   


 








AARAKOCRA





CLIMATE/TERRAIN: Tropical and temperate mountains





FREQUENCY: Very rare





ORGANIZATION: Tribal 





ACTIVITY CYCLE: Day 





DIET: Carnivore





INTELLIGENCE: Average (8-10)





TREASURE: D 





ALIGNMENT: Neutral good 





NO. APPEARING: 1-10 





ARMOR CLASS: 7





MOVEMENT: 6, Fl 36 (C)





HIT DICE: 1+2





THAC0: 19 





NO. OF ATTACKS: 2 





DAMAGE/ATTACK: 1-3/1-3 or 2-8 (weapon) 





SPECIAL ATTACKS: Dive +4 





SPECIAL DEFENSES: Nil 





MAGIC RESISTANCE: Nil 





SIZE: M (20' wing span) 





MORALE: Steady (11) 





XP VALUE: 65 





The Aarakocra are a race of intelligent bird-men that live on the peaks of the highest mountains, spending their days soaring on the thermal winds in peace and solitude. Aarakocra are about 5 feet tall and have a wing span of 20 feet. About halfway along the edge of each wing is a hand with three human-sized fingers and an opposable thumb. An elongated fourth finger extends the length of the wing and locks in place for flying. Though the wing-hands cannot grasp during flight, they are nearly as useful as human hands when an aarakocra is on the ground and its wings are folded back. The wing muscles anchor in a bony chest plate that provides the aarakocra with extra protection. The powerful legs end in four sharp talons that can unlock and fold back to reveal another pair of functional hands, also with three human-sized fingers and an opposable thumb. The hand bones, like the rest of an aarakocra's skeleton, are hollow and fragile. Aarakocra faces resemble crosses between parrots and eagles. They have gray-black beaks, and black eyes set frontally in their heads that provide keen binocular vision. Plumage color varies from tribe to tribe, but generally males are red, orange, and yellow while females are brown and gray. Aarakocra speak their own language, the language of giant eagles, and, on occasion, the common tongue (10% chance). 





Combat: In aerial combat, an aarakocra fights with either talons or the heavy fletched javelins that he clutches in his lower hands. An aarakocra typically carries a half dozen javelins strapped to his chest in individual sheaths. The javelins, which can be used for throwing or stabbing, inflict 2d4 points of damage. Owing to the aarakocra's remarkable skill at throwing javelins in the air, it incurs none of the attack penalties for aerial missile fire. An aarakocra will always save its last javelin for stabbing purposes rather than throwing it. Its favorite attack is to dive at a victim while clutching a javelin in each hand, then pull out of the dive just as it reaches its target, and strike with a blood-curdling shriek. This attack gains a +4 bonus to the attack roll and causes double damage, but an aarakocra must dive at least 200 feet to execute it properly. An aarakocra is reluctant to engage in grappling or ground combat, since its fragile bones are easily broken. Though rarely used except when cornered, an aarakocra's sharp beak can bite for 1-3 points of damage. 





Habitat/Society: Aarakocra live in small tribes of about 11-30 (1d20+10) members. Each tribe has a hunting territory of about 10,000 square miles with colorful banners and pennants marking the boundaries. Each tribe lives in a communal nest made of woven vines with a soft lining of dried grass. The eldest male serves as the tribe's leader. In tribes of more than 20 members, the second oldest male serves as the shaman, leading simple religious ceremonies involving the whistling of melodic hymns at sunset on the first day of a new month. Males spend most of their waking hours hunting for food and occasionally for treasure, such as gems and other shiny objects. Females spend eight months of the year incubating their eggs, passing the time by fabricating javelins and other tools from wood and stone. While resting on their backs, aarakocra females can use all four hands at the same time to weave boundary pennants, javelins sheaths, and other useful objects from vines and feathers. Five aarakocra, including a shaman, can summon an air elemental by chanting and performing an intricate aerial dance for three melee rounds. The summoned air elemental will comply with the aarakocras' request for a favor, though it will not endanger its life on their behalf. Aarakocra are extremely claustrophobic and will not willingly enter a cave, building, or other enclosed area. 





Ecology: Aarakocra have little to do with other species, including neighboring aarakocra tribes, and leave their home territory only in extreme circumstances. They rarely encounter humans except for an occasional foray into a rural community to snatch a stray farm animal; this is not an intentionally malicious act, as aarakocra are unable to distinguish between domestic and wild animals. A human venturing into aarakocra territory may be able to convince one to serve as a guide or a scout in exchange for a shiny jewel or coin. 








ABOLETH 





CLIMATE/TERRAIN: Tropical and temperate/Subterranean 





FREQUENCY: Very rare





ORGANIZATION: Brood 





ACTIVITY CYCLE: Night 





DIET: Omnivore





INTELLIGENCE: High (13-14) 





TREASURE: F 





ALIGNMENT: Lawful evil 





NO. APPEARING: 1d4 





ARMOR CLASS: 4





MOVEMENT: 3, Sw 18 





HIT DICE: 8 





THAC0: 13 





NO. OF ATTACKS: 4 





DAMAGE/ATTACK: 1-6 (x 4) 





SPECIAL ATTACKS: See below 





SPECIAL DEFENSES: Slime 





MAGIC RESISTANCE: Nil 





SIZE: H (20' long) 





MORALE: Elite (13) 





XP VALUE: 5,000





Level Dis/Sci/Dev Atk/Def Power Score PSPs 


8 3/5/16 EW, II PsC, +1/





TS,IF,TW


 =Int 250 





Telepathy: False Sensor Input, Mindlink, Mass Domination. The aboleth is a loathsome amphibious creature that lives in subterranean caves and lakes. It despises most land-dwelling creatures and seeks to enslave intelligent surface beings. It is as cruel as it is intelligent. An aboleth resembles a plump fish, 20 feet in length from its bulbous head to its fluke-like tail. Its body is blue-green with gray splotches, and its pink-tan underbelly conceals a toothless, rubbery mouth. Three slit-like eyes, purple-red in color and protected by bony ridges, are set one atop the other in the front of its head. Four pulsating blue-black orifices line the bottom of its body and secrete gray slime that smells like rancid grease. Four leathery tentacles, each 10 feet in length, grow from its head. An aboleth uses its tail to propel itself through the water and its tentacles to drag itself along dry land.





Combat: The aboleth attacks with its tentacles for 1d6 points of damage each. If a victim struck by a tentacle fails a saving throw vs. spell, the victim's skin transforms into a clear, slimy membrane in 1d4+1 rounds. If this occurs, the victim must keep the membrane damp with cool water or suffer 1d12 points of damage each turn. Cure disease cast upon the victim before the membrane completely forms stops the transformation. Otherwise, cure serious wounds will cause the membrane to revert to normal skin. Because its sluggish movement makes attacks difficult, the aboleth attempts to lure victims close by creating realistic illusions at will, complete with audible, olfactory, and other sensory components. The aboleth can attempt to enslave creatures within 30 feet; it can make three attempts per day, one creature per attempt. If the victim fails a saving throw vs. spell, he follows all of the aboleth's telepathic commands, although the victim will not fight on the aboleth's behalf. The enslavement can be negated by remove curse, dispel magic, the death of the enslaving aboleth, or, if the victim is separated from the aboleth by more than a mile, a new saving throw (one attempt per day.) When underwater, an aboleth surrounds itself with a mucous cloud 1 foot thick. A victim in contact with the cloud and inhaling the mucus must roll a successful saving throw vs. poison or lose the ability to breathe air. The victim is then able to breathe water, as if having consumed a potion of water breathing, for 1-3 hours. This ability may be renewed by additional contact with the mucous cloud. An affected victim attempting to breathe air will suffocate in 2d6 rounds. Wine or soap dissolves the mucus. 





Habitat/Society: An aboleth brood consists of a parent and one to three offspring. Though the offspring are as large and as strong as the parent, they defer to the parent in all matters and obey it implicitly. Aboleth have both male and female sexual organs. A mature aboleth reproduces once every five years by concealing itself in a cavern or other remote area, then laying a single egg and covering it in slime. The parent aboleth guards the egg while the embryo grows and develops, a process that takes about five years. A newborn aboleth takes about 10 years to mature. The aboleth spends most of its time searching for slaves, preferably human ones. It is rumored that the aboleth use their slaves to construct huge underwater cities, though none have ever been found. The aboleth are rumored to know ancient, horrible secrets that predate the existence of man, but these rumors are also unsubstantiated. There is no doubt that aboleth retain a staggering amount of knowledge. An offspring acquires all of its parent's knowledge at birth, and a mature aboleth acquires the knowledge of any intelligent being it consumes. An aboleth's treasure consists of items taken from its slaves. The items are buried in caverns under a layer of slime resembling gray mud, recognizable by the distinctive rancid grease odor. 





Ecology: The omnivorous aboleth will eat any organic matter, usually algae and micro-organisms, but they are also fond of intelligent prey so they can absorb nutrients and information at the same time. Aboleth have no natural enemies, as even the mightiest marine creatures give them a wide berth. Aboleth slime is sometimes used as a component for potions of water breathing. 








ANKHEG 





CLIMATE/TERRAIN: Temperate and tropical/Plains and forests 





FREQUENCY: Rare 





ORGANIZATION: Brood 





ACTIVITY CYCLE: Any 





DIET: Omnivore 





INTELLIGENCE: Non- (0) 





TREASURE: C 





ALIGNMENT: Neutral 





NO. APPEARING: 1-6 





ARMOR CLASS: Overall 2, underside 4 





MOVEMENT: 12, Br 6 





HIT DICE: 3-8 





THAC0: 17-13 





NO. OF ATTACKS: 1





DAMAGE/ATTACK: 3-18 (crush)+1-4 (acid) 





SPECIAL ATTACKS: Squirt acid 





SPECIAL DEFENSES: Nil





MAGIC RESISTANCE: Nil 





SIZE: L-H (10' to 20' long) 





MORALE: Average (9)





XP VALUE: 175-975 





The ankheg is a burrowing monster usually found in forests or choice agricultural land. Because of its fondness for fresh meat, the ankheg is a threat to any creature unfortunate enough to encounter it. The ankheg resembles an enormous many-legged worm. Its six legs end in sharp hooks suitable for burrowing and grasping, and its powerful mandibles are capable of snapping a small tree in half with a single bite. A tough chitinous shell, usually brown or yellow, covers its entire body except for its soft pink belly. The ankheg has glistening black eyes, a small mouth lined with tiny rows of chitinous teeth, and two sensitive antennae that can detect movement of man-sized creatures up to 300 feet away. 





Combat: The ankheg's preferred attack method is to lie 5 to 10 feet below the surface of the ground until its antennae detect the approach of a victim. It then burrows up beneath the victim and attempts to grab him in its mandibles, crushing and grinding for 3d6 points of damage per round while secreting acidic digestive enzymes to cause an additional 1d4 points of damage per round until the victim is dissolved. The ankheg can squirt a stream of acidic enzymes once every six hours to a distance of 30 feet. However, since it is unable to digest food for six hours after it squirts enzymes, it uses this attack technique only when desperate. A victim struck by the stream of acidic enzymes suffers 8d4 points of damage (half damage if the victim rolls a successful saving throw vs. poison). 





Habitat/Society: The ankheg uses its mandibles to continuously dig winding tunnels 30-40 feet deep in the rich soil of forests or farmlands. The hollowed end of a tunnel serves as a temporary lair for sleeping, eating, or hibernating. When an ankheg exhausts the food supply in a particular forest or field, it moves on to another. Autumn is mating season for ankhegs. After the male fertilizes the female, the female kills him and deposits 2d6 fertilized eggs in his body. Within a few weeks, about 75% of the eggs hatch and begin feeding. In a year, the young ankhegs resemble adults and can function independently. Young ankhegs have 2 Hit Dice and an AC 2 overall and an AC 4 for their undersides; they bite for 1d4 points of damage (with an additional 1d4 points of damage from enzyme secretions), and spit for 4d4 points of damage to a distance of 30 feet. In every year thereafter, the ankheg functions with full adult capabilities and gains an additional Hit Die until it reaches 8 Hit Dice. Beginning in its second year of life, the ankheg sheds its chitinous shell just before the onset of winter. It takes the ankheg two days to shed its old shell and two weeks to grow a new one. During this time, the sluggish ankheg is exceptionally vulnerable. Its overall AC is reduced to 5 and its underside AC is reduced to 7. Additionally, it moves at only half its normal speed, its mandible attack inflicts only 1d10 points of damage, and it is unable to squirt acidic enzymes. While growing a new shell, it protects itself by hiding in a deep tunnel and secreting a repulsive fluid that smells like rotten fruit. Though the aroma discourages most creatures, it can also pinpoint the ankheg's location for human hunters and desperately hungry predators. Ankhegs living in cold climates hibernate during the winter. Within a month after the first snowfall, the ankheg fashions a lair deep within the warm earth where it remains dormant until spring. The hibernating ankheg requires no food, subsisting instead on nutrients stored in its shell. The ankheg does not secrete aromatic fluid during this time and is thus relatively safe from detection. Though the ankheg's metabolism is reduced, its antennae remain functional, able to alert it to the approach of an intruder. A disturbed ankheg fully awakens in 1d4 rounds, after which time it can attack and move normally. The ankheg does not hoard treasure. Items that were not dissolved by the acidic enzymes fall where they drop from the ankheg's mandibles and can be found scattered throughout its tunnel system.





Ecology: Though a hungry ankheg can be fatal to a farmer, it can be quite beneficial to the farmland. Its tunnel system laces the soil with passages for air and water, while the ankheg's waste products add rich nutrients. The ankheg will eat decayed organic matter in the earth, but it prefers fresh meat. All but the fiercest predators avoid ankhegs. Dried and cured ankheg shells can be made into armor with an AC of 2, and its digestive enzymes can be used as regular acid. 








ARCANE 





CLIMATE/TERRAIN: Any





FREQUENCY: Very rare 





ORGANIZATION: Entourage 





ACTIVITY CYCLE: Any





DIET: Omnivore 





INTELLIGENCE: Genius (17-18) 





TREASURE: R 





ALIGNMENT: Lawful neutral 





NO. APPEARING: 1 (1-6) 





ARMOR CLASS: 5 (3)





MOVEMENT: 12





HIT DICE: 10 





THAC0: 11 





NO. OF ATTACKS: 1 





DAMAGE/ATTACKS: 1-8 (weapon) 





SPECIAL ATTACKS: Nil 





SPECIAL DEFENSES: Invisibility, dimension door 





MAGIC RESISTANCE: 40% 





SIZE: L (12' tall) 





MORALE: Champion (15)





XP VALUE: 3,000 





The arcane are a race of merchants, found wherever there is potential trade in magical items. They appear as tall, lanky, blue giants with elongated faces and thin fingers; each finger having one more joint than is common in most humanoid life. The arcane dress in robes, although there are individuals who are found in heavier armor, a combination of chain links with patches of plate (AC 3). 





Combat: For creatures of their size, the arcane are noticeably weak and non-combative. They can defend themselves when called upon, but prefer to talk and/or buy themselves out of dangerous situations. If entering an area that is potentially dangerous (like most human cities), the arcane hires a group of adventurers as his entourage. The arcane can become invisible, and can dimension door up to three times a day, usually with the intention of avoiding combat. An arcane feels no concern about abandoning his entourage in chancy situations. They can also use any magical items, regardless of the limitations of those items. This includes swords, wands, magical tomes, and similar items restricted to one type of character class. They will use such items if pressed in combat and they cannot escape, but more often use them as bartering tools with others. Arcane have a form of racial telepathy, such that an injury to one arcane is immediately known by all other arcane. The arcane do not seek vengeance against the one who hurt or killed their fellow. They react negatively to such individuals, and dealing with the arcane will be next to impossible until that individual makes restitution. 





Habitat/Society: Nothing is known about the arcane's origins; they come and go as they please, and are found throughout the known worlds. When they travel, they do so on the ships and vehicles of other races. Finding such ships with arcane aboard is rare, and it is suspected that the arcane have another way of travelling over long distances. Contacting the arcane is no trouble in most civilized areas: a few words spread through the local grapevine, through taverns, guilds, and barracks, are enough to bring one of these creatures to the surface. In game terms, there is a base 10% chance per day of finding an arcane, if PCs actively look for one; the chance increases or decreases depending on their location. Arcane never set up permanent "magic shops." The arcane's stock in trade is to provide magical items, particularly spelljamming helms, which allow rapid movement through space. The arcanes' high quality and uniform (if high) prices make them the trusted retailers. They accept payment in gold, or barter for other magical items (as a rule of thumb, costs should be five times the XP reward of the item, or a more valuable item). The arcane take no responsibility for the use of the items they sell. The arcane will deal with almost anyone. They often make deals with both sides in a conflict, fully aware that they might annihilate all of their potential customers in a region. The arcane have no dealings with neogi, nor with creatures from other planes, such as genies, tanar'ri, and fiends. It is unknown whether the arcane create a wide variety of magical devices, or secure them from an unknown source. Those dealing with the arcane find them cool, efficient, and most importantly, uncaring. Trying to haggle with an arcane is a chancy business, at best. Sometimes they will engage in haggling with a bemused smirk, but just as often leave the buyer hanging and walk out on the negotiations. They do not like being threatened, insulted, or blackmailed. Those who do so will find it very difficult to purchase reliable equipment. An arcane will not raise his hand in vengeance or anger -- there are more subtle ways to wreak revenge. 





Ecology: It is not known what arcane do with the gold, gems, and magic they collect. One theory says they need the items for reproduction (the basis for a large number of bawdy arcane jokes), while another links it to production and acquisition of more magical items. The arcane seem sexless. No young arcane have been reported, and the arcane keep their own counsel. 








AURUMVORAX 





CLIMATE/TERRAIN: Temperate hills 





FREQUENCY: Very rare 





ORGANIZATION: Solitary 





ACTIVITY CYCLE: Day





DIET: Carnivore (see below)





INTELLIGENCE: Animal (1) 





TREASURE: Special 





ALIGNMENT: Neutral 





NO. APPEARING: 1 





ARMOR CLASS: 0 





MOVEMENT: 9, Br 3





HIT DICE: 12 





THAC0: 9 





NO. OF ATTACKS: 1 





DAMAGE/ATTACK: 2-8 





SPECIAL ATTACKS: 2-8 claws for 2-8 each 





SPECIAL DEFENSES: See below





MAGIC RESISTANCE: Nil 





SIZE: S (3' long) 





MORALE: Fearless (19-20) 





XP VALUE: 9,000 





Despite being only the size of a large badger, the aurumvorax, or "golden gorger," is an incredibly dangerous creature. The animal is covered with coarse golden hair and has small silver eyes with golden pupils. It has eight powerful legs that end in 3-inch-long copper claws. The aurumvorax's shoulders are massively muscled while its heavy jaw is full of coppery teeth. The creature weighs over 500 pounds. This incredible density provides the animal with much of its natural protection. This, combined with its speed, power, and sheer viciousness, makes it one of the most dangerous species yet known. 





Combat: The aurumvorax charges any creature that enters its territory, causing a -3 to opponents' surprise rolls if attacking from its den. A female of the species receives a +2 bonus to attack rolls when guarding her young. The creature bites at its prey until it hits, clamping its massive jaws onto the victim and doing 2-8 hit points of damage. After it hits, the aurumvorax locks its jaws and hangs on, doing an additional 8 points of damage per round until either the aurumvorax or its enemy is dead. Only death will cause the aurumvorax to relax its grip. Once its jaws lock, the golden gorger also rakes its victim with 2-8 of its legs, causing 2-8 hit points of damage per additional hit. An opponent who is held by an aurumvorax receives no dexterity adjustment to Armor Class. Due to its incredibly dense hide and bones, the aurumvorax takes only half damage from blunt weapons. It is immune to the effects of small, normal fires and takes only half damage from magical fires. Neither poison nor gasses have any effect on the sturdy creature. 





Habitat/Society: The aurumvorax makes its solitary home in light forests, hills, and at the timberline on mountainsides. An aurumvorax chooses a likely spot and then uses its powerfully clawed legs to create a burrow, sometimes into solid rock. Due to their unusual dietary needs, aurumvorae make their lairs in spots that either contain rich veins of gold ore or are very near to an area where gold is readily available. The aurumvorax is a solitary creature which jealously guards its territory, even from others of its kind. The only time adult aurumvorae willingly meet is during mating season, which occurs approximately every eight years. The pair will stay together for a week or two before the male returns to his territory and the female prepares for the birth of her kits. A litter of 1d6+2 kits is born four months after mating. For the first two weeks of life, the kits are blind and hairless. They must be fed both meat and precious ores, including gold, in order to survive. It is unusual for more than 1-2 of the strongest kits to survive. If a kit is found and "adopted" before its eyes are open, it can be tamed and trained. Dwarves tend to dislike aurumvorae, though some communities have been known to raise one or more of the beasts for use in sniffing out veins of ore. 





Ecology: In order to survive, the aurumvorax supplements its carnivorous diet with quantities of gold. The ability to digest and utilize gold and other ores makes it possible for the creature to develop the dense fur, hide, and bones that protect it so well. If an aurumvorax is killed with a minimum of cutting damage to its hide, the hide may be turned into a garment of incredible strength and beauty worth 15,000-20,000 gold pieces. The garment will also protect its wearer as armor, the specific Armor Class depending on the size of the aurumvorax. A garment with AC 2 weighs 50 pounds, one with AC 3 weighs 40 pounds, and one with AC 4 weighs 30 pounds. The wearer also receives a +4 bonus on saving throws vs. normal fires and a +2 bonus on saving throws vs. magical fire. If an aurumvorax is burned in a forge, approximately 150-200 pounds of gold are left behind. This burning process is very difficult and usually takes between one and two weeks to perform. Of course, the hide may be removed before the creature is burned; if burned at the same time, the hide will provide an additional 21-40 (1d20+20) pounds of gold. The aurumvorax's teeth and claws are also prized for decoration, and can bring up to 1 gp each on the open market. 








BANSHEE 





CLIMATE/TERRAIN: Any 





FREQUENCY: Very rare





ORGANIZATION: Solitary 





ACTIVITY CYCLE: Night 





DIET: Nil 





INTELLIGENCE: Exceptional (15-16) 





TREASURE: (D) 





ALIGNMENT: Chaotic evil 





NO. APPEARING: 1 





ARMOR CLASS: 0 





MOVEMENT: 15





HIT DICE: 7 





THAC0: 13 





NO. OF ATTACKS: 1 





DAMAGE/ATTACK: 1-8 





SPECIAL ATTACKS: Death wail 





SPECIAL DEFENSES: +1 or better weapon to hit 





MAGIC RESISTANCE: 50% 





SIZE: M (5'-6' tall) 





MORALE: Elite (13) 





XP VALUE: 4,000 





The banshee or groaning spirit, is the spirit of an evil female elf -- a very rare thing indeed. Banshee hate the living, finding their presence painful, and seek to harm whomever they meet. Banshees appear as floating, luminous phantasms of their former selves. Their image glows brightly at night, but is transparent in sunlight (60% invisible). Most banshees are old and withered, but a few (10%) who died young retain their former beauty. The hair of a groaning spirit is wild and unkempt. Her dress is usually tattered rags. Her face is a mask of pain and anguish, but hatred and ire burns brightly in her eyes. Banshees frequently cry out in pain -- hence their name. 





Combat: Banshees are formidable opponents. The mere sight of one causes fear, unless a successful saving throw vs. spell is rolled. Those who fail must flee in terror for 10 rounds and are 50% likely to drop any items they were carrying in their hands. A banshee's most dreaded weapon is its wail or keen. Any creature within 30 feet of a groaning spirit when she keens must roll a saving throw vs. death magic. Those who fail die immediately, their faces contorted in horror. Fortunately, groaning spirits can keen just once per day, and then only at night. The touch of a groaning spirit causes 1d8 points of damage. Banshees are noncorporeal and invulnerable to weapons of less than +1 enchantment. In addition, groaning spirits are highly resistant to magic (50%). They are fully immune to charm, sleep, and hold spells and to cold- and electricity-based attacks. Holy water causes 2d4 points of damage if broken upon them. A dispel evil spell will kill a groaning spirit. A banshee is turned as a "special" undead. Banshees can sense the presence of living creatures up to five miles away. Any creature that remains within five miles of a groaning spirit lair is sure to be attacked when night falls. The nature of this attack varies with the victim. Beasts and less threatening characters are killed via a touch. Adventurers or demihumans are attacked by keening. Creatures powerful enough to withstand the groaning spirit's keen are left alone. When attacking adventurers, the groaning spirit attacks at night with her wail. If any characters save successfully, she then retreats to her lair. Thereafter, each night, the groaning spirit returns to wail again. This routine is repeated until all of the victims are dead or have left the groaning spirit's domain, or until the groaning spirit is slain.





Habitat/Society: Banshees loathe all living things and thus make their homes in desolate countryside or ancient ruins. There they hide by day, when they cannot keen, and wander the surrounding countryside by night. The land encircling a groaning spirit's lair is strewn with the bones of beasts who heard the groaning spirit's cry. Once a groaning spirit establishes her lair she will remain there. The treasure of groaning spirits varies considerably and often reflects what they loved in life. Many hoard gold and fine gems. Other groaning spirits, particularly those that haunt their former homes, show finer tastes, preserving great works of art and sculptures, or powerful magical items. It is nearly impossible to distinguish the cry of a groaning spirit from that of a human or elf woman in pain. Many a knight gallant has mistaken the two sounds, and then paid for the mistake with his life. Banshees are exceptionally intelligent and speak numerous languages, including common, elvish, and other demihuman languages. Banshees occasionally use their destructive powers to seek revenge against their former adversaries in life.





Ecology: Banshees are a blight wherever they settle. They kill without discretion, and their only pleasure is the misfortune and misery of others. In addition to slaying both man and beast, a groaning spirit's keen has a powerful effect upon vegetation. Flowers and delicate plants wither and die and trees grow twisted and sickly, while hardier plants, thistles and the like, flourish. After a few years all that remains within five miles of a groaning spirit's lair is a desolate wilderness of warped trees and thorns mixed with the bones of those creatures that dared to cross into the groaning spirit's domain. 








BEHIR 





CLIMATE/TERRAIN: Any land 





FREQUENCY: Rare 





ORGANIZATION: Solitary 





ACTIVE TIME: Day 





DIET: Carnivore





INTELLIGENCE: Low (5-7) 





TREASURE: See below 





ALIGNMENT: Neutral evil 





NO. APPEARING: 1-2 





ARMOR CLASS: 4 





MOVEMENT: 15 





HIT DICE: 12 





THAC0: 9 





NO. OF ATTACKS: 2 or 7 





DAMAGE/ATTACK: 2-8 (2d4)/2-5 (1d4+1) or 2-8 (2d4)/6 x 1-6 





SPECIAL ATTACKS: Lightning bolt 





SPECIAL DEFENSES: Immune to electricity, poison 





MAGIC RESISTANCE: Nil 





SIZE: G (40' long)





MORALE: Champion (15) 





XP VALUE: 7,000 





The behir is a snake-like reptilian monster whose dozen legs allow it to move with considerable speed and climb at fully half its normal movement rate. It can fold its limbs close to its long, narrow body and slither in snake-fashion if it desires. The head looks more crocodilian than snake-like, but has no difficulty in opening its mouth wide enough to swallow prey whole, the way a snake does. Behir have band-like scales of great hardness. Their color ranges from ultramarine to deep blue with bands of gray-brown. The belly is pale blue. The two large horns curving back over the head look dangerous enough but are actually used for preening the creature's scales and not for fighting. 





Combat: A behir will attack its prey by first biting and then looping its body around the victim and squeezing. If the latter attack succeeds, the victim is subject to six talon attacks next round. A behir can discharge a 20-foot long stroke of electrical energy once every 10 rounds. This lightning bolt will cause 24 points of damage unless a saving throw vs. breath weapon is made. In the latter case, the target takes only half damage. On a natural attack roll of 20 the behir swallows man-sized prey whole. Any creature swallowed will lose 1/6 of its starting Hit Points each round until it dies at the end of the sixth round. The behir will digest its meal in 12 turns, and at that time the victim is totally gone and cannot be raised from the dead. Note, however, that a creature swallowed can try to cut its way out of the behir's stomach. The inner armor class of the behir is 7, but each round the creature is in the behir it subtracts 1 from the damage each of its attacks does. This subtraction is cumulative, so on the second melee round there is a -2, on the third a -3, and so on. 





Habitat/Society: Behir are solitary creatures, meeting others of their kind only to mate and hatch a clutch of 1-4 eggs. The female guards these eggs for eight months while the male hunts for the pair. When the young hatch, they are immediately turned out of the nest to fend for themselves, and the adults separate. Newly hatched behir are about 2 feet long. Behir grow at a rate of 8 feet per year until fully mature. Interestingly enough, newly hatched behir do not have all of their legs, having instead only six or eight. Additional pairs of legs grow slowly over time until the creature has its full complement when it reaches adulthood. Behir range over a territory of about 400 square miles, often living high up a cliff face in a cave. Behir are never friendly with dragonkind, and will never be found coexisting in the same geographical area with any type of dragon. If a dragon should enter a behir's territory, the behir will do everything it can to drive the dragon out. If the behir fails in this task, it will move off to find a new home. A behir will never knowingly enter the territory of a dragon. 





Ecology: Behir are useful to mages, priests, and alchemists for a number of concoctions. The horns of a behir can be used to brew the ink necessary to inscribe a lightning bolt scroll, and the sharp talons can likewise be used by a cleric to make the ink for a neutralize poison scroll. The heart of the behir is one of the more common ingredients for ink for a protection from poison scroll. As behir sometimes swallow prey whole, there is a 10% chance that there will be some small items of value inside the monster. More often than not (60%) these will be gems (10 x Q). Otherwise, there is a 30% chance that there will be from 1-8 pieces of jewelry and a 10% chance that a single small magical object of an indegistible nature may be found. Such objects are never found in a behir's lair, because the creature expels this waste and buries it elsewhere. The scales are valued for their hardness and color, and are worth up to 500 gp to an armorer who can use them to fashion a highly ornate set of scale mail armor. 








BROWNIE 





CLIMATE/TERRAIN: Temperate rural 





FREQUENCY: Rare 





ORGANIZATION: Tribal 





ACTIVITY CYCLE: Night 





DIET: Vegetarian





INTELLIGENCE: High (13-14) 





TREASURE: O, P





ALIGNMENT: Lawful good 





NO. APPEARING: 4-16 





ARMOR CLASS: 3 6 





MOVEMENT: 12 





HIT DICE: ½ 





THAC0: 20 





NO. OF ATTACKS: 1 





DAMAGE/ATTACK: 1-2 (weapon) 





SPECIAL ATTACKS: Spells 





SPECIAL DEFENSES: Save as 9th-level cleric





MAGIC RESISTANCE: Nil 





SIZE: Tiny (2' tall)





MORALE: Steady (11-12) 





XP VALUE: 175 





Brownies are small, benign humanoids who may be very distantly related to halflings. Peaceful and friendly, brownies live in pastoral regions, foraging and gleaning their food. Standing no taller than 2 feet, brownies are exceedingly nimble. They resemble small elves with brown hair and bright blue eyes. Their brightly colored garments are made from wool or linen with gold ornamentation. They normally carry leather pouches and tools for repairing leather, wood, and metal. Brownies speak their own language and those of elves, pixies, sprites, and halflings, as well as common. 





Combat: Brownies prefer not to engage in combat, and only do so if threatened. Angry brownies rarely meet their foes in hand to hand combat, relying instead on magic. Since their senses are so keen, it is impossible to surprise brownies. They are superb at blending into their surroundings and can become all but invisible when they choose. This, combined with their great agility, gives them an AC of 3. Brownies use spells to harass and drive away enemies. They can use the following spells, once per day: protection from evil, ventriloquism, dancing lights, continual light, mirror image (3 images), confusion, and dimension door. If cornered and unable to employ any spells, brownies attack with short swords.





Habitat/Society: Brownies live in rural areas, making their homes in small burrows or abandoned buildings. They often live close to or on farms, as they are fascinated by farm life. Brownies live by harvesting wild fruits and gleaning grain from a farmer's field. Being honest to the core, a brownie always performs some service in exchange for what is taken. One might milk a farmer's cows and take only a small amount. Some brownies go so far as to become house brownies. They observe the families in a given area, and if one meets their high moral standards, these brownies secretly enter the household. At night, while the residents are asleep, they perform a variety of helpful tasks; spinning, baking bread, repairing farm implements, keeping foxes out of the hen house, mending clothes, and performing other household tasks. If a thief creeps silently into the house, they will make enough noise to awaken the residents. Watchdogs and domestic animals consider brownies friendly and never attack or even bark at them. All brownies ask in exchange for their labor is a little milk, some bread, and an occasional bit of fruit. Etiquette demands that no notice be taken of them. If the residents boast about the presence of a brownie, the brownie vanishes. Brownies are not greedy, but they do have small hoards of treasure which they have taken from evil monsters or received as gifts from humans. A brownie sometimes leaves his treasure in a location where a good person in need is bound to find it. Strangers and outsiders are constantly watched by the brownies of the community until their motives are established. If the brownies decide that a stranger is harmless, he is left in peace. If not, the brownies unite and drive the intruder out. Brownies know every nook and cranny of the areas where they live, and thus make excellent guides. If asked politely, there is a 50% chance that a brownie will agree to act as a guide. 





Ecology: Brownies are basically vegetarians who live very comfortably on the gleanings of agricultural life. They make efficient use of leftovers that are too small for humans to notice. When brownies glean from fields, they do so after harvest, gathering grains and fruits which might otherwise be wasted. 








BUGBEAR 





CLIMATE/TERRAIN: Any subterranean 





FREQUENCY: Uncommon 





ORGANIZATION: Tribal 





ACTIVITY CYCLE: Any





DIET: Carnivorous 





INTELLIGENCE: Low to average (5-10) 





TREASURE: Individual: J, K, L, M, (B) 





ALIGNMENT: Chaotic evil 





NO. APPEARING: 2-8 (2d4) 





ARMOR CLASS: 5 (10) 





MOVEMENT: 9





HIT DICE: 3+1





THAC0: 17 





NO. OF ATTACKS: 1





DAMAGE/ATTACK: 2-8 (2d4) or by weapon 





SPECIAL ATTACKS: Surprise, +2 to damage 





SPECIAL DEFENSES: Nil 





MAGIC RESISTANCE: Nil 





SIZE: L (7' tall) 





MORALE: Steady to Elite (11-13) 





XP VALUE: 120 





Bugbear leader: 175 Bugbear chief: 175 Bugbear shaman: 175





Bugbears are giant, hairy cousins of goblins who frequent the same areas as their smaller relatives. Bugbears are large and very muscular, standing 7' tall. Their hides range from light yellow to yellow brown and their thick coarse hair varies in color from brown to brick red. Though vaguely humanoid in appearance, bugbears seem to contain the blood of some large carnivore. Their eyes recall those of some savage bestial animal, being greenish white with red pupils, while their ears are wedge shaped, rising from the top of their heads. A bugbear's mouth is full of long sharp fangs. Bugbears have a nose much like that of a bear with the same fine sense of smell. It is this feature which earned them their name, despite the fact that they are not actually related to bears in any way. Their tough leathery hide and long sharp nails also look something like those of a bear, but are far more dexterous. The typical bugbear's sight and hearing are exceptional, and they can move with amazing agility when the need arises. Bugbear eyesight extends somewhat into the infrared, giving them infravision out to 60 feet. The bugbear language is a foul sounding mixture of gestures, grunts, and snarls which leads many to underestimate the intelligence of these creatures. In addition, most bugbears can speak the language of goblins and hobgoblins. 





Combat: Whenever possible, bugbears prefer to ambush their foes. They impose a -3 on others' surprise rolls. If a party looks dangerous, bugbear scouts will not hesitate to fetch reinforcements. A bugbear attack will be tactically sound, if not brilliant. They will hurl small weapons, such as maces, hammers, and spears before closing with their foes. If they think they are outnumbered or overmatched, bugbears will retreat, preferring to live to fight another day. 





Habitat/Society: Bugbears prefer to live in caves and in underground locations. A lair may consist of one large cavern or a group of caverns. They are well-adapted to this life, since they operate equally well in daylight and darkness. If a lair is uncovered and 12 or more bugbears are encountered they will have a leader. These individuals have between 22 and 25 hit points, an Armor Class of 4, and attack as 4 Hit Die monsters. Their great strength gives them a +3 to all damage inflicted in melee combat. If 24 or more bugbears are encountered, they will have a chief in addition to their leaders. Chiefs have between 28 and 30 hit points, an Armor Class of 3, and attack as 4 Hit Die monsters. Chiefs are so strong that they gain a +4 bonus to all damage caused in melee. Each chief will also have a sub-chief who is identical to the leaders described above. In a lair, half of the bugbears will be females and young who will not fight except in a life or death situation. If they are forced into combat, the females attack as hobgoblins and the young as kobolds. The species survives primarily by hunting. They have no compunctions about eating anything they can kill, including humans, goblins, and any monsters smaller than themselves. They are also fond of wine and strong ale, often drinking to excess. Bugbears are territorial, and the size of the domains vary with the size of the group and its location. It may be several square miles in the wilderness, or a narrow, more restricted area in an underground region. Intruders are considered a valuable source of food and treasure, and bugbears rarely negotiate. On occasion, they will parley if they think they can gain something exceptional by it. Bugbears sometimes take prisoners to use as slaves. Extremely greedy, bugbears love glittery, shiny objects and weapons. They are always on the lookout to increase their hoards of coins, gems, and weapons through plunder and ambush.





Ecology: Bugbears have two main goals in life: survival and treasure. They are superb carnivores, winnowing out the weak and careless adventurer, monster and animal. Goblins are always on their toes when bugbears are present, for the weak or stupid quickly end up in the stewpot. 








BULETTE 





CLIMATE/TERRAIN: Temperate/Any terrain 





FREQUENCY: Very rare 





ORGANIZATION: Solitary 





ACTIVITY CYCLE: Any 





DIET: Carnivorous 





INTELLIGENCE: Animal (1) 





TREASURE: Nil 





ALIGNMENT: Neutral 





NO. APPEARING: 1-2





ARMOR CLASS: -2/4/6





MOVEMENT: 14 (3) 





HIT DICE: 9 





THAC0: 11 





NO. OF ATTACKS: 3 





DAMAGE/ATTACK: 4-48/3-18/3-18 





SPECIAL ATTACKS: 8' jump 





SPECIAL DEFENSES: Nil 





MAGIC RESISTANCE: Nil 





SIZE: L 9½' tall, 12' long 





MORALE: Steady (11) 





XP VALUE: 4,000 





Aptly called a landshark, the bulette (pronounced Boo-lay) is a terrifying predator that lives only to eat. The bulette is universally shunned, even by other monsters. It is rumored that the bulette is a cross between an armadillo and a snapping turtle, but this is only conjecture. The bulette's head and hind portions are blue-brown, and they are covered with plates and scales ranging from gray-blue to blue-green. Nails and teeth are dull ivory. The area around the eyes is brown-black, the eyes are yellowish and the pupils are blue green. 





Combat: A bulette will attack anything it regards as edible. The only things that it refuses to eat are elves, and it dislikes dwarves. The bulette is always hungry, and is constantly roaming its territory in search of food. When burrowing underground, the landshark relies on vibrations to detect prey. When it senses something edible (i.e., senses movement), the bulette breaks to the surface crest first and begin its attack. The landshark has a temperament akin to the wolverine -- stupid, mean, and fearless. The size, strength, and numbers of its opponents mean nothing. The bulette always attacks, choosing as its target the easiest or closest prey. When attacking, the bulette employs its large jaw and front feet. The landshark can jump up to 8 feet with blinding speed, and does this to escape if cornered or injured. While in the air, the bulette strikes with all four feet, causing 3d6 points of damage for each of the rear feat as well. The landshark has two vulnerable areas: the shell under its crest is only AC 6 (but it is only raised during intense combat), and the region of the bulette's eyes is AC 4, but this is a small oval area about 8 inches across.





Habitat/Society: Fortunately for the rest of the world, the bulette is a solitary animal, although mated pairs (very rare) will share the same territory. In addition, other predators rarely share a territory with a landshark for fear of being eaten. The bulette has no lair, preferring to wander over its territory, above and below ground, burrowing down beneath the soil to rest. Since their appetites are so voracious, each landshark has a large territory that can range up to 30 square miles. Bulettes consume their victims, clothing, weapons, and all, and the powerful acids in the stomach quickly digest the armor, weapons, and magical items of their victims. They are not above nibbling on chests or sacks of coins either, the bulette motto being eat first and think later. When everything in the territory is eaten, the bulette will move on in search of a new territory. The sole criteria for a suitable territory is the availability of food, so a bulette will occasionally stake out a new territory near human and halfling territories and terrorize the residents. Very little is known of the life cycle of the bulette. They presumably hatch from eggs, but no young have ever been found, though small landsharks of 6 Hit Dice have been killed. It may be that the bulette is hatched from very small eggs, with few young surviving to maturity. Still other sages theorize that the bulette bears live young. There is also evidence that the bulette, like carp and sharks, grow larger as they get older, for unusually large landsharks of 11 feet tall and taller have been seen. Certainly no one has ever come upon the carcass of a bulette that died of old age.





Ecology: The bulette has a devastating effect on the ecosystem of any area it inhabits. Literally nothing that moves is safe from it -- man, animal, or monster. In the process of hunting and roaming, the landshark will uproot trees of considerable size. In hilly and rocky regions, the underground movements of the bulette can start small landslides. Ogres, trolls, and even some giants all move off in search of greener and safer pastures when a bulette appears. A bulette can turn a peaceful farming community into a wasteland in a few short weeks, for no sane human or demihuman will remain in a region where a bulette has been sighted. There is only one known benefit to the existence of the bulette: The large plates behind its head make superb shields, and dwarven smiths can fashion them into shields of +1 to +3 in value. Some also claim that the soil through which a bulette has passed becomes imbued with magical, rock-dissolving properties. Many would argue, however, that these benefits are scarcely worth the price. 








BULLYWUG 





CLIMATE/TERRAIN: Tropical, subtropical, and temperate/Swamp 





FREQUENCY: Rare 





ORGANIZATION: Tribal 





ACTIVITY CYCLE: Any 





DIET: Carnivore 





INTELLIGENCE: Low to average (5-10) 





TREASURE: J, K, M, Q, (x5); C in lair 





ALIGNMENT: Chaotic evil 





NO. APPEARING: 10-80 





ARMOR CLASS: 6 (better with armor) 





MOVEMENT: 3 Sw 15 (9 in armor) 





HIT DICE: 1 





THAC0: 19





NO. OF ATTACKS: 3 or 1 





DAMAGE/ATTACK: 1-2/1-2/2-5 or by weapon 





SPECIAL ATTACKS: Hop 





SPECIAL DEFENSES: Camouflage





MAGIC RESISTANCE: Nil 





SIZE: S to M (4'-7') 





MORALE: Average (10) 





XP VALUE: 65 





The bullywugs are a race of bipedal, frog-like amphibians. They inhabit swamps, marshes, meres, or other dank places. Bullywugs are covered with smooth, mottled olive green hide that is reasonably tough, giving them a natural AC of 6. They can vary in size from smaller than the average human to about seven feet in height. Their faces resemble those of enormous frogs, with wide mouths and large, bulbous eyes; their feet and hands are webbed. Though they wear no clothing, all bullywugs use weapons, armor, and shields if they are available. Bullywugs have their own language and the more intelligent ones can speak a limited form of the common tongue. 





Combat: Bullywugs always attack in groups, trying to use their numbers to surround their enemies. Whenever they can, bullywugs attack with their hop, which can be up to 30 feet forward and 15 feet upward. When attacking with a hop, bullywugs add a +1 bonus to their attack (not damage) rolls, and double the damage if using an impaling weapon. This skill, combined with their outstanding camouflage abilities, frequently puts the bullywugs in an ideal position for an ambush (-2 penalty to opponent's surprise rolls). 





Habitat/Society: More intelligent than frogs, all bullywugs live in organized or semi-organized socially fascist groups, cooperating for the purpose of hunting and survival. They live primarily on fish and any other game, preferring a diet of meat. They are adept hunters and fisherman, and skilled in the use and construction of snares and nets. Bullywug society is a savage one. Males are the dominant sex, and females exist only to lay eggs. Though females and young make up about one-half of any tribe, they count for little in the social order. The only signs of respect that bullywugs ever bestow are toward their leader and their bizarre frog god. The race is chaotic evil, and totally lacking in any higher emotions or feelings. The leader of a bullywug community is a large individual with 8 hit points. Communities of 30 or more bullywugs have five subleaders (8 hp each) and a powerful leader (2 HD, 12+ hp, +1 to damage). Communities of 60 or more bullywugs have a chieftain (3 HD, 20+ hp, +2 to damage) and five subchieftains (2 HD, 12+ hp, +1 to damage). All bullywugs favor dank, dark places to live, since they must keep their skin moist. Most bullywugs live in the open and maintain only loose territorial boundaries. Ordinary bullywugs do not deal with incursions into their territory very efficiently, but they kill and eat interlopers if they can. They hate their large relatives (advanced bullywugs, see below) with a passion, and make war upon them at every opportunity. Bullywugs prize treasure, though it benefits them little. They value coins and jewels, and occasionally a magical item can be found amongst their hoard. On an individual level, bullywugs lack the greed and powerlust seen in the individuals of other chaotic races, such as orcs. Fighting among members of the same group, for example, is almost nonexistent. Some would say that this is because they lack the intelligence to pick a fight, and not from a lack of spite. The tribes are lead by the dominant male, who kills and eats the previous leader when it is too old to rule. This is one of the few instances when they fight among themselves.





Ecology: Bullywugs tend to disrupt ecosystems, rather than fill a niche in them. They do not have the intelligence to harvest their food supplies sensibly and will fish and hunt in an area until its natural resources are depleted, and then move on to a new territory. They hate men, and will attack them on sight, but fortunately prefer to dwell in isolated regions far from human beings. Bullywug, Advanced A small number of bullywugs are larger and more intelligent than the rest of their kind. These bullywugs make their homes in abandoned buildings and caves, and send out regular patrols and hunting parties. These groups tend to be well equipped and organized, and stake out a regular territory, which varies with the size of the group. They are more aggressive than their smaller cousins, and will fight not only other bullywugs but other monsters as well. The intelligent bullywugs also organize regular raids outside their territory for food and booty, and especially prize human flesh. Since they are chaotic evil, all trespassers, including other bullywugs, are considered threats or sources of food. For every 10 advanced bullywugs in a community, there is a 10% chance of a 2nd-level shaman being present. 








CARRION CRAWLER 





CLIMATE/TERRAIN: Subterranean 





FREQUENCY: Uncommon 





ORGANIZATION: Solitary 





ACTIVITY CYCLE: Any 





DIET: Carnivorous 





INTELLIGENCE: Non- (0) 





TREASURE: B 





ALIGNMENT: Neutral 





NO. APPEARING: 1-6 





ARMOR CLASS: 3/7 





MOVEMENT: 12 





HIT DICE: 3+1 





THAC0: 17 





NO. OF ATTACKS: 8 or 1 





DAMAGE/ATTACK: Special or 1-2 





SPECIAL ATTACKS: Paralysis 





SPECIAL DEFENSES: Nil 





MAGIC RESISTANCE: Nil 





SIZE: L (9' long)





MORALE: Special





XP VALUE: 420 





The carrion crawler is a scavenger of subterranean areas, feeding primarily upon carrion. When such food becomes scarce, however, it will attack and kill living creatures. The crawler looks like a cross between a giant green cutworm and a cephalopod. Like so many other hybrid monsters, the carrion crawler may well be the result of genetic experimentation by a mad, evil wizard. The monster's head, which is covered with a tough hide that gives it Armor Class 3, sprouts eight slender, writhing tentacles. The body of the carrion crawler is not well protected and has an armor class of only 7. The monster is accompanied by a rank, fetid odor which often gives warning of its approach. 





Combat: The carrion crawler can move along walls, ceilings and passages very quickly, using its many clawed feet for traction. When attacking, the monster lashes out with its 2' long tentacles, each of which produces a sticky secretion that can paralyze its victims for 2-12 turns. A save versus paralyzation is allowed to escape these effects. They kill paralyzed creatures with their bite which inflicts 1-2 points of damage. The monster will always attack with all of its tentacles. Carrion crawlers are non-intelligent, and will continue to attack as long as any of their opponents are unparalyzed. Groups of crawlers attacking together will not fight in unison, but will each concentrate on paralyzing as many victims as they can. When seeking out prey, they rely primarily on their keen senses of sight and smell. Clever travelers have been known to fool an approaching carrion crawler with a sight and smell illusion, thus gaining time to make good their escape.





Habitat/Society: Carrion crawlers are much-feared denizens of the underground world. They live in lairs, venturing out in search of carrion or food every few days. Some underground inhabitants such as goblins and trolls will make use of carrion crawlers by leaving the bodies of dead foes out in designated areas. This keeps the creatures at a good distance from their own homes and encourages them to "patrol" certain areas. Some orcs have been known to chain live prisoners near the lairs of these fearsome monsters. Carrion crawlers will sometimes live with a mate or in a small group numbering no more than 6. This does not mean that they cooperate in hunting, but merely share the same space and compete fiercely for the same food. If 2 crawlers have made a kill or discovered carrion, they will often fight over the food, sometimes killing one another in the process. The carrion crawler mates once a year. Several days after mating, the female will go off in search of a large kill. When she has found or killed an adequate food supply, she lays about 100 eggs among the carrion. The grubs hatch one week later and begin feeding. Maternal care ceases once the eggs have been laid and it is not uncommon for eggs to later be eaten by the female who laid them. Females die a few weeks after laying their eggs, exhausted by the effort. Males live only a short time longer, having mated with as many females as possible. Grubs have been known to consume one another in feeding frenzies, and are a favorite food of adult carrion crawlers. Few of the grubs reach maturity, but those who do have eaten voraciously and will achieve their full size in a single year. When they reach maturity, the mating cycle begins again. These monsters exist on the most basic instinctual level, having no more intelligence than earthworms or most insects. The carrion crawler is driven by two urges: food and reproduction. It has absolutely no interest in the collection of treasure. 





Ecology: The carrion crawler provides the same useful, if disagreeable, function that jackals, vultures, and crows perform. Like so many other predators carrion crawlers instinctively prey on the weak, sick, and foolish. In the long run, this has a beneficial effect on the prey, strengthening its gene pool. The carrion crawler also works wonders in over crowded caverns, quickly eliminating population problems among the weaker monsters. Thus, the life cycle of the crawler is inextricably linked to those of its prey -- when the prey flourishes so does the crawler. 








CLORGS (created by J,Bullock)





Climate/ Terrain: Mountain





Frequency: Very Rare





Organization: Pair





Activity Cycle: Any





Diet: Carnivorous





Intelligence: Low





Treasure: Q, X, Z





Alignment: Any Evil





No. Appearing: 2 (sometimes 1)





Armor Class: -7





Movement: 15''





Hit Dice: 15





Thaco: 6





NO. of Attacks: 7





Damage/Attack: 3D4x6/2D8





Special Attacks: Breath Weapon (see below)





Special Defenses: See Below





Magic Resistance: 95%





Size: H(20')





Morale: 19 fearless





XP Value: 35,500





Appearance: The Clorgs are a giant being with six arms, with long claws which makes it impossible for them to employ any weapons. They have a cat-type head with two fangs 8 inches long and have brown fur covering their entire body which helps protect against cold weather. Their thick hide and fur gives them an extremely low AC. Their eyes glow a light greenish-grey color. 





Combat: In combat, they use they great punch that inflicts 3D4 damage and a bit that inflicts 2D8. They are immune to all forms of poisons and can be surprised only an a 1 (1D10). This tough creature also has a breath weapon that is 5' feet wide by 30' long and can be use 3 times per day and causes 6D8 points of damage. Clorgs have night vision with a range of 120 yards. 





Habitat/Society: Clorgs live as mates and verily rarely encountered without the other. Most Clorgs that are encountered alone have yet to found a mate.





Ecology: The Clorgs are very territorial and will chase off any challengers for a mate or for hunting grounds.





Variants: None








Delleos Skeletons





Climate/ Terrain: Any





Frequency: Common





Organization: Pack





Activity Cycle: Any





Diet: None





Intelligence: Mid-High





Treasure: O





Alignment: Neutral





NO.Appearing: 2D6





Armor Class: -6 or better Dex (17 to 19)





Movement: 9''





Hit Dice: 15





Thaco: 6





NO. of Attacks: 3 (2 fist, 1 bite) or by weapon





Damage/Attack: 2D6+7/2D6+7/2D4 or by weapon +7 Str(19)





Special Attacks: See below





Special Defenses: Immune to all forms of magic





Magic Resistance: Non needed





Size: L (7')





Morale: 20 fearless





XP Value: 10,500





Appearance: The Delleos Skeletons are hulking skeletons with 4 inch fangs. They were created by high level wizards of the ancient Dreknyr Orb to carry out various important tasks. Although created long ago, many Delleos Skeletons still wander Vastonia's paths looking to end life. They are a formidable match for any character party.





Combat: When in a combat situation, they can bite for 2D4 points of damage and have two punches that inflict 2D6+7 each. They can employ any type of weapon. They can cast the following as a 15th level wizard 3 times per day: magic missile, fireball, dispel magic, lightning, teleport, cone of cold and chain lightning.





Habitat/Society: Delleos Skeletons do not form any known clans, but they do reside with the others they were created with. The leader is determined by the smartest of these.





Ecology: After the mission is done these creatures usually leave the wizard's side. Although these creatures can survive anywhere, they generally avoid all life forms and generally will destroy any they encounter.





Variants: None








Dengarreans (created by, J, Bullock)





Climate/ Terrain: Any





Frequency: Common





Organization: Pack





Activity Cycle: Any





Diet: Any





Intelligence: Low-Mid





Treasure: M





Alignment: Chaotic Neutral





NO.Appearing: 1-8





Armor Class: 0 (DEX: 18)





Movement: 12''





Hit Dice: 8





Thaco: 13





NO. of Attacks: 2





Damage/Attack: 2D12+7/2D12+7 (STR: 19)





Special Attacks: Nil





Special Defenses: Nil





Magic Resistance: Nil





Size: L (8')





Morale: 19 fearless





XP Value: 150





Appearance: The Dengarreons are 8' in height and are heavily built throughout their entire frame, although they due have incredible dexterity. This great dexterity with aid from their tough hide, gives them an effective AC of 0. Their color of skin is a light blue, silvery bronze or bright orange and their eyes are reddish-orange, white or pink.





Combat: Dengarreans never use weapons, always using their punch which inflicts 2D12 points of damage and will usually attack head on (90%) with no care for anybody's safety.





Habitat/Society: Dengarreans live in packs of up to 50 in total. Nobody is quite sure how the pack is lead.





Ecology: These creatures shun society. They're easily angered by small thing irritating noises "the sounds which Humans make". They often are found roaming just out side a community waiting to raid a passing caravan.





Variants: None








DEZZEONS (Horrific) (created by J,Bullock)





Climate/ Terrain: Subterranean





Frequency: Rare





Organization: Pack





Activity Cycle: Any





Diet: Carnivorous





Intelligence: 2-4 (Leader: 15-17)





Treasure: N





Alignment: Any Evil





NO.Appearing: 1-12





Armor Class: -1





Movement: 9''





Hit Dice: See Below





Thaco: See Below





No. of Attacks: 6-10





Damage/Attack: 2D8/2D8/ (See below for others)





Special Attacks: Breath weapon (see below)





Special Defenses: See Below





Magic Resistance: Nil (50% for leader)





Size: H(20' tall, 20' long)





Morale: 17





XP Value: 10,000 (15,000 for Leader)





Appearance: The Dezzeons have the hind quarters of a rhino and the torso of a muscularly built hill giant with long multiple necks which support heads of a hydra. They have orange eyes that could send shivers down even the bravest heroes' spines. They have a gray, thick skin which gives them a low AC.





Combat: When in combat, the Dezzeons can punch for 2D8 points of damage.





HEADS THACO DAMAGE # ATTACKS HD 


5 15 1D6 6 5 


6 13 1D6 6 6 


7 13 1D8 7 7 


8 12 1D8 7 8 


9 12 1D8 8 9 


10 10 1D8 9 10 


11 10 1D10 9 11 


12 9 1D10 10 12 





Another weapon that makes the Dezzeons so formidable is their breath weapon (5' wide and 10' long) twice per day inflicting 2D10 points of damage unless saving throw vs. breath weapon is made for half damage. 





Habitat/Society: Dezzeons live in groups of up to 12 in total. If 8 or more are encountered, there will be one leader having 2 HD per head and AC of -3. If 12 are encountered, there will be one with 3 HD per head, an AC of -5, have the maximum amount of heads possible for the race and can use its breath weapons six times a day.





Ecology: The Dezzeons hate outsiders and see them as a threat to their survival and their natural swing of things. So they seek out any who dare come in their caverns. They also have found that killing outsiders are the best way to gain wealth. A Dezzeon will only keep somebody alive if it believes that the situation will be beneficial.





Variants: None








FENGULLS (created by J,Bullock)





Climate/ Terrain: Any





Frequency: Common





Organization: Pack





Activity Cycle: Any





Diet: Any 





Intelligence: Low-Mid





Treasure: Q





Alignment: Any





No. Appearing: 1-8





Armor Class: 3





Movement: 30''





Hit Dice: 8x2+15





Thaco: 13





NO. of Attacks: 2 or 1





Damage/Attack: 1D8+10/1D8+10 or by weapon x2+10 STR (22)





Special Attacks: Ambidextrous





Special Defenses: See Below





Magic Resistance: 5%





Size: L (10' to 12')





Morale: 16





XP Value: 2,200





Appearance: The Fengulls appear much like half giants with some exceptions. They have long blonde hair and silver eyes. Their thick skins (that explains the low AC) is often green, dark blue and even on a rare occasion coal black. 





Combat: The Fengulls attack with large weapons that due twice as much as normal +10. If no weapon can be found to suit them, a Fengull can punch twice for 1D8+10 per punch. Fengulls are immune to psionics, energy drain, disease, paralyzation, petrification, suggestion spells & fear spells. Any saving throw vs death will automatically be made successful.





Habitat/Society: No Fengull community has ever been discovered so it is widely rumored that none exists.





Ecology: The Fengulls can be found any where but generally they like to be left to themselves because people often fear them. However, a few have thrived in communities becoming gladiators, guards and mercenaries. They are encountered by themselves or in small parties.





Variants: None








Gelatinous Multiplier





Climate/ Terrain: Underground ruins





Frequency: Very rare





Organization: Single





Activity Cycle: Anytime





Diet: Tissue





Intelligence: Standard- high





Treasure: G,K,L,M





Alignment: Neutral Evil





NO.Appearing: 1-2





Armor Class: 3





Movement: 12''





Hit Dice: 9+9





Thaco: 12





NO. of Attacks: 2





Damage/Attack: 1d6 + 8/ 1d6 +8 (see below)





Special Attacks: see below





Special Defenses: see below





Magic Resistance: 50%





Size: 10-14' (L)





Morale: 19 fearless





XP Value: 2,700





Appearance: The Gelatinous Multiplier (GM's) appears as a massive jelly like bipedal being, one arm being a gelatinous hand and the other arm having a gelatinous absorption cup, which allows the multiplier to ingest it's victims.





Combat: When in combat the Multiplier swings with it's massive arms, clubbing all within it's path. When a strike is made 1d6 is rolled for standard damage and an additional 8 points of damage is added to any who fail to save Vs paralyze. This reflects the GM's natural secretion damage. The GM cannot actually be damaged by edged weapons, in-turn it multiplies when suffering slashing damage (see ecology). Blunt and magical weapons do full damage. Holy water and fire are useless against this creature and it's somewhat high magic resistance allows it to effectively attack almost any party with success. A severed piece of GM can rebirth itself in 4-8 rounds and function as normal Gelatinous Multiplier.





Habitat/Society: The Multiplier roams through dark, dank caverns, underground waterways and on occasion underground ruins. It's life cycle is never ending, simply because some stupid adventurer always try's to hack a GM to pieces, only to find a few more of them within rounds. They just multiply over and over again and exceptionally smart GM's will find sharp edges to amputate limbs on their own.





Ecology: The GM doesn't mate or give birth in any fashion, in-turn it multiplies through physical amputation. Every time a blow strikes the GM that causes a total of 15 or more points of slashing damage, a part separates falling to the ground and reforming into an entire new GM.





Variants: Each multiplier is a little different from the last, having different dimensions and perhaps additional resistance. (DM's description)








Minotaurs (Giant) (created by J,Bullock)





Climate/ Terrain: Forest





Frequency: Rare





Organization: Mates





Activity Cycle: Any





Diet: Carnivorous 





Intelligence: Mid





Treasure: C, D





Alignment: Neutral





NO.Appearing: 1-2





Armor Class: 0





Movement: 25"





Hit Dice: 20





Thaco: 2





NO. of Attacks: 3 or 2





Damage/Attack: 2D6+10/2D6+10/2D4 or 2D4/by weapon+10 Str(22)





Special Attacks: Charge





Special Defense: See below





Magic Resistance: 50%





Size: L(10'-13')





Morale: 19 (fearless)





XP Value: 7,000





Appearance: Giant Minotaurs stand between 10 feet to 13 feet tall. They have a head of a bull and a body of a broad human covered with fur that ranges from brown to black. On rare occasions one might be encountered with white fur.





Combat: These creatures have nightvision and can see in total darkness. They can only be surprised on 1 on D20 and can track prey by scent with 80% accuracy. Giant Minotaurs are immune to maze spells and fear spells. They also get a +4 to all saving throws. They can punch for 2D6+10 points of damage and can bite for 2D4 points of damage. If they are 30' or further away for an opponent, they can charge doing 4D8 damage. Generally they will employ large two-handed swords or two-hand battles axes that they can wield with great ease due to their great strength and size, which can inflict 5D4 damage due to the size of the weapon.





Habitat/Society: These large beasts live in mated pairs and roam around in vast forests. They dislike any who would dare to do harm to their forest, especially people who make large bond fires.





Ecology: Nobody knows exactly how Giant Minotaurs came into existence and most don't care because they see these behemoths as a mistake of nature and a threat to all mankind.





Variants: None








Skeleton, Giant





CLIMATE/TERRAIN: Any 





FREQUENCY: Rare 





ORGANIZATION: Solitary 





ACTIVITY CYCLE: Any 





DIET: Nil





INTELLIGENCE: Non-(0)





TREASURE: Nil 





ALIGNMENT: Neutral





NO. APPEARING: 2-8 (2d4) 





ARMOR CLASS: 4





MOVEMENT: 12 





HIT DICE: 4+4 





THAC0: 15 





NO. OF ATTACKS: 1 





DAMAGE/ATTACK: 1d12 





SPECIAL ATTACKS: Nil





SPECIAL DEFENSES: See below 





MAGIC RESISTANCE: Nil





SIZE: L (12' tall) 





MORALE: Fearless (20) 





XP VALUE: 975





Giant skeletons are similar to the more common undead skeleton, but they have been created with a combination of spells and are, thus, far more deadly than their lesser counterparts. Giant skeletons stand roughly 12 feet tall and look to be made from the bones of giants. In actuality, they are simply human skeletons that have been magically enlarged. They are normally armed with long spears or scythes that end in keen bone blades. Rare individuals will be found carrying shields (and thus have an Armor Class of 3), but these are far from common. A small, magical fire burns in the chest of each giant skeleton, a by-product of the magics that are used to make them. These flames begin just above the pelvis and reach upward to lick at the collar bones. Mysteriously, no burning or scorching occurs where the flames touch the bone. Giant skeletons do not communicate in any way. They can obey simple, verbal commands given to them by their creator, but will ignore all others. In order for a command to be understood by these animated skeletons, it must contain no more than three distinct concepts. For example, "stay in this room, make sure that nobody comes in, and don't allow the prince to leave,". would be the type of command these creatures could obey.





Combat: In melee combat, giant skeletons most frequently attack with bone-bladed scythes or spears. Each blow that lands inflicts 1d12 points of damage. Once per hour (6 turns), a skeleton may reach into its chest and draw forth a sphere of fire from the flames that burn within its rib cage. This flaming sphere can be hurled as if it were a fireball that delivers 8d6 points of damage. Because these creatures are immune to harm from both magical and normal fires, they will freely use this attack in close quarters. Giant skeletons are immune to sleep, charm, hold, or similar mind-affecting spells. Cold-based spells inflict half damage to them, lightning inflicts full damage, while fire (as has already been mentioned) cannot harm them. They suffer half damage from edged or piercing weapons and but 1 point of damage per die from all manner of arrows, quarrels, or missiles. Blunt melee weapons inflict full damage on them. Being undead, giant skeletons can be turned by priests and paladins. They are more difficult to turn than mundane skeletons, however, being treated as if they were mummies. Holy water that is splashed upon them inflicts 2d4 points of damage per vial. 





Habitat/Society: The first giant skeletons to appear in Ravenloft were created by the undead priestess Radaga in her lair within the domain of Kartakass. Others have since mastered the spells and techniques required to create these monsters; thus, giant skeletons are gradually beginning to appear in other realms where the dead and undead lurk. Giant skeletons are employed as guards and sentinels by those with the power to create them. It is said that the Dark Powers can see everything that transpires before the eyes of these foul automatons, but there is no proof supporting this rumor.





Ecology: Like lesser animated skeletons, these undead things have no true claim to any place in nature. They are created from the bones of those who have died and are abominations in the eyes of all who belief in the sanctity of life and goodness. The process by which giant skeletons are created is dark and evil. Attempts to manufacture them outside of Ravenloft have failed, so it is clear that they are in some way linked to the Dark Powers themselves. In order to create a giant skeleton, a spell caster must have the intact skeleton of a normal human or demihuman. On a night when the land is draped in fog, they must cast an animate dead, produce fire, enlarge, and a resist fire spell over the bones. When the last spell is cast, the bones lengthen and thicken and the creatures rises up. The the creator must make a Ravenloft Powers check for his part in this evil undertaking. 








Slug, Giant





CLIMATE/TERRAIN: Subterranean and wet 





FREQUENCY: Uncommon 





ORGANIZATION: Solitary 





ACTIVITY CYCLE: Any 





DIET: Omnivore 





INTELLIGENCE: Non- (0) 





TREASURE: Nil 





ALIGNMENT: Neutral





NO. APPEARING: 1





ARMOR CLASS: 8 





MOVEMENT: 6 





HIT DICE: 12





THAC0: 9 





NO. OF ATTACKS: 1





DAMAGE/ATTACK: 1-12 





SPECIAL ATTACKS: Spits acid 





SPECIAL DEFENSES: Immune to blunt weapons 





MAGIC RESISTANCE: Nil 





SIZE: H-G (25'-50' long) 





MORALE: Steady (12) 





XP VALUE: 5,000 





Giant slugs are huge, omnivorous mutations of the small and benign garden slugs. Their highly developed mouths are capable of chewing flesh and well as plants, and they spit a highly corrosive acid on their food. Most giant slugs are pale gray, with dead white underbellies. 





Combat: Giant slugs can bite for 1d12 points of damage, but their main attack form is their corrosive acid saliva. The acid is spat at a single target and corrodes any organic tissue (plants or animals). It will also destroy equipment (saving throw vs. acid). The acid inflicts 4d8 points of damage (successful saving throw vs. breath weapon for one-half damage). Giant slugs can use this breath weapon every round (its acid stores are never used up). Slugs are not very accurate with this attack; the first shot has only a 10% chance of hitting. The success of subsequent shots depends on the distance to the target -- the base chance of hitting is 90% at a distance of ten yards, with a -10% penalty per additional ten yards. If the slug misses, the acid hits 10 feet from the desired target (determine randomly which direction). Note that giant slugs are impervious to this acid spittle. 





Giant slugs are immensely strong and can batter down doors and wooden buildings in seconds. They have no bones and can squeeze through holes and crevasses normally impassible to much smaller predators. For example, a party of adventurers might seek cover in a large stone building, while taunting the slowly approaching slug behind them. To their astonishment, the huge creature enters through the same doorway the party did and begins to send acid everywhere. The rasping tongue of a giant slug enables it to burrow through 1 foot of earth or 6 inches of wood per round, making most standard barricades useless against it. Because of their lack of bones and their thick, rubbery hides, giant slugs are not harmed by blunt weapons or spells that cause crushing or impact damage. Only edged and pointed weapons and magical attacks, can harm a giant slug.





Habitat/Society: Giant slugs can be found in any wet and dark environment, including deserted dungeons, swamps, and rain forests. Giant slugs are solitary creatures and speak no language. They are barely sentient, exhibiting only rudimentary instinctive reactions when confronted.





Ecology: No one has ever found a good use for giant slugs, except maybe as huge garbage disposals. They have no known predators. They will eat anything -- plants, carrion, garbage -- but prefer warm, living flesh when they can catch it. Since giant slugs have such huge appetites, they rarely attack smaller creatures, such as squirrels and monkeys, which they have a hard time seeing anyway. Even on a good day, they must usually supplement their feedings with some vegetation. Normal slugs have a nasty reaction to salt when it is sprinkled on them. They dry up and die in 1d4+1 rounds. It is unlikely that this technique is adaptable to the giant variety, but some fabrication and summoning spells might be adaptable if there ever seemed to be a need for it. For now, giant slugs remain a very real danger in jungles, forests, and dungeons everywhere. 








GRAKENS (created by J,Bullock)





Climate/ Terrain: Swamps (verily rarely found in dungeons)





Frequency: Rare





Organization: Pack





Activity Cycle: Any (usually at night)





Diet: Any (mostly meat)





Intelligence: Low





Treasure: R, C, X, Q





Alignment: Any Chaotic 





No. Appearing: 1-3





Armor Class: -3 





Movement: 18''





Hit Dice: 20+20





Thaco: 1





NO. of Attacks: 6





Damage/Attack: 3d6 x4 /2-20/6-36





Special Attacks: Hurling Boulders





Special Defenses: Night Vision (60 yards)





Magic Resistance: 20%





Size: H (20')





Morale: 16





XP Value: 17,500





Appearance: These large humanoid crocodiles beings have only one eye, four arms and a long tail. They have a low AC due to their green, rock-hard skin. Eye color is often a reddish-green and glows when in dark areas. 





Combat: They can hurl large boulders up to 150 yards for 5D20 points of damage or throw four smaller rocks up to 225 yards for 2D6 points of damage. They suffer a -2 to missile weapons due to their poor depth perception. Their punch does 3D6 points of damage, bite does 2D10 and tail sweep does 6D6.





Habitat/Society: They live in clans up to 30 that is lead by the strongest male. This male has an Intelligence of 10-13, HD of 25+20 and an AC of -6. Although these beings are usually encountered in hunt parties of 3 or less. They live in damp swampy areas though a few have made their ways into dungeon levels.





Ecology: They will attempt to drive out any humanoid being to rid competition for food and any essential elements for survival. They do not take slaves because the slaves require food that would be put to better use, such as a member of the clan.





Variants: None








Griffon





CLIMATE/TERRAIN: Temperate or subtropical/Hills or mountains





FREQUENCY: Uncommon 





ORGANIZATION: Pride 





ACTIVITY CYCLE: Day





DIET: Carnivore





INTELLIGENCE: Semi- (2-4) 





TREASURE: (C, S)





ALIGNMENT: Neutral 





NO. APPEARING: 2-12





ARMOR CLASS: 3 





MOVEMENT: 12, Fl 30 (C, D if mounted)





HIT DICE: 7 





THAC0: 13





NO. OF ATTACKS: 3 





DAMAGE/ATTACK: 1-4/1-4/2-16 





SPECIAL ATTACKS: Nil 





SPECIAL DEFENSES: Nil 





MAGIC RESISTANCE: Nil 





SIZE: L (about 9' long)





MORALE: Steady (11-12) 





XP VALUE: 650





Half-lion, half-eagle, griffons are ferocious avian carnivores that prey upon horses and their kin (hippogriffs, pegasi, and unicorns). This hunger for horseflesh often brings griffons into direct conflict with humans and demihumans. Adult griffons stand five feet at the shoulder and weigh over half a ton. Their head, upper torso, and forelegs are like those of a giant eagle. This eagle half is covered in golden feathers from its wing tips to its razor-sharp beak. Their powerful forelimbs end in long, hooked talons. Wings, with a span of 25 feet or more, rise out of their backs. The lower half of a griffon is that of a lion. Dusky yellow fur covers the lion half's muscular rear legs and clawed feet. A lion's tail hangs down from the griffon's powerful rear haunches. Griffons speak no languages, but emit an eagle-like screech when angered or excited (usually by the smell of horse). 





Combat: Griffons hunt in groups of 12 or less, searching the plains and forests near (within 20 miles) their lair for horses and herd animals. With their superior vision and sense of smell, griffons can spot prey up to two miles distant. If the prey is horse or horse-kin, griffons are 90% likely to attack even if the horses have riders. Griffons hunt only for food, so a rider who releases one or two horses can usually escape unharmed (though in all likelihood his horse won't). Any attempt to protect a horse brings the full fury of the attacking griffons on the protector. When attacking ground targets, griffons use their great size and weight to swoop down from above and raking their opponent with the talons before landing nearby. Griffons always fight to the death if there is horseflesh at stake. In aerial combat, griffons are equally fierce, lunging into battle and tearing at their opponent until they or their prey are dead. Many a griffon has plummeted to its death with a struggling hippogriff caught firmly in its grasp. 





Habitat/Society: Griffons prefer rocky habitats, near open plains. Once griffons establish their territory, they remain until the food supply has been exhausted. Griffons, like lions, live in prides, with each pride comprising several mated pairs, their young, and one dominant male. The dominant male is responsible for settling territorial disputes with other prides and choosing the direction the hunt will take. Each pair of mated griffons in the pride has its own nest, located near the pride's other lairs. Griffon nests are usually situated in shallow caves, high along a cliff face. The nests are made of sticks and leaves, as well as an occasional bone. Griffons collect no treasure, but their caves frequently contain the remains of unfortunate travelers who tried to protect their horses from the griffons. During spring, female griffons lay one or two eggs that hatch in the late summer. For the first three months griffon young are known as hatchlings; thereafter, until they mature the young are called fledglings. Griffon young grow rapidly for three years until they are large enough to hunt with the pride. Adult griffons are extremely protective of their young and attack without mercy any creature that approaches within 100 feet of the nest. 





Ecology: If trained from a very early age (three years or less), griffons will serve as mounts. The training, however, is both time-consuming and expensive, requiring the expertise of an animal trainer for two years. Once trained, though, griffons make fierce and loyal steeds, bonding with one master for life, and protecting him even unto death. A griffon mount knows no fear in battle, but attacks any horse or horse-kin in preference to other opponents. Acquiring a griffon fledgling is a very dangerous venture as the adults never stray far from the nest and fight to the death to defend eggs or young. Any given griffon nest is 75% likely to contain one or two fledglings or eggs. Fledgling griffons sell for 5,000 gold pieces on the open market; eggs sell for 2,000 gold pieces each. 








GRIMLOCK 





CLIMATE/TERRAIN: Any/Mountainous 





FREQUENCY: Uncommon





ORGANIZATION: Tribal





ACTIVITY CYCLE: Night 





DIET: Carnivorous (Human Flesh)





INTELLIGENCE: Average (8-10) 





TREASURE: Individual K, L, M; B in Lair 





ALIGNMENT: Neutral Evil





NO. APPEARING: 20-200 





ARMOR CLASS: 5 





MOVEMENT: 12





HIT DICE: 2 (and see below) 





THAC0: 19





NO. OF ATTACKS: 1





DAMAGE/ATTACKS: 1-6, or by weapon type





SPECIAL ATTACKS: Nil 





SPECIAL DEFENSES: See below





MAGIC RESISTANCE: Special 





SIZE: M (5½'-6')





MORALE: Steady (11) (and see below)





XP VALUE: Normal: 35 Leader: 120 Champion: 175 





Powerfully-built humanoids clad only in dark, filthy rags, these warlike subterranean creatures emerge from their deep caverns at night to search for unlucky humans to add to their larders. Grimlocks have thick, scaly, grey skin and long, black, filthy hair. Their teeth are white and extremely sharp. Their eyes are blank white orbs. Grimlocks are totally blind, but have highly developed senses of smell and hearing. Their sensitive ears and noses combine to allow them to distinguish objects and creatures within 20', just as well as if they were able to see. 





Combat: Grimlocks are immune to the effects of spells which affect the vision. These include phantasmal force, darkness, invisibility, mirror image, and many others. However, spells such as audible glamer, or any loud, continuous noise will partially "blind" them. This reduces their ability to perceive opponents to a 10' range and makes them -2 on their attack rolls. Substances such as snuff or strong perfumes will have much the same effect if inhaled by a grimlock or thrown in its face. Grimlocks attack fiercely, but with little or no organization, often stopping in the middle of battle to carry off fallen foes or comrades for food. For every 10 grimlocks encountered, there will be a leader of 3 Hit Dice and AC 4, for every 40 there will be a champion of 4 Hit Dice and AC 3.





These exceptional individuals will usually be the only ones to show even the most elemental strategy, usually by allowing their followers to weaken opponents before entering battle themselves. Grimlocks will nearly always attack in darkness if possible. While not adversely affected by light, they are intelligent enough to realize that in total darkness, their unique form of perception gives them a distinct advantage. Though able to attack with their hands (for 1-6 hp damage), grimlocks prefer edged weapons and will usually (90% chance) be armed as follows: hand-axe, 20%; battle-axe, 15%; two-handed sword, 15%; bastard sword, 15%; broad sword, 15%; long sword, 20%. Leaders or champions will always be armed with a battle-axe or two-handed sword. Grimlocks, whether normal, leader, or champion, make all saving throws as 6th-level fighters. Grimlocks gain a +1 on surprise rolls, since their acute hearing allows them to communicate in voices too faint for other races to hear. In addition, their morale is raised by 1 for every leader or champion with the group. 





Habitat/Society: Grimlocks lair in vast cavern complexes in mountainous areas. They are well adapted to these environs. In any rocky terrain they blend in so well that, while motionless, they are completely undetectable -- unless one actually bumps into them. In any grimlock lair, there will be nearly as many females (1 Hit Die and AC 6) as males, and at least as many young (1 hit point, AC 6 and non-combatant). Grimlock leaders and champions do wield some control over these communities. However, this control is usually effective only as long as the leader who gave the order is around to enforce his will. It is nearly impossible for those of other races to tell one grimlock from another -- although leader types may appear slightly larger -- but they easily tell each other apart by subtle differences in scent and movement. Extremely xenophobic, grimlocks rarely consort with other races. However, there is a small (10%) chance that they will allow medusae to share their lairs, and a 2% chance that any wandering group will be accompanied by 1-2 mind flayers.





Ecology: Grimlocks will only eat the raw flesh of humanoid creatures, vastly preferring that of humans to all others. Foraging parties often raid the homes of other subterranean races, especially those who keep large slave populations (such as drow). They are often on good terms with mind flayers since illithids have a large supply of humanoid bodies discarded after they have devoured the brains. Grimlocks are particularly hated by githyanki for this reason. Since the slave flesh the grimlocks often consume (raw) is frequently unwholesome, whole communities are often decimated by disease. 








HARPY 





CLIMATE/TERRAIN: Temperate, tropical land or coast





FREQUENCY: Rare 





ORGANIZATION: Flock 





ACTIVITY CYCLE: Day 





DIET: Carnivore





INTELLIGENCE: Low (5-7) 





TREASURE: R (C) 





ALIGNMENT: Chaotic evil 





NO. APPEARING: 2-12 (2d6)





ARMOR CLASS: 7 





MOVEMENT: 6, Fl 15 (C)





HIT DICE: 7 THAC0: 13 





NO. OF ATTACKS: 3





DAMAGE/ATTACK: 1-3/1-3/1-6 or 1-3/1-3/weapon 





SPECIAL ATTACKS: Singing and charm 





SPECIAL DEFENSES: Nil





MAGIC RESISTANCE: Nil





SIZE: M (6')





MORALE: Elite (13-14)





XP VALUE: 975





Harpies are wicked avian beasts that prey upon nearly all creatures but prefer the flesh of humans and demihumans. Harpies have the bodies of vultures but the upper torsos and heads of women. Their human features are youthful, but hideous, with frayed unkempt hair and decaying teeth. A foul odor surrounds all harpies and that which they touch. Harpies never bathe nor clean themselves in any way. Their dress, if anything, is limited to tattered rags and shiny trinkets taken from previous victims. The language of harpies, in contrast to their enticing song, is a horrible collection of cackles and shrieks. Although there are instances of harpies which could speak the languages of other creatures, these are few and far between. 





Combat: The song of the harpies has the ability to charm all humans and demihumans who hear it (elves are resistant to the charm). Those who fail their saving throw versus spell will proceed towards the harpy with all possible speed, only to stand entranced while the harpy slays them at its leisure. This charm will last as long as the harpy continues to sing. Harpies can sing even while engaged in melee. It is impossible to fend off a harpy song simply by clasping hands over ears because the charm takes effect the moment the first note is heard. Characters making prior preparations to block out the sound, (wax in ears, etc.), are immune to the effects of the song.





In addition, characters who make their saving throw are thereafter immune to its effect, until such time as they encounter a different group of harpies. If forced to fight, harpies can do so quite effectively by delivering a vicious bite and raking simultaneously with their talons. About 50% of all harpies encountered will use weapons, usually a bone club (damage 1-8) which they wield surprisingly well. The touch of a harpy upon a charmed individual has a similar, though somewhat less potent, effect. Those who are touched and miss their saving throw versus spell will stand mesmerized for 20+1d10 hours. The effect of either charm is broken if the harpy is slain. 





Habitat/Society: Harpies make their home upon coastlines in regions near shipping lanes and by well-traveled paths. There they use their song to lure travelers to their doom. Their lair is usually a shallow cave, which they defile until no animal dare approach it. Here they remain unless hunting. Harpies often carry victims back to their lair to devour them in more familiar surroundings. Harpies have little use for treasure, other than the shiny baubles which they often attach to their clothes. Other items, such as gold and weapons, are frequently interspersed amongst the filth and bones that litter the cave. This refuse can reach a depth of several feet in the oldest of harpy lairs.





A typical harpy lair houses about a half-dozen of these wretched creatures. No male harpies have ever been seen and it seems that harpies can reproduce at will by laying a single egg every other year. Harpies take no care of their young, which live off carcasses and cave vermin until they themselves are old enough to sing and hunt. Harpies have no social structure, frequently quarreling over who gets what part of a victim and when to stop the torturing and start the feasting. Occasionally these quarrels will turn violent, so that more than one harpy feast has begun with the last minute addition of the losing harpy to the menu. Harpies will occassionally agree to cooperate in evil acts with other humanoids.





Ecology: Harpies hunt all manner of beasts, remaining in an area for as long as the food supply lasts. They are despised and greatly feared by all creatures weaker than themselves. Harpies have a voracious appetite, devouring all manner of man and beast. They take great delight in torture, and frequently kill for pleasure. Slain victims which harpies do not eat are simply left to rot. Their life span is unknown but seems to be about 50 years. 








HAUNT 





CLIMATE/TERRAIN: Any





FREQUENCY: Very rare





ORGANIZATION: Individual 





ACTIVITY CYCLE: Any 





DIET: Nil 





INTELLIGENCE: Non- (0)





TREASURE: Nil 





ALIGNMENT: Any 





NO. APPEARING: 1





ARMOR CLASS: 0/victim's AC 





MOVEMENT: 6/as victim 





HIT DICE: 5/victim's hp





THAC0: 15 





NO. OF ATTACKS: 1/1, as 5-HD monster





DAMAGE/ATTACK: See below/by weapon





SPECIAL ATTACKS: See below





SPECIAL DEFENSES: See below 





MAGIC RESISTANCE: Nil 





SIZE: Variable 





MORALE: Champion (16)





XP VALUE: 2,000 





(Note: Statistics separated by a slash: those to the left refer to the natural state, those to the right are for a possessed victim.) 





A haunt is the restless spirit of a person who died leaving some vital task unfinished. Its sole purpose is to take over a living body and use it to complete the task, thus gaining a final release from this world. Haunts may assume either of two forms, at will: a hovering luminescent ball of light (identical in appearance to a will-o-wisp) or a nebulous, translucent image of the haunt's former body. In the later state, haunts look like groaning spirits, spectres, or ghosts, and are often mistaken for them. Transformation from one state to the other takes one round.





Combat: A haunt must remain within 60 yards of where it died, unless it takes control of a victim's body. This 60-yard radius is called the haunt's domain. A haunt attacks mindlessly, and always targets the first human or demihuman that enters its domain. It will continue to attack until possession is achieved or the intended victim leaves the haunt's domain. The touch of a haunt drains 2 points of Dexterity per hit. As the character's Dexterity is drained, he suffers not only the penalties of lowered Dexterity, but increasing numbness creeps over his body. If Dexterity reaches 0, the haunt slips into the body and possesses it. Once the body is possessed, Dexterity returns to normal. The haunt uses the host's body to complete its unfulfilled task. The task need not be dangerous, although it often is.





Once the task is completed, the haunt passes on to its final rest and the victim regains control of his body. When the haunt leaves a victim, the character has a Dexterity of 3. Lost Dexterity points are regained at the rate of 1 point for each turn of complete rest. If a haunt's possessed body is slain, it will haunt the place where that body was killed. If the victim has an alignment opposite to that of the haunt (good vs. evil), the haunt will try to strangle the victim using the victim's own hands. Unless the victim's arms are being restrained, the strangulation begins the round after the haunt takes control of the body. On the first round the victim suffers 1 point of damage, on the second 2, on the third 4, and so on, doubling each round until the victim is dead or the haunt is driven off. Attacks on a possessed character will cause full damage to the character's body. 





If attacked, the haunt will use whatever weapons and armor the victim carries, but it cannot use any items that would require special knowledge (spells, scrolls, rings). The only safe way to free the victim is by casting hold person or dispel evil (good). If hold person is cast, the haunt must make a successful saving throw vs. paralyzation or be ejected from the body; dispel evil (good) destroys the haunt forever. Haunts are linked to the sites where they died and therefore cannot be turned by priests. When in the natural state (i.e., not possessing a body) haunts may be struck only by silver or magical weapons, or by fire. Weapons cause only 1 point of damage, plus the magical bonus (if any). Normal fire causes 1 point of damage per round, but magical fire inflicts full damage. If a haunt is reduced to 0 hit points, it loses control of its form and fades away. The haunt reforms in one week to haunt the same location again until its task is completed.





Habitat/Society: The exact task to be accomplished varies, but the motives are always powerful -- revenge, greed, love, hate. Often great distances need to be traveled before a task can be completed, and haunts will drive their hosts mercilessly toward the goal, ignoring the need for food or sleep. A few haunts (10%) retain some knowledge of their former lives and can be communicated with. Often these haunts feel remorse at having to prey upon the living, but the force of the uncompleted task is too powerful for the haunt to resist. 





Ecology: Haunts cling to this world by force of will alone. They have no treasure of their own unless it is connected to their quest. They prey only on humans and demihumans. 








HELL HOUND





CLIMATE/TERRAIN: Any land





FREQUENCY: Very rare 





ORGANIZATION: Pack





ACTIVITY CYCLE: Any





DIET: Carnivore





INTELLIGENCE: Low (5-7)





TREASURE: C 





ALIGNMENT: Lawful evil 





NO. APPEARING: 2-8 





ARMOR CLASS: 4





MOVEMENT: 12 





HIT DICE: 4-7





THAC0: 4 HD: 17 5-6 HD: 15 7 HD: 13





NO. OF ATTACKS: 1





DAMAGE/ATTACK: 1-10





SPECIAL ATTACKS: Breathe fire





SPECIAL DEFENSES: See below





MAGIC RESISTANCE: Standard 





SIZE: M MORALE: Elite (13) 





XP VALUE: 4 HD: 420 5 HD: 650 6 HD: 975 7 HD: 1,400





Hell hounds are fire-breathing canines from another plane of existence brought here in the service of evil beings. A hell hound resembles a large hound with rust-red or red-brown fur and red, glowing eyes. The markings, teeth, and tongue are soot black. It stands two to three feet high at the shoulder, and has a distinct odor of smoke and sulfur. The baying sounds it makes have an eerie, hollow tone that send a shiver through any who hear them.





Combat: Hell hounds are clever hunters that operate in packs. They do not bay like normal dogs while hunting. They move with great stealth, imposing a -5 penalty to opponents' surprise rolls. One or two of the pack sneak up on a quarry while the others form a ring around it. The first hell hound then springs from ambush, attacks the nearest victim, and attempts to drive the others toward the rest of the pack. If the prey does not run away, the rest of the pack closes in within 1d4+2 rounds. If hell hounds are pursuing fleeing prey, they might bay. 





Hell hounds attack first by breathing fire at an opponent up to 10 yards away. The fire causes 1 point of damage for each of the hell hound's Hit Dice. A successful saving throw vs. breath weapon cuts the damage in half. The hell hound then attacks with its teeth. The hell hound can continue to exhale flame while biting. If the hell hound rolls a natural 20 on its attack roll, it grabs a victim in its jaws and breathes fire on the victim. Hell hounds have a variety of defenses. They are immune to fire. Their keen hearing means they are surprised only on a 1 or 2 on 1d10. They can also see hidden or invisible creatures 50% of the time.





Habitat/Society: Hell hounds are native to those extradimensional planes notable for their hot, fiery landscapes. There they roam in packs of 2d20 beasts. The hell hounds on the Prime Material plane are summoned there to serve the needs of evil creatures. Most of them later escape to the wild. Hell hounds may have 4 to 7 (1d4+3) Hit Dice. The more Hit Dice a hell hound has, the larger it is and the more damage it causes. Each pack is led by a 7-Hit Die hell hound. The leader drives off other 7 HD rivals, who form their own packs. The diet of hell hounds is similar to that of normal canines. They roam a wide area of 1d10+4 square miles centered on their den. Pack territories may overlap. 





They do not easily reproduce on the Prime Material plane. Only 5% of encounters include puppies. Such puppies are born in litters of 2d4. They burp flame uncontrollably at least once a day. The flames are harmless aside from the tendency to set fire to anything flammable in the area. Newborn puppies are at 10% of the adult growth; they quickly grow an additional 5% each month and reach full adult growth (4 HD) in 1½ years. While growing they can attack with their incendiary bite. Hell hound puppies up to two months old inflict 1 point of damage. Older ones add an additional 1 point for each additional six months of growth. Prey is usually eaten where it is slain, though hell hounds occasionally haul a carcass back to their den for later meals. 





Hell hounds are also similar to normal canines in that they may act as retrievers. Some objects are specifically sought; this is especially the case in trained hell hounds. Other hell hounds are simply playful and use the retrieved items as toys. They especially like noisy bags and pouches filled with their late victims' treasures. Flammable containers eventually burn and spill their contents in or around the den. Parchments are rarely found here unless protected by nonflammable containers.





Ecology: Hell hounds have little place in the ecology of the normal world. They are dangerous annoyances prone to cause fires wherever they hunt. Hell hounds cause more forest fires than any other creature except for humanoids. Hell hounds have their uses, though. Because of their ability to easily detect hidden or invisible creatures, hell hounds make excellent watch dogs, especially for intelligent monsters such as fire giants. Hell hounds can be domesticated if raised from puppies, but there is a 10% chance each year that domesticated hell hounds go wild. 








HIPPOGRIFF 





CLIMATE/TERRAIN: Unpopulated regions 





FREQUENCY: Rare





ORGANIZATION: Herd 





ACTIVITY CYCLE: Day 





DIET: Omnivore 





INTELLIGENCE: Semi- (2-4) 





TREASURE: Q x 5 





ALIGNMENT: Neutral 





NO. APPEARING: 2-16 





ARMOR CLASS: 5





MOVEMENT: 18, Fl 36 (C,D) 





HIT DICE: 3+3 





THAC0: 17





NO. OF ATTACKS: 3





DAMAGE/ATTACK: 1-6/1-6/1-10





SPECIAL ATTACKS: Nil





SPECIAL DEFENSES: Nil





MAGIC RESISTANCE: Nil 





SIZE: L (10' long) 





MORALE: Average (9) 





XP VALUE: 175





Hippogriffs are flying monsters that have an equal likelihood to be predator, prey, or steed. The hippogriff is a monstrous hybrid of eagle and equine features. It has the ears, neck, mane, torso, and hind legs of a horse. The wings, forelegs, and face are those of an eagle. It is about the size of a light riding horse. A hippogriff may be colored russet, golden tan, or a variety of browns. The feathers are usually a different shade than the hide. The beak is ivory or golden yellow. 





Combat: The hippogriff attacks with its eagle-like claws and beak. Each claw can tear for 1d6 points of damage, while the scissor-like beak inflicts 1d10 points of damage.





Habitat/Society: Hippogriffs prefer the desolate sections of the temperate and tropic regions, especially rolling hills that enable them to get quickly airborne. Hippogriffs are territorial. They have a preferred grazing and hunting area that covers 1d4 x 10 square miles. Somewhere in this territory is a naturally protected site that serves as the hippogriff nest. Here is where the young hippogriffs stay. The nest is always guarded. The typical hippogriff herd includes 1-3 adult males, an equal number of mares, and the rest are immature young. 





There is a 25% chance that one or more of the mares is pregnant. Gestation takes 10 months. During the first five months, this occurs within the mare. Then she lays an egg that hatches in another five months. Twin births are rare (1% chance). The foal is able to walk upon hatching. Its beak remains soft for the first two weeks; this enables the foal to nurse. Then its beak hardens and the hippogriff switches to regurgitated food from its mother. The colts learn to eat solid meat at four months, although they are clumsy killers (-4 penalty to attack rolls and damage). At six months they can fly (18, class D) and fight with a -2 penalty to attack rolls and damage. Yearlings are identical to adults, although they are unable to breed until they are three years old. 





Wild hippogriffs are omnivorous. They feed on whatever is available, whether greenery, fruits, or wildlife. Hippogriffs are able to attack fairly large prey, such as bison, but they do not prey on carnivores. The exception is humanoids. Hippogriffs may, in the absence of other meat, attack small groups of people. Bodies are then carried back to the nest to feed the others; this is where the victim's possessions usually spill out. Hippogriffs are clean monsters; they dispose of carcasses and other debris by carrying them downhill. They like clear, sparkly things like glass, crystals, and precious gems. Males may amass a small trove kept covered by brush. As a mating ritual, he arranges these in a display to entice mares. 





Ecology: Hippogriffs are closely related to griffons. Just as griffons are the result of crossing an eagle with a lion, hippogriffs resulted from the crossing of an eagle with a horse. Hippogriffs may have been created as a natural prey for the griffons. Fortunately for the hippogriff, its own formidable weapons give it a fighting chance. To make up for the griffon's superiority, hippogriffs gather in larger groups. Hippogriffs are also related to pegasi. Because the hippogriffs eat meat, pegasi avoid their company. Hippogriffs make excellent flying mounts.





The maneuverability decreases to Class D, but their speed is unimpaired. They are less likely to eat the rider than a griffon is. If a hippogriff is captured while still very young (under four months), it can be domesticated and trained to serve as a steed. Hippogriff eggs sell for 1,000 gp, young hippogriffs for 2,000-3,000 gp. It will probably have to be taught to fly. Domestic hippogriffs are also taught to recognize a limited number of species as food; humanoids of course are not on that list. Hippogriffs have difficulty breeding in captivity. Like flying, the wild hippogriff has to be captured before such skills are learned. Mature hippogriffs may be persuaded to voluntarily assist riders who can provide them with ample food or protection. 








HOBGOBLIN 





CLIMATE/TERRAIN: Any non-arctic





FREQUENCY: Uncommon 





ORGANIZATION: Tribal





ACTIVITY CYCLE: Any





DIET: Omnivore





INTELLIGENCE: Average (8-10) 





TREASURE: J, M, D, (Qx5) 





ALIGNMENT: Lawful evil 





NO. APPEARING: 2-20 (2d10) 





ARMOR CLASS: 5 (10) 





MOVEMENT: 9





HIT DICE: 1+1





THAC0: 19





NO. OF ATTACKS: 1





DAMAGE/ATTACK: by weapon





SPECIAL ATTACKS: Nil 





SPECIAL DEFENSES: Nil 





MAGIC RESISTANCE: Nil 





SIZE: M (6 ½' tall)





MORALE: Steady (11-12)





XP VALUE: Hobgoblin 35 Sub-chief 65 Chief 120





Hobgoblins are a fierce humanoid race that wage a perpetual war with the other humanoid races. They are intelligent, organized, and aggressive. The typical hobgoblin is a burly humanoid standing 6½' tall. Their hairy hides range from dark reddish-brown to dark gray. Their faces show dark red or red-orange skin. Large males have blue or red noses. Hobgoblin eyes are either yellowish or dark brown while their teeth are yellow. Their garments tend to be brightly colored, often bold, blood red. Any leather is always tinted black. Hobgoblin weaponry is kept polished and repaired. Hobgoblins have their own language and often speak with orcs, goblins, and carnivorous apes. Roughly 20% of them can speak the common tongue of man. 





Combat: Hobgoblins in a typical force will be equipped with polearms (30%), morningstars (20%), swords and bows (20%), spears (10%), swords and spears (10%), swords and morning stars (5%), or swords and whips (5%). Hobgoblins fight equally well in bright light or virtual darkness, having infravision with a range of 60 feet. Hobgoblins hate elves and always attack them first. 





Habitat/Society: Hobgoblins are nightmarish mockeries of the humanoid races who have a military society organized in tribal bands. Each tribe is intensely jealous of its status. Chance meetings with other tribes will result in verbal abuse (85%) or open fighting (15%). Hobgoblin tribes are found in almost any climate or subterranean realm. A typical tribe of hobgoblins will have between 20 and 200 (2d10 x 10) adult male warriors. In addition, for every 20 male hobgoblins there will be a leader (known as a sergeant) and two assistants. These have 9 hit points each but still fight as 1+1 Hit Die monsters. Groups numbering over 100 are led by a sub-chief who has 16 hit points and an Armor Class of 3. The great strength of a sub-chief gives it a +2 on its damage rolls and allows it to fight as a 3 Hit Die monster.





If the hobgoblins are encountered in their lair, they will be led by a chief with AC 2, 22 hit points, and +3 points of damage per attack, who fights as a 4 Hit Die monster. The chief has 5-20 (5d4) sub-chiefs acting as bodyguards. Leaders and chiefs always carry two weapons. Each tribe has a distinctive battle standard which is carried into combat to inspire the troops. If the tribal chief is leading the battle, he will carry the standard with him, otherwise it will be held by one of his sub-chiefs. In addition to the warriors present in a hobgoblin tribe, there will be half again that many females and three times as many children as adult males. Fully 80% of all known hobgoblin lairs are subterranean complexes. 





The remaining 20% are surface villages which are fortified with a ditch, fence, 2 gates, and 3-6 guard towers. Villages are often built upon ruined humanoid settlements and may incorporate defensive features already present in the ruins. Hobgoblin villages possess artillery in the form of 2 heavy catapults, 2 light catapults, and a ballista for each 50 warriors. Underground complexes may be guarded by 2-12 carnivorous apes (60%). They are highly adept at mining and can detect new construction, sloping passages, and shifting walls 40% of the time. 





Ecology: Hobgoblins feel superior to goblins or orcs and may act as leaders for them. In such cases, the "lesser races" are used as battle fodder. Hobgoblin mercenaries may work for powerful or rich evil humanoids. Koalinth This marine species of hobgoblin is similar to the land dwelling variety in many respects. Koalinth dwell in shallow fresh or salt water and make their homes in caves. Their bodies have adapted to marine environments via the evolution of gills. Their webbed fingers and toes give them a movement rate of 12 when swimming. Their bodies are sleeker than those of hobgoblins and they have light green skin. They speak an unusual dialect of the hobgoblin tongue. They tend to employ thrusting weapons like spears and pole arms. Koalinth are every bit as disagreeable as hobgoblins, preying on every thing they come across, especially aquatic humanoid and demi-human races. They detest aquatic elves. 








HOOK HORROR 





CLIMATE/TERRAIN: Any/Subterranean





FREQUENCY: Rare 





ORGANIZATION: Clan





ACTIVITY CYCLE: Any





DIET: Omnivore 





INTELLIGENCE: Low (5-7) 





TREASURE: P 





ALIGNMENT: Neutral 





NO. APPEARING: 2-12 





ARMOR CLASS: 3





MOVEMENT: 9





HIT DICE: 5 





THAC0: 15 





NO. OF ATTACKS: 3





DAMAGE/ATTACK: 1-8/1-8/2-12





SPECIAL ATTACKS: Nil 





SPECIAL DEFENSES: Nil





MAGIC RESISTANCE: Nil





SIZE: L (9' tall) 





MORALE: Steady (11-12) 





XP VALUE: 175 





The hook horror is a bipedal, underground-dwelling monster that looks like a cross between a vulture and a man with hooks instead of hands. The hook horror stands about nine feet tall and weighs almost 350 pounds. It has a tough, mottled grey exoskeleton, like that of an insect. Its front limbs end in 12-inch-long hooks. Its legs end in feet that have three small hooks, like long, sharp toes.





Its head is shaped like that of a vulture, including the hooked beak. Its eyes are multifaceted. It is thought that the hook horror is distantly related to the cockroach or cave cricket. Hook horrors do not have a smell to humans and demihumans, but an animal would detect a dry musty odor. They communicate in a series of clicks and clacks made by the exoskeleton at their throats. In a cave, this eerie sound can echo a long way. They can use this to estimate cavern sizes and distances, much like the sonic radar of a bat.





Combat: Hook horrors have acute hearing and are surprised only on a roll of 1. They always know their territory, and they try to ambush unsuspecting travelers or denizens. Each round they swing with both hooks. If in any round both hit, during that round their beaks hit automatically. They automatically inflict 2d6 points of damage each round with the beak until at least one of the hooks is dislodged. The eyesight of the hook horrors is very poor. 





They are blinded in normal light. They use their extremely acute hearing to track and locate prey. Since their eyesight is so poor anyway, they suffer no combat or movement penalties if blinded or in complete darkness. They attack silenced opponents with the penalties others suffer when attacking blind. Hook horrors are natural climbers, as their hooks give them excellent purchase on rock surfaces. They can move at normal speed up vertical surfaces that are not sheer. Their great weight means that they cannot hang from the ceiling like other insects.





Habitat/Society: The obvious penalty for having hooks instead of hands is that hook horrors cannot use weapons or tools. They can only pick up items in their beaks. This severely restricts their ability to amass large treasures. A clan of hook horrors most often lives in caves and underground warrens. The entrance is usually up a vertical or steeply sloped rock wall. Each family unit in the clan has its own small cavern off a central cave area. The clan's eggs are kept in the safest, most defensible place. The clan is ruled by the eldest female, who never participates in combat. 





The eldest male, frequently the mate of the clan ruler, takes charge of all hunting or other combat situations and is considered the war chieftain. Members of a clan rarely fight each other. They may quarrel or not cooperate, but they rarely come to blows. Clans sometimes fight each other, but only when there is a bone of contention, such as territorial disputes. It is rare for a clan of hook horrors to want to rule large areas or to conquer other clans.





Hook horrors have poor relationships with other races. Although they do not foolishly attack strong parties, generally other creatures are considered to be meat. They retreat when faced with a stronger group. Hook horrors do not recognize indebtedness or gratitude. Their simple language does not even have a term for these concepts. Just because a player character saves the life of a hook horror does not mean that it will feel grateful and return the favor.





Ecology: Although hook horrors are basically omnivores, they prefer meat. They can eat just about any cave-dwelling fungus, plants, lichens, or animals. Hook horrors are well acclimated to cave life. They have few natural predators, although anything that managed to catch one would try to eat it. The hook horror's exoskeleton dries and becomes too brittle for use after a month or so. 








KERRANTHEON (created by J,Bullock)





Climate/ Terrain: Any





Frequency: Unique (probably just the one since only one has every been seen)





Organization: Solitary





Activity Cycle: Any





Diet: Very Carnivorous





Intelligence: Genius





Treasure: A, D, L, Y





Alignment: Neutral Evil





NO.Appearing: 1





Armor Class: -9





Movement: 18'' Sw 12"





Hit Dice: 75 (562 HP)





Thaco: Hits any AC on a 2 or higher





NO. of Attacks: 4 or 1 (charge)





Damage/Attack: 10D10/4D20/4D10/4D10 or 10D20





Special Attacks: Breath Weapon and Charge(see below)





Special Defenses: See below





Magic Resistance: 100%





Size: G (40' long, 27' tall at shoulder, tail averages in length from 50-60')





Morale: 19 fearless





XP Value: 114,000 





Appearance: The Kerrantheon has two heads that are similar in appearance to a hippopotamus' each head has a pair of horns like a bull. The heads are supported by very short, powerful necks. The top of its head is harder than rock and it has a very tough hide that is brown in color and can be up to 5 inches thick, thus making most small piercing weapons useless. Its skin appears much like any other reptilian creature. The eyes of this creature are a very greenish-blue. It has four very powerful legs which all end in very long, yellow claws that are as sharp as daggers. The Karrantheon's body varies in shape but generally looks similar to a rhino. The tail of this creature looks much the same as a dragon's tail and mainly used for balance, but can be employed during battle.





Combat: When in combat situations, the Kerrantheon can use six breath weapons, three for each head that inflicts 6D12 damage. It can see in total darkness and gets to tails sweep (10D10 damage), one claw (4D20 damage) and two bites (each 4D10 damage). It can use a charge that does 10D20 damage if the Kerrantheon can get a running start of 100 yards. It is immune to all forms of poisons and is unaffected by normal fire. It can breath under water as well as it can on land.





Habitat/Society: Kerrantheon is sleeping somewhere down in a deep dungeon in the land and has not been found which is lucky for ALL in the land.





Ecology: For this creature everything is food and will devour everything it comes into contact with. Nobody is quite certain on how this creature came to be and when.





Variants: None








LAND DWELLING BEAST 





Climate/ Terrain: Any





Frequency: Uncommon





Organization: Herd





Activity Cycle: Any





Diet: Omnivorous





Intelligence: High





Treasure: F





Alignment: chaotic evil





NO.Appearing: 1-d4





Armor Class: -2





Movement: 30"





Hit Dice:10 (+2)





Thaco: 10





NO. of Attacks: 3





Damage/Attack: 1-d6/1-d10/1-d8 + special





Special Attacks: Poisonous Sting (see below)





Special Defenses: Nil





Magic Resistance: Nil





Size:10' tall / 16' long





Morale: 19 (fearless)





XP Value:2400 + 10 per hit point





Appearance: This walking shark has four massive legs which support it's hulking heavily armored body. The Land Dwelling Beast's head resembles a shark head with a sharp horn protruding from between it's eyes. It has a long scorpion-like tail which it can use to strike poison into it's victims. On the end of this creatures four legs you will find half dulled claws, but although dull they are fairly long and can still be used as a main attack. The Land Dwelling Beast's entire body is covered in a rippled shell-like armor, which is as hard as plate armor, thus given the Land Dwelling Beast it's superior AC.





Combat: The Land Dwelling Beast usually avoids direct conflict unless provoked or hunger ridden. It can use up to three attacks per melee to mangle it's victims with. These attacks include a barrage of either 2 claws and a bite (1-6/1-6/1-10) or 1 claw, a bite and a strike with it's tail (1-6/1-10/ 1-8 + save Vs poison or suffer an additional 3-8 damage). If the Land Dwelling Beast suffers 75% or more hitpoints of damage during combat, it will attempt to flee the contest. This creature's head and body mass are easily large enough to snap up a human within it's mouth and pack them off, possibly for later consumption. 





Habitat/Society: These massive animals roam aimlessly in herds of up to 25 in number, but more commonly found in numbers of 4-6 members. They generally live in cold wilderness deserts or large open plains.





Ecology: These creatures wander around consuming whatever falls into there massive jaws. Plants, twigs, meat, moss and bark are all but a few of the things the Land Dwelling Beast will consume.





Variants: None








LIZARIAN





Climate/ Terrain: any





Frequency: rare





Organization: pack





Activity Cycle: any





Diet: carnivorous





Intelligence: mid-high





Treasure: m





Alignment: chaotic evil





NO.Appearing: 1-4





Armor Class: 0 ( -3 )





Movement: 18''





Hit Dice: 8





Thaco: 13





NO. of Attacks: 3





Damage/Attack: 1d8/1d8/2d6/1d6/1d4/5d8





Special Attacks: Breath weapon (see below)





Special Defenses: See below





Magic Resistance: 25%





Size: L (11')





Morale: 19 fearless





XP Value: 2,200





Appearance: The Lizarian appears as a huge lizard scaled creature. having two arms, two legs and a long tail. It's head resembles a massive sharp toothed alligator's head with two horns which protrude from the top. The exceptionally large arms of a Lizarian end in extremely sharp talon claws " equal to longswords in sharpness". They have a hardened shell covering their lower torso which effectively increases this specific regions AC by 3 (AC -3). The tail of the Lizarian ends in a set of four prongs which is used in combat. Their massive legs hosts equally impressive spikes and talons which can be used in combat to shred opponents to pieces e.g.. "raptor claws". They have a spiny vertebrae that runs from the crest of their neck to the tip of their tail





Combat: When in combat situations the Lizarian can only attack 3 times/ round, but is not limited in which attacks they can deploy. The Lizarian can use it's bit for 2d6 damage, a claw inflicting 1d8 damage, a tail slash which inflicts 1d6 damage, a gore attack from it's horns for 1d4 damage or a breath weapon "equaling a 5th level cone of cold" causing 5d8 points of damage. Note: the breath weapon of the Lizarian can only be uses 3 times/ day and only once/ round when attacking.





Habitat/Society: Lizarian's live in packs of up to 25 in total. They usually inhabit dark, dismal swamps and and usually hunt in packs of 4, but they can be encountered in groups of 3, 2 or even as individualists.





Ecology: These creatures usually find themselves in living far outlying wildernesses, far from civilization. They will almost never be found near any populace, and if ever the Lizarian is ever encountered in normal society. They are usually caged up in a cell awaiting gladiatorial entertainment.





Variants: None








MAYHEM MIST





Climate/ Terrain: Subterranean Caves





Frequency: Extremely rare





Organization: Solitary





Activity Cycle: Constant





Diet: Nil (vengeance)





Intelligence: High





Treasure: D,G





Alignment: True Neutral (E)





NO.Appearing: 1





Armor Class: -3





Movement: 21''





Hit Dice: 8 + 4





Thaco: 13





NO. of Attacks: 1





Damage/Attack: 1d8 + special





Special Attacks: Surprise 9 in 10 (see below)





Special Defenses: +3 or better weapon to hit





Magic Resistance: 95%





Size: 1,000-10,000 cu.ft





Morale: 20 fearless (will never go away short of expulsion)





XP Value: 6,204





Appearance: appears as a billowing mass of thick mist, uncovering a certain section of a cavern. Once in the mist it is impossible to see, even with infravision. Only blind fighting will be useful.





Combat: The mist has one single ghostly spirit which inhabits the cloud, attacking any who enter. The spirit will almost indefinitely surprise any trespassers. It will attack at full speed with a single slash of an unknown weapon. If a hit is scored the character not only suffers 1d8 points of damage but must save Vs paralyze or be disorientated and will be lost in the mist and will most likely head in a different direction he or she originally intended. Perhaps stranded until death.





Habitat/Society: The mist is extremely rare and can only be found deep within mountainous caverns. This usually happens to a good being who were savagely killed within the area. The person must have also been questing for a good cause.





Ecology: The mist/ spirit roams within waiting to place vengeance on any who enter it's midst. The goal of the spirit is to place vengeance on anyone for his/her wrongful death. 5% of the time a worthy victim will be spared, but not before bringing them to the brink of death. There have been legends of gigantic mists in caverns which spanned over 500 yards in length and are commonly thought to be Mayhem Mist. 





Variants: Poison Mist; this creature is the same as the Mayhem Mist with the exception of the being entering the mist must save Vs poison or suffer 3d10 damage due to internal ingestion. 








PEGASUS





CLIMATE/TERRAIN: Temperate and subtropical forests 





FREQUENCY: Very rare 





ORGANIZATION: Herd





ACTIVITY CYCLE: Day 





DIET: Herbivore 





INTELLIGENCE: Average (8-10)





TREASURE: Nil 





ALIGNMENT: Chaotic good





NO. APPEARING: 1-10 





ARMOR CLASS: 6 





MOVEMENT: 24, Fl 48 (C, D mounted)





HIT DICE: 4 





THAC0: 17





NO. OF ATTACKS: 3 





DAMAGE/ATTACK: 1-8/1-8/1-3 





SPECIAL ATTACKS: Dive, rear kick





SPECIAL DEFENSES: Nil 





MAGIC RESISTANCE: Nil 





SIZE: L (5½' at the shoulder)





MORALE: Steady (11)





XP VALUE: 175 Greater 650 





Pegasi are magnificent winged steeds that often serve the cause of good. These intelligent creatures are very shy and wild, not easily tamed. They serve only good characters, and when they do, they will serve their master with absolute faithfulness for the rest of his life. A pegasus is a thoroughbred which resembles an Arabian horse (though slightly larger) with two large feathered wings.





Pegasi are usually white, but brown pegasi are not unknown, and rumors persist of black pegasi. As should be expected, alignments do not vary according to color (all pegasi are chaotic good). Pegasi are 17 hands tall (5 feet at the shoulder) and weigh over 1,500 pounds. Pegasi must be ridden bareback; they will not accept saddles. Pegasi speak their own language and can communicate with horses. They can understand common, and will obey their master's commands if they are given in that language. 





Combat: A pegasus attacks with its hooves and teeth. It can attack an opponent who is behind it with its rear hooves, inflicting 2-12 points of damage, but it cannot use any of its other attacks in that round. A pegasus can also dive at an opponent from heights of 50 feet or higher and use its hoof attacks; each attack roll is +2 and does double damage. In battle, a pegasus will try to lure larger opponents (such as dragons) into tight spaces. As the opponent struggles to maneuver into attack range, the pegasus climbs and attacks with its hooves from above. Against creatures their own size, such as griffons, pegasi use their superior speed to outrun them. If griffons are close to a pegasus nest (especially if there are young present), one parent will attack aggressively, get the griffon's attention, and then fly away. By doing this, they hope to lure enemies away from the nest and tire them out over a long distance before returning home. 





Habitat/Society: Pegasi are egg-laying mammals. If encountered in their lair, there will be one nest for every pair of pegasi. There is a 20% chance per nest that there will be 1-2 eggs (30% chance) or young (70%) of 20-50% maturity. Each egg is worth 3,000 silver pieces, while the young are worth 5,000 silver pieces per head on the open market. A pegasus can be used as a warhorse; a male can carry weight as a medium warhorse (220/330/440), while a female can carry weight as a light warhorse (170/255/340). 





Pegasi are intelligent creatures. They can detect good and detect evil at will (60 yard range). They use these powers on those who would ride them; they try to throw anyone of non-good alignments who would tame them. If provoked, pegasi will not hesitate to attack creatures whom they perceive as evil. To tame a pegasus, a person of good alignment must locate a pegasus herd. Then, at night, he can try to sneak up on a pegasus and surprise it. The character must have the airborne riding proficiency. There is an initial +10 penalty to the roll; pegasi do not like to be tamed. A magical bridle enchanted for the purpose will remove this penalty. If the character successfully makes his roll, then the pegasus will be tamed. A tamed pegasus will obey the commands of its master for as long as it lives, if the master remains of good alignment.





Ecology: Pegasi feed on grass, fruits, and other plants. Griffons and hippogriffs are the natural enemies of a pegasus. Pegasi have a lifespan of about 40 years. Greater Pegasus Legend has it that if a medusa is slain and beheaded, there is a small (5%) chance that a greater pegasus will be born, springing fully born from the medusa's cloven neck. These pegasi have the same attacks and movement rate of a normal pegasus but are worth 6 Hit Dice and have 20% magic resistance. They also have a +1 bonus to their morale rating. There is a 5% chance that the leader of a herd of pegasi will be a greater pegasus. Greater pegasi can be tamed only by the noblest and greatest of heroes, and have a lifespan of 100 years. 








RENDEZZS (created by J,Bullock)





Climate/ Terrain: Any





Frequency: Common





Organization: Clan





Activity Cycle: Any





Diet: Any





Intelligence: Mid-High





Treasure: J, M





Alignment: Any





No. Appearing: 1-8





Armor Class: 6 or better





Movement: 15''





Hit Dice: 5+12





Thaco: 16





NO. of Attacks: 2 or 1





Damage/Attack: 1D6+8/1D6+8 or by weapon x2+8 Str(20)





Special Attacks: Hurl Boulders





Special Defenses: Nil





Magic Resistance: 10%





Size: L (11')





Morale: 15





XP Value: 975





Appearance: The Renzdezzs appear as large humanoids, around 11' in height, they have long red hair and yellow eyes. They have a very thick black hide which gives them a reasonable amount of protection.





Combat: Renzdezzs prefer to attack from a distance use large boulders that can be thrown up to 150' away doing 3D10 damage. If this is not possible than they will employ large weapons that inflict double the normal damage. They can punch twice per round, each punch inflicts 1D6+8 points of damage.





Habitat/Society: Renzdezzs lives in clans up to 25. These clans can be found any where but often are found away from any other races that can be considered to be competition for food and other things.





Ecology: These creatures respect power and strength. Their clans are ruled by the strongest member with an iron fist. Other members keep in line out of fear of harsh punishment. A party usually encounters a small band that is out mainly for hunting or protecting their territory from intruders.





Variants: None








RUST MONSTER 





CLIMATE/TERRAIN: Subterranean 





FREQUENCY: Uncommon 





ORGANIZATION: Solitary 





ACTIVITY CYCLE: Night 





DIET: Metalavore 





INTELLIGENCE: Animal (1) 





TREASURE: Q 





ALIGNMENT: Neutral 





NO. APPEARING: 1-2 





ARMOR CLASS: 2 





MOVEMENT: 18





HIT DICE: 5 





THAC0: 15 





NO. OF ATTACKS: 2 





DAMAGE/ATTACK: Nil





SPECIAL ATTACKS: See below 





SPECIAL DEFENSES: Nil





MAGIC RESISTANCE: Nil 





SIZE: M (5' long) 





MORALE: Average (9)





XP VALUE: 270 





Rust monsters are subterranean creatures with an appetite for all sorts of metals. These unique creatures, though generally inoffensive, are the bane of fighters everywhere. The average rust monster measures 5 feet long and 3 feet high at the shoulder. It has a strange tail that appears armor plated and ends in an odd-looking bony projection that resembles a double-ended paddle. Two prehensile antennae are located under the thing's two eyes. The hide of the rust monster is rough, covered with lumpy projections. Coloration varies from a yellowish tan on the underside and legs, to a rust red upper back. Rust monsters smell like wet, oxidized metal. 





Combat: Rust monsters are placid by nature, but when they get within scent range of metal, they become excited and immediately dash toward the source. Rust monsters can smell metal up to 90 feet away. If the rust monster's antennae touch metal (determined by a successful attack roll), the metal rusts. Magical items have a chance of being unaffected equal to 10% for each plus (a +2 weapon or armor has a 20% chance of not being affected). Any affected metal rusts or corrodes and immediately falls to pieces that are easily eaten and digested by the creature. Metal weapons striking a rust monster are affected just as if the creature's antennae had touched them. Should a nonweapon metallic magical item happen to make contact with a rust monster, treat it as a +2 magical weapon for purposes of determining whether or not it breaks up. Rust monsters, being none too bright, stop pursuing a fleeing party for one round to devour metallic items, such as a handful of iron spikes, a mace or a hammer, if the party throws them behind. Rust monsters go after ferrous metals such as iron, steel, and magical steel alloys, such as mithril and adamantite. They choose such metals over valuable metals such as copper, gold, silver, or platinum. In fact, they would continue to pursue a party that just dropped a fistful of copper coins, for example, in hopes of getting the much-preferred ferrous metal of armor and weapons. Sometimes (30% chance), a rust monster will even pause for one round during combat in order to eat. Rust monsters are not known for being tacticians, just ravenously hungry metal-eaters. Feeding time always takes one round regardless of the size of the metal meal.





Habitat/Society: Rust monsters dwell only in dark, subterranean places such as caverns and underground structures. They are not disposed to groups; often a lair comprises one or two rust monsters, with a 5% chance of encountering a single offspring, which acts as a half-strength rust monster with a full-strength appetite. These creatures have been known to range the length and breadth of an underground complex, searching for supplies of metal. Though it will eat raw ore, a rust monster always prefers the refined, forged metal (just as a human would prefer fresh, filtered water over swamp water). The creature's relatively inoffensive nature makes it an unlikely target. There have been many accounts of mages approaching a rust monster and the only reaction from the beast was a cursory sniff, then a leisurely departure. Dwarves and gnomes, known for metalworking and mining, have no sympathy for rust monsters, and will do anything to get rid of them. The only treasure to be found in a rust monster lair is gems, usually the sort used for decoration on armor or sword pommels. Rust monsters have no grand designs, only the wish to keep well-fed.





Ecology: Rust monsters help in removing metallic junk and clutter from underground fastnesses. In fact, it is not unusual to find a rust monster and a carrion crawler working in a symbiotic relationship, with the latter eating the organic litter and the former consuming the metal castoffs. 








RUST WORMS





Climate/ Terrain: Caverns / Tunnels





Frequency: Rare





Organization: Swarm





Activity Cycle: Nocturnal





Diet: Metals





Intelligence: standard





Treasure: Nil





Alignment: True Neutral





NO.Appearing: 100-1,000





Armor Class: 10





Movement: .5''





Hit Dice: 1 hp





Thaco: 20





NO. of Attacks: 1 minor melting or stinging attack





Damage/Attack: Sickness (save Vs poison)





Special Attacks: Metal disintegration





Special Defenses: See below





Magic Resistance: 50%





Size: 6-8 inches long





Morale: 8





XP Value: 500/ entire swarm





Appearance: These creatures appear as large golden ribbed worms. 





Combat: They avoid all combat if possible, their main objective is to breakdown all detectable metals. i.e.. a parties armor (he ,he), weapons, what ever the DM feels like taking away from undeserving character's. The Rust Worms quietly burrow into camps "where PC's usually lie fast asleep", then proceed to eat any metals which are within reach. Magical metals receive saving throws as normal (save vs hard metal). A Rust Worm devours approximately 1 hp of structure weight every 2 turns (20 minutes), thus a swarm of 100 Rust Worms can devour 100 weight points in 2 turns. (e.g.. a swarm of 100 Rust Worms can burrow into a camp and devour a set of normal platemail "50 weight points" in approximately 1 turn (10 minutes). Weight is the easiest way of calculating volume. Note: magical metals dissolve at half normal rate, if the saving throw has been failed. 





If perhaps a character wakes up during a Rust Worm invasion, he or she may be bitten for 1-2 damage, and perhaps suffer a sickening effect if a saving throw Vs poison is not successful. The bite causes great sickness in anyone bitten for 1-2 days, unless he or she is immune to disease or has a cure disease spell cast upon them. If the Rust worms do not bite the offending person, there's only a 1 in 12 chance of any detection, unless of course they are awakening for the day and see their armor melted in two. ( god dam, this is the best monster for evil DMs, hahah enjoy!!)





Habitat/Society: Vast underground tunnel complexes that usually cover several miles of many caverns.





Ecology: Simply to breakdown metals to enrich there tunnels and the earth itself





Variants: none








BEHOLDER, SAVAGE





Climate/ Terrain: Any remote





Frequency: Very rare





Organization: Solitary





Activity Cycle: any





Diet: Carnivore





Intelligence: Exceptional





Treasure: I,S,T





Alignment: Chaotic Evil





NO.Appearing: 1





Armor Class: 0/-2/-4/-7





Movement: FL 9'' (b)





Hit Dice: 14-18





Thaco: 8





NO. of Attacks: 3





Damage/Attack: 2-10/2-10/ 3-24 or special





Special Attacks: Thresh (see below)





Special Defenses Anti magic:





Magic Resistance: 40%





Size: M (4-6') in diameter





Morale: 19 fearless





XP Value: 19,500





The beholder is the stuff of nightmares. This creature, also called the sphere of many eyes or the eye tyrant, appears as a large orb dominated by a central eye and a large toothy maw, has 10 smaller eyes on stalks sprouting from the top of the orb. Among adventurers, beholders are known as deadly adversaries. Equally deadly are a number of variant creatures known collectively as beholder-kin, including radical and related creatures, and an undead variety. These creatures are related in manners familial and arcane to the "traditional" beholders, and share a number of features, including the deadly magical nature of their eyes. The most extreme of these creatures are called beholder abominations. The globular body of the beholder and its kin is supported by levitation, allowing it to float slowly about as it wills. Beholders and beholder-kin are usually solitary creatures, but there are reports of large communities of them surviving deep beneath the earth and in the void between the stars, under the dominion of hive mothers. All beholders speak their own language, which is also understood by all beholder-kin. In addition, they often speak the tongues of other lawful evil creatures. 





Combat: The beholder has different Armor Classes for different parts of their body. When attacking a beholder, determine the location of the attack before striking (as the various Armor Classes may make a strike in one area, and a miss in another): 





Roll/ Location/ AC 





01-75 /Body/ -7





76-85 /Central Eye/ -2





86-95 /Eyestalk/ -4





96-00 /One smaller eye/ 0





Each of the savage beholder's eyes, including the central one has a different function. The smaller eyes of a savage beholder are as follows:





1. Charm person (as spell) 





2. Charm monster (as spell) 





3. Sleep (as spell, but only one target)





4. Darkness (as spell, 80' radius) 





5. Flesh to stone (as spell, 30-yard range) 





6. Disintegrate (20-yard range) 





7. Fear (as wand) 





8. Slow (as spell, but only a single target) 





9. Cause serious wounds (50-yard range) 





10. Death ray (as a death spell, with a single target, 40-yard range) 





The central eye produces an anti-magic ray with a 140-yard range, which covers a 90 degree arc before the creature. No magic (including the effects of the other eyes) will function within that area. Spells cast in or passing through that zone cease to function. A savage beholder may activate the magical powers of its eyes' at will. Generally, a beholder can use 2 smaller eyes if attackers are within a 90 degree angle in front, 1d4 if attacked from within a 180 degree angle, 1d6 if attacked from a 270 degree arc, and all 7 eyes if attacked from all sides. The central eye can be used only against attacks from the front. If attacked from above, the beholder can use all of the smaller eyes. The savage beholder can withstand the loss of its eyestalks, each eyestalk/smaller eye having 10-24 hit points. This loss of hit points is over and above any damage done to the central body. The body can withstand three quarters (75%) of the listed hit points in damage before the creature perishes. The remaining third of the listed hit points are located in the central eye, and destroying it will eliminate the anti-magic ray. A savage beholder with 100 hit points will have a body that will take 75 points of damage, a central eye that will take 25 points, to destroy. Slaying the body will kill the savage beholder and render the eyes powerless. Destroyed eyestalks (but not the central eye) can regenerate at a rate of one lost member per day.





If a savage beholder scores a hit with 3 of its 3 main attacks on a single victim, it is given an additional attack which it will then unleash a massive blood threshing flurry upon the intended victim. If the attack is successful the savage beholder can inflict an additional 4-40 points of damage.





Habitat/Society: The savage beholders are a mad, aggressive and fierce race, attacking or killing other races, including other beholders and many of the beholder-kin. This is because of a xenophobic intolerance among beholders that causes them to hate all creatures not like themselves. The basic, beholder body-type (a sphere with a mouth and a central eye, eye-tipped tentacles) allows for a great variety of beholder subspecies. Some have obvious differences, there are those covered with overlapping chitin plates, and those with smooth hides, or snake-like eye tentacles, and some with crustacean-like joints. But something as small as a change in hide color or size of the central eye can make two groups of beholders sworn enemies. Every beholder declares its own unique body-form to be the "true ideal" of beholderhood, the others being nothing but ugly copies, fit only to be eliminated. Beholders will normally attack immediately. If confronted with a particular party there is a 50% chance they will listen to negotiations (bribery) before raining death upon their foes. 





Ecology: The exact reproductive process of the savage beholder is unknown. The core racial hatred of the beholders may derive from the nature of their reproduction, which seems to produce identical (or nearly so) individuals with only slight margin for variation. Beholders may use parthenogenic reproduction to duplicate themselves, and give birth live (no beholder eggs have been found). Beholders may also (rarely) mate with types of beholder-kin. The smaller eyes of the savage beholder may be used to produce a potion of longevity, and as such can be sold for 2000 gp each. 








SKELETON, WARRIOR 





CLIMATE/TERRAIN: Any





FREQUENCY: Very rare 





ORGANIZATION: Solitary 





ACTIVITY CYCLE: Any 





DIET: Nil 





INTELLIGENCE: Exceptional (15-16) 





TREASURE: A





ALIGNMENT: Neutral evil 





NO. APPEARING: 1 





ARMOR CLASS: 2





MOVEMENT: 6 





HIT DICE: 9+2 to 9+12





THAC0: 11





NO. OF ATTACKS: 1 





DAMAGE/ATTACK: By weapon (+3 to attack roll)





SPECIAL ATTACKS: See below 





SPECIAL DEFENSES: See below





MAGIC RESISTANCE: 90% 





SIZE: M (6'-7' tall)





MORALE: Champion (15)





XP VALUE: 4,000





Formerly powerful fighters, skeleton warriors are undead lords forced into their nightmarish states by powerful wizards or evil demigods who trapped their souls in golden circlets. The sole reason that skeleton warriors remain on the Prime Material plane is to search for and recover the circlets that contain their souls. A skeletal warrior appears as a cracked and yellowing skeleton covered with shards of decaying flesh. Its eyes are black holes containing pinpoints of reddish light. It is clad in the blackened armor and rotted trappings it wore in its former life.





Combat: Anyone possessing a skeleton warrior's circlet can control its actions, so long as the controller remains within 240 feet of the warrior. The controller is either in active control of the warrior or in a passive mode. When in active control, the controller can see whatever the skeleton sees, and he can mentally command it to fight, search for treasure, or take any other actions; however, the controller himself is unable to cast spells, move, or take any other actions while in active control. When in the passive mode, the controller can take any normal actions, but he is unable to see through the warrior's eyes; the skeleton warrior remains inert while the controller is in passive mode. 





The controller can change between the passive mode and active control at will. The controller must have the warrior's circlet on his head in order to control the warrior. If the circlet is removed from the controller's head, he can no longer control the warrior; likewise, if the controller and the warrior are separated by more than 240 feet, the controller can no longer control the warrior. If the circlet remains in the controller's possession, he can resume control at a later time. But if the controller loses the circlet, either by accident or by a deliberate act, the warrior immediately proceeds toward the controller at twice its normal movement rate (12) to attack and destroy him. The warrior does not rest until it destroys its former controller or until control is re-established. If the warrior holds the circlet to its head, both the warrior and the circlet turn to dust, never to reappear.





When a character first comes into possession of a circlet, he is unlikely to be aware that the skeleton warrior is tracking him, unless he recognizes the circlet's significance. To establish control for the first time, the character not only must hold the circlet to his head, he must be able to see the warrior and concentrate on the establishment of control for one round and then roll a successful Wisdom check; if he fails the Wisdom check, he can try again in subsequent rounds. Meanwhile, the skeleton warrior continues to approach, attempting to destroy the character and gain possession of the circlet. If his concentration is broken before control is established -- for instance, if he has to defend himself against an attack -- he must concentrate again for three rounds. Once control has been established for the first time, it can only be broken as indicated above. To be effective, the circlet cannot be worn with any other headgear; placing it in a helm, for instance, nullifies its powers, though the skeleton warrior is still aware of the circlet's presence.





Skeleton warriors usually fight with two-handed swords, but they can use other weapons as well. Skeleton warriors make all weapon attacks with a +3 bonus to their attack roll; this is an innate ability, the weapon itself is not magical. Only magical weapons affect skeleton warriors. They have a 90% magical resistance. The mere sight of a skeleton warrior causes any creature with fewer than 5 Hit Dice to flee in panic. Skeleton warriors cannot be turned by priests. 





Habitat/Society: Skeleton warriors are usually found near the areas where they died in their former lives, or where they were buried. A skeleton warrior usually has a sizeable collection of treasure, the remnants of a lifetime of adventure. Since a skeleton warrior is preoccupied with recovering its circlet, protecting its treasure is not a priority.





Ecology: Skeleton warriors are used by their controllers as bodyguards, servants, or workers. Since skeleton warriors are obsessed with their circlets and are therefore undependable, evil creatures and other undead seldom associate with them. Skeleton warriors do not eat, sleep, or perform any other physiological functions. 








SPECTRE





CLIMATE/TERRAIN: Desolate dungeons and ruins 





FREQUENCY: Rare





ORGANIZATION: Solitary 





ACTIVITY CYCLE: Darkness and night 





DIET: Nil INTELLIGENCE: High (13-14)





TREASURE: Q(x3), X, Y 





ALIGNMENT: Lawful evil





NO. APPEARING: 1-6 





ARMOR CLASS: 2 





MOVEMENT: 15, Fl 30 (B)





HIT DICE: 7+3 





THAC0: 13





NO. OF ATTACKS: 1 





DAMAGE/ATTACK: 1-8 





SPECIAL ATTACKS: Energy drain





SPECIAL DEFENSES: +1 or better weapon to hit 





MAGIC RESISTANCE: See below 





SIZE: M (6' tall)





MORALE: Champion (15) XP VALUE: 3,000





Spectres are powerful undead that haunt the most desolate and deserted of places. They hate all life and light. Spectres appear as semitransparent beings and are often mistaken for haunts or ghosts. Unlike most undead, spectres retain the semblance and manner of dress of their former life and can be recognized by old friends or through paintings of the persons they used to be. 





Combat: Spectres exist primarily on the Negative Material Plane and can therefore be attacked by beings on the Prime Material Plane only with magical weapons. Daylight makes spectres powerless by weakening their ties to the Negative Material Plane. The chilling touch of a spectre drains energy from living creatures. A successful attack inflicts 1-8 points of damage and drains two life energy levels from the victim. Any being totally drained of life energy by a spectre becomes a full-strength spectre under the control of the spectre which drained him. The victim loses all control of his personality and may become more or less powerful than before, depending on his level and class before becoming a spectre. 





Spectres are immune to all sleep, charm, hold, and cold-based spells, as well as poisons and paralyzation attacks. Holy water inflicts 2-8 points of damage when it strikes a spectre. The water can be splashed on a spectre successfully. A raise dead spell apparently reverses the undead status, destroying the spectre immediately if a saving throw versus spell is failed.





Habitat/Society: Most spectres are solitary, but some enclaves exist where a particularly powerful or lucky spectre has managed to drain mortals of life. This lead spectre is known as the master spectre (always with maximum hit points per die), while the others are known collectively as the followers. In this arrangement, the master spectre almost never engages enemies personally, but instead sends his minions in for the kill. Mortals drained of life by follower spectres are subservient to the master spectre, not the followers. Note that if the master spectre is slain, all followers become independent and can travel anywhere they wish in hopes of becoming master spectres themselves. Once a character becomes a spectre, recovery is nearly impossible, requiring a special quest. Spectres hate light and all life, as both remind them of their undead existence. They are therefore encountered only in places of extreme darkness and desolation, like long-abandoned ruins, dungeons, and subterranean sewers. Contrary to popular mythology, spectres remain highly intelligent and generally rational after the transformation to undeath. Life makes them lament their unlife, and they bear a strong hatred for all those lucky enough to live and truly die. Spectres have enough cunning to plan their attacks, and rival vampires in their skill at remaining hidden from the general populace.





Ecology: No one knows who the first spectre was or how it came to be; the few facts detailed above are all that is known with any degree of certainty.








STIRGE 





CLIMATE/TERRAIN: Forests or subterranean





FREQUENCY: Uncommon





ORGANIZATION: Clusters





ACTIVITY CYCLE: Night 





DIET: Blood 





INTELLIGENCE: Animal (1) 





TREASURE: D 





ALIGNMENT: Nil 





NO. APPEARING: 3-30





ARMOR CLASS: 8 





MOVEMENT: 3, Fl 18 (C) 





HIT DICE: 1+1





THAC0: 17 





NO. OF ATTACKS: 1 





DAMAGE/ATTACK: 1-3





SPECIAL ATTACKS: Blood drain





SPECIAL DEFENSES: Nil





MAGIC RESISTANCE: Nil





SIZE: S (2' wingspan) 





MORALE: Average (8)





XP VALUE: 175





Stirges are bird-like creatures that drink the blood of their victims for sustenance. They have four small, pincer-like legs that they use to clamp onto the necks of their victims. They are rusty-red to reddish brown in color, and their eyes and feet are yellowish. The dangling proboscises of stirges are pink at the tip, fading to gray at the base (near their heads). 





Combat: Due to an instinctive ability to find and attack weak points, stirges attack as 4-Hit Die creatures, rather than 1+1. Their long proboscis inflicts 1-3 points of damage when it hits, and drains 1d4 points of blood every round thereafter. When a stirge drains a total of 12 points of blood from a victim, it becomes bloated and flies off to digest its protein-rich meal. Stirges must be killed to be removed, due to their strong grip. If an attack against an attached stirge misses, make another attack roll against the victim's Armor Class to see if the attack hits the victim instead. Caution is advisable when attempting to remove an attached stirge. 





Habitat/Society: Stirges form nest-like colonies in attics, dungeons, and copses of trees. Although they resemble birds, they hang upside down when sleeping, indicating that stirges may be closely related to vampire bats. Stirges can breed in captivity, but a constant supply of blood is needed. Stirges mostly kill low-level humans, animals and children, so the arrival of these predators in any civilized territory is always a cause for alarm. Fortunately, even a low-level group of adventurers or town militia is usually capable of ending the menace with little or no loss of life. 





Ecology: Stirges have an acute sense of smell, can see in the dark, and can sense heat sources within 200 feet. These senses keep stirges informed when living creatures enter their habitat. Creatures with a natural AC of 3 or better are usually immune to a stirge's blood draining attack, since their hides are too thick to penetrate. As a consequence, huge nests of stirges live symbiotically with some evil dragons. Characters who protect their entire bodies with special leather or better armor (this special armor costs two to three times more than normal armor) can safely approach a stirge. Even the slightest gap in the protection is seen and smelled by the creature, and a successful attack roll means the creature has broken through the weakness and locked on. 





After a stirge has gorged itself by draining blood, it sleeps for one day, plus one day for every 2 points of blood it drank (the maximum sleep period is after drinking 12 points of blood -- seven days). During this period of rest, silent attackers can impose a -2 penalty to the stirges' surprise roll, as the beasts wake slowly and remain drowsy for a few moments. They are most vulnerable at this time. While certain species of stirges prefer to dine on human blood, most are content with any large mammal, like cows, moose, and deer. Experienced druids and rangers usually recognize the traces of a stirge colony by the occurrences of mysteriously drained and dead animals in the vicinity. A stirge colony's territory extends for only a mile in diameter, so stirges move around a lot after they've drained a region of the available blood. Often, the presence of stirges is only discovered long after the colony has departed, making it very difficult to track them. 





Jungle Stirges 





There are rumored to be exceptionally large varieties of stirges deep in the densest tropical jungles. Though they are only 2+2 Hit Die creatures, they attack as 8 Hit Die monsters. Purportedly, they have a paralyzing poison in the tips of their sharp snouts that is highly prized by local tribesmen. Jungle stirges have been known to mingle with giant vampire bats. None of these larger versions have ever been captured or examined by sages, so nothing else is known about their strengths or weaknesses. What little of them is known came from the cannibals and head hunters of the jungle regions. 








TARRASQUE 





CLIMATE/TERRAIN: Any land





FREQUENCY: Unique 





ORGANIZATION: Solitary 





ACTIVITY CYCLE: See below





DIET: Omnivore





INTELLIGENCE: Animal (1)





TREASURE: See below 





ALIGNMENT: Nil 





NO. APPEARING: 1 





ARMOR CLASS: -3 





MOVEMENT: 9, Rush 15





HIT DICE: 300 hp (approx. 70 HD) 





THAC0: -5





NO. OF ATTACKS: 6





DAMAGE/ATTACK: 1-12/1-12/2-24/5-50/1-10/1-10





SPECIAL ATTACKS: Sharpness bite, terror 





SPECIAL DEFENSES: See below





MAGIC RESISTANCE: Nil





SIZE: G (50' long)





MORALE: Champion (15) 





XP VALUE: 107,000 





The legendary tarrasque, for there is fortunately only one known to exist, is the most dreaded monster native to the Prime Material plane. The creature is a scaly biped with two horns on its head, a lashing tail, and a reflective carapace. 





Combat: The tarrasque is a killing machine and when active (see below) eats everything for miles around, including all animals and vegetation. Normal attacks are with its two forelimb claws (1d12 points of damage each), a sweeping tail lash (2d12 points of damage), a savage bite (5d10 points of damage plus acts as a sword of sharpness, severing a limb on a natural attack roll of 18 or better), and two thrusting horn attacks (1d10 points of damage each). Once every turn, the normally slow-moving tarrasque can rush forward at a movement rate of 15, making all horn attacks cause double damage and trampling anything underfoot for 4d10 points of crushing damage.





The mere sight of the tarrasque causes creatures with less than 3 levels or Hit Dice to be paralyzed with fright (no saving throw) until it is out of their vision. Creatures of 3 or more levels or Hit Dice flee in panic, although those of 7 or more levels or Hit Dice that manage to succeed with a saving throw vs. paralyzation are not affected (though they often still decide to run away). The tarrasque's carapace is exceptionally tough and highly reflective. Bolts and rays such as lightning bolts, cones of cold, and even magic missiles are useless against it. The reflection is such that 1 in 6 of these attacks actually bounces directly back at the caster (affecting him normally), while the rest bounce off harmlessly to the sides and into the air. The tarrasque is also immune to all heat and fire, and it regenerates lost hit points at a rate of 1 hit point per round. Only enchanted weapons (+1 or better) have any hope of harming the tarrasque. The Tarrasque is totally immune to all psionics. 





Habitat/Society: It is fortunate that the tarrasque is active only for short periods of time. Typically, the monster comes forth to forage for a week or two, ravaging the countryside for miles around. The tarrasque then seeks a hidden lair underground and lies dormant, sleeping for 5d4 months before coming forth again. Once every decade or so, the monster is particularly active, staying awake for several months. Thereafter its period of dormancy is 4d4 years unless disturbed. The ratio of active to dormant states seems to be about 1:30.





Ecology: Slaying of the tarrasque is said to be possible only if the monster is reduced to -30 or fewer hit points and a wish is then used. Otherwise, even the slightest piece of the tarrasque can regenerate and restore the monster completely. Legend says that a great treasure can be extracted from the tarrasque's carapace. The upper portion, treated with acid and then heated in a furnace, is thought to yield gems (10d10 diamonds of 1,000 gp base value each). 





The underbelly material, mixed with the creature's blood and adamantite, is said to produce a metal that can be forged by master dwarven blacksmiths into 1d4 shields of +5 enchantment. It takes two years to manufacture each shield, and the dwarves aren't likely to do it for free. It is hoped that the tarrasque is a solitary creation, some hideous abomination unleashed by the dark arts or by elder, forgotten gods to punish all of nature. 





The elemental nature of the tarrasque leads the few living tarrasque experts to speculate that the elemental princes of evil have something to do with its existence. In any case, the location of the tarrasque remains a mystery, as it rarely leaves witnesses in its wake, and nature quickly grows over all remnants of its presence. It is rumored that the tarrasque is responsible for the extinction of one ancient civilization, for the records of their last days spoke of a "great reptilian punisher sent by the gods to end the world." Note: Creatures with a minus THAC0 can only be hit on a 1. 








TASLOI 





CLIMATE/TERRAIN: Tropical/Jungles 





FREQUENCY: Rare 





ORGANIZATION: Tribal 





ACTIVITY CYCLE: Night 





DIET: Omnivore





INTELLIGENCE: Low to average (5-10)





TREASURE: Q (x5) 





ALIGNMENT: Chaotic evil





NO. APPEARING: 10-100 





ARMOR CLASS: 5 (6)





MOVEMENT: 9, Cl 15





HIT DICE: 1





THAC0: 19





NO. OF ATTACKS: 2 or 1





DAMAGE/ATTACK: -3/1-3 or by weapon type 





SPECIAL ATTACKS: Surprise





SPECIAL DEFENSES: Nil 





MAGIC RESISTANCE: Nil 





SIZE: S (2'-3' tall) 





MORALE: Average (10)





XP VALUE: Normal: 35 Chieftain: 270 Shaman: 420





Tasloi are long-legged, flat-headed humanoids. They walk in a crouching posture, touching their knuckles to the ground from time to time. Their skins are a lustrous green and are thinly covered with coarse black hair. Their eyes are similar to a cat's and are gold in color. Often they can be heard at night, speaking in their high, whispery voices. Tasloi speak their own tongue and can also speak the languages of monkeys and apes. About 5% of their kind have learned a pidgin common that they use when trading. 





Combat: Tasloi like to hide in tree tops and drop down on the weak and unwary. They are quick and nimble in the trees, but slow and clumsy on the ground. When they are in jungle, their stealthy movements impose a -4 penalty to opponents' surprise rolls. They also hide in shadows, like a thief, with 75% effectiveness. Their infravision enables them to see up to 90 feet in darkness, but they hate daylight and suffer a -1 penalty to their attack roll when fighting in broad daylight. Tasloi carry the following weapons: small shield (AC 5) and javelin -- 20%, club and javelin -- 40%, short sword and small shield (AC 5) -- 10%, javelin and net -- 15%, short sword and net -- 10%, or javelin and lasso -- 5%. Tasloi without shields are AC 6. They customarily carry all javelins and shields on their backs when they travel through the trees.





Tasloi eat anything, but they enjoy all kinds of flesh, especially humans and elves. They normally attack from above, trying to capture if possible. If they gain surprise, they use their 10-foot-diameter nets to trap their prey (the nets totally entangle those of less than 15 Strength; those of 15 or greater Strength need a successful open doors roll to rip the net and escape). If a party is too vigilant or prepared, the tasloi attempt to wear down the group through short, sudden attacks followed by retreat. If possible, tasloi try to steal the enemy's dead after an attack. 





Habitat/Society: The tasloi live in loosely-structured bands of several families. In every band of 70 or more, there is a chief of 5 Hit Dice. There is a 30% chance that any band has a shaman. Tasloi shamans may advance up to 5th level. When found in their lair, in addition to the males, there are females and young equal to 70% and 50% of the number of males, respectively. Females fight as males, but the young do not fight at all. The lair consists of a series of 1d6 large trees with 4d6 platforms 50-100 feet above the ground. All the trees are connected by vines and ropes. There is a 60% chance that the tasloi have 1d6 trained giant spiders and a 20% chance that they have 2d4 trained giant wasps. Tasloi are able to ride these wasps for great distances, and the spiders aid in the construction, protection, and overall maintenance of the tree-village. 





Ecology: It is not known where and how tasloi originated. It is likely they have been around for many millennia, interbreeding in deep isolated jungles. Their primitive lifestyle has probably existed in much the same fashion for thousands upon thousands of years. While certainly among the least fearsome of all jungle creatures, tasloi are perhaps worth worrying about in numbers, or after fleeing encounters with nastier jungle denizens. Tasloi know the location of such lairs and often set up obvious escape routes for any creature that foolishly finds itself confronting the beast. The tasloi then lay their traps along the escape path and wait for the weakened, unsuspecting creatures to run through blindly. This strategy is highly successful, apparently, as the tasloi boast many more trophies than their small size and limited prowess might otherwise indicate. 








THRENXORS





Climate/ Terrain: Any





Frequency: Common





Organization: Clan





Activity Cycle: Any





Diet: Any





Intelligence: mid-high





Treasure: A





Alignment: Chaotic Evil





NO.Appearing: 1-30





Armor Class: 9 or better





Movement: 6''





Hit Dice: 3+1





Thaco: 18





NO. of Attacks: 1





Damage/Attack: 1D4+6 or by weapon +6 (STR 18/00)





Special Attacks: Hurl Small Rocks





Special Defenses: Nil





Magic Resistance: Nil





Size: (4'-5')





Morale: 14





XP Value:75 (125 for leader) 





Appearance: The Threnxors are short, stocky humanoid creatures that have flattenned wide noses, that separates their large purple eyes. Their skin's texture is a light green, yellow or pink. Their arms look too long for their bodies.





Combat: The Threnxors prefered to first attack their opponents by throwing small rocks (2D4 damage) to soften them up and then moving in for close combat.





Habitat/Society: Threnxors live in clans of up to 100 in total. The leader of a clan will have high intelligence, double the attacks, STR of 19, 95% magic resistance and 5 times the normal HD.





Ecology: These creatures do not like other races, thinking that the other races are totally useless in the food chain. If 15 or more are encountered then one will be a leader that will have a high intelligence, having double the HD and double the attacks. If there is 30, one will have four times the normal HD and 50% magic resistance.





Variants: None








TITAN





CLIMATE/TERRAIN: Olympus 





FREQUENCY: Uncommon





ORGANIZATION: Group





ACTIVITY CYCLE: Any





DIET: Omnivore





INTELLIGENCE: Supra-genius to godlike (19-21+)





TREASURE: E, Q (x10), R





ALIGNMENT: Chaotic good 





NO. APPEARING: 1-10 





ARMOR CLASS: 0





MOVEMENT: 36





HIT DICE: 20





THAC0: 5 





NO. OF ATTACKS: 2





DAMAGE/ATTACK: 7-42 (7d6) weapon +14 (strength bonus)





SPECIAL ATTACKS: See below 





SPECIAL DEFENSES: See below





MAGIC RESISTANCE: 50% 





SIZE: G (25+' tall) 





MORALE: Fanatic (17-18) 





XP VALUE: 21,000 (see below)





Titans are gargantuan, almost godlike men and woman. They, quite simply, look like 25' tall people of great physical strength and beauty. They are commonly dressed in traditional Greek garb, favoring togas, loincloths, and such. They wear rare and valuable jewelry and in other ways make themselves seem beautiful and overpowering. In addition to speaking their own language, titans are able to speak the six main dialects of giants. All titans are also conversant in the common tongue as well as that commonly spoken by forest creatures, as these giants have close ties with nature. 





Combat: The basic attack of titans is their great maul (maul of the titans). These monstrous beings are capable of attacking twice in a melee round and inflicting 7-42 points of damage per hit. Titans may choose to make a single other attack in a round. This form of special attack is so destructive and deadly, that a titan will use it only if there are no other options left open. The form of each titan's attack will be different (some kick, some punch, others use a breath attack, lightning, etc.), but the effect is the same for each. The special attack inflicts 10-60 points of damage per hit and can be used every other round. These mighty attacks have been known to destroy buildings and sink ships. Titans can become ethereal twice per day. All titans are able to employ both mage or priest spells (dependent on the individual titan -- only one, not both) as a 20th-level spell caster. In addition, all titans have the following spell-like powers, at 20th level of spell use, usable once per round, one at a time, at will: 





advanced illusion 





alter self 





animal summoning II 





astral spell





bless





charm person or mammal 





commune with nature





cure light wounds





eyebite





fire storm 





hold person 





hold monster 





hold undead





invisibility





levitate





light 





mirror image





pass without trace 





produce fire





protection from evil, 10' radius 





remove fear





remove curse





shield 





speak with plants 





summon insects





whispering wind 





***Titans are not affected by attacks from nonmagical weapons.***





Habitat/Society: Titans are livers of life, creators of fate. These benevolent giants are closer to the well springs of life than mere mortals and, as such, revel in their gigantic existences. Titans are wild and chaotic. They are prone to more pronounced emotions that humans and can experience godlike fits of rage. They are, however, basically good and benevolent, so they tend not to take life. They are very powerful creatures and will fight with ferocity when necessary. To some, titans seem like gods. With their powers they can cause things to happen that, surely, only a god could. They are fiery and passionate, displaying emotions with greater purity and less reservation than mortal beings. 





Titans are quick to anger, but quicker still to forgive. In fits of rage they destroy mountains and in moments of passion will create empires. They are in all ways godlike and in all ways larger than life. And yet is should be noted that titans are not gods. They are beings that make their home in Olympus and walk among the gods. Yet they are not omnipotent, omniscient rulers of the planes. Sometimes their godlike passions and godlike rages make them seem like deities, however, and it is common for whole civilizations to mistake them for deities. In one society, Jeuron, a titan with dominion over knowledge, was revered as a god for centuries. Those mortals built their whole civilization around him and Jeuron revelled in the worship. He even walked among them occasionally to see their love and admiration. But Odin, of the Norse mythos, discovered his deception and punished Jeuron by shackling him to the bottom of the deepest sea for 100 years. 





Titans have a natural affinity for storm giants. Those giants are the closest beings the titans have found to peers and they will readily befriend them. In any group of titans, there is a 35% chance that they will be accompanied by one or more storm giants. Although titans can sometimes be condescending by nature, they never treat the storm giants as subordinates or inferiors. On Olympus, titans have developed a culture similar to what they found there. They wear similar clothing, eat similar foods, play similar music, etc. It is unclear why this has occurred. Perhaps the titans, in a godlike whim, adopted their favorite mortal lifestyle. Such would not be unusual for these great beings. 





Titans primarily dwell in great palaces and mansions in Olympus where they live their lives whimsically. There they will dance, sing, study, debate and engage in all other manner of activities with titanic proportion. If a titan finds something that interests him, it would not be unusual for him to study it in great detail for many weeks, only to leave it when his interest has waned. They may also engage in debates or arguments that last literally for weeks at a time. These debates might end in a jovial laughter and good spirits or in thunder and rage. Such are the whims of titans. 





Ecology: Titans are basically identical to humans, except much larger. What makes them immortal is not known. Perhaps it is their enchanted existence in the halls of Olympus. These giants are commonly known to experience the same range of emotions as humans do. They develop idiosyncrasies as humans do, also. In fact, titan mannerisms emulate those of humans very closely. Again, it is difficult to tell if the titans are whimsically copying humans, or vice versa. Titans, being godlike creatures, tend to be very diverse and unique. Each individual titan (or sometimes group of titans) have a special power is that related to their personality or sphere of influence. These powers are very different, and usually very strong. Some examples of the powers of a titan are explained below: 





Algorn, a titan that has influence over the seas, has the ability to create water whenever he chooses to. This water can be vast as he desires, up to the volume of a medium-sized lake. Algorn can simply cause the water to flow, he can cause it to jet out from his hands (washing away everything in its path away), or he can even cause the water to be frozen.





Mane, a titan with dominion over felines, has the ability to change into a giant form of any cat. When he transforms, he is instantly cured of all wounds, poisons, and diseases. Mane may change into a cat and back again five times per day.





Porphyl is a titan with the power of growth. He may cause any immature life to grow to maturity. Thus, he can cause crops to grow, he can make a boy grow to manhood, etc. Porphyl is very wise and would never abuse his ability. 





Malephus, a titan with influence over law and justice can unerringly detect any spoken lie and any bad intention. He is often used by many greater powers in trials of justice. Malephus is totally honest; he is incapable of lies or deception.





Syllia, a titan with power over love, can remove any negative feelings from any being (except deities and powers). She has the ability to remove hatred, unhappiness, depression, etc. Syllia cannot remove the feeling permanently, but for at least a day or so. The deities of the upper planes often employ her power when trying to stop wars. 





Girzon, a titan with dominion over death, can take the life from any living being. It should be noted that Girzon has never used this ability unless commanded to by a deity. Girzon's restraint and self-control is revered by other titans.





Greater Titans: Rumors exist of a race of titans more powerful still than common titans. These greater titans are said to be very close to the gods and always accompany one (with some deities and powers being attended by more than one greater titan). Perhaps greater titans were formally common titans who have grown so great in power that the gods brought them closer to themselves. Such matters are not common knowledge. It is very difficult to provide combat statistics for greater titans. Like the gods themselves, greater titans are simply not subject to aggression from nondivine beings. They are never harmed by such attacks. 








TREANT 





CLIMATE/TERRAIN: Any forest





FREQUENCY: Rare 





ORGANIZATION: Grove





ACTIVITY CYCLE: Any





DIET: Photosynthesis 





INTELLIGENCE: Very (11-12)





TREASURE: Q (x5), X





ALIGNMENT: Chaotic good





NO. APPEARING: 1-20 





ARMOR CLASS: 0





MOVEMENT: 12





HIT DICE: 7-12 





THAC0: 13 (7-8 HD), 11 (9-10 HD), 9 (11-12 HD) 





NO. OF ATTACKS: 2





DAMAGE/ATTACK: Variable 





SPECIAL ATTACKS: See below





SPECIAL DEFENSES: Never surprised 





MAGIC RESISTANCE: Nil 





SIZE: H (13'-18') 





MORALE: Champion (15-16) 





XP VALUE: 7 HD 2,000 (+1000 per Hit Die)





Treants are strangely related to both humans and trees, combining features of both species. Peaceful by nature, treants can cause great damage when roused to anger. They hate evil things and the unrestrained use of fire. Treants are almost indistinguishable from trees. Their skin is a thick, textured, brown bark. Their arms are gnarled like branches and their legs fit together when standing like the trunk of a tree. Above the eyes and along the head are dozens of smaller branches from which hang great leaves. In winter the leaves of a treant change color but rarely fall out. Treants are very intelligent and often speak a number of languages including their own, elf, dwarf, common, and a smattering of just about all other humanoid tongues (at least enough to say "Get out of my trees!"). 





Combat: The combat ability of treants varies with their size. Young treants (13 or 14 feet) have 7 or 8 Hit Dice and inflict 2-16 points of damage per attack. Middle-aged treants (15 or 16 feet) have 9 or 10 Hit Dice, respectively, and inflict 3-18 points of damage per attack. Elder treants (17 or 18 feet) have 11 or 12 Hit Dice and inflict 4-24 points of damage per attack. Due to their tough, barklike skin, treants have a superior Armor Class rating against almost all weapons. Their only weakness is fire. Any fire-based attack against a treant is at +4 to hit and +1 damage. In addition, treants save against all fire-based attacks at -4. This weakness to fire also applies to animated trees controlled by a treant.





Treants have the ability to animate normal trees. One treant can animate up to two trees. It takes one round for a normal tree to uproot itself. Thereafter the animated tree can move at a rate of 3 per turn and fights as a full-grown treant (12 Hit Dice, two attacks, 4-24 points of damage per attack). A treant must be within 60 yards of the tree it is attempting to animate. Animated trees lose their ability to move if the treant who animated them is incapacitated or moves more than 60 yards away. Treants (regardless of size) and treant-controlled trees can inflict structural damage when attacking a building or fortification.





Habitat/Society: Treants live in small communities, usually amidst old hardwood forests (oak, maple, mahogany, etc.). In the forest treants rarely reveal themselves, preferring not to interact with the more transient lifeforms (anything with a lifespan of 500 years or less). Humans and demihumans have only a slight chance of spotting a treant who is trying to blend in with the trees. Rangers have a fair chance of spotting a treant (10% per level). Treants are intolerant of evil, particularly when fire and the wanton destruction of trees is involved. They hate orcs and goblins with a passion and tend to be suspicious of anyone carrying an ax. Treants have no use for treasure, and usually place all such items somewhere out of sight, such as under a great rock. Occasionally a treant can be convinced to give up his treasure but only when some great good will be accomplished by this generosity. 





Ecology: Treants, like all trees, gain sustenance via photosynthesis. Treants often sleep for long periods of time (anywhere from a few days to several years) during which short roots grow into the ground beneath them gathering water and minerals from the soil. Reproduction is via off-shoot stalks which the female treants then protect and care for until the stalks are grown. The lifespan of a treant is not known, but is several thousand years at least. As they grow older, treants become slower and less agile, sleeping for longer periods and talking less of things that are and more of things that were. Eventually an old treant will not wake up, taking permanent root in the spot where he sleeps and living out the rest of his life as a normal tree. 








TRENGARTHEONS





Climate/ Terrain: Swamps





Frequency: Common





Organization: Pack





Activity Cycle: Any





Diet: Any





Intelligence: High





Treasure: Y





Alignment: Any Evil





NO.Appearing: 1-12





Armor Class: 6 or better





Movement: 6''





Hit Dice: 7





Thaco: 14





NO. of Attacks: 3 or 1





Damage/Attack: 1D8+8/1D8+8/2D4 or by weapon +8 (STR: 20)





Special Attacks: Nil





Special Defenses: Infravision (120")





Magic Resistance: Nil





Size: 6'-7'





Morale: 17





XP Value: 125





Appearance: The Trengartheons are stocky, reddish-green creatures that have a thick hide and an unpleasant smell. They have purple eyes that gleam at night and their hair ranges from a dull black to purple or purhaps red.





Combat: When in combat, they can punch for 1D8 and bite for 2D4. They prefer to carry heavier weapons such as a two-handed swords.





Habitat/Society: Trengartheons live in packs of up to 35 and are lead by the strongest female in the pack. The leader has three times the normal HD, an AC of 0 or better and is accompanied by four other females that have twice the normal HD and an AC of 3 or better.





Ecology: These creatures enjoy a good fight but they are not dumb-witted in combat. They like to have the numbers in their favor before starting anything. They view other races as people to either beat up or to take advantage of.





Variants: None








TRITON





CLIMATE/TERRAIN: Any sea





FREQUENCY: Rare





ORGANIZATION: Community





ACTIVITY CYCLE: Day 





DIET: Omnivore





INTELLIGENCE: High and up (13+) 





TREASURE: M, Q (C, S, T) 





ALIGNMENT: Neutral (good)





NO. APPEARING: 6-60 





ARMOR CLASS: 5





MOVEMENT: Sw 15 





HIT DICE: 3





THAC0: 17





NO. OF ATTACKS: 1 





DAMAGE/ATTACK: By weapon





SPECIAL ATTACKS: See below





SPECIAL DEFENSES: See below





MAGIC RESISTANCE: 90%





SIZE: M (7' tall)





MORALE: Elite (13)





XP VALUE: Normal: 270 





Exceptional (4-6 HD): 650





Exceptional (7-8 HD): 2,000





Mage: 2,000 +1,000 per level over 7th 





Priest: 2,000 +1,000 per level over 7th 





Triton leader: 4,000





Tritons are rumored to be creatures from the elemental plane of Water that have been placed on the Prime Material plane for some purpose unknown to man. They are sea dwellers, inhabiting warmer waters principally but equally able to live at shallow or great depths. The lower half of a triton ends in two finned legs, while its torso, head, and arms are handsomely human. Tritons have a silvery skin that fades into silver-blue scales on the lower half of their bodies. Their hair is deep blue or blue-green. Triton speak their own language as well as those of sea elves and locathah. 





Combat: Tritons carry either tridents (60%) or long spears (40%). Some 25% are also armed with heavy crossbows. When equipped for battle, tritons wear armor made of scales (AC 4). Outside their lair, tritons are 90% likely to be mounted, either on hippocampi (65%) or giant sea horses (35%). These mounts fight in defense of their riders. Exceptional tritons (see below) and triton leaders always carry conch shells with them. Not magical, their sounds are well known to all marine creatures. When blown properly by an exceptional triton, a conch summons 5d4 hippocampi, 1d10 sea lions, or 5d6 giant sea horses.





These creatures swim to the aid of the summoning triton, arriving 1d6 rounds after the conch is first sounded. The conchs can also be sounded to frighten aquatic animals as the fear spell. This latter noise causes all marine creatures within 60 feet and with animal Intelligence or less to flee in panic. Creatures are allowed a saving throw vs. spell to avoid the fear effect, but even those who succeed with their saving throws have a -5 modifier on their attack rolls against the tritons. Triton are reclusive and nonviolent. They normally attack to capture. If a triton is killed in a battle, however, the fight immediately becomes one of retribution. Should the fighting go poorly, the tritons withdraw to their lair to either gather reinforcements or make a last stand. In addition to their other abilities, tritons are nearly impervious to magic with a natural magic resistance of 90%. 





Habitat/Society: Tritons live either in great undersea castles (80% chance) or in finely sculpted caverns (20%). While tritons lean toward good alignment, they are very suspicious of outsiders and have no love for land dwellers in general. Tritons rarely kill, unless provoked, but they are quick to apprehend those who intrude upon their seas. Trespassers found guilty of intentionally entering triton waters or treasure seeking are left "to the fate of the seas." This means being stripped of all belongings and set adrift at least 10 miles from any shoreline. 





Characters ruled innocent by the triton court awaken the next day on some distant shore. Tritons never aid land dwellers unless their own interests are involved in the matter. For every 10 tritons encountered there is an exceptional triton of 4-6 Hit Dice. For every 20 encountered there is an exceptional triton with 7-8 Hit Dice. Groups of 50 or more are always accompanied by a triton leader (AC 2, 9 Hit Dice). There is a 10% chance for every 10 tritons encountered that they are accompanied by a triton mage of 1d6 levels. At a triton lair, the following additional tritons are always found:





60 males (with related exceptional tritons) 





One mage of 7th- to 10th-level ability 





One priest of 8th- to 11th-level ability





Four priests of 2nd- to 5th-level ability





Female tritons equal to 100% of males (2 HD, AC 6) 





Young equal to 100% of males (noncombatants)





There is also a 75% chance that the lair contains 2d6 sea lions as pets/guards.





Ecology: Tritons are omnivorous and live on fish, shellfish, and sea weed. They have no natural enemies save the giant squid, which is immune to the effects of their conch shells. Normal triton live approximately 300 years while their leaders and spellcasters have life expectancies of 500 years or more. 








UMBER HULK





CLIMATE/TERRAIN: Subterranean 





FREQUENCY: Rare 





ORGANIZATION: Solitary





ACTIVITY CYCLE: Any 





DIET: Carnivore 





INTELLIGENCE: Average (8-10) 





TREASURE: G 





ALIGNMENT: Chaotic evil 





NO. APPEARING: 1-4 





ARMOR CLASS: 2





MOVEMENT: 6, Br 1-6 





HIT DICE: 8+8 





THAC0: 11 





NO. OF ATTACKS: 3 





DAMAGE/ATTACK: 3-12/3-12/1-10





SPECIAL ATTACKS: See below





SPECIAL DEFENSES: Nil 





MAGIC RESISTANCE: Nil 





SIZE: L (8' tall, 5' wide) 





MORALE: Elite (13) 





XP VALUE: 4,000 





Umber hulks are powerful subterranean predators whose ironlike claws allow them to burrow through solid stone in search of prey. Umber hulks are tremendously strong, standing nearly 8 feet tall and over 5 feet wide. Muscles bulge beneath their thick, scaly hides and their powerful arms and legs all carry great claws. They have no necks to speak of, but the head features a powerful maw with rows of triangular teeth and 8-inch mandibles capable of biting through any hide or bone. Most peculiar of all are the four round eyes, spaced evenly across each umber hulk's forehead. Umber hulks are black, shading to a lighter shade of yellowish gray on the front. Their eyes are mere blackened dots each the size of a small coin. Umber hulks have their own language. 





Combat: For all of their monstrous features, umber hulks are intelligent opponents. They usually dig to a point adjacent to a main corridor, then wait, peeking through a crack they've made, until likely prey walks by. The umber hulk then springs out upon its startled victim. When using this technique, opponents have a -5 modifier on their surprise rolls. Other tactics involve planned cave-ins and dead-end tunnels where an umber hulk can wait for victims to come to him. Their burrowing rate varies from 10 feet per turn in solid stone to 60 feet per turn in soft earth. In melee, umber hulks can deliver a vicious bite but, understandably, their main weapon is their great claws.





Worse, looking into an umber hulk's eyes causes confusion, as per the spell, unless a saving throw versus spell is made. In addition to this special confusion attack the outer eyes of an umber hulk provide the creature with infravision to a distance of 90 feet. The one saving grace when fighting an umber hulk is their speed. Their gait is slow and ponderous and their balance is poor in wide spaces. Umber hulks never fight to the death unless cornered (which is rare, since the creature can dig through stone). If hard pressed, an umber hulk won't hesitate to cause a cave-in (25% chance of success per round) and then dig his way to freedom. 





Habitat/Society: Umber hulks dwell in the depths of the earth. They raid dungeons for food, much the way anteaters raid ant colonies, eating their fill and then moving on to let the "colony" recover. Umber hulks are usually solitary hunters. Males and females mate, then go their separate ways. One to three young are born about a year later in a special nursery which has been hollowed out by the female. Two years later, once the hulklings are big enough, the female begins taking them with her when hunting. It is during this period that unfortunate victims may stumble across more than one umber hulk at a time. No umber hulk culture is known, but it is rumored that there may be entire cities of these beings underground with tunnels that radiate out, like threads in a spider's web, toward the nearer dungeons and mountain ranges. If true, this would explain much, for umber hulks seem to disappear or spring up in a region at will and always take great care in hiding their tunnels behind them. 





Ecology: Umber hulks eat young purple worms, ankhegs, and similar creatures. Their favorite prey, however, is humankind. 








UNICORN 





CLIMATE/TERRAIN: Temperate sylvan woodlands





FREQUENCY: Rare 





ORGANIZATION: Family 





ACTIVITY CYCLE: Day 





DIET: Herbivorous





INTELLIGENCE: Average (8-10) 





TREASURE: X





ALIGNMENT: Chaotic good 





NO. APPEARING: 1-6 





ARMOR CLASS: 2 





MOVEMENT: 24





HIT DICE: 4+4





THAC0: 15





NO. OF ATTACKS: 3





DAMAGE/ATTACK: 1-6/1-6/1-12





SPECIAL ATTACKS: Charge 





SPECIAL DEFENSES: See below 





MAGIC RESISTANCE: Nil 





SIZE: L





MORALE: Elite (14)





XP VALUE: 650





Unicorns dwell only in temperate woodlands, away from human habitation. These fierce but good creatures shun contact with all but sylvan creatures (dryads, pixies, sprites, and the like); however, they will show themselves to defend their woodland home. Powerful steeds with gleaming coats of pure white hair, unicorn eyes are usually deep sea blue or fiery pink. Long, silky white strands of hair hang down from the mane and forelock. A single ivory-colored horn, 2 to 3 feet in length, grows from the center of each unicorn's forehead. Males are distinguished by the white beard beneath the chin; females by their more elegant and slimmer musculature. The hooves of a unicorn are cloven and yellow-ivory in color. Unicorns speak their own language as well as those of other sylvan creatures and elves. 





Combat: Unicorns can sense an enemy from 240 yards away. Likewise, unicorns move very silently, so opponents are penalized -6 on their surprise rolls. Unicorns can kick with their front hooves and thrust with the horn each round. Due to the horn's magical nature, it always has a +2 bonus to hit. Unicorns can charge into battle, using the horn like a lance. To make this charge, there must be at least 30 feet of open space between the unicorn and his opponent. Opponents struck by a charging unicorn suffer 3-36 points of damage from impaling.





Unicorns may not attack with their front hooves in the round they charge. Once per day a unicorn can use a teleport spell of limited range. This spell will transport the unicorn (and its rider) to any place that the unicorn desires, up to 360 yards away. Unicorns often use this ability as a last resort to avoid death or capture. In addition, unicorns can never be charmed or held by magic. They are immune to death spells and make all saving throws against spells as if they were wizards of 11th level. Unicorns are immune to poison.





Habitat/Society: Unicorns mate for life and make their home in an open dell of the forest they have chosen to protect. There, in the boles of the trees, unicorns etch a glyph, recognizable to sylvan creatures, indicating that the forest is under unicorn protection. Rangers have a 10% chance per level of determining correctly whether a forest is guarded by unicorns. Once a woodland has a unicorn protector, no other unicorn will enter that forest unless the forest is very large. Each family of unicorns stakes out a territory approximately 400 square miles (20 miles by 20 miles). Travelers may pass through a unicorn's forest freely and even hunt there, but anyone killing for sport or damaging the forest maliciously will be attacked if the unicorn is nearby (10% chance). The ferocity of this attack is determined by the evil of the trespasser.





Truant youths throwing stones at animals, for example, would be driven off with just a few bruises as a reminder, while pillaging orcs would be hunted down and slain. Lone unicorns occasionally allow themselves to be tamed and ridden by a human or elf maiden of pure heart and good alignment. A unicorn that submits once and is treated kindly will act as the maiden's steed for life, even carrying her beyond the realm of his forest if she so desires. Unicorns make exceptionally loyal mounts and will protect their riders even unto death.





Ecology: Unicorns are herbivores, living on tender leaves and grasses. Their only enemies are griffons and those creatures who destroy forests, in particular red dragons and orcs. The life span of unicorns has never been recorded but is known to surpass 1,000 years. They are believed to maintain their youth until death is only weeks away. The secret to this longevity is the strong magical nature of the horn. Unicorn horns are highly sought after, since possession of one is a sovereign remedy against all poisons. Alternately, a single horn can be used, by an alchemist, to manufacture 2-12 potions of healing. Unicorn horns sell for 1,500 gold pieces or more on the open market. 








VAMPIRE





CLIMATE/TERRAIN: Any land 





FREQUENCY: Rare





ORGANIZATION: Solitary





ACTIVITY CYCLE: Night 





DIET: Special





INTELLIGENCE: Exceptional (15-16)





TREASURE: F 





ALIGNMENT: Chaotic evil 





NO. APPEARING: 1-4





ARMOR CLASS: 1





MOVEMENT: 12, Fl 18 (C) 





HIT DICE: 8+3 





THAC0: 11





NO. OF ATTACKS: 1





DAMAGE/ATTACK: 5-10





SPECIAL ATTACKS: Energy drain 





SPECIAL DEFENSES: +1 or better magical weapon to hit 





MAGIC RESISTANCE: See below 





SIZE: M (5½'-6½')





MORALE: Champion (16)





XP VALUE: Western 8,000 Eastern 9,000 





Of all the chaotic evil undead creatures that stalk the world, none is more dreadful than the vampire. Moving silently through the night, vampires prey upon the living without mercy or compassion. Unless deep underground, they must return to the coffins in which they pass the daylight hours, and even in the former case they must occasionally return to such to rest, for their power is renewed by contact with soil from their graves. One aspect that makes the vampire far more fearful than many of its undead kindred is its appearance. Unlike other undead creatures, the vampire can easily pass among normal men without drawing attention to itself for, although its facial features are sharp and feral, they do not seem inhuman. In many cases, a vampire's true nature is revealed only when it attacks. There are ways in which a vampire may be detected by the careful observer, however. Vampires cast no reflection in a glass, cast no shadows, and move in complete silence. 





Combat: When engaging in combat, vampires are savage and fearsome opponents. They are physically very powerful, with a Strength score of 18/76, receiving a bonus of +2 to hit and +4 to damage. The crushing blows of a vampire's attack are so fierce that they inflict 5-10 points of damage. The gaze of a vampire is one of its most powerful and dangerous weapons. Any person who allows the vampire to look into his eyes will be affected as if by a charm person spell. Due to the power of this enchantment, a -2 is applied to the victim's saving throw vs. spell. In this manner, vampires are often able to pass posted sentries and surprise their chosen victims. Like all undead creatures, vampires exist in both the Positive Material and Negative Material planes at the same time. Their powerful negative essence allows them to drain two life energy levels from anyone they strike. If the vampire is making use of some form of weapon in the attack, it cannot employ this power. 





Weapons of less than +1 enchantment pass through vampires without harming them in any way. Even if attacked with and harmed by magical weapons, vampires regenerate 3 hit points per round. If reduced to zero hit points, a vampire is not destroyed, but is forced to assume gaseous form. Once in this state, it will attempt to flee and return to its coffin where, after eight hours of rest, it regains its corporeal form.





If the defeated vampire is unable to reach its coffin within 12 turns, however, its essence breaks up and the creature is truly destroyed. Sleep, charm, and hold spells do not affect vampires. Similarly, they are unharmed by poisons and immune to paralysis. Spells that are based on cold or electricity cause only half damage. At will, vampires are able to disperse their bodies into clouds of elemental vapor and assume gaseous form. In this state, they are all but immune to attack and can escape from almost any confinement. In addition, vampires can shape change so as to take on the form of a large bat (hence the flying movement rate given above).





Vampires can summon lesser creatures for aid. In a subterranean environment, they will typically call forth a swarm of 10-100 rats or bats. In the case of the latter, these do not physically attack but serve to confuse and obscure the vision of the vampire's foes. In the wilderness, a vampire will normally call upon 3-18 wolves for assistance. In all cases, the summoned animals arrive in 2-12 rounds. At will, a vampire can use a spider climb ability and scale sheer surfaces. Often, they will employ this power to gain access to rooms on upper floors without alerting those on watch downstairs. This power also permits the vampire to seek refuge in places which are all but beyond the reach of mortal men.





Despite the great powers which vampires obviously possess, they are not without weaknesses of their own. The odor of strong garlic repels them and they will not approach it. Further, they will recoil from the face of a mirror or lawful good holy symbol if either of these is presented to them with courage and conviction. It is important to understand, however, that this will not actually harm the vampire in any way nor drive it off. Garlic will prevent the creature from attacking or entering the area, while mirrors and holy symbols force the vampire to find some means of removing the offending object before it can be bypassed. In most cases, the vampire will seek to overcome these hazards with the aid of its minions.





For example, a charmed person might be called upon to attack someone who is holding the vampire at bay with a holy symbol. Another important point to keep in mind is that a lawful good holy symbol will affect the vampire regardless of the vampire's original religious background. Vampires which are splashed with a vial of holy water or struck with lawful good holy symbols are burned by them, suffering 2-7 points of damage. Just as vampires can be kept at bay, so too can they be slain by those who have the knowledge to do so. Any vampire which is exposed to direct sunlight is instantly rendered powerless and, after one round, utterly annihilated. If the vampire can be immersed in running water, it loses one-third of its hit points each round, until destroyed on the third round. Last, a vampire can be killed by having a wooden stake driven through its heart. In this case, however, the creature can be restored simply by removing the stake if further measures are not taken to ensure the fate of the vampire. In order for it to be completely destroyed, the vampire's head must be cut off and its mouth stuffed with holy wafers (or their equivalent). In addition to its aversion to items like garlic and holy symbols, the vampire acts under many other limitations. One of the most powerful of these is the creature's inability to enter a home without being first invited to do so by a resident of the dwelling. This does not apply to public buildings and places of business which, by their very nature, extend an ``invitation'' to all.





Once a vampire has been invited to enter a residence, it may come and go freely afterward. A common manner for obtaining permission to enter a home is the use of the vampire's gaze to charm a servant or other inhabitant. Any human or humanoid creature slain by the life energy drain of a vampire is doomed to become a vampire himself. Thus, those who would hunt these lords of the undead must be very careful lest they find themselves condemned to a fate far worse than death. The transformation takes place one day after the burial of the creature. Those who are not actually buried, however, do not become undead and it is thus traditional that the bodies of a vampire's victims be burned or similarly destroyed. Once they become undead, the new vampire is under the complete control of its killer. If that vampire is destroyed, the controlled undead are freed from its power and become self-willed creatures. In most cases, vampires do not lose the abilities and knowledge which they had in life when they become undead. Thus, it is possible for a vampire to have the powers of, for example, a wizard, thief, or even priest. In all cases, of course, the new vampire becomes chaotic evil. 





Habitat/Society: Vampires live in areas of death and desolation where they will not be reminded of the lives they have left behind. Ruined castles or chapels and large cemeteries are popular lairs for them, as are sites of great tragedies or battles. Vampires often feel a strong attachment to specific areas with some morbid significance, like the grave of a suicide or the site of a murder. When deciding on a course of action or planning a campaign, vampires move very slowly and meticulously. It is not uncommon for a vampire to undertake some scheme which may take decades or even centuries to reach its conclusion. Because of the curse of immortality that has fallen upon them, they feel that time is always on their side and will often defeat foes who might otherwise overcome them; the vampire can simply go into hiding for a few decades until the passing of the years brings down its enemies. Vampires are normally solitary creatures.





When they are found in the company of others of their kind, the group will certainly consist of a single vampire lord and a small group of vampires which it has created to do its bidding. In this way, the vampire can exert its power over a greater range without running the risk of exposing itself to attack by would-be heroes. In general, vampires feel only contempt for the world and its inhabitants. Denied the pleasures of a true life, they have become dark and twisted creatures bent on revenge and terror. When a vampire creates another of its kind, it considers the new creature a mere tool. The minion will be sent on missions which the vampire feels may be too dangerous or unimportant for its personal attention. If the need arises, these pawns will gladly be sacrificed to protect or further the ends of their master.





Ecology: The vampire has no place in the world of living creatures. It is a thing of darkness that exists only to bring about evil and chaos. Almost without exception, the vampire is feared and hated by those who dwell in the regions in which it chooses to make its home. The vampire's unnatural presence is all-pervasive and will cause dogs and similar animals to raise a cry of alarm at the presence of the creature.





Vampires sustain themselves by draining the life force from living creatures. Unless they have a specific need to create additional minions, however, they are careful to avoid killing those they attack. In cases where the death of a victim is desired, the vampire will take care to see that the body is destroyed and thus will not rise as an undead. Eastern Vampires: This breed of vampire is, if anything, even more frightful than its western cousin. Although they share many of the western vampire's strengths and weaknesses, they have the ability to fade from sight at will. Once they have become invisible, they receive all of the normal bonuses which such a state normally bestows, including being attacked at -4. These monsters are unable to charm their victims, however, and cannot assume gaseous form at will as western vampires can. 








WERE RAT (Desert Hybrid)





Climate/ Terrain: desert





Frequency: rare to common





Organization: pack





Activity Cycle: night





Diet: carnivorous





Intelligence: mid-high





Treasure: individuals nil (layer R)





Alignment: chaotic evil





NO.Appearing: 4-12





Armor Class: 5 





Movement: 18''





Hit Dice: 7





Thaco: 13





NO. of Attacks: 3





Damage/Attack: 1d6+1/1d6+1/2d6





Special Attacks: disease (see below)





Special Defenses: Immune to additional effects of silver which normally effect Lycanthrope creatures.





Magic Resistance: 25%





Size: M (5-7')





Morale: 19 fearless





XP Value: 1,800 ea





Appearance: These strong but agile were creatures live within the mighty Plains of Red. They usually stand 6' in height by have been known to be smaller or larger. They have strong talons and razor sharp teeth which they use to shred their prey to pieces. They appear to be Human from afar, but once anyone gets within 50' of these creatures it is quite apparent that they are anything but Human. They have the head of a giant rat, the body shape of a human and a small wispy fox-like tail protruding from their hind quarters. Any being with a keen sense of smell can smell a were rat from a fair distance. Their rotted meat smell is intensified during hot sunny days, thus this is the reason they hunt at night.





Combat: These were creatures hunt wildly at night. Running across the desert, slaughtering anything which is unfortunate enough to get in the way. They posses strong forearms which are used to rip their claws through almost any thickness of flesh , and latch onto victims with their 1-2 inch fangs which protrude from their upper and lower jaws. If a Were Rat successfully bites a victim there is a 5% chance they will contracts a disease within the next month. The severity of this disease is totally random. Desert Were Rats are extremely aggressive and will attack encampments or small villages regardless of number. If more than half the pack is killed during a single raid the remaining were rats will flee the area, perhaps to return later to try and finish off the task they initially started out to do.





Habitat/Society: Were Rat's have been discovered living in small underground caverns in packs of up to 57 in total. They usually inhabit dark, gloomy desert caves and hunt in packs of 4-20 members, they are almost never encountered as individuals.





Ecology: These creatures usually live deep within vast deserts or other type wastelands, far from civilization. They are never found near large populations. At night when the moon appears these rat-like creatures grow into their were forms and ravage the countryside.





Variants: The common Were Rat








WINGED, SNAKE





CLIMATE/TERRAIN: Tropical/Forests 





FREQUENCY: Rare 





ORGANIZATION: Flocks 





ACTIVITY CYCLE: Any 





DIET: Herbivore 





INTELLIGENCE: Semi (2-4) 





TREASURE: Nil 





ALIGNMENT: Neutral 





NO. APPEARING: 2-8 





ARMOR CLASS: 5 





MOVEMENT: 12, Fl 18 (B)





HIT DICE: 4+4 





THAC0: 15





NO. OF ATTACKS: 1 





DAMAGE/ATTACK: 1-4 





SPECIAL ATTACKS: Poison, spark shower 





SPECIAL DEFENSES: Immune to electricity 





MAGIC RESISTANCE: Nil





SIZE: L (8-10' long)





MORALE: Average (9) 





XP VALUE: 1,400 





Winged serpents, sometimes called spark snakes, are colorful reptiles that dwell in Zakhara's forests and jungles. Winged serpents come in many colors, ranging from sky blue and emerald green to raspberry red. They are supported by invisibly swift, gossamer wings, making them resemble reptilian hummingbirds. When their delicate wings are folded back, winged serpents can spider climb at will. 





Combat: Winged serpents move with liquid grace and devastating speed. They always receive a -3 bonus to initiative. The bite of a winged serpent inflicts 1d4 points of damage and injects the victim with a corrosive, acidic fluid. This poison has an onset time of 1 round and inflicts an additional 2d8 points of damage for the following 2 rounds (half damage if a save vs. poison is made). By far the most dangerous attack of these reptiles is their sparking breath weapon. Their wings beat so quickly that they build up a static charge from the ambient air (especially in the humid forest). 





A winged serpent can discharge this static electricity from its mouth in a spark shower, a cloud of dancing sparks and electrical energy 10 feet in diameter. Those caught in the area of effect take 2d8 (2-16) points of damage (half if a save vs. breath weapon is made). The spark shower will also ignite any exposed flammable objects, like clothes, hair, dry wood, or lamp oil. Once it has been discharged, it takes one turn for a winged serpent to build its static charge back up. All winged serpents are immune to electricity. Winged serpents are vulnerable to fire-based attacks (especially their delicate wings), against which they save at penalty of -2. If a winged serpent fails its saving throw against a fire attack, assume that its wings are incinerated. Although this won't affect its ability to bite a victim, the serpent cannot use its breath weapon until the wings grow back.





Habitat/Society: Winged serpents must eat constantly in order to survive. They flit about the jungle in small flocks, searching for tropical fruits, from which they draw their nourishment. A winged serpent will fly up to one and inject it with corrosive venom. The venom breaks down the fruit into a soft, juicy mixture, partially digesting the fruit while it still remains in its skin. The serpent will then suck out the fruity pulp through the incisions made by its fangs. A typical winged serpent will eat roughly 10 times its weight in fruit each day, just to stay alive. Winged serpents mate as often as they eat (i.e., incessantly), although they do not care for their young, which are born live and wingless. They are born with their spider climbing ability, which helps them climb fruit trees and search for food. The young are dark green in color to help them blend in better with the foliage, gaining their chromatic hues only after their wings mature. During the first few months of life, winged serpents are extremely vulnerable to an entire host of predators that roam the jungle heights (including mundane snakes, monkeys, and giant insects). Vestigial wings appear after a month of life, and become fully functional after three months. Winged serpents have no permanent lair and hoard no treasure. 





Ecology: Winged serpents play an important role in the jungle ecology. Like giant bees, they transport pollen from fruit tree to fruit tree and help with the distribution of seeds throughout the jungle. As adults, they have no natural enemies. If captured during their first month of life before their wings have matured, they make excellent (if expensive) pets. They must consume a great quantity of fruit to survive, eating on average 100 gp worth of fruit each month (this cost might be reduced if a large orchard is available). A skilled animal trainer can teach a winged serpent up to three tasks or tricks per point of intelligence, which the creature will gladly perform (provided a supply of fresh fruit is constantly at hand). They can even be trained as guardians, although rogues have quickly discovered that unless they are extremely well-trained, they can be easily distracted by a decoy of aromatic, fresh fruit. Few useful by-products can be obtained from a winged serpent. Their poison decomposes almost immediately after exposure to air, and their hide is too thin and fragile to serve as good leather. Their wings, however, if powdered and mixed with ink, can be used to inscribe a protection from lightning scroll. 








BAAK 





Climate/Terrain: Any (mostly Outer Planes) 





Frequency: Very Rare 





Organization: Solitary 





Activity Cycle: All 





Diet: None 





Intelligence: Supra-Genius (20) 





Treasure: Nil 





Alignment: Lawful Good 





No. Appearing: 1 





Armor Class: -15 





Movement: 0' 





Hit Dice: 100 (app 1,000 hit points) 





THAC0: None 





No. Of Attacks: None 





Damage/Attack: None 





Special Attacks: Spells 





Special Defenses: See Below 





Magic Resistance: 100% 





Size: Any 





Moral: Fearless (20) 





XP Value: 196,755 





Baaka are magical constructs created by Immortals of the sphere of matter to guard their goods. They can be shaped as anything, and are made out of pure diamond (making them virtually indestructible). Baaka are always one single color, with most being black. 





Combat: Baaka have no natural attack forms, just like they cannot move. However, baaka can cast spells like a 30th level mage, without a limit to the number of times they can cast a spell. Baaka are completely immune to mortal magics. They only take minimum damage from any mortal weapon. Like other constructs, they are immune to poisons and magics that effect the mind. Baaka do not try to hide their existence. Those not permitted to pass that show hostile intentions will soon be looking down the barrel of a fireball. Baaka that are reduced below 50% of their hit point will use a heal spell to return them to full hit points (ouch!). 





Habitat/Society: Baaka are perfect guardians. They never sleep, eat, or relent in the attack. They also have one other good use. Chains made of baaka are the only things that can contain an Immortal’s manifestation form. 





Ecology: Whenever a baaka is hit, a diamond worth 1,000 gp per hit point of damage is chipped loose. Baaka are usually ordered to drive off intruders, rather than kill them (they are lawful good, after all). 








DRAEDEN 





Climate/Terrain: Vacuums in the Prime, Outer Planes 





Frequency: Very Rare 





Organization: Solitary 





Activity Cycle: Any 





Diet: Matter 





Intelligence: All-Knowing (100) 





Treasure: Special 





Alignment: Chaotic Neutral 





No. Appearing: 1 





Armor Class: -20 





Movement: Fl 18 miles (A) 





Hit Dice: 101-200 (505-1,000 hit points) 





THAC0: 1 





No. Of Attacks: Up to 40 





Damage/Attack: 1d100 each 





Special Attacks: Swallow Whole 





Special Defenses: See Below 





Magic Resistance: 99% 





Size: Really Big 





Moral: Fearless (19) 





XP Value: 176,500-376,500 





Draeden are much feared beings that float through the voids of the Outer Planes. They look like a cluster of up to 40 tubular strands, all symmetrically attached at a central node. The node is spherical and ridged, suggesting the shape of a brain; it is the equivalent of a stomach and contains several thousand boulders to aid in digestion. The Draeden’s intelligence reside in a neural network that spans the entire creature. 





Combat: Draedens will just eat whatever they come across whole! After all, they are 1,000 feet in length per hit die, so I think they could do it. Other notes about it are a creature that any who see it must save vs spells. If they succeed, they see the creature’s real form (which is bad enough!). If they fail, they will see what to them is the strongest, deadliest creature (only a tarrasque. But if they ever really see a draeden, chances are it is the deadliest thing they’ve ever seen). As for the swallow, it only does 1d10 initial damage, but each round thereafter they take 1d100 from the boulders rolling around in its stomach. Oh, and if they weren’t bad enough, they can cast spells like a baak. 





Habitat/Society: Draedens think they own all of the multiverse. Maybe it’s because they are older than any current Immortal. Immortals believe they have a home in some undiscovered Outer Plane. Lucky for the universe, their are only 1,000 draedens in existence. 





Ecology: Draedens are destroyers of worlds and conquers of galaxies. They eat any type of matter as soon as they com across it. However, a draeden cannot swallow something that is larger than 1,000 miles across in one bite. They also will not swallow something dangerous instantly, preferring to bite away at them until they are very, very dead (about one round, I would guess). 








FLICKER 





Climate/Terrain: Astral, Fire, Outer Planes 





Frequency: Uncommon 





Organization: None 





Activity Cycle: Any 





Diet: Energy 





Intelligence: 1d12+16 





Treasure: Nil 





Alignment: Chaotic Good 





No. Appearing: 1-4 





Armor Class: 10 





Movement: 36 miles 





Hit Dice: 9 





THAC0: None 





No. Of Attacks: None 





Damage/Attack: None 





Special Attacks: Power Combat 





Special Defenses: None 





Magic Resistance: 100% 





Size: T (¼” diameter) 





Moral: Champion (15) 





XP Value: 3,700 





Flickers are beings composed of light and energy. They appear as a strand of multi-colored lights. One end seems to move in complex paths within a maximum space of 100 cubic feet, while the other end seems to be dragging along behind it. The patterns they form are there way of speaking. If the pattern is smooth and flowing, the flicker is calm and peaceful; if the lines are jagged, the flicker’s excitement or irritation has increased. 





Combat: Against mortals, flickers can do nothing (but mortals can’t harm them either...weapons pass through). For Immortals, they could use a strong form of psionics called Power Combat, but that will not be explained here. 





Habitat/Society: Flickers are well liked by Immortals of all spheres. They are almost seen as pets (which annoys the intelligent flickers), and are kept to add color and beauty to an area. Flickers mainly serve adding interest, color, and a sense of alieness to other planes the PCS visit. 





Ecology: Flickers once lived only on the home plane of a long gone Immortal that created them. However, they grew in intelligence, and learned to leave the plane. Now all Immortals of the sphere of Energy can create them, much like Immortals of Matter create Baaka. 








JUMPER 





Climate/Terrain: Astral and Outer Planes 





Frequency: Rare 





Organization: Pack 





Activity Cycle: Any 





Diet: Time 





Intelligence: 1d6+20 





Treasure: Nil 





Alignment: True Neutral 





No. Appearing: 1d8 





Armor Class: -7 (-2 arms) 





Movement: 45 





Hit Dice: 11 to 30 (5 hit points per die) 





THAC0: 9 to 1 





No. Of Attacks: 12 





Damage/Attack: 2d6 each (arms) 





Special Attacks: Time Leech 





Special Defenses: Thieving Skills 





Magic Resistance: 100% 





Size: L (12'-14')





Moral: Fearless (19) 





XP Value: 4,300 to 21,750 





Jumpers look much like large marine brittle stars; they are one inch in length per hit die with their arms 1 foot per hit die. The center is the shape of a decahedron (d12), and each side has one arm extending from it. 





Combat: Jumpers are thieves, and attack like them. They have every thieving skill of a 30th-level thief. They can attack with up to 5 tentacles on one target, using all 12 in a round. When a mortal is hit by a tentacle, they age 10-40 (1d4 x 10) years (no save). Each successful time-jump used in combat, a jumper heals 5 hit points. If the jumper is already at full hit points, he will gain one hit die the next jump, starting with only 1 new hit point. Jumpers can also attempt Power Combat. 





Habitat/Society: Jumpers are the thieves of the Immortals, highred by them in trade for time. They want only self gratification. 





Ecology: Jumpers thrive on time. As stated before, jumpers grow stronger when they absorb the time of mortals and Immortals. From Immortals, they take payment of 5 to 50 days per mission apiece, but their morale with Immortals is only 14, so they can be trusted. 








LAVA OOZE 





Climate/Terrain: Volcano 





Frequency: Very Rare 





Organization: None 





Activity Cycle: Any 





Diet: None 





Intelligence: Non (0) 





Treasure: Nil 





Alignment: Chaotic Neutral 





No. Appearing: 1-3 (2-8) 





Armor Class: 5 





Movement: 9 





Hit Dice: 9 





THAC0: 11 





No. Of Attacks: 3 





Damage/Attack: 4d6 each (pseudopods) 





Special Attacks: Lava Coating 





Special Defenses: Fire and Mind attack Immunity 





Magic Resistance: Fire/Mind magic, psionics 





Size: l (15') 





Moral: Fearless (20) 





XP Value: 975 





This strange creature appears to be shapeless puddles of lava, about 10'x10' in size. The ooze is native to the Prime, but can live in the Fire Plane for any length of time





Combat: Lava Ooze can sense movement up to 60' away. Being liquid, it can flow through openings and cracks, and will usually do so to gain the element of surprise. It attacks by extending up to 3 pseudopods per round from its fluid body as far as 15' away. A hit not only causes 4d6 damage, but it coats its victim in lava causing 3d6 points of damage each round for 1d4 rounds (multiple hits do not increase the damage, but the durations are cumulative). All lava ooze attack until death. Habitat/Society: Lava ooze are mindless creatures. They do not form any type of communities, though more than one will usually be living in the same place. 





Ecology: Lava ooze seem to spring into existence around places of great heat, usually volcanic mountains. Though no one knows of the lava ooze’s exact method of production, sages speculate that if a lava flow comes in contact with heavy saturation of magic residue (from large magical battles or duels), it has the tendency to take on some of that magic and gain life, all be it a strange and warped version of life. 








MALFERA 





Climate/Terrain: Any (Demiplane of Nightmares) 





Frequency: Very Rare 





Organization: Tribal 





Activity Cycle: Night 





Diet: Got Me? 





Intelligence: Average (10) 





Treasure: E 





Alignment: Chaotic Evil





No. Appearing: 1 (1-2) 





Armor Class: 3 





Movement: 6 





Hit Dice: 11 





THAC0: 11 





No. Of Attacks: 3 





Damage/Attack: 1d10/1d10 (claws)/1d6 (bite) 





Special Attacks: Breath 





Special Defenses: See Below 





Magic Resistance: 100% (0%) 





Size: l (8') 





Moral: Fearless (19) 





XP Value: 2,000 





Hailing from the Demiplane of Nightmares, this hideous beast appears very elephant-like, with a short trunk and short horns on the head. The trunk has horns protruding from either side; the chest of a malfera is a mass of slimy tentacles. The arms end is large, deadly pinchers. 





Combat: Malfera will attack with both pinchers and a bite. If both pinchers hit the same target, they automatically draw the victim to the tentacles and are held. The tentacles are coated with acid, and do 2d6 points of damage each round. Victims can only be freed when the creature dies. Also, malfera’s breath is poisonous, and those hit with the bite must save vs poison (at a +3) or die. Malfera are immune to acid and magic from the Prime Plane. They can only be struck by +1 or better weapons. Also, malfera can always detect invisible and open every door as if they had a knock spell. 





Habitat/Society: Malfera live in the worst places (and for the Demiplane of Nightmares, that’s bad). They live in primitive tribal cultures, based around the strongest. 





Ecology: Malfera have no place in the ecology of the Prime, and are rarely every seen there. As for the Demiplane, they are a major annoyance to the Diabolus, who seek to eradicate them as soon as they are found. 








NOSFERATU 





Climate/Terrain: Any Land 





Frequency: Very Rare 





Organization: Soliatry or Pair 





Activity Cycle: Any (Usually Night) 





Diet: Special





Intelligence: Exceptional (15-16) 





Treasure: F 





Alignment: Neutral Evil (Any) 





No. Appearing: 1-4 





Armor Class: 2 (Base) 





Movement: 12, Fl 18 (B)





Hit Dice: 9 (or by level) 





THAC0: 11 





No. Of Attacks: 1 





Damage/Attack: 1d4 (bite) or by weapon 





Special Attacks: Charm 





Special Defenses: Silver/magical weapons to hit; Regeneration 





Magic Resistance: See Below 





Size: M (5'-6') 





Moral: Fanatic (17) 





XP Value: 9,000 





Stalking the night or day are the dreaded nosferatu, more feared than even the vampire. They can appear as normal humans (though slightly paler), and they can easily pass as them, making anyone a possible threat (but more so in Glantri). 





Combat: Nosferatu usually pretend to be something they are not, typically humans. This tends to give them the jump on a foe. If their identity as a monster is known, they would prefer to be thought of as a vampire, because they do not share the penalties. A nosferatu will usually have different statistics than this, since they retain all the class abilities from life. They will attempt to make full use of the charm effect of their gaze (much like the vampire), while they use either weapons or spells from life. Additionally, nosferatu also share the vampire’s immunity to sleep, hold, and charm spells, but can be hit by silver weapons as well as magical. 





Habitat/Society: Nosferatu can be at home in any place, though the majority are from either Glantri or Karameikos. They are not harmed by the sun (a plus), but still find it painful and tend to avoid it. Killing a nosferatu is no small task. Nostferatu regenerate 1 hit point per round, and this ability functions even after “death.” One must take a nosferatu down to 0 (preferably less) hit points and then drive a crucifix or other pointed holy symbol through its heart. The nosferatu will burn up if still in this state when the sun rises. However, if the holy symbol is removed before burning, the regeneration will begin again. Most nosferatu will not allow this to happen, fleeing when they get down in hit points. They have all the animal forms of vampires, and use them well. 





Ecology: Nosferatu drink blood. Their bite begins the process. Each round a victim is held by the bite, 2 points of Constitution are leeched off. If they lose more than half their normal constitution this way, they will continue to lose even after the bite is over, until death. If a victim reaches 0 Constitution during a bite, they die and become a nosferatu under the control of the one that killed them in 1 week. 








NOTION 





Sphere: Thought Status: Immortal 





Climate/Terrain: Prime and Outer Planes 





Frequency: Uncommon (Common on Prime) 





Organization: Gaggle 





Activity Cycle: All 





Diet: Emotions 





Intelligence: 1d6+18 





Treasure: Nil 





Alignment: Neutral Good 





No. Appearing: 1d8 





Armor Class: -12 





Movement: 72 miles 





Hit Dice: 5 to 50 (25 to 250 hit points) 





THAC0: N.A. 





No. Of Attacks: 1 





Damage/Attack: None 





Special Attacks: Emotion Transfer 





Special Defenses: None 





Magic Resistance: 40% 





Size: S (2'-3') 





Moral: Champion (15) 





XP Value: 550 to 37,775 





Beings of pure thought, notions are not typically visible. When at rest, notions appear to lacy networking strands of air. They are invisible in earth, fire, or vacuum without the aid of a detect magic. In air or ether, nothing can find them. 





Combat: Notions have no physical attacks, but can “fight” in one way. Each notion has one “flavor,” that is, one specific emotion. Notions are curious and wish to experience all emotions, but they can only do this by suppressing other beings’ ability to have different emotions. Notions swoop down on the heads of victims. The notion’s flavor then takes effect and forces that emotion on them. Mortals may save vs spells every hour to throw the notion’s effect off. Suggested flavors are as follows: Table 47: Notion Flavors Roll Flavor 1-3 absurdity 4-6 alertness 7-10 anxiety 11-12 boredom 13-14 certainty 15-16 comprehension 17-18 courage 19-22 curiosity 23-26 dislike 27-29 doubt 30-31 evasiveness 32-34 excitement 35-38 fear 39-40 fondness 41-44 hate 45-47 honesty 50-53 indifference 54-56 judgement (bad) 57-58 judgement (good) 59-61 love 62-64 misinterpritism 65-66 optimism 67-69 paranoia 70-73 passion 74-75 peace 76-78 pessimism 79-80 pleasure 81-82 pragmatism 83-85 procrastination 86-89 rage 90-91 sanity 92-94 serenity 95-97 sorrow 98-00 unconcern After the effects of the “flavor” pass, the victim is drained of that emotion. He cannot feel it for 1d20 days per hit die of the notion. 





Habitat/Society: Notions enjoy living with other notions, just not any of the same flavor. They like to live anywhere there are lots of victims to use to experience emotions with. 





Ecology: Notions are passionate (in their own way) to say the least. They want to experience all emotions, but some twist of fate restricted them to one. Notions reproduce by swooping at each other; occasionally, this interaction causes another notion of any flavor and hit die from 5 to the combined total of the parents (up to 50) hit die. Notions will sometimes preform favors (such as inflicting a specific NPC with an emotion they would not want at the time) in exchange for experiencing a severe emotional time, such as a romantic liaison. This gives both the Immortal and the notion what they want.








PHANTOM, APPARITION 





Climate/Terrain: Any Ruins 





Frequency: Rare 





Organization: Solitary 





Activity Cycle: Night 





Diet: None 





Intelligence: Very (11) 





Treasure: (L), N, O 





Alignment: Chaotic Evil 





No. Appearing: 1 





Armor Class: 0 





Movement: 18' 





Hit Dice: 13 





THAC0: 10 





No. Of Attacks: 2 





Damage/Attack: 1d6+2/1d6+2 (claws) 





Special Attacks: Fear





Special Defenses: Resist 





Magic Resistance: See Below





Size: M (5') 





Moral: Champion (15) 





XP Value: 3,000 





Phantoms are undead beings which lurk nearly anywhere. They avoid sunlight, but are not bothered with it. All phantoms begin in Ethereal form, making it unhitable. Everyone seeing a phantom must make a save vs spells or run away in fear creatures of 3 hit die or less are automatically effected. Also, whenever the result of a turn would be “T,” phantoms may save vs spells. If they make it, the turn is reflected back to the priest, who must save vs spells or be paralyzed for 2d6 rounds. Apparition Apparitions appear to be much like wights, but only semi-transparent. They have bony claws, which are used as weapons. Combat: The apparition’s first attack while ethereal is to conjure a swirling mist 10' high with a 20' radius. All within the mist must save vs spell or become entranced and unable to do anything but watch the mist. Those that remain in the mist can make this save each round, and after they make on save, they can disregard the mist. The mist lasts 12 rounds or until the apparition is killed or turned. When the apparition has at least one entranced victim, it will materialize and rake them with its claws (+4 to hit). It rarely attacks moving targets, and prefers to kill one person per contact. An apparition can only be hit by magical weapons. 





Habitat/Society: Apparitions appear in the general area in which they were killed. This could be any place, but they tend to remain in clearings. 





Ecology: Anyone killed by an apparition will become one in 1 week, unless a dispel evil spell is cast before raising. If raise dead is first, everything will appear to be normal, but the victim will begin to vade in one week, becoming an apparition. 








REVENER 





Climate/Terrain: Any Ruins 





Frequency: Rare 





Organization: Pack 





Activity Cycle: Any 





Diet: Special 





Intelligence: Average (10) 





Treasure: Nil 





Alignment: Chaotic Evil 





No. Appearing: 1-3 





Armor Class: -4 





Movement: 18 





Hit Dice: 11 





THAC0: 10 





No. Of Attacks: 1 





Damage/Attack: None 





Special Attacks: Loss of 1 sense 





Special Defenses: None 





Magic Resistance: Nil 





Size: M (5') 





Moral: Fearless (19) 





XP Value: 2,000 





The feared revener looks like a human except for skeletal hands and a skull head with flowing, white hair. Its clothes tend to be in tatters, making it a bad sight. 





Combat: Reveners attack by touching their victims with their hands. A successful touch forces the victim to save vs spell or lose one of his senses permanently. Success means it is only gone temporarily, lasting for 2d6 rounds. Taste: Victims cannot identify tastes, such as potions. Smell: Victims are immune to vile odor effects, but suffer a -1 penalty to surprise. Hearing: Victims cannot hear and lose ability to speak clearly (may effect spell casting). Touch: Victim’s dexterity drops by 4 points (if elf, they lose the find secret doors ability). Sight: Victim is blinded. Sixth Sense: Victim may not use psionics, ESP, crystal balls, telepathy or similar extra-sensory magical effects. 





Habitat/Society: The revener stalks crypts and ruins, looking for a way to restore their lost life. 





Ecology: Reveners “eat” senses, thinking that will bring back their humanity. The senses that are lost by characters can be returned through the effects of a restore spell. 








ROBBER FLY 





Climate/Terrain: Subtropic Woods 





Frequency: Rare 





Organization: Swarm 





Activity Cycle: Day 





Diet: Insects 





Intelligence: Non (0) 





Treasure: U 





Alignment: Neutral 





No. Appearing: 1-6 (2-12) 





Armor Class: 6 





Movement: 9 Fl 18 (B) 





Hit Dice: 2 





THAC0: 18 





No. Of Attacks: 1 





Damage/Attack: 1d8 (bite)





Special Attacks: None 





Special Defenses: None 





Magic Resistance: Nil





Size: S (3') 





Moral: Elite (13) 





XP Value: 35 





A robber fly is a 3' long giant fly with black and yellow stripes. From a distance, it appears like a giant bee. 





Combat: Robber flies are patient hunters. They like to wait in shadows to surprise their pray (1-4 on d6). They can leap up to 30' and still attack. A robber fly’s attack is a bite poisonous to small insects and mammals. They are immune to this poison 





Habitat/Society: Robber flies will live wherever they can get food. They live in swarms much like bees, with a definite head called the “queen.” Those that adventurers are likely to encounter are the drones that go out to forage for food. 





Ecology: Robber flies are carnivorous. They prefer eating bees, which may be why they look so much like them (a natural attack form that allows them to blend in). However, if food is scarce, a group of drones have been known to attack anything that moves, favoring small children or lone travelers. 








SPORACLE 





Climate/Terrain: Any Cavern 





Frequency: Very Rare 





Organization: Group 





Activity Cycle: Any 





Diet: Freshwater, humanoids 





Intelligence: Average (10) 





Treasure: See Below 





Alignment: Chaotic Neutral 





No. Appearing: 1-4 (2-8) 





Armor Class: 0 (tentacles: 4) 





Movement: 18 





Hit Dice: 10 





THAC0: 13 





No. Of Attacks: 13 





Damage/Attack: 1/1/1/1/1/1/1/1/1/1/1/1 (tentacles)/2d10 (bite) 





Special Attacks: Paralysis 





Special Defenses: Regeneration, weapon immunity 





Magic Resistance: Nil Size: M (5' diameter) 





Moral: Fanatic (17) 





XP Value: 1,400 





Spoarcles are beings that look very much like beholders: a floating ball-like creature with a huge, gaping mouth and a central eye above it. Tentacles sprout from its entire body. It has six eyes, positioned evenly about the surface. 





Combat: Sporacles move into combat by extending its tentacles. It will only attack with its tentacles until they are all destroyed; only then will it resort to its mighty bite. When the tentacles make contact, they victim must save vs paralysis. Failure means the tentacle contacted skin, and the victim is paralyzed. The effects begin 1 round after the failure, and last for 1 turn unless cured. The sporacle regenerates by submersing itself in fresh water, regaining 3 hit points for each round. If a loose tentacle falls or is placed in such water, it will grow into a new creature in 1 hour. Sporacles can be harmed by any slashing or piercing weapons, but never bludgeoning. 1 successful hit to a tentacle with a slashing weapon will chop it off. Habitat/Society: Sporacles like to dwell in caverns near a fresh water source. They can reproduce only through the tentacle submersion method. 





Ecology: Sporacles love humanoid flesh. When they are reduced to 0 hit points or less, they spin while dying to hurl all remaining tentacles at the victors as a final attack. 





 


  





