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A brute is a specimen of a species that is stronger and more 
resilient — but also clumsier and less intelligent — than most of 
its kind. They often appear to be primal versions of their kind; 
their physiques are pronounced, but their intellects are primitive. 
Brutes are most often mutants…evolutionary throwbacks. But 
some are the result of deliberate breeding (or in-breeding) or 
experimentation. 

Brutes often becomes slaves as labourers or gladiators, making 
use of their incredible physical ability. More warlike cultures 
impress them into their military, though they are usually treated 
as beasts of war, not soldiers. 

Creating A Brute 

“Brute” is a template that can be added to any creature with an 
Intelligence score (referred to hereafter as the “base creature”). It 
uses all the base creature’s statistics and special abilities except 
as noted here. 

Type & Size: If the base creature is of Large size or smaller, its 
size increases by one step (though actual height and weight will 
likely increase). 

Hit Dice: The brute gains half again as many Hit Dice as the 
base creature (round up). For example, a 5 HD creature gains 3 
additional Hit Dice, for a total of 8 HD. 

Speed: Same as base creature. 

AC: The brute’s natural armour bonus increases by +4. 

Attacks: The brute gains 2 slam attacks. These are not in 
addition to any slam attacks that the base creature possesses. 

Damage: The brute’s slam attacks deal damage by size 
according to the table below. If the base creature has a slam 
attack that deals more damage, use the base creature’s slam 
attack instead. 
Size Damage Size Damage 

Fine 1 Large 1d8 

Diminutive 1d2 Huge 2d6 

Tiny 1d3 Gargantuan 2d8 

Small 1d4 Colossal 4d6 

Medium-size 1d6   

Special Attacks: The brute gains the following special attacks. 

Frightful Presence (Ex): The powerful brute’s most devastating 
attacks can leave onlookers broken with fear. Whenever the brute 
scores a critical threat on an attack roll, all opponents with fewer 
Hit Dice that are within 30 feet must succeed at a Will save (DC 
10 + ½ the brute’s HD + the brute’s Charisma modifier) or 
become shaken, suffering a –2 morale penalty on attack rolls, 
weapon damage rolls, and saving throws, for 5d6 rounds. An 
opponent that succeeds at the saving throw is immune to that 
brute’s frightful presence for 24 hours. 

Improved Grab (Ex): If the brute hits with both slam attacks, it 
deals normal damage and attempts to start a grapple as a free 
action without provoking an attack of opportunity (see Grapple is 
Chapter 6 of the Core Rulebook 1). No initial touch attack is 
required, a Tiny or Small brute does not have a special size 
penalty, instead it uses its regular size modifier for attacks. 
Improved grab works only against opponents at least one size 
category smaller than the brute. 

Special Qualities: The brute gains the following special 
qualities. 

Fast Healing (Ex): The brute regains lost hit points at a rate of 4 
per round. Fast healing does not restore hit points lost from 
starvation, thirst, or suffocation, and it does not allow the brute to 
regrow or reattach lost body parts. Construct and undead brutes 
do not gain fast healing. 

Spell Resistance (Ex): Brutes seem to be unaffected by weaker 
magic, perhaps due to some primal connection to an age when 
the world was infused with magic. The brute gains spell 
resistance of 16. If the base creature already has spell resistance, 
it improves by +6. 

Turn Resistance (Ex): Undead brutes are hardier and more 
difficult to turn. An undead brute gains turn resistance of +4. 

Saves: The brute gains a +4 bonus to all Fortitude saves, but 
suffers a –2 penalty to all Will saves. 

Abilities: Increase from the base creature as follows: Str +8, Dex 
–2, Con +10, Int *, Wis –4, Cha +0. 

*The brute’s Intelligence is reduced according to the table below. 

Int Score Int Modifier Int Score Int Modifier 

1 -0 9-12 -6 

2-3 -1 13-18 -10 

4-5 -2 19-36 -16 

6-8 -3 37+ -24 

Skills: The brute gains a +4 racial bonus to Intimidate. 

Feats: The brute gains Endurance as a bonus feat. 

Climate/Terrain: Same as base creature. 

Organization: Typically found in addition to groups of base 
creature (according to organization of base creature). 

Challenge Rating: Increase base creature’s CR by +3 

Treasure: Half of base creature’s treasure. 

Alignment: Usually chaotic, otherwise same as base creature. 

Advancement: Same as base creature. 

Level Adjustment: Increase base creature’s level adjustment by 
+5. 
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Sample Brute 

This example uses an orc as the base creature. 

Orc Brute 
Large Humanoid (Orc) 

Hit Dice: 2d8 (9 hp) 

Initiative: -1 (Dex) 

Speed: 20 ft. (scale mail); base 30 ft. 

AC: 16 (-1 size, -1 Dex, +4 natural, +4 scale 
mail), touch 8, flat-footed 16 

Attacks: 2 slams +6 melee 

Damage: Slam 1d8+7 

Face/Reach: 5 ft. by 5 ft./10 ft. 

Special Attacks: Frightful presence, improved grab 

Special Qualities: Darkvision 60 ft., fast healing 4, SR 16, 
light sensitivity 

Saves: Fort +11, Ref -1, Will -5 

Abilities: Str 23, Dex 8, Con 21, Int 3, Wis 4, Cha 
8 

Skills: Intimidate +3, Listen -1, Spot -1 

Feats: Alertness, Endurance 

Climate/Terrain: Any land and underground 

Organization: Usually found in addition to orc 
organizations. 

Challenge Rating: 4 

Treasure: Half standard 

Alignment: Usually chaotic evil 

Advancement: By character class 

Level Adjustment: +5 

Combat 
Fast Healing (Ex): The brute orc regains lost hit points at a rate 
of 4 per round. Fast healing does not restore hit points lost from 
starvation, thirst, or suffocation, and it does not allow the brute 
orc to regrow or reattach lost body parts. 

Frightful Presence (Ex): Whenever the brute orc scores a 
critical threat on an attack roll, all opponents with fewer Hit Dice 
that are within 30 feet must succeed at a Will save (DC 10 + ½ 
the brute orc’s HD + the brute orc’s Charisma modifier) or 
become shaken, suffering a –2 morale penalty on attack rolls, 
weapon damage rolls, and saving throws, for 5d6 rounds. An 
opponent that succeeds at the saving throw is immune to that 
brute orc’s frightful presence for 24 hours. 

Improved Grab (Ex): If the brute orc hits with both slam 
attacks, it deals normal damage and attempts to start a grapple as 

a free action without provoking an attack of 
opportunity (see Grapple is Chapter 6 of the Core Rulebook 1). 
No initial touch attack is required, a Tiny or Small brute orc does 
not have a special size penalty, instead it uses its regular size 
modifier for attacks. Improved grab works only against 
opponents at least one size category smaller than the brute orc. 

Light Sensitivity (Ex): Brute orcs suffer a –1 penalty to attack 
rolls in bright sunlight or within the radius of a daylight spell. 

Skills: Brute orcs gains a +4 racial bonus to Intimidate. 
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The following text is the property of Wizards of the Coast, Inc. and is 
Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights 
Reserved. 
1. Definitions: (a)”Contributors” means the copyright and/or trademark 
owners who have contributed Open Game Content; (b)”Derivative 
Material” means copyrighted material including derivative works and 
translations (including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, improvement, 
compilation, abridgment or other form in which an existing work may 
be recast, transformed or adapted; (c) “Distribute” means to reproduce, 
license, rent, lease, sell, broadcast, publicly display, transmit or 
otherwise distribute; (d)”Open Game Content” means the game 
mechanic and includes the methods, procedures, processes and routines 
to the extent such content does not embody the Product Identity and is 
an enhancement over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, and means any 
work covered by this License, including translations and derivative 
works under copyright law, but specifically excludes Product Identity. 
(e) “Product Identity” means product and product line names, logos and 
identifying marks including trade dress; artifacts; creatures characters; 
stories, storylines, plots, thematic elements, dialogue, incidents, 
language, artwork, symbols, designs, depictions, likenesses, formats, 
poses, concepts, themes and graphic, photographic and other visual or 
audio representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, magical 
or supernatural abilities or effects, logos, symbols, or graphic designs; 
and any other trademark or registered trademark clearly identified as 
Product identity by the owner of the Product Identity, and which 
specifically excludes the Open Game Content; (f) “Trademark” means 
the logos, names, mark, sign, motto, designs that are used by a 
Contributor to identify itself or its products or the associated products 
contributed to the Open Game License by the Contributor (g) “Use”, 
“Used” or “Using” means to use, Distribute, copy, edit, format, modify, 
translate and otherwise create Derivative Material of Open Game 
Content. (h) “You” or “Your” means the licensee in terms of this 
agreement. 
2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice to 
any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. 
No other terms or conditions may be applied to any Open Game Content 
distributed using this License. 
3. Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License. 
4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty-
free, nonexclusive license with the exact terms of this License to Use, 
the Open Game Content. 
5 Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient 
rights to grant the rights conveyed by this License. 
6. Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game Content You are copying, 
modifying or distributing, and You must add the title, the copyright 
date, and the copyright holder’s name to the COPYRIGHT NOTICE of 
any original Open Game Content you Distribute. 
7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly 
licensed in another, independent Agreement with the owner of each 
element of that Product Identity. You agree not to indicate compatibility 

or co-adaptability with any Trademark or Registered Trademark in 
conjunction with a work containing Open Game Content except as 
expressly licensed in another, independent Agreement with the owner of 
such Trademark or Registered Trademark. The use of any Product 
Identity in Open Game Content does not constitute a challenge to the 
ownership of that Product Identity. The owner of any Product Identity 
used in Open Game Content shall retain all rights, title and interest in 
and to that Product Identity. 
8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open 
Game Content. 
9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License.  You may use any authorized version 
of this License to copy, modify and distribute any Open Game Content 
originally distributed under any version of this License. 
10 Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You Distribute. 
11. Use of Contributor Credits: You may not market or advertise the 
Open Game Content using the name of any Contributor unless You have 
written permission from the Contributor to do so. 
12 Inability to Comply: If it is impossible for You to comply with any of 
the terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then 
You may not Use any Open Game Material so affected. 
13 Termination: This License will terminate automatically if You fail to 
comply with all terms herein and fail to cure such breach within 30 days 
of becoming aware of the breach. All sublicenses shall survive the 
termination of this License. 
14 Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the extent 
necessary to make it enforceable. 
THE FOLLOWING IS HEREBY DESIGNATED AS OPEN GAME 
CONTENT, IN ACCORDANCE WITH THIS LICENSE: 
Brute Template Written by: Piratespice [Mailto: 
seancriley@hotmail.com  
Open Game License v 1.0a Copyright 2001, Open Game License v 1.0 
Copyright 2000, Wizards of the Coast, Inc. d20 System rules and 
Content Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan 
Tweet, Monte Cook, and Skip Williams, based on original material by 
E. Gary Gygax and Dave Arneson. System Rules Document Copyright 
2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, 
Skip Williams, based on original material by E. Gary Gygax and Dave 
Arneson.  
a) All Monsters, their special abilities and related mechanics, (Difficulty 
Class, etc.), are Open Game Content.  The following elements in this 
book are hereby identified as “Product Identity”: all character, item, and 
place names, histories, and named events, as well as all artwork and 
graphic design.  
This Product Identity is not Open Game Content, and, reproduction or 
retransmission without written permission of the copyright holder is 
expressly forbidden, except for the purpose of reviews.  

b) Other game mechanics wholly derived from the d20 System 
Reference Document, including alignment, abilities, saving throws, 
Armor Class, hit points, points of damage, miss chance, damage 
reduction, spell resistance, ability score damage, reach, and experience 
points, are Open Game Content. 
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