reach:
Special Attacks:
Special Qualities:

Saves:

Abilities:

Skills:

Feats:
Environment:
Organization:

Challenge Rating:
Treasure:
Alignment:
Advancement:
Level Adjustment:

This creature resembles a small elf with
narrow, pointed ears, long legs and arms,
and lightly colored hair and eyes. Its skin has
a light green color to it.
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1/2d6+1 (2 hp)
+3
40 ft. (8 squares), fly 60 ft. (good)

16 (+2 size, +3 Dex, +1 natural), touch 15,
flat-footed 13

+0/-1
Short sword +5 melee (1d3-3,19-20/x2)
or light crossbow +5 ranged (1d4)

Short sword +5 melee (1d3-3,19-20/x2)
or light crossbow +5 ranged (1d4)
2-1/21t/0 ft.

Spell-like abilities

Damage reduction 5/cold iron, low-light
vision, SR 16

Fort +1, Ref +5, Will +3

Str 5, Dex 17, Con 13, Int 12, Wis 13, Cha
14

Concentration +3, Craft (any one) +3,
Escape Artist +6, Handle Animal +4, Hide
+6*, Listen +3, Move Silently +5*, Per-
form (dance) +3, Perform (melody) +3,
Search +2, Spot +3

Dodge, Weapon Finesse®

Temperate forests

Gang (2-4), band (6-11 plus 2-4 grigs),
or tribe (20-80)

1

No coins; 50% goods; standard items
Always chaotic neutral
1-3 HD (Tiny)

+3
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Atomies are among the smallest of the fey. They dwell
in arboreal regions, with a single atomie family staking
their claim to a single tree. The atomies are nocturnal,
leaving the safety of their treetop abodes under cover of
darkness to dance and play among the underbrush.

An atomie is a 1-foot tall creature related to pixies and
other sprites. Atomies are attractive, especially when
compared to other sprites. Atomie clothing is almost
always magical, made to change color with the seasons to
help hide the wearer during all times of the year.

Atomies speak Sylvan and Common.

Combat

Atomies avoid combat when possible and use their
quickness to elude would be attackers. If cornered, they
rely on their spell-like abilities and dagger or crossbow
to get out of trouble.

Spell-Like Abilities: 3/day—blink, entangle (DC 13),
mvisibility (self only), pass without trace, speak with ani-
mals. Caster level 9th. The save DCs are Charisma-based.

Skills: *Atomies have a +5 racial bonus on Hide and
Move Silently checks in a forest setting.

Credit

The Atomie originally appeared in the First Edition
Monster Manual 11 (© TSR/Wizards of the Coast,
1983) and is used by permission.

Copyright Notice
Author Scott Greene, based on origi-
nal material by Gary Gygax.
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forrors

redvised

AURUMVORAX (GOLDEN GORGER)

Small Magical Beast

Hit Dice:
Initiative:
Speed:

Armor Class:

Base Attack/Grapple:

Attack:
Full Attack:

Space/Reach:
Special Attacks:
Special Qualities:

Saves:

Abilities:
Skills:
Feats:

Environment:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:

Level Adjustment:

12410424 (90 hp)
+2
30 ft. (6 squares), burrow 10 ft.

20 (+1size, +2 Dex, +7 natural), touch 13,
flat-footed 18

+12/+16

Bite +18 melee (1d6+4)

Bite +18 melee (1d6+4) and 4 claws +12
melee (1d4+2)

5ft./5 ft.

Improved grab, rake 1d4+2

Damage reduction 10/slashing or pierc-
ing, darkvision 60 ft., low-light vision,
resistance to fire 10, immunity to poison,
scent

Fort +12, Ref +10, Will +5

Str18,Dex 14, Con 14, Int 2, Wis 12, Cha
10

Hide +10, Listen +7, Move Silently +5,
Spot +7

Alertness, Endurance, Great Fortitude,
Weapon Focus (bite)

Temperate plains, hills, and forest
Solitary

(?

50% standard

Always neutral

13-15 HD (Small); 16-36 HD (Medium)

This small, feral creature resembles an 8-legged wolf with
bright golden fur.

The aurumvorax (also called the golden gorger) is an
extremely vicious creature, attacking any living prey
within its territory (and its territory often extends up to
1 mile in all directions away from its lair).

The aurumvorax is 3 feet long and weighs about 200
pounds. The creature’s claws end in razor-sharp, copper
colored nails. The aurumvorax’s eyes are silver with
gold pupils. Small whiskers and hairs near its face are
bronze in color.

Combat

The aurumvorax attacks by biting a foe and holding
on with its powerful jaws. It then rips the foe apart with
its claws. An aurumvorax that grabs its prey with its jaws
doesnotrelease the hold until eitherit orits prey is dead.

Improved Grab (Ex): Touse thisability, an arumvorax
must hit with its bite attack. It can then attempt to start
agrapple as a free action without provoking an attack of
opportunity. If it wins the grapple check, it establishes
a hold and can rake.

Rake (Ex): 4 claws; attack bonus +18 melee, damage
1d4+2.

Credit

The Aurumvorax originally appeared in S3 Expedition
to the Barrier Peaks (© TSR/Wizards of the Coast, 1980)
and later in Monster Manual II (© TSR/Wizards of the
Coast, 1983) and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by
Gary Gygax.
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AXE BEAK

Large Animal
Hit Dice:
Initiative:
Speed:

Armor Class:

Base Attack/Grapple:

Attack:
Full Attack:

Space/Reach:
Special Attacks:
Special Qualities:
Saves:

Abilities:

Skills:

Feats:
Environment:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:

Level Adjustment:

fhe tome of

3d8+7 (22 hp)
+3
50 ft. (10 squares)

14 (-1size, +3 Dex, +2 natural), touch 12,
flat-footed 11

+2/+9
Claw +4 melee (1d6+3)

2 claws +4 melee (1d6+3) and bite +2
melee (2d6+1)

10 ft./10 ft.
Low-light vision, scent
Fort +6, Ref +6, Will +1

Str 16, Dex 17, Con 16, Int 2, Wis 11, Cha
10

Listen +5, Spot +5

Alertness, Multiattack

Temperate plains

Solitary, pair, or flock (3-6)

2

None (eggs are worth 50-80 gp each)
Always neutral

4-5HD (Large); 6-7 HD (Huge)

forrors

revised

This creature resembles a large ostrich with a strong, thick
neck and sharpened beak. Its meck is covered in white
feathers, and its body is covered in black feathers with a white
underbelly and tail. Its legs are covered in yellow scales.

The axe beak is a prehistoric flightless, carnivorous bird
that resembles a 7-foot tall ostrich. It is an aggressive hunter
and has a strong, thick neck and a sharp beak. The axe beak
makesahonkingnoise that can be heard clearly up to one-half
mile away. An axe beak lair contains 1d4 eggs worth 50-80 gp
each. Hatchlings fetch the same value on the market.

Combat
The axe beak attacks by kicking with its clawed feet
and biting with its beak. It is a very aggressive hunter and
runs down its prey should an opponent flee. If extremely
hungry, an axe beak attacks until it or its prey is dead.
Credit
The Axe Beak originally appeared in the First Edition Monster
Manual (© TSR/Wizards of the Coast, 1977) and is used by permission.
Copyright Notice

Author Scott Greene, based on original material by
Gary Gygax.
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BABBLER

Large Magical Beast (Reptilian)

Hit Dice: 5d10+5 (32 hp)

Initiative: +5

Speed: 40 ft. (8 squares); 20 ft. bipedal

Armor Class: 15 (-1 size, +1 Dex, +5 natural), touch 10,
flat-footed 14

Base Attack/Grapple: +5/+13

Attack: Claw +8 melee (1d6+4)

Full Attack: 2 claws +8 melee (1d6+4) and bite +6
melee (1d8+2)

Space/Reach: 10 ft./5 ft.

Special Attacks: Sneak attack

Special Qualities: Darkvision 60 ft., low-light vision, scent

Saves: Fort +5, Ref +5, Will +3

Abilities: Str18, Dex 13, Con 12, Int 10, Wis 14, Cha
1

Skills: Balance +5, Hide +0*, Jump +6, Listen
+4, Spot +4, Swim +7

Feats: Improved Initiative, Multiattack

Environment:
Organization:

Temperate marshes

Solitary or pack (2-4)

Challenge Rating: 3
Treasure: Standard
Alignment: Always chaotic evil

Advancement:

6-10 HD (Large); 11-15 HD (Huge)
Level Adjustment: —

This creature stands taller than a human and appears as a
cross between a lixardman and gorgosaurus. Its reptilian body
is covered in yellow scales and its underbelly is gray. Strange
symbols and patterns of grayish-brown can be seen onits back.

Babblers have a large, strong tail that keeps them
balanced when they stand on their hind legs (particularly
during combat). Most of their time is spent slithering on
their stomach in search of prey. The babbler isa carnivore
and is quite fond of human, elven, and dwarven flesh.

forrors

redvised

A babbler stands about 8 feet tall and weighs around
700 pounds. Babblers speak their own weird, guttural
language and understand Common but cannot speak it.

Combat

A babbler attempts to ambush its opponents by slith-
ering within range and then rearing on its hind legs and
attacking. In combat, it slashes with its claws and snaps
with its vicious bite.

Sneak Attack (Ex): A babbler deals +2d6 points of
damage anytime it flanks an opponent or anytime its
opponent is denied its Dexterity bonus to AC.

Skills: Due to their tails, babblers have a +4 racial
bonus on Balance, Jump, and Swim checks.

*Babblers have a +4 racial bonus on Hide checks
when slithering on their belly as opposed to walking
upright; this bonus does not apply when used against
creatures with the scent special quality.

Credit

The Babbler originally appeared in the First Edition
Fiend Folio (© TSR/Wizards of the Coast, 1981) and is
used by permission.

Copyright Notice

Authors Scott Greene and Clark Peterson, based on
original material by Jeremy Goodwin and Ian McDowell.
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BANDERLOG

Medium Monstrous Humanoid

Hit Dice: 4d8+4 (22 hp)

Initiative: +2

Speed: 40 ft. (8 squares), climb 30 ft.

Armor Class: 14 (+2 Dex, +2 natural), touch 12, flat-
footed 12

Base Attack/Grapple: +4/+6

Attack: Bite +6 melee (1d6+2) or club +6 melee
(1d6+2) or coconut +7 ranged (1d4+2)

Full Attack: Bite +6 melee (1d6+2) or club +6 melee
(1d6+2) or coconut +7 ranged (1d4+2)

Space/Reach: 5ft./5 ft.

Special Attacks: Coconut throwing

Special Qualities: Darkvision 60 ft.

Saves: Fort +2, Ref +6, Will +5

Abilities: Str 15, Dex 14, Con 12, Int 8, Wis 12, Cha
6

Skills: Climb +13, Listen +5, Spot +5

Feats: Alertness, Weapon Focus (coconut)

Warm forests

Gang (2-5) or pack (6-24 plus 1-2 6 HD

Environment:
Organization:

leaders)
Challenge Rating: 3
Treasure: None
Alignment: Always neutral
Advancement: By character class

+1

Level Adjustment:

This creature appears as a short, baboon-like creature with
grayish-brown fur.

The banderlog is a somewhat intelligent baboon-like
primate that makes its home in warm forests and jungles.
Though it appears asa larger version of the common baboon,
it does not keep company with or associate with normal
baboons. Banderlogs’ intelligence allows them to form small
tribal communities for protection and companionship. The
leader of such a community is usually the largest and strongest
banderlog of the tribe. It is not uncommon to find more than
one tribe in the same area. Banderlogs generally coexist quite
well with other banderlog tribes, though if food becomes
scarce, they attempt to drive off all other tribes in the area.

Banderlogs sustain themselves on a diet of fruits and nuts,
with coconuts being their favorite food. Though omnivo-
rous, they rarely eat meat of any sort. The typical banderlog
stands just over 4-feet tall and weighs about 100 pounds.

Banderlogs communicate with each other through a series of
grunts, squeaks, and hand signals. Some can also speak Common.

Combat

Banderlogs are non-aggressive unless they are threatened.
They prefer to attack opponents from a distance using small
rocks or coconuts to hit their foes. Should they be engaged in
melee, they attack using a vicious bite.

Coconut Throwing (Ex): A banderlogcan hurlacoconut
up to 10 feet (range increment 10 feet, maximum range 50
feet).

Skills: A banderlog hasa +8 racial bonus on Climb checks
and can always choose to take 10 on a Climb check, even if
rushed or threatened.
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BanderlogsasCharacters

Banderlog characters possess the following racial traits.
—  +4 Strength, +4 Dexterity, +2 Constitution, -2 Intelli-
gence, +2 Wisdom, —4 Charisma.
Medium size.
A banderlog’s base land speed is 40 feet. Its base climb
speed is 30 feet.
Darkvision out to 60 feet.
Racial Hit Dice: A banderlog begins with four levels of
monstrous humanoid, which provide 4d8 Hit Dice, a base
attack bonus of +4, and base saving throw bonuses of Fort
+1, Ref +4, and Will +4.
Racial Skills: A banderlog’s monstrous humanoid levels
give it skill points equal to 7 x (2 + Int modifier). Its class
skills Climb, Listen, and Spot.
Racial Feats: A banderlog’s monstrous humanoid levels
give it two feats.
+2 natural armor bonus.
Natural Weapons: Bite (1d6).
Special Attacks (see above): Coconut throwing.
Automatic Languages: Banderlog. Bonus Lan-

guages: Common, Elven, Gnome, Halfling, Sylvan.

Favored Class: Barbarian.
— Level adjustment +1.

Credit

The Banderlog originally appeared in the First Edition
module S3 Expedition to the Barrier Peaks (© TSR/Wizards
of the Coast, 1980) (as the baboonoid) and later in the First
Edition Monster Manual I (© TSR/Wizards of the Coast,

1983) and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by
Gary Gygax.




BARIC

Small Magical Beast

Hit Dice:
Initiative:
Speed:

Armor Class:

Base Attack/Grapple:

Attack:
Full Attack:

Space/Reach:
Special Attacks:
Special Qualities:
Saves:

Abilities:

Skills:

Feats:
Environment:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:
Level Adjustment:

fhe tome of

2d10 (11 hp)
+1
40 ft. (8 squares)

13 (+1 size, +1 Dex, +1 natural), touch 12,
flat-footed 12

+2/-1

Claw +4 melee (1d3+1)

2 claws +4 melee (1d3+1) and bite +2
melee (1d8+1)

5 ft./5 ft.

Darkvision 60 ft., low-light vision, scent
Fort +3, Ref +4, Will +O
Str12,Dex13,Con11,Int 2, Wis 10,Cha10
Listen +3, Spot +2

Multiattack

Underground

Solitary or pack (1-8)

1

None

Always neutral

3-5HD (Small); 6 HD (Medium)

forrors

redvised

This creature appears as a 6-legged rat with black fur and yellow
eyes. It has along duck-like bill lined with rows of needle-sharp teeth.

Barics are strange rat-like creatures that hunt in packs. The
average baric is 3 feet long and weighs 50 pounds, though they
can grow to a length of 7 feet and weigh about 150 pounds..
Some races keep barics as pets, though more often than not,
these unpredictable monsters turn on their masters within a
short time of entering captivity.

Combat

Barics hunt in small packs. When prey is encountered, they
slowly circle it, moving in to attack with claws and bites. If
more than half the pack is slain, the remaining barics usually
flee, unless they are very hungry, in which case they all fight to
the death.

Credit

The Baric originally appeared in the module B3 Palace of the
Silver Princess (© TSR/Wizards of the Coast, 1981) and is used
by permission.

Copyright Notice

Author Scott Greene, based on original material by Jean
Wells.

BARROW WIGHT

Medium Undead
Hit Dice:
Initiative:
Speed:

Armor Class:

Base Attack/Grapple:

Attack:

Full Attack:
Space/Reach:
Special Attacks:
Special Qualities:

Saves:

Abilities:
Skills:

Feats:
Environment:

6d12 (37 hp)

+1

30 ft. (6 squares)

16 (+1 Dex, +5 natural), touch 11, flat-
footed 15

+3/+5

Slam +5 melee (1d4+3 plus energy drain)
Slam +5 melee (1d4+3 plus energy drain)
5ft./5 ft.

Create spawn, energy drain, insanity gaze

Darkvision 60 ft., +2 turn resistance,
undead traits

Fort +2, Ref +3, Will +6

Str14,Dex 12, Con —, Int 11, Wis 13, Cha
16

Climb +8, Hide +7, Listen +7, Move Si-
lently +15, Search +6, Spot +7
Alertness, Blind-Fight, Power Attack
Any

Organization: Solitary, gang (2-5), or pack (6-11)

Challenge Rating: 4
Treasure: Standard
Alignment: Always chaotic evil

Advancement:
Level Adjustment:

7-12 HD (Medium)

This creature appears as arotting humanoid with leathery,
gray skin drawn tight over its frame. Its eyes glow crimson.
The creature’s clothes appear as rotting and tattered rags.

Barrow wights are undead creatures akin to normal
wights, but they are always found in or near barrows,
usually guarding the treasure contained therein. They
hate living creatures and attempt to destroy anyone who
invades their resting place.

A barrow wight is a twisted, insane creature standing
about 6 feet tall.
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Combat

A barrow wight attempts to use its gaze attack on the
closest creature to it when it is first encountered. Crea-
tures not affected by its gaze are pummeled with its fists.

Create Spawn (Su): A humanoid slain by a barrow
wight becomes a barrow wight in 1d4 rounds. Spawn are
under the command of the barrow wight that created
them and remain enslaved until its death. They do not
possess any of the abilities they had in life.

Energy Drain (Su): Living creatures hit by a barrow
wight’s slam attack gain one negative level. The Forti-
tude save to remove the negative level has a DC of 16.
The save DC is Charisma-based. For each such negative
level bestowed, the barrow wight gains 5 temporary hit
points.

Insanity Gaze (Su): Anyone with 30 feet that meets
a barrow wight’s gaze is affected as if by an insanity spell
(caster level 9th). A successful DC 16 Will save negates
the effects. The save DC is Charisma-based.

Skills: Barrow wights have a +8 racial bonus on Move
Silently checks.

Copyright Notice

Authors Clark Peterson and Scott Greene.

BASIDIROND

Medium Plant

Hit Dice: 5d8+15 (37 hp)

Initiative: +1

Speed: 20 ft. (4 squares)

Armor Class: 17 (+1 Dex, +6 natural), touch 11, flat-
footed 16

Base Attack/Grapple: +3/+6

Attack: Slam +6 melee (1d8+4 plus spores)

Full Attack: Slam +6 melee (1d8+4 plus spores)

Space/Reach: 5ft./5 ft.

Special Attacks:
Special Qualities:

Hallucination cloud, spores

Immunity to cold, plant traits, tremorsense
60 ft., vulnerability

Saves: Fort +7, Ref +2, Will +1

Abilities: Str17,Dex13,Con 16, Int —, Wis 11, Cha
1

Skills: —

Feats: —

Environment: Underground

Organization: Solitary or pair

Challenge Rating: 5

Treasure: 1/10 coins; 50% goods; 50% items

Alignment:
Advancement:
Level Adjustment:

Always neutral (evil tendencies)

6-9 HD (Medium); 10-15 HD (Large)

This large creature resembles an inverted umbrella with
several stems of dark green or brown hanging beneath it. The
inside of its cone-shaped top is inky black.

The basidirond is believed to be related to the ascomoid
(see thatentry), and like its distant relative, makes it lair
in underground natural caverns. Unlike the ascomoid’s
lair that is usually damp or wet, the basidirond’s lair is
unusually dry.

A Dbasidirond N
stands about 7
feet tall.

Combat

The basidirond
attacks by striking
with its cone-shaped cap or by firing a line of spores at
an opponent.

Hallucination Cloud (Ex): As a standard action, a
basidirond can release a cloud of invisible spores in a 20-
foot radius centered on its form. Creatures within the area
must succeed on a DC 15 Fortitude save or be affected as
by a confusion spell for 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 af-
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fected area. The save DC is Constitution-based. (For
more specific hallucinations see the sidebar text.)

Spores (Ex): A basidirond’s slam attack transfers poison-
ousspores toitsopponent. A creature struck must succeed on
a DC 15 Fortitude save or take 1d4 points of Constitution
damage. Each round thereafter, for anumber of rounds equal
to the basidirond’s Hit Dice (5 for a typical basidirond), the
character must succeed on a DC 14 Fortitude save or take
another 1 point of Constitution damage. If remove disease is
cast on an affected character, the Constitution damage is
halted. The save DC is Constitution-based.

Tremorsense (Ex): A basidirond can automatically
sense the location of anything within 60 feet that is in
contact with the ground.

Vulnerability (Ex): A basidirond takes no damage from
acold effect, but is slowed (as the spell) for 1 round per two
caster levels. During this time, a basidirond cannot use its
spores or hallucination cloud special attacks.

Credit

The Basidirond originally appeared in Dragon #68 (© TSR/
Wizards of the Coast, 1982) and later in the First Edition
Monster Manual IT (© TSR/Wizards of the Coast, 1983) and is

used by permission.

forrors

redvised

Basidirond Hallucination Cloud
Rather than affecting an opponent as by a confu-
sion spell, you can randomly determine
hallucinations for each creature affected. The dura-
tionremains the same asdetailed under the creature’s
special attack.
1d8 Hallucination

1 Individual believes he is in a swamp and strips off gear and
armor to avoid sinking.

2 Individual believes he is being attacked by a swarm of
spiders. He attacks the floor and surrounding area.

3 Individual believes item held has turned into a viper; drops

item and retreats back from it.

4 Suffocation—Individual believes he is suffocating and gasps
for air and clutches throat.

5 Individual believes he has shrunk to 1/10 normal size. He
begins yelling for help.

6 Individual believes his associates have contracted a disease.
He will not come closer than 10 feet.

7 Individual believes he is melting; grasps self in attempt to
hold together.

8  Individual believes his back is covered with leeches. He tears
armor, clothing, etc. from his back to get at them.

Copyright Notice
Author Scott Greene, based on original material by Gary Gygax.

BAsILISK, GREATER

Large Magical Beast

Hit Dice: 10d10+40 (75 hp)

Initiative: -1

Speed: 20 ft. (4 squares)

Armor Class: 18 (-1size, -1Dex, +10 natural), touch 8,
flat-footed 18

Base Attack/Grapple: +10/+20

Attack: Claw +15 melee (1d6+6 plus poison)

Full Attack: 2 claws +15 melee (1d6+6 plus poison)
and bite +13 melee (1d8+3)

Space/Reach: 10 ft./5 ft.

Special Attacks:
Special Qualities:

Foul breath, petrifying gaze, poison
Darkvision 60 ft., low-light vision

Saves: Fort +13, Ref +6, Will +4

Abilities: Str 23, Dex 8, Con 18, Int 2, Wis 12, Cha
10

Skills: Hide -2*, Listen +8, Spot +8

Feats: Alertness, Great Fortitude, Multiattack,

Power Attack
Warm deserts
Solitary or pair

Environment:
Organization:

Challenge Rating: 7
Treasure: Standard
Alignment: Always neutral

Advancement: 11-15 HD (Large); 16-30 HD (Huge)
Level Adjustment: —

This creature looks like a thick-bodied reptile with eight
legs. Its eyes glow with an eerie, pale green incandes-
cence.

A larger and meaner cousin of the normal basilisk, the
greater basilisk is a 12-foot long reptilian monster with dull
brown skin and a yellow underbelly. Sages believe the
greater basilisk hails from the Elemental Plane of Earth.

Combat

Greater basilisks rear up on their hind legs and
slash opponents with their poisonous claws while
also using their deadly gaze attack. The breath of
a greater basilisk is so foul that all creatures within
5 feet can be affected by it just by entering or
remaining in the area.

Foul Breath (Ex): A greater basilisk’s breath is
extremely foul. Any creature in a space directly in
front of a greater basilisk must succeed ona DC 19
Fortitude save or take 2d4 points of Constitution
damage each round they remain in the area. A
creature that successfully saves cannot be affected
by the breath of the same greater basilisk for one
day. The save DC is Constitution-based.

Petrifying Gaze (Su): Turn to stone perma-
nently, range 60 feet, Fortitude DC 15 negates.
The save DC is Charisma-based.

A greater basilisk cannot have its own gaze
attack reflected back at it, unless the source of the
reflection is within 10 feet of it. This gaze attack
extends into the Astral and Ethereal Planes.

Poison (Ex): A greater basilisk delivers a debili-
tating poison with a successful claw attack. The
save DC is Constitution-based.

Greater Basilisk Poison: Injury, Fort DC 19, ini-
tial damage 1d4 Con, secondary damage 1d4 Con.

Skills: The greater basilisk’s dull coloration and
its ability to remain motionless for long periods of
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time grant it a +4 racial bonus on Hide checks
in natural settings.

Credit

The Greater Basilisk
originally appeared in the %
First Edition Monster Manual
I1 (© TSR/Wizards of the Coast,
1983) and is used by permission.

Copyright Notice

Author Scott Greene, based on
original material by Gary Gygax.

BAT

Hit Dice:
Initiative:
Speed:

Armor Class:

Base Attack/Grapple:

Attack:
Full Attack:

Space/Reach:
Special Attacks:
Special Qualities:
Saves:

Abilities:
Skills:
Feats:

Environment:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:
Level Adjustment:

Doombat

Doombat

Large Magical Beast

6d10+18 (51 hp)

+6

10 ft. (2 squares), fly 50 ft. (good)
19 (-1 size, +6 Dex, +4 natural),
touch 15, flat-footed 13

+6/+13

Bite +8 melee (1d8+3)

Bite +8 melee (1d8+3) and tail
slash +3 melee (1d6+1)

10 ft./5 ft. (10 ft. with tail)
Shriek

Blindsense 60 ft.

Fort +8, Ref +11, Will +3

Str 17, Dex 22, Con 17,

Int 2, Wis 12, Cha 6

Hide +4, Listen +12*, Move
Silently +11, Spot +11*
Alertness, Stealthy, Skill

Focus (Move Silently)
Underground

Solitary or colony (5-8)

4

None

Always neutral evil

7-9 HD (Large); 10-18 HD (Huge)

This creature appears as a giant black bat with glowing

yellow eyes.

The doombat is a nocturnal hunter that desires living
flesh to sustain it. The approach of a doombat can be
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Mobat

Large Magical Beast

4d10+12 (34 hp)

+6

20 ft. (4 squares), fly 40 ft. (good)
18 (-1 size, +6 Dex, +3 natural),
touch 15, flat-footed 12

+4/+11

Bite +7 melee (1d8+4)

Bite +7 melee (1d8+4)

10 ft./5 ft.

Sonic screech

Blindsense 120 ft.

Fort +7, Ref +10, Will +3

Str 17, Dex 22, Con 17,

Int 6, Wis 14, Cha 6

Listen +7*, Move Silently +8, Spot +7*

Flyby Attack, Weapon Finesse

Warm forests and hills

Solitary or colony (2-8)

3

Standard

Usually neutral (evil tendencies)
5-9 (Large); 10-12 HD (Huge)

heard long before the creature arrives on the scene, the
yipping growing louder as the doombat draws closer.
The doombat has a 10-foot wingspan, though speci-
mens with wingspans reaching 25 feet have been
reported.
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Combat

Doombats attack any living thing they encounter.
They enter melee and attack with their vicious bite and
tail slash, yipping for the duration of the fight.

Shriek (Ex): When a doombat yips, all creatures
(except other doombats) within a 100-foot spread must
succeed on a DC 16 Will save or be overcome with
uneasiness (-1 penalty on attacks rolls, checks, and
saves) for 1d4+1 rounds while the doombat yips. The
save DC is Constitution-based.

A doombat’s yipping is constant, and spellcasters in
the area must succeed on a DC 16 Concentration check
anytime they attempt to cast a spell. The effect of
several doombats yipping at once is not cumulative. A
doombat must wait 1d3 rounds before yipping again.
Whether or not the save is successful, an affected
creature is immune to the same doombat’s yipping for
one day, though spellcasters are still required to make a
successful Concentration check each time they attempt
a spell so long as they are in the affected area.

Blindsense (Ex): Doombats use echolocation to pin-
point creatures within 60 feet. Opponents still have
total concealment against the doombat unless it can
actually see them.

Skills: Doombats have a +4 racial bonus on Spot and
Listen checks. *These bonuses are lost if blindsense is
negated.

Mobat

This creature appears as a large
brown bat with razor-sharp fangs, and
eyes that glow green.

The mobat has a wingspan of ap-
proximately 15 feet. It is a
nocturnal creature, cruising si-
lently through the night sky
in its never ending quest for
food. A mobat, like any species
of normal bat, has huge earsand an
upturned snout. Mobats are omni-
vores, but they often include
warm-blooded prey in their diet.

Combat

A mobat attacks by biting
its opponent using its razor §
sharp fangs. Surviving prey is  f
subjected to the mobat’s |
sonic screech attack. :

Sonic Screech (Su): A "
mobat can blastan ear-split- %
ting screech that affects all
within a 20-foot spread. The W
screech stuns any creature in
the area for 1d3 rounds if it fails a
DC 15 Will save. This is a sonic-mind
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affecting effect. Whether or not the save succeeds an
affected creature is immune to the same mobat’s screech
for one day. The save DC is Constitution-based.

Blindsense (Ex): Mobats use echolocation to pin-
point creatures within 120 feet. Opponents still have
total concealment against the mobat unless it can actu-
ally see them.

Skills: Mobats have a +4 racial bonus on Listen and
Spot checks. *These bonuses are lost if blindsense is
negated.

Credit

The Doombat originally appeared in the First Edition
Fiend Folio (© TSR/Wizards of the Coast, 1981) and is
used by permission.

Copyright Notice

Author Scott Greene, based on original material by
Julian Lawrence.

Credit

The Mobat originally appeared in the First Edition
module S4 Lost Caverns of Tsojcanth (© Wizards of the
Coast, 1982) and later in the First Edition Monster
Manual II (© TSR/Wizards of the Coast, 1983) and is

used by permission.

Copyright Notice

Author Scott Greene and Clark Peterson, based on
original material by Gary Gygax.
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BEETLE, GIANT BORING

Large Vermin

Hit Dice: 5d10+10 (37 hp)

Initiative: +0

Speed: 20 ft. (4 squares)

Armor Class: 17 (-1 size, +8 natural), touch 7,
flat-footed 17

Base Attack/Grapple: +3/+11

Attack: Bite +6 melee (2d8+6)

Full Attack: Bite +6 melee (2d8+6)

Space/Reach: 10 ft./5 ft.

Special Attacks: —
Special Qualities: Darkvision 60 ft., hive mind, vermin traits

Saves: Fort +6, Ref +1, Will +1

Abilities: Str18,Dex10,Con 15, Int —, Wis 10, Cha
q

Skills: —

Feats: —

Environment:
Organization:

Temperate forests
Cluster (2-5), swarm (6-11), or hive (12-
19 plus 2-8 shriekers)

Challenge Rating: 3
Treasure: Standard
Alignment: Always neutral

Advancement: 6-7 HD (Large); 10-15 HD (Huge)
Level Adjustment: —

This giant beetle has a greenish-gray carapace and wing-
covers, and its legs and mandibles are black.

Boring beetles feed primarily on wood, mold, fungus,
and other organic matter. They make their lairs inside
ancient tunnels and caverns, where they harvest and
grow molds and fungi. Shriekers are prized for both food
and their use as alarms to warn the boring beetles of
intrusion. Boring beetles are about 9 feet long.

Combat
Boring
beetles bite with
their powerful mandibles. Slain victims
are dragged to their lair and used to grow new molds and
fungi.

Hive Mind (Ex): All boring beetles within 1 mile of
each other are in constant communication. If one is aware
of aparticular danger, they all are. If one in the group is not
flat-footed, then none of them are. No boring beetle in a
group is considered flanked unless all of them are.

Credit

The Boring Beetle originally appeared in the First
Edition Monster Manual (© TSR/W izards of the Coast,
1977) and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by
Gary Gygax.

BEETLE, GIANT DEATH WATCH

Medium Vermin

Hit Dice: 7d8+18 (59 hp)

Initiative: +0

Speed: 30 ft. (6 squares)

Armor Class: 19 (+9 natural), touch 10, flat-footed 17
Base Attack/Grapple: +6/+10

Attack: Bite +10 melee (1d8+6)

Full Attack: Bite +10 melee (1d8+6)

Space/Reach: 5Fft/5ft.

Death rattle

Darkvision 60 ft., immunity to death ef-
fects, vermin traits

Special Attacks:
Special Qualities:

Saves: Fort +8, Ref +3, Will +3

Abilities: Str19,Dex10,Con15, Int —, Wis 10, Cha
q

Skills: Hide +0*

Feats: —

Environment: Temperate forests

Organization: Solitary

Challenge Rating: 6

Treasure: None

Alignment: Always neutral

Advancement: 10-13 HD (Medium); 14-27 HD (Large)

Level Adjustment: —

This creature appears as a giant beetle with a dark green
carapace and wing-covers. Its body is covered in leaves and
sticks. Its mandibles are silver and its legs are black.

The death watch beetle makes its lair in forests and
uses a mixture of saliva and earth to stick rubbish (leaves
and twigs, for instance) to itself in order to attack by
surprise.

Combat

The death watch beetle begins combat using its death
rattle ability. Any creatures that survive are bitten by
the beetle’s mandibles and devoured.

Death Rattle (Ex): Once every 1d4 hours, a death
watch beetle can vibrate its carapace to produce a
clicking noise that sets up vibrations in all creatures
within 30feet. Affected creatures with 6 HD or less must
succeed on a DC 16 Fortitude saving throw or die
immediately. Creatures with more than 6 HD or those
that succeed on their Fortitude save take 4d6 points of
damage. Since the effect stems from the vibrations set
up in a victim’s body and not from the clicking noise
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itself, silence offers no protection against this attack. f
Likewise, a creature that cannot hear can still be af- [ =
fected. The save DC is Constitution-based.

Immunity to Death Effects (Ex): Death watch
beetles are immune to any effect that instantly
slays it, such as finger of death, slay living, and so
on.

Skills: *Death watch beetles have a
+8 racial bonus on Hide checks in
forested areas.

Credit

The Death Watch Beetle originally ap-
peared in the First Edition Monster Manual II (© TSR/
Wizards of the Coast, 1983) and is used by permission.

Copyright Notice

Authors Scott Greene and Clark Peterson, based on
original material by Gary Gygax.

BEETLE, GIANT RHINOCEROS

Large Vermin Combat
::itti[:;ic:;: 120d8+36 (70he) Giant rhinoceros beetles charge opponents, biting
Speed: 20 ft. (4 squares) with their razor sharp mandibles and slashing with their
Armor Class: 20 (-1 size, +11 natural), touch 7, flat- horn.
footed 20 Trample (Ex): Reflex half DC 23. The save DC is
Base Attack/Grapple: +7/+20 Strength-based.
Attack: Bite +15 melee (2d6+7) .
Full Attack: Bite +15 melee (2d6+7) and gore +10 Credit
melee (2d6+3) The Rhinoceros Beetle originally appeared in the
Space/Reach: 10 ft./5 ft. (10 ft. with horn) First Edition Monster Manual (© Wizards of the Coast,
Special Attacks: Trample 2d6+10 1977) and is used by permission.
Special Qualities: Darkvision 60 ft., vermin traits . .
Saves: Fort +11, Ref +4, Will +4 Copyright Notice
Abilities: g: 295, Dex 10, Con 17, Int —, Wis 10, Author Scott Greene, based on original material by
a
Skills o Gary Gygax.
Feats: —
Environment: Warm forests
Organization: Cluster (2-5) or swarm (6-11)
Challenge Rating: 7
Treasure: None
Alignment: Always neutral
Advancement: 13-15 HD (Large); 16-36 HD
(Huge)

Level Adjustment: —

This creature appears as a giant beetle with a gray-
ish-brown carapace and wing-covers and alarge brown-
ish-black “horn” between its mandibles.

These creatures are found in the warm jungles
and forests of the world and spend their days
searching for plants, fruits, and berries on which
to sustain themselves. An adult rhinoceros beetle
is about 12 feet long.
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BEETLE, GIANT SLICER

Large Vermin

Hit Dice: 6d8+18 (45 hp)

Initiative: +0

Speed: 20 ft. (4 squares)

Armor Class: 17 (-1 size, +8 natural), touch 7,
flat-footed 17

Base Attack/Grapple: +4/+16

Attack: Bite +7 melee (2d8+9,
19-20/x2 plus see text)

Full Attack: Bite +7 melee (2d8+9,
19-20/x2 plus see text)

Space/Reach: 10 ft./5 ft.

Special Attacks:
Special Qualities:

Improved critical, vorpal bite
Darkvision 60 ft., vermin traits

Saves: Fort +8, Ref +2, Will +2

Abilities: Str 23, Dex 10, Con 17, Int —, Wis 10,
Cha?

Skills: —

Feats: —

Environment:
Organization:

Temperate forests
Solitary or cluster (2-5)

Challenge Rating: 4

Treasure: No coins; no goods; standard items
Alignment: Always neutral

Advancement:

7-9 HD (Large); 10-18 HD (Huge)
Level Adjustment: —

This creature appears as a giant beetle with a triangular
head and two long, razor sharp mandibles. Its body is black
in color.

The slicer beetle closely resembles a large stag beetle
and is often mistaken for such. However, the slicer
beetle is more aggressive than the stag beetle. The
creature dines on carrion, fresh meat, and leaves.

Stag beetles are about 10 feet long, but can grow to
lengths of 20 feet or more.

Combat

The slicer beetle attacks by
biting with itsmandibles. A criti-
cal hit by the slicer beetle has a
chance of severing afoe’s arm or leg.

Improved Critical (Ex): The
slicer beetle threatens a critical on an attack roll
of 19 or 20 with its bite attack.

Vorpal Bite (Ex): If aslicer beetle scores a natural 20
on its attack roll and confirms the critical hit, it severs
one of the opponent’s extremities (roll 1d6: 1-3 arm, 4-
6 leg; 50% chance of either right or left).

Credit

The Slicer Beetle originally appeared in the First
Edition Monster Manual II (© TSR/Wizards of the
Coast, 1983) and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by
Gary Gygax.

BELABRA

Medium Aberration

Hit Dice: 4d8+7 (25 hp)

Initiative: +2

Speed: 5 ft. (1 square), fly 20 ft. (poor)

Armor Class: 18 (+2 Dex, +6 natural), touch 12, flat-
footed 16

Base Attack/Grapple: +3/+5

Attack: Slam +5 melee (2d4+2); or tentacle +5
melee (1d2+2)

Full Attack: Slam +5 melee (2d4+2); or 12 tentacles
+5 melee (1d2+2) and bite +0 melee
(2d4+1)

Space/Reach: 5ft./5 ft.

Special Attacks: Acidic blood, improved grab, tentacle-
barbs

Special Qualities: Darkvision 60 ft.

Saves: Fort +2, Ref +3, Will +5

Abilities: Str 14, Dex 15, Con 13, Int 7, Wis 12, Cha
n

Skills: Listen +6, Move Silently +3, Spot +6

Feats: Alertness, Toughness

Environment: Temperate forests

Organization: Solitary

Challenge Rating: 3

Treasure: None

Alignment: Always neutral

Advancement: 5-9 HD (Medium); 10-12 HD (Large)

Level Adjustment: —

This creature resembles a man-sized flying jellyfish with
twelve long tentacles. Four thin eyestalks protrude from its
cap. Its cap is blackish-gray and its eyestalks are dark grary.

Belabras are large, jellyfish-like omnivores that dwell
in deep forests and thick undergrowth. They sustain
themselves on a diet of plants, berries, and rodents.
Particularly hungry belabras will attack larger creatures
(such as humanoids).

Belabras (called “tanglers” by some) resemble jelly-
fish about 5 feet in diameter. Its eyes have no pupils. A
small, bird-like beak is hidden among its array of ten-
tacles.
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Combat

A belabra attacks by slamming into its opponents
with its hard, chitinous shell or by lashing out with its
tentacles. Grabbed opponents are pulled in and bitten.

Acidic Blood (Ex): Each time a belabra is hit with a
slashing or piercing weapon, all creatures within a 10-
foot radius must succeed on a DC 13 Reflex save or be
sprayed by the creature’s acidic blood. The save DC is
Constitution-based.

A creature that fails its save is partially blinded and
overcome with fits of sneezing. Both effects last 1d6+2
rounds. An affected creature takes a —1 penalty to AC,
loses its Dexterity bonus to AC (if any), moves at half
speed, and takes a—2 penalty on Search
checks and on most Strength- and
Dexterity-based skill checks. All
checks relying on vision (such as
reading and Spot checks) have a
50% chance of failing. All ¢
opponents are considered
to have concealment

‘_\

y4

grrors redised

(20% miss chance) relative to the blinded character.

Improved Grab (Ex): To use this ability, a belabra
must hit an opponent up to its size or smaller with a
tentacle attack. It can then attempt to start a grapple as
a free action without provoking an attack of opportu-
nity. If it wins the grapple check, it establishes a hold.

Tentacle-Barbs (Ex): A belabra’s tentacles are lined
with razor-sharp barbs. Anytime a grappled creature
attempts to break free and fails, it takes 1d4 points of
piercing damage from the barbs.

Credit

The Belabra originally appeared in the First Edition
Creature Catalog (Dragon #94) (© TSR/Wiz-

ards of the Coast, 1985) and later in the
Second Edition Monstrous Compendium
(MC 3) (© TSR/Wizards of the Coast,
1991) and is used by permission.

4 '\-l

)

Copyright Notice

Author Scott Greene,
based on original material

/by Ed Greenwood.
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BHuUTA

Medium Undead
Hit Dice:
Initiative:
Speed:

Armor Class:

Base Attack/Grapple:

Attack:

Full Attack:
Space/Reach:
Special Attacks:
Special Qualities:

Saves:

Abilities:

Skills:

Feats:

Environment:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:
Level Adjustment:

This creature appears to be a decayed humanoid
whose body still shows signs of trauma. Its flesh,
where it still exists, is pulled tight over its skeletal
frame. Its eyes are now hollow sockets of darkness.

When a person is murdered, the spirit some-
times clings to the Material Plane, refusing to accept

the tome of forrors redised

7d12+3 (48 hp)
+2
30 ft. (6 squares)

15 (+2 Dex, +3 natural), touch 12, flat-
footed 13

+3/+6

Claw +7 melee (1d6+3)

2 claws +7 melee (1d6+3)

5ft./5 ft.

Death grip 1d6+4, improved grab
Darkvision 60 ft., find target, gentle re-
pose, +2 turn resistance, undead traits
Fort +2, Ref +4, Will +7

Str16,Dex14,Con —, Int12, Wis 14, Cha
14

Escape Artist +10, Hide +7, Intimidate
+7, Listen +13, Move Silently +10, Spot
+13

Power Attack, Toughness, Weapon Fo-
cus (claw)

Any land and underground
Solitary

6

None

Always evil

8-15HD (Medium-size); 16-21HD (Large)

its mortal death. This spirit possesses its original body
and seeks out those responsible for its murder. It will

never rest until those responsible are sought out and

slain.

Since the transformation into unlife is almost
instant (occurring within 1-2 hours after death),
the bhuta appears as it did in life. Close inspec-
tion (DC 15 Spot check) reveals slight decay,
and the body still shows signs of any trauma
suffered prior to death (wounds, disease, burns, or the

Death Grip (Ex): A bhuta deals 1d6+4 points of
damage with a successful grapple check each round the
hold is maintained. Because it seizes its victim by the
throat, a creature in its grasp cannot speak or cast spells
with verbal components.

Improved Grab (Ex): To use this ability, a bhuta
must hit with both claw attacks. It can then attempt to
start a grapple as a free action without provoking an
attack of opportunity. If it wins the grapple check, the
bhuta establishes a hold and can use its death grip.

Find Target (Sp): So long as the bhuta and its killer
are on the same plane of existence, it can find its target
unerringly as though guided by discern location (caster
level 9th).

Gentle Repose (Ex): When it first rises from the
dead, abhuta is preserved as if by gentle repose for a period
of 14 days. After that time, its body begins to decay and

it takes on an appearance similar
to that of a ghoul or zombie.

Copyright Notice
Author Scott Greene.

like), but outwardly, the bhuta for the most part appears
as a normal creature of its race. In its undead state, the
bhuta sustains itself on a diet of flesh, preferring that of
humans and elves.

Combat

A bhuta attacks with its claws in combat. If facing its
killers, it uses its death grip attack on the one who
actually killed it (the one who delivered the killing
blow) and usually only releases its hold when
either it or its target is dead. If combat goes
against it, a bhuta does not hesitate to retreat,
picking a more opportune time in the future to
exact its revenge.
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BLINDHEIM
Small Aberration
Hit Dice: 4d8 (18 hp)
Initiative: +1
Speed: 30 ft. (6 squares)
Armor Class: 17 (+1 size, +1 Dex, +5 natural), touch 12,
flat-footed 16
Base Attack/Grapple: +3/-1
Attack: Bite +5 melee (1d6)
Full Attack: Bite +5 melee (1d6)
Space/Reach: 5ft./5 ft.
Special Attacks: Eye beams
Special Qualities: Darkvision 60 ft.

Saves: Fort +1, Ref +2, Will +5

Abilities: Str10, Dex 12, Con 11, Int 2, Wis 12, Cha 6
Skills: Hide +8, Listen +11, Spot +3

Feats: Alertness, Weapon Finesse

Environment:
Organization:

Underground
Solitary or gang (2-4)

Challenge Rating: 2
Treasure: Standard
Alignment: Usually chaotic evil

Advancement: 5-8 HD (Small); 7-12 HD (Medium)
Level Adjustment: —

This creature is a4-foot tall frog-like humanoid with large,
bulbous eyes that constantly emits bright yellow beams of
light. Its skin is mottled yellow, growing darker across its
back. Its feet are webbed as are its claws.

Blindheims dwell in underground caverns and sustain
themselves on a diet of funguses, molds, and small
rodents. An extra eyelid allows the blindheim to “turn
off” its eyes when it is sleeping or resting. A dead
blindheim’s eyes are dull gold in color.

Blindheims are 4 feet tall and weigh about 150 pounds.

Combat

A blindheim attacks by first blinding a foe with its
gaze and then rushing in to use its bite attack. It can turn
its eyes on and off as it wishes, but always leaves them on
during combat. If overmatched, a blindheim flees.
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Eye Beams (Ex): When a blindheim’s eyes are open,
it emits a 30-foot cone of light. It can see normally in
this light and functions normally in areas of darkness
(but not deeper darkness). A creature looking at a
blindheim when its eye beams are “on” must succeed on
a DC 12 Fortitude save or be blinded for 1 hour. The
save DC is Constitution-based. The blindness can be
cured by remove blindness or more powerful magic.

Skills: Blindheims have a +4 racial bonus on Listen
checks.

Credit

The Blindheim originally appeared in the First Edi-
tion Fiend Folio (© TSR/Wizards of the Coast, 1981)
and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by
Roger Musson.

BLoop Hawk

Small Magical Beast

Hit Dice: 1d10+1 (6 hp)

Initiative: +2

Speed: 10 ft. (2 squares), fly 80 ft. (average)

Armor Class: 15 (+1size, +2 Dex, +2 natural), touch 13, flat-
footed 13

Base Attack/Grapple: +1/-2

Attack: Claw +4 melee (1d4+1)

Full Attack: 2 claws +4 melee (1d4+1) and bite -1 melee
(1d6)

Space/Reach: 5ft/5ft

Special Attacks: —
Special Qualities: Low-light vision, scent

Saves: Fort +3, Ref +4, Will +2

Abilities: Str12,Dex 15, Con 12, Int 2, Wis 14, Cha 6
Skills: Listen +4, Spot +4*

Feats: Weapon Finesse

Environment: Any forest, hills, plains, and mountains

Organization: Flock (6-11)

Challenge Rating: 12

Treasure: No coins; double goods (gems only); noitems
Alignment: Always neutral

Advancement: 2-3 HD (Medium)

Level Adjustment: —

This creature appears as a hawk with red talons and a dull
red beak.

The blood hawk is nearly identical to anormal hawk and
is often mistaken for one, but a blood hawk is stronger and
far more aggressive than a normal hawk. Blood hawks love
the taste of human flesh and are relentless in their hunt of
human prey. They often steal gems from the corpses of
their humanoid prey, which they use to line their nests.
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Combat

Blood hawks are fierce combatants and quickly swoop
down on their prey, attacking with their razor sharp
talons and beak. Blood hawks fight to the death.

Skills: *Blood hawks have a +8 racial bonus on Spot
checks in daylight.

Credit

The Blood Hawk originally appeared in the First
Edition Fiend Folio (© TSR/Wizards of the Coast, 1981)
and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by
lan Livingstone.

BrLoopy BONES

Medium Undead

Hit Dice: 5d12 (32 hp)

Initiative: +1

Speed: 30 ft. (6 squares)

Armor Class: 16 (+1 Dex, +5 natural), touch 11, flat-
footed 15

Base Attack/Grapple: +2/+5

Attack: Tendril +4 ranged touch (drag) or claw
+5 melee (1d4+3)

Full Attack: 4 tendrils +4 ranged touch (drag) and
claw +5 melee (1d4+3)

Space/Reach: 5 ft./5 ft. (30 ft. with tendril)

Special Attacks:
Special Qualities:

Improved grab, rend 2d4+4, tendrils
Darkvision 60 ft., resistance to fire 10,
slippery, undead traits

Saves: Fort +3, Ref +2, Will +6

Abilities: Str16,Dex12,Con —, Int 12, Wis 14, Cha
12

Skills: Climb +10, Escape Artist +23, Hide +8,
Listen +7, Move Silently +6, Spot +7

Feats: Great Fortitude, Weapon Focus (tendril)

Environment:
Organization:

Any
Solitary or gang (2-5)

Challenge Rating: 4
Treasure: None
Alignment: Always chaotic evil

Advancement: 6-12 HD (Medium); 13-15 HD (Large)
Level Adjustment: —

This creature appears as a skeletal humanoid with bits of
muscle and sinew hanging from its body. Four long, sinewy
tendrils writhe from its midsection. The entire creature
constantly oozes a mixture of blood and mucus. Its eye
sockets are hollow and show no pupils.

Bloody bones are evil undead spirits that haunts
caverns, caves, and other desolate places. Their true
origins are unknown, but they are believed to be the
undead remains of those who desecrate evil temples
and are punished by the gods for their wrongdoings.

From a distance, they are likely to be mistaken for
skeletons, but those that make this mistake often regret
it, for the bloody bones is far worse than the undead
creature it resembles.

A bloody bones stands about 6 feet tall. It is unknown
if they can speak.
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Combat

A bloody bones prefers to hide in the shadows and
wait for its prey to pass nearby. It then leaps to the
attack, entwining its opponents with its tendrils and
clawing its prey until dead.

Improved Grab (Ex): To use this ability, a bloody
bones must hit an opponent up to its size or smaller with
a tendril attack. It can then attempt to start a grapple as
a free action without provoking an attack of opportu-
nity. If it wins the grapple check, it pulls its opponent
into a space adjacent to it and attacks with its claws.

Rend (Ex): A bloody bones that hits an opponent
with both claw attacks latches onto the opponent’s
body and tears the flesh. This attack automatically deals
an additional 2d4+4 points of damage.
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Tendril (Ex): A bloody bones can fire up to 4 sinewy
tendrils to a maximum range of 30 feet (no range increment).

A tendril has 10 hit points and can be attacked by
making a successful sunder attempt. However, attack-
ing a bloody bones’ tendril does not provoke an attack
of opportunity. If the tendril is currently wrapped around
a target, the bloody bones takes a —4 penalty on its
opposed attack roll to resist the sunder attempt. Sever-
ing a tendril deals no damage to a bloody bones.

Slippery (Ex): Bloody bones are difficult to grapple or
snare due to the constant flow of blood and mucus across
their bodies. Webs, magic or otherwise, do not affect
bloody bones, and they usually wiggle free from most
other forms of confinement.

Skills: Because their bodies are slippery, bloody bones
have a +15 racial bonus on Escape Artist checks.

Copyright Notice

Author Scott Greene.

BoALISK

Large Magical Beast

Hit Dice: 5d10+18 (45 hp)

Initiative: +3

Speed: gO ft. (4 squares), climb 20 ft., swim 20
t.

Armor Class: 16 (-1 size, +3 Dex, +4 natural), touch 11,
flat-footed 12

Base Attack/Grapple: +5/+14

Attack: Bite +7 melee (1d6+7)

Full Attack: Bite +7 melee (1d6+7)

Space/Reach: 10 ft./5 ft.

Special Attacks:
Special Qualities:

Constrict 1d6+7, gaze, improved grab
Darkvision 60 ft., low-light vision, scent

Saves: Fort +7, Ref +7, Will +2

Abilities: Str 21, Dex 17, Con 16, Int 1, Wis 12, Cha
4

Skills: Balance +12, Climb +14, Hide +4, Listen
+7, Spot +7, Swim +14

Feats: Alertness, Toughness

Environment: Warm forest and aquatic

Organization: Solitary

Challenge Rating: 4

Treasure: None

Alignment: Always neutral

Advancement: 4-7 HD (Large); 8-7 HD (Huge)

Level Adjustment: —

This creature appears as a wile serpent with dark
scales and reddish eyes.

Lurking in misty jungles and along dark riverbanks,
the boalisk is a vile serpent that can cause death and
pestilence with but a gaze. A boalisk is a constrictor
snake 12 to 30 feet long with dark scales interspersed
with pale green and yellow daubs of color to help it
blend in with its surroundings on the forest floor. The
eyes of a boalisk are large and reddish in color.

Combat

A boalisk hunts by grabbing prey with its mouth and then
squeezing with its powerful body. More powerful opponents
(or if the boalisk has recently eaten) will be
attacked
with the
boalisk’s
gazeat-
tack.
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Constrict (Ex): On a successful grapple check, a
boalisk deals 1d6+7 points of damage.

Gaze (Su): Those within 30 feet that meet the
boalisk’s gaze must succeed on a DC 15 Fortitude save or
contract black rot.

Black rot—gaze, Fortitude DC 15, incubation period
1 minute, damage 1d6 Con and 1d6 Cha. The save DC
is Constitution-based.

Improved Grab (Ex): To use this ability, a boalisk
must hit with its bite attack. It can then attempt to start
a grapple as a free action without provoking an attack of
opportunity. If it wins the grapple check, it establishes
a hold and can constrict.

Skills: Boalisks have a +4 racial bonus on Hide,

Listen, and Spot checks and a +8 racial bonus on
Balance and Climb checks.

A boalisk can always choose to take 10 on a Climb
check, even if rushed or threatened. Boalisks can use
either their Strength or Dexterity modifier for Climb
checks, whichever is better.

A boalisk has a +8 racial bonus on any Swim check to
perform some special action or avoid a hazard. It can
always choose to take 10 on a Swim check, even if
distracted or endangered. It can use the run action while
swimming, provided it swims in a straight line.

Credit

The Boalisk originally appeared in the First Edition
module S4 Lost Caverns of Tsojcanth (© Wizards of the
Coast, 1982) and later in the First Edition Monster
Manual II (© TSR/Wizards of the Coast, 1983) and is
used by permission.

Copyright Notice

Author Scott Greene, based on original material by
Gary Gygax.

BoG BEAST

Large Monstrous Humanoid

Hit Dice: 5d8+20 (42 hp)

Initiative: +0

Speed: 30 ft. (6 squares)

Armor Class: 14 (-1 size, +5 natural), touch 9, flat-
footed 14

Base Attack/Grapple: +5/+14

Attack: Claw +7 melee (1d6+5 plus disease)

Full Attack: 2 claws +7 melee (1d6+5 plus disease)

Space/Reach: 10 ft./10 ft.

Special Attacks:
Special Qualities:

Disease, rend 2d6+7
Darkvision 60 ft., scent

Saves: Fort +5, Ref +4, Will +5

Abilities: Str 20, Dex 11, Con 18, Int 5, Wis 12, Cha
q

Skills: Listen +7, Spot +7

Feats: Alertness, Track

Environment:
Organization:

Temperate marshes

Solitary or pack (2-5)

Challenge Rating: 5
Treasure: None
Alignment: Always neutral

Advancement: By character class
Level Adjustment: +3

This creature appears as a large,
shaggy, fur-covered humanoid with clawed
hands and feet. Two, long, upright tusks pro-
trude from its mouth. Its eyes are dull brown and its fur
is brownish-yellow.

Bog beasts make their homes in bogs and swamps
and feed on creatures that dwell there. They are avid
hunters and a bog beast’s hunting area usually covers
a large expanse of ground several miles around its
lair.

A bog beast stands over 9 feet tall and weighs
around 1,100 pounds. It makes its lair amid over-
grown swamplands and attacks just about any creature
that travels too close to its lair. They seem to be able
to communicate with one another through a series of

guttural grunts and growls, but do not speak any known
language.

Combat

Bog beasts attack with their claws and always fight to
the death. A creature killed by a bog beast is dragged
back to its lair, where it is devoured.

Disease (Ex): Filth fever—claw, Fortitude DC 16,
incubation period 1d3 days; damage 1d3 Dex and 1d
Con. The save DC is Constitution-based.

Rend (Ex): If a bog beast hits with both claw attacks,
it latches onto the opponent’s body and tears the flesh.
This attack automatically deals an additional 2d6+7
points of damage.
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Bog Beasts as Characters
Bog beast characters possess the following racial traits.

+10 Strength, +8 Constitution, —6 Intelligence
(minimum 3), +2 Wisdom, —2 Charisma.

Large size. —1 penalty to Armor Class, —1 penalty on
attack rolls, —4 penalty on Hide checks, +4 bonus
ongrapple checks, lifting and carrying limits double
those of Medium characters.

Space/Reach: 10 feet/10 feet.

A bog beast’s base land speed is 30 feet.
Darkvision out to 60 feet.

Racial Hit Dice: A bog beast begins with five levels
of monstrous humanoid, which provide 5d8 Hit
Dice, a base attack bonus of +5, and base saving

throw bonuses of Fort +1, Ref +4, and Will +4.

forrors
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Racial Skills: A bog beast’s monstrous humanoid
levels give it skill points equal to 8 x (2 + Int
modifier, minimum 1). Its class skills are Listen and
Spot.

Racial Feats: A bog beast’s monstrous humanoid
levels give it two feats.

+5 natural armor bonus.

Natural Weapons: 2 claws (1d6).

Special Attacks (see above): Disease, rend.
Special Qualities (see above): Scent.

Automatic Languages: Bog Beast. Bonus Languages:
Common, Giant, Orc, Goblin.

Favored Class: Barbarian.

Level adjustment +3.

Copyright Notice
Author Scott Greene.

Bogc Mummy

Medium Undead

Hit Dice: 8d12+3 (55 hp)

Initiative: +4

Speed: 20 ft. (4 squares)

Base Attack/Grapple: +4/+7

Armor Class: ]g(+8 natural), touch 10, flat-footed
1

Attack: Slam +7 melee (1d6+4 plus bog
rot)

Full Attack: Slam +7 melee (1d6+4 plus bog
rot)

Space/Reach: 5ft/5ft.

Special Attacks:
Special Qualities:

Bog rot, create spawn, despair
Damage reduction 5/—, darkvision
60 ft., marsh move, resistance to
fire 10, undead traits, vulnerability
to cold

Saves: Fort +2, Ref +2, Will +8

Abilities: Str17,Dex10,Con—, Int6, Wis 14,
Cha15

Skills: Hide +5, Listen +8, Move Silently
+6, Spot +7

Feats: Alertness, Improved Initiative,
Toughness

Environment: Any marsh

Organization: Solitary, warden squad (2-4), or guard-

ian detail (6-10)

Challenge Rating: 6
Treasure: Standard
Alignment: Always chaotic evil

Advancement:
Level Adjustment:

7-16 HD (Medium); 17-24 HD (Large)

This creature appears as a desiccated humanoid wrapped in
filthy bandages and caked inmud. Its eyes showno spark of life
and it looses a low, guttural moan as its moves forward.

When a corpse preserved by swamp mud is imbued with
negative energy, it rises as a bog mummy. Bog mummies
resemble normal mummies, but are covered with a thin
layer of swamp mud. Bog mummies rarely leave the
swamp where they were formed. They hate life and attack
any living creature that trespasses in their swamp.

'Y
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Combat

In battle, a bog mummy attacks with its fists, attempt-
ing to smash any living creature it encounters.

Bog Rot (Su): Supernatural disease—slam, Fortitude
DC 16, incubation period 1 day; damage 1d6 Str, Dex,
Con, or Cha (determine randomly using 1d4), second-
ary damage 1d6 from the same ability score. The save
DC is Charisma-based.

Creatures afflicted with bog rot donot heal naturally and
gain only one-half benefit from magical healing until the
disease is cured. Unlike normal diseases, bog rot continues
until the victim reaches Constitution 0 (and dies) or
receives a remove disease spell or similar magic.

Create Spawn (Su): Any humanoid that diesfrom bog rot
becomes a bog mummy in 1d4 days unless a remowe disease is
cast (within one day after death) or the creature is brought
back to life (raise dead is ineffective, but resurrection or true
resurrection works). Spawn are under the command of the bog

mummy that created them and remain enslaved until their
death. They donot possess any of the abilities they had in life.

Despair (Su): At the mere sight of a bog mummy, the
viewer must succeed on a DC 16 Will save or be
paralyzed with fear for 1d4 rounds. Whether or not the
save is successful, that creature cannot be affected again
by the same bog mummy’s despair ability for one day.
The save DC is Charisma-based.

Marsh Move (Ex): Bog mummies can move at their
normal movement speed through mud, marshes, and
swamps with no penalty.

Credit

The Bog Mummy originally appeared in the Second
Edition Return to White Plume Mountain (© Wizards of
the Coast, 1999) and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by
Bruce Cordell.

BOGGART

Small Aberration (Air, Shapechanger)

Hit Dice: 6d8+6 (33 hp)

Initiative: +4

Speed: 20 ft. (4 squares)

Armor Class: 20 (+1size, +4 Dex, +5 natural), touch 15,
flat-footed 16

Base Attack/Grapple: +4/+1

Attack: Slam +6 melee (2d6 electricity)

Full Attack: Slam +6 melee (2d6 electricity)

Space/Reach: 5Fft/5ft.

Special Attacks: Confusion, electricity, electrical dis-

charge, feed
Change shape, darkvision 60 ft., de-
tect thoughts, immunity to magic,
invisibility

Special Qualities:

Saves: Fort +3, Ref +6, Will +6

Abilities: Str 12, Dex 19, Con 13, Int 14,
Wis 12, Cha 12

Skills: Bluff +5,Hide +13, Listen +8,
Search +6, Sense Motive +5,
Spot +8

Feats: Alertness, Blind-Fight, Dodge

Environment: Any marsh

Organization: Solitary, pair, or pack (2-5)

Challenge Rating: 7
Treasure: None
Alignment: Always chaotic evil

Advancement:
Level Adjustment:

Special (see below)

This creature resembles a small, rough-looking hu-
manoid with unkempt dark hair, an untrimmed shaggy
beard and thick mustache. Its skin is pale and its eyes
are green. Its body is covered in coarse, dark fur.

The boggart is a relative of the will-o-wisp. Sages
believe it to be a sort of “larval” or immature form
of said creature. It haunts many of the same places
as its adult form and can be just as deadly when
encountered.

The typical boggart stands 2 feet tall.

Combat

A boggart begins melee using its confusion ability. It
then uses its electrical attack against its foes while
changing forms as it wishes. Foes not in melee range are
subjected to its electrical discharge attack (it fires a thin
line of electricity from its hands). If reduced to 5 or less
hit points, the boggart attempts

to escape by changing to

i

43



b

fhe tome of

its will-o-wisp form and moving across grounds its
enemies cannot traverse.

Confusion (Su): Once per day, asa full-round action,
a boggart can unleash a screech that causes confusion
(as the confusion spell) in all those hearing it within 30
feet of the boggart. The confusion lasts for 6 rounds. An
affected creature can make a DC 14 Will save to negate
the effects. The save DC is Charisma-based.

Each additional boggart within 10 feet that joins the
screeching increases the save DC by +1.

Electricity (Su): A boggart delivers 2d6 points of
electricity damage with a successful slam attack (DC 14
Fortitude for half). The save DC is Constitution-based.

Electrical Discharge (Su): Once every other round
as a standard action, a boggart can discharge a bolt of
electricity in a 10-foot line. The bolt deals 2d6 points of
electricity damage (DC 14 Reflex save for half).

Feed (Su): When a boggart slays a humanoid oppo-
nent, it can feed on the corpse, devouring both flesh and
life force, as a full-round action. Feeding destroys the
victim’s body and prevents any form of raising or resur-
rection that requires part of the corpse. There is a 50%
chance that a wish, miracle, or true resurrection spell can
restore a devoured victim to life. Check once for each
destroyed creature. If the check fails, the creature can-
not be brought back to life by mortal magic.

A boggart advances in Hit Dice by consuming corpses
in this fashion. For every three suitable corpses a boggart
devours, it gains 1 Hit Die, and its Strength, Constitu-
tion, and natural armor increase by +1. Its attack bonus
and saves improve as normal for an aberration of its Hit
Dice, and it gains skill points, feats, and ability score
improvements normally.

The boggart only advances by consuming the corpses
of creatures whose Hit Dice or levels are equal to or
greater than its own current total. A boggart that
reaches 9 Hit Dice through feeding immediately be-
comes a will-o’-wisp upon completion of the act.

Change Shape (Su): A boggart’s natural form is that
ofasmall humanoid (resembling ayoung gnome, halfling,
or goblin). It has one other form: that of a small,
immature will-o’-wisp.
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In humanoid form, a boggart assumes the same ap-
pearance and traits of its form, much as a lycanthrope
would. In humanoid form, a boggart retains all of its
special attacks and special qualities.

The second form is that of a will-o-‘wisp. In this form,
a boggart is nearly indistinguishable from a normal will-
o’-wisp, buta DC 18 Spot check reveals that the boggart
is in fact smaller and brighter. The boggart retains all of
its special attacks and special qualities except its elec-
tricity ability. It loses its slam attack in will-o’-wisp
form. A boggart in will-0’-wisp form loses its land speed,
but gains a fly speed of 50 feet (10 squares) with perfect
maneuverability.

A boggart can assume either form as a standard
action, though it cannot maintain either one for longer
than 1 minute (10 rounds). A change in form cannot be
dispelled, nor does the boggart revert to its true natural
form whensslain. A true seeing spell reveals the boggart’s
natural form if it is in will-0’-wisp form.

Detect Thoughts (Su): A boggart can continuously
detect thoughts as the spell (caster level 8th). It can
suppress or resume this ability as a free action.

Immunity to Magic (Ex): Boggarts are immune to
most spells or spell-like abilities that allow spell resis-
tance, except magic missile, protection from evil, magic
circle against ewil, and mage.

Invisibility (Sp): A boggart can become inwisible (as
the spell) for a maximum of 10 minutes per day. Though
the time does not have to be consecutive, a boggart can
maintain its invisibility no more than 1 minute (10
rounds) and must wait one full round before using it
again.

Credit

The Boggart originally appeared in the First Edition
module WG4 The Forgotten Temple of Tharizdun (©
TSR/Wizards of the Coast, 1982) and later in the First
Edition Monster Manual II (© TSR/Wizards of the
Coast, 1983) and is used by permission. This is not the
same Boggart that appeared in Dragon #54 (© TSR/
Wizards of the Coast, 1981).

Copyright Notice

Author Scott Greene, based on original material by
Gary Gygax.
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BoNE COBBLER

Medium Aberration

Hit Dice: 5d8+10 (32 hp)

Initiative: +1

Speed: 30 ft. (6 squares)

Armor Class: 14 (+1 Dex, +3 natural), touch 11, flat-
footed 13

Base Attack/Grapple: +3/+6

Attack: Hammer +7 melee (1d4+3) or claw +6
melee (1d3+3)

Full Attack: 2 hammers +7 melee (1d4+3) or 2 claws
+6 melee (1d3+3)

Space/Reach: 5ft./5 ft.

Special Attacks: Animate bones, bonestripping, breath
weapon

Special Qualities: Darkvision 60 ft.

Saves: Fort +3, Ref +2, Will +6

Abilities: Str16, Dex 13, Con 15, Int 12, Wis 14, Cha
12

Skills: Climb +7, Hide +5, Listen +6, Move Si-
lently +5, Spot +6, Survival +6

Feats: Two-Weapon Fighting, Weapon Focus
(hammer)

Environment: Any

Organization: Solitary or gang (2-5)

Challenge Rating: 4
Treasure: Standard
Alignment: Always chaotic evil

Advancement: 6-15 HD (Medium)
Level Adjustment: —

This creature appears as a tattered and desiccated human-
oid with grayish flesh drawn tight over its bones. Its eyes are
hollow sockets of darkness and its clothes are rags.

The bone cobbler is a tattered and desiccated human-
oid and is often mistaken for a zombie at ranges greater
than 10 feet. The bone cobbler is a malign and evil
creature (thought to be from another plane or dimen-
sion of existence) that delights in slaying its opponents
and stripping the flesh from their bones. Bone cobblers
take the skeletal remains of those they kill and combine
them with other bones in their lair. From these bones
they sculpt and form weird humanoid or half-
humanoid skeletal statues.

Bone cobblers stand 6 feet tall. A bone cobbler

speaks Common and at least one other language.

Combat

The bone cobbler attacks living creatures
with its hammers. Slain creatures are stripped
clean, their flesh and muscle devoured by the bone
cobbler for sustenance and their bones carted away
by the bone cobbler to be used in its abominable
creations.

Animate Bones (Su): Once per day, a bone
cobbler can animate up to 5 skeletal statues within 30
feet as a standard action. These creatures fight as
skeletons (see the MM), though their forms and
structures do not necessarily resemble humanoids
(or anything remotely humanoid). This abilit
otherwise functions similar to an animate dead spell
(caster level 7th).

Bonestripping (Ex): A bone cobbler can rapidly strip
all the flesh from a Medium sized creature in 3 minutes
using its claws and hammers. For each size category
larger than Medium a corpse is, add 1 minute to the time
it takes the bone cobbler to strip the corpse. For each size
category smaller than Medium a corpse is, reduce the
time by 1 minute (to a minimum of 1 minute). Once
stripped, the bone cobbler devours the flesh and collects
the victim’s bones to use in its “sculptures”.

A creature slain in this manner can only be brought
back to life by a miracle, wish, or true resurrection spell.

Breath Weapon (Su): A bone cobbler can bellow
forth a cloud of vapors every 1d4+1 rounds that covers
a 10-foot-radius area. Creatures within the area must
succeed on a DC 14 Fortitude save or be slowed (as the
slow spell) for 1 minute. The save DC is Constitution-
based.

Feats: In combination with its natural abilities, a
bone cobbler’s Two-Weapon Fighting feat allows it to
attack with both of its weapons at no penalty.

Copyright Notice

Author Scott Greene.




ffe

BONESNAPPER

Medium Magical Beast

fome of

Hit Dice: 4d10+12 (34 hp)

Initiative: +2

Speed: 20 ft. (4 squares)

Armor Class: 16 (+2 Dex, +4 natural), touch 12, flat-
footed 14

Base Attack/Grapple: +4/+6

Attack: Bite +7 melee (1d8+2)

Full Attack: Bite +7 melee (1d8+2) and tail slap +2
melee (1d3+1)

Space/Reach: 5Ft/5ft.

Special Attacks:
Special Qualities:

Improved grab
Darkvision 60 ft., low-light vision

Saves: Fort +7, Ref +6, Will +2

Abilities: Str14,Dex 14, Con 16, Int 2, Wis 12, Cha
10

Skills: Hide +2*, Listen +7, Spot +6

Feats: Alertness®, Weapon Focus (bite, tail)

Warm forests
Solitary or pack (2-4)

Environment:
Organization:

Challenge Rating: 3
Treasure: Standard
Alignment: Always neutral

Advancement: 5-9 HD (Medium); 10-12 HD (Large)
Level Adjustment: —

This creature resembles a man-sized upright dinosaur with
gray-green flesh mottled with gray spots. Its eyes are scarlet
and its teeth are yellow.
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The bonesnapper is a descendant of a long-extinct
dinosaur (exactly which one is unknown). Though
unintelligent, it is fond of collecting and decorating its
lair with the jawbones of its victims.

A bonesnapper stands about 5 feet tall and weighs
about 500 pounds.

Combat

The bonesnapper attacks with its powerful bite and tail
slap. After biting a foe, it swings its tail around to smash
the same opponent. If flanked or attacked by more than
one creature, the bonesnapper divides its attacks between
its foes. The bonesnapper fights to the death.

Improved Grab (Ex): To use this ability, a
bonesnapper must hit with a bite attack. It can then
attempt to start a grapple as a free action without
provoking an attack of opportunity. Ifit wins the grapple
check, it establishes a hold.

Skills: *Bonesnappers have a +4 racial bonus on Hide
checks in their natural environment.

Credit

The Bonesnapper originally appeared in the First
Edition Fiend Folio (© TSR/Wizards of the Coast, 1981)

and is used by permission.
Copyright Notice

Author Scott Greene, based on original material by
[an Livingstone.
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BONESUCKER

Large Aberration

Hit Dice: 8d8+24 (60 hp)

Initiative: +1

Speed: 20 ft. (4 squares)

Armor Class: 16 (-1size, +1 Dex, +6 natural), touch 10,
flat-footed 15

Base Attack/Grapple: +6/+14

Attack: Tentacle +7 melee (1d4+4 plus liquefy
bones)

Full Attack: 4 tentacles +7 melee (1d4+4 plus liquefy
bones)

Space/Reach: 10 ft./10 ft.

Special Attacks: Constrict 1d4+4, improved grab, liquefy
bones

Special Qualities: All-around vision, damage reduction 10/

magic, darkvision 70 ft.

Saves: Fort +5, Ref +5, Will +7

Abilities: Str18, Dex 13, Con 17, Int 10, Wis 12, Cha
13

Skills: Hide +2, Listen +7, Move Silently +5,
Search +9, Spot +11

Feats: Alertness, Dodge, Lightning Reflexes

Environment: Any

Organization: Solitary

Challenge Rating: 7

Treasure: Standard

Alignment: Usually neutral evil

Advancement: 7-16 HD (Large); 17—24 HD (Huge)

Level Adjustment: —

This bizarre creature resembles a fleshy tree trunk. Atop
its main body protrudes a mass of writhing tentacles that
constantly ooze and drip a brownish-yellow fluid. Near the
top of its body is a ring of black, unblinking eyes.

A bonesucker is a bizarre creature that stalks the
darkness of wastelands and dank caves. The body is
encased in a thick, rubbery sheath of flesh and muscle
that makes the bonesucker highly resistant to injury.
The bonesucker moves about through the use of 5 thick
tentacles at its base.

Bonesuckers consume only the bones of an opponent
by grabbing it and piercing its flesh with its hollow
tentacles. The tentacles inject digestive enzymes into
the bones, which break down and are sucked up as a
pasty meal for the bonesucker—the attack of a
bonesucker is horrifyingly painful. Experienced adven-
turers always know they are nearing the hunting grounds
of a bonesucker: the creature leaves boneless carcasses
of its meals lying where it finished them.

Bonesuckers stand about 10 feet tall.

Combat

A bonesucker attacks with its tentacles. Initially, the
tentacles appear to be only a foot or two in length, but
the bonesucker can extend them to a length of approxi-

mately 10 feet. It can attack with up to four of its eight
tentacles in a single round.

A bonesucker’s natural weapons are treated as magic
weapons for the purpose of overcoming damage reduc-
tion.

Constrict (Ex): A bonesucker deals 1d4+4 points of
damage and 1d2 points of Strength and Dexterity dam-
age (from its liquefy bones special attack) with a successful
grapple check.

Improved Grab (Ex): To use thisability, a bonesucker
must hit an opponent of its size or smaller with a tentacle
attack. It can then attempt to start a grapple as a free
action without provoking an attack of opportunity. If it
wins the grapple check, it establishes a hold and can
constrict.

Liquefy Bones (Ex): A bonesucker that has success-
fully grappled an opponent deals 1d2 points of Strength
and 1d2 points of Dexterity damage to an opponent as
long as the hold is maintained.

All-Around Vision (Ex): A bonesucker’s symmetri-
cally placed eyes allow it to look in any direction,
bestowing a +4 racial bonus on Spot and Search checks.
Bonesuckers cannot be flanked.

Copyright Notice

Author Erica Balsley.
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BROWNIE

Tiny Fey

Hit Dice: 1/2d6+1 (2 hp)

Initiative: +8

Speed: 20 ft. (4 squares) f

Armor Class: 17 (+2size,+4Dex,
+| natural), touch
16, flat-footed 13 *

Base Attack/Grapple: +0/-10 Ak

Attack: Longsword +6 ..
melee(1d4-2,19- =
20/x2) !

Full Attack: Longsword +6 .=
melee (1d4-2,19-
20/x2)

Space/Reach: 2-1721t/0ft.

Special Attacks: Spell-like abilities

Special Qualities: Damagereduction5/coldiron, low-
light vision, SR 16

Saves: Fort +1, Ref +6, Will +4

Abilities: Str7,Dex18,Con12,Int14, Wis 14,
Chal6

Skills: Bluff +6, Craft (leatherworking)
+5, Craft (metalworking) +5, Craft
(woodworking) +5, Escape Artist
+7, Hide +15* Listen +7, Move
Silently +7, Search +4, Sense Mo-
tive +5, Spot +7

Feats: Dodge, Improved Initiative®,
Weapon Finesse®

Environment: Temperate and warm forest

Organization: Gang (2-4) or band (5-12)

Challenge Rating: 1

Treasure: No coins; 50% goods; 50% items

Alignment: Always lawful good

Advancement: 1-3HD (Tiny)

Level Adjustment: +3

This tiny creature resembles an elf with greenish
skin. Its hair is light and it is dressed in bright clothing.

A brownie is a timid, quiet fey creature that
prefers to live only among its own kind. Most
brownies dwell in pastoral areas untouched by
civilization, such as deep forests and wild lands
far from other creatures.

Brownies are rarely over 18 inches tall. Their
hair is always some earth tone such as brown,
gray, or tawny. Most brownies prefer green or
otherwise brightly colored clothing. Brown-
ies speak Common, Sylvan, and Halfling.
They may be distant relatives of pixies and
halflings, but this has never been proven.

.:I T

Combat
Brownies avoid combat unless forced. If unable to
employ any spells, brownies attack with tiny longswords.
Spell-Like Abilities: 1/day—confusion (DC 16), con-
tinual flame, dancing lights, dimension door, magic circle against

Credit

The Brownie originally appeared in the First Edition
Monster Manual (© TSR/Wizards of the Coast, 1977)
and is used by permission.

euil, mirror image, ventriloquism (DC 14). Caster level 7th. Copyright Notice
The save DCs are Charisma-based. Author Scott Greene, based on original material by
Gary Gygax.

Skills: Brownies have a +2 racial bonus on Listen and
Spot checks. *They also have a +5 racial bonus on Hide
checks in a forest setting.
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BuckawN

Small Fey

Hit Dice: 1d6 (3 hp)
Initiative: +4

Speed: 30 ft. (6 squares)

Armor Class:

17 (+1size, +4 Dex, +2 natural), touch 15,
flat-footed 13

Base Attack/Grapple: +0/-4

Attack: Dagger +5 melee (1d3,19-20/x2) or dart
+5 ranged (1d3)

Full Attack: Dagger +5 melee (1d3,19-20/x2) or dart
+5 ranged (1d3)

Space/Reach: 5ft./5 ft.

Special Attacks:
Special Qualities:

Poison use, spell-like abilities
Damage reduction 5/cold iron, low-light
vision, SR 12, scent

Saves: Fort +0, Ref +6, Will +3

Abilities: 1Str 10, Dex 18, Con 11, Int 12, Wis 13, Cha
4

Skills: Bluff +5, Craft (poisonmaking) +5, Es-
cape Artist +8, Hide +8, Listen +7, Move
Silently +8, Search +6, Spot +7

Feats: Dodge, Weapon Finesse®

Environment: Temperate forests

Organization: Gang (2-4),band (6-11), or tribe (12-20)
Challenge Rating: 2

Treasure: No coins; no goods; 50% items

Alignment: Always neutral
Advancement: 2-3 HD (Small)
Level Adjustment: +3

This creature is a halfling-sized humanoid with swarthy
skinand dark hair. Its eyes are greenish-brown and its clothes
are brown.

Buckawns are somehow related to brownies, but they
are nowhere near as kind-hearted and playful. Buckawns
are extremely reclusive and rarely have dealings with
outside races. Trade of any kind between a buckawn
tribe and another race is virtually unheard of.

Characters who journey into a buckawn’s realm are
usually left alone, providing they themselves leave the
buckawn’s realm alone. Trespassers, evil-doers, and
those that disturb the natural beauty of a buckawn
domain are dealt with quickly—and permanently if nec-
essary.

A buckawn stands about 2 feet tall and weighs about
30 pounds. They speak Common and Sylvan.

Combat

Buckawns favor daggers and darts in combat. They
readily use poisoned blades when confronted with a
tough opponent, when outnumbered, or when battling
opponents for whom they have great disdain.

Poison Use (Ex): Buckawns never risk accidentally
poisoning themselves when applying poison to a blade.
They favor moonseed berries as poison and usually have
a plentiful supply readily available (see the sidebar).

Spell-Like Abilities: At will—dancing lights, disguise self,
ghost sound (DC 12), invisibility (self only); 1/day—entangle
(DC 13), pass without trace, insect plague (one swarm only).
Caster level 6th. The save DCs are Charisma-based.

Skills:
Buckawns have a
+2 racial bonus
on Craft
(poisonmaking),
Listen, Search,
and Spot checks.

Credit

The Buckawn originally appeared in the First Edition
Monster Manual I1 (© TSR/Wizards of the Coast, 1983)
and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by
Gary Gygax.

Moonseed Berries: These small berries are blu-
ish-purple and resemble wild grapes. They are highly
poisonous and are often mixed with food or crushed
and smeared on a weapon or object.

Moonseed Berries: Contact or ingested, Fort DC
18, initial damage 3d6 Con, no secondary damage;

Price 1,500 gp.
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Bunyip

Medium Magical Beast (Aquatic)

Hit Dice: 5d10+5 (32 hp)

Initiative: +3

Speed: Swim 50 ft. (10 squares)

Armor Class: 15 (+3 Dex, +2 natural), touch 13, flat-
footed 12

Base Attack/Grapple: +5/+6

Attack: Bite +7 melee (1d6+1)

Full Attack: Bite +7 melee (1d6+1)

Space/Reach: 5ft./5 ft.

Special Attacks:
Special Qualities:

Frenzy, roar, vorpal bite
Darkvision 60 ft., keen scent, low-light
vision

Saves: Fort +5, Ref +7, Will +1

Abilities: Str13, Dex 16, Con 13, Int 2, Wis 11,Cha 7
Skills: Listen +6, Spot +6, Swim +11

Feats: Alertness, Weapon Focus (bite)

Environment: Temperate aquatic

Organization: Solitary

Challenge Rating: 4

Treasure: None

Alignment: Usually neutral (chaotic good tendencies)
Advancement:

6-12 HD (Medium); 13-15 HD (Large)
Level Adjustment: —

This aquatic creature resembles a cross between a seal and
a shark. Its front half is that of a black seal while its rear
section is that of a grayish-black shark.

The bunyip is about 6 feet long, though specimens of
up to 10 feet long have been encountered.

Combat

Bunyips do not attack creatures larger
than themselves, except in self-defense
or if they detect blood in the water.
They begin combat using their pow- o
erful roar and then bite opponents Wl}' ¥
who do not succumb to the fear- ] ;." ]
inducing effects of their roar.

Frenzy (Ex): A bunyip that detects blood in
the water goes into a killing frenzy, as do all other
bunyips within a 90-foot radius. Frenzied bunyips at-
tacks until either they or their opponents are dead.
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A frenzied bunyip can make one extra attack when
making a full attack action. The attack is made using
the creature’s full base attack. Additionally, it gains a
+1 bonus on attack rolls and a +1
dodge bonus to AC and Reflex saves
(none of which are included in the
statistic block above). A frenzied bunyip’s
swim speed increases by 10 feet (to 60 feet).
This frenzy lasts for 1 minute (10 rounds) and
can only be used once per encounter.

Roar (Su): When a bunyip roars, all crea-
tures with 4 or less HD within a 100-foot spread
must succeed on a DC 13 Will save or become
panicked for 2d4 rounds. This is a sonic,
mind-affecting fear effect. Whether or not
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the save is successful, an affected creature is immune to
the roar of that bunyip for one day. The save DC is
Constitution-based.

Vorpal Bite (Ex): If a bunyip scores a natural 20 on
its attack roll and confirms the critical hit, it severs one
of the opponent’s extremities (roll 1d6: 1-3 arm, 4-6 leg;
50% chance of either right or left).

Keen Scent (Ex): Bunyips can notice creatures by
scent in a 90-foot radius and detect blood in the water
at ranges of up to one-half mile.

Skills: A bunyip has a +8 racial bonus on any Swim
check to perform some special action or avoid a hazard.
[t can always choose to take 10 on a Swim check, even
if distracted or endangered. It can use the run action
while swimming, provided it swims in a straight line.
Bunyips can use their Strength or Dexterity modifier for
Swim checks, whichever is higher.

Credit

The Bunyip originally appeared in the First Edition
Fiend Folio (© TSR/Wizards of the Coast, 1981) and is
used by permission.

Copyright Notice

Author Scott Greene, based on original material by
Dermot Jackson.
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CARBUNCLE

Small Aberration

Hit Dice: 1d8+4 (8 hp)

Initiative: -1

Speed: 10 ft. (2 squares)

Armor Class: 18 (+1size, +5 natural, +2 insight), touch 13, flat-
footed 18

Base Attack/Grapple: +0/-6

Attack: Bite +1 melee (1d2-2)

Full Attack: Bite +1 melee (1d2-2)

Space/Reach: 5/

Special Attacks: Discord

Special Qualities: Foresight, darkvision 60 ft., telepathy 10°

Saves: Fort +1,Ref +2, Will +6

Abilities: Str 7,Dex 10, Con 12, Int 10, Wis 18

Skills: Hide +6, Listen +6, Sense Motive +

Feats: Toughness, Weapon Finesse®

Environment: Temperate forests

Organization: Solitary

Challenge Rating: 112

Treasure: None (forehead gem worth 500 g,

Alignment: Usually neutral

Advancement: 2-3HD (Small)

Level Adjustment:

This creature resembles a cross between an anteater and
armadillo. Embedded in its head is a large red jewel. The creature
has a long snout and a low-slung body protected by several thick
leathery bands. Its hide is dappled gray and brown, shading to
lighter colors of gray on its underbelly.

Deep in the tangled underbrush of forests and in the
remote regions of dismal swamps and bogs lives a strange
creature called the carbuncle. The carbuncle is a withdrawn
creature and seeks to avoid encounters. Should it seek
interaction, acarbuncle often begins by proudly announcing
the value of the gem in its forehead just towatch the reaction
such information arouses.

Despite its overall shy nature, the carbuncle hasamischie-
vous side as well, often seeking to join travelers in order to
play pranks and gauge the reactions of the unfortunate
victims of its curiosity. Afterjoining with a party, acarbuncle
willseek to cause discord by using selective telepathic images
and prophesies to breed hostility and suspicion between
party members. It will often telepathically contact nearby
monsters and lead them to attack the party so that it can
watch in fascination and read the thoughts of the party as
they are attacked, slipping away at an opportune moment.

A carbuncle can be coerced to surrender the gem in its
forehead. This requires a successful DC 20 Bluff check. If
successful, the carbuncle releases the gem. If the check fails,
the carbuncle sees through the deception and attempts to
flee. When a carbuncle is slain, its forehead gem crumbles to
dust. If the carbuncle relinquishes its gem, it grows another
one within one month.

Combat

Though fascinated by combat, carbuncles are nearly
helpless in melee. They much prefer to set up encoun-
ters using their powers and then watch the brutal scenes
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unfold. Carbuncles surrender immediately if attacked.
If placed under duress, a carbuncle wills itself to die. A
favorite tactic of the carbuncle is befriending a party
and accompanying them on their quest. Once it has
achieved this objective, it uses its discord ability to
cause suspicion, hostility, and disruption among the
party members.

Discord (Su): As a standard action, a carbuncle can
sow discord in a creature within 30 feet using its telepa-
thy ability. [t can use this ability once per round to affect
one creature. An affected creature must succeed on a
DC 14 Will save or fall into loud bickering and arguing
with those around him. Meaningful communication is
impossible. If the affected creatures have different align-
ments, there is a 50% chance that they attack each
other. Bickering lasts 5d4 rounds. Fighting begins 1d4
rounds into the bickering and lasts 2d4 rounds. This is
amind-affecting effect. The save DC is Wisdom-based.

Foresight (Su): A carbuncle has a +2 insight bonus
to AC and Reflex saves (both already included in the
statistics block above). This ability is always active and
cannot be negated or dispelled.

Telepathy (Su): Carbuncles can communicate tele-
pathically with any creature within 100 feet that has a
language.

Credit

The Carbuncle originally appeared in the First Edi-
tion Fiend Folio (© TSR/Wizards of the Coast, 1981)
and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by
Albie Fiore.
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CARRION MOTH

Large Aberration
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Hit Dice: 5d8+10 (32 hp)

Initiative: +4

Speed: 30 ft. (6 squares), climb 15 ft., fly 60 ft.
(good)

Armor Class: 20 (-1size, +4 Dex, +7 natural), touch 13,
flat-footed 16

Base Attack/Grapple: +3/+10

Attack: Tentacle +5 melee (paralysis)

Full Attack: 4 tentacles +5 melee (paralysis) and bite
+0 melee (1d6+3)

Space/Reach: 10 ft./5 ft.

Special Attacks:
Special Qualities:

Drone, paralysis, stench
Darkvision 60 ft., scent

Saves: Fort +3, Ref +5, Will +6

Abilities: Str 16, Dex 18, Con 14, Int 1, Wis 15, Cha
6

Skills: Climb +13, Listen +7, Spot +7

Feats: Alertness, Combat Reflexes

Environment:
Organization:

Temperate forests
Solitary or swarm (2-12)

Challenge Rating: 5
Treasure: None
Alignment: Always neutral

Advancement:

6-8 HD (Large); 7-15 (Huge)
Level Adjustment: —

This creature resembles a giant-sized moth with
long, beautiful wings covered in rippling patterns re-
sembling skulls. Its head is rather centipede-like and
four long tentacles surround its mouth. Its mouth has
a single pair of needle-like mandibles.

The carrion moth is believed by sages to be an
advanced form of a carrion crawler. Just as the
caterpillar grows into a moth, sages believe the
carrion crawler eventually sheds its form and trans-
forms into the carrion moth. No cocoon or evidence
has been found to support this theory, but it is
widely accepted among the more learned sages of
the world.

The carrion moth is a large moth-like creature
growing to a maximum length of 20 feet. Its wings
are lined with tiny holes and veins that allow the
carrion moth to emit a whining drone that affects
all creatures that hear it. Carrion moths are at-
tracted to the stench of decaying flesh and the
light of anything larger than a torch or lantern.

Combat

A carrion moth attacks by biting with its man-
dibles and slapping with its tentacles. Paralyzed
creatures are carried off and devoured.

Drone (Ex): The flapping wings of a carrion
moth emit a mind-numbing drone that affects all
creatures within 80 feet that hear it. Affected
creatures must succeed on a DC 14 Will save or

forrors

redvised

become confused (as the spell) for 2d4 rounds. A
creature that successfully saves cannot be affected
by the same carrion moth’s drone attack for one
day. The save DC is Constitution-based.

Paralysis (Ex): An opponent hit by a carrion
moth’s tentacle attack must succeed on a DC 14
Fortitude save or be paralyzed for 2d6 rounds. The
save DC is Constitution-based.

Stench (Ex): When a carrion moth dies, its
carcass splits open and releases a foul-smelling gas.
All living creatures (except other carrion moths)
within 5 feet of the carcass must succeed on a DC
14 Fortitude save or be nauseated for 1d4+1 rounds.
The save DC is Constitution-based. Creatures that
successfully save cannot be affected by the same
carrion moth’s stench for one day. A delay poison
or neutralize poison spell removes the effect from
the nauseated creature. Creatures with immunity
to poison are unaffected, and creatures resistant to
poison receive their normal bonus on their saving
throws.

Skills: A carrion moth has a +8 racial bonus on
Climb checks and can always choose to take 10 on
a Climb check, even if rushed or threatened.

Copyright Notice

Authors Casey Christofferson and Scott Greene.
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CARYATID COLUMN

Medium Construct Immunity to Magic (Ex): A caryatid column is
Hit Dice: 5d10+20 (47 hp) immune to any spell or spell-like ability that allows spell
Initiative: -l resistance. In addition, certain spells and effects func-
i'::;dr: Class: ]zl? (Ffi(g:zuirse?atural)v touch 9. flat- tion differently against the creature, as noted below.
footed 14 A transmute rock to mud spell deals 1d6 points of
Base Attack/Grapple: +3/+4 damage per caster level to a caryatid column, with no
Attack: Longsword +4 melee (1d8+1) saving throw, while transmute mud to rock heals all of its
Full Attack: Longsword +4 melee (1d8+1) lost hit points.
Space/Reach: 5ft./5 ft.

Special Attacks: _ A stone to flesh spell does not actually change the
Special Qualities: Construct traits, damage reduction column’s structure but negates its damage re-

5/—, darkvision 60 ft., immunity duction and immunity to magic for 1 full
to magic, shatter weapons round.

i::ﬁ:l es: g:rr t] ;] biiff;, OC’ (:’:]/ |”_+] Int —. Shatter Weapons (Ex): Wheneverachar-

Wis 11, Cha 1 acterstrikesa caryatid column with aweapon
Skills: — (magical or nonmagical), the weapon must
Feats: — succeed ona DC 12 Fortitude save or shatter
E"Vi"’."m?“t: AnY ) into pieces. A magic weapon uses its own
Organization: ]S](;lltary, pair, or troupe (6- save bonus or that of the wielder, which-
Challenge Rating: 3 ever is higher. If the weapon breaks, the
Treasure: None caryatid column takes no damage from
Alignment: Always neutral the attack. The save DC is Constitu-
Advancement: 6-10 HD (Medium); 11-15 tion-based.

HD (Large)

Level Adjustment: i
evel Adjustmen @ Construction

A caryatid column’s body is
beautiful female warrior adorns the area, longsword
in her hand. hard stone, such as granite, weigh-
ing at least 1,500 pounds. The
stone must be of exceptional qual-
ity, and costs 2,000 gp.
Assembling the body requires
a DC 15 Craft (sculpting)
check or a DC 15 Craft (stonema-
sonry) check.

CL 12th; Craft Construct (see the
MM), lesser geas, limited wish, polymorph
any object, shatter, caster must be at least
12th level; Price 22,000 gp; Cost 12,000
gp + 800 XP.

Credit

The Caryatid Column originally ap-

Caryatid columns are programmed as guard- peared in the First Edition Fiend Folio (©
ians and activate when certain conditions or | | TSR/Wizards of the Coast, 1981) and is
stipulations are met or broken (such as a living -‘ used by permission.
creature enters a chamber guarded by a caryatid '
column). A caryatid column attacks its oppo-
nents with its longsword. It does not move more
than 50 feet from the area it is guarding or protect-
ing.

A caryatid column is akin to the stone
golem in that it is a magical construct created
by a spellcaster. Caryatid columns are always
created for a specific defensive function. The
caryatid column stands 7 feet tall and weighs
around 1,500 pounds. The column always
wields a weapon (usually a longsword) in its
left hand. The weapon itself is constructed of
steel, but is melded with the column and made
of stone until the column animates. When
melded, the sword is likely to be overlooked
(Spot check DC 20 to see it).

Combat

Copyright Notice

Author Scott Greene, based on origi-
nal material by Jean Wells.
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CATERWAUL

Medium Magical Beast

Hit Dice: 5d10+10 (37 hp)

Initiative: +6

Speed: 50 ft. (10 squares), climb 20 ft.

Armor Class: 18 (+6 Dex, +2 natural), touch 16, fl>*
footed 18

Base Attack/Grapple: +5/+7

Attack: Claw +11 melee (1d3+2) .

Full Attack: 2 claws +11 melee (1d3+2) and bite =
melee (1d6+1)

Space/Reach: 5F/5ft.

Special Attacks: Improved grab, pounce, rake 1d3-
screech

Darkvision 60 ft., evasion, low-light vi-
sion, scent, sprint

Special Qualities:

Saves: Fort +6, Ref +10, Will +2

Abilities: Str14,Dex 22,Con 15, Int 7, Wis 12,/
6

Skills: Balance +11, Climb +10, Hide +10*
+5, Listen +8, Move Silently +12,S

Feats: Alertness, Weapon Finesse "

Environment: Temperate forest and mountain

Organization: Solitary

Challenge Rating: 4

Treasure: No coins; double goods (gems only); no
items

Alignment: Always chaotic evil

Advancement: 6-10 HD (Medium); 11-15 HD (Large)

Level Adjustment:

This creature appears to be a feline-like elf with yellow
eyes, dark blue fur, and a long swishing tail.

Caterwauls are semi-intelligent bipedal felines that
possess great speed. They are natural predators and use
their speed to stalk prey. The caterwaul’s lair is most
often a cave littered with sticks, twigs, and leaves, with
walls covered in scratch marks where the beast has
honed its claws.

A caterwaul is about 6 feet long (or tall if on two legs).
It weighs about 250 pounds.

Combat

A caterwaul begins combat by utilizing its screech
attack. After that, it uses its claw and bite attacks each
round. By dropping to all fours, it can increase its
movement speed (see its sprint ability below).

Improved Grab (Ex): To use this ability, a caterwaul
must hit with a bite attack. It can then attempt to start
a grapple as a free action without provoking an attack of
opportunity. If it wins the grapple check, it establishes
a hold and can rake.

Pounce (Ex): If a caterwaul charges a foe, it can make
a full attack, including two rakes.

Rake (Ex): Attack bonus +11 melee, damage 1d3+1.

Screech (Su): Once every 10 minutes, a caterwaul
can emit a piercing screech that deals 1d8 points of
sonic damage to all creatures within 60 feet that hear it.
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A creature that makes a successful DC 14 Fortitude save
takes no damage. The save DC is Constitution-based.

Evasion (Ex): Because of its great speed, a caterwaul
can avoid even magical and unusual attacks with great
agility. If it makes a successful Reflex saving throw
against an attack that normally deals half damage on a
successful save (such as a red dragon’s fiery breath or a
fireball), it instead takes no damage. A helpless cater-
waul does not gain the benefits of this ability.

Sprint (Ex): Once per minute, a caterwaul can move
four times its normal speed (200 feet) when it makes a
charge.

Skills: Caterwauls have a +4 racial bonus on Balance,
Hide, Listen, Move Silently, and Spot checks. *In areas
of tall grass or heavy undergrowth, the Hide bonus
improves to +12.

A caterwaul has a +8 racial bonus on Climb checks
and can always choose to take 10 on a Climb check,
even if rushed or threatened.

Credit

The Caterwaul originally appeared in the First Edi-
tion Fiend Folio (© TSR/Wizards of the Coast, 1981)
and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by
Albie Fiore.
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CAVE CRICKET

Small Vermin

Hit Dice: 1d8+1 (5 hp)

Initiative: +0

Speed: 30 ft. (6 squares)

Armor Class: 16 (+1 size, +5 natural), touch 11, flat-
footed 16

Base Attack/Grapple: +0/-2

Attack: Kick +3 melee (1d4+2)

Full Attack: 2 kicks +3 melee (1d4+2)

Space/Reach: 5ft./5 ft.

Special Attacks: Chirp

Special Qualities: Darkvision 60 ft., leap, vermin traits

Saves: Fort +3, Ref +0, Will +O

Abilities: Str14,Dex10,Con 12, Int —, Wis 10, Cha
7

Skills: Jump +12

Feats: —

Environment: Underground

Organization: Solitary or cluster (2-5)

Challenge Rating: 172
Treasure: None
Alignment: Always neutral

Advancement:

2 HD (Small); 3 HD (Medium)
Level Adjustment: —

This creature appears to be a giant cricket, about the size
of a dog. Its body is pale gray in color.

Cave crickets are larger versions of normal crickets
and, much like the smaller crickets they resemble, are
relatively harmless. The cave cricket’s chirping can be

heard to a range of 300 feet. Cave crickets are about 3
feet long.

Combat

Cave crickets are mostly harmless, noisy insects and
rarely attack living creatures. If attacked, a cave cricket
uses its powerful legs to kick its opponents before hop-
ping away.

Chirp (Ex): Creatures within 20 feet of a chirping
cave cricket cannot be heard unless they scream.
Spellcasters in the area must succeed on a DC 12
Concentration check to successfully cast a spell. The
chirping increases the chance of wandering monsters by
30%. The check DC is Constitution-based and includes
a +1 racial bonus.

Leap (Ex): A cave cricket isanatural leaper and gains
a +10 racial bonus on Jump checks.

Credit

The Cave Cricket originally appeared in the First
Edition module S4 The Lost Caverns of Tsojcanth (©
TSR/Wizards of the Coast, 1982) and later in the First
Edition Monster Manual II (© TSR/Wizards of the
Coast, 1983) and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by
Gary Gygax.
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CAVE FISHER

Medium Vermin

Hit Dice: 3d8+7 (22 hp)

Initiative: +1

Speed: 10 ft. (2 squares), climb 10 ft.

Armor Class: }6 (+1Dex, +5 natural), touch 11, flat-footed
5

Base Attack/Grapple: +2/+6

Attack: Filament +3 ranged touch (drag) or claw +6
melee (1d4+4)

Full Attack: Filament +3 ranged touch (drag) and 2 claws
+6 melee (1d4+4)

Space/Reach: 5 ft./5 ft. (60 ft. with filament)

Special Attacks:
Special Qualities:

Drag, filament
Darkvision 60 ft., vermin traits

Saves: Fort +6, Ref +2, Will +1

Abilities: Str18,Dex 12, Con 16, Int —, Wis 10, Cha 4
Skills: Climb +12

Feats: —

Environment: Underground

Organization: Gang (1-4)

Challenge Rating: 2

Treasure: Standard

Alignment: Always neutral

Advancement: 4-6 HD (Medium); 7-7 HD (Large)

Level Adjustment: —

This man-sized creature resembles a cross between a lobster
and a spider. It has eight legs, two of which end in serrated
pincers. Its snout is long and pointed.

The cave fisher lairs on ledges and cliffs underground,
where it can quickly strike and reel in its prey. Itslair is always
littered with bones and gear from its previous victims. The
cave fisher is a 7-foot long insect-like creature with a hard
outer shell. The cave fisher’s snout fires a strong, web-like
adhesivefilamentitusestoreel inits prey. Often, the ground
and walls nearby are covered with this filament.

Combat

The cave fisher’s preferred method of attack is
to anchor itself to its ledge and string its filament
across the ground of its lair. When a living creature
touches or passes near the filament, the fisher
attempts to trap it and reel it in. If the cave fisher
fails this, it can fire its filament at an opponent up
to 60 feet away. Another favored method of attack
for the cave fisher is to secret itself in a crack or a
ledge above a cavern and dangle its filament down
onto unsuspecting creatures passing below it (DC
20 Spot check to notice the filament).

Drag (Ex): If a cave fisher hits with its filament
attack, the filament latches onto the opponent’s body.
This deals no damage but drags the stuck opponent 10
feet closer each subsequent round (provoking no at-
tack of opportunity) unless that creature breaks free,
which requiresa DC 19 Escape Artist checkoraDC15
Strength check. The check DCs are Strength-based, and the
Escape Artist DCincludesa +4 racial bonus. A cave fisher can
draw in a creature within 5 feet of itself and attack with its
claws with a +4 attack bonus in the same round. The filament
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has 10 hit points and can be attacked by making a successful
sunder attempt. However, attacking a cave fisher’s filament
does not provoke an attack of opportunity. If the filament is
currently attached to a target, the cave fisher takes a -4
penalty on its opposed attack roll to resist the sunder attempt.
Severing the filament deals no damage to a cave fisher.

An application of liquid with high alcohol content
dissolves the adhesive and forces the cave fisher to
release its hold (though it may strike again normally
with it on its next turn). An application of the universal
solvent likewise forces a cave fisher to release its grip.

Filament (Ex): Most encounters with a cave fisher
begin when it fires its strong, sticky filament. The crea-
ture can strike up to 60 feet away (no range increment).
If the filament is severed, it grows back within 1 hour.

Skills: A cave fisher has a +8 racial bonus on Climb
checks and can always choose to take 10 on a Climb
check, even if rushed or threatened.

Credit

The Cave Fisher originally appeared in the First Edi-
tion module A4 In the Dungeons of the Slave Lords (©
TSR/Wizards of the Coast, 1981) and later in the First
Edition Monster Manual I1 (© TSR/Wizards of the Coast,
1983) and is used by permission.

Copyright Notice
Author Scott Greene,
based on original
material by

Lawrence

Schick.
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CAVE MORAY

Medium Magical Beast

Hit Dice: 4d10+4 (26 hp)

Initiative: +3

Speed: 10 ft. (2 squares)

Armor Class: 18 (+3 Dex, +5 natural), touch 13, flat-
footed 15

Base Attack/Grapple: +4/+6

Attack: Bite +6 melee (1d6+3)

Full Attack: Bite +6 melee (1d6+3)

Space/Reach: 5ft./5 ft.

Special Attacks:
Special Qualities:

Ambush, recoil attack
Darkvision 60 ft., tremorsense 60 ft.

Saves: Fort +5, Ref +7 Will +2

Abilities: Str 14, Dex 17, Con 13, Int 2, Wis 13, Cha
10

Skills: Hide +7*, Listen +5, Spot +5

Feats: Alertness, Skill Focus (Hide)

Environment:
Organization:

Underground
Cluster (4-6) or colony (7-16)

Challenge Rating: 2
Treasure: None
Alignment: Always neutral

Advancement:

5-8 HD (Medium); 7-12 HD (Large)
Level Adjustment: —

The creature is a brownish-gray, slug-like creature about
5 feet long and 1 foot thick. Its eyes are dark brown and
bulbous.

Cave morays make their lairs underground in aban-
doned mines, dungeons, or natural occurring caves,
usually near corridors, hallways or other areas of high
traffic. Its lair is a burrow, just large enough for its body
dug into the walls. Only one cave moray inhabits each
burrow.

A typical cave moray cluster contains an equal num-
ber of males and females, while a colony is often contains
more females than males. Even so, the male cave moray
dominates the colony. Mating occurs in the warmer
months of the year with a gestation period of about 6
months. Young are born live and depend completely on
their mother for nourishment and food until they are
about 8 months old.

A cave moray is a carnivore and its diet consists of
whatever it can kill. Prey is devoured immediately and
never stored or saved for later. A typical adult cave
moray can go a month or more without eating.

Combat

A cave moray’s favored tactic is to lie in wait in its
cyst-like burrow in the wall and attack whenever prey
passes nearby. Two or more cave morays usually strike in
unison, one from each side of a passage. After an attack,
a cave moray recoils into its cyst to strike again.

Ambush (Ex): If a cave moray surprises its opponent,
it gains a +4 circumstance bonus to its attack roll for that
round.

Recoil Attack (Ex): A cave moray lunges out of its
cyst up to 5 feet to strike at passing opponents or prey.
This attack is swift enough to attack running or flying
creatures. A cave moray’s recoil attack is always consid-
ered a charge attack since it recoils into its cyst after an
attack to lunge at its opponent again.

Tremorsense (Ex): Cave morays can automatically
sense the location of anything within 60 feet that is in
contact with the ground.

Skills: *Cave morays have a +4 bonus on Hide skill checks
in rocky or stony surroundings due to their coloration.

Credit

The Cave Moray originally appeared in the First
Edition module S4 Lost Caverns of Tsojcanth (© TSR/
Wizards of the Coast, 1982) and later in the First
Edition Monster Manual Il (© TSR/Wizards of the
Coast, 1983) and is used by permission. Cave morays
made their first appearance in d20 in the Necromancer
Games module Tomb of Abysthor by Clark Peterson
(©2001, Clark Peterson, Necromancer Games, Inc.).

Copyright Notice

Authors Scott Greene and Clark Peterson, based on
original material by Gary Gygax.
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CERBERUS

Huge Magical Beast (Evil, Extraplanar)

Hit Dice: 30d10+300 (465 hp)

Initiative: +11

Speed: 60 ft. (12 squares)

Armor Class: 44 (-2 size, +7 Dex, +29 natural), touch
15, flat-footed 37

Base Attack/Grapple: +30/+51

Attack: Bite +42 melee (2d6+13)

Full Attack: 3 bites +42 melee (2d6+13)

Space/Reach: 15 ft./15 ft.

Special Attacks: Breath weapon, howl, petrifying gaze,
poison bite

Special Qualities: Damage reduction 15/epic and good,
darkvision 120 ft., immovable, immuni-
ties, regeneration 10, resistance to acid
10, cold 10, electricity 10, and fire 10,
scent, SR 32

Fort +27, Ref +24, Will +24

Str 36, Dex 24, Con 31, Int 25, Wis 25,
Cha 24

Balance +40, Climb +46, Intimidate +40,
Knowledge (the planes) +40, Listen +42,
Move Silently +40, Search +23, Sense
Motive +22,Spot+42, Survival +40* (+42
on other planes, +42 following tracks,
+48 tracking by scent)

Alertness®, Blind-Fight, Cleave, Dodge,
Great Cleave, Improved Critical (bite),
Improved Initiative, Mobility, Power At-
tack, Spring Attack, Track, Weapon Focus

Saves:

Abilities:

Skills:

Feats:

(bite)
Environment: Hades
Organization: Solitary (unique)
Challenge Rating: 23
Treasure: None
Alignment: Always neutral evil
Advancement: —
Level Adjustment: —
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This creature is a giant-sized three-headed dog. Its fur is
black and matted, and its eyes are crimson. Each mouth is
dominated by long fangs, and each mouth drips foul-smelling
saliva.

The triple-headed Cerberus is the guardian of Hades.
There is only one in existence and most creatures (both
living and dead) are grateful for this fact. Cerberus is
tasked with the duty of keeping dead souls in Hades. If
a dead soul attempts to pass beyond the Gates of Hades
and back into the land of the living, Cerberus attacks
relentlessly until that soul returns to Hades. If slain, the
soul is immediately devoured by Cerberus and is lost
forever. Cerberus is also tasked with keeping living
creatures out of the land of the dead (adventurers being
what they are, they love to journey to Hades). Living
creatures that attempt to move past Cerberus into
Hades (through the main gates) are immediately at-
tacked.

Cerberus is a 30-foot long black mastiff. Though he
rarely chooses to communicate with creatures he can
speak Abyssal, Auran, Celestial, Common, Draconic,
Giant, Ignan, and Infernal.

Combat
Cerberus only attacks if a dead soul attempts to pass
beyond the Gates of Hades into the land of the living or
if a living creature attempts to enter

the Realm of the Dead. Cerberus

never willingly
: 'I"Hi.

moves more than
60 feet from the
Gates and can-
notbe removed
by any means,
short of a
god’s magic.
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He opens combat with his baneful howl and quickly
follows with his breath weapon. Living creatures that do
not retreat are subjected to his gaze attacks and bites.
Cerberusattacks until all his opponents are dead or have
retreated. The souls of those he kills are allowed to pass
beyond the Gates and into Hades while Cerberus feasts
on their body.

If slain, Cerberus’s corpse melts into smoldering slime
before fading away.

Cerberus’s natural weapons are treated as epic and
evil-aligned for the purpose of overcoming damage
reduction.

Breath Weapon (Su): As a standard action, once
every 1d4 rounds, from his center head, Cerberus can
spit a stream of poison to a range of 30 feet. A creature
affected takes 2d8 points of Constitution damage. A
successful DC 35 Fortitude save negates the Constitu-
tion damage. One minute later, another save must be
made (same DC) to avoid another 2d8 points of Consti-
tution damage. The save DC is Constitution-based.

Howl (Su): Any living creature within 600 feet that
hears Cerberus’s howl must succeed on a DC 32 Will
save or become panicked for 2d4 rounds. Whether or

not the save is successful, an affected creature is immune
to Cerberus’s howl for one day. The save DC is Cha-
risma-based.

Petrifying Gaze (Su): A creature meeting the gaze of
all three heads must make a successful DC 35 Fortitude
save or be turned to stone permanently. The save DC is
Constitution-based.

Immovable (Ex): Cerberus is immune to any ex-
traordinary, spell-like, or supernatural effect or spell
that would teleport him or move him from his current
location. Only deities of divine rank 6 or higher can
affect him with such magic.

Immunities (Ex): Cerberus is immune to death ef-
fects (such as slay living, finger of death, and so on) and
disintegration.

Regeneration (Ex): Cerberus takes normal damage
from good-aligned magic weapons, and from spells and
effects with the good descriptor.

Skills: *Cerberus has a +8 racial bonus on Survival
checks when tracking by scent.

Copyright Notice

Author Scott Greene.

CHRYSTONE

Medium Construct

Hit Dice: 5d10+20 (47 hp)

Initiative: -1

Speed: 20 ft. (4 squares)

Armor Class: 15 (-1 Dex, +6 natural), touch 7, flat-
footed 15

Base Attack/Grapple: +3/+5

Attack: Longsword +5 melee (1d8+2)

Full Attack: Longsword +5 melee (1d8+2)

Space/Reach: 5ft./5 ft.

Special Attacks: Breath weapon, death throes, spell-like
abilities

Special Qualities: Construct traits, damage reduction 5/ —

, immunity to magic, shatter weapons

Saves: Fort +1, Ref +0, Will +3

Abilities: Str 15, Dex ¢, Con —, Int 8, Wis 11, Cha
1

Skills: Listen +4, Spot +4

Feats: Ability Focus (breath weapon), Iron Will

Environment:
Organization:

Any
Solitary, company (2-6), or squad (7-
20)

Challenge Rating: 4
Treasure: Standard (gems only)
Alignment: Usually neutral

Advancement: 6-7 HD (Medium); 10-15 HD (Large)
Level Adjustment: —

This creature appears as a statue constructed of rock
and crystal. It has almost no neck; its head seems
attached firmly to its shoulders, though by observingit,
you see that it is able to turn its head freely. Each of
its hands has two fingers and two opposable thumbs.

Chrystones are creatures made of rock and
crystal that normally stand just over 5 feet tall.
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Their coloration varies by the types of crystal and rock
they absorb, giving each chrystone a unique pattern of
striations and coloration that makes them easy to tell
apart. Originally imbued with life by a spellcaster in a
ritual involving the blood of several dragons and a
demon, chrystones grow new offspring through bud-
ding. To form a new bud, a chrystone must consume
several times its weight in crystals and consume at least
300 gp worth of gems. The bud continues to grow from
the chrystone’s back until it is large enough to separate.
Each chrystone offspring retains the memories and
knowledge of its entire parental line.

Chrystones were originally created to be part of an
army, but those plans were cut short by their creator’s
death. Asthey developed and spread, they became more
free-willed and independent and wished to make cer-
tain they were never enslaved again. They retain all of
the abilities that would have made them a powerful
army, and their racial knowledge helps them put these
abilities to the best possible use. Chrystones, while
usually neutral, have a racial memory of being slaves to
the whim of their creator. This memory makes them
somewhat paranoid when dealing with other races,
making them more likely to attack other races than talk
with them.

Combat

Chrystones open with their breath weapon attack
and close for melee combat if targets are close enough;
otherwise, they stand back and fight with their
longswords. If a battle is going poorly, a chrystone
attempts to retreat and ambush its opponents when it
has repaired itself.

Breath Weapon (Su): A chrystone can exhale a 20-
foot cone of rainbow colors as a standard action once per
round (but no more than three times per day). The cone
affects creatures similar to a color spray spell (caster level
5th). Affected creatures can make a DC 14 Will save to
avoid the effects. The save DC is Constitution-based
and includes a +2 bonus from its Ability Focus feat.
Those that fail their save are affected as follows.

2 HD or less: The creature is unconscious, blinded,
and stunned for 2d4 rounds, then blinded and stunned
for 1d4 rounds, and then stunned for 1 round. (Only
living creatures are knocked unconscious.)

3 or 4 HD: The creature is blinded and stunned for
1d4 rounds, then stunned for 1 round.

5 or more HD: The creature is stunned for 1 round.

Sightless creatures are not affected by the chrystone’s
breath weapon. This is a mind-affecting attack. A crea-
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ture that successfully saves cannot be affected again by
the same chrystone’s breath weapon for one day.

Death Throes (Ex): When a chrystone is destroyed,
it shatters, spraying razor-sharp fragments from its form.
Creatures within 5 feet of the chrystone take 2d6 points
of damage. A DC 12 Reflex saving throw halves the
damage. A chrystone can prevent itself from shattering
by making a DC 12 Will save as it is destroyed.

Spell-Like Abilities: At will—stone shape (item of 5
pounds or less, otherwise as the spell); 2/day—stone tell.
Caster level 5th.

Three times per day, a chrystone can use its stone shape
to repair itself, healing 1d6 points of damage per use.
This requires a full-round action that provokes attacks
of opportunity.

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

A transmute rock to mud spell slows a chrystone (as the
slow spell) for 2d6 rounds, with no saving throw, while
transmute mud to rock heals all of its lost hit points.

A stone to flesh spell does not actually change the
chrystone’s structure but negates its damage reduction
and immunity to magic for 1 full round.

Shatter Weapons (Ex): Whenevera characterstrikes
achrystone with a weapon (magical ornonmagical), the
weapon must succeed on a DC 12 Fortitude save or
shatter into pieces. A magic weapon uses its own save
bonus or that of the wielder, whichever is higher. If the
weapon breaks, the chrystone takes no damage from the
attack. The save DC is Constitution-based.

Construction

A chrystone’s body is chiseled from a single block of
hard stone, such as granite, weighing at least 1,000
pounds. The stone must be of exceptional quality, and
costs 1,000 gp. Assembling the body requires a DC 15
Craft (sculpting) check or a DC 15 Craft (stonema-
sonry) check.

CL 14th; Craft Construct (see the MM), limited wish,
polymorph any object, shatter, stone shape, stone tell, caster
must be at least 14th level; Price 26,000 gp; Cost 13,500
gp + 1000 XP.

Credit

The Chrystone first appeared in the Necromancer
Games module Hall of the Rainbow Mage by Patrick
Lawinger (©2002, Necromancer Games, Inc.).

Copyright Notice

Authors Patrick Lawinger and Scott Greene.
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Cram, GIANT

Large Vermin (Aquatic)

Hit Dice: 4d8+8 (26 hp)

Initiative: -

Speed: 5 ft. (1 square)

Armor Class: 14 (-1 size, -5 Dex, +10 natural),
touch 4, flat-footed 14

Base Attack/Grapple: +3/+12

Attack: See text

Full Attack: See text

Space/Reach: 10 ft./5 ft.

Special Attacks:
Special Qualities:

Acid 1d2, engulf
Blindsight 30 ft., camouflage, ver-
min traits

Saves: Fort +6, Ref —4, Will +1

Abilities: Str20,Dex1,Con 15, Int —, Wis 10,
Cha?

Skills: —

Feats: —

Environment:
Organization:

Warm or temperate aquatic
Solitary or cluster (2-10)

Challenge Rating: 2

Treasure: 50% standard
Alignment: Always neutral
Advancement: 5-8 HD (Large)

Level Adjustment: —

A large brightly colored shell shifts in the currents.
Seemingly split or divided down the middle, its interior
is a dazzling golden brown.

Giant clams are generally found in coastal wa-
ters no deeper than 60 feet from the surface of the
water. Many species of giant clams subsist strictly
on a diet of sunlight, and as such are never found
in deeper waters where sunlight cannot reach.
Such giant clams are generally found in shallow
seas or attached to coral reefs near the surface.

Some species of giant clams feed not only on
sunlight but also on what they can filter from the
water, usually small plants and animals, and some-
times the occasional swimmer.

A giant clam moves by pushing out a small
“foot” and sliding itself along.

Combat

Giant clams simply wait until an unsuspecting
opponent swims too close to its current position.
When a creature at least one size smaller than the
clam swims within reach, it sucks the prey into its
interior and clamps shut. It slowly digests its meal
and expels any indigestible material (such as metal
and stone) into the surrounding water. Air-breath-
ers trapped by a giant clam face the danger of
drowning as well.

Acid (Ex): A giant clam has a slow-acting acid
that it uses to break down organic matter trapped
in its interior. An engulfed creature takes 1d2
points of acid damage each round.
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Engulf (Ex): As a standard
action, a giant clam can attempt
to pull a creature up to one size smaller than itself
that is within reach into its interior. An opponent
can make an attack of opportunity against the
clam, but if it does so it is not entitled to a saving
throw. An opponent that does not attempt an
attack of opportunity must succeed on a DC 17
Reflex save or be pulled into the clam’s interior.
An engulfed creature is subject to the clam’s acid,
and is considered to be grappled and trapped within
its body. The save DC is Strength-based.

A giant clam can be forced open by making an
opposed Strength check against the clam’s Strength
check. Otherwise, it opens on its own in 1d4
hours.

Blindsight (Ex): Giant clams have no visual
organs but can ascertain all foes within 30 feet
using vibration.

Camouflage (Ex): The rough shell of a giant
clam is usually draped with barnacles, anemones,
and bits of coral, which help it to blend in with its
environment. Creatures must succeed on a DC 20
Spot check to notice a giant clam. Anyone with
ranks in Survival or Knowledge (any water- or sea-
related skill) can use one of those skills instead of
Spot to notice the giant clam.

Credit

The Giant Clam originally appeared in the First
Edition module EX2 Land Beyond the Magic Mirror
(© TSR/Wizards of the Coast, 1983) and is used by
permission.

Copyright Notice

Author Scott Greene, based on original mate-
rial by Gary Gygax.
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CLOCKWORKS

Hit Dice:
Initiative:

Speed:

Armor Class:

Base Attack/Grapple:

Attack:

Full Attack:
Space/Reach:
Special Attacks:
Special Qualities:

Saves:

Abilities:

Skills:
Feats:
Environment:
Organization:

Challenge Rating:
Treasure:
Alignment:
Advancement:
Level Adjustment:

Hit Dice:
Initiative:
Speed:

Armor Class:

Base Attack/Grapple:

Attack:

Full Attack:
Space/Reach:
Special Attacks:
Special Qualities:

Saves:
Abilities:

Skills:

Feats:
Environment:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:
Level Adjustment:

Drone
Tiny Construct
1/2d10 (2 hp)
+4

20 ft. (4 squares), fly 60 ft.

(perfect)

20 (+2 size, +4 Dex, +4
natural), touch 16,
flat-footed 16

+0/-10

Slam +0 melee (1d3-2)
Slam +0 melee (1d3-2)
2-1/2 /0 ft.
Construct traits,
darkvision 60 ft., low-
light vision

Fort +0, Ref +4, Will +2
Str 6, Dex 18, Con —,
Int —, Wis 14, Cha 6

Any
Swarm (3-18)

1/8
None
Always neutral

Warrior
Medium Construct

3d10+20 (26 hp)
20 ft. (4 squares)
12 (-2 Dex, +4 natural),
touch 8, flat-footed 12

+2/+7

Slam +7 melee (1d6+7)

2 slams +7 melee (1d6+7)
5ft./5 ft.

Construct traits, darkvision
60 ft., low-light vision,
self-repair 3

Fort +1, Ref -1, Will +O
Str 20, Dex 6, Con —,
Int —, Wis 8, Cha 10

Any

Squad (2-12)
3

None

Always neutral

40 ft. (8 squares)

19 (+2 size, +3 Dex,

+4 natural), touch 15,
flat-footed 16

+0/-10

Slam +0 melee (1d4-2)
Slam +0 melee (1d4-2)
2-1/2 £t./0 ft.

Animal appearance,
construct traits, darkvision
60 ft., low-light vision
Fort +0, Ref +3, Will +1
Str 6, Dex 17, Con —,
Int —, Wis 12, Cha 10

Any
Solitary or squad (2-8)

172
None
Always neutral

Parasite

Tiny Construct

4d10 (22 hp)

+0

20 ft. (4 squares)

14 (+2 size, +2 natural),
touch 12, flat-footed 14

+3/-4

Bite +6 melee (1d4+1)

Bite +6 melee (1d4+1)
2-1/2£t./0 ft.

Control host

Construct traits, darkvision
60 ft., low-light vision,
self-repair |

Fort +1, Ref +1, Will +O
Str 12, Dex 10, Con —,
Int —, Wis 8, Cha 8

Any

Horde (2-20)
2

None

Always neutral
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Scout Overseer
Tiny Construct Small Construct
1d10 (5 hp) 2d10+10 (21 hp)
+3 +1

40 ft. (8 squares)

16 (+1size, +1 Dex, +4
natural), touch 12,
flat-footed 15

+1/-3

Slam +3 melee (1d4+1)
Slam +3 melee (1d4+1)
5ft./5 ft.

Construct traits, darkvision 60
ft., independent clockwork,
low-light vision

Fort +0, Ref +1, Will +1

Str 13, Dex 12, Con —,

Int —, Wis 12, Cha 10

Any

Solitary or troupe (overseer
plus clockworks of 20 HD total
or less)

1

None

Always neutral

Swarm

Tiny Construct (Swarm)
4d10+20 (42 hp)

+2

40 ft. (4 squares)

18 (+2 size, +2 Dex, +4 natural
armor), touch 14, flat-footed
16

+3/—

Swarm (1d6)

Swarm (1d6)

10 ft./0 ft.

Distraction

Construct traits, darkvision
60 ft., half damage from
slashing and piercing, low-
light vision, self-repair 3,
swarm traits

Fort +1, Ref +3, Will +2

Str 14, Dex 15, Con —,

Int —, Wis 13, Cha 12

Any

Squad (2-4 swarms)
3

None

Always neutral



Hit Dice:
Initiative:
Speed:
Armor Class:

Base Attack/Grapple:

Attack:

Full Attack:
Space/Reach:
Special Attacks:
Special Qualities:

Saves:

Abilities:

Skills:

Feats:
Environment:
Organization:

Challenge Rating:
Treasure:
Alignment:
Advancement:
Level Adjustment:

Titan

Large Construct

7d10+30 (68 hp)

+0

30 ft. (6 squares)

19 (-1size +10 natural),
touch 7, flat-footed 19
+5/+17

Slam +12 melee (2d6+8)

2 slams +12 melee (2d6+8)
10 ft./10 ft.

Construct traits, darkvision 60 ft.,
low-light vision

Fort +2, Ref +2, Will +0
Str 26, Dex 11, Con —,

Int —, Wis 6, Cha 6
Any

Solitary or squad (2-4)
4

None

Always neutral
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Brain Gear

Small Construct
5d10+13 (40 hp)

+0

0 ft. (immobile)

14 (+4 natural),

touch 10, flat-footed 1s4
+3/-1

— (see text)

— (see text)

5 ft./0 ft.

Construct traits, control clockworks, darkvision 60
ft., dream, hardness, low-light vision

Fort +3, Ref +1, Will +7

Str 10, Dex —, Con —,

Int 20, Wis 18, Cha 14

Concentration +13, Diplomacy +15, Knowledge
(metalworking) +18, Listen +17, Search +18,
Sense Motive +17, Spot +17

Great Fortitude, Iron Will, Toughness®

Any

Solitary or troupe (brain gear plus 4-12
clockworks)

3

Standard

Usually neutral (evil tendencies)

Clockworks are the creations of powerful ma-
chines called brain gears. Each clockwork creature
varies from its brethren and each is assigned a task
by the brain gear that created it. Clockworks are
automatons and follow orders without question. It
is through these various clockwork creations that
brain gears seek to destroy all living creatures.

The clockwork creations controlled by a brain
gear share several characteristics as detailed in the
statistics block above and the text below. Most
constructs are immediately destroyed when re-
duced to 0 hit points or fewer. Clockworks with
the self-repair special quality, however, are not
destroyed at 0 or less hit points. While they do
cease to function, they continue to self-repair,
only at a slower rate. Once it has self-repaired
itself to at least 1 hit point, the clockwork begins
functioning normally again.

Self-Repair (Ex): Some clockworks can auto-
matically repair themselves with spare parts and
scrap, and a built-in mechanism allows them to
self-repair even when seemingly destroyed. The
clockwork automatically heals damage at a fixed
rate per round, as given in the clockwork’s entry.
Certain attack forms, typically acid, cold, and fire
cannot be self-repaired. The clockwork’s descrip-
tive text describes the details.

A clockwork with self-repair can repair lost limbs
(including its head), but it takes 3d6 minutes to do
so. A clockwork reduced to O or less hit points is
not destroyed, but begins to self-repair damage at

one-half its normal rate (minimum 1 hit point per
round). It still cannot repair damage dealt by acid,
cold, or fire effects. For example, a clockwork with
self-repair 3 normally regains 3 hit points per
round. If reduced to O or less hit points, it regains
1 hit point per round until it has at least 1 hit point
(at which time it self-repairs at its normal rate).

Drone

This creature appears as a human eyeball en-
cased within a flat, metal disk.

Imbued with magic that allows it to fly, a drone
has an approach typically marked by the low buzz
of its tiny gears and pistons, which work furiously
to maintain the magical field that allows it to fly.
These clockworks are designed to act as observers.
When a drone finds an advantageous position
from which to maintain its watch, it uses a small,
metallic claw on its underside to attach itself to a
surface.

Drones usually avoid combat at all costs. When
they are pressed into fighting, they prefer to aid
their fellow clockworks by distracting their en-
emies.

Scout

Scouts are constructed to resemble animals com-
monly found in the area that the brain gear operates
within. This camouflage helps them move about
unnoticed and gives them the opportunity to strike
from ambush.
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Clockwork scouts are designed to serve as the
mobile eyes and ears of a clockwork colony. While
still restricted by the 2-mile radius they must re-
main within to keep contact with a brain gear,
scouts serve an important role as reconnaissance,
patrol, and pursuit troops.

Combat

Clockwork scouts prefer to attack from ambush.
Often, they climb trees and leap down upon oppo-
nents. If they come across an enemy camp, the brain
gear may direct them to sneak into the camp and
steal equipment or carry off water, food, and other
necessities. Usually, the brain gear prefers to hold
scouts back from combat. Only if the scouts have a
chance to strike from a devastating ambush does
the brain gear order them into battle.

Animal Appearance (Ex): Clockwork scouts are
constructed to resemble small animals such as bad-
gers, dogs, or cats. Often, their inner wood and
metal workings are covered by an animal’s pelt,
while their frame is specially constructed to help
reinforce the illusion that they are an animal. A
character must succeed on a DC 15 Spot check to
notice that the scout is not an actual animal. A
character with 5 or more ranks in Survival or Knowl-
edge (nature) gains a +2 competence bonus on 