Credits

This file contains various monsters converted from AD&D to OD&D. The majority of these monsters were taken from various official AD&D sources and from Dragon magazine. There are several exceptions:

The Shadow Knight is a modified version of Håvard Faanes’ creation.

The Silver Dragon was converted for AD&D by Jim Bobb.

The Deathwyrm, Eye of Orcs, Gravewalker, and Wall Haunt are taken from The Great Book of Undead

Notes

1) Psionics – some of the creatures below use psionics. These are given in the format of the Complete Psionics Handbook. If you do not use psionics, substitute similar magical powers.

2) Cinnabryl powers – I used the cinnabryl-granted powers as given in the original Dragon articles, not in the boxed set.

Aballin*

	Armor Class
	4

	Hit Dice
	3*(L)

	Move
	60'(20')

	     Swimming
	120'(40')

	Attacks
	1

	Damage
	see below

	No. Appearing
	1d4 (1d4)

	Save As
	F3

	Morale
	8

	Treasure Type
	I

	Intelligence
	9

	Alignment
	Neutral

	XP Value
	50


Monster Type: Monster (Very Rare)

Also known as living water, aballins are fluid monsters that entrap and drown creatures unfortunate enough to venture within their reach. Aballins in their passive state present the appearance of large puddles of seemingly normal water, devoid of fish or other living creatures. However, those looking down at the aballin often notice coins, jewelry, or other metal effects of the monster's past victims resting beneath the surface of the water, apparently awaiting recovery. Though they resemble an elemental creature of water, aballins are actually comprised of a weak acid, which over the course of three weeks digests organic matter, leaving behind items made of metal. Because of this, spells such as water breathing offer no help in sur- viving the effect of drowning in their fluids. 

In its passive state, the aballin is indistinguishable from fresh water, and cannot be harmed by attacks which would otherwise prove harmless to that element. Such an unthreatening appearance often results in potential prey attempting to take a refreshing drink or trying to simply move through the monster or reach in to recover tempting valuables. Any of these actions arouse the aballin to attack, and the creature instantly alters its molecular structure into a gelatinous pseudopod that lashes out and tries to envelop a victim. If its attack roll succeeds, a man-sized or smaller creature is drawn within and begins suffocating. While in this gelatinous state, the aballin becomes susceptible to attacks by blunt weapons of +1 or greater enchantment. Edged weapons have no effect whatsoever, and actually have a 25% risk of instead striking any person trapped within the aballins amoeboid form. Those within the form may attack, but cannot escape the suffocation attack or use items requiring normal speech (such as spells). An aballin will only attack one individual at a time.  Aballins are immune to fire, cold, electricity, poison, and paralysis. A transmute water to dust spell will cause an aballin to make a save vs. death; if it fails, it will perish. A lower water spell will force the creature to make a save vs. spells or release its victim immediately. Aballins have no eyes. Instead, they keep track of their victims through scent and vibration. For this reason, they are immune to all spells or attacks that alter vision or that affect the subject through vision. These include invisibility, color spray, hypnotic pattern, most illusions, fire charm, blindness, blur, and many others.

While sometimes seen outdoors masquerading as a puddle, small pond or fountain - or even a drainage ditch -an aballin is most often encountered in damp cavernous areas with an abundance of water, which permit it to blend in with its surroundings. While in the element of water, the monster is naturally invisible, and so it prefers to rest within the shelter of pools or other small bodies of water. The aballin is able to propel itself through water with amazing speed, and occasionally traverses lakes, rivers, or streams in search of food. It may also move slowly upon land by oozing, or by laboriously extending its gelatinous pseudopods and inching itself forward, much like a slug. (In fact, like the slug, the aballin leaves a faintly discernible slimy trail when traveling upon land.) Due to its semiliquid composition, the creature is incapable of ascending surfaces with greater than a 30° slope. Aballins can be encountered either singly or in families of up to four individuals. Mated pairs occasionally function as a single entity, with doubled size and Hit Dice, particularly if there are any young present.

These monsters occasionally prove useful in keeping down the population of other harmful creatures or plants which might be found in or near water. They also function as scavengers, digesting any remains they happen upon in their travels.

Terrain: Any

Aboleth

	
	Common
	Greater
	Noble

	Armor Class
	4
	3
	3

	Hit Dice
	8********(L)
	12******** to 14******** (L)
	16******** to 28********(L)

	Move
	30'(10')
	30'(10')
	30'(10')

	     Swimming
	180'(60')
	210'(70')
	150'(50')

	Attacks
	4 tentacles
	4 tentacles
	4 tentacles

	Damage
	1d6/1d6/1d6/1d6
	2d4+2 (x4)
	2d8 (x2)/1d4+1 (x2)

	No. Appearing
	0 (1d4)
	0 (1d3)
	0 (1d2)

	Save As
	F8
	F12-F14
	F16-F28

	Morale
	8
	8
	8

	Treasure Type
	F
	Ax2
	E, F, N

	Intelligence
	13
	15
	17

	Alignment
	Lawful
	Lawful
	Lawful

	XP Value
	5,050
	8,250-9,500
	10,650-34,250

	
	
	

	
	Ruler
	Grand

	Armor Class
	1
	0

	Hit Dice
	20-22*********(L)
	40*************(L)

	Move
	30'(10')
	30'(10')

	     Swimming
	210'(70')
	240'(80')

	Attacks
	4 tentacles
	4 tentacles

	Damage
	5d4 (x4)
	5d6 (x4)

	No. Appearing
	0 (1)
	1 per world

	Save As
	F20-F22
	F36

	Morale
	9
	10

	Treasure Type
	H, N, O, Tx10
	Hx2, N, Ox2, Tx10, 

	Intelligence
	19
	20

	Alignment
	Lawful
	Lawful

	XP Value
	18,575-23,000
	95,000


Monster Type: Monster (Very Rare)

	Psionic Summary:

	Level
	Dis/Sci/Dev
	Attack/Defense
	Score
	PSPs

	8
	3/5/16
	EW, II, PsC, +1/TS, IF, TW
	=Int
	250

	

	Always has:

	  Telepathy: False Sensory Input, Mindlink, Mass Domination

	1 additional science, 11 additional devotions; prefers powers to control or manipulate others


The aboleth is a loathsome amphibious creature that lives in subterranean caves and lakes, and in the deep ocean. It despises most land-dwelling creatures and seeks to enslave intelligent surface beings. Though Lawful, 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.

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). In addition, the aboleth can create an effect similar to phantasmal force, once per round; this illusion can have auditory as well as visual components. 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. The aboleth does not have an effective biting attack because of the position of its mouth. If, for some reason, its opponent is immobilized, the aboleth may elect to consume its victim. If it chooses to do so, it receives but one biting attack per round. Damage varies with the type of aboleth; common ones do 3-18 hp damage per bite and swallow whole on a roll of 20, greater and noble aboleth do 4-24 hp damage and swallow whole on a roll of 19 or 20, and ruler aboleth do 5-30 hp damage and swallow whole on a role of 18, 19 or 20. The grand aboleth never attacks in this way. Those swallowed take one quarter of their maximum normal hit points in damage each round until they die. 

Greater Aboleth

Greater aboleth are simply larger, more intelligent versions of the common aboleth. They are normally only encountered in an aboleth city, although they are occasionally found in some other underground locale pursuing some strange, dark purpose. Their purpose in the aboleth society is to control the slave population, which they do with unrelenting cruelty. They possess enslavement powers superior to those of common aboleth, having a range of 60’ and usable a number of times per day equal to the aboleth’s hit dice. The save vs. spells is at -4, and only a limited wish, wish, or alter reality spell can counter it (though enslavement ends if the aboleth is killed as well). If more than two miles ever separate slave and master, the slave is entitled to another saving throw (still at -4). Greater aboleth produce slime just as the common aboleth, but in a 2’ radius. In addition to the common aboleth's psionic ability, greater aboleth possess the psionic abilities of body equilibrium, ESP, levitation, and dimension door, all at a level equal to their HD, with 280 PSP. The illusion-casting power of a greater aboleth is its ability to cast improved phantasmal force once per round, with auditory and visual effects, at will. Greater aboleth can live for 3,000 years.

Noble Aboleth

The noble aboleth is an extremely powerful version of the common aboleth which has mutated in several ways so as to accomplish its duties. It is almost never encountered outside an aboleth city, where its role is that of the scientist. It does research, conducts experiments, and travels to alternate worlds to gather infor mation. There are two major differences in appearance between the noble and common aboleth. First, the noble aboleth’s head is slightly larger than that of a common or greater aboleth. This makes its movement through water a bit more difficult. Second, two of the noble’s tentacles are smaller and end in three fingers, which allow it to do very complicated and delicate work. These tentacles can still be used in combat, but they also can be used to manipulate items or devices (though they never use melee weapons). A hit from any of these tentacles has the same effect as a hit from a common aboleth. Nobles have enslavement abilities equal to those of common aboleth and secrete slime in a 3’ radius. They possess the ability to cast spectral force spells at will, once per

round. Noble aboleth have psionic abilities of common aboleths, plus the abilities of body equilibrium, cell adjustment, ESP, body control, and probability travel. All of these are performed at a level equal to the aboleth’s hit dice. Noble aboleths possess 310 PSP. The exact nature of the various technological weaponry and devices created by noble aboleth is left to the DM to design. Most such devices should parallel or duplicate magical devices in effect. Noble aboleth can live for 3,000 years. 

Ruler Aboleth

These huge, bloated monstrosities are the largest and most intelligent of all aboleth (aside from the grand aboleth). Each rules an aboleth city and is never encountered anywhere else, except when it must mate (and must therefore travel to another city using psionic means). Its telepathic link with its subjects allows it to be constantly aware of everything going on in its realm. Rulers are, in most other respects, similar to common and greater aboleth, though they are larger (40' long). They possess enslavement abilities equal to those of greater aboleth and can generate veil spells at will. Rulers can generate slime in a 5’ radius, and the mere sight of one causes fear in all beings of less than 5th level or five hit dice. They have extremely potent psionics and may use the abilities of body equilibrium, cell adjustment, clairvoyance, ESP, astral projection, body control, and dimension door at a level equal to their hit dice, in addition to the common aboleth's abilities. They have 340 PSP. The rulers can live for up to 5,000 years.

Grand Aboleth

The grand aboleth is quite simply the largest aboleth in existence on a particular world. It is not only incredibly huge (about 70’ long with ten 30’-long tentacles), but also vastly intelligent. It can attack physically with great effect and exudes slime in a 20’ radius. Its psionic powers are unmatched by any other aboleth, and it has the abilities of body equilibrium, cell adjustment, detection of good or evil, detection of magic, ESP, levitation, mind over body, astral projection, body control, energy control, and probability travel, all performed at the 25th level. It has 370 PSP. The grand aboleth also has enslavement powers equal to those of a greater aboleth and can create very effective illusions (save at -4). It can cast illusion spells (its exact spell list is determined by the DM), and can use the same number of spells per day as a 21st level magic-user. This monster dwells in a vast chamber in the midst of the largest aboleth city, which floats on the lowest portion of the worlds underground seas. It may also generate veil spells at will, one per round. The grand aboleth is the aboleth version of a Monster Ruler; therefore, it is of Exalted status (in the Sphere of Thought).

The bulk of the aboleth population dwells in seclusion in slave-built cities in the great, sunless depths of the seas. Over their many years of existence, the aboleth have developed a society which far exceeds that of man in its efficiency. In this society, each aboleth has a specific duty which it performs with the utmost skill. There are four major roles in the aboleth society. In increasing order of importance, these roles are: slave-gathering, slave maintenance, scientific research and experimentation, and ruling. The role of slave-gathering is delegated to the common aboleth. The aboleth spends most of its time searching for slaves, preferably human ones. Slaves gathered by the common aboleth are routinely brought back to certain floating cities in these underground seas in which the more powerful aboleth dwell. This collection process, along with further maintenance of slaves, is the responsibility of the greater aboleth. When a common aboleth enslaves a total of seven creatures (regardless of their hit dice), a greater and noble aboleth arrive using probability travel and take the slaves back to their city. Each greater aboleth has as many as five common aboleth gathering slaves for it. It takes from 2-8 turns for the greater and noble aboleth to arrive, though they are alerted immediately by telepathy when the quota is met. There may be as many as a dozen of these creatures in a single aboleth city, each maintaining a separate group of slaves. The purpose of slaves in the aboleth society is quite different from what would normally be expected. Though slaves may have been used originally to aid in the construction of aboleth cities, these cities generally lack any kind of significant slave population. Instead, most slaves dwell on the shores of the lakes on which the cities float. There, the slaves serve both as guards and as playthings for the cruel aboleth, who pit slaves against one another in strange spectacles of combat. The exact purpose of this practice is not clear, though it may be a way of eliminating the weak in the breeding of a race of subterranean slaves. Noble aboleth, the scientists of the race, are fantastically intelligent and ever seek to increase their powers through bizarre means. Though the full extent of the aboleth’s scientific knowledge can only be guessed at, it is certain that it is, at the very least, comparable to the magical knowledge possessed by the dwellers of the upper world. Each city usually holds about half a dozen of these noble aboleth. The last major role in aboleth society is that of command, which is the responsibility of the greatest class of aboleth.

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 hundred 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. An offspring acquires all of its parent's knowledge at birth, and a mature aboleth acquires the knowledge of any intelligent being it consumes. Ruler aboleth mate only once in their lives, and the growth process takes a total of about one hundred years, though it is the same in its various stages. Some noble aboleth have performed occasional cloning experiments, but one has yet to meet with any great success. 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. Common aboleth may live for 2,000 years.

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 can survive in both air and water, but prefer water for obvious reasons. Every aboleth has both male and female reproductive organs, though mating is rare and is restricted between aboleth of the same class.  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.

Terrain: Ocean, Caverns (near water)

Achaierai

	Anti-magic
	35%

	Armor Class
	8 (body) or -1 (legs)

	Hit Dice
	40 hp body, 15 hp legs

	Move
	180'(60')

	Attacks
	2 claws/1 beak

	Damage
	1d8/1d8/1d10

	No. Appearing
	1d8 (1d8)

	Save As
	F10

	Morale
	see below

	Treasure Type
	F

	Intelligence
	9

	Alignment
	Chaotic

	XP Value
	500


Monster Type: Monster (Very Rare)

The 15'-tall body of an achaierai looks like a huge spherical head, with a powerful beak, feathered crest and stunted wings. Four metallic legs, each 8-9' long, extend from the underside and end in strong taloned feet. The legs are a metallic blue-gray, the head and body a dull scarlet mottled with deep red. The crest can be of almost any color, but the most common is a bright flame red.

The birdlike achaierai attack fearlessly, never needing to check morale if in a flock. However, individuals will attempt to flee if they lose a leg. Though flightless, achaierai can often elude pursuers because of their speed. Only damage to the soft and vulnerable body of an achaierai will slay it. A single attack on a leg with an edged weapon, which causes at least 15 hp of damage, will sever a leg. Multiple attacks of any type causing 15 hp or more damage to a single leg will render the leg useless, but will not sever it. Area effect attacks will damage all legs within the area affected only if the creature fails its save against the attack. The loss of one leg does not affect its movement rate, but the loss of two will reduce its movement by half. If an achaierai loses three legs or is otherwise seriously wounded, it will release a cloud of poisonous black smoke in approximately a 10' radius sphere. All creatures within the cloud (except achaierai) take 2-12 points of damage and must save vs. poison or suffer insanity for three hours (treat as a feeblemind spell). The injured bird will attempt to flee in the confusion, crawling at a movement rate of 20' if three legs have been lost. An injured leg will heal fully in one or two days, but these birds do not possess other regenerative powers and a severed leg will not be regrown. A flock of achaierai will attack in an organized manner, often attacking first those opponents they deem to be the most dangerous. No more than two can attack a man-sized creature at one time. Opponents who are man-sized or smaller are usually not able to reach the body of the achaierai to attack it. Likewise, the bird cannot normally attack these opponents with its beak and will instead fight with two claws. Achaierai attack as 10HD monsters.

These foul birds were created ages ago by an Entropic Immortal on Pyts. The entire race was summoned to the Prime Material Plane long ago for some long-forgotten evil purpose, and none now exist on any other known plane. Though unable to breed on this plane, they are extremely long-lived, and remnants of the original flocks still exist. These creatures roam in dark, unexplored areas underground, attacking all they meet, perhaps still seeking to carry out the commands of their long-dead summoners. Achaierai are almost always found underground, except for rare sightings at night, when they may venture out into the shadowy entrance area of their large cavern complexes. They will often use an area with several small chambers as a 'nesting area'. Though no longer fertile, these birds pair for life and will attack with great ferocity (+2 to hit) if their mates or nesting sites are threatened. Though they organize into small flocks and mating pairs, achaierai have no true society and will turn on each other in hard times, attacking weaker members of the flock and devouring them. Therefore, when single achaierai are sighted they will often (40% chance) be birds who have lost one or more legs and are afraid to travel with others of their own kind. Rarely, (10% of the time) a flock will have a 'leader' of exceptional size and abilities. These individuals have 60 hp for their bodies and 25 hp for each leg. They are +2 both to hit and on damage and are able to use their toxic smoke breath weapon up to four times per day.

Achaierai are true carnivores, devouring only meat, although they are not at all fussy about the freshness of their meals. Because of their size, they must devour an astounding amount of meat every day, and will resort to scavenging or cannibalism as the need arises. They are feared and hunted by the underground races such as shadow elves and dwarves, whose villages and livestock are decimated by the appearance of a flock of ravenous achaierai. Areas in close proximity to these voracious creatures have generally been picked clean of other living beings.

Terrain: Caverns

Addazahr
	Armor Class
	4

	Hit Dice
	1 hp (S)

	Move
	60' (20')

	     Flying
	180'(60')/MF 3(b)

	Attacks
	1 bite

	Damage
	1 + special

	No. Appearing
	6d10 (6d10)

	Save As
	NM

	Morale
	4

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	5


Monster Type: Animal (Rare)

Addazahr, or backbiters, are small, slender, winged insects about two inches in length. They dwell in Ylaruam's deserts and hills. Their pale amber color and extreme elongation make them resemble nothing so much as a piece of hay or straw. Their wings are so fragile it is almost impossible to see them when the insects are in flight. 

Addazahr do not engage in combat per se. They are non-aggressive, seeking only to gain sustenance in the form of blood from warm-blooded creatures. Their bite causes only one point of damage, but it injects a small amount of their saliva into the bloodstream of their victims. This saliva works as a crippling agent, causing soreness and swelling of the joints in humans and animals other than beasts of burden (a successful saving throw vs. paralyzation will negate this effect). Those animals which are primarily used as mounts or to bear burdens, such as camels and horses, are affected more seriously, though usually not fatally. In such cases, the saliva attacks the muscles of the animal's back, causing weakness and severe pain. The animal so affected cannot carry burdens or be induced to move far. The disease in either humans or animals can be cured by a cure disease spell. Otherwise, those affected return to normal in approximately two weeks. A few of the desert tribes claim to know of a non-magical remedy which is effective within three days, but reports of this are unsubstantiated. Caravans attract the addazahr, and their depredations can cause loss of time while camels recover, loss of money due to late arrivals at market, or even loss of life in cases where the caravan becomes stranded far from a water source. Because of their physical forms and the effect their bite produces, this bane of merchants is sometimes jokingly referred to as "the straw that broke the camel's back". Almost any sort of attack will kill addazahr. They are susceptible to both normal and magical cold or fire, and any hit upon them will destroy them. Water and other liquids do them no particular harm, unless they are completely immersed in the liquid and restrained from flying or crawling out of it, in which case they will drown like any other air-breathing creature.

Addazahr move about almost constantly, seeking out food. Though they are omnivores, they need to feed on the blood of warm-blooded creatures in order to reproduce. Those which have fed on blood enter a female cycle and produce eggs within 72 hours. The eggs (which are too small to be easily seen by the unaided human or demihuman eye) are laid in whatever terrain the insects are currently passing through. They hatch in a month. If there are no plants or animals nearby upon which the young can feed when they hatch, they die. Even if they take in blood as their chief sustenance, the young insects cannot reproduce until they are three months old. These are the chief regulating factors of their existence, keeping the fast-breeding insects within reasonable bounds. They can live to be up to a year old. Addazahr have no permanent lair and hoard no treasure.

Addazahr are parasites. Their role in the ecology is that of a scavenger and occasional accidental pollinator. They will feed on carrion, though they cannot use any blood gained thereby to reproduce, and they often break down small seed casings for food. Their wings, though fragile, act as collectors of pollen, and they may transport pollen from one plant to another. If their eggs can be located, they can be gathered and carried without harm to them. When they hatch, they can be kept in glass or pottery jars so long as they have air and food.

Terrain: Deserts

Adherer

	Armor Class
	3

	Hit Dice
	4*(M)

	Move
	90'(30')

	Attacks
	1 blow

	Damage
	1d3

	No. Appearing
	1d4 (1d4)

	Save As
	F2

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	3

	Alignment
	Chaotic

	XP Value
	125


Monster Type: Monster (Very Rare)

At first glance the adherer seems like a mummy, with folds of off-white skin resembling filthy bandages. Adherers can be distinguished from mummies by the sour, mucilaginous smell that accompanies them. The smell comes from a resin-like secretion with adhesive properties that is constantly exuded through the pores of the adherer's skin.

The standard attack form of the adherer is to lie in wait for its victim, usually covering its sticky body with twigs and leaves in order to blend in with the surrounding environment. Due to the adherer's skill at concealing itself, its victims suffer a -3 to their surprise rolls. However, this reliance on surprise means that if it is spotted before it can leap onto its victim, it will flee 40% of the time. A concealed adherer will then leap out onto the closest target and attempt to attach itself by means of the adhesive resin which covers all portions of the adherer's body. Once attached, the adherer will punch, kick, and, if possible, suffocate its victim. If the adherer is being attacked by companions of its intended victim, it will attempt to use the victim as a living shield between itself and the attacker. Due to the secretions from the adherer, all edged or blunt weapons will stick to its body, doing only half the normal damage. Piercing weapons do full damage but will require the next melee round to pull free. The adhesive is so strong it requires a Strength of 22 to break free, but fire, boiling liquids, or the adherer's own body fluids can weaken the bond. Boiling liquids will reduce the effects of the resin for one combat round only, to the point at which a Strength of 12 can break free. After one round, the resin returns to full strength once more. The flammable nature of the resin in the adherer's body makes it particularly susceptible to fire attacks. It will take full damage from normal fire (no roll necessary). Any type of magical fire requires a saving throw vs. spells for the adherer: success means the adherer takes normal damage; failure means double damage. Despite its mummy-like appearance, the adherer is not an undead creature, and therefore it cannot be turned by a cleric or paladin. Adherers are immune to all first level spells and to normal missiles.

Adherers are territorial creatures that tend to live in shallow caves, either alone or in a small group. The pack does not have a leader; each creature acts on its own instincts. Whether or not there are other adherers about, there is a good chance that the adherer will share its dwelling with at least one large spider. Adherers seem to be able to communicate telepathically with arachnids and will often co-operate with them to trap prey. Spider webs are particularly favored by adherers as part of their disguise. Adherers will never attack any type of spider. The lair of an adherer is generally clean, since everything except stone sticks to the body. The creature can voluntarily release items attached to its body by secreting a solvent to the sticky resin. Adherers normally hide their treasures in a pile of rotting vegetation in or near their lair.

Adherers do not breed like mammals or reptiles. Sages have suggested that the adherer simply splits into two creatures if there is enough prey in the area to support more than one. The normal lifespan of an adherer is 35 years. All attempts to use the adherer's bodily secretions to make potions, adhesives, or any other item, have failed. The fluid loses its potency within 12 hours of the creature's death, and no magical or mundane means has been found to prevent or even slow this deterioration.

Terrain: Caverns

Agarat, Greater*

	Armor Class
	0

	Hit Dice
	8+6***

	Move
	90'(30')

	Attacks
	2 claws/1 bite + scream

	Damage
	1d6/1d6/1d6

	No. Appearing
	1 (1)

	Save As
	F9

	Morale
	11

	Treasure Type
	B

	Intelligence
	13

	Alignment
	Chaotic

	XP Value
	2,650


Monster Type: Undead (Very Rare)

Very rarely encountered, the greater agarat is even more powerful than the common type. It cannot be harmed by weapons of less than +2 enchantment. It can scream once per turn; anyone within 20' must save vs. spells or lose two levels for 1d4 rounds. Anyone whose level drops to 0 will fall unconscious and cannot be awakened for 2d6 turns. Any creature struck by a greater agarat's claws must save vs. paralyzation or be paralyzed for 1d6+4 rounds. The greater agarat gives off a carrion stench; those within 20' who fail a saving throw vs. poison suffer a -2 penalty to their attack rolls. The greater agarat is turned as a "special" creature. Any group of 8 agarats is 10% likely to be led by a greater agarat. In this case, the pack also includes 2d12 ghouls.

Terrain: Subterranean, Ruins

Ahuizotl

	Armor Class
	2

	Hit Dice
	10* to 12*(L)

	Move
	90'(30')

	     Swimming
	120'(40')

	Attacks
	2 claws/1 bite/1 tail

	Damage
	1d6/1d6/3d6/2d10

	No. Appearing
	0 (1d4+1)

	Save As
	F10-F12

	Morale
	8

	Treasure Type
	I, Ux10

	Intelligence
	9

	Alignment
	Chaotic

	XP Value
	1,750, 1,900, or 2,125


Monster Type: Monster (Very Rare)

Ahuitzotls are dangerous water beasts found in Azcan lands. They look something like alligators with long, feather-like blue-green scales. Their bodies are perched over comparatively long legs, rather than slung between them like an alligators. They have sharp teeth and long claws, and can breathe both water and air. 

When attacked or when hunting, an ahuitzotl rushes into melee combat using its claws and teeth. It may also slap with its long tail for 2d10 damage. When fighting underwater, if an ahuitzotl hits with both front claws, it may follow up that attack with its rear claws for 1d4 +1 damage each. In addition, the ahuitzotl has a much-feared breath weapon which it may use three times per day. If in danger (or simply on a rampage), an ahuitzotl will forego other attacks to spit a stream of water 15’ long and 5’ wide. It does 1d6 damage to anyone it hits. The water stream then becomes animate, with most of the abilities of a water weird. The weird has 3 + 3 Hit Dice, AC 4, movement 120'(40'), and hit points equal to 1/3 of the ahuitzotl’s (round up). It attacks as a 6-Hit Die monster (THAC0 15), and victims may be pulled into the water to drown (save vs. paralyzation each round or die). It attacks once per round and may affect only one victim at a time. It is directed mentally by the ahuitzotl. This animated breath weapon can be slain by a purify food and water spell. Cold-based attacks slow the water weird, and fire-based attacks do half or no damage, depending on the creature’s saving throw (made at the ahuitzotl’s level). Although it takes only 1 point of damage from sharp weapons, the weird will not reform if reduced to 0 hit points in such an event, it becomes a large puddle of ordinary water. Slaying the breath-weird will earn 500 xp. These wierds stay animate for only 5d4 rounds, even if the ahuitzotl is slain before this time expires. If the battle is going badly, the ahuitzotl may seek to escape while the weirds cover its retreat.

Ahuitzotls are able to breathe air but greatly prefer staying in water. They may make lairs in any body of water, although they prefer fresh water and will most often be found in a cetay (a water-filled sinkhole). An ahuitzotl that lives in a cetay will often menace local natives until they appease him by dumping treasure, art objects, and food (preferably living animals) into the cetay. If an ahuitzotl must raid natives several times before they get the message, it may acquire a taste for human flesh, demanding that as well. Fortunately, ahuitzotls seem to be dying out, and they demand regular sacrifice in only a few places. Although normally solitary, a male and a female come together briefly to mate and raise young. The female lays 1d4 eggs about 2 weeks after mating, and they hatch in about 12 weeks. The parents jealously guard the eggs and young, often trying to build a small hoard for them. Predators, and parents irritated past endurance, usually account for the fact that rarely do more than one or two offspring reach maturity. Newly hatched young have five hit dice and attack for 1d3/1d3/ 3d3/1d10. They achieve full growth in one year. Ahuitzotl mates seldom stay together after their offspring reach the end of their first year. They tend to argue and fight terrible battles with one another.

Ahuitzotls are one of the most feared aquatic predators, and they have few natural enemies. Alligators and crocodiles, which often compete for the same territory, are seldom a match for an ahuitzotl’s intelligence and strength. Ahuitzotl scales may be fashioned into decorative armor that protects as scale mail.

Terrain: River, Swamp

Air Sentinel

	Armor Class
	6

	Hit Dice
	5+1

	Move
	

	     Flying
	360'(120')/MF 5(a)

	Attacks
	2 charges

	Damage
	1d6/1d6

	No. Appearing
	0 (2d8)

	Save As
	F5

	Morale
	7

	Treasure Type
	Vx3

	Intelligence
	13

	Alignment
	Chaotic

	XP Value
	400


Monster Type: Planar Monster (Very Rare)

Air sentinels are beneficial spirits that reside on the plane of Mirage. They appear much like the djinn from the Elemental Plane of Air. From the waist up they are strong, baldheaded humans with distinct features. The dominant males usually sport a moustache and goatee. They are quite fond of jewelry, often wearing necklaces, arm bracers, earrings, etc. From the waist down, air sentinels look very much like a small tornado or twisting cone of wind. They are jovial beings and will usually project a friendly expression and demeanor. Though Chaotic, all are good.

By nature, air sentinels are nonviolent and loathe to enter combat. Unless something important is at stake, they will usually escape from battle with their impressive flying speed. If forced into combat, however, air sentinels will attack by means of a small electrical charge that they release from their hands. In appearance, these charges seem much like miniature lightning bolts. An air sentinel can fire two charges per round at one or two opponents. Each charge does 1-6 points of damage per hit. Because the charge is primarily electricity, metal armor is ignored when determining the target's armor class. Air sentinels can also use a hug attack in combat if the need is sufficiently pressing. The sentinel attacks by wrapping both of its strong arms around an opponent (requiring only one attack roll) and then releasing a strong electrical attack. If the hug hits, the electricity will do 3d6 points of damage. Any being so damaged must make a system shock roll. If the roll fails, the being will fall unconscious for 1d8 melee rounds. Air sentinels will never kill anyone (even an evil being) who is unconscious. They would consider such an act barbaric. Air sentinels also have a limited form of missile deflection. In any round, a sentinel can forfeit its attack and instead create a strong swirl of air around it. This air shield forces a -5 penalty on all missile attacks made against them. The air shield can be used three times per day and lasts for one round.

Air sentinels perform a vital duty on Mirage. They act as protectors for weaker beings that have found their way to the plane. Mirage's constantly shifting conditions (due to the minds and imaginations of creatures in it) are both hardy and challenging to any who go there. Many has been the time a mortal has traveled to Mirage only to find himself in grave danger from a creation of his own mind. Air sentinels police the layer for beings in danger. The true origin of air sentinels is knowledge lost to the ages. They obviously bear an extremely close resemblance to djinn from the Elemental Plane of Air. Sages speculate that some Immortal of Thought, having seen the need for some powerful being to protect the many visitors to Mirage, made a pact with a group of djinn to travel to Shurrock and live there as guardians. Whatever deal was struck with those proud and noble air spirits is unknown, but surely it must have been a beneficial pact since the air sentinels have patrolled Mirage for years uncounted. 

The air sentinels are constantly increasing their number by breeding prodigiously. They have a fiercely strong sense of family and honor, and in many ways resemble the djinn they most likely evolved from. Due to their strength and agility, air sentinels have no natural enemies. They also appear to be, in a sense, immortal. Young sentinels will grow to an adult age and appear to get no older. But after a certain time (usually no more than 200 years) air sentinels will travel away, never to be seen or heard from again. Why this occurs and what happens to the air sentinels is unknown. Perhaps these proud, majestic beings simply pass into another state of being. Sages have no evidence one way or another.

Terrain: Outer Plane of Mirage

Alaghi

	Armor Class
	4

	Hit Dice
	9(L)

	Move
	120'(40')

	Attacks
	2 fists or 1 fist/1 weapon

	Damage
	2d6/2d6 or 2d6/by weapon + 5

	No. Appearing
	1d4+1(1d4+1)

	Save As
	F9

	Morale
	7

	Treasure Type
	I (no coins), L

	Intelligence
	6

	Alignment
	Neutral

	XP Value
	900


Monster Type: Humanoid, Giant (Very Rare)

Alaghi are forest-dwelling humanoids distantly related to sasquatches. They are barrel-chested, with short, almost invisible necks, and wide, flat heads with sloping brows. Their shoulders are broad, and their arms are long and powerful. Their legs are short but thick, and their hands and feet are very large. An alaghi's entire body is covered with thick hair, usually blond, reddish brown, or charcoal gray. Most blond individuals have green eyes and fur tinged with green highlights. Adult alaghi stand about six feet tall and weigh about 330 pounds. They usually live for 75-85 years.

Alaghi tend to be shy and peaceful and kill only for food. They can move silently 80% of the time and can hide in natural surroundings 75% of the time. They are capable warriors, however, and fight with great cunning if attacked or panicked. An alaghi's huge, muscular fists can inflict 2d6 points of damage in combat. A typical alaghi hunter or warrior carries a stone knife or hand axe, and three or four wooden javelins that the creature can hurl with great force. An alaghi can attack with a weapon in one hand and make a second attack with its empty fist. If forced into combat, a group of alaghi scatters and hides. Thereafter, the individuals come out of hiding one at a time to hurl missiles or rnelee while their fellows circle to the rear, moving silently.

Most alaghi are semi-nomadic hunter-gatherers who travel as small families. They are usually encountered on the move (80%), but when encountered in an encampment (19%), a group of alaghi has 0-3 (1d4-1) youngsters with three Hit Dice and the same chance to hide and move silently as the adults. Their combat ability, however, is limited to normal pummeling or wrestling attacks (1d6/1d6 points of damage). Very rarely (15% of encamped groups), 15-20 alaghi lay permanent claim to a particularly bountiful area and settle down to live in crude huts or large cave complexes. Such communities are always led by an elder more than 100 years old who has 10 Hit Dice, high Intelligence, and the ability to cast druidical spells. These spells are five first-level, five second-level, and two third-level spells each day. Such communities are generally feared and mistrusted, for the individuals in them begin to show traits common to their relatives, the sasquatches. Although willing to trade pelts, game, and ores for manufactured goods, sedentary alaghi do not hesitate to slay and eat unwary traders or travelers in their midst. Even more rare are the hermitic alaghi (1 %). These hermits are adults at least 50 years old, with exceptional Intelligence and Lawful alignment. They are solitary vegetarians and philosophers with 11 Hit Dice and all the powers of an 11th-level druid. Though shy, they are curious and helpful, and they love riddles and games of strategy, such as chess, which they play mentally. A human or demihuman who can beat an alaghi hermit at chess is rare indeed. All alaghi speak their own language of hisses, hoots, and grunts. Sedentary alaghi also speak Common and usually the language of any Neutral or Chaotic creatures living nearby. Alaghi hermits are loquacious if befriended and can speak with any woodland creature or animal and 2d4 other languages as well.

Nomadic alaghi travel throughout most of the year, going wherever the game and wild plants provide the best living. In places where the winters are cold, these alaghi winter in natural caves or protected valleys. Nomadic alaghi do not necessarily live in harmony with nature, but they respect it and know how to use it without destroying it. Sedentary alaghi live much like primitive humans, but they tend to be greedy and are quite capable of depleting the resources around them to the point which their communities must resort to raiding to survive. Hermitic alaghi live in complete harmony with nature and are always on good terms with their woodland neighbors.

Terrain: Woods

Alguduir 

	
	Young
	Adult

	Armor Class
	8
	6

	Hit Dice
	1+1**(S)
	4+4**(M)

	Move
	40'(13')
	60'(20')

	     Flying
	150'(50')/MF 1(b)
	210'(70')/MF 3(b)

	     Swimming
	120'(40')
	150'(50')

	Attacks
	2 claws/1 bite
	4 claws/1 bite

	Damage
	1d2/1d2/1d4
	1d4+1/1d4+1/2d2/2d2/1d6

	No. Appearing
	0 (1d2)
	0 (1d2)

	Save As
	F1
	F4

	Morale
	2
	8

	Treasure Type
	Nil
	Nil

	Intelligence
	6
	8

	Alignment
	Neutral
	Neutral

	XP Value
	23
	275


Monster Type: Monster (Very Rare)

An alguduir's body is fat but sleek, covered with tough, durable oil-glistening scales. Adults can reach 7' in length. Its front feet have five black talons each, its rear feet have only four talons each. Its wings are usually a mottled white, brown, and gray. Its head and body are gray or greengray, and are readily camouflaged by marsh plants. Its eyes are yellow or green. Its gills are located in the throat area behind and beneath the bill. Its feathered eagle-like wings are oily and can shed water rapidly. This allows the alguduir to swim to the surface, shake its wings out to full span, and fly away without pause. This oil is not flammable and an alguduir suffers no extra damage from firebased attacks. Its nickname comes from its scaled body that erroneously makes people believe it to be related to dragons. A capable swimmer, the alguduir can breathe underwater and dive with force and accuracy from the air to an underground target, gaining a +2 attack bonus. Alguduir snarl, grunt, or shriek, showing the full scope of emotion, but when hunting they are eerily silent.

A repeated marsh-bird call may be an alguduir signalling its position to its mate. This allows the two alguduirs to position an enemy in between the two. When this occurs, one attacks, driving the opponent to the other, opening the victim to flank and back attacks. They cannot speak, although they may understand a word or two, or even complete phrases of any language spoken by intelligent creatures within their hunting ground. Alguduirs often battle creatures underwater. They commonly capture these aquatic animals in their rear claws, lifting them out of the water to suffocate them. They also like to drag down avian or surface-dwelling creatures and hold them underwater for several turns until the prey drowns. They employ their rear claws only when clinging to, or when wrapped around an opponent. Young alguduirs do not attack with their rear talons, since their decreased size makes the talons' usefulness in capturing prey minimal at best. They possess a curious and effective ability to reflect or turn spells back at the caster. This natural phenomenon is presently inexplicable. The spell reflection is an unconscious act, and the alguduir cannot willfully negate the reflection deliberately, nor can it willfully exercise it. Even the carcasses of dead alguduir retain the ability for 4-16 turns. When a spell is cast upon an alguduir, there is a 65 % chance (-2% per level of the caster above 10th level, and -5% per level of the spell above level six) that it wholly reflects back upon the caster with full effects, and saving throws are applicable. If the caster is completely protected against such an occurrence, the spell reflects upon a randomly chosen unprotected creature within 10 feet of the caster. If unprotected prey is not within range, the reflected spell dissipates. Besides this powerful spell reflection ability, all spells cast at an alguduir have 40% anti-magic. The creatures' anti-magic should be checked only after the spell reflection fails.

Alguduir lair in the tangled, weedy clumps of solid ground found at the heart of their large marsh. They protect these small locations with their lives. At any sign of danger, the young go to the ground there while the parents stalk the intruders. If the adults are faced with trespassers that are too strong to defeat, the adults lead them from the nest, flying or diving to escape when the danger no longer threatens the lair. If the alguduirs deem the trespassers edible and easily killed, they hunt or attempt to ambush the prey, feeding the victims to their young. They always deposit the remains far from the lair to avoid calling attention to their safe haven.

The alguduir, sometimes called the swamp dragon, is a rare carnivore that inhabits only large freshwater or saltwater marshes, where it feeds on fish, snakes, frogs, mussels that it smashes open on rocks, and other aquatic life. The alguduir even feasts upon the giant varieties if they are available. It usually hunts by flying low over the marsh plants. With its claws and bill it stabs at creatures in the reeds and boggy ground in the marsh and nearby areas.

Terrain: Swamp

Amiq Rasol*

	Armor Class
	4

	Hit Dice
	9**(M)

	Move
	180'(60')

	     Swimming
	90'(30')

	Attacks
	2 claws/1 bite

	Damage
	1d4/1d4/1d6

	No. Appearing
	0 (1d10)

	Save As
	F9

	Morale
	8

	Treasure Type
	C

	Intelligence
	13

	Alignment
	Neutral or Chaotic

	XP Value
	2,300


Monster Type: Undead (Very Rare)

Amiq Rasol, also called Deep Men or Dark Men, are undead corsairs who were lost at sea, murdered, or marooned. They haunt the coasts or islands nearest the site of their deaths and prey upon those mortals unlucky enough to stumble across them. Though usually solitary (e.g., a single marooned corsair), several may be found near the spot where some disaster befell their ship. The amiq rasol look like normal corsairs except that their eyes have an eerie greenish glow in the dark and their nails and teeth are slightly elongated. Their skin is paler than it ought to be, and their clothing shows some signs of wear. Anyone seeing an amiq rasol through a gem of seeing or while using a truesight spell will see the creature's true appearance - a rotting corpse.

Amiq rasol attack with claws and teeth, causing 1d4 points of damage with each claw and biting for 1d6. The bite of the amiq rasol also causes the victim to lose one level of experience. As with other undead that use this attack form, the effect reduces the Hit Dice, class bonuses, and spell abilities of the victim. If the victim is drained of all levels, he or she dies but does not become an amiq rasol in turn. A victim may be raised or resurrected normally. In addition to their other powers, amiq rasol are able to cast a powerful charm spell (save vs. spell at -2) which they use to entice mortals to them. They can use this ability three times a day. A very few of these creatures are Neutraleutral rather than Chaotic; one of these exceptions will use its charm. spells to convince mortals to travel to the place of the creature's death, find its remains, and have the proper death rites performed upon them by a cleric of 9th level or higher. If this rite is performed, the amiq rasol is freed from its undead existence and released to go on to its afterlife. Amiq rasol can be turned as vampires, except in the actual place of their death, where they cannot be turned at all. They are immune to sleep, charm, hold, and cold-based spells. They can be hit only by +2 or better weapons. Holy water does 2d4 points of damage per vial, but only against amiq rasol who are Chaotic. A raise dead spell will slay an amiq rasol permanently, and a raise dead fully spell will restore the being to life. If slain with other magics or by weapons, it reconstitutes and forms another body within 24 hours.

Amiq rasol are found only near the site of their deaths. They are not tied to the exact spot, particularly if they died at sea, but are always found on islands or on the sea coast near the actual site. They feed off the energy they drain from mortals, and amiq rasol that do not feed for several years will fade away until they become wraiths. Though they prefer the dark, since they have natural infravision, amiq rasol are just as capable of moving about and attacking by day. They are quite intelligent and may seek to pass themselves off as living beings in order to join a party of adventurers and assure themselves of continued feeding. Whenever the amiq rasol travels more than 100 miles from its place of death, however, it fades away and returns to the spot of its demise. They have no true society. Even those found together seem almost entirely self-absorbed and unconcerned about their fellow undead spirits.

Amiq rasol have no proper niche and serve no useful purpose in nature. They provide no useful by-products. They do retain some of the equipment and treasure they had when living, and collect such from their victims. One tale tells of an amiq rasol who led a party to a cache of buried treasure in return for their collecting its bones and performing the proper final rites.

Terrain: Coastal, Ocean

Ammonite, Golden

	Armor Class
	6 (shell) or 8 (arms and head)

	Hit Dice
	8+3**(L)

	Move
	

	     Swimming
	10'(3')

	Attacks
	10 tentacles

	Damage
	1d4 + see belowx10

	No. Appearing
	0 (1d3)

	Save As
	F8

	Morale
	6

	Treasure Type
	see below

	Intelligence
	3

	Alignment
	Neutral

	XP Value
	2,025


Monster Type: Monster (Very Rare)

In oceanic abysses, where light never penetrates, lives a species of large-shelled mollusk that feeds upon the debris and minerals on the sea floor. Gold is extracted from the sludgy silt of the ocean floors that this monster consumes. This metal is then deposited on the creature's shell, creating an eerily beautiful coiled wonder that gives this beast its name, the golden ammonite. The exposed parts of the golden ammonite's soft body are dark brown with spots of black. The shell is, of course, brilliant, pure gold.

Each of these monsters has two fist-sized, multifaceted eyes that project on stalks just beyond the rim of its shell. These eyes are not especially remarkable in power, as they are very nearsighted and work best when a lighted object is within 30 feet, though they can detect light and heat sources to 120 feet. The creature's skin, however, is fantastically pressure sensitive, so any sound or motion within 600 feet of it is instantly detected, ruling out all surprise even if an approaching being is magically silenced. Blinding this creature with light spells is very easy, but as a tactic it is useless, as the creature can "see" its environment far better with its skin's "sonar sense," which is obviously not hindered by such spells. Any being approaching within 90 feet of this monster is made the focus of a light ball attack. Each eye independently launches a small globe of magical light, 1 foot in diameter, at its chosen target, usually targeting the largest creature in a group first. A victim must make a successful saving throw vs. spells against the light ball or be struck in the face by the magically guided missile. A deap-ocean creature with eyes is instantly blinded and will flee this attack. A surface dweller suffers a -4 penalty on all attacks, and is also effectively blinded by the light in his eyes. Two victims may be attacked each round, at will. A dispel magic spell can remove this effect if it is successfully cast against 8th-level magic. If the victim is blinded for longer than 12 turns, however, his eyesight is permanently damaged and a wish, cureall, or cure blindness spell is required to cure the -2 attack penalty he suffers when the light ball is removed. If beings come within grappling range, the golden ammonite lashes out with its tentacles at up to 10 opponents. Each tentacle can cause 1-4 points of damage by constriction, but suckers on each tentacle also begin to draw out the vital fluids in the victim's body. The draining damage caused per round by each tentacle is equal to the victim's Armor Class, not counting Dexterity or shield bonuses, as a measure of how many suckers can be fixed to the victim's skin. Thus, a constricted man in chain mail armor receives 1d4+5 points of damage per round. Constricting tentacles need not roll to attack in subsequent rounds. Victims can attempt to escape by making an ability check agaist half their Strength. A successful ability check allows a trapped victim to free his arms and weapons and strike out, though with a -2 attack penalty. Unintelligent or nondiscriminating beings in combat with a golden ammonite have a 50% chance with each attack to strike at the Armor Class 6 shell instead of the Armor Class 8 body. Intelligent, discriminating beings can attack only the soft part of its body, but any miss must be rerolled against Armor Class 6 to see if the shell was struck instead, reducing its value. Any roll of four or more higher than the score needed to hit may be directed by an intelligent opponent at one of the golden ammonite's two eyes, which are destroyed instantly by any amount of damage. The creature withdraws into its shell immediately if it loses an eye, staying put for hours while it regenerates all of its damage. Because of its soft, elastic body, this creature takes half damage from non-edged weapons. Many weapons cannot be used underwater anyway because of physical constraints. Any weapons that strike the shell of the golden ammonite have part of their impact absorbed, and cause only half damage (with fractions rounded down) in this case as well. Thus, a blunt weapon used on its shell causes only one-quarter damage. In addition, the creature is partially adapted to cold and receives only half damage from cold-based attacks. It regenerates damage to its soft body at a rate of 1 hit point per turn. Shell damage can be regrown in 7-12 months. The golden ammonite's shell is valued at 50,000-80,000 gold pieces by the wealthiest surface-dwelling buyers, and some undersea races see them as priceless. Each point of damage inflicted on a shell reduces this overall value by 1,000 gold pieces, to a minimum value of 10,000 gold pieces, which would essentially be a smashed shell. A golden shell weighs about 1,000 pounds, regardless of its condition.

Golden ammonites have adapted to the crushing darkness of the bottoms of great marine trenches, where savage, ghastly monsters are rumored to live. Little is known of these dangerous regions, into which it is said even devilfish fear to venture. If golden ammonites have anything resembling a society among them, it has yet to be discovered. So alien are their thought patterns that telepathy and ESP are useless in communicating with them, and produce only confused and frightening images. Psionic attack and spells that affect the mind are similarly rendered worthless. Sages guess that they might have a language based on touch, sound waves, or some other medium, but no proof of this exists. Golden ammonites collect no treasure or property, and they manufacture no known items. The shells of these beings have never been found empty on the ocean floor. No young have ever been seen. Their lifespans are probably very long, perhaps in the hundreds of years.

Terrain: Ocean

Anemo*

	Armor Class
	1

	Hit Dice
	9*(L)

	Move
	120'(40')

	     Flying
	360'(120')/MF 5(a)

	Attacks
	3 whips

	Damage
	1d10/1d10/1d10

	No. Appearing
	0 (1d6)

	Save As
	F9

	Morale
	8

	Treasure Type
	Special

	Intelligence
	12

	Alignment
	Lawful

	XP Value
	1,600


Monster Type: Monster (Very Rare)

The anemos, native to the Elemental Plane of Air, direct their energies at creating order from the raw stuff of chaos. These cottony-looking creatures. approximately 5 feet around, consist of a complex and ordered network of off-white fibers. Their extremely light bodies enable them to perform unbelievably dexterous aerial maneuvers.

An anemo has little fear of battle, choosing to fight whoever aids the forces of chaos. In combat. an anemo usually attacks by forming itself into a whirlwind, whipping its opponents with a multitude of thin, abrasive fibers. It can attack up to three times per round, causing I d 10 points of damage with each assault. The anemo is immune to all air-based attacks. It can use detect magic, dispel magic, solid fog, and wind wall each three times per day (at 9th level). In addition, it can cast control winds (at 15th level) and aerial servant (which cannot attack the elemental) once per day. An anemo remains vulnerable to earth-based attacks, suffering +3 points of damage per die. It is immune to 1st and 2nd level spells, normal weapons, and poisons.

Each anemo works closely with others of its kind, forever attempting to catalogue and order all of existence. These creatures are the most likely of all elemental creatures, other than summoned elementals, to be found outside their home plane.

Anemos hate all creatures of chaos, particularly the pyrophors; they dislike invisible stalkers as well. They fear earth-based creatures and earth-based attacks.

Terrain: Plane of Air

Ankheg

	Armor Class
	2 (body) or 4 (underside)

	Hit Dice
	3* to 8*(L)

	Move
	120'(40')

	     Burrowing
	60'(20')

	Attacks
	1 bite + acid

	Damage
	3d6+1d4

	No. Appearing
	1d6(1d6)

	Save As
	F2 to F4

	Morale
	6

	Treasure Type
	C

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	50, 125, 300, 500, 850, or 1,200


Monster Type: Monster (Very Rare)

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. Like the praying mantis, the anhkheg has two sets of two legs each, and one set of forelegs. Its 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. The hardened shell of the anhkheg appears in a variety of colors, ranging from yellow to brown to gray; the soft underside appears in various shades between red and pink. 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. The size of the anhkheg varies with age and health, and is directly related to the number of hit dice the individual creature possesses. For instance, a 3-HD anhkheg is roughly 10’ in length, whereas a 4-HD specimen is roughly 12’. This length increases in 2’ increments with each additional hit die, with an 8-HD anhkheg being approximately 20’ in length. Generally speaking, an anhkheg is half as tall as it is long; thus, a 16’ long creature is 8’ in height.
A favorite tactic employed by the anhkheg involves burrowing 5-10’ under the earth’s surface and lying in wait until it detects a potential victim passing overhead. Usually, the anhkheg burrows close enough to the surface to allow its antennae to poke up through the softened soil. The anhkheg’s antennae are extremely sensitive to vibration, a sense that fully replaces hearing (the anhkheg is otherwise deaf). So sensitive is this sense that the anhkheg is capable of detecting the ap proach of a man-sized creature from as far away as 300’; it can detect smaller-than-man-sized creatures from as far as 100’, and creatures larger than man-sized from as far away as 500’. As an added advantage, the anhkheg has superior eyesight due to its compound eye structure - though such vision is quite nearsighted. The hundreds of small, black lenses in its eyes allow the creature to see with great clarity in gloom or at night (this sense is lost when underground, however). Above ground, in full daylight, the anhkheg’s eyesight allows it a visual range of only 12”. 

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).

The ankheg uses its mandibles to continuously dig winding tunnels 30-40 feet deep in the rich soil of forests or farmlands. It breaks down larger minerals with its digestive enzymes and moves the earth with its forelegs. The anhkheg eats as it digs, disposing of the minerals by digesting them. For the most part, this diet of mineral and vegetation provides the bulk of the anhkheg’s nutrition. Still, the insect supplements its diet with regular helpings of fresh meat (usually livestock, though sometimes humans and other accessible beings). Although the anhkheg’s mandibles are not capable of tearing meat, the anhkheg is able to break down its meals with the aid of a strong digestive fluid. The hollowed end of a tunnel serves as a temporary lair for sleeping, eating, or hibernating.

For the most part, an anhkheg burrows continually; the creature seldom stays in one place, unless hibernating, nesting, or waiting for prey. At all other times, the anhkheg digs through an entire area at a variety of depths and angles before moving on to another place. As a result, it is not uncommon for an anhkheg to take up temporary residence in a farmer’s field or in a forest bed until it has cleaned the area of most of its nutrient-enriched soil. An anhkheg seldom burrows below a depth of 40’; below this level, it starts to meet with hard-packed soil that is both difficult to move through and distasteful to the creature; furthermore, below this point, the water table of the land makes movement difficult, if not impossible.
Autumn is the mating season for the anhkheg. In the late fall of each year, the male anhkheg seeks out a female partner. This search is facilitated by the female’s secretion of an odor which attracts the male anhkheg, drugging the insect with its aroma. In its dazed and sluggish state, the male fertilizes the eggs - and is immediately slain by the female. Dragging the male into a widened, dead-end tunnel, the female cracks the male’s underside with its sharp ovipositor and plants 2d6 eggs in its 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 an AC 4 overall and an AC 6 for their undersides; they bite for 1d4 points of damage (with an additional 1d4 points of damage from enzyme secretions), and spit for 2d8 points of damage to a distance of 30 feet. It reaches adult capabilities at one year of age. For the first six months following birth, the anhkheg has 1 HD; in the second six months, the creature has 2 HD. For every year of age following, the anhkheg gains another hit die until it reaches 8 HD, at which point the creature no longer grows. Anhkhegs usually do not live any longer than 10 to 12 years; these giant insects grow quickly and, as a result, live a relatively short time. 

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. 

Because of the anhkheg’s nomadic nature, the creature’s lair usually consists of no more than a series of labyrinthine tunnels — some of which may have collapsed, others of which are still in use. For the most part, the anhkheg does not lair in any one particular habitat, except when nesting or going into hibernation. In these cases, the anhkheg usually converts a dead-end tunnel into a small lair by widening the corridor to accommodate its purpose. Nesting lairs are fairly large constructs, being 10-12’ in height, 20-25’ wide, and 60-80’ in length (room must be allotted for the male anhkheg’s body in addition to the female and her young). A hibernation lair is usually much smaller, being roughly the same size as the anhkheg itself (this allows the anhkheg insulation against the cold by providing the earth as a buffer). Anhkheg tunnels resemble a maze in their random design; although these corridors wind in relatively straight paths, they change depth, intersect with other tunnels, and often end abruptly. There are usually only one or two entrances into the tunnels, though others sometimes appear when the anhkheg bursts up from beneath the surface to surprise its prey. The tunnels are generally only as wide and tall as the anhkheg itself, about 3-6’ wide and 4-10’ high. Because of the terrain in which they are built, these tunnels are often very unstable and are prone to collapse. Consequently, characters investigating these passages should be cautious; one wrong turn, and they could wind up with an early burial. Treasure in the anhkheg lair is usually incidental, being left behind by the anhkheg’s victims and generally ignored by the insect which, because of its animal intelligence, has no desire or use for treasure. As a result, there is no such thing as an anhkheg’s “hoard.” Monies and magic left behind by victims usually remain with the victim’s remains - that is, those items which have managed to survive the effect of the anhkheg’s digestive enzymes. All belongings on a victim’s body must ceck for damage in order to survive the anhkheg’s acidic secretion; those that do not are simply devoured along with the victim. Any surviving accoutrements or treasures are discarded by the anhkheg; these will often be found at various points in the anhkheg tunnels. Items found are usually at the point at which the victim was consumed. 

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. Because of its unique composition, the anhkheg’s body provides a number of “natural treasures”. For example, the hard, chitinous shell of the creature makes extremely good armor. If cured and preserved properly (otherwise, the shell withers and dissolves with time), the shell maintains an AC of 2 or 4, depending on which area of its body is used. This armor is equal to scale mail in weight and encumbrance, though it offers protection equal to that of plate mail. The anhkheg’s eyes (and the fluid therein) are useful to alchemists and magic-users in the creation of sight-related magic potions and items. Likewise, the anhkheg’s digestive acid can be salvaged and utilized as a regular acid. This chemical maintains its properties for up to six months after the anhkheg’s death, delivering 1-4 hp damage. This chemical can only be carried in a glass container and is highly susceptible to breakage as a result. There is a secondary enzyme sac located in the creature’s head, very similar to a small, acid-resistant bladder. Recovering this fluid from the anhkheg requires very adept hands, as it is very easy to break this sac accidentally. Failure to successfully remove the sac without breakage results in damage to the handler. Aside from this, the anhkheg’s mandibles make reasonably good axe-heads, and its legs (if cured and preserved) may be used as maces and other concussive weaponry. By removing out the meat inside and replacing it with some substance to provide weight (sand, metal, etc.), these appendages can be formed into weapons delivering the same damage as their counterparts.
Terrain: Open, Woods, Subterranean

Ant, Pyts

	Armor Class
	3

	Hit Dice
	3*(S)

	Move
	180'(60')

	Attacks
	1 bite/1 sting

	Damage
	1d6/1d6+2

	No. Appearing
	3d100 (3d100)

	Save As
	F2

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	50


Monster Type: Planar Monster (Rare on Pyts, Very Rare on Prime Plane)

Pyts ants are native to the Outer Plane of Pyts, and are present on other planes of Entropy. These horrors appear on the Prime Material plane only when deliberately brought there by evil wizards and priests. Fiends also occasionally rid themselves of a particularly troublesome nest by gating the entire colony to the Prime Material plane. Pyts ants are about the same size and shape as giant ants. However, their piebald coloration of putrid pink and fish-belly white immediately alerts the observer to the difference.

Pyts ants are immune to normal heat and cold and take only half-damage from magical heat or cold attacks. When attacking, they sting for 1d6+2 hp damage (The stinger delivers 1-6 hp damage while the ants’ poison, almost pure acid, automatically delivers an additional 2 hp in burn damage—no save). These ants bite with their powerful mandibles for 1-6 hp damage. They are each also able to spit an acidic goo, up to 10’, three times a day for an additional 2d4 hp damage (save vs. wands to avoid all damage). The gooey acid can be used in the preparation of ultimate solvent. The ants have limited telepathy among themselves within 600’. Should an ant be attacked, others in the colony will know immediately and rush to its aid. Also, the ants use the telepathy to call up reinforcements before launching an attack of their own. When engaged in combat, the telepathy is used to “target” an individual in a group. Instead of attacking the opposing group as a whole, each individual ant directs its attacks at a single individual in the opposing force. Using this targeting method, they can bring down even the largest creatures. Should an adventuring party encounter such ants, they swarm a single victim (chosen at random) until he is incapacitated or dead, then move on to the next party member.

A colony of Pyts ants appears much the same as a normal giant ant nest. The colony lairs underground in a series of chambers and passages with low mounds of dirt and pebbles marking the entrances. Pyts ants dig deep, wide nests with some chambers as far as 50’ underground and the entire nest spreading out over an area exceeding many thousands of square yards. Unlike giant ants, ants of Pyts are not differentiated into workers and warriors. All Pyts ants, except the queen, are worker/warriors. A typical colony consists of 10x5d6 worker/warriors and a single queen. The queen (MV 1, HD 6) appears as a huge bloated version of a normal Pyts ant. She has no stinger, but is able to bite and spit acid as the other ants. The queen is responsible only for deciding (in the beginning) exactly where to establish the nest; then she lays eggs to perpetuate it. The worker/warriors are responsible for defending the queen and the colony, gathering food, attending the eggs and larvae, and establishing the ecosystem around the nest. At any one time, 60% of the colony’s ants are above ground tending the ecosystem and 40% are underground tending the nest. The queen always has an entourage of 2-20 guards and servants in the chamber with her. 

Pyts ants are ferociously territorial and actually establish their own ecosystem in a circle around their lair. The diameter of the circle depends on the size of the colony, usually 1,000 yards for every 50 ants in a colony. It may be much larger or slightly smaller depending on local geography and the abundance or scarcity of needed food. The ants allow nothing to live within the circle, plant or animal, that does not serve their needs. The ants continuously patrol the perimeter of their established ecosystem, and small groups of 1d6+4 ants scout as far as 1d4+6 miles outside the circle’s perimeter. The ants are of low intelligence but clearly understand the advantages of domesticating and maintaining a steady source of food. Being carnivorous, they establish and tend “herds.” The herd animals may consist of cows, deer, horses, humans, demihumans, goblinoids, or whatever is handy or indigenous to the area. The ants only allow the grass, plants, animals, or other food sources the herd animals need to remain in their area. All other predators, animals insects, weeds, and even trees and bushes are killed and devoured, or removed if inedible. The Pyts ants post sentries and watch the herd continually. This assures that no predators attack the herd and that the herd does not leave the area. The ants kill and devour their herd creatures as needed. The unfortunate victim is dissolved (hair, hide, bones, and all) by the ants, using their acidic goo. The resulting flesh pudding is shared and consumed by the entire colony. Any character devoured by the ants is gone forever and cannot be reincarnated or raised.

Terrain: Woods, Hills, Open, Outer Planes

Ant Lion, Giant

	Armor Class
	2

	Hit Dice
	8(L)

	Move
	90'(30')

	     Burrowing 
	10'(3') (in loose soil)

	Attacks
	1 bite

	Damage
	5d4

	No. Appearing
	1 (1)

	Save As
	F4

	Morale
	5

	Treasure Type
	see below

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	


Monster Type: Animal, Giant (Very Rare)

The ant lion is a huge, vicious insect that lurks in the bottom of deep pits, feeding on creatures unlucky enough to fall in. Ant lions live in badlands, desert fringes, and other areas with loose soil and sand. The ant lion resembles a cross between a mole and a giant ant. Its body, gray or sandy brown in color, is covered completely by a leathery exoskeleton with patches of coarse black bristles that are sensitive to movement and odor. It has deep-set beady eyes, rows of jagged teeth capable of both tearing and grinding, and six thick legs with sharp claws and flat bristles. The claws are used for digging while the bristles sweep away the loose soil. The ant lion's most prominent features are its mandibles, silvery gray and razor-edged, extending three feet from it's mouth. A single barb centered on the inner ridge of each mandible is used to impale and hold prey.

The ant lion seldom stalks or pursues prey. Instead, it digs deep, tapering pits about 60 feet in diameter, buries itself at the bottom beneath a covering of sand, gravel, and stones, then patiently waits for falling victims. About 50% of the time, the entrance to the pit looks like a funnel lined with sand. The rest of the time it looks like the entrance to a cave or lair. A creature coming within three feet of the edge of the entrance has a 20% chance of slipping in the loose soil and sand and sliding into the pit. A crea- ture entering the pit has a 50% chance per round of sliding to the bottom. A character who takes precautions when approaching or entering the pit, such as securing himself to a tree with a rope, will not slip into the pit. When a victim lands in the bottom of the pit, the ant lion bursts from its covering of sand and stones and attempts to grab its vic- tim with its mandibles. If successful, the ant lion will not release its prey until either it or the prey is dead. The ant lion impales its victim with its barbs, crushes with its mandibles, then grinds its mandibles back and forth in a sawing motion, automatically inflicting 5d4 points of damage each round after the initial hit.

Ant lions mate once per year in mid-summer. The male ant lion is drawn to the female by aromatic secretions she releases when entering her mating cycle. Only ant lions can smell these secretions. Once a male enters the female's lair, she stops secreting, and the couple begin clicking their mandibles at each other. This ritual clicking lasts for three full days, during which time the couple neither sleeps nor eats. The clicking has a trance-like effect on the ant lions; even if attacked, it takes the ant lions 1d4 rounds to break their trance and respond to an intruder. At the conclusion of the clicking ritual, the male fertilizes the female, then leaves her nest. Within a week, the female lays between one and four eggs and buries them in a hole in the floor. The young ant lions hatch in about six months, immediately burrowing away to construct lairs of their own. A young ant lion has 4 Hit Dice, but otherwise has all the abilities of an adult. It reaches full maturity in about a year. The ant lion's lair typically consists of its pit trap and a narrow passage leading to a large chamber where the ant lion sleeps and eats. Another passage, winding from this chamber to the surface, is used as an escape route. The ant lion also drags the remnants of its meals through this passage and conceals them outside; this is usually the only opportunity to encounter an ant lion out of its lair. Although ant lions do not collect treasure, there is a 30% chance that 1d4 of the following items will be found in a lair from previous kills (roll 1d20 to determine randomly):

	1d20 roll
	Item

	1-6
	1d4x10 gp

	7-10
	5d4 pp

	11-13
	Shield*

	14-17
	Metal weapon*

	18-19
	Jewelry*

	20
	Miscellaneous item


*10%  chance the item is magical. Roll on the appropriate table in the D&D Cyclopedia or assign
an item of relatively low value.
Ant lions near civilized regions are considered dangerous predators. Rewards are often available for proof of their destruction. Ant lions eat any creature that falls into their pits, though they prefer giant insects, usually eating one or more giant ants per day. Ant lions have no commercial value, though farmers of some primitive cultures use their mandibles for plows.

Terrain: Mountains, Open

Antloid, Desert

	
	Dynamis
	Soldier
	Queen
	Worker

	Armor Class
	6
	3
	9
	6

	Hit Dice
	4+5***(L)
	6+1*(L)
	8+1*(L)
	3(L)

	Move
	120'(40')
	180'(60')
	30'(10')
	60'(20')

	Attacks
	1
	1
	1
	1

	Damage
	1d6
	3d6 + see below
	0
	1d6+12

	No. Appearing
	1d10 (1d10)
	1d20 (1d20)
	1 (1)
	1d100 (1d100)

	Save As
	F2
	F3
	F4
	F2

	Morale
	9
	8
	8
	6

	Treasure Type
	Nil
	Nil
	I, K, T, U
	Nil

	Intelligence
	5
	1
	3
	1

	Alignment
	Neutral
	Neutral
	Neutral
	Neutral

	XP Value
	350
	650
	1,400
	35


Monster Type: Monster (Rare)

Antloids are giant ants that inhabit huge warrens in the desert. Their species has evolved through adaptive specialization which gives certain antloids special powers. There are four different groups: workers, soldiers, dynamis, and queens; each group fulfills a specialized task within antloid society. Antloids have a heavy exoskeleton that provides excellent protection from weapon attack and dehydration. All antloids have segmented bodies and six legs. They also have sharp mandibles used for cutting, carrying, or combat. All sensory organs are located on the front of their head. Compound eyes give them 180‑degree regular vision, plus infravision for 60'. A segmented pair of antennas are used for communication and allow antloids to sense almost any vibration within 30'.

Workers

Workers' bodies have three, easily‑defined, sapphire‑blue segments: head, torso, and a metasoma segment. They average 8' in length with stocky broad bodies. Workers spend their lives doing specific jobs: carrying water, carrying foodstuffs, caring for their queen, repairing or continuing construction on the warren, etc. Workers am the strongest of the antloids with almost giant‑like strength. Their mandibles are designed for lifting and carrying rather than combat. Workers only fight if something tries to take away whatever they are carrying or the queen is threatened. In combat they use their mandibles and their incredible strength to crush their opponent. Worker antloids digest desert sand along with their normal food and excrete a concrete‑like material that they use to build the warren. The material will withstand 100 points of damage over a 5‑cubic‑foot area before crumbling.

Soldier

These antloids grow to be 10 'in length and have a mottled, dark-blue‑green‑grey exoskeleton. Their large, sharp, oversized mandibles do 3d6 damage on a successful attack. Longer and sleeker than workers, soldiers also have a poison attack. There are two types of soldier antloids; infantry and archers. The infantry antloid has a 17" gaster stinger located at the rear tip of its metasoma segment. A successful attack does 1d4 stinger damage and injects of a deadly neurotoxin. The archer antloid does not have a stinger, but rather a poison gland that can shoot a thin stream of the same deadly poison 50'. If a sol​dier antloid makes a successful poison attack, the victim is entitled to a saving throw versus the poi​son's effects. A failed save means the victim automatically takes 30 points of poison damage. A successful saving throw means that less of the toxin was injected/sprayed and the victim only takes 2d6 poison damage. Sol​dier antloids are immune to their own poison. Exploration, defense of the warren (and its water supply) and mating with the queen are the chief jobs of soldier antloids. They constantly raid surrounding areas for food.

Dynamis

These are the strangest and most deadly of the antloids. Their exoskeleton is grey‑black in color. They have a greatly enlarged center body segment, a small head, and a vestigial metasoma segment. Dynamis' bodies house large brains, which give this species its intellect and psionic abilities. They will always use psionic attacks first and melee as a last resort.

	Psionic Summary:

	Level
	Dis/Sci/Dev
	Attack/Defense
	Score
	PSPs

	6
	2/3/8
	-/IF, MB
	15
	100

	

	  Telepathy: Contact, Mindlink, Telepathic Projection

	  Psychometabolism: Absorb Disease, Cause Decay, Chemical Stimulation, Death Field, Double Pain, Flesh Armor, Heightened Senses, Shadow Form

	Mindlink with other dynamis is at no cost


Dynamis stay in contact with other dynamis within their warren via a natural ability to mindlink with one another. Dynamis prefer to combine their powers when attacking. They will move close to a victim using shadow form, then create a death field. This strategy makes the target more vulnerable to soldier antloids'attacks. They may also use cause decay combined with chemical stimulation and double pain. Dynamis will not hesi​tate to use all of their PSPs in skirmishes, and they will sacrifice themselves to protect the queen. As masters of the warren, dynamis make sure soldiers explore for food, workers keep busy, and that the queen is protected and comfortable at all times.

Queen

Antloid warrens will generally have only one queen, and she can grow to over 20' in length. Queens have fat, bloated bodies and serve only one purpose in the warren‑to lay eggs. Red to apricot in color, the queen lives in the deepest defendable part of the warren, where she lays 10‑20 eggs a week. The eggs are cared for by sterile workers. Of the four different antloid types hatched, 80% are workers, 15% soldiers, 4% dynamis, and 1% queens. Any time the dynamis feel there are too many of any one type, they will order the eggs used as food rather than letting them mature. This keeps the warren from overpopulating and assures the proper balance among the species. The queen is always attended by young, immature queens. When queens mature they gain the ability to release pheromone's in an adjacent 60‑cubic‑foot area. The pheromones create two different reactions: attraction and madness. Attraction pheromones lure virile soldier antloids to the queens' chambers for reproduction. A queen uses the madness pheromones to pro​tect herself against younger queens or intruders (including humanoids and demihumans). Madness manifests itself through hallucinations, causing the victim to see, hear, feel, and other wise sense things that do not exist, The victim must save versus poison (at ‑4) or suffer the effects of madness. The victim will frequently believe he/she is on fire, drowning, or being attacked by a terrible enemy. If not removed from the area of the phero​mones, the victim must make a successful system shock roll each round or die from the hallucination. Under the effects of madness the victim may only fight or flee the imagined danger; no other action is possible.

The antloid warrens appear as large mounds in the desert, up to 250' across and 25' in height. Underground warrens are conical in shape, widest at the surface and narrow​ing toward the bottom. They extend deep into the ground, fre​quently to a small subterranean water source. Antloids will abandon a warren for many reasons: lack of water or food, accidental death of all of their queens, or to attack another antloid warren. Infrequently, a rogue dynamis will lead a young queen, some workers, and a couple of soldier antloids from an established warren and attempt to set up a competing warren, More often than not this attempt fails. If the warren has any shiny or pretty objects (treasure), those items will always be in the queen's chamber, placed there for her pleasure.

Whether occupied or not, great caution should be tak​en whenever entering an antloid warren. Abandoned warrens seldom offer safe haven for desert travellers since dangerous desert dwellers tend to take refuge in the unoccupied labyrinth as well. Because of the constantly changing desert sands, a war​ren is in constant danger of collapsing. Water can be found in the deepest part of an abandoned warren 15% of the time, but it, too, is often guarded by some new inhabitant.

Terrain: Desert

Arashaeem
	Armor Class
	3

	Hit Dice
	9+3*****(M)

	Move
	180' (60')

	     Webbing
	120' (40')

	Attacks
	1 bite, weapon or spell

	Damage
	1d8,by weapon or by spell

	No. Appearing
	1 (1)

	Save As
	M6 or better (see below)

	Morale
	8

	Treasure Type
	F,O

	Intelligence
	14

	Alignment
	Chaotic

	XP Value
	4,750


Monster Type: Undead, Enchanted (Very Rare)

These undead Herathian aranea retain the high intelligence of the spider-humanoid race and still possess superior magical ability. Though they are rumored to be failed liches, no proof of this fact has been discovered. Arashaeem can assume the same forms as their living counterparts—arachnid and humanoid. The arachnid form reflects the arashaeem's hideous nature: a giant, horrifying spider with loose flesh hanging from its body and poison constantly dripping from its fangs. In humanoid form, the arashaeem resemble zombies wearing noble, if somewhat tattered, trappings. Arashaeem still remember any languages they learned during their lifetime. In either three forms, they speak in quiet, ominous whispers. Arashaeem typically have a cinnabryl contamination degree of 5 (4 abilities); roll abilities randomly. However, being undead, arashaeem do not need cinnabryl and cannot use essence of cinnabar. Arashaeem possess many of the powers and immunities of the undead. They are immune to sleep, charm, and hold spells; all poisons; and paralysis. Cold and electricity based spells inflict only half damage. In addition, the arashaeem's venom and webbing causes complete paralysis (successful saving throw vs. poison negates) for 1d6+2 rounds or until negated by a spell or special effect. The venom must be injected by bite, but the webbing need only come into contact with skin. As when they were alive, these creatures prefer magic over physical combat. They cast spells as 9th-level mages, still holding to the aranean preferences for illusion and charm and their aversion to all fire-based spells. They employ stealth when possible, attacking from behind webbing or dropping down quietly from above. Victims attacked in this way suffer a –1 penalty to surprise rolls. Arashaeem also value deception and preparation, perhaps herding victims into a web before attacking from a safe distance. Arashaeem in arachnid form can attempt to bite or entangle their opponents. Both tactics call for a successful attack roll. An arashaeem suffers no limitations on the number of poisonous bite attacks it can inflict; the venom flows freely. Likewise, all webbing attacks have the potential to cause paralysis. An arashaeem can produce up to 90 feet of webbing per day. Webbing can be saved but will lose the ability of paralysis after 1d6days (arashaeem constantly replenish the poison in their own webs). The poison from their fangs and poison sacks, however, can be saved indefinitely and used on sword edges and arrow points. The potency of the poison diminishes after the death of the arashaeem, causing paralysis for only 1d4 rounds and granting a +1 bonus to the victim's saving throw. Twelve ounces (12 sword applications, 24 dagger or arrow applications) can be removed from a dead arashaeem within the first few moments. After that, the poison dries up at a rate of 1 ounce per round. The arashaeem shapechanging ability works like that of the araneas. This grants the arashaeem limited protection from polymorph spells, allowing the creature to return to its normal form after 1 round. Weapons that affect shapechangers (sword  +1, +3 versus lycanthropes and shapechangers) strike the arashaeem for full effect. Arashaeem are turned as liches.

Failed lich or not, the arashaeem are still among the most dangerous undead because of their magical abilities and high intelligence. They live in solitude, driven by the desire for power. Arashaeem spend most of their time in arachnid form, enjoying this freedom after a lifetime of hiding and secrecy. However, so strong is the aranean education, that even after death, they will not divulge the secret of the living araneas. The arashaeem do, however, build off the legends to broaden their own influence.    The arashaeem are thought by most other races to be spirits of the outer planes. Those who do connect the arashaeem to the araneas usually theorize that the araneas must have been punished by the Immortals, the entire race being turned into spirits of the netherworld. Quite often, the araneas themselves support such claims as a way of further shielding their own continued existence. The arashaeem crave power, sometimes making deals with humanoids and offering treasure to those who will serve. These few attempt to create a power base from which they might find a way to achieve levels of magic they failed to reach during their lives. Other arashaeem are content to simply prey on humanoids. Still, all arashaeem agree that they were meant to dominate.

Unlike many undead, the arashaeem do affect the ecology. Their taste for flesh makes them natural predators of the intelligent races of the Savage Coast. More people know of the arashaeem than the araneas, and some adventurers hunt the creatures for their treasure and powerful venom. Araneas also listen for details that might indicate arashaeem presence; because the undead creatures area possible weakness in their camouflage, araneas try to eliminate them quickly and discreetly.

An arashaeem prefers to take a cave or ruined castle as a lair, but it can make do with a dense stretch of forest. Strung with enough webbing to make concealed blinds, hidden passages, and deadly traps, each lair will have 10d10 Hit Dice worth of spiders in it, all under the care and training of the arashaeem. Arashaeem are usually active during the nighttime.

Traps can amount to almost any web-related design: a net of webbing that falls from overhead (successful saving throw vs. death magic or be automatically entangled) or webs holding up a deadfall of rocks (cut the webbing and pillars of rocks fall). Arashaeem almost always create at least one dead-end, where they can lure adventurers and seal the opening behind them. Though arashaeem webbing is slightly resistant to fire, it will burn. Arashaeem collect both treasure and magical items, stored in the upper portions of webbing where humanoids cannot reach without great difficulty. This often deters adventurers from relying on fire, as it might destroy the magical items they hope to recover.

Terrain: Any Cursed

Argos

	Armor Class
	0

	Hit Dice
	5***** to 10*****(L)

	Move
	90'(30')

	     Flying
	30'(10')/MF 3(a)

	Attacks
	3 per victim

	Damage
	1d4 each

	No. Appearing
	1 (1)

	Save As
	F5-F10

	Morale
	10

	Treasure Type
	U

	Intelligence
	9

	Alignment
	Chaotic

	XP Value 
	800-4,750


An argos resembles a giant amoeba. It has one large, central eye with a tripartite pupil, and a hundred lashless, inhuman eyes and many sharp-toothed mouths. An argos can extrude several pseudopods, each tipped with a fanged maw that functions as a hand to manipulate various tools. Argos move by slithering; they can cling to walls and ceilings. They can levitate and fly at the very slow rate of 30'(10'). Argos colors tend toward shades of transparent blues and violets; they smell like a bouquet of flowers. They are huge beasts ranging in size from 10 to 20 feet in diameter, weighing about 200 pounds per Hit Die. Though they exhibit signs of being intelligent tool users, they do not wear clothes, choosing rather to carry gear stored in temporary cavities within their bodies. However, their digestive juices often ruin devices within two to three weeks.

An argos can attack with one to three weapons or items, or it can enfold a victim in a pseudopod and attack with 1d3 mouths for 1d4 points of damage each. It may attack as many foes in this way as it can physically reach. If an argos rolls a natural 20 on an attack, it envelopes its victim, swallowing him whole. A swallowed victim suffers 2d8 points of damage each round from the creature's digestive juices. The victim may attempt to cut his way free from within, using only short cutting weapons. He must inflict 8 points of damage to break free. The eyes of an argos, like those of a beholder, have a variety of special powers. An argos can bring 1d10 of its smaller eyes to bear on any target. The large, central eye can focus only on targets that are in front of the creature (within 90 degrees of the "straight-ahead point" of the central eye). Though the creature has nearly 100 eyes, only 20 special powers have been noted; therefore a number of eyes must possess the same power. Each point of damage inflicted on an argos eliminates one eye; the DM decides which powers are reduced in the process. It is possible to target one particular eye by attacking with a -4 penalty to the attack roll. Each ability of an argos's eye is treated as a spell effect. Use the argos's Hit Dice as the caster level. Roll 1d20 and check the following table for a particular eye's power.
	1
	Blindness
	11
	Gaze Reflection

	2
	Burning Eyes (Hands)
	12
	Heat Metal

	3
	Charm Monster
	13
	Hold Monster

	4
	Clairvoyance
	14
	Irritation

	5
	Confusion
	15
	Light

	6
	Darkness
	16
	Phantasmal Force

	7
	Dispel Magic
	17
	Slow

	8
	Emotion
	18
	Suggestion

	9
	ESP
	19
	Tongues

	10
	Fumble
	20
	Flesh to Stone


The central eye can use one of three different powers once per round. It can create a personal illusion (an alter self spell), or it can cast color spray or ray of enfeeblement.

Argos are solitary creatures, though it is not unheard of to discover an argos guardian in a beholder lair. Despite its relative intelligence, the argos is a ravenous creature driven by its hunger. It tries to lure prey into its grasp, feeding until it has consumed a number of creatures equal to two times its own Hit Dice. It then slips away to digest its meal for a period equal to two hours per Die. If an argos is unable to find food within a week of its last meal, it loses 1 Hit Die per week until it becomes a 5-Hit Die creature. After that point, it can hibernate for up to a year by crystallizing its outer shell and forming a chrysalis.
Argos consume anything that moves and is digestible. Their preference is to use their abilities to lure their prey into traps and then to pick off individuals one at a time. It sorts through the tools and weapons of its victims and keeps the useful items.

Terrain: Caverns

Asabis

	
	Common
	Stingtail

	Armor Class
	5
	3

	Hit Dice
	3+3(M)
	7*(L)

	Move
	180'(60)
	150'(50')

	     Burrowing
	90'(30')
	120'(40')

	Attacks
	2 claws/1 bite or 1 weapon/1 bite
	2 claws/1 tail or 1 weapon/1 tail

	Damage
	1d2/1d2/1d6 or by weapon/1d6
	1d4+1/1d4+1/2d4 or by weapon/2d4

	No. Appearing
	6d8 (6d8)
	2d4 (2d4)

	Save As
	F4
	F7

	Morale
	9
	11

	Treasure Type
	D
	Nil

	Intelligence
	11
	6

	Alignment
	Chaotic
	Chaotic

	XP Value 
	50
	850


Monster Type: Humanoid (Very Rare)

These reptilian beings, who call themselves laertis, are desert dwellers superficially similar to the much more common lizard man. They are found primarily in the rocky areas of the Great Waste. Asabis tend to be brown to gray in hue, with dun or light green underbellies. They have large, yellow, egg-shaped eyes so bright that they flash in darkness with horizontally slit pupils. They wear armor no heavier than leather, speak their own sharp, chattery language, and the sexes are indistinguishable to most mammals (including humans and demihumans). Their narrow skulls have sloping foreheads that end in protruding brows. 

They touch and taste unknown objects with their forked tongues, and have a rough, pebbly skin with slits for nostrils and ears. The asabis’ limbs jut from their sinuous torsos at 90 degrees, like those of the smaller desert lizards the asabis seemingly evolved from. They are equally adept at moving on four legs or two; when running on their rear legs, their nonprehensile tails help them balance. Asabis can burrow into desert sands quite easily (which is one reason their ambushes are so often successful). When they run on all four legs, they present a smaller target silhouette and receive a +1 bonus to their Armor Class. Additionally, asabis can leap 20’ horizontally or 16’ vertically.

Asabis often hire themselves out as mercenaries or hunt desert travellers and other, less intelligent creatures of the desert. They use any one-handed weapon they fashion or capture, including crude (treat as light) crossbows which they sling over their backs when not in use. Asabis are cunning and enjoy ambushing their prey. Left to themselves, asabis live in tribes under the rule of a council of elders and a war-leader. They may ally themselves with other evil creatures for mutual gain, or even adopt such beings into their tribe. 

Asabis are encountered only at night. They must spend the day away from the searing sun; they burrow a few feet into the sand, retreat to a cave, or huddle in a deep rock crevice. More than 1d4+1 turns of heavy exertion under the sun (forced marches, melee combat, or even carrying a heavy pack) causes an asabis to collapse until its body can cool. 

Asabis eat the organs and soft tissues of their prey, leaving the rest to desiccate under the searing sun while vultures fight for scraps. They also consume fungi, lichens, myconids, and mushrooms that grow in some of their subterranean lairs. Further, the taproots of certain oasis plants are considered delicacies by the asabis.

Stingtails: A rarer variety of asabis, each tribe normally has 2d8 stingtails. Larger, stronger, but less intelligent than their cousins, stingtails are usually content to follow orders of their brethren. On a successful tail hit, a stingtail can release a spray of milky poison through its skin. This caustic, vinegary solution causes victims to be confused (as per the spell) in the round they’re struck and force a save vs. poison; onset time is 1d4 minutes; a successful save means the victim takes 5 hp damage, and failure means the victim suffers 20 hp damage. Stingtails can release their poison-spray up to six times daily.

Terrain: Desert

Ascallion

	
	Biter
	Mother
	Shadow

	Armor Class
	3
	6
	5

	Hit Dice
	1+1(S)
	6+6(L)
	5+5(L)

	Move
	
	
	

	     Swimming
	210'(70')
	180'(60')
	240'(80')

	Attacks
	1 bite
	1 bite
	1 bite

	Damage
	2d4
	6d8
	5d4

	No. Appearing
	0 (2d6)
	0 (1)
	0 (1)

	Save As
	F1
	F4
	F3

	Morale
	7
	7
	7

	Treasure Type
	Nil
	Nil
	Nil

	Intelligence
	9
	9
	9

	Alignment
	Neutral
	Neutral
	Neutral

	XP Value 
	15
	350
	225


Monster Type: Monster (Very Rare)

Sometimes known as scallions or 'scallions, ascallions are fearsome predators that inhabit the world's oceans. Those coastal and aquatic communities that find themselves contending with ascallions quickly learn to respect their powerful bite and lightning speed. The most unusual feature of ascallions is the manner in which the female and her young hunt. Adult female ascallions (mothers) are much larger than their male counterparts (shadows), averaging 18 feet in length. The female ascallion is dark grey along her dorsal surface and shades to light grey on her underside. Like the males, they are similar in  appearance to sharks. Ascallion young (biters) are small and fairly harmless looking, averaging just over one foot in length. As a rule, they are light grey in color with occasional individuals being a dark grey or black. They normally dwell inside the gaping maw of their mother and are seen only when she releases them to attack her prey.
Female ascallions usually attack their prey in conjunction with their young. When a victim is spotted, the female remains at a safe distance and opens its jaws wide. Instantly, 2d6 young dart forth from within the mouth and tear at the prey with their razor-sharp teeth. After they have eaten their fill, the mother moves forward and consumes what remains. In the event that the young are unable to contend with the chosen victim, the mother can rush forward and come to their aid. The female ascallion's powerful jaws have been known to splinter the hulls of small boats and make short work of most opponents. When employed to attack a ship or similar construct, the jaws of the female ascallion deliver 2d4 points of hull damage. All types of ascallions have an unusual nervous system that is far less centralized than that of most other creatures. The result of this unique physiology is that, while the creature has virtually no sense of touch or pain, it is utterly immune to all forms of mental attack or paralysis (including both mental and chemical attacks.)

Ascallions are nomadic creatures that roam throughout the worlds temperate and tropical seas. Although they cannot live in fresh water, the females have been known to venture up wide rivers in search of prey for brief periods of time. Ascallions spawn only rarely, with each mother giving birth to 2-12 young. These young are protected by the mother, living safely inside her mouth and coming out only to hunt and feed, for roughly three years. When the young reach maturity, they turn on their mother and eat their way out of her body, killing her in the process. Mature young are treated as adults of the species, but have half the hit points that they will acquire when they are full grown. Once the young ascallions have slain their mother, they disband and leave the company of their siblings forever. If the mother is slain before they reach maturity, they will generally remain together until they are old enough to strike out on their own. 

Because of the singular nature of their nervous system, ascallions are unable to hunt by sensing vibrations in the water as many ocean predators do. Instead, they are forced to seek out their prey by sight and smell alone.

The ascallion regards all other forms of aquatic life as potential prey. Even sharks, which often stay near other predators to share in their kills, do not remain in an area occupied by an ascallion. Ascallions are deadly enemies of octopi and attack them on sight, abandoning whatever else they may be doing at the time.

Shadow ascallion

Male ascallions, commonly called shadows, range in color from black to charcoal grey. They greatly resemble sharks and average around eight feet in length at adulthood. Adult male ascallions attack with their powerful jaws and sharp teeth. Although their bite is not nearly as powerful as that of female ascallions, the males can hold their own against creatures as deadly as the giant shark

Terrain: Ocean

Ascimoid

	Armor Class
	3

	Hit Dice
	6+6*(M-L)

	Move
	120’(40’)

	Attacks
	1 spore jet

	Damage
	See below

	No. Appearing
	1(1)

	Save As
	F3

	Morale
	9

	Treasure Type
	Nil

	Intelligence
	0

	Alignment
	Neutral

	XP Value 
	650


Monster Type: Lowlife (Very Rare)

Ascomoids are huge, puffball-like fungi with very thick, leathery skin. They move by rolling. At first, an ascomoid's movement is slow - 10’ for the first round, 20’ the next, then 30’, then finally 40’ - but they can keep it up for hours without tiring. Ascomoids attack by rolling into or over opponents. Small- and medium-sized opponents are knocked down and must rise during the next round or remain prone. The creature's surface is covered with numerous pocks which serve as sensory organs. Each pock can also emit a jet of spores to attack dangerous enemies. Large opponents or those who have inflicted damage upon the ascomoids are always attacked by spore jets. The stream of spores is about one foot in diameter and 30 feet long. Upon striking, the stream puffs into a cloud of variable diameter (five to 20 feet). The creatures under attack must roll a successful saving throw vs. poison or die from infection in their internal systems in 1d4 rounds. Even those who save are blinded and choked to such an extent that they require 1d4 rounds to recover and rejoin melee. Meanwhile, they are nearly helpless, and all attacks upon them gain a +4 bonus to attack rolls with no shield or Dexterity bonuses allowed. 

Different types of weapons affect the ascomoid differently. Piercing weapons, such as spears, score double damage. Blunt weapons do not harm ascomoids; slashes and cuts from edged weapons cause only 1 point of damage. An ascomoid saves against magical attacks, such as magic missiles, fireballs, and lightning, with a +4 bonus to the saving throw; damage is only 50% of normal. (Cold-based attacks are at normal probabilities and damage). As these fungi have no minds by ordinary standards, all spells affecting the brain (charm, ESP, etc.), unless specific to plants, are useless.

Terrain: Caverns

Asperii

	
	Common
	Noble

	Armor Class
	4
	4

	Hit Dice
	4**(L)
	6***(L)

	Move
	210'(70')
	210'(70')

	     Flying
	420'(140')/MF 1(a)
	420'(140')/MF 1(a)

	Attacks
	2 hooves/1 bite
	2 hooves/1 bite

	Damage
	1d8/2d8/1d4
	1d8/2d8/1d4

	No. Appearing
	0 (1d4)
	0 (1d4)

	Save As
	F4
	F4

	Morale
	8
	8

	Treasure Type
	nil
	nil

	Intelligence
	15
	15

	Alignment
	Lawful
	Lawful

	XP Value 
	175
	950


Monster Type: Monster (Very Rare)

Commonly known as a wind steed, the asperii is highly prized as a mount and can be very loyal to its rider. Asperii are white, grey, or dun in color and have small manes that are usually silver, white, or light grey.
Although asperii are gentle beings, they are also quite capable of defending themselves if forced into combat. Each round, asperii can kick with their front hooves and bite with their sharp teeth. As a rule, they direct their bites at the wings and faces of their opponents. Asperii are utterly immune to damage from any form of cold-based attack. Similarly, they are unharmed by winds of any type (including the whirlwind attacks of a djinni and so forth). This ability also enables them to slip free of the grasp of an aerial servant with unusual ease (they have a 40% chance to do so). Conversely, they are unusually vulnerable to flames (though not to heat) and suffer double the normal amount of damage from any attack that employs flames. Asperii have keen eyes that not only give them the power of truesight but can also see into both the Ethereal and Astral planes. This being the case, they are often able to warn their riders of the approach of creatures that might otherwise be undetected. The unusual nature of asperii makes them immune to all forms of gaze attacks, such as those of the basilisk. When flying, the typical asperii is fairly agile. They retain such quick response times until they are burdened with more than 1,500 cn. An asperii can carry as much as 6,000 cn, but its maneuverability rating is reduced to 1/3 at 3,000 cn and to 1/5 at 4,500 cn.  A loyal asperii (that is, one who has accepted an individual as it master) flies so smoothly that its rider may even cast spells from its back. Obviously, any normal restrictions to the use of a particular spell still apply. If an asperii elects to strike with its hooves or bite in combat, this prevents the rider from engaging in spellcasting.

Asperii sometimes live in herds of as many as 20 animals but are most often encountered in groups of two or three. As a rule, they live in the uppermost regions of virtually inaccessible mountain peaks. Asperii communicate with each other by means of a limited form of telepathy, which has a range of 60 yards. With this power, they can also speak with other intelligent beings. Asperii are the mortal enemies of hippogriffs and griffons, tending to attack these creatures on sight. They have also been known to do battle with rocs, although they normally ignore such creatures if possible. Pegasi and asperii get along quite well, and the two species are often found in each other's company. If taken when young, an asperii can be trained to accept a single master. If this is done, it becomes utterly loyal to this individual and will not bear another upon its back unless so instructed by its master. An asperii will refuse to accept a master who is not of Neutral or Lawful alignment. Young asperii, commonly known as "doffs," can be sold to those who wish to train them for between 4,000 and 6,000 gold pieces. The wingless asperii are capable of flight due to their natural powers of levitation. In addition, they are able to ride winds of either magical or mundane nature. When they do so, they add 10'(3') to their movement rate for each mile per hour over 20 of wind. Asperii also have an inherent ability to cast a feather fall spell up to four times per day on themselves or on any being they are able to touch.

Although asperii are omnivorous and eat a great variety of plants and animals, they do have a few favorite foods. Asperii prize mint leaves, mistletoe, fish, and hawk flesh. In fact, they so delight in eating fish that they have been known to raid fishing boats and coastal villages in search of them. Perhaps because asperii can go for long periods of time without eating, they seem to have unlimited appetites when given the chance to feed on their favorite foods.

Noble Asperii

The noble asperii are a very rare off-shoot of this species. Many people describe the hide of a noble as looking like an iridescent, polished abalone shell. Their telepathy is more powerful than that of their more common counterparts, having a 90-foot range and being forceful enough to permit the noble to implant a suggestion on creatures of 3 or fewer Hit Dice. 

Terrain: Mountain

Atomie

	Armor Class
	4

	Hit Dice
	1/2 (1d4 hp)***(S)

	Move
	120'(40')

	     Flying
	240'(80')/MF 5(a)

	Attacks
	1 weapon twice/round

	Damage
	by weapon

	No. Appearing
	0 (3d4+10)

	Save As
	M1

	Morale
	7

	Treasure Type
	N, S

	Intelligence
	10

	Alignment
	Chaotic

	XP Value 
	8


Monster Type: Humanoid (Very Rare)

Atomies are cheerful woodland beings who live in secluded forests. They avoid most serious-minded creatures, but mix freely with the carefree grigs and are 20% likely to be found in their company. The lightest and quickest of all the fairies, atomies rarely surpass one foot in height. They are thin of face and body, with twin dragonfly-like wings on their back. Atomies have elven features, with slender, pointy ears, straight noses, and wide clear eyes. Their skin is pale, but with a hint of woodland green. Atomie clothing is innately magical, as it is bright and festive on the one hand, while at the same time, blending well with woodland surroundings. Atomie senses are developed beyond that of normal folk. They hear things at twice the range of humans; they possess infravision out to 90 feet. Their voices are high-pitched, almost bee-like. Atomies speak their Fairy and some broken common. They can also speak with both plants and animals. Despite their haotic alignment, atomies are not evil.

In battle, atomies use their amazing speed to flit in and out, poking and jabbing at their enemy. Atomies attack as 3rdlevel fighters. Twenty percent of atomies encountered are armed with tiny crossbows and spears. Atomie crossbows have a 30-foot range and inflict ld3 points of damage. Atomie spears cause ld4 points of damage. The remaining atomies are armed with either spears (40%) or tiny swords (40%). Treat atomie swords as daggers that cause ld3 points of damage. Atomies have the following spelllike abilities: blink, invisibility to mortals, pass plant, speak with animals, and summon insects. These abilities can be used at will, one per round, at 5th-level ability. Atomies are only 10% likely to be surprised and 90% likely to surprise. Upon hearing an intruder, atomies disappear and try to lure the intruder away using false lights, chattering voices, and pesky summoned insects. Repeat intruders are warned with a well-placed crossbow bolt. If combat is inevitable, or the intruders are orcs, the atomies regroup and attack in a group. If surprise is achieved, the atomies with spears (60% of the force) fly in and dive on their opponents (usually aiming at their rears). Diving attacks inflict double damage (2d4).

Atomies live in the upper branches of old hardwood trees (usually oaks), one family per tree. Each family hollows out a series of tiny rooms from their tree, decorating each room with walnut chairs, woven pine-needle rugs, acorn dishes, and the like. A winding network of balconies, landings, and sturdy rope bridges connects the community together, forming a village high above the forest floor. A typical atomie village houses 3d4xl0 adults and 4d6 children. At night, atomies issue forth from their tree village, flitting about in the moonlight, playing songs and games, gathering nuts and berries, and dancing on the forest floor. Atomies almost never bother with outsiders, including sprites (whom they view as tedious and overly serious), but they occasionally help a child in distress. A rescued child is well cared for and entertained before being returned to the outside world. The concept of pets is unknown, but atomies often grow mushroom "friends" in their living rooms. Atomie leadership is loose and unclear. A chieftain exists, but he is seems to be chosen for storytelling and singing ability more than anything else.

Atomies are strict herbivores and find the eating habits of their sprite cousins repulsive. They favor nuts above fruit, but prefer honey when they can convince (i.e., trick) bees into giving them some. Atomies make a perfect bite-sized morsels for most creatures, and sometimes fall prey to evil animals, such as yowlers. Good animals never hunt atomies. Atomies view magic as something connected with life and are fascinated by inanimate objects that possess magic. Thus, atomies collect magical items, hoarding them as curios and prominently displaying them in their homes or, if the items are too large, hiding them in the boles of large trees. Nonmagical treasures are considered unnecessary clutter and are either thrown away or given to forest creatures who value such things.

Terrain: Woods

Aurumvorax

	Armor Class
	0

	Hit Dice
	12(S)

	Move
	90'(30')

	     Burrowing
	30'(10')

	Attacks
	1 bite

	Damage
	2d4

	No. Appearing
	1 (1)

	Save As
	F6

	Morale
	12

	Treasure Type
	see below

	Intelligence
	1

	Alignment
	Neutral

	XP Value 
	1,250


Monster Type: Monster (Very Rare)

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.

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.
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.
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.
Terrain: Hills
Axebeak

	Armor Class
	6

	Hit Dice
	3(L)

	Move
	180'(60')

	Attacks
	2 kicks/1 bite

	Damage
	1d3/1d3/2d4

	No. Appearing
	0 (1d6)

	Save As
	F2

	Morale
	4

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value 
	35


Monster Type: Animal (Rare)

Axebeaks are flightless, carnivorous birds that stand four feet tall at the shoulder. Axebeak markings resemble those of an ostrich. The immense head and long neck are covered in short white feathers. The body is covered in dense black feathers with a white underbelly and tail. The legs are covered in yellow scales. The axebeak has a loud, honking voice that can be heard for ½ mile. During mating time, the males make a thrumming sound like a bass violin. In combat, the bird hisses when not biting. They are fast runners and aggressive hunters that pursue prey until fed or killed. They attack by kicking (1d3 points of damage for either foot) and biting (2d4 points).

Axebeaks make crude nests of stones atop rocky outcroppings. During warm weather, there is a 25 % chance that eggs or chicks are nearby. The chicks are 10%-80% grown with a proportionate number of Hit Dice. Immature axebeaks do not initiate combat, although they can defend themselves by biting for 1d4 points of damage. Axebeak eggs and hatchlings are worth 50-80 gp. They can be raised as guards, hunters, and mounts. The long plume feathers of the wings and tail are worth two gp each.

Terrain: Open

B'rohg

	Armor Class
	7

	Hit Dice
	5+3(L)

	Move
	150'(50')

	Attacks
	4

	Damage
	1d8+10/1d8+10/1d8+10/1d8+10

	No. Appearing
	1d12(1d12)

	Save As
	F5

	Morale
	6

	Treasure Type
	J, K

	Intelligence
	6

	Alignment
	Neutral

	XP Value 
	225


Monster Type: Humanoid, Giant (Very Rare)

B'rohg are tall, slim, humanoid giants with four arms and two legs. They have burnt orange skin, the result of having spent their lives on the hot deserts. They stand 15' in height when fully mature, with sharp, angled features, a flat nose, and pointed ears located towards the backside of their skull. Some b'rohg are bald on top, but do have hair (which they will grow to waist‑length) growing from the back of their heads, B'rohg have no facial hair. A b'rohg's garb is simple and well‑suited to his primitive lifestyle. Males and females alike wear loose fitting skins or britches made from reptilian leather. B'rohg communicate with one another through a series of primitive grunts and hand signals. Because of their low intelligence, it is impossible to teach a b'rohg contemporary speech. It is possible to learn the grunt and sign language of the b'rohg through much study; however, such communication tends to be limited to simple concepts. Psionic or magical communication is also somewhat limited due to their low intelligence ‑ contact is still limited to fairly simple ideas.

B'rohg are formidable oppo​nents due to their ability to make four separate attacks per round. The primary two attacks are unmodified. The other two attacks are attempted with a ‑ 2 attack roll penalty. B'rohg prefer to fight with primitive stone weapons, such as spears and clubs, but will use any available weapon. A favored form of attack is wielding clubs in the lower two arms and long spears in the upper arms. While most younger b'rohg favor an all‑out, 4‑weapon attack, some older b'rohg prefer to pad their lower two arms and use them as shields, thus "equalizing" the match. Using the latter method, b'rohg get two chances to parry while still making two attacks. Because of their lack of intellectual development, b'rohg have never mastered the use of missile weapons other than those which can be thrown (rocks etc.). Because of the motion of throwing, a b'rohg can only throw a maximum of two objects per round, and they do so by throwing from the same side si​multaneously. There will be a dominant male leader present in any group of six or more b'rohg. The leader has 6+3 Hit Dice. The leader also brings his battle savvy into play, directing the combat actions of his warriors. When a leader is present, the b'rohg are more likely to set ambushes for approaching enemies rather than conduct a simple frontal assault. Also, b'rohg under the command of a leader will turn and run after losing two of their original number ‑ otherwise, b'rohg tend to fight to the bit​ter end.

B'rohg are a throw‑back to simpler times. They are nomadic hunters and gatherers who continue to live within a primitive, "stone age" culture primarily because of their low in​telligence. A b'rohg child taken and raised in a human community is unable to comprehend anything but primitive concepts; his lack of intelligence makes him unable to excel. B'rohg live in small bands comprised of 1‑4 family units called cliques. Family units consist of one male, one or two females, and generally no more than four total offspring. Males are dominant within the family structure, but tasks within a band are accomplished by the most capable member regardless of gender. The strongest in the band are primarily hunters, while the older, weaker members and the children are gatherers and water bearer,. B'rohg  have yet to master fire, but are not afraid of it; in fact, they are often attracted to it if they see the distant glow. B'rohg are scavengers, and their clothing often testifies to this fact. When clothed, they combine animal skins with "found" or discarded scraps of clothing and armor. B'rohg typically live to be 80 years of age but seldom do because of the harshness of their environment and a high mortality rate among their young. B'rohg do not understand the concept of death and tend to leave things that do not exhibit signs of life alone. An exception to this is seen in combat, where they may repeatedly strike a dead opponent just to make sure it does not move later. B'rohg will eat the flesh of other races, but are not cannibalistic; they do not consume their own kind. Neither suspicious nor superstitious, B'rohg are reactionary when magic is used in their presence. Depending on previous experiences with spellcasters, the creatures may be awed or an​gered. When encountering magic for the first time, their reaction tends to be one of curiosity (until the spellcaster's intent ‑ malevolent or benevolent ‑ has been established). Their nomadic lifestyle calls for periods of movement followed by periods of rest. While on the move, the adults carry the few belongings they have and their children in simple sleds made from skins or leathers stretched across a triangle of wooden poles. Each adult drags a single sled across the ground to the next temporary settlement, Once in an area fresh for further hunting and gathering, the group settles down, forming small hovels out of their sleds and additional skins. Where possible, the hovels use existing rocks and crevices to serve as walls or additional rooms, respectively. When under the direction of a dominant male leader, the group selects an easily defended posi​tion over any others.

B'rohg do not directly contribute to the social or eco​nomic well‑being of their region, as they neither create nor produce any raw materials or refined goods. Few people have ever made lasting friends with a b'rohg. Due to their limited intelligence b'rohg seldom remember friend from foe for any length of time.

Terrain: Desert

Baelnorn*

	Armor Class
	0

	Hit Dice
	9d6+2(M)

	Move
	90'(30')

	Attacks
	1 touch or 1 spell or 1 weapon

	Damage
	1d10 + see below or by spell or by weapon

	No. Appearing
	1(1)

	Save As
	E10

	Morale
	12

	Treasure Type
	see below

	Intelligence
	18

	Alignment
	Neutral (85%) or Lawful (15%)

	XP Value 
	calculate per abilities


Monster Type: Undead, Enchanted (Very Rare)

Baelnorn are elves who have sought undeath to serve their families, communities, or other purposes (usually to see a wrong righted, or to achieve a certain magical discovery or deed). They are lichlike creatures that appear as tall, impressive-looking elves with shriveled skin and glowing white eyes. Most baelnorn keep to the crypts, ruins, or mage-towers they guard or work in, and they are never seen except by those who intrude into such places. As most elves find undeath abhorent, baelnorn are extremely rare; only the most driven or devoted elves will even consider transforming into this state, and then only at great need.

Baelnorn do not project a terrifying aura as do liches, but the chill of their unlife inflicts the same touch damage (plus paralysis if the victim fails a save). However, some go armed into battle if they possess magical weapons that cause greater damage than their touch. They employ spells as they did in life (baelnorn have the abilities of elf-wizards of level 1d6+14). Most baelnorn have developed rare and strange spells lost to today’s mages. They also employ magical items. Baelnorn can be hit only by +1 or better magical weapons, by magical beings, or by creatures with 6 or more hit dice. They are immune to charming, cold-based spells, death (and related) magic, disintegrate, electricity, enfeeblement, feeblemind, hold (and related magic), insanity, and sleep spells. Neither nonintelligent animals nor undead willingly attack a baelnorn. Baelnorn have a special power: thrice per day, up to five turns at a time, and without employing a spell to do it, they can use a project image power to send a wraithlike likeness of themselves, called a sending, up to a mile distant. Baelnorn can see through these images with their normal 90-foot infravision, and into the ethereal plane too. They can also hear and speak through them, and can even cast spells (the image serves as the source of the spell). This link transcends physical and all known magical barriers, and it can even cross the boundaries between the prime and the ethereal planes. A sending is AC 0, flies at a speed of 90'(30') and MF 5, and has the hit points of the baelnorn itself, but lacks the ability to carry solid objects (including weapons and items), turn undead, or inflict damage by touch. Only half the damage (round down) suffered by a baelnorn’s sending is borne by the creature itself. A sending vanishes at the baelnorn’s will or when it is killed; it cannot be turned or magically dispelled. A sending can push against or move small things, so it may push its fingers through sand or ashes to write a message, or turn a page of an open book, but it has insufficient mass to carry things. A baelnorn can have only one sending in operation at a time. These creatures are turned as liches (although they cannot be turned while in the area they guard or are linked to), and they themselves can turn undead as 14th-level clerics.

Baelnorn spend their existence diligently working at whatever task they find important enough to endure death for. If they guard a place or an item of power, they typically spend centuries laying traps, placing items at the ready, setting spell triggers, creating or summoning guardian monsters, and formu- lating defensive strategies. Many baelnorn have no interest in combat, but they are both fearless and brilliant and will always do whatever best serves their task. Many baelnorn have specialized clones that are activated if they are destroyed (They pass into a spirit trap, created by a powerful and secret 7th-level spell, and then are whisked into their next body). The process by which elves become baelnorn is old, secret, and complicated. They have never been numerous, and none have been created in recorded history. Baelnorn do not eat, drink, excrete, or breathe, and nothing preys upon them.

Terrain: Any (usually Woods) 

Bainligor

	Armor Class
	7

	Hit Dice
	2+1* to 10+9**(M)

	Move
	60'(20')

	     Jump
	90'(30')

	Attacks
	1 claw/1 bite

	Damage
	1d4/1d4 to 1d10/1d10

	No. Appearing
	4d100 (0)

	Save As
	F2-F10

	Morale
	3

	Treasure Type
	C

	Intelligence
	11

	Alignment
	Chaotic

	XP Value (2+1 HD)
	35

	                 (4+3 HD)
	200

	                 (6+5 HD)
	650

	                 (8+7 HD)
	1,400

	                 (10+9 HD)
	2,700


Monster Type: Monster (Rare)

The bainligor are small, flightless bat-people, a primitive tribal culture found in the upper reaches of the tunnels under the Broken Lands, where they subsist almost entirely on insects, spiders, and edible fungi such as fireweed. They hunt in darkness using echolocation, just as their bat ancestors, and so they are completely immune to darkness, invisibility, and blindness spells, and visual illusions of all kinds. In appearance, bainligor are considered hideous by even the most charitable viewers. Their ears are huge and pointed, their ridged snouts and elaborately sculpted facial features resembling those of bats. Though bainligor can speak, usually the local humanoid tongue, Tharian, or elvish (shadow elf dialect), most of their speech is too high-pitched for others to hear. If necessary, they can make an effort to speak in a low enough voice to be heard by other races; even then, their voices resemble high-pitched squeaks. As a result, the bainligor rarely speak with outsiders and carry on little trade with other races. Most of what they have is of little value; bone and stone tools, tanned hides, and small quantities of food are their usual treasures. The cries of a rampaging pack of bainligor are inaudible to the ears of most humans and demi-humans, but dogs and cats often warn against such attacks; they can hear the bainligor coming. 

In battle, the bainligor attack en masse, hoping to pull prey down quickly. The smallest attack for 1-4 hp damage with claws and the same from their needle-like teeth; larger bainligor attack for 1-6/1-6, 2-7/2-7, 1-10/1-10 for chieftains, and eventually 1-12/1 -12 for the Revered and swarm watchers. Deafness spells blind the bainligor, reducing all their attacks by -4. All bainligor can turn their echolocation chirps into a weapon capable of stunning prey. Once per hour, any bainligor can summon a massive burst of ultrasonic sound, sound that shocks and hammers flesh like a gigantic fist. The attack takes the place of bite and claw damage, and it inflicts 1-6 hp damage per Hit Die of the bainligor. Unless the target makes a saving throw vs. paralyzation, the attack also leaves the victim unable to do more than defend himself (at a -2 penalty to AC and no Dexterity bonus) for 1d4 rounds. If the saving throw fails by 8 or more, the victim is also permanently deafened. Finally, bainligor can dodge all missiles to varying degrees; when involved in melee, their AC against such attacks is six places higher (AC 1). When walking and concentrating on such attacks, they can automatically dodge any missile. This protection does not apply to all magical attacks, only those that require an attack roll.

Bainligor society is based on reverence of the elderly; young bainligor always defer to the commands of the old. As they age, the claws and teeth of the bainligor are magically strengthened by growth spurts; As a result of these magical periods of growth, the bat-people continue to grow larger throughout their lives. Eventually, the eldest of the bainligor leave their tribes, compelled by an inner voice to seek out dry, empty caverns where their bodies are transformed for the last time. Once they return from their seclusion, they are undead creatures of 10+9 hit-dice, called Revered Ones. These creatures are chieftains, war leaders, priests, and guardians to their descendants; the strongest of them may rule a swarm of bainligor for generations. A few of the undead (about 10%) become spellcasters after they make the transition to unlife; all of their followers are fanatically loyal to them. They can be turned as vampires.

The bainligor are nomads and scavengers, feasting on insects, detritus, and even rotting flesh if necessary. Rather than a source of shame, this scavenging, wandering existence is a source of pride among the bainligor, for they believe that they can survive anywhere, on anything, whereas others are tied to the earth by their possessions, their cities, and their weakness for special foods. Eating noxious foods is a source of many bainligor boasts. Tales are told of the Deep Tribes, those who starved until they were reduced to nothing but dozens of the Revered, who still hunt in great swarms, not for nourishment but for the joy of their great strength and the fear they cause in others These are likely nothing more than myths told to bainligor young, for such sightings have never been confirmed by sages or savants of the underground races.

The Revered: Elder bainligor can transform other creatures into undead. This requires a successful attack roll, and entitles the victim to a saving throw against death magic at +1/level or HD of the target (bainligor are not entitled to a saving throw). The creature becomes a zombie unless it is a bainligor, which becomes a Revered One with the HD it had in life. The Revered cannot use this ability more than once per month and will not do so to their own kind unless they fear the tribe is in danger of starvation, overcrowding, or death by poison gas or drowning. 

Terrain: Caverns

Bajang

	Armor Class
	2

	Hit Dice
	6******(S)

	Move
	120'(40')

	Attacks
	2 claws

	Damage
	1d4/1d4 + special

	No. Appearing
	0 (1)

	Save As
	F6

	Morale
	7

	Treasure Type
	3xQ, 3xS

	Intelligence
	13

	Alignment
	Chaotic

	XP Value
	1,625


Monster Type: Humanoid (Very Rare)

A twisted, malevolent relative of the dryad, the bajang is an intelligent creature found in the jungles of southwest Ochalea. It delights in terrorizing human settlements. A lesser spirit, its lifeforce is tied to a single tree in the forest in which it dwells. The bajang's true form is that of a stunted, stocky human with a blunt nose, wispy hair, and pale brown skin. It has beady orange eyes and a wide, lipless mouth, which is permanently creased in an evil sneer. Its hands are bony claws, and its feet resemble the talons of a vulture. The creature speaks its own language, as well as the language common to the area it inhabits. 

The bajang can shape change at will into the form of a small wildcat. The creature is most often encountered in this form. As a wildcat, it has light brown fur and retains its distinctive orange eyes.

A vicious and devious fighter, the bajang prefers wounded, weak, or otherwise helpless prey, attacking them in their sleep or ambushing them from behind. Generally, a bajang won't negotiate with opponents unless its life is clearly endangered, in which case it may lie outrageously or make any threat to save itself. If its tree is endangered, however, a bajang will always fight to the death.

Since its bony hands are too awkward to manipulate weapons, the bajang can only rake with its claws in melee. However, any opponent struck by its claws must make a saving throw vs. poison. A failed save means the victim suffers a -1 penalty on all saving throws and to-hit rolls for the next 2-7 (ld6+l) rounds. The effect is cumulative; each claw rake can increase the penalty. In human form, the bajang can cast curse, omen, divination, fate, ghost light, wind breath, steam breath, and transfix three times per day. It can cast ancient curse once per day. Typically, the bajang is nowhere to be seen when it transfixes its victims, ordering them to stay put for an indefinite period (this enables the creature to attack at leisure). In combat, the bajang often uses wind breath and steam breath to weaken opponents, followed by claw attacks if it is within range. It holds ancient curse in reserve, and prefers to use it to threaten opponents who are about to destroy the bajang or its lifeforce tree. The best way to eliminate a bajang is destroying its tree. After finding the tree - usually by observing the bajang's frantic efforts to protect it - a character can destroy it by chopping it down, setting it afire, or with another ruinous technique such as a wood rot spell. The bajang suffers no ill effects while its tree is under attack, but once the tree is destroyed, the creature is immediately reduced to 0 hit points and disappears. 

In wildcat form, the bajang retains the Armor Class, Hit Dice, movement, and hit points of its original form. It can attack three times per round, inflicting 1-2 points of damage for each successful bite and front claw attack. If both forepaw attacks are successful in the same round, it can attempt two rear claw attacks for an additional 1-2 points of damage each. A bajang cannot cast spells while in wildcat form.

The bajang makes its lair in its lifeforce tree. It prefers to live in a dense jungle, where its tree is more difficult for enemies to locate. Any tree is suitable for a bajang lair, but the creature usually selects one within a mile of a small village. The bajang raids the village regularly, attacking a sleeping victim and carrying the body back into the forest. Bajang are solitary creatures, and they do not mate to reproduce. Instead, they are "reincarnated." When a bajang is killed, its spirit becomes dormant, waiting to be reborn in a corrupted forest. A "corrupted" forest might be the site of a bloody battle, the burial place of an evil magic-user, or the secret meeting place of an evil sect. When a tree has grown to maturity in this forest, the bajang's dormant spirit is absorbed through the roots during a full moon. A swelling appears at the bottom of the tree, then rises through the trunk. When the swelling reaches the highest limb, the now fully-formed bajang bursts through the bark. Its lifeforce is joined with that of the tree.

A bajang's treasure is a small collection of coins stored in a hollow of its tree. Bajang collect treasure more as a souvenir from a victim than for monetary value. Bajangs are carnivores, feasting on carrion when no other option exists. 

Terrain: Jungle

Bakemono 

	Armor Class
	6

	Hit Dice
	1-1(S)

	Move
	60'(20')

	Attacks
	1 weapon

	Damage
	1d6

	No. Appearing
	1d20 (1d100)

	Save As
	F1

	Morale
	6

	Treasure Type
	A

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	5


Monster Type: Humanoid (Rare)

The bakemono is an Ochalean variety of goblin, with similar habits and characteristics. Unlike goblins, bakemono are surface dwellers, and they are even more stupid than their cousins.  No two bakemono are quite the same, even in size and overall shape. Their skin color varies from brilliant orange to fiery red to deep blue, while their eyes are typically black, yellow, green, or gray. Physical features may include a combination of small stunted wings, stumpy tails, hooves, fur, scales, huge noses, feathers, floppy ears, and hunched bodies. Clothing is similarly varied, ranging from tattered robes to shabby leather armor to filthy, cotton peasant dress. Most speak in high, shrill voices. All share the same nasty disposition. Bakemono speak the language of humans common to the area they inhabit, and their own language, which is similar to that of oni.

Bakemono are clumsy, impulsive fighters; strategic planning is unknown to them. They ambush their opponents whenever possible, and often charge straight ahead with weapons swinging. Bakemono seldom make their own weapons or armor, preferring to use items they have scavenged or looted on raids. A typical force is equipped as follows: spear (40%), short sword (30%), short sword and shortbow (10%), trident (10%), and normal sword (10%).

When a large force is encountered, 20% of the bakemono have an Armor Class of 5. This AC rating stems from the armor pieces they're wearing. The pieces are in poor repair, often having been crudely and drastically altered to fit the individual bakemono's strange body. Bakemono armor won't fit PCs.

Like goblins, bakemono hate daylight and other strong illumination, but they are not unusually sensitive and incur no attack penalties when fighting in bright light. However, they enjoy no particular advantage when fighting in darkness.

A typical band of bakemono consists of 20-80 (ld4 x 20) adult males, a number of adult females equal to 60% of the number of males, and a number of children equal to the total number of adults. An oni or ogre mage usually rules each band. For every 20 adult males, there is a lieutenant of greater size (HD 2, AC 4, Dmg 1-8, Save F2, 20 XP). This lieutenant receives his orders from the oni (or ogre mage) and has absolute command of the 20 males beneath him. Conflict is a way of life. Bakemono drift from band to band as the mood strikes them, and accusations of disloyalty and treason often trigger violent battles. When not fighting amongst themselves, bakemono execute loosely-organized raids against human or humanoid settlements, or engage in banditry, preying on travelers and explorers. Neither females nor children fight in battles. Bakemono steal virtually all their possessions, including weapons, food, and clothing. Except for a few inconsequential trinkets, all treasure items are divided among the lieutenants.

Occasionally, bakemono acquire slaves as a result of their raids. There is a 20% chance that a bakemono band has slaves of various races. The slaves usually number 10-40% of the size of the band.

Since bakemono are poor miners, they are not inclined to make their lairs underground as western goblins do. Instead, bakemono typically establish a lair in an abandoned temple or village, driving out the rightful inhabitants if necessary. Bakemono lairs always lie in disrepair, are strewn with debris, and wreak of filth. Many lairs appear deserted as a result. On occasion (40% of the time), bakemono build a wooden stockade around their lair. About 10% of the band mans the stockade at all times, but it is not unusual to encounter these guards asleep, intoxicated, or otherwise neglecting their duties.

Bakemono eat all types of wild game. Although they enjoy cooked meat, such preparation usually requires more effort than the bakemono are willing to spend. They also have a great weakness for strong drink and have been known to engage in brutal assaults on villages for the sole purpose of stealing sake. Aside from oni and ogre mages, bakemono have little to do with other creatures, and openly despise all humanoid races.

Terrain: Any

Baku

	Armor Class
	-2

	Hit Dice
	12+12******(L)

	Move
	210'(70')

	Attacks
	1 gore/2 stomps

	Damage
	3d6/2d6/2d6

	No. Appearing
	0 (1d4+1)

	Save As
	M12

	Morale
	8

	Treasure Type
	see below

	Intelligence
	16

	Alignment
	Any

	XP Value
	7,050


Monster Type: Monster (Very Rare)

A baku looks like a strange elephant with a lizard's tail. It has an elephantine head, complete with trunk, but its trunk is rarely more than 4' long. It stands about 9' tall. Two upward curving tusks jut out from the creature's lower jaws, curving slightly. Its stout forelegs have a rhino-tough hide. The front feet are like an elephant's, but the rear feet have leonine pads equipped with claws. Dragonlike scales cover a baku's back and thick tail. On male baku, the scales continue over the back of the head.

Despite its size and bulk, a baku can move quickly, attacking with a goring butt and two foreleg stomps. The stomp is used only against man-sized opponents, or less than 6' tall. A baku can hold simple devices such as weapons or wands in its trunk, so a baku will often have some magical weapon or device when attacking. Baku can use psionics to become invisible at will. They expend no PSPs for this, and the power check always succeeds. Baku also boasts a trumpeting roar, which affects creatures of certain alignments. Any vulnerable creature within 40' of a roaring baku suffers 1d8 points of damage; it must also make a successful save vs. paralyzation or flee in panic as if affected by fear. Baku can trumpet once every four rounds. Lawful baku affect only Chaotic creatures, dark (Chaotic) baku affect Lawful creatures, and holy baku can affect either Lawful and/or Chaotic creatures at their discretion. Lawful baku are usually timid, peace-loving creatures, but they eagerly do battle with evil and malicious monsters.

	Level
	Dis/Sci/Dev
	Attack/Defense
	Score
	PSPs

	12
	4/6/17
	MT, PsC/All
	=Int
	200

	

	Common Disciplines/Sciences/Devotions

	  Clairvoyance - Aura Sight*, Comprehend Writing, Danger Sense

	  Psychometabolism: Absorb Disease, Animal Affinity*, Cell Adjustent*, Ectoplasmic form*, Lend Health*, Metamorphosis*, Reduction*

	  Psychoportation: Astral Projection*, Dream Travel, Probability Travel*

	  Telepathy: Awe, Conceal Thoughts, Contact*, Invisibility (no cost)*, Mindlink, Mind Thrust, Psychic Crush*, Superior Invisibility*, Telempathic Projection, Truthear

	  * - always have this power


Baku originate on an Outer Sphere of Thought. They are seldom seen except in desolate settings, and prefer to move invisibly among mankind. Most baku (80%) are creatures of good will. They secretly dwell among humankind to serve its interest. Lawful baku favor societies in semitropical forests. About 15% of all baku are of Chaotic alignment. These baku, called "The Dark Ones" by their brethren, also move amongst humankind. However, they attempt to thwart the plans of their Lawful brothers as well as cause general mayhem and suffering wherever they go. The remaining 5% of baku are Neutral. Among other baku, they are known as "The Great Ones" or "The Holy Ones". Although they have no discernable abilities to set them apart from their brethren, they are reverently obeyed by other baku. These holy baku always have an Intelligence of at least 18.

Baku tusks are worth 200 gp each. However, this treasure is greatly overshadowed by the magical item that a baku usually carries in its trunk.

Terrain: Settled, Woods

Balhiir

	Armor Class
	8

	Hit Dice
	18*(M)

	Move
	

	     Flying
	180'(60')/MF 5(a)

	Attacks
	see below

	Damage
	see below

	No. Appearing
	1 (1)

	Save As
	M9

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	3,475


Monster Type: Planar Monster (Very Rare)

The extremely rare balhiir normally appears as a man-sized, softly glowing cloud with diamond-shaped sparkles of light within. This cloudlike being flows through the air, and moves through all openings of at least 1" in diameter. A balhiir is otherwise constrained by physical objects and can be trapped within such items. Wind, water, and physical weapons do not hinder its movements or harm it in any way. 

The balhiir can sense life forces and magic up to 100' away, even through solid stone. It always moves toward the largest concentration of magic. Once in contact with the source of magic - be it an item, a weapon, or living creature -it absorbs the magic. Items can be drained temporarily or permanently (50% chance of either); if the item uses charges, 3d6 charges will be drained instead. A temporary drain grants the balhiir 1 spell level per item plus or function, and causes the items to fall dormant for 4d8 days. A permanent drain grants the balhiir 2 spell levels per item plus or function. Intelligent weapons cannot be permanently drained, and artifacts cannot be drained at all. Each charge drained grants the balhiir one spell level. Spell-like effects and energy discharges such as dragon breath targeted on the balhiir give it spell levels equal to an equivalent spell. Also, energy-based beings such as flickers (if a balhiir could catch one) can be drained by the balhiir at the rate of 3 HD per round, eadh HD yielding one spell level for the balhiir. One spell level serves to sustain an active balhiir for one day. The creature can hold up to 180 spell levels at a time. A balhiir has only one draining "attack" per round, but the creature can passively drain many items at once. Any spell or magical item that is cast or brought within 10' of the balhiir is absorbed as above. 

Only two methods are known to defeat a balhiir. The first is that its magic-absorbing abilities must be overloaded, by causing it to hold over 180 spell levels. This method usually requires several high-level magic-users casting spells into the creature simultaneously. 

The second method involves binding the balhiir to a physical object or a creature. The specific details of this ancient ritual are left for DMs to decide and players to ponder. Once bound, the balhiir is freed upon the destruction of the vessel containing it. The balhiir can then be rebound only by the being that freed it. Its rescuer can attempt the ritual to rebind the balhiir or can attempt to draw the creature's energy into himself through sheer force of will. To do this, the character must save vs. death (the price of failure in this instance). Divide the total spell levels held by the balhiir by the character's Constitution and subtract five. Apply the result as a penalty to the saving throw. If the save is made the character lives, and can discharge the balhiir's absorbed spell levels as fiery blasts of energy, until the character uses up the balhiir's spell levels. One bolt can be discharged per round, using up a minimum of one spell level up to a maximum equal to the character's Constitution. Each bolt causes 1d6 hp damage per spell level (target may sae for half damage); if the target is over 10' away, the character must make a successful to-hit roll. Once the spell levels are used, the balhiir is destroyed. 

Balhiirs normally reside on Outer Planes of Energy, where they prey on magic- and energy-based creatures. In areas containing a high degree of energy or magic, the balhiir can absorb 1 level in 1d4 days (without detrimental effects to the magic), allowing it to "stretch out" its food supply.

Balhiirs are very efficient in their use of the energy/magic they consume. These creatures can hold enough energy to keep them active for months. If they run out of energy, however, they do not perish. Instead, they enter a form of hibernation that can last indefinitely. The presence of energy within its sensory range awakens it, a process that requires a full turn.

Terrain: Any, Outer Planes of Energy
Baneguard

	Armor Class
	7

	Hit Dice
	4+4**(M)

	Move
	120'(40')

	Attacks
	1 weapon

	Damage
	by weapon

	No. Appearing
	1d10 (1d10)

	Save As
	F4

	Morale
	11

	Treasure Type
	2xU

	Intelligence
	9

	Alignment
	Chaotic

	XP Value
	275


Monster Type: Undead (Very Rare)

Baneguards are skeletons, usually but not always human, animated by clerical spells to serve as guardian creatures. The create baneguard spell was originally researched by clerics of Alphaks, but in the years since its creation, the spell has spread throughout Mystara, such that many other evil (and not so evil) Immortals allow their priests to use it.

Usually found as guardians, baneguards are identical in appearance to normal skeletons, but have additional deadly powers which they reveal once they are in combat. 

All baneguards are silent but intelligent, wholly evil servants, capable of independent, reasoned, malevolent behavior. A baneguard can blink (as in the 3rd-level magic-user spell) once every turn. This effect lasts for up to four rounds and must be continuous. It cannot be stopped and then resumed; once ended, a full turn must pass before the baneguard can blink again. Baneguards can also cast one magic missile spell every three rounds. Each spell creates two missiles causing 2-5 points of damage, which come into being from a baneguard's bony fingertips (or what is left of any extremity, if the fingers are missing), and can be directed at separate targets up to 70 feet away.
Baneguards can use all normal weapons. Most are armed with swords or maces. Baneguards can employ all magical items that do not require verbal commands, living flesh or organs (for example, ointments and potions), and the like. They may break off combat if their orders permit. Baneguards are turned as wights.

As baneguards are created, they have no societal organization. They go where commanded, and do as commanded. They are used primarily by evil faiths as guardians, but neutrally aligned faiths with a ready supply of skeletal remains use baneguards as well, particularly those who venerate the Sphere of Death.

Baneguards eat nothing. They do not contribute to the natural ecosystem in any way. As manufactured creatures, they can- not be said to have a natural habitat. They are guardian creatures, and are found wherever they have been placed by their creators.

Direguards: An "improvement" of the original baneguard, these undead appear as baneguards wearing black, shadowy armor, which is semitransparent so that their bones show through, and red flames burn in their eye sockets. These direguards are AC 6, and can see invisible objects and creatures. Direguards are turned as wraiths. The create direguard spell is held exclusively by the clerics of Alphaks. Direguards have an XP value of 350 each.

Terrain: Any

Banelar

	Armor Class
	body 6, head and sting 3, tentacle 1

	Hit Dice
	7+7****(L)

	Move
	100'(33')

	Attacks
	1 bite/1 sting/spell/2 weapons

	Damage
	1-3+special/2-8+special/by spell/by weapon/by weapon

	No. Appearing
	1-4 (1-4)

	Save As
	F7

	Morale
	10

	Treasure Type
	A

	Intelligence
	16

	Alignment
	Chaotic

	XP Value
	2,450


Monster Type: Monster (Rare)

Banelar are evil creatures found on the land and in the water throughout the warmer regions of Mystara. They are quite independent in nature. Banelar have long, dark, snakelike bodies and large, humanlike heads. They are dark purple-green in color, each with green-white glistening eyes and a brownish tail near the end. Tiny tentacles grow in a ring about a banelar’s mouth. These are too weak to wield weapons but can wear, manipulate, or carry minor items such as rings, keys, wands, and bits of food. Banelar can breathe air and water alike without harm or hesitation. 

A banelar casts spells as a 6th-level cleric and 6th-level magic-user. A banelar can utter a maximum of one spell per round, in addition to making physical and weapon attacks. A banelar can wield any magical items it can carry (up to rods in size and weight), regardless of class limitations; alignment restrictions on weapons still apply. A banelar can wear amulets and magical rings on its tentacles, with the usual functional maximum of two at any one time. Periapts, however, will not fit on banelar tentacles and confer no magical effects. A banelar can bite for 1-3 hp damage plus poison effects (save or suffer unconsciousness and 2-12 hp additional damage, with skin turning blue, for 2-5 turns). A banelar also has a tail sting (2-8 hp piercing damage and the same poison effects as the bite; save separately for each). 

Banelar tend to be selfish and solitary, but they often cooperate with lesser creatures (such as humans, orcs, and hobgoblins) and greater ones (beholders, liches, evil dragons, and even vampires) for common gain or to fight a specific foe. Banelar speak Common and Orcish in horrid hissing voices. They are paranoid, always planning against attacks and seeking to strengthen their personal weaknesses and defenses. To do so, banelar collect and hoard treasure, particularly magical items, to use and to trade for services or to provide safety from powerful enemies. Banelar are treacherous, adhering to the letter (not the intent) of any bargains they make. They see nothing wrong in commanding or forcing their own servant creatures into breaking bargains they have made.

Banelar have been known to steal and tend entire herds of livestock for their own larders, and can dine with perfect safety on snakes and other creatures that generate poisons and acids (to which banelar seem immune). Banelar are also highly resistant to petrification ( +3 on all saves). As hermaphrodites, they each give live birth to a single young every winter. A banelar parent hunts with its hungry offspring and teaches it spells until the youth is able to fend for itself, whereupon it leaves. Typically, a banelar mates whenever it encounters another banelar and avoids fighting others of its kind. Beyond this, unless weakened or frightened, it avoids consorting with its fellows. A banelar parent tends to raise its young in undersea or mountain caves, far from its usual haunts; this is so that when the parent sneaks away and leaves its young, it can return to its favorite areas with little fear of being found.

Terrain: Any nonarctic
Barghest*

	Armor Class
	2 to -4

	Hit Dice
	6+6***(M) to 12+12***(L)

	Move
	150'(50')

	Attacks
	2

	Damage
	2d4 + see below

	No. Appearing
	1d2(1)

	Save As
	F6-F12

	Morale
	8

	Treasure Type
	see below

	Intelligence
	12-18

	Alignment
	Chaotic

	XP Value
	1,250 to 3,875


Monster Type: Planar Monster (Very Rare)

Of the various inhabitants of the plane of Pyts, the barghest is certainly the most common and one of the worst. These beings tend to live in isolation from one another, each having its own stronghold and force of servitors, ruling a smoking rift despotically. At times, however, a barghest will spawn, and its litter of six will be sent to the Prime Material Plane to feed and grow. Those which survive will eventually return to Pyts, but while they are yet young they must needs feed upon the lives of men. Barghest whelps will be found singly or in pairs on the Prime Material Plane, generally living near isolated communities of humans or with bands of goblins. Barghests are able to assume the form of a large (war or wild) dog at will (thus they are at times known as devil-dogs, a misnomer). Their natural shape is very much the same as that of a large goblin, and when barghests dwell amongst goblins, they will retain their normal form. While goblins recognize and worship barghests, other races find them to be virtually indistinguishable from these humanoids. Their hosts fear and serve these monsters when they dwell in a goblin community, going to great lengths to bring human sacrifices to the barghests. The barghests,in turn, slay the powerful enemies of the goblins and generally enrich the treasure possessed by their hosts. When barghest whelps first come to the Prime Material Plane they are relatively weak, having but 6+6 hit dice. For each energy level of human life they slay and devour, they gain 1 hit point; 8 such levels effectively giving them another hit die and additional hit point per die (Normal Men gain them only one-half an energy level, so they are less desirable prey than are exceptional persons.) Likewise, as hit dice are gained, the barghest also becomes more powerful, armor class increasing by one place with each additional hit die, and strength growing from an initial 18 by 1 point per level. In like manner, intelligence of these monsters increase by the unholy vampirism attendant upon the slaughter of humanity. When a barghest eventually attains full growth and power, it is able to shift itself to the plane of Pyts, where it will search out its own reeking valley rift. What treasure barghests gather into their own strongholds upon the plane of Pyts is not known, although it is rumored to be great. Whilst dwelling here, however, they possess none personally.

Barghests are able to use the following spell-like powers, one per round, at will: shapechange to canine/goblin-like form, change self, levitation, mis-direction, and projected image. Once per day the following powers can be employed: charm monster, dimension door, and emotion. When in its canine form, a barghest is able to move at double its normal movement rate (300' maximum), pass without trace, and can become 75% likely to be unnoticed when motionless, so that it can surprise opponents 50% of the time (3 in 6). These creatures are hit only by +1 or better magic weapons. Barghests are not particularly vulnerable to any attack form, but if in their canine shape they do take the risk of failing to save versus a magical fire attack such as a fireball, f lame strike, or meteor swarm. Fire does absolutely no damage to barghests, but if they fail to save against such an attack while in canine form they are hurled back to their own plane. Weaker barghests returning thus are most likely to be slain or enslaved by their more powerful fellows. Even if they are not so treated, they cannot return to the Prime Material Plane without some form of outside assistance.

As already noted, the barghest in its whelp stages appears much the same as a goblin of large size, although as they grow larger and stronger, there is a darkening of skin from yellow towards a bluish red, eventually terminating in a deep blue skin color in adult form. The eyes of the barghest are glowing orange when excited, otherwise indistinguishable from those of a goblin. The canine form can be of any typical large dog, and in this form it is almost (95%) impossible to tell from a normal dog, except that other dogs will fear and hate it, attacking at every opportunity.

Terrain: Any
Basilisk, Greater

	
	Greater Basilisk
	Dracolisk

	Armor Class
	2
	3

	Hit Dice
	10****(L)
	7+3**(L)

	Move
	60(20')
	90'(30')

	     Flying
	
	150'(50')/MF 1/5(b&see below)

	Attacks
	2 claws/1 bite/1 gaze 
	2 claws/1 bite/1 gaze

	Damage
	1d6/1d6/2d8 + see below
	1d6/1d6/3d4 + see below

	No. Appearing
	1d6(1d6)
	1d2(1d2)

	Save As
	F10
	F7

	Morale
	10
	9

	Treasure Type
	H
	C, I

	Intelligence
	6
	8

	Alignment
	Neutral
	Chaotic

	XP Value
	4,300
	1,500


Monster Type: Greater Basilisk: Monster/Planar Monster (Very Rare), Dracolisk: Monster (Very Rare)

The greater basilisk is a larger (12' long) cousin of the more common reptilian horror, the ordinary basilisk. These monsters are typically used to guard treasure. The monster attacks by raising its upper body, striking with sharp claws, and biting with its toothy maw. The claws carry poison (saving throws vs. poison are made with a +4 bonus). Its foul breath is also poisonous, and all creatures, coming within 5 feet of its mouth, even if just for a moment, must roll successful saving throws vs. poison (with a +2 bonus) or die (check each round of exposure). Like the normal basilisk, its gaze and bite cause petrification. Even if a polished reflector is used under good lighting conditions, the chance for a greater basilisk to see its own gaze and become petrified is only 10%, unless the reflector is within 10 feet of the creature (While its gaze weapon is effective to 50 feet, the creature's oddly-shaped eyes are nearsighted and it cannot see its own gaze unless it is within 10 feet). See the basilisk entry for information on the Plane of Earth. 

Terrain: Cavern, Woods, Plane of Earth

Dracolisk

The sages say that the dracolisk is the hybrid of a rogue black dragon and a basilisk of the largest size. The result is a deep brown, dragon-like monster that moves with relative quickness on six legs. It can fly, but only for short periods - a turn or two at most. This horror can attack with its taloned forelegs and deliver vicious bites. In addition, it can spit a stream of acid 5 feet wide and up to 30 feet away. The acid causes 4d6 points of damage, half-damage if a successful saving throw vs. breath weapon is rolled. The dracolisk can spit up to three times per day. The eyes of a dracolisk can petrify any opponent within 20 feet if the monster's gaze is met. Because its hooded eyes have nictating membranes, the monster is only 10% likely to be affected by its own gaze. Opponents in melee with a dracolisk and seeking to avoid its gaze fight with a -4 penalty to their to attack rolls.
Terrain: Any

Bat

	
	Mobat
	Azmyth
	Night Hunter
	Sinister

	Armor Class
	7 (see below)
	2
	6
	3

	Hit Dice
	4* to 6*(S)
	2***(S)
	2+2(M)
	4+4*(L)

	Move
	30'(10')
	30'(10')
	20'(6')
	20'(6)

	     Flying
	150'(50')/MF 1(c)
	240'(80')/MF 5(b)
	180'(60')/MF 5(b)
	210'(70')/MF 5(b)

	Attacks
	1
	1 bite/1 tail
	1 bite/2 claws/1 tail
	1

	Damage
	2d4
	1/1d2
	see below
	1d2/1d6 or 3d6

	No. Appearing
	1d8 (1d8)
	1 (1)
	1d12 (1d12)
	1d6 (1d6)

	Save As
	F2-F3
	F1
	F1
	F2

	Morale
	7
	8
	7
	10

	Treasure Type
	C
	Nil
	2xP, 2xS, 3xV
	Nil

	Intelligence
	6
	13
	11
	12

	Alignment
	Chaotic
	Neutral
	Chaotic
	Chaotic

	XP Value 
	125-500
	35
	25
	200


Monster Type: Monster (Very Rare)

Mobat

Mobats prefer warm-blooded prey that they bite to death with their fangs. They have a dim and evil intelligence that gives them a desire for shiny objects. Because the typical mobat has a wingspan of 12 to 16 feet, they must have large areas to serve as flight runways. Because Mobats' flight is so rapid and silent, their victims suffer a -3 penalty to their surprise rolls. They can also give a piercing screech that causes such great pain that victims seek to cover their ears rather than fight, unless a saving throw versus paralyzation is successful. This screech is always used if the prey resists and it is effective in a 20-foot radius about the mobat. Note that mobile mobats have an Armor Class of 2. Under crowded flying conditions, their Armor Class suffers and raises to 7. When not in flight, mobats have an Armor Class of 10.
Azmyth

Azmyths live on flowers, small plants, and insects. They are solitary wanderers, though they do have "favorite haunts" to which they return. They often form partnerships with humanoids for mutual benefit, sometimes forming loyal friendships in the process. Azmyths have been known to accompany creatures for their entire lives, and then accompany the creatures' offspring. The life span of azmyths are presently unknown but is believed to be over 100 years. They are not familiars as wizards understand the term; no direct control can be exercised over one, except by spells. Azmyths have crested heads and bearded chins, white, pupil-less eyes, and leathery gray, mauve, or emerald green skin. They emit shrill squeaks of alarm or rage, and endearing, liquid chuckles of delight or amusement. They communicate by telepathy that has a range of 60 feet, and have infravision to 90 feet. They can know alignment three times per day, become invisible (self only for six rounds or less, ending when the azmyth makes a successful attack) once per day, and create silence 15' radius, centered on themselves, once per day. In combat, the azmyth bites for 1 point of damage and stabs with its powerful needle-sharp tail for 1d2 points. Twice per day, an azmyth can unleash a shocking grasp attack, transmitting 1d8+6 points of electrical damage through any direct physical contact with another creature. This attack can be combined with a physical attack for cumulative damage.

Night Hunter

This species, know as dragazhar, is named after the adventurer who first domesticated one, long ago. Nocturnal on the surface, it is active anytime in the gloom of the underground. It eats carrion if it must, but usually hunts small beasts. Desperate dragazhar are known to attack livestock, shadow elves, or humans. Night hunters swoop down to bite prey (1d4), rake with their wing claws (1d2 each), and slash (1d6) or stab (3d4) with their dexterous, triangular-shaped, razor sharp tails. They stalk their prey, flying low and dodging behind hillocks, ridges, trees, or stalactites, to attack from ambush. They have infravision to a distance of 120 feet, but rarely surprise opponents, since they emit echoing, loon-like screams when excited. Night hunter lairs usually contain over 30 creatures. They typically live in double-ended caves, or above ground in tall, dense woods. Night hunters do not tarry to eat where they feel endangered, so their lairs often contain treasure fallen from prey carried there. Night hunters roost head-down when sleeping. They are velvet in hue, even to their claws, and have violet, orange, or red eyes.

Sinister

These mysterious jet-black creatures most closely resemble manta rays. They have no distinct heads and necks, and their powerfully-muscled wings do not show the prominent finger bones common to most bats. A natural ability of levitation allows them to hang motionless in midair. This unnerving appearance and behavior has earned them their dark name, but sinisters are not evil. Above ground, they prefer to hunt at night, when their 160'-range infravision is most effective. They eat carrion if no other food is available, and regularly devour flowers and seed pods of all sorts. Sinisters are both resistant to magic and adept in its use. In addition to their pinpoint, precision levitation, they are surrounded at all times by a naturally-generated 5-foot-deep energy field akin to a force field. This field affords no protection against spells or melee attacks, but missile attacks are stopped utterly; normal missiles are turned away, and such effects as magic missile and Melf's acid arrow are absorbed harmlessly. In addition, all sinisters can cast hold monster (as the spell) once per day. They usually save this for escaping from creatures more powerful than themselves, but may use it when hunting, if ravenous. Curiously, though they are always silent (communicating only with others of its kind via 20-foot-range limited telepathy), sinisters love music-both vocal and instrumental. Many a bard making music at a wilderness campfire has found him or herself surrounded by a silent circle of floating sinisters. Unless they are directly attacked, the sinisters will not molest the bard in any way, but may follow the source of the music, gathering night after night to form a rather daunting audience. Sinisters are usually encountered in small groups and are thought to have a long life span. Their social habits and mating rituals are unknown.
Batracine
	Armor Class
	8

	Hit Dice
	2+2*(S)

	Move
	60' (20')

	     Swimming
	120' (40')

	Attacks
	1 bite

	Damage
	1d4

	No. Appearing
	0 (1d4)

	Save As
	F1

	Morale
	4

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	35


Monster Type: Monster (Common)

Batracines live in the Dream River at the eastern edge of the kingdom of Renardy. These inoffensive creatures are often kept as pets. Unfortunately, they are also sometimes killed for their blood, which can be used to make magical potions. A batracine possesses the body of a large frog, the head of a bulldog, and a short tail. Its front feet end in webbed paws similar to those on dogs, but the rear feet are the large webbed variety found on most frogs. Short, oily hair covers the entire body. Batracines are normally brown or gray, but occasionally black or silver ones appear. These creatures average about two feet tall and weigh around fifty pounds. Their strong, pointed teeth are all the more fearsome due to their powerful jaws. Many of those who pose any kind of threat flee at the sound of their loud, deep barks. Batracines are capable of making vertical or horizontal leaps of up to 22'.

Batracines usually attack only creatures small enough to be considered prey. However, if running in a pack, they might attack something larger and slower. A batracine's long, sticky tongue catches its prey and pulls it directly to its mouth. A few bites with their powerful teeth finish the job. If attacked by a larger creature or a determined small creature, batracines simply attempt to flee. When hunting for food, a batracine's leap allows it to actually attack birds in the air. Batracines never wander too far from the river, and if threatened on land, will leap to reach the safety of the water.

Living in the Dream River, batracines are immune to the sleep effects of the amber lotus. They can be found both up and downstream from the Renardy waterlock at Château-Roan. Small forest animals are the usual prey of these creatures, which forage in areas along the river. Birds are their favorite meal, and batracines will strike at any which foolishly wander too close. Batracines never eat fish or other amphibians. Occasionally, when the food supply is low, batracines will gather in packs and roam a bit further from the river, looking for larger game. Batracines dig out small dens in the side of the riverbank or burrow in between the roots of large trees on the banks. They remain solitary unless in mating season, at which time they invite a single mate to share a den. The male is responsible for all hunting during this period, while the female guards the pups. Two to four pups can be expected in a single litter. Batracine pups can be tamed and raised as loyal pets. They are a favorite of the lupins, who breed them for size, shape, and color. Pups are worth 5 gp each, and a trained batracine is worth 20 gp.

Batracines occupy a solid place in the middle of the food chain. They do not venture far beyond the Dream River, however, unless taken as pets. These creatures are sometimes hunted for their blood, which can be made into a potion to negate the effects of sleep-inducing magic. Though batracines are often plagued by the cardinal tick, they would foolishly rather eat the Saragón lyra bird than allow it to rid them of this infestation.

Terrain: Dream River

Bear, Brown

	Armor Class
	6

	Hit Dice
	5+5(L)

	Move
	120’(40’)

	Attacks
	2 claws/1 bite

	Damage
	1d6/1d6/1d8

	No. Appearing
	1d3 (1d6)

	Save As
	F3

	Morale
	6

	Treasure Type
	Nil

	Intelligence
	3

	Alignment
	Neutral

	XP Value
	225


Monster Type: Animal (Rare)

The brown bear, of which the infamous grizzly is the most well known variety, is a bear of very aggressive disposition. Brown bears are more carnivorous than their smaller cousins, the black bears. The grizzly in particular will often bring down large game such as deer and elk. Brown bears are aggressive hunters. If a brown bear scores a paw hit with a roll of 18 or better it will also hug for 2-12 (2d6) points of additional damage. Brown bears will continue to fight for 1-4 melee rounds after reaching 0 to -8 hit points. At -9 or fewer hit points, they are killed immediately.

Terrain: Any (temperate)

Bebilith

	Sphere
	Entropy

	Armor Class
	-5

	Hit Dice
	12***(L)

	Move
	90'(30')

	     Web
	180'(30')

	Attacks
	1 bite/2 claws

	Damage
	2-12 + poison/2-8/2-8

	No. Appearing
	1-2 (2-8)

	Save As
	F16

	Morale
	8

	Treasure Type
	E

	Intelligence
	11

	Alignment
	Chaotic

	XP Value
	3,875


Monster Type: Planar Monster, Enchanted (Very Rare)

Bebiliths are foul arachnids that roam the Entropic planes. Bebiliths are cruel, unwavering harbingers of death and torture, apparently without remorse or pity for their victims. They are hideous, like huge, misshapen spiders with cruel faces and hard, chitinous outer shells. Their two forelegs each end in a huge, brutal barb and their mouths are filled with great fangs that drip a foul liquid. Bebiliths can apparently speak to each other through a kind of mind contact. They cannot communicate otherwise.

Bebiliths are truly evil creatures. They will viciously attack anything they see, without mercy. Their primary means of physical attack is their sharp forelegs that will cause 1-6 points of damage per hit. In addition, each hit with a foreleg attack may also ruin any armor nor shield used by the target. For each hit, roll 1d6: on a 1-2 the shield (if any) may be ruined, and on a 3-6 the armor (if any) may be ruined. Nonmagical armor or shields will be ruined 40% of the time. Magical armor and shields modify this by -10% per plus of the magical enchantment. Ruined armor or shields are no longer considered when figuring the targets armor class. The armor or shields themselves are so destroyed that they cannot be repaired for less than their purchase prices. Magical enchantments are lost, regardless of repair. If the target wears neither armor nor shields, foreleg attacks from a bebilith simply do normal damage.

A bebilith can also attack with a horrid bite that causes 1-12 points of damage per hit and injects its victim with a powerful poison. Anyone so bitten must save vs. poison with a 2 penalty or die in 1-4 rounds. Also, if a bless spell is not cast on the body within one turn of death, the corpse will burst into flames and disintegrate. Four times per day, a bebilith can shoot a powerful web like substance from its spinner. This web covers a total of 8,000 cubic feet (a 20-foot cube, or any other shape the bebilith desires); when shot the webs must begin adjacent to the creature and their furthest point may be no more than 60 feet distant. The webs act just like a web spell except that those cast by a bebilith are permanent. Also, even if flame is introduced to the strands, they are only 25% likely (per round of flame contact) to burn. These spiderlike creatures are never surprised and are immune to attacks from nonmagical weapons and magical weapons of + 2 or less enchantment. They are always surrounded by a protection from evil spell. If a bebilith is sorely pressed in combat (which is unlikely, considering its powers) it can plane shift to the Astral plane at will. If it so chooses, the bebilith may attempt to magically pull one opponent into the Astral plane with it; the bebilith need only be in melee with the opponent. In order for the creature to pull an opponent into the Astral plane, the opponent must fail a saving throw vs. wand. Of course, if the opponent has the ability to leave the Astral plane, the bebilith has no power to stop him.

That information that has surfaced about the bebilith has no doubt done so at the cost of many lives; few who see a bebilith live to tell the tale. However, it is of interest to some great mages and scholars, and some information has been pieced together. Anyone bold enough and of sufficient power to kill a bebilith and remove its spinneret would hold great wealth. Mages would pay highly to get their hands on one. Powerful spells and magical items of binding can be created from a bebilith's spinner, or so alchemists believe.

Terrain: Any

Beetle, Agony

	Armor Class
	6

	Hit Dice
	1+5***(S)

	Move
	30'(10')

	     Flying
	60'(20')

	     Jumping
	30'(10')

	Attacks
	1

	Damage
	1

	No. Appearing
	1d4 (1d4)

	Save As
	F1

	Morale
	4

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	19


Monster Type: Lowlife (Very Rare)

	Level
	Dis/Sci/Dev
	Attack/Defense
	Score
	PSPs

	2
	2/1/4
	-/M-
	15
	30

	

	  Metapsionics: Cannibalize Other (see below), Psionic Drain (no cost during spinal tap)

	  Telepathy: Contact, Mindlink

	  * - always have this power


This harmless looking, black scarab beetle psionically lives off the pain and agony of its victims, hence its name. The agony beetle has a hard, black‑veined, chitinous shell that is marked by dark, transverse lines, The shell protects a pair of wings. Six hooked legs are used by the beetle to attach itself to the skin of humanoid or beast. An elongated snout contains a retractable tendril. The agony beetle uses a pair of stub​ by antennae to sense vibrations as it does not have eyes. 

An agony beetle can only attack creatures that are man‑sized or smaller. When an agony beetle attempts or is forced to come in contact with a victim, a secret Intelligence check is rolled. It the roll is less than the character's Intelligence, the player feels something crawling on him; failure means the creature goes unnoticed ‑ if the players are asleep, magically held, in the midst of melee, or engaged in any other action that involves intense concentration (i.e. spellcasting, psionics, etc.), there is no roll as the agony beetle automatically goes unnoticed. When the agony beetle locates the victim's spinal column, a bile‑coated tendril emerges from the beetle's snout (agony beetles do not attack invertebrates). The bile anesthetizes the skin so the victim does not feel the tendril enter, The agony beetle attacks its unknowing victim until the tendril penetrates the skin (a successful attack roll; the agony beetle ignores any armor it is beneath), Once inside the skin, the tendril is inserted into the spine. The victim is suddenly racked with excruciating pain, so intense that the victim can do nothing else but writhe and scream in agony. During this time the beetle psionically absorbs and stores the energy released by the victim. The innate psionic ability cannibalize other is unique to this beetle. It converts the victim's Constitution to PSPs that the beetle absorbs by using psychic drain. The beetle can only convert Constitution and can only feed on pain. The beetle will remain attached even after fully sated, basking in the flow of energy until the victim dies, The beetle cannot be removed by the victim; only another creature may free the individual of the beetle's deadly attachment. If the victim is alone, he will surely die. The beetle drains one Con​stitution point per round, converting it to 10 PSPs. A victim dies when its Constitution is reduced to zero. For creatures with​ out a Constitution score, it will die in 1d12+5 rounds.

Although the beetle's primary locomotion is crawling, the creature's small wings allow short distance flight (up to 6'). The six folded, hooked legs also enable the creature to jump vertically. Agony beetles tend to live near water sources where they hope to encounter prey. A pain‑devouring creature, the agony beetle never ingests solid food for sustenance, only an occasional sip of water, They will not hesitate to attack members of their own species, but are often no match for other in​sects more evolved for combat.

Terrain: Any

Beetle, Death Watch

	Armor Class
	3

	Hit Dice
	9*(M)

	Move
	120'(40')

	Attacks
	1

	Damage
	3d4

	No. Appearing
	1 (1)

	Save As
	F5

	Morale
	8

	Treasure Type
	nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	1,600


Monster Type: Giant Animal (Rare)

Death watch beetles are 5' long beetles, jet black in color, except for a single patch of white (on the back of their carapaces) that resembles a human skull. 

The horrible death watch beetle is more feared than any other giant beetle for two reasons. The first, and lesser of its powers, is its cunning ability to disguise itself. When a death watch beetle finds a place to hunt, it gathers items from the area (mainly earth, fallen branches, and the like). As it acquires these things, it uses a natural form of cement created with its saliva and soil to affix them to its back. When it finishes this process, it is well camouflaged and can lie in wait for hours until prey passes near. When the death watch beetle makes its attack, its opponents suffer a —2 penalty to their surprise rolls.  Far more deadly than the death watch beetle's ability to surprise its foes, however, is its "death rattle" (a deadly sonic vibration). When the creature is in combat, it vibrates its carapace very rapidly, setting up an unusual clicking sound that resembles a gong. Victims are unlikely (only a 10% chance) to locate the beetle by this sound alone. This noise is very destructive at close range. One round after the beetle begins to make its rattle, anyone within 30 feet of it must roll a successful saving throw vs. death magic or be instantly slain. Those who succeed suffer 5d4 points of damage, as well as muscle pains and tingling sensations in their limbs for several hours after the battle. The creation of the death rattle is very tiring to the creature, requiring it to rest for ld4 +1 hours before it can produce the horrible noise again. 
Death watch beetles are solitary creatures that live in the temperate woodlands of the world. They do not particularly enjoy wetlands, but they can be found there on occasion. The death watch beetle lives a nomadic life. It stops in one location only long enough to hunt and then moves on. In fact, it abandons a selected hunting location after 4d4 hours if there is no sign of prey in the area. While other beetles fulfil many roles in the ecological system, the death watch beetle is first and foremost a powerful hunter. It is high on the food chain, as few animals or monsters are capable of engaging it in combat with any hope of victory. The wings of the death watch beetle are highly valuable to skilled armorers, who can fashion them into very effective shields. If an expert armorer is provided with both of a death watch beetle's wings, he can manufacture the equivalent of a large shield +1 (although it is not actually enchanted).

Terrain: Woods, Swamp

Beetle, Giant

	
	Bombardier
	Boring
	Rhinoceros
	Stag
	Water

	Armor Class
	4
	3
	2
	3
	3

	Hit Dice
	2+2*(S)
	5(L)
	12(L)
	7(L)
	4(M)

	Move
	90'(30')
	60'(20')
	60'(20')
	60'(20')
	30'(10)

	     Swimming
	
	
	
	
	90'(30')

	Attacks
	1 bite
	1 bite
	1 bite/1 horn
	1 bite/2 horns
	1 bite

	Damage
	2d6
	5d4
	3d6/2d8
	4d4/1d10/1d10
	3d6

	No. Appearing
	3d4
	3d6
	1d6
	2d6
	1d12

	Save As
	F1
	F3
	F6
	F4
	F2

	Morale
	8
	8
	8
	8
	8

	Treasure Type
	Nil
	Nil
	Nil
	Nil
	Nil

	Intelligence
	0
	0
	0
	0
	0

	Alignment
	Neutral
	Neutral
	Neutral

	Neutral
	Neutral

	XP Value
	35
	175
	1,250
	450
	75


Monster Type: Lowlife (Common), Rhinoceros Beetle: Lowlife (Very Rare)

Bombardier Beetle

The bombardier beetle is usually found above ground in wooded areas. It primarily feeds on offal and carrion, gathering huge heaps of the stuff in which to lay its eggs. If it is attacked or disturbed, there is a 50% chance each round that it will turn its rear toward its attacker and fire off an 8-foot, spherical cloud of reeking, reddish, acidic vapor from its abdomen. This cloud causes 3d4 points of damage per round to any creature within range. Furthermore, the sound caused by the release of the vapor has a 20% chance of stunning any creature with a sense of hearing within a 15-foot radius, and a like chance for deafening any creature that was not stunned. Stunning lasts for 2d4 rounds, plus an additional 2d4 rounds of deafness afterwards. Deafening lasts 2d6 rounds. The giant bombardier can fire its vapor cloud every third round, but no more than twice in eight hours. The bombardier action of this beetle is caused by the explosive mixture of two substances that are produced internally and combined in a third organ. If a bombardier is killed before it has the opportunity to fire off both blasts, it is possible to cut the creature open and retrieve the chemicals. These chemicals can then be combined to produce a small explosive, or fire a projectile, with the proper equipment. The chemicals are also of value to alchemists, who can use them in various preparations. They are worth 50 gp per dose.

Terrain: Woods

Boring Beetle

Boring beetles feed on rotting wood and similar organic material, so they are usually found individually inside huge trees or massed in underground tunnel complexes. The large mandibles of the boring beetle have a powerful bite and will inflict up to 20 points on damage to the victim. Individually, these creatures are not much more intelligent than other giant beetles, but it is rumored that nests of them can develop a communal intelligence with a level of consciousness and reasoning that approximates the human brain. This does not mean that each beetle has the intelligence of a human, but rather that, collectively, the entire nest has attained that level. In these cases, the beetles are likely to collect treasure and magical items from their victims. In tunnel complexes, boring beetles grow molds, slimes, and fungi for food, beginning their cultures on various forms of decaying vegetable and animal matter and wastes. One frequent fungi grown is the shrieker, which serves a dual role. Not only is the shrieker a tasty treat for the boring beetle, but it also functions as an alarm when visitors have entered the fungi farm. Boring beetles are quick to react to these alarms, dispatching the invaders, sometimes eating them, but in any case gaining fresh organic matter on which to raise shrieker and other saprophytic plants.

Terrain: Any

Rhinoceros Beetle

This uncommon monster inhabits tropical and subtropical jungles. They roam the rain forests searching for fruits and vegetation, and crushing anything in their path. The horn of a giant rhinoceros beetle extends about 6 feet. The mandibles of this giant beetle inflict 3d6 points of damage on anyone unfortunate enough to be caught by them; the tremendous horn is capable of causing 2d8 points of damage by itself. The shell of this jungle dweller is often brightly colored or iridescent. If retrieved in one piece, these shells are valuable to clerics of the Nithian pantheon, who use them as giant scarabs to decorate temples and other areas of worship. 

Terrain: Woods (Jungle)

Stag Beetle

These woodland beetles are very fond of grains and similar growing crops, and they sometimes become great nuisances when they raid cultivated lands. Like other beetles, they have poor sight and hearing, but they will fight if attacked or attack if they encounter organic material they consider food. The giant stag beetle's two horns are usually not less than 8 feet long; they inflict up to 10 points of damage each. The worst damage from a stag beetle raid is that done to crops; they will strip an entire farm in short order. Livestock suffers too, stampeding in fear and wreaking more havoc. The beetles may even devour livestock, if they are hungry enough. 

Terrain: Woods

Water Beetle

The giant water beetle is found only in fresh water no less than 30 feet deep. Voracious eaters, these beetles prey upon virtually any form of animal, but will eat almost anything. Slow and ponderous on land, they move very quickly in water. Giant water beetles hunt food by scent and by feeling vibrations. Water beetles sometimes inhabit navigable rivers and lakes, in which case they can cause considerable damage to shipping, often attacking and sinking craft to get at the tasty morsels inside. Although they are air breathers, water beetles manage to stay underwater for extended periods of time by catching and holding a bubble of air beneath their giant wings. They will carry the bubble underwater, where it can be placed in a cave or some other cavity capable of holding an air supply.

Terrain: River
Beetle, Scarab, Giant

	Armor Class
	3

	Hit Dice
	6*(L)

	Move
	60'(20')

	     Burrowing
	10'(3')

	     Jumping
	120'(40')

	Attacks
	1 bite

	Damage
	2d6

	No. Appearing
	1d4 (0)

	Save As
	F6

	Morale
	8

	Treasure Type
	Nil

	Intelligence
	6

	Alignment
	Lawful

	XP Value
	500


Monster Type: Giant Animal (Rare)

Scarab beetles are black- or brown-shelled beetles, familiar to many as the beetles adorning Nithian amulets. They survive on bat guano and cave crickets, but they are not averse to a change of diet. They consider all smaller creatures potential prey.

Scarab beetles are generally reclusive creatures, scuttling along with their balls of dung in the center of great caverns, gathering food and avoiding predators as best they can Their vestigial wings allow them to fly short distances up to 120' at a time, with a loud clacking, buzzing flight. They always seek to flee first if attacked; these jump-flights often take them up to cavern ledges. When pressed, scarab beetles can ignite a special magical flare beneath their vestigial wings, creating a light brighter than normal sunlight that illuminates everything within 150’, dispels any magical shadows or darkness within 10’, and inflicts 1d6 hp damage/round to the undead or creatures made of shadow. The flare lasts for one round per HD of the giant beetle and does not interfere with its normal mandible attacks. However, the scarab beetle cannot fly while its flare shines, because the wings must be used to generate the intense light. 

Scarab beetles are often sought after by followers of the Immortals of Energy and are revered by Nithians and Thothians, who believe they are holy animals and symbols of rebirth. In general, they have no complex societies and simply prefer areas containing great quantities of dung, which they fashion into ball-shaped containers for eggs, and which they use to build their elaborate tunnel-nests. The scarab beetle’s nest are simple, circular tunnels about 4’ in diameter, just wide enough for the beetles to pass through, but not big enough for larger predators. The tunnels are packed with balls of dung and stink abominably, but they are otherwise as dry as the surrounding stone. Any treasures the beetles have will be embedded into the tunnel walls. 

In addition to their role as scavengers, scarab beetles keep the number of undead down. An instinct which some believe was implanted in the species by Ixion drives scarab beetles to swarm to the attack whenever confronted by undead of any kind; their sunlight and their powerful jaws are capable of destroying and then recycling everything from skeletons to vampires.

Terrain: Caverns

Beguiler

	Armor Class
	9

	Hit Dice
	2**(S)

	Move
	150'(50')

	Attacks
	4 claws/1 bite + 1 tail or 1 weapon

	Damage
	1d2/1d2/1d2/1d2/1d4 + 1 or by weapon

	No. Appearing
	1 (1d4)

	Save As
	F2

	Morale
	6

	Treasure Type
	D (Lx2, T)

	Intelligence
	11

	Alignment
	Neutral

	XP Value
	30


Monster Type: Monster (Very Rare)

The beguiler is a plump quadruped about the size of a small dog. Somewhat mouse-like in appearance, it has large glistening black eyes, large ears, and a pointed snout. It is covered with thick, bluish-black fur that is silky to the touch. The creature can change its fur color to match its surroundings. When properly cured, the beguiler's hide commands high prices in any marketplace. Beguilers possess razor-sharp retractile claws, enabling the creatures to climb trees and wooden structures with ease. The hairless, prehensile tail of the beguiler aids in climbing, and can be used to throw or wield weapons the size of a short sword or smaller.

The creature's four sets of claws each inflict 1-2 points of damage per attack. The beguiler's bite causes 1-4 points of damage, and the tail can inflict one point of damage by itself, or by weapon type if one is used. Any weapon held or thrown by the beguiler's tail has a -2 to-hit penalty. The beguiler has only four claw attacks per round when its target is prone and the beguiler is on top.
The beguiler lives on dry plains or steppes. Dampness suppresses the creature's ability to camouflage itself, which it can do for 1-4 turns. Unless the creature's fur is dry, it is incapable of this coloration change. 

The beguiler eats both plants and animals. Its favorite food is the plump, water-rich cacti prevalent in its environment. It eats small field mice and the eggs and young of ground-nesting birds to supplement its diet. Only in times of hunger does the beguiler attack animals larger than itself.
A beguiler always sees with true seeing. It clearly sees invisible creatures and objects. It also ignores illusions and their intended effects. Displaced objects or foes, like the displacer beast, can be seen where they truly are. Even ethereal creatures close to the Prime Material Plane can be observed and attacked with ease.

Not only can the creature change the hue of its fur to match the coloration of its surroundings for 1-4 turns, but even unnatural colorations, like plaid, can be easily mimicked by the beguiler. It can remain absolutely motionless during that time, hiding in shadows with 80% success.

Some spell casters are rumored to have maintained or recreated this ability in the cured pelt of the beguiler. Many alchemists pay large sums of money for the remains of the beguiler, usually around 500 gold pieces.

Many cultures in its vicinity capture beguiler young soon after the babies are weaned. They make excellent pets that warn their owners of trespassers. Several mages have further increased the creature's value by acquiring the beguiler as a familiar. These mages have exhibited beguiler-like qualities, detecting hidden objects and hiding in shadows.

Terrain: Open

Behir

	
	Common
	Desert
	Jungle

	Armor Class
	4
	3
	4

	Hit Dice
	12*(L)
	10*(L)
	14*(L)

	Move
	150'(50')
	150'(50')
	150'(50')

	Attacks
	see below
	see below
	see below

	Damage
	see below
	see below
	see below

	No. Appearing
	1d2(1d2)
	1d2(1d2)
	0(1d2)

	Save As
	F12
	F10
	F14

	Morale
	9
	9
	9

	Treasure Type
	see below
	see below
	see below

	Intelligence
	6
	6
	6

	Alignment
	Chaotic
	Chaotic
	Chaotic

	XP Value
	2,125
	1,750
	2,500


Monster Type: Monster (Very Rare)

The behir is a 40' long, 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.

If confronted with a human-size opponent, a behir will bite (2d4 hp damage) and rear back to get four claw attacks (1d6 hp damage). If it meets an ogre, hill giant, bull, or similar large animal, it will bite and simultaneously squeeze (1d4+1 hp damage). On the following round, the behir gives a slight roll to its body to bring its “interior” talons to bear on the entrapped prey, and it can bite and attempt six separate strikes with those talons, though no damage from constriction will be done, as the body will have pulled back far enough to allow the talon attacks. If fighting a dragon, a behir could even wrap itself around the dragon an attempt to bring all of its claws to bear, biting and constricting as well, and perhaps using its electrical attack, too. A behir may also choose to butt an opponent (1d10 hp damage) or trample an opponent (4d4 hp damage). Both attacks are at -2 to hit against man-size or small creatures, but if successful such attacks stun victims for 1-4 rounds, not allowing them to attack, defend, or escape. 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. The lightning strike is primarily used against spell-casting adventurers, dragons, and other dangerous foes . Behirs are immune to electrical attacks and poison. 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. 

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. The behir gains its constriction attack at age 5 (1d2 hp damage, rises to 1d4 at 10 and 1d4+1 at 15), plus use of its claws, and can trample and butt at 15. 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. Because of their reptilian nature, behir become extremely sluggish when temperatures fall below the freezing point, especially if the weather is cloudy. Thus, cold-producing spells, such as cone of cold and ice storm, reduce a behir’s movement by half for 2-8 rounds. If the low temperatures can somehow be maintained, the behir will go nearly dormant, seeking only to defend itself from attack and escape the cold by whatever means possible. 

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 indigestible nature may be found. Such objects are never found in a behir's lair, because the creature expels this waste and buries it elsewhere. It should be noted that the strength of the behir's stomach acids is necessary to dissolve the metal items the behir eats. For this reason, no items of metallic origin are found in a behir’s stomach. Only gems and glass objects are safe from the corroding effect of the acid. It takes a full day for the digestive acids to dissipate enough for safe removal of any gems or objects that might be in the stomach. If the behir is cut open before then, anyone who touches the stomach liquids will take 1-4 hp damage and, if a hand was used, be unable to grasp anything for 2-8 rounds from pain. The scales are valued for their hardness and color, and are worth 500-1,000 gp to an armorer who can use them to fashion a highly ornate set of scale mail armor. Such armor takes two to four weeks and 2,000 gp to construct. Equivalent to chain mail in encumbrance, such armor provides protection equal to banded mail. Up to three man-size armors can be constructed from a single slain behir. Behir can be trained if caught within a year of their hatching. For this reason, young behir and behir eggs can be sold on the open market for 500-750 gp. Such training takes about two months for a skilled animal trainer, after which the behir can understand and speak as well as a five-year-old child. However, its natural tendency toward treachery can never be removed; there is a 50% chance the behir will abandon its current master for a new one if approached properly (This chance should be adjusted either up or down by the DM depending on the circumstances). By its tenth year, a behir will attempt to free itself and will become unmanageable in all respects.

Terrain: Any but Woods, Desert

Desert Behir

These creatures are found in deserts as well as volcanic plains. Their platelike upper scales range in color from yellow to orange, while the belly scales are fiery red. When attacking, the desert behir has available all the physical attacks of a normal behir. The desert behir's breath weapon, however, is a jet of flame, 20’ long, that does 30 hp damage unless a successful saving throw vs. breath weapon is made, success indicating half damage is sustained. This jet can be used once every 12 rounds. Instead of having an immunity to electricity, the desert behir is immune to heat.

Terrain: Desert

Jungle Behir

As the name implies, the jungle behir is found in tropical jungles and rain forests. The large scales that cover the upper half of the body are emerald green in color, while the scales covering the lower half are a lighter coppery green. The jungle behir possess the same attack routines as the other behir types, but its breath weapon is a jet of acid that does 20 hp damage unless a successful saving throw is made. Half damage is applicable if the save is made. The jet can be used once every eight rounds. Instead of having an immunity to electricity, the jungle behir is immune to acid.

Terrain: Woods
Beholder-kin

	
	Death Kiss - spawn
	Death Kiss - mature
	Gauth

	Armor Class
	8
	4/6/8
	0/2/7

	Hit Dice
	1(S)
	1d8+76*(L)
	6+6******(M) or 9+9******(M)

	Move
	
	
	

	     Flying
	90’(30’)/MF ½(a)
	90’(30’)/MF 1(a)
	90'(30')/MF 3(a)

	Attacks
	10 tentacles
	10 tentacles
	1 bite + special

	Damage
	1x10
	1d8x10
	3d4 + see below

	No. Appearing
	See below
	1(1)
	1 (1)

	Save As
	F1
	F10
	M6 or M9

	Morale
	11
	10
	9-11

	Treasure Type
	Nil
	L, N, O
	B

	Intelligence
	9
	11
	15

	Alignment
	Chaotic
	Chaotic
	Chaotic

	XP Value
	10
	1,750
	2,150 or 5,500

	
	
	
	

	
	Gorbel
	Spectator
	

	Anti-magic
	
	5%
	

	Armor Class
	3 (see below)
	4/7/7
	

	Hit Dice
	2*(S)
	4+4****(M)
	

	Move
	10’(3’)
	
	

	     Flying
	180’(60’)/MF 1(a)
	90'(30')/MF 1 (a)
	

	Attacks
	1 claw or 1 blast
	1 bite + special
	

	Damage
	1d6 or 1d4
	1d4+1 + special
	

	No. Appearing
	1d20 (1d20)
	1 (1)
	

	Save As
	F1
	M4
	

	Morale
	2
	8
	

	Treasure Type
	Nil
	see below
	

	Intelligence
	1
	13
	

	Alignment
	Neutral
	Lawful
	

	XP Value
	25
	425
	


Beholder-kin are closely related to beholders. In fact, they resemble beholders enough that beholders despise them and attempt to exterminate them – unless prevented by rulers such as hive mothers.

Death Kiss

Monster Type: Monster (Very Rare)

The death kiss, or “bleeder”, is a fearsome predator found in caverns or ruins. Its spherical body resembles that of the dreaded beholder, but the “eyestalks” of this creature are bloodsucking tentacles, its “eyes” are hook-toothed orifices. They favor a diet of humans and horses, but will attack anything that has blood. An older name for these creatures is “eye of terror”. The central body of a death kiss has no mouth. Its central eye gives it 120-foot infravision, but the death kiss has no magical powers. A death kiss is 90% likely to be taken for a beholder when sighted. The 10 tentacles largely retract into the body when not needed, resembling eyestalks, but can lash out to a full 20-foot stretch with blinding speed. The tentacles may act separately or in concert, attacking a single creature or an entire adventuring company. 

A death kiss attacks as a 10HD monster. A tentacle's initial strike does 1-8 points of damage as the barb-mouthed tip attaches to the victim. Each attached tentacle drains 2 hit points worth of blood per round, beginning the round after it hits. Like the beholder, the death kiss has variable Armor Classes. In ordinary combat, use the following table, though situations may dictate other methods (should the creature be attacking with a tentacle from 20 feet away, then no attack on the body or central eye may be made, while attacks on the stalk and mouth are still possible).

	Roll
	Location
	AC
	Hit Points

	01-75
	Body
	4
	77-84

	76-85
	Central eye
	8
	6

	86-95
	Tentacle stalk
	2
	6

	96-00
	Tentacle mouth
	4
	See below


A hit on a tentacle-mouth inflicts no damage, but stuns the tentacle, causing it to writhe helplessly for 1-4 rounds. If its central eye is destroyed, a bleeder locates beings within 10 feet by smell and sensing vibrations, but it is otherwise unaffected. Tentacles must be struck with edged weapons to injure them. They can be torn free from the victim by a successful open doors roll. Such a forceful removal does the victim 1-6 damage per tentacle, since the barbed teeth are violently torn free from the tentacle. If an attached tentacle is damaged but not destroyed, it instantly and automatically drains sufficient hit points, in blood, from the victim's body to restore it to a full 6 hit points. This reflex effect occurs after every non-killing hit on a tentacle, even if it is wounded more than once in a round. This cannot occur more than twice in one round. The parasitic healing effect does not respond to damage suffered by the central body or other tentacles. A tentacle continues to drain blood, if it was draining when the central body of the death kiss reaches 0 hit points. Tentacles not attached to a victim at that time are incapable of further activity. A death kiss can retract a draining tentacle, but voluntarily does so only when its central body is at 5 hit points or less; it willfully detaches once the victim has been drained to 0 hit points. Ingested blood is used to generate electrical energy - 1 hit point of blood becomes 1 charge. A death kiss uses this energy for motor activity and healing. An eye of terror expends one charge every two turns in moving, and thus is almost constantly hunting prey. Spending one charge enables a bleeder to heal 1 hit point of damage to each of its 10 tentacles, its central body, and its eye (12 hit points in all). It can heal itself with one charge of stored energy every other round in addition to its normal attacks and activity. Each tentacle can store up to 24 charges of drained energy, the body capable of storing 50 charges of drained energy. A severed tentacle is 70% likely to discharge its cumulative charges, when severed, into anything touching it; each charge delivers 1 hit point of electrical damage. Finally, bleeders can ram opponents with their mass. This attack does 1-8 damage. A death kiss may “shut itself down”, remaining motionless and insensitive on the ground, and can remain alive in that state for long periods of time. To awaken from its hibernation, the creature requires an influx of electrical energy, considerable heat, or the internal shock caused by a blow, fall, wound, or magical attack; any of the above stimulants must deal at least 5 points of damage to the death kiss to awaken it.

Adventurers finding a hibernating death kiss usually provide such stimulation, thinking the sleeper helpless prey. Eyes of terror are solitary hunters, fully inheriting the paranoia and ego of their cousins, the beholders. If they encounter one of their kin, the result is often a mid-air struggle to the death. The loser's body becomes an incubator and breeding ground for the death kiss' offspring. Within one day, 1-4 spawn will “hatch”. 

In some cases, death kisses  meet and mate without battling to the death. If such a “love match” occurs (one time in six), the two death kisses involved soon part to hunt again in solitary fashion. Inside their bodies, however, 5d10 buds develop, feeding on the bodies and blood of the parents—and driving the pregnant death kisses into a reckless feeding frenzy. A month after mating, each parent has become a manic husk, hollowed out from within by its offspring. It continues feeding and fighting until it becomes so fragile that a single blow causes it to burst open, and its hungry, mobile young spill out, darting immediately to attack any living creatures they can find. These spawn, starved for blood, form a voracious swarm. Given spherical area of open air at least 10’ in diameter around the target, up to 14 spawn can attack a single human-size target in a round.
Death kiss spawn are 8” in diameter, with 10’ long tentacles. They mature in 1 month. During that time, they lack the adult death kiss’ ability to absorb energy. They can absorb 1d4 points of blood per turn, regardless of the number of attached mouths. 

The death kiss has an organ in the central, upper body that is a valued ingredient in magical potions and spell inks concerned with levitation (and may be sold like beholder eyes). In addition, a brain or nerve node, deep in a bleeder's body hardens into a soft-sided, faceted red gem upon the creature's death. Called ``bloodeyes,'' these typically fetch a market price of 70 gp each. They are valued for adornments since they glow more brightly as the wearer's emotions intensify.

Terrain: Caverns
Gauth

Monster Type: Monster (Very Rare)

The gauth is a beholder-kin that feeds on magic. Its spherical body is 5 feet in diameter and brown in color, mottled with purple and gray. Located in the center of the gauth's forward hemisphere is a large central eye surrounded by a ring of smaller eyes that are protected by ridges of tough flesh. These secondary body eyes provide the creature with normal vision in lighted areas and infravision to 90 feet. On the underside is the beast's fearsome mouth with its accompanying cluster of four feeding tendrils, while the top is adorned with a crown of six eye stalks. Attacks on the creature hit as follows:


	PRIVATE
<TBODY>Roll 
	Location 
	AC 
	Hit Points

	01-85
	Body
	0
	As listed

	86-90
	Central Eye
	7
	Part of Body

	91-00
	Eyestalk / Tendril
	2
	6 hit points</TBODY>


While the gauth is similar to the beholder, its ability to feed on the energy of magical objects makes it even more dangerous in some ways. When a gauth moves into combat, it begins to glow, much as if it were the object of a faerie fire spell, to attract the attention of its foes. A creature that meets the gaze of the central eye must roll a successful saving throw vs. spell, with a -2 penalty, or be affected as if the victim of a feeblemind spell.

If a gauth chooses to bite with its great maw, the sharp fangs inflict 3d4 points of damage. The four tendrils around the mouth can grab and hold victims as if they had a Strength of 18, but they can inflict no damage.

A gauth in combat can also employ its six eye stalks. These eyes have the following powers:

Cause serious wounds (as spell, 30-foot range). 

Repulsion (as spell, 10-foot wide path, 40-foot range) 

Cone of cold (as spell, inflicts 3d4 points of damage and has an area of effect 5 feet wide at the start, 50 feet long, and 20 feet wide at the base; this eye can be used only three times per day) 

Lightning bolt (as spell, inflicts 4d4 damage with 80' range; this power can be used up to four times a day) 

Paralyzation (as wand, 40-foot range, single target; only a dispel magic or the
beholder's death can free the victim) 

Dweomer drain (see below)

Perhaps the most feared of the gauth's powers, its dweomer drain, permits the gauth to drain charges from magical items. It has a 40-foot range and can be targeted on one individual per round. In addition to preventing one object from functioning for the duration of that round, this power drains one charge from one charged object. Permanent objects, such as magical swords, are rendered powerless for one round by this ability. Artifacts are not affected by the dweomer drain. The eye has no effect on spells that have been memorized (but not yet cast) and it will not break the concentration of a magic-user. It does neutralize any spell cast by its target that round, however. 

A dispel magic spell cast on any of the gauth's eye stalks prevents its use for 1d4 rounds. The central eye, any fully retracted eye stalks, the body's ability to glow, and the gauth's natural levitation are not subject to injury by such a spell.

If a gauth is slain, its magical energy dissipates. Usually, this is a harmless event, but there is a 2% chance that it is catastrophic, inflicting 4d4 points of damage to all creatures within 10 feet (no saving throw). Gauth are immune to their own powers and to those of other gauth. They have an unusual physiology that enables them to regenerate 1 hit point every two turns.

Although gauth are not known to fight over territories or prey, they do go to great lengths to avoid each other. Even when they encounter another of their kind in the wilderness, they often ignore them utterly. A gauth can survive by eating meat but it greatly prefers to devour magical objects. In some unknown manner, the creature is able to absorb magical energy and feed on it. Each turn that an object spends in the gauth's stomach causes it to lose one charge. A permanent object is rendered inoperative after one day (artifacts are not affected, nor do they provide sustenance). Magical objects that cannot be entirely digested by a gauth are spat out after they have been drained of all their power.

Gauth are thought to live a century or so. Within a week of their "natural" death, two young gauth emerge from the corpse. Although smaller than their parent (each has 2+2 or 3+3 HD and a bite that causes only 2d4 points of damage), they have all the powers of a full-grown adult.

Terrain: Any

Gorbel

Monster Type: Monster (Rare)

The gorbel is an odd creature, believed by some to be a distant cousin to the beholder, or perhaps the result of some powerful wizard's experiments. They attack and eat practically anything that moves; only their explosive nature keeps them from overrunning their habitat. The creature usually appears as a red globe of translucent, thin rubbery material. Equally spaced around the top of the spherical body are six tiny red eyes on short, retractable eyestalks. It eats, breathes, and gives birth through a tiny mouthlike opening, and uses its short, clawed legs while walking, or in attacks. Gorbels are a mere six inches in size when born, but rapidly grow to full size of 3' diameter within six months. Like the rest of this creature, the mouth is rubbery, and can slowly stretch to fit food of up to 18" in diameter. A multitude of tiny teeth around the edge of the mouth aid in holding onto larger, struggling prey while the mouth stretches to accommodate the meal.

Gorbels will attack and attempt to eat anything that moves. They have even been known to attack trees swaying in the breeze. An attack is initiated by rapidly drifting towards the target, then latching on with sharp claws. The gorbels mode of propulsion is not completely understood, but is believed to involve magic similar to a levitation spell. Once attached to its prey, the gorbels grip is so strong that it cannot be detached until either the gorbel or the victim is dead. Furthermore, once the claws have found their mark, they automatically hit the victim each round for 1-6 points of clawing damage. This aggressiveness is also the creature's undoing: once attached, it loses all dexterity bonuses and drops to AC 9. A hit with a blunt weapon merely bounces off of the gorbels rubbery hide. A successful hit with a piercing or slashing weapon bursts the gorbels balloon-like body. A cloud of pyrophoric gas is thus released, and explodes for 1-4 points of blast damage to any creature within 5' range. Magically-incurred damage (magic missile, etc) will also cause the creature to explode, regardless of damage actually inflicted.

Gorbels are not immune to the explosions of their herd-mates if in range; entire herds have been known to have destroyed themselves accidently in a chain-reaction explosion caused by damage to a single creature.

The pyrophoric gas is a result of the gorbels unselective diet and unusual metabolic processes. A combination of green foliage, bark and a tiny amount of scrap metal or ore (to catalyze the process) is digested inside the creature. Ores containing tool's gold seem to be preferred. The gas so produced is substantially lighter than air, and is thus responsible for the creature's buoyancy. It also slowly leaks out, and must therefore be constantly replenished. The gas smells of rotten eggs; this smell may reveal the presence or approach of these creatures.

Gorbel herds are loosely organized groups, living on lush tropical vegetation or jungle rubbish and carrion. They have no set lairs, as the herd must move frequently when they have exhausted all of the foliage in one area. The size of the herd is not fixed; individual gorbels come and go as their own limited instincts determine. Occasional fights with other gorbels over food may occur, but these generally are little more than contests to bounce the aggressor away. Gorbels are curious creatures, and tend to investigate anything in their local environment which is out of the ordinary, such as an adventurer's camp. Once in the camp, they will attack and attempt to eat the first thing that moves and thus catches their attention. When something has piqued its curiosity, a gorbel will begin a frantic mewing, not unlike a kitten.

Gorbels are no harder on the local foliage than any other herd animals: when the food is gone, the herd moves on. Little else is known about their lives or how they react with other creatures. Some wizards have prepared potions of fire breath from the pyrophoric gas contained inside the gorbels body. The eyes may be useful as components for wizard eye spells or similar magical effects, while the rubbery hide is said to allow the construction of a curious lighter-than-air craft. To obtain the hide intact for such purposes, it is necessary to kill the gorbel in such a way the body sac is not ruptured, thus preventing the pyrophoric gas from exploding.

Terrain: Any (tropical)

Spectator

Monster type: Monster (Very Rare)

According to legend, spectators were created by Tarastia long ago to be the ultimate guardians. A jealous unnamed Immortal of Entropy created the beholder race as a mockery of Tarastia's work. This legend is derided by clerics of Entropic Immortals, who claim spectators were created as a pale imitation of the beholders. Regardless of which tale is true, there is no doubt that the spectator is related to the beholder. Unlike the beholders and their kin, however, the spectator the spectator is a dutiful guardian of places and treasures. Spectators hail from the Outer Planes, and are capable of limited interplaner travel. Once it is given a task, the spectator will watch for up to 101 years. It will allow no one to use, borrow, or examine an item or treasure, except the one who gave it its orders. The spectator has a large central eye and four smaller eye stalks protruding from the top of its hovering, spherical body.

The spectator is difficult to surprise, and has a +2 surprise modifier and a +1 initiative modifier. It is basically a passive creature, and will attempt to communicate and implant suggestion as its first act, unless it is immediately attacked. Striking a spectator has the following effects:


	PRIVATE
<TBODY>Roll
	Location
	AC
	Hit Points

	01-70
	Body
	4
	4+4 HD

	71-90
	Eyestalk / Eye
	7
	1 hit point

	91-00
	Central Eye
	7
	1 hit point</TBODY>


A spectator, if blinded in all of its eyes, cannot defend its treasure and will teleport to home plane. This is the only condition under which it will leave its post. Its eyes regenerate in one day and then it returns. If the treasure is gone, the creature again leaves for its home plane, never to return. Spectators have a 5% anti-magic. As long as the central eye is undamaged, it can also reflect one spell cast at it, per round, sending it back against the caster. This does not apply to spells whose range is touch. Reflection occurs only if the spectator rolls a successful saving throw vs. spell. If the saving throw fails, anti-magic (and a further saving throw) must be rolled. Reflection is possible only if the caster is standing within the 60 degree arc of the central eye. Only the spellcaster is affected by a reflected spell. All of the smaller eyes may be used at the same time against the same target. Their powers are:

Create food and water (creates the amount of food and water for a large meal for up to six people; this takes one full round)

Cause serious wounds (inflicts 2d8+3 points of damage to a single being at a range of 60 yards; a saving throw vs. spell is allowed for half damage)

Paralyzation ray (range 90 feet, one target only, for 8d4 rounds).

Telepathy (range 120 feet, only one target; communication is possible in this way, and the beast can also plant a suggestion if the target fails a saving throw vs. spell; the suggestion is always to leave in peace).</TBODY>
If properly met, the spectator can be quite friendly. It will tell a party exactly what it is guarding early in any conversation. If its charge is not threatened, it can be very amiable and talkative, using its telepathy. Spectators move by a very rapid levitation, in any direction. They will drift aimlessly when asleep (20% likely when encountered), never touching the ground. The treasure being guarded is 90% likely to be a magical item. If the spectator gains incidental treasure while performing its duty, this is not part of its charge and it will freely allow it to be taken. Incidental treasure can be generated as follows: 40% for 3-300 coins of mixed types, 30% for 1d6 gems of 50 gp base value, 20% for 1d4 potions, 15% for a +1 piece of armor, 15% for a +1 weapon, and 5% for a miscellaneous magical item.

Spectators are summoned by casting monster summoning V while using three or more small eyes from a beholder (the chance of success is 10% per eye). The eyes are destroyed during the casting, regardless of its success. The spectator can be commanded only to guard some treasure. It performs no other duty, and if commanded to undertake some other task, it returns to its home plane immediately (this applies to a spectator summoned by monster summoning V; a spectator summoned by summon spectator, for example, can perform a wider range of functions). If its guarded treasure is ever destroyed or stolen, the spectator is released from service and returns to its home. The summoner may take the item with no interference from the spectator, but this releases the creature.

Terrain: Any, Outer Planes of Energy

Belabra

	Armor Class
	-2 (head, 6 (tentacles)

	Hit Dice
	4+4(M)

	Move
	30'(10') + see below

	Attacks
	1 bite or 1 ram

	Damage
	3d4 or 2d4 + see below

	No. Appearing
	1

	Save As
	F4

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	6

	Alignment
	Neutral

	XP Value
	125


Monster Type: Monster (Very Rare)

The belabra, or “tangler,” is as valued among merchants and other travelers as it is feared in the wild. Though it is a carnivore, it can be trained to entangle and hold creatures captive at its master’s command without harming its victims. The belabra earns its nickname for its twelve tentacles, which it uses to capture its meals. Each tentacle grips and holds securely but does no damage unless the victim tries to pull free (Escape requires the victim to roll his chances to open doors; one such attempt may be made per round.) Barbs on the tentacles holding the struggling victim will then do 1d4+2 points of damage. In the wild, a belabra pounces upon victims, holds them doggedly, and can then bite repeatedly until only the victim’s skeleton is left. A belabra’s bite does 3d4 points of damage, and its white stomach expands to take in what is eaten. A belabra can easily devour creatures much larger than itself. A belabra moves by crawling along the ground with its tentacles or by bounding into the air, beating its tentacles once with a sharp clap and snapping them out behind it to serve as a rudder. By the latter method it can glide up to 60' in still air (more if descending from a height or riding strong air currents). At any point in its glide, the belabra can whip its tentacles about a target and plummet earthward. Falls do only 1 hp of damage for every 10 feet fallen to the rubbery belabra, so this attack method is often used. A belabra in combat bounds about, seeking to keep its armored head between its opponent and the vulnerable tentacles, until all twelve can lash out at once to entangle the opponent. Entangling occurs if the belabra successfully hits against an opponent as a 9 HD monster. The victim then loses all dexterity bonuses for armor class and the belabra may bite at the victim with a +4 bonus to hit. The tentacles are quite dextrous; belabras have been known to open doors, delve into cages or sacks, and saw through nets with their barbed tentacles. A favored attack is the ram, in which the belabra springs or glides forcibly into an opponent, striking with its armored head. This does a jarring 2d4 points of damage if it hits.

The belabra hunts by scent and sight. Its four eyes are mounted on retractile stalks projecting from its armored head, and its olfactory organs are located under the rim of the armor. Both sets of organs and the armored head are AC -2; the white, rubbery tentacles are AC 6, and they may only be attacked when the belabra has entangled a victim. However, injured tentacles spray whitish blood that blinds and causes sneezing in humans, halflings, and elves (all within 10' must save vs. poison at -3 to avoid effects). Victims so affected make all attacks at -4 “to hit” and have their armor class reduced by 2 ranks for 3-24 rounds. The belabra is surprisingly light for its size, weighing 60-80 cn (6-8 pounds) when its stomach is empty.

A belabra can be trained to obey the verbal commands of a master, hunting and immobilizing or killing like a trained dog or falcon. It can also aid its master in battle (95% loyalty in dangerous situations, 100% otherwise). Such training is a skill, and good trainers require 4-16 weeks to train a captured belabra, given a secluded training area, a large supply of live animals to serve as training kills and food, and access to the person the belabra is being trained by (for 4 consecutive hours per day). Poor trainers, unfavorable conditions, or constant interruptions will lengthen the training period. Belabra young, if raised for 2 years, will obey many commands and will pause before devouring entangled prey as a matter of course. Belabra young gestate for 6-10 months in a sack formed within the stomach of the parent. It seems that belabras have only one sex, so any belabra can carry an offspring. Belabras are otherwise solitary. Captured belabra young may bring as much as 4,500 gp on the open market.

Terrain: Woods

Berbalang

	Armor Class
	6

	Hit Dice
	4+1*(M)

	Move
	60'(20')

	     Flying
	240'(80')/MF 3(b)

	Attacks
	2 claws/1 bite

	Damage
	1d4/1d4/1d6

	No. Appearing
	1 (1)

	Save As
	M4

	Morale
	6

	Treasure Type
	D

	Intelligence
	12

	Alignment
	Chaotic

	XP Value
	200


Monster Type: Monster (Very Rare)

The berbalang is a dark and evil creature that spends most of its life in a comatose state while its spirit wanders the Astral plane. When it does return to the Prime Plane, it does so only to feed on the flesh of humans who dwell near its hiding place. A typical berbalang is a gaunt biped with black, leathery skin. Its wide, glowing eyes, which provide the berbalang with infravision out to 120 yards, are watery and white in color. Two broad, bat-like wings sprout from the creature's back and enable it to fly with great speed and agility.

When a berbalang or its projection (see below) is encountered and forced into combat, it makes the most of its ability to fly. When it strikes, it rips at opponents with its keen claws and attempts to bite them with its needle-like teeth. If a berbalang's projection is hit, it immediately takes flight and attempts to flee from the battle. The projection is immune to charm, sleep, and hold spells.
The berbalang is a most unusual creature. The vast majority of its life is spent in a death-like trance that permits the monster's spirit to wander at will throughout the Astral plane. Here the berbalang stalks those creatures that are weaker than itself and engages in its complex courtship and mating rituals. If the body is discovered or disturbed in any way, the berbalang is aware of this and returns to defend itself. Because of the great distance which the berbalang's spirit may have to cross to reach its material form, however, this can take quite a long time (1d100 rounds). If the body is destroyed before the berbalang can defend itself, the astral spirit is also slain. For this reason, the berbalang does its best to seclude and protect the resting place of its physical form. Once per month, on the three days of the full moon, the berbalang returns to the Prime Material plane to feed. At this time, the creature alters its trance slightly and manifests an exact duplicate of itself, known as a projection. Once the projection is formed, it is sent forth in search of the berbalang's only food - a freshly slain human being. The projection, which is controlled directly by the berbalang, can travel up to three miles from its body. If the projection must fight, it does so just as the berbalang itself would (see above). If the projection is hit or suffers any injury during its quest for food, it takes flight at once and flees. As quickly as possible, the berbalang guides its projection back to its resting place. If the projection is destroyed, there is a 75% chance that the shock to the berbalang's system will prove to be fatal for it as well. If the projection is only injured, but not slain, the berbalang cannot manifest another for a number of days equal to the number of hit points it lost. When the projection returns to its master, it is dissipated. Adventurers who have followed the projection to finish it off may well be shocked to find themselves confronted by a healthy berbalang. If the berbalang is not discovered and destroyed, it will eventually seek to avenge itself upon those who interfered with its feeding. Although there may be a lull while the body of the berbalang recovers from the shock of the attack on its projection and is able to send forth another, retribution is a certainty. If the projection was forced back to the body or destroyed before it could find prey to feed upon, the berbalang will send forth another, as soon as it is able, to satisfy its hunger (regardless of the phase of the moon) before seeking its revenge.

When the projection kills a human, it picks up the corpse and begins to return with it to its lair. As it does so, the berbalang itself awakens from its trance and the projection begins to feed on the body. By the time the projection has reached the berbalang's hiding place, the body has been all but stripped of flesh and the berbalang's hunger has been satisfied. In order to avoid drawing attention to itself, the berbalang usually moves its lair every three or four months. At this time, it moves only during the night and avoids any confrontation if it can. Thus actual contact with the berbalang itself, as opposed to its projection, is minimal. There is no record of anyone discovering how the berbalang is able to derive sustenance when only its projection feeds on the slain humans it hunts. Likewise, the exact process by which the berbalang is able to mate and reproduce when its only contact with others of its species takes place in a spiritual form on the Astral plane remains a mystery.

Terrain: Any

Betta, Giant

	Armor Class
	8

	Hit Dice
	male: 3+3 (M)/female 3+6(M)

	Move
	

	     Swimming
	180'(60')

	Attacks
	1 bite

	Damage
	1d8

	No. Appearing
	1 (male) or 1d8 (female)

	Save As
	F2

	Morale
	6

	Treasure Type
	Q (in nest)

	Intelligence
	2

	Alignment
	Neutral

	XP Value
	50


Monster Type: Giant Animal (Rare)

Giant bettas, also known as giant Siamese fish, are somewhat similar to their smaller cousins. They inhabit fresh, tropical waters that are warm all year around. Giant bettas are encountered in schools which invariably contain one male fish and one or more female followers. Males are brightly colored, coming in red, blue, and green versions; females are always a drab green. Males have longer fins than females. Male giant bettas are extremely hostile toward other males of their kind. If a male betta sees its own reflection in a mirrorlike surface, it will attack the reflection immediately, to the exclusion of any other enemy. The same applies to illusions the betta sees of other males (Bettas receive no saving throw against illusions of this sort). Male bettas will attack other brightly colored objects they see in the water, gaining a +2 bonus “to hit” against them; this includes characters wearing flashy clothes, bright silvery armor that will reflect the betta’s coloration, and so forth. This does not apply to female bettas. 

Male bettas will create a bubble nest when they desire to breed. A bubble nest is an underwater air pocket at least one cubic foot in volume, set under an overhanging rock, a collection of interlocked branches, or other’ suitable object. The male betta will inhale a large quantity of air at the surface, swim down to the place where the nest is being built, and exhale, forming the air pocket. Any leakage will be stoppered by scooping mud onto the leaking spot. The male might also collect a few small shiny objects to enhance the nest’s attractiveness (hence the presence of gems). Upon finding a female, the male will have her lay eggs in the bubble nest and will then chase the female away before she has a chance to eat the eggs. The male will guard the nest for two days, after which time the eggs hatch. After a short period of time, the male betta will eat whatever young remain in the area; the rest must scatter and hide. Young males soon start attacking each other and separate to go their own ways. Young bettas are born with 1 hp and gain a full hit die every three months. Their bite damage becomes effective against other creatures when they are three months old, doing 1-4 points damage. When they are six months old they do 1-6 hp damage, and finally they reach adulthood (and normal bite damage) at nine months of age. Bettas live in shallow waters not over 100’ deep. They have to come to the surface and gulp air to breathe. Though males can be dangerous to underwater adventurers in the tropics, female bettas will attack. only if hungry or if attacked themselves.

Terrain: River, Ocean

Bhaergala

	Armor Class
	6

	Hit Dice
	4+4**(L)

	Move
	150'(50')

	Attacks
	2 claws/1 bite

	Damage
	1d6/1d6/1d8

	No. Appearing
	1

	Save As
	F4

	Morale
	9

	Treasure Type
	Nil

	Intelligence
	9

	Alignment
	Neutral

	XP Value
	275


Monster Type: Monster (Very Rare)

The bhaergala, or “gunniwolf,” is a large predator encountered in heavily wooded areas from tropical to temperate climes. It is most common in jungles where the undergrowth is dense, for it uses the heavy cover to conceal itself from prey. Its food is known to include elves, fauns, and humans. A bhaergala can accurately mimic the speech and song of men and elves, and will often use this faculty to lure prey. Most bhaergalas can speak thelocal common tongue, and all of them love song. A bhaergala can be lulled to sleep by good singing. If one feels safe from attack, it may request a song from any men or elves it meets. Stories are told of the a bard who befriended a bhaergala that became his traveling companion, but some say these tales are pure fancy. Anyone encountering a bhaergala has a 25% chance of singing the beast into slumber, +5% if alone, +5% per point of charisma over 16, and +15% if a trained or practicing singer (all bonuses cumulative). This chance drops to 0% if the bhaergala feels threatened, has been attacked or injured recently, or is hungry. A bhaergala naps for 1-10 rounds, never sleeping for long. If it finds a singer gone upon awakening, it will usually give chase.

A bhaergala is solitary, seeking others only to mate. It is a savage fighter, raking with powerful foreclaws and biting mouthfuls of flesh from opponents with its jaws, dropping these to be consumed later. A bhaergala tends to bite continuously until its prey is dead. A bhaergala stalks prey from downwind; its fur has a faint but unmistakable odor, often described by adventurers as akin to that of fresh-baked bread or biscuits. It is agile and can spring or fall up to 70' vertically without harm, landing upright as a cat does. In greater falls, a bhaergala will sustain 1d6 damage for every 10' over 70' fallen, but it will often pounce on fleet prey from great heights, hoping to stun or cripple it. Upon impact, a leaping bhaergala’s claws both do maximum damage if they strike. A bhaergala feels little pain or fear, and will flee or break off combat only when it feels further battle will be useless or dangerous. The great constitution of a bhaergala allows it to regenerate 2 hp of damage suffered per day, and allows it +3 on saving throws versus poison and a 99% system shock score. Further, a bhaergala can consciously turn spells directed against it (as a ring of spell turning) up to 4 times per day. This is a power under its control and not an involuntary or automatic reaction.

Young bhaergalas have the speed and powers of their parents, but have only 2+2 HD and do only half damage. Beasts of both sexes are externally identical, and a mated pair remains together only until the young have made their own first kills. Bhaergalas usually sleep on tree boughs or in thickets; their lairs are seldom-visited places of refuge and also act as storehouses of treasure (musical instruments and noisemakers taken from corpses or in raids on caravans or villages). Such lairs are  always well hidden, usually in caves or ruins.

Terrain: Woods
Bichir

	Anti-magic
	30%

	Armor Class
	6

	Hit Dice
	5**(L) to 7**(L)

	Move
	60'(20')

	     Swimming
	150'(50')

	Attacks
	1 bite

	Damage
	3d4

	No. Appearing
	0 (1d4)

	Save As
	F3-F4

	Morale
	6

	Treasure Type
	J, K, L, N, S, T (up to 3 types per individual)

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	425, 725, or 1,250


Monster Type: Monster (Very Rare)

The bichir is a giant relative of the more common lungfish that is found throughout the temperate and tropical swamps of the world. Although often mistaken for a lizard, the bichir is actually related to sharks and similar fishes. Bichirs have long, thick bodies that are a tan, brown, and cream color to provide them with camouflage in their native environment. They have strong jaws set with sharp white teeth and black, pupil-less eyes. Their heads are broad and flat. Although covered with small scales, the hide of bichirs feels smooth to the touch. A ridge of fins runs down their backs to end in a broad, fan-shaped tail.

When hunting on land, a bichir moves forward slowly, much as a snake does, until it reaches a point where it can strike at its prey. As it moves, it pauses frequently to sniff around before continuing onward. When it strikes, the bichir lunges forward to snap with its powerful jaws and sharp teeth. Despite the size of its maw, the bichir never swallows its prey whole. If confronted by a creature that it can not overcome or if it is having difficulty slaying its victim, the bichir can cast an entangle spell. This spell can be used as many as six times per day and has a range of 60 yards; it is otherwise identical to the druid spell of the same name. The bichir can make use of the entangle spell to flee from danger or to aid it in defeating a creature more powerful than itself.

Although the bichir has a natural resistance to magical spells and their effects, it greatly fears such attacks. When confronted by creatures that clearly have magical abilities, the bichir will either flee or, if that is impossible, attempt to ambush them.

Bichir are able to dwell with equal ease in water or on land. They have lungs for breathing and swim bladders much like those of fish. When they move about in the water, they swim with broad strokes of their wide tail fins. On land, they use their front fins to move about much as seals do (dragging their bodies behind them.) When on land, they must keep their skins moist and so never stray far from water.

Bichir live in small schools, although only those on a hunt are normally encountered. When hunting underwater, the bichir uses its keen eyesight to track its prey. The favorite food of a bichir is the flesh of lizard men, which they find to be a great delicacy. Bichir also enjoy a wide variety of frogs, fish, and insects. They have been known to hunt large animals as well and can devour creatures as large as a nine-foot-tall humanoid. Because of the unusual structure of their eyes, they can see clearly as far as 80 yards when submerged. Of course, unusually murky or muddy water can greatly reduce the effective range of their sight. On land, their eyes are far less effective, seeing for only 20 yards. Conversely, their sense of smell is more acute on land than in the water. When hunting out of the water, the bichir can smell prey as far as 90 yards away. In the water, however, they can only smell creatures within 20 yards. When in the water, a bichir can also sense even the most minute of vibrations. In fact, bichir have been known to move toward a faint vibration whose source was as far as half a mile away.
The bichir breeds whenever its swamps are flooded (by spring run-off, for example). Males and females have been known to cross great distances to find each other for mating. The young, from 1 to 3 in number, are born three to six months after the mating. These newt-like creatures typically have an Armor Class of 8, a movement rate of 3 on land (or 12 in the water), and 2 or 3 Hit Dice. As a rule, their bite inflicts only 1d4 +1 points of damage. They can employ their ability to entangle only three times per day, but they have their parents' full anti-magic. Although the bichir cannot talk and have no language of their own, they have been known to emit an open-mouthed panting noise that is quite unusual and can be heard for great distances. It is believed that they use this sound to signal each other or attract mates.

Terrain: Swamp

Bisan

	Anti-magic
	40%

	Armor Class
	0

	Hit Dice
	10*****(M)

	Move
	240'(80')

	Attacks
	1 touch

	Damage
	1d10

	No. Appearing
	0 (1)

	Save As
	F10

	Morale
	8

	Treasure Type
	L, O

	Intelligence
	14

	Alignment
	Neutral

	XP Value
	4,750


Monster Type: Humanoid (Very Rare)

Most often found in Ochalea, the bisan is a lesser spirit associated with a particular species of tree, usually one that is valued for its sap, gum, wood, or oils. These spirits most commonly are associated with camphor trees, but sometimes are linked to teak or mahogany.  The bisan's natural form is that of a beautiful woman. She has long, flowing hair - either dark brown, black, or white - and soft green eyes. She wears a blue or pale green silken robe. Her apparent age as well as her lifeforce is bound to a single tree. Depending on the tree's age, she may look young, middle-aged, or elderly. She may reflect her tree's appearance in other ways, too — wearing the flowers of the tree in her hair, for example, or, if her tree is mahogany, having dark, reddish brown skin. Bisan are seldom encountered as women, however. They can polymorph self at will, and prefer the forms of insects, usually fruit files, honey bees, or wasps. Bisan speak the language of their own race and no other.

Highly intelligent and clever, a bisan can be a formidable enemy when angered, particularly if someone threatens her personal tree. In general, however, these spirits try to avoid combat, and prefer to use their spells to cause mischief and hardship. If forced to fight, a bisan flees at the first chance unless she is defending her tree. Bisan can polymorph self, turn invisible, and become ethereal at will. Once per round they can cast bless (and its reverse, curse), castigate, cause paralysis, pacify, animate wood, wood shape, elemental turning, quickgrowth, and ironwood. The touch of a bisan (make a normal attack roll) inflicts 1-10 hit points of damage. The bisan prefers to attack as an insect, because of its many advantages. In this form, she retains her spell use, hit points, attack rolls, and saving throws, whiling gaining the insect's tiny size and flying ability (Fl 60'(20') with maneuverability factor 1(a)). The bisan usually harasses trespassers with castigate, animate wood, and quickgrowth in an effort to frighten or intimidate them into leaving the area. Failing that, she attacks with her touch, cause paralysis, and - as a last resort - curse. The bisan rarely pursues a retreating opponent.

A bisan's lifeforce is linked to that of her personal tree. If her tree is chopped down, affected by wood rot, set on fire, or destroyed by any other means, the bisan is likewise affected. The bisan suffers no ill affects while her tree is under attack, but as soon as the tree is destroyed, the bisan is immediately reduced to 0 hit points and disappears. Obviously, a bisan will go to great lengths to protect her personal tree. 

Bisan are spiritually bound to only one tree, but they protect other trees of the same variety in the immediate region. For example, a bisan associated with a camphor tree watches over all camphor trees in the surrounding area. The "surrounding area" may mean a few acres or several square miles, but 1 square mile is the most common area protected. The bisan's personal tree - usually the tallest or sturdiest in the area - usually stands at the center of the guarded region. Bisan are fiercely territorial, and seldom guard overlapping or shared areas. Experienced woodsmen often know the location of bisan in their vicinity, and many of these spirits can be identified by local superstition. Although the bisan strive to protect their trees from harm, they allows humans (and others) to harvest their trees for sap, branches, fruit, or leaves. Trees at the end of their life spans even can be cut down without incurring the bisan's displeasure. In exchange, the bisan must be given an offering. If a harvester fails to provide a suitable offering, the bisan will become angry and hostile.

A bisan's lifespan parallels that of her personal tree. If the tree dies from natural causes — that is, if it was not intentionally destroyed by humans or other aggressors — the bisan's essence disassociates from the tree and takes up residence in a new sapling in the same region. The disassociated essence may divide into as many as four parts, each assigned to a new sapling somewhere in the world. In this way, a new generation of bisan is created. A bisan is sustained by sunlight and shares the nutrients of her personal tree. She can use the bark of her tree as a component in potions of healing.

Terrain: Woods

Bog Wader

	Armor Class
	4

	Hit Dice
	4+3(M)

	Move
	30'(10')

	     Swimming
	150'(50')

	Attacks
	4 claws/1 bite

	Damage
	1d3/1d3/1d3/1d3/1d4

	No. Appearing
	0 (1)

	Save As
	F4

	Morale
	7

	Treasure Type
	Px2, Sx3, U

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	125


Monster Type: Humanoid (Very Rare)

Bog waders live in the bottom of muddy wallows waiting to prey on unsuspecting creatures who come to drink. This small, misshapen creature could be mistaken for a dwarf at a distance. Closer inspection reveals the thousands of wrinkles of overlapping gray skin and thin, yellow and black bones that poke through the soft skin on all sides. A pair of dorsal ridges run down the back. Bog waders have small, flat heads. They have no nose; instead they possess a closeable breathing hole. Bog waders have flaps (instead of ears) on each side of their head. These flaps cover the ear canal when they submerge. Gill ridges run vertically down their backs between their spine and dorsal ridges. The gill ridges are covered by patches of hair or cilia, which filters out the particulate matter in the mud allowing them to breath in the water. They have bent legs de​signed for leaping and webbed feet and hands that end in sharp, three‑fingered claws. A row of small teeth, designed for tearing, line their mouths. Bog waders have no language of their own and speak no other common tongue. They communicate with each other through a series of guttural tones, but these convey only the simplest concepts concerning feeding and mating. Psionics or magic can be used to further communication, but the bog wader's low intelligence makes a meaningful exchange of ideas unlikely. The bog wader's world is its bog and its prey ‑ it pays attention to little else.

If caught in normal melee combat, the bog wader relies on its formidable claws and its bite attack. It has four claw attacks per round, and each can inflict 1d3 points of damage. Its bite attack is slightly more dangerous, inflicting 1d4 points of damage. However, the bog wader's more deadly attack centers around its self‑made trap. The bog wader hollows out a wallow in muddy flats into which water will collect. The creature then chews mud and mix​es it with its saliva. The saliva contains a lighter‑than‑water substance that, when mixed with the mud, causes the mixture to float on the top of the water, covering and disguising the wallow as normal, harmless muddy terrain, An unsuspecting creature will step into the bog wader's trap and fall into the wallow. Once the trap is sprung, the bog wader hurls itself upon its victim, attempting to impale it on the bones which grow through its skin. It successful, the attack does 2d4 points of damage, and the creature and victim are locked together. An impaled character must make a successful open doors roll to break free from the bog wader, or an assisting character must make such a roll. While its victim is impaled, the bog wader will try and wrap its arms and legs around the arms or legs of its victim to keep him from swimming up for air. Each successful claw attack means the creature was able to pin one of the victim's appendages. Freeing a pinned limb requires a successful open doors roll ‑a separate roll may be made each round for each pinned limb in addition to the roll to break free from the impaling attack. If one of the claw attacks succeeds, the bog wader will then attempt a bite attack. All the while it will flap its dorsal ridges and try to drive its victim to the bottom of the wallow. If the bog wader gains the bottom, it will use its feet to dig in and hold its prey there until drowned. As long as a character is impaled, he is held under the mud and cannot breath normally‑ Any character who was surprised in the round he was impaled does not get a good gulp of air before going under, and so can hold his breath up to 1/2 his Constitution score, in rounds (rounded up), Otherwise, the character does get a good gulp of air, and can hold his breath for up to his Constitution score, in rounds. Creatures without a Constitution score can hold their breath for ld6 rounds, regardless of surprise. While attempting to hold his breath beyond that time, the character must roll a Constitution check (or a saving throw versus poison for other creatures) each round. The first check has no modifiers, but each subsequent check suffers a ‑ 2 cumulative penalty. Once a check is failed, the character must breathe, and if he cannot, he drowns in the mud. Under certain circumstances mated male and female bog waders will link their wallows with a small tunnel. Then they can either attack in tandem or split their attacks, attempting to surprise an individual or group that has fallen into one wallow by attacking from behind from the other wallow through the tunne.

Each bog wader lives in agony within its own watery pit. The bones that protrude from its skin cause them constant pain, which is one of the reasons the creature is so fierce. The skin of the creature needs almost constant moisture and will dry and crack quickly when exposed to direct sunlight. When moving about the flats, the creature constantly coats it​ self with fresh mud in order to keep its skin moist. During particularly dry spells, the bog waders hole may dry out. In these cases, the bog wader can burrow to the bottom of its drying hole and become dormant. While the sun bakes its home to hard clay around it, the bog wader remains barely alive beneath the earth, waiting patiently for new moisture, Once the bog becomes muddied again, the creature slowly regains its consciousness and mobility, a process that takes anywhere from one day to a week. Fresh watering holes may already have a new dormant bog wader in them, one that won't attack anyone for several days. A bog wader can remain dormant in the dried mud for up to 20 years. Female bog waders bellow to attract males during mating sea​son, and the males are unable or unwilling to resist the call. Male bog waders commonly fight to the death for the right to sire offspring, Once a year the female gives birth to a single off​ spring or (rarely) twins. The male is charged with raising the offspring until it is able to take care of itself. Otherwise, the bog tunnel wader is a solitary creature.

Bog waders are a deadly source of water. Although they create holes where fresh water collects, it is dangerous business to attempt to take advantage of water stored there. Many creatures am drawn to the water, and the bog wader, for its own reasons, allows certain creatures to drink unmolested. They provide little else in the way of useable goods or commodities. Some more intelligent creatures trap bog waders for their own purposes. Some tribes, for instance, capture bog waders and relocate them to man‑made water holes around their villages or important fortifications. They supply the bog waders with living prey to keep them from moving on, and help keep the bog comfortably moist for its deadly occupant. Bog waders are intelligent enough to know that they serve a defensive purpose for their captors, but are for the most part inclined to accept their hospitality. Thri‑kreen have been known use dormant bog waders to foul the water supplies of their enemies, Using subtle psionics, they locate buried bog waders and then dig them up. As long as the creature is kept dry, it does not come out of its dormant state. Several such creatures are then snuck into enemy ponds and wa​tering holes. Within a week the thri‑kreen can expect multiple casualties among their unsuspecting enemies.

Terrain: Swamp

Bramble

	Armor Class
	2

	Hit Dice
	1/4(S) or 1/4*(S) with posion or 1/4**(S) with posion and anti-flying

	Move
	30'(10')

	Attacks
	1

	Damage
	see below

	No. Appearing
	1d4(2d8)

	Save As
	E1

	Morale
	7

	Treasure Type
	L, Qx3, Sx3

	Intelligence
	12

	Alignment
	Chaotic

	XP Value
	5,6 or 7


Monster Type: Humanoid (Very Rare)

So tiny that they might not appear dangerous, brambles are among the most aggressive and vicious of all fairies. Although currently breeding true, rumor has it that the first brambles were individual outcasts from “polite” fairie society. Brambles look like tiny, dried-out people, with dark, wrinkled skin, long, pointed finger- and toe-nails, ears that come to points much sharper than those of elves, and sticking out of their backs are a brace of spines that look like they should support miniature dragon-wings, but which are unadorned. Still, most of these features are usually hidden by the plate-mail armor that they wear under normal circumstances, and even the wing-spines that come out of holes in the armor’s backplate can easily be mistaken as longer versions of the artificial spines covering the rest of the bramble’s armor. Brambles possess the invisibility to mortals and second sight abilities common to fairies.

The spine-covered armor of a bramble is both its best defense and its strongest attack. The armor provides AC 2 protection, and the barbs on its surface prevent other creatures from coming too close to the wearer; any animal that attempts to bite or eat a bramble suffers an automatic 1d6 damage, as would any humanoid trying to pick up a bramble with bare hands. Attackers wearing armor get to make a save, attempting to roll above the AC value of the armor covering their hands (Dexterity and shield bonuses do not apply) on 1d12 to avoid injury. In order to turn the armor into an offensive weapon, a bramble merely has to hurl himself against a target, rolling attack and damage normally. When faced with opponents close to its own height (1’ or less), a bramble will attempt to wrestle, causing 1d6 points damage per round in addition to any damage as a result of the wrestling. One bramble in ten has another weapon to use in combat; poison. The wing-spines of these brambles secrete a strong poison that causes a painful burning sensation ( -2 on attack and damage rolls for 2d10 rounds, with additional doses having cumulative effects) on anyone hit by them (either as an attack or automatically as a result of picking up the bramble) unless they make a save vs. poison with a -3 penalty, in which case the effects and duration are both halved. As these brambles are perfectly willing to use this poison on dissenting members of their own bands, they are generally the leaders in any bramble group. Finally, and most strangely, brambles are often found riding a peculiar selection of animals. It is not uncommon to come upon a band of brambles riding a collection of porcupines, hedgehogs, al-mi’rajs, and other creatures, looking like bizarre pixie-knights as they search for food and fights. They control their mounts with a charm mount spell that each can cast once per day. When so mounted, brambles also carry barbed spears (that do 1d6 damage on a hit) that they use as lances. The final special ability of brambles is one that makes them especially dangerous to flying prey such as small birds and flying fairy creatures. One in ten brambles (not necessarily the same brambles that possess the poisoned spines) can cast a special anti-flying spell once per day, which, causes any one Small flying creature within 10’ to be magically grounded (whether the creature flew as a result of magic or natural ability) for a period of 6d6 rounds (unless a save vs. spells is made, in which case no effects are felt). While this can be used in hunting, brambles especially like to cast anti-flying on pixies, sprites, and other fairy creatures, so that they can have the cruel fun of chasing them through the woods on the ground.

Brambles are nomadic creatures, constantly on the move searching for food and fights. When they rest, it is in camps hidden in thorny bushes and other natural protection, with their mounts posted as guards. When a band grows too large, it splits in half with the two groups heading off in opposite directions. Brambles sometimes will pick up small amounts of easily-transported treasure that they use to bribe other creatures into manufacturing their special armor for them. Despite their small size, brambles are supremely confident, even when dealing with humans and other “giants." They would think nothing of challenging a “giant” to a wrestling match, especially as they would have no intention of honoring any bets they might place on the fight. They speak the Fairy language. Their knowledge of elvish is slim, but it should suffice to make business deals with, and to offer challenges to those forest-dwelling “giants." 

There are few ways in which a bramble can benefit another creature. The average bramble doesn’t have enough meat on its bones to make a good meal for anything larger than an owl, and those with poisonous spines are also discomforting to eat as their flesh has the same effects on the eater as their poison. A poisonous bramble’s spines could be drained by a hunter to make blade poison but one bramble would only provide enough poison for a single arrowhead or dart; it would take ten or more poisonous brambles to provide enough of the substance to coat a long sword. The armor they wear is often beautiful in a dangerous way, and some collector might pay 2d8 x 10 gp for an complete, unoccupied suit.

Terrain: Open, Hills

Brass Minotaur*

	Armor Class
	4

	Hit Dice
	18***(L)

	Move
	45'(15')

	Attacks
	1

	Damage
	3d10 + see below

	No. Appearing
	1 (1)

	Save As
	F9

	Morale
	12

	Treasure Type
	see below

	Intelligence
	4

	Alignment
	Neutral

	XP Value
	6,175


Monster Type: Construct, Enchanted (Very Rare)

The Brass Minotaur is a terrible instrument of vengeance. First, a battle axe must be enchanted to make wounds that do not close and that will not heal except by natural means (a battle axe of wounding). The end of the hilt is capped with a flawless gem of a size not easily hidden in a closed fist. Once this creature’s weapon is ready, the wizard begins the preparation of the golem. The wizard must obtain a perfect minotaur skeleton, and three handfuls of powdered diamond for hardness, and the ores to create brass. Heat the ores until molten, sprinkle in the diamond dust, then pour the liquid metals over the minotaur skeleton. As the brass takes the place of the minotaur’s flesh, the wizard must complete the transformation by casting strength, polymorph any object, and geas on the monster; trap the soul and maze on the jewel in the hilt of the battle axe the Minotaur is holding; and finish with a wish to bind the creation together. This golem requires five months of construction time at a cost of 100,000 gold pieces. The Minotaur has an effective  strength of 25 and can do two points of structural damage per round.

The Brass Minotaur is first and foremost a stalking instrument of vengeance. It almost always remains in a passive state until a triggering event (e.g., the violation of a shrine) awakens it to action. It then seeks out its victim relentlessly. It fights to defend itself while seeking out its victim, but will not use its special maze ability. If after it has used its maze, it is severely damaged, it will go off and spend time entering and leaving the maze until it has gained its lost hit points. Once each day this hunter can trap an opponent’s soul (standard attack required) in the gem in the haft of its battle axe of wounding. Once trapped, the foe is within a maze spell. The Minotaur, unaffected by the bewildering maze, can follow at will into the extra-dimensional space to dispose of that individual. Once the trapped creature either is destroyed or escapes (as usual for a maze spell) the Minotaur can elect to remain within the maze and track a party as though in the Prime Material plane. Once the Minotaur leaves the gem, it must trap another soul to create the extra-dimensional space. Each time the Minotaur enters the extra-dimensional maze (a maximum of once per day) it regains 10-60% of any damage it has sustained. The Brass Minotaur can be struck only by magical weapons of + 3 or greater enchantment, Lesser weapons do no damage and have a 10% chance of shattering. The only magic that affects the Brass Minotaur is the spell find the path. If the spell is cast upon the area where the Minotaur disappeared with a victim, the Minotaur and whoever else is in the maze is automatically returned to the Prime Material plane. If the spell is cast directly onto the Minotaur, the golem has a chance to save against spell; failure means destruction. At the DM’s discretion the battle axe of wounding may be removed from a defeated golem.

Brass Minotaurs exist to fulfill one goal. They wait with absolute patience to fulfill their mission. If their goal has become unobtainable—for example, they were created to guard a temple that no longer exists—they lose their enchantment as does the battle axe each carries.

As artificial constructs, Brass Minotaurs play no role in any ecology, They exist to fulfill a particular vengeance.

Terrain: Any

Broken One

	
	Common
	Greater

	Armor Class
	7
	5

	Hit Dice
	3*(M) or 3**(M)
	5*(M), 5**(M) or 5***(M)

	Move
	90’(30’)
	90’(30’)

	Attacks
	1 blow or 1 weapon
	1 blow or 1 weapon

	Damage
	1d6 or by weapon
	1d8 or by weapon

	No. Appearing
	3d4(3d4)
	1d4(1d4)

	Save As
	F3
	F5

	Morale
	4
	7

	Treasure Type
	I, K, S
	I, K, S (Vx3)

	Intelligence
	6
	13

	Alignment
	Chaotic
	Chaotic

	XP Value
	50 or 65
	300, 425 or 550


Monster Type: Humanoid (Very Rare)

Broken ones (or animal men) are the tragic survivors of scientific and magical experiments gone awry. While they were once human, their beings have become mingled with those of animals and their very nature has been forever altered by the shock of this event. It is rumored that some broken ones are the result of failed attempts at raise dead, reincarnation, or polymorph spells. While broken ones look more or less human, they are physically warped and twisted by the accidents that made them. The characteristics of their non-human part will be clearly visible to any who see them. For example, a broken one who has been infused with the essence of a rat might have horrific feral features, wiry whiskers, curling clawed fingers, and a long, whip-like tail.

Broken ones know whatever languages they knew as human beings and 10% of them can communicate with their non-human kin as well. It is not uncommon for the speech of a broken one to be heavily accented or slurred by the deformities of its body.

Broken ones tend to be reclusive creatures and combat with them is rare. Still, they are strong opponents. Broken ones are almost always blessed with a greater than human stamina, reflected in the fact that they always have at least 5 hit points per Hit Die. Thus, the weakest of broken ones has at least 15 hit points. In addition, broken ones heal at a greatly accelerated rate, regenerating 1 hit point each round. A broken one will often wield weapons in combat, inflicting damage according to the weapon used. Many broken ones have also developed claws or great strength, which makes them deadly in unarmed combat. Hence, all such creatures inflict 1d6 points of damage in melee. Unusually strong strains might receive bonuses to attack and damage rolls. Many broken ones have other abilities (night vision, keen hearing, etc.) that are derived from their animal half. As a general rule, each creature will have a single ability of this sort.

Broken ones tend to gather together in bands of between 10 and 60 persons. Since they seldom find acceptance in human societies, they seek out their own kind and dwell in secluded areas of dense woods or rocky wastes far from the homes of men. From time to time they will attack a human village or caravan, either for supplies, in self-defense, or simply out of vengeance for real or imagined wrongs. If possible, they will try to seek out their creator and destroy him for the transformations he has brought upon them. When a society of these monsters is found, it will always be tribal in nature. There will be from 10-60 typical broken ones with one greater broken one for every 10 individuals. The greater broken ones (described below) will act as leaders and often have absolute power over their subjects.

Broken ones are unnatural combinations of men and animals. Their individual diets and habits are largely dictated by their animal natures. Thus, a broken one who has leonine characteristics would be carnivorous, while one infused with the essence of a horse would be vegetarian. There are no known examples of a broken one who has been formed with the essence of an intelligent nonhuman creature. Broken ones do manufacture the items they need to survive. These are seldom of exceptional quality, however, and are of little or no interest to outsiders. Occasionally, broken ones may be captured by evil wizards or sages who wish to study them.

Greater Broken Ones

From time to time, some animal men emerge who are physically superior. While they are still horrible to look upon and cannot dwell among men, they are deadly figures with keen minds and powerful bodies. Their twisted and broken souls, however, often lead them to acts of violence against normal men. These creatures regenerate at twice the rate of their peers (2 hit points per round) and inflict 1d8 points of damage in unarmed combat. When using weapons, they gain a +3 to +5 bonus on all attack and damage rolls. Like their subjects, they often have special abilities based on their animal natures. Such powers, however, are often more numerous (from 1-4 abilities) and may be even better than those of the animal they are drawn from. For example, a greater broken one who is created from scorpion stock might have a chitinous shell that gives it AC 2 and it might have a poisonous stinger.

Terrain: Any

Bulette

	Armor Class
	-2 (see below)

	Hit Dice
	9(L)

	Move
	150'(50')

	     Burrowing
	30'(10')

	Attacks
	1 bite/2 claws

	Damage
	4d12/3d6/3d6

	No. Appearing
	1d2 (1d2)

	Save As
	F5

	Morale
	10

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	900


Monster Type: Monster (Very Rare)

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.

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.

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.

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.

Terrain: Open, Hills, Woods, Mountains

Bunyip

	Armor Class
	5

	Hit Dice
	5**(M)

	Move
	

	     Swimming
	120'(40')

	Attacks
	1 bite

	Damage
	1d6

	No. Appearing
	0 (1)

	Save As
	F3

	Morale
	6

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	425


Monster Type: Monster (Very Rare)

The bunyip is a large aquatic animal that has the physical characteristics of both seals and sharks. Unlike the former, however, the bunyip is utterly unable to venture onto land. Like a shark, the bunyip breathes by means of gills. The bunyip's body is covered with shaggy black hair and a long mane, which is almost always a dark grey or black in color. Although it is not an inherently evil creature, the bunyip is very mischievous. Because of its great bulk and powerful jaws, a playing bunyip is quite likely to inflict serious injury on swimmers and can overturn small boats.

The bunyip is able to sense the approach of human beings or similar creatures through a latent sense of telepathy. When the bunyip notes the presence of such creatures, it may (50% chance) decide to confront them. To do so, it lifts its head from the water an unleashes a mighty roar which forces all characters who are below 4th level to roll successful saving throws vs. rods, staves, or wands with a -2 penalty or be forced to flee from the bunyip in panic for 2d4 rounds. When the bunyip elects to engage in combat, it does so by biting with its powerful jaws. In combat, the teeth of a bunyip inflict 1d6 points of damage. If a bunyip comes upon a small creature (a dwarf, gnome, or halfling, for example) that is swimming or struggling in the water there is an 80% chance that it attacks the creature. Such an attack takes the form of a bite that may sever a limb from the victim. If the bunyip's attack roll is a natural 20, then a limb has been removed and swallowed by the bunyip. The DM should determine which limb is lost in accordance with the exact situation or in a random manner. Although the bunyip does not normally attack creatures larger than a dwarf or halfling, there are exceptions. If the bunyip were attacked, for example, it would certainly defend itself if unable to flee, no matter how large the attacker. Like a shark, a bunyip is excited by the smell and taste of blood. When a bunyip detects traces of blood in the water it may (50% chance) enter a feeding frenzy and begin attacking anything it comes across. In such cases, the bunyip receives a bonus of +2 to its attack rolls. However, because the bunyip is unable to properly defend itself while in a feeding frenzy, its enemies also receive a bonus of +2 on their attack rolls.

The bunyip is a solitary creature that spends much of its time swimming about and harassing other creatures. Bunyips prefer to dwell in open water, such as lakes or rivers, but can sometimes be found in swamps and marshes. The diet of a bunyip is made up primarily of fish and other aquatic creatures. From time to time, they have been known to lunge at creatures on the edge of the water or at low-flying birds and such, but this is done only when the local food supply is low.
Once per year, a bunyip seeks out a mate and the two travel to the sea. Once they reach salt water, the female undergoes slight physiological changes and the actual mating occurs. Three months later, she gives birth to a single pup that remains with her for the first two years of its life. Shortly after the pup is born, the father leaves, returning to his former home to await the next mating season. When the pup is old enough, the mother turns it out and, like the father, returns to her former home. At this point, the pup has only 3 Hit Dice and its bite causes only 1d4 points of damage. In all other ways, however, it is similar to its parents. For the next three years, the pup will be too young to mate. With the coming of its sixth year, however, it will join the bunyip mating rituals. Although bunyip meat is safe for human consumption, it is unusually oily and rather strong tasting. Thus they are not hunted by most cultures. The hide of a bunyip can be made into a rugged leather, but it has no special qualities to set it above other, easier to hunt, animals. This being the case, the bunyip is also free from molestation by trappers.

Terrain: River, Lake

Burbur

	Armor Class
	9

	Hit Dice
	1-1(S)

	Move
	120'(40')

	Attacks
	1 bite

	Damage
	2d4

	No. Appearing
	1d4 (1d4)

	Save As
	NM

	Morale
	4

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	5


Monster Type: Lowlife (Very Rare)

Burburs are small creatures that look much like worms. They have large, glistening black eyes and a sucking tube for a mouth, much like that of a mosquito. Just behind the creatures head are a pair of tiny forelegs of considerable dexterity. With its forelegs, a burbur can climb, grip, and manipulate objects. A burbur that has just fed will be very bloated and somewhat sluggish. Burburs are ivory or yellow in color and have soft, moist skin. They have a somewhat spicy body odor that has been described as smelling like cinnamon. Burburs are highly prized creatures that consume many varieties of slimes, mosses, and molds that might otherwise cause considerable harm to other creatures.

Burburs are very gentle and harmless creatures as far as the humanoid races are concerned. They feed only on slimes, molds, or mosses and are wholly unable to inflict damage on any other living thing. When it decides to feed, a burbur simply crawls out onto the body of the creature it intends to consume, extends its feeding tube and begins to siphon up its meal. Each round that it feeds, the burbur inflicts 2d4 points of damage to the slime, mold, or moss it is consuming. Once the burbur has scored a hit against the creature it is attempting to ingest, it need not roll again unless it takes a break in its feeding. A burbur ceases feeding after it has drained its victim of hit points equal to thrice its own initial value. For example, a burbur with 4 hit points will be sated after it has inflicted 12 points of damage to its victim. A burbur is utterly immune to the attacks of such creatures as olive or green slime, obliviax moss, and brown, yellow, or russet molds. In addition, it finds these creatures to be delicacies beyond compare. The burbur is also unaffected by yellow musk creepers, zygoms, and violet fungi, although it finds these creatures utterly inedible. A burbur is affected normally by oozes, jellies, poisonous vapors, and other creatures, as well as by spell attacks. 

Burburs wander constantly in search of food. Although they are normally found alone, they have been known to gather in groups of as many as four individuals to feed on a single slime, mold, or moss. Once every year, usually in the spring, a burbur will begin to swell in size. At this point it develops a bulge at the end of its tail, which forms into a second head. As the second head forms, a pair of forelegs begins to grow out from the body. Shortly thereafter, the burbur splits in half to form two separate creatures.

The burbur is much sought after by adventurers who find the creatures a useful ally when they do battle against slimes and similar horrors. As a rule, burburs are extremely docile and do not attack their keepers or stray unless they are underfed. In order to keep a burbur content so that it does not seek to escape its owner, it must be allowed to feed at least once per day. In the marketplace, a captive burbur can be sold for as much as 1,000 gold pieces. Although a small and defenseless creature like the burbur might normally be expected to fall victim to a wide variety of other predators, this is not the case. Most animals have long ago learned that eating a burbur can be a painful and, often, fatal mistake. If the burbur has recently fed, most creatures that consume it are affected as if they had come into contact with the creature the burbur recently fed upon. Thus those animals foolish or hungry enough to devour a burbur have been weeded out by natural selection a long time ago. Burburs often build small lairs that they visit from time to time to rest and recover from injuries. As a rule, these are located in out-of-the-way places and, as often as not, are protected by some creature the burbur is immune to. For example, it is not uncommon for a burbur to seek refuge in the midst of a yellow musk creeper's coils.

Terrain: Any

Burning Man*

	Armor Class
	4

	Hit Dice
	14***(L)

	Move
	120'(40')

	Attacks
	2

	Damage
	2d8/2d8

	No. Appearing
	1 (1)

	Save As
	F7

	Morale
	see below

	Treasure Type
	Nil

	Intelligence
	4

	Alignment
	Chaotic

	XP Value
	4,500


Monster Type: Construct, Enchanted (Very Rare)

A Burning Man is constructed by fashioning a giant man-shaped wicker container, which is filled with pitch. On this form the wizard must cast burning sphere, true name, fire shield, wish, and geas. It can use wail with a fearsome keening once per day. Anyone hearing this terrible keening is struck with fear Any victim has the same chance of escaping this terror as he has of evading a dragon’s breath (save vs. breath weapon to avoid). The Burning Man appears as a humanoid figure of glowing red coals covered in white-hot cinders. When it strikes with its fists, burning cinders fall from its body to the body of its foe; there they remain and continue to burn until washed away. Each successful blow covers its opponent in more cinders. Unless this victim is magically protected from fire, the pain of the cinders scorching his flesh also lessens his physical abilities. Although this is a mighty creation and a powerful servant, extreme care and long thought should be taken before deciding to create one. The fiery nature of this creation fills it with a lust to burn and destroy—even its maker. It is compelled to obedience, but only to the letter of the command. It seeks to pervert the spirit of any command and is for most uses unreliable. This golem requires three months of construction time at a cost 60,000 gold pieces. The Burning Man has the same strength as a bone golem and can do one point of structural damage each three rounds.

An assailant has little chance against this creature. The Burning Man is impervious to magical attacks based on fire or lightning. The spell quench fire extinguishes the cinders and reduces the golem’s armor class to AC 6; this lasts one round per experience level of the caster. A + 2 or better magical weapon is needed to damage this construct. A Burning Man regenerates at the rate of one point each turn. Once hacked to pieces, this golem can be kept from regenerating only by mixing the ashes with holy water: When totally destroyed, each fragment of the golem will flash into a brightly burning flame and collapse into ash. This ash, though, can very slowly repair damage to itself, reforming completely from a mere speck unless each ash pile is mixed with holy water and scattered. From the merest dust to full form it returns in a months time. The terrible keening is a weapon that can be used once each day. Any creature within 80’ of the golem must save versus breath weapon or be affected with fear, as by the wand of the same name. When this creation attacks with its powerful fists, each successful strike showers its opponent with glowing cinders. In addition to the buffeting damage, these cinders continue to burn for one point of damage per round for each shower of cinders until doused with water or earth. Unless magically protected from fire, any opponent so covered will also be affected as though by a symbol of pain for 2-20 minutes. Such effects are not cumulative except for damage; the maximum Dexterity penalty is -2, but an opponent struck twice would continue taking an additional two points of damage per round until doused. These crude, unintelligent creatures attack almost without  strategy. They are best used on the battlefield where their awesome presence can do the most good as they wade into masses of troops. They will usually use their keening ability two rounds after a combat starts. They are too stupid to be affected by illusions, and have no sense of self preservation. Because of the heat they generate, it is rare to find any of them put to use in a noncombat role. When they are engaged in a task their Morale is very great (12). When they have broken the control from their lords, their Morale is normal (7), but all of their actions are based on their own desires. 

Terrain: Any

Buso

	
	Tigbanua
	Tagamaling

	Armor Class
	4
	5

	Hit Dice
	8+2**(M)
	see below

	Move
	120'(40')
	120'(40')

	Attacks
	2 claws/1 bite
	2 claws/1 bite

	Damage
	1d6/1d6/1d10
	1d4/1d4/1d8

	No. Appearing
	1d6 (1d6)
	1d6 (1d6)

	Save As
	F4
	as fighter of 1/2 HD

	Morale
	6
	6

	Treasure Type
	Nil
	Nil

	Intelligence
	1
	1

	Alignment
	Chaotic
	Chaotic

	XP Value
	2,025
	per HD


Monster Type: Monster (Rare)

Fearsome, ghoul-like creatures, buso were once friendly and helpful to humans, but have since become one of mankind's deadliest enemies.  Tigbanua buso, the most common variety, are exceptionally tall and lean, having long bodies and long necks which some can twist to see behind them. Their feet are bony and oversized, and their gnarled fingers end in sharp claws. Their hair is curly and dirty, their noses are flat, and their mouths are lined with sharp fangs. Filth and grime cakes their pale, leathery skin. All buso have a single red or yellow eye centered in their heads.

Tigbanua buso radiate an aura of fear with a 10-foot-radius, which automatically paralyzes creatures of less than 1 HD. Creatures of 1 HD or more must make a successful save vs. paralyzation to avoid this effect. Victims of the fear aura remain paralyzed as long as they stay within 10 feet of the buso. When they leave the area, the paralyzation wears off in 3-8 (ld6 +2) rounds. Remove paralysis or a similar spell may also restore mobility. Not noted for their intelligence, tigbanua buso make crude attacks by leaping at lone travelers and helpless villagers under the cloak of night. They are extremely ferocious and attack whenever the opportunity presents itself. They attack with their sharp claws and fangs. The claws of a tigbanua buso transmit a horrible disease, and all victims of a claw attack must make a successful saving throw vs. death or become infected. Those infected eventually become tagamaling buso (see below).  Though buso resemble ghouls, they are not undead and are subject to all attack forms, including sleep and charm spells. All weapons inflict normal damage.

The origin of the tigbanua buso is the subject of much speculation. According to rumor, they once were a peace-peace-loving race, whose sophisticated civilization sprawled along the southern mountain regions of Ochalea. Since then, the buso have spread throughout the Known World, with small packs settling near cemeteries, in desolate forests, and in rocky mountains. Buso have no permanent lairs, roaming from area to area in search of victims. They collect no treasure.

Buso are insatiable scavengers. They eat the flesh of any humanoid or animal, but consider carrion excavated from cemeteries to be a delicacy.

Tagamaling: tagamaling are the unfortunate victims of a tigbanua buso's claw attack. These victims become infected with a disease, which may transform them into a ghoulish creature every night. 

A tagamaling buso resembles a somewhat shorter and thicker version of the tigbanua, lacking the tigbanua's long neck and lean body. In most other respects, the tagamaling is identical to the tigbanua, sharing its bony feet, clawed hands, sharp fangs, and single eyeball. Each night after he has been infected, the victim may become a tagamaling when the sun sets. The chance is 1% the first night, and increases by 1% each subsequent night. (On night two, the chance is 2 %; on night 3 it is 3 %, etc.) Once transformed, the victim becomes savage and mindless, attacking (and devouring) every opponent he can get his claws on. The tagamaling has the same Hit Dice and hit points he had before the transformation. Characters with special abilities, including the use of magic, cannot use such powers when transformed. Their minds are filled only with rage and animal lusts. Tagamaling buso have sharp claws and teeth like the tigbanua, but they cannot inflict disease nor do they radiate a fear aura. A transformed victim remains in the form of a tagamaling until dawn, at which time he resumes his normal form. The victim has no memory of any actions taken as a tagamaling. Cure disease or a similar spell can negate this disease. However, once the disease reaches 100% (i.e., the victim has been infected for 100 consecutive days), the victim can no longer be cured and automatically assumes his tagamaling form every night.

Terrain: Woods (Tigbanua) or Any (Tagamaling)

Caniquine

	Armor Class
	6

	Hit Dice
	4+1(L)

	Move
	180' (60')

	Attacks
	1 bite

	Damage
	1d8

	No. Appearing
	0 (2d4)

	Save As
	F2

	Morale
	8

	Treasure Type
	Nil

	Intelligence
	6

	Alignment
	Neutral

	XP Value
	125 (200 with cinnabryl ability)


Monster Type: Monster (Rare)

These unusual animals are half canine and half equine, possessing the head and front legs of a large dog and the hindquarters of a horse. Though caniquines possess the strength of horses, their color and hair length is consistent with the characteristics of large dogs—ranging from short, wooly fur to long, smooth hair in colors ranging from white and yellow to the darkest black. These creatures sometimes serve as work animals, but they are better used as mounts. Because caniquines are intelligent, they are easily tamed and taught. They understand simple verbal commands and can communicate with a variety of barks, growls, and body movements. Even without orders, they will always defend their masters from any apparent hostility. Caniquines are also very playful and respond well to affection. About 1 in 10 caniquines suffer from the Red Curse (2 degrees of contamination); these few require cinnabryl to ward off the effects. Of the affected, only those with abilities valuable enough to counterbalance the cinnabryl expense are kept. The rest are often killed or set free. Cinnabar Skin, Repel Metal and War Cry are abilities considered valuable for caniquines.

In the wild, caniquines hunt in small packs, usually led by an alpha male. They charge the intended prey, running it down and falling on it with vicious abandon. When tamed and ridden, a caniquine will use its snapping bite against any threat to its master. If the caniquine has been trained as a combat mount, it will also kick with its back feet, inflicting 2d6 points of damage to a single opponent. In order to both kick and bite in the same round, its master must signal when to kick. Kick attacks can only be implemented when stationary, but the bite attack is easily accomplished even at a hard ride.

When hunting in packs, the stronger caniquines feed first, followed by the weak and then the young. They hunt herd animals and any solitary wild creatures. They seldom attack humanoids, and never lupins. On their own, the caniquines tend toward individual family units, usually consisting of a male, a female, and their young. Caniquines are often bred and raised in captivity. They will serve as loyal mounts to all races except for rakastas and lupins. Rakastan feline behavior upsets them, and the lupin dislike for caniquines is extremely evident. Lupin legends claim that caniquines were bred by Immortals (or possibly powerful wizards) who desired more intelligent, compliant mounts, but the feliquines turned out to be too prideful for them. Lupins view the animal as an abomination and are disagreeable to any person who owns one.

Caniquines seem to prefer humanoid care and will often wander into a village looking for food and attention. Very few are wild enough to stay far from civilization, and these are left pretty much alone. Feliquines and caniquines do not get along. Still, because the feliquines are stronger, the caniquine pretty much leave them alone unless traveling in a pack.

Terrain: Hills, Open, Settled and Woods (Savage Coast only) 

Cantobele

	Armor Class
	7

	Hit Dice
	2**(L) to 4**(L)

	Move
	120'(40')

	Attacks
	3 claws/1 bite/1 tail

	Damage
	see below

	No. Appearing
	1 (1)

	Save As
	F2-F4

	Morale
	19

	Treasure Type
	C

	Intelligence
	11

	Alignment
	Chaotic

	XP Value
	30, 65, or 175


Monster Type: Monster (Very Rare)

Cantobeles are large, heavily-muscled creatures that are similar to great six-legged cats. A cantobele has a long, broad tail with very short fur, ending in a tuft of long, black hairs. The rest of the creature's body is covered with thick, double-coated fur, ranging in color from gray-white to tawny, depending on habitat and season. The adult cantobele changes color with the season for camouflage, but darker, more intense coloration denotes youth. The long mane of the cantobele matches its body and tail fur. A cantobele's eyes are startlingly human in appearance and display a great intelligence. The irises are brown or mauve. Cantobeles are encountered in wilderness areas, particularly in swamps and forested ravines. A cantobele has a high-pitched, soft, feminine voice, and uses it effectively to lure prey and deceive hostile creatures. Hiding in underbrush, it employs its voice in combination with its innate ability of ESP (90' range) and tongues.

Cantobeles hide from view until their prey is close enough to spring upon. The name of the creature derives from the strange, beautiful ringing sound, like the chorus of chiming bells, which the cantobele emits after making a kill.

Cantobeles fight with all three pairs of legs and with their powerful fangs. A cantobele's tail can also strike, but it is usually used for balance when the creature uses all its claws. Cantobeles prefer to spring upon opponents, knocking them flat and raking and biting before the victim can rise to protect itself. When a cantobele attempts to knock an opponent off its feet, the victim must roll a successful Dexterity check with a 4 penalty to maintain balance. If the check fails, the victim falls, and the cantobele attacks with a +4 bonus with each of its attacks. The following chart lists the damage the cantobele causes according to its Hit Dice total.


	PRIVATE
<TBODY>HD
	Claw
	Bite
	Tail
	XP

	2
	1-4
	2-8
	1-6
	650

	3
	1-6
	3-12
	1-8
	975

	4
	1-8
	4-16
	1-10
	1,400</TBODY>


A cantobele can cast one misdirection spell per day. It commonly uses this spell to lure heavily armed foes away from its lair. It can cast one ice storm spell every 12 hours as well. When casting any of these spells, the cantobele can take no other action during that round. Cantobeles are immune to cold-based attacks, including naturally occurring frigid weather. They have 110-foot infravision and eyes that filter out glare. Cantobeles are never blinded or dazzled by snow or bright lights. Their second eyelid continually filters out the intense light to protect their eyes. Their claws and six-legged gait make them sure-footed on the slickest ice, in deep snow, or on tree boughs. Spells such as grease and fumble have no effect on them. They can climb any surface, except sheer walls and cliffs, at their normal movement rate. Sheer surfaces reduce their movement by one-half.

Cantobeles prefer to live in deserted and humid climes. They mate once every three years during early spring, becoming catatonic and dying if a mate is not found within two months of their breeding time. The male cantobele bears the young and cares for them for one year. A litter numbers between four and sixteen young, but five to eight (1d4+4) is most common.

Terrain: Swamp, Woods

Carapace

	Armor Class
	9 or see below

	Hit Dice
	1+1 to 2+2 (S)

	Move
	10' (3')

	Attacks
	1

	Damage
	1d2

	No. Appearing
	1 (0)

	Save As
	F1-F2

	Morale
	2

	Treasure Type
	Nil

	Intelligence
	0

	Alignment
	Neutral

	XP Value
	19 or 35


Monster Type: Lowlife (Very Rare)

Also called the coffin shell creature, a carapace is an aggressive, mobile fungus. It adapts itself on contact with almost any vertebrate creature, from reptiles to mammals to fish, creating a symbiotic exoskeleton. It does not attach itself to invertebrates, such as insects, spiders, or octopi. In its natural state, the carapace looks like a soft, gray spongy mass about a foot in diameter, though it can extend tendrils from its central mass to snare a host, then pull itself into contact with the host’s body.

The carapace lies hidden in beds of other fungi or clings to cavern walls and ceilings. In its natural state, the carapace has an Armor Class of 9. Whenever the carapace success fully strikes a target, or is struck by the unprotected living flesh of a predator or attacker, it creates a sticky, gluey bond between the two creatures. Unless the fungus is dispatched within the next round, the bond solidifies, and the carapace begins to spread its mass out over the host’s skin. Attacks that physically damage the spreading carapace inflict equal damage on the host creature, though it can be destroyed without harm to the host by a cure disease spell. If the carapace is not removed within a certain time that depends on the size of the host, it hardens into a protective horn-like shell that improves the host’s Armor Class by 2 (for instance, a giant snake with AC 6 would become AC 4). The carapace can cover any size creature, given enough time, since it transforms some of the host’s mass as well as spreading its own. The process takes a single day for tiny creatures, two days for small creatures, four days for man-sized creatures (size M), a week to 10 days for large creatures, at least two weeks for huge creatures, and up to a month for gargantuan creatures. When this process is complete, the host creature permanently loses one point of Constitution. The host’s joints are not stiffened, as the carapace adapts to the host’s body structure. Once the host is entirely covered, the carapace cannot be removed without damaging the host’s body. At this point the carapace has become fully integrated with the host’s skin and has no independent existence. A cure disease spell is no longer effective against it. After the carapace has covered the entire skin of the host, the host body becomes noticeably thinner and paler; this is when many of the host’s companions first notice any change. The hardened carapace gives the host some benefits: it can regenerate the host at 1 hit point per round for up to a day in exchange for another point of Constitution. It will do so to keep its host at least half the host’s full hit points (If the total number of hit points regenerated by the carapace in one day is less than or equal to the host’s Constitution, no Constitution is lost if the number of regenerated hit points is less is rolled on 3d6). The carapace absorbs poisons and mental attacks, making the host immune to poisons, mind-affecting spells, and psionic attacks. If the host is psionic, the carapace absorbs the host’s PSPs as well. A hardened carapace is immune to fire, further protecting the host.

The carapace, in its soft form, uses its limited mobility to move about searching for hosts. It can crawl on walls and ceilings and attach itself to almost any surface. It is attracted by body heat and motion, and avoids direct sunlight and negative energy. When not attached to a host, the soft form of the carapace can subsist for months on a diet of less-dangerous fungus and slime-molds. When such fungi are abundant, a soft carapace slowly grows to the 2+2 HD size, then divides into two 1+1 HD carapaces. In its soft state, the carapace is vulnerable to spells effective against fungi, such as the sunray, and to subterranean creatures that eat fungi, such as giant slugs, and purple worms. A hardened carapace slowly leeches away the bones of the host, becoming the host’s exoskeleton in a process that is not particularly painful. As the carapace slowly fuses with the host’s spinal and brain tissue, the host’s alignment shifts irreversibly to neutral. Once the host dies, the host tissue within the carapace is consumed by the growth of new spongy carapace fungus. When the host’s body is entirely consumed (which may take several weeks) the dead outer carapace splits, revealing one or more new soft carapaces. The host body breeds a new carapace per 3 feet of height or body length.

Terrain: Caverns

Cat, Change

	Armor Class
	7

	Hit Dice
	4(S)

	Move
	150'(50')

	     Sprint
	450'(150')

	Attacks
	2 claws/1 bite

	Damage
	1d3/1d3/2d6

	No. Appearing
	1 (1)

	Save As
	F2

	Morale
	11

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	75


Monster Type: Monster (Very Rare)

The change cat is a product of tampering by ancient magical forces. In effect, a change cat is two creatures in one. Its natural form, and that in which it spends most of its time, is that of a domestic cat. In this body, it is identical to that animal in all respects. At will, however, the change cat can transform itself into a large, cheetah-like plains cat. The statistics listed are for the latter form. The change cat was created by a powerful magician long ago to act as a faithful pet and a sentinel for his most valuable treasures. Being very fond of cats and having a strong dislike for guards, he set about to create the perfect house cat for a powerful wizard. Although many of these animals now roam the wilds of the world, they are still encountered as pets in the homes of powerful and rich people. Change cats are fond of humans, elves, and half-elves, suspicious of gnomes, dwarves, and halflings, and have a great dislike of races such as goblins, orcs, and half-orcs. In its larger form, the change cat can sprint with a movement rate of 450'(150') for two rounds. This effort is quite exhausting, however, requiring the cat to rest for two rounds afterward before it can sprint again. A change cat can switch forms in one round. It may remain in either form for as long as it desires (though it prefers to remain in its normal cat form when not in combat). If a change cat is treated kindly by a human, elf, or half-elf, it will often (75 %) adopt that person and follow him around, giving no hint of its unique nature and special abilities. If its new companion is attacked, however, there is a 50% chance that the change cat transforms and comes to their aid.

Terrain: Woods, Open

Cat, Crag

	Armor Class
	6

	Hit Dice
	3+3*(M-L)

	Move
	150'(50')

	Attacks
	2 claws/1 bite or 2 front claws/2 rear claws/1 bite

	Damage
	1d6+3/1d6+3/4d4 or 1d6+3/1d6+3/1d4+3/1d4+3/4d4

	No. Appearing
	0 (1)

	Save As
	F3

	Morale
	11

	Treasure Type
	Nil

	Intelligence
	13

	Alignment
	Neutral

	XP Value
	75


Monster Type: Monster (Rare)

Also known as the Hunter-of-Men, the crag cat is a many-fanged, sure-footed predator of Norwold. It may be found anywhere except deep forest, but prefers the rock ledges and cliffs of the high country near the mountains. Its cry sounds like a sudden, human scream of terror. It also often causes such sounds from its victims as it hunts, for it prefers human flesh to all other prey. Crag cats can't be detected or traced by magic, though many folk say they can "feel" when one is near or watching. Crag cats have a natural spell turning ability that works like a normal ring of spell turning for most spells; the exception is mind affecting spells, which cause the caster to be feebleminded for the original spell's duration (or until the usual methods for recovering from a feeblemind are applied). If the source of the spell is an item, it is rendered useless for 1 day per level of the spell used, but thereafter functions normally again. This ability is automatic, working whenever a crag cat is alive. It need not even be conscious. This defense affects all magic directed at the crag cat in a given round. 

The crag cat is intelligent. It knows its territory well, and usually stalks its prey. It prefers to trap prey, avoiding counterattacks or ambushes. It often attacks when its prey is asleep, exhausted, or otherwise weakened. A favorite attack form is the pounce from above. This is usually the only time the cat can use its rear claws in combat. Crag cats can leap 60 feet horizontally, but can descend twice that distance in a leap before any falling damage applies (consider 120 feet to be the start of the fall for determining falling damage.) Though these cats are usually solitary hunters, they avoid fighting each other, and may be found in family groups of two parents and 1d4 cubs in spring, or in hungry packs of 1d4+2 adults in severe winter weather. Cubs are half strength, and have no pounce or rear claw attacks.

Terrain: Mountain

Cat, Small

	
	Domestic
	Elven

	Armor Class
	6
	4

	Hit Dice
	2 hp(S)
	3+6***(S)

	Move
	90’(30’)
	180’(60’)

	Attacks
	2 claws/1 bite
	2 claws/1 bite

	Damage
	1d2/1d2/1
	1d2/1d2/1d3

	No. Appearing
	1(1d12)
	1(1)

	Save As
	NM
	E3

	Morale
	6
	8

	Treasure Type
	Nil
	Nil

	Intelligence
	1
	5

	Alignment
	Neutral
	Neutral

	XP Value
	5
	125


Monster Type: Domestic - Animal (Common), Elven – Monster (Very Rare)

Cats of different sizes and colorations are common throughout the world. Some are pets, while many are wild. Cats are efficient hunters, moving with grace and stealth; opponents suffer a –3 penalty on surprise rolls. A cat's excellent senses and agility allows it to be surprised only on a 1. Its senses also allow it to hunt efficiently at night. Cats attack with their claws and teeth; if they hit with front claws, they rake with rear claws. A domestic cat's claws and rake each count as only one attack, rather than one per claw. Cats have retractable claws which can be extended for climbing or drawn in for speed. They are agile climbers and can scale or move in trees at half normal movement rate. They can leap great distances to avoid obstacles or spring onto prey.

Cats are common in settled regions. Many cultures keep them as pets, and they can be found in the homes of nobles and peasants alike. Some societies worship cats as divine beings, while other nations fear and hate them as the minions of evil. Cats are commonly used to control rodent populations, though some hunters use them to recover downed birds and other small prey.

Domestic Cat

There are many breeds of domestic cat, all of which share basic characteristics, differing only in outward appearance. An average adult cat weighs eight to ten pounds, though some pampered specimens can weigh as much as 25 pounds. Cats seldom attack creatures larger than themselves, though they will defend themselves. They often chase and kill mice, birds, rats, and other small creatures. A domestic cat is capable of a burst of speed, boosting its movement rate to 180’ for a round and maintaining such speed for 1d10 rounds. A well-treated cat will live for 15 years or more. The cat's gestation period is about two months, with 1d4+1 kittens in each litter. Kittens are weaned when about eight weeks old. Mother cats will fight to the death to defend kittens.

Terrain: Settled

Elven Cat

Cats kept by elves have evolved into magical creatures, possibly aided by arcane means. They are very intelligent and have their own language, and many can speak a crude form of the elven tongue. Some live with forest-dwelling gnomes, brownies, or other woodland creatures, and also speak a basic form of their keepers' language. Most have gray-brown fur with dark stripes. Elven cats are very stealthy, imposing a -5 penalty to opponents' surprise rolls. Elven cats have a 99% chance to move silently, and a 90% chance to hide in wilderness areas. They are excellent climbers, can leap 20 feet with ease, and enjoy swimming and playing in water. Elven cats have magical abilities that they use to avoid enemies. They have limited ESP which is used to determine intent. They can use enlarge and trip once per day, and reduce and tree twice per day; for magical abilities, elven cats are treated as 9th level spellcasters. Enlarge doubles an elven cat's Hit Dice and damage; tree allows it to assume the form of a tree's limb. 

Terrain: Woods
Cat, Hell*
	Sphere
	Entropy

	Anti-magic
	20%

	Armor Class
	6

	Hit Dice
	7+2*(L)

	Move
	120'(40')

	Attacks
	2 claws/1 bite

	Damage
	1d4+1/1d4+1/2d6

	No. Appearing
	1 (1)

	Save As
	F7

	Morale
	8

	Treasure Type
	Nil

	Intelligence
	10

	Alignment
	Chaotic

	XP Value
	1,025


Monster Type: Planar Monster (Very Rare)

Hellcats are associates and familiars of the creatures of Entropy, and consequently are usually found only on Entropic planes. Occasionally, they may be found on the Prime Material Plane, serving only the most powerful followers of Entropy. In very exceptional circumstances, they may serve as familiars of truly powerful Chaotic wizards.
These creatures cannot be seen in the presence of any light source. In total darkness, they appear as wraith-like beings resembling a domestic cat, but about the size of a tiger. Their eyes and fangs are crimson. Some say that fires can be seen in the back of a hellcat's eyes, but few have lived to verify this story.

Although the hellcat appears to be a wraith, it is not undead. It can only be harmed by magical weapons, which do normal damage, minus the magical bonuses. A hellcat is completely immune to mind-control spells. In melee, a hellcat will attack with two claws, and a bite. 

Any parties not containing Chaotic (and evil) creatures will immediately be attacked by a hellcat which has no master. If the hellcat encounters a group with one or more creatures whose alignments are wavering, but tending towards Chaos, it will join them as described below, and aid the creature's conversion to the philosophy Entropy. For such acts, the hellcat receives special rewards and duties when it returns to its home plane.

A hellcat is created only to serve the whims of the Immortals of Entropy. It travels to the Prime Material Plane to further the causes of Entropy by serving the most powerful creatures of better than average intelligence and of similar philosophies. In the rare instance that a hellcat is encountered which is not already attached to a master, it will elect to serve the most powerful Chaotic creature present. If a party consisting of several creatures of Chaotic alignment but of equal level is encountered, the hellcat will choose to serve clerics first, then magic users, followed by fighters. All other classes get less consideration. The hellcat views less intelligent creatures as disposable servants if the causes of Entropy demand so.

A hellcat's service consists of aid in the performance of evil deeds (the more evil, the better). It can communicate by telepathy (range of 90'), but only with the current master, whom it will protect and defend to the best of its ability.

It is difficult to break the attachment of a hellcat to its master but two ways are known. First, a hellcat will always be willing to give up its current master for another, more powerful, creature of Chaotic alignment. If the new master is not interested, the hellcat will maintain its bond with its current master. If a new master is selected, all ties and loyalties to the old master are lost; the hellcat will have no second thoughts about attacking its old master, if so ordered.

The second method of stealing a hellcat's loyalties stems from the fact that the creature can only remain on the Prime Material Plane for a year and a day, returning to its place of spawning on midnight of its last day. When it leaves, all bonds to the master are severed. The hellcat knows of the exact day it will return, and plans with its master accordingly. After a period of not less than 14 days, and only if ordered by its planar masters, the hellcat will return to the Prime Material Plane, but not necessarily to the same place it left. Bonds with a former master are not automatically re-established. Indeed, the former master may have to fight a new master to regain the hellcat's loyalty. For all of the services and protection it offers, the hellcat makes only one small demand in return: that it be provided with a live human to eat, once per week. Should the master fail to deliver this payment, he may find himself to be the hellcat's next meal. If "fed" weekly, a hellcat requires no other sustenance.

Terrain: Any

Cat, Luck Eater

	Armor Class
	7

	Hit Dice
	4*(S)

	Move
	150'(50')

	Attacks
	Nil

	Damage
	Nil

	No. Appearing
	1 (1)

	Save As
	E4

	Morale
	8

	Treasure Type
	Nil

	Intelligence
	6

	Alignment
	Neutral

	XP Value
	125


Monster Type: Monster (Very Rare)

Luck eaters look like slender, short-haired domestic cats with golden or black fur. They impose a -3 penalty to the surprise rolls of those it encounters, though it is wholly unable to inflict physical damage on another creature. When encountered, a luck eater begins to purr softly, causing all creatures within 30 feet to become attracted to the animal unless they succeed with a saving throw vs. spell (with a -2 penalty). Those who succeed are unaffected, but a new save must be rolled each round they remain within 30 feet of the luck eater. Those under the creature's spell want to bring it with them and protect it from harm. The luck eater always permits this, staying for 1d4+1 hours, purring all the time. While the luck eater is with a party, all creatures within its range suffer a -2 penalty to all saving throws, attack rolls, and ability checks. In addition, all damage they inflict is reduced by 10%. In some unknown way, the luck eater is able to feed itself with the shifts in probability it induces.

If the luck eater's companions have not fed it within three turns (that is, no rolls are attempted by anyone within 30 feet of the creature), it alters its purr slightly. All of its previous victims must now roll another saving throw vs. spell (one per round while within 30 feet of the luck eater). Those who fail attack the next creature they encounter. If the luck eater continues unfed for another 30 minutes, it alters its purr once again. This time, a successful saving throw vs. spell is required to avoid attacking the nearest creature (friend or foe), excepting only the luck eater itself. This battle continues for ten rounds or until a death occurs. The luck eater always slips away during the melee. In any event, the luck eater departs after 1d4 +1 hours in the company of its benefactors. Those previously attracted to the luck eater regain their senses 1d6 turns after leaving the animal's aura.

Terrain: Any

Cat, Marine
	Armor Class
	6

	Hit Dice
	2+1(S)

	Move
	120' (40')

	Attacks
	2 claws/1 bite

	Damage
	1/1/1d2

	No. Appearing
	0 (1d2)

	Save As
	F1

	Morale
	6

	Treasure Type
	Nil

	Intelligence
	3

	Alignment
	Neutral

	XP Value
	25


Monster Type: Animal (Rare)

Found only on sailing vessels, this rare breed of cat is thought to bring luck on long voyages. Marine cats are slightly larger and faster than normal cats and tend to be longer-lived as well. Most tend to be female, so males are both rare and valuable. Coloration resembles that of regular cats, with a tendency toward dark shades and bright eye color. 

These cats attack with both front claws and a bite. They can be very nasty if threatened, often aiming straight for an opponent's eyes. If the marine cat is being somehow held by its attacker and both of its front claw attacks succeed, it can attack with its back claws that round as well. These rear claws each inflict 1d2 points of damage.

Marine cats leave their vessels only for a brief tour of the docks. Though they sometimes visit other ships, they never board one that has its own marine cat. This is simply a manner of etiquette. Marine cats meet each other either on the docks or if one captain brings his cat to "visit" the other's ship. These creatures are never taken by sailors from other ships, because it is very bad luck to steal another ship's marine cat. On the vessel a marine cat can get into any area. Sailors often find their cats up in the rigging, in locked staterooms, or sleeping in the weapons magazines. A marine cat loves to generate surprise and will seek to position itself high enough that when a nearby person turns around he is staring right into the cat's unblinking eyes. Sailors often feed their cats by hand, offering pieces of fish and beef from their own plates. Marine cats also hunt the cargo holds, feeding on rats and keeping the ship free of voats. Strangers taking passage on the vessel will find themselves under constant scrutiny by the cat, who likes change only when it is the one causing it. Marine cats, lucky or not, do seem to protect the welfare of the ship. If someone is not where he is supposed to be, likely as not he will step on the cat's tail, causing it to cry out and notifying everyone nearby of his presence. When a lookout falls asleep, oblivious to a nearby danger, the cat may then decide that the man's earring makes a perfect toy.

Marine cats feed on rats, voats, and whatever table scraps the sailors give them. They are an interesting addition to shipboard life that sailors seem to enjoy.

Terrain: Ocean (Ships)

Cat, Sand

	Armor Class
	8

	Hit Dice
	1+1(S)

	Move
	150'(50')

	Attacks
	2 claws/1 bite

	Damage
	1d3/1d3/1d4

	No. Appearing
	1 (1d4)

	Save As
	F1

	Morale
	6

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	15


Monster Type: Animal (Rare)

The sand cat is a small desert feline that preys on many of the small mammals of the desert and dry steppe regions. Slightly larger than a regular house cat, it is a sandy brown color. The ears are long and pointed, ending in a long, white tuft. The tip of the tail is a darker brown than the rest of the body.
Although the sand cat is a predator, its prey is not man or other humanoid creatures. It will not attack a person under normal circumstances. However, if forced to fight (cornered, etc.), it attacks savagely. The sand cat is a small and stealthy creature and so applies a -1 to all opponents' surprise rolls. At the same time, its keen senses make it very hard to surprise, giving it a + 1 on all surprise rolls. When the cat attacks, it springs toward its target. The sand cat can leap 5 feet upward and 10 feet forward, with a running start. It strikes with both front claws. If both of these hit, the rear claws automatically rake the victim for 1-2 points damage each. Thereafter it will bat and bite as much as possible. The sand cat seldom fights to the death, instead trying to escape any opponent stronger than it. However, a mother will not abandon her young unless it is to lure an attacker away. If the sand cat is defending its young, it gains a + 1 on its to-hit and damage rolls.

The sand cat lives in a small family group called a den. Depending on the time of year, the den will have two to seven individuals: two adults and kittens. Sand cats mate for a single season and the male remains with the female until the young are grown, which takes about 10 months to a year. The sand cat makes its lair in a small cave, sheltered overhang, or abandoned burrow. The latter is preferred if there is one available. The lair is normally occupied only while there are young to be raised. During this time, one adult always remains near the kittens. Sand cats are very territorial. They hunt over a range of 5 to 10 square miles. They are nighttime predators and mostly bring down small mammals. They are seldom a threat to larger creatures.

The sand cat is a natural force in the local ecology, keeping down the numbers of small vermin in a region. Unfortunately, the sand cat is also valued by humans. The kittens, if taken young enough, can be trained. Among the tribes of the desert and steppe, sand cats trained to hunt are the gifts of tribal chiefs. These animals can run down hares and other game for their masters. Others are sold to traders, who in turn sell the little cats in the cities. Here they are raised as pets - dangerous and savage little pets. A sand cat kitten is easily worth 500 to 2,000 gold pieces.

Terrain: Desert
Caterwaul 

	Armor Class
	6 or better

	Hit Dice
	4+2**(M)

	Move
	180'(60') or 240'(80')

	Attacks
	2 claws/1 bite

	Damage
	1d4/1d4/1d6

	No. Appearing
	1 (1)

	Save As
	F4

	Morale
	7

	Treasure Type
	Lx4

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	275


Caterwauls are vicious feline predators with short, midnightblue fur, yellow eyes and a long, prehensile tail. The face has an almost elven look, with its delicately pointed ears and almond-shaped eyes.

The caterwaul's preferred method of attack is to hide in a tree or rock outcropping above a trail and leap onto its victim, chasing it only if necessary. Caterwauls are able to move on their hind legs at great speed (180'), then drop to all fours to move even faster (240'). The caterwaul attacks with two claws for 1-4 points of damage, plus a bite for 1-6 points. In addition, if a caterwaul strikes with unmodified "to hit" rolls of 18 or better with both claws, it may rake twice for a further 1-6 points of damage per rake. Once per turn, the caterwaul can emit a high-pitched, keening sound in addition to its melee attacks. This keening inflicts 1-8 points of damage on all creatures within 60 feet unless they save against breath weapons. Caterwauls usually use this attack during their first round of melee. Also once per turn, a caterwaul can haste itself, gaining a + 4 bonus to its Armor Class and gaining double normal attacks and movement. The caterwaul cannot keen or make melee attacks during the round in which it hastes itself. The haste lasts seven rounds.

The caterwaul is normally a militantly solitary creature, leaving its mother after only three months of life. The normal lifespan of a caterwaul is 5 years. During its life it will breed a maximum of three times. Caterwauls do not mate for life, as this would necessitate a permanent companion. Caterwauls are generally found in low mountains, especially those with thick vegetation. Like most felines, the caterwaul hates water, but it can swim if necessary. Its diet is exclusively meat, generally large rodents, but larger prey is not uncommon, and it will occasionally supplement its hunting with a raid on domestic sheep or cattle. After killing something the size of a sheep or larger, the caterwaul will gorge itself, and then it may not hunt again for up to ten days. It will, however, defend its territory at any time from all intruders. The caterwaul is not a scavenger, and will not even finish off its own kills if they are more than a day old. The caterwaul can climb virtually any surface (95% climb skill), move silently (85%), and hide in shadows (75%). During its life, a caterwaul will not roam more than about 8 miles from its lair, once it has established its territory. The lair of a caterwaul will be heavily marked with vertical grooves, where the creature has honed its claws. There will also be a pungent odor, as the entrance to the lair is heavily marked by the caterwaul's scent glands to warn off other creatures. Caterwaul's treasure is not normally as valuable as it might seem at first. They collect shiny objects of all shapes and sizes, and any hoard will be mostly worthless bits of quartz and shiny stones. The caterwaul's prehensile tail is of little use in combat, but the creature will often use its tail to secure its food for eating. It will also use it as a sort of "hand" to brush twigs or other obstructions out of its line of sight when it is waiting in ambush. Like most cats, the caterwaul's tail is also an elegant indicator of the creature's emotions.

Caterwauls have no natural enemy, including man. They hunt only for food, and fight to defend their territory. The claws of a caterwaul may be used in the creation of a sword of sharpness. Its fur is prized for its unusual color, but must be carefully treated to remove the caterwaul's scent.

Terrain: Mountain

Cave Fisher

	Armor Class
	4

	Hit Dice
	3*(M)

	Move
	10'(3')

	Attacks
	2 claws

	Damage
	2d4/2d4

	No. Appearing
	1d4(1d4)

	Save As
	F2

	Morale
	7

	Treasure Type
	C

	Intelligence
	3

	Alignment
	Neutral

	XP Value
	50


Monster Type: Monster (Very Rare)

The cave fisher is a large insectoid that has adapted to life below ground. It combines many of the characteristics of a spider and a lobster. The cave fisher has a hard, chitinous shell of overlapping plates and eight legs. The 6 rear legs are used for movement and traction on stony walls and corridors. Because of these limbs, the fisher has no difficulty in moving up and down vertical walls. The front pair of legs are equipped with powerful pincers, which are used for killing and dismembering prey. The most unusual feature of the cave fisher is its long snout, which can fire a strong, adhesive filament. The monster can also use its adhesive to anchor itself in place on walls and ledges. 

The cave fisher has two ways of hunting. Its preferred method is to string its long filament in the vicinity of its lair. The filaments are thin and strong, making them exceedingly difficult to detect or cut. There is only a 20% chance of noticing the strand at 10', and no chance at all of seeing them at a greater distance. A detect snares and pits spell will reveal a strand. The filament is coated with an adhesive which can only be dissolved by liquids with a high alcohol content (such as the cave fisher's blood). The filaments can only be cut by +1 or better edged weapons. The fisher's favorite food are small, flying creatures like bats. Ever opportunistic, they are constantly trying to vary their diet by trapping a careless adventurer, foolish goblin, or orc (provided that they think that they can get away with it). If more than one fisher inhabits a lair, they will frequently pool their resources to catch larger prey. Once the victim is trapped in the filament, the cave fisher draws its prey in, reeling its filament in like a fishing line.  Should a tempting target escape the monster's neatly laid traps, the cave fisher will try another mode of attack. It will spend one round drawing its filament in and then shoot it at the prey, striking as a 6 Hit Die monster. It will try to snare its prey in this manner so long as it remains within the fisher's established territory. If the prey is hit by the filament, the monster can pull a weight of up to 400 pounds at a movement rate of 15' per round. In the event that a "tug of war" breaks out, the fisher has a strength of 18 with its strand. The “eyes” of a cave fisher are actually multiple ears that allow it to capture its prey in the darkness with a high degree of accuracy. Because of this method of locating its prey, the cave fisher receives a bonus to hit when striking particularly noisy prey. The cave fisher receives a +2 bonus to hit against characters in metal armor or those who are talking. It receives a +1 to hit against characters performing less noisy actions such as carrying bags of coins or walking on hard ground. A thief (or a or halfling without metallic armor, attempting to surprise) may go unnoticed by a cave fisher if he can move silently; if he fails this roll, the cave fisher still has a -2 to hit due to the character’s assumedly reduced noise. Tapping on the ground with a pole ahead of the party may induce a cave fisher to catch the pole instead (treat as AC 9). The cave fisher’s ears may hear sounds both below and above the human hearing range. Cave fishers often use this skill to catch bats flying nearby. If a cave fisher is presented with a number of different sounds associated with prey, it will fire at the loudest first; thus, it would choose an ogre in nailed boots over a nearby barefoot halfling. Casting a silence 15' radius spell on a cave fisher causes it to freeze, making claw attacks at -4 to hit if it is attacked.

Cave fishers prefer living on ledges and caves located above well-traveled paths, sharing their lairs with others of their kind. No more than four cave fishers will be found in one lair. Their filaments are always strung before their lair, and they attempt to kill anything they trap, often storing food for future use. Their territories are very small, and never larger than about 300 feet to either side of the lair. Anything man-sized or smaller is considered fair game by the cave fisher and halflings are thought to be tasty treats. A single cave fisher would never attack a large, well armed party for the sake of a single meal. Still, they are cunning, and a group of the monsters might reel in their filaments and attempt an ambush if they thought they could get away with it. If hunting in one area becomes scarce, the cave fisher will simply find a new area to hunt, where the small game is more plentiful and careless. When the cave fisher captures more prey than it can eat, it stores the “extras” in a manner similar to a spider's. It wraps the prey in adhesive filaments, almost always tying down all of a victim’s limbs. The fisher then uses its adhesive secretions to secure the victim to a wall or ledge nearby. When the creature desires to eat, it simply dissolves the bonds of the victim and dismembers him (this can lead to some interesting rescue scenarios). The cave fisher can survive on very little food, even a few bats a day if need be, but when there is a surplus available it can consume up to 200 lbs. of meat per day. The filaments, the adhesive secretion, and the dissolving secretion are all discharged through the creature’s proboscis. The filaments are stored in the organic winch behind the creature’s head; the two secretions are stored in frontal cavities. Once removed from a cavity, the adhesive hardens within one turn. The dissolving secretion takes one round to work. Like all predators, the cave fisher is interested in survival. This means a steady supply of food and a mate. Cave fishers can live over 100 years. Once every 20 years, the female makes a high-pitched keening sound (above human or demi-human hearing) that brings all males within a 5-20 mile radius underground. The female mates with the first male to arrive, then kills him, rejecting the overtures of all others. Three days later, she lays a group of 5-9 eggs inside her mate’s body and moves to a new spot. The eggs hatch within a month, and the young live for a short time on the carcass of their father. Three weeks after they are born, the young cave fishers are half grown, and they leave to establish lairs of their own. These half-grown cave fishers do half damage and 1+1 HD, but their armor class and movement remain the same. The young cave fishers reach full growth roughly one year after they are born. Cave-fisher eggs 10 days old or less are greatly prized because of their high alcohol content, though they also contain other druglike substances. A single sip of the liquid found within the cave-fisher egg is enough to intoxicate a man for hours, bringing great delusions and hallucinations (save vs. poison or be confused for 1-4 hours; victim is merely slowed if he saves). Drinking an entire egg would be enough to kill a man (save vs. poison or die in 10-40 rounds). These fresh eggs bring 50-100 gp each in large cities. Neither the cave fisher’s blood nor eggs older than 10 days have this property. Although the cave fisher does not collect treasure, its lair is often strewn with the possessions of its former victims. Being semi-intelligent, the cave fisher is able to reason that this seems to attract prey, but it is not capable of more detailed planning.

The cave fisher preys primarily on small flying game, and in the subterranean world this frequently means a diet of bats. It is not the top predator in its ecological niche, and has learned caution in dealing with other monsters. The cave fisher is sufficiently intelligent to know the dangers of preying on large, well-organized groups, who might grow tired of its depredations and hunt it to extinction. The monster instinctively picks the easiest route for survival, and relies on stealth and cunning to trap its prey and avoid being eaten itself. The filaments of the cave fisher are highly prized by many thieves' guilds, for they can be made into thin and very strong rope which is nearly invisible. The filaments are wound onto reels and then specially treated to dilute the adhesive. The resulting strands are made into ropes, while the diluted adhesive is turned into a special solution, which when applied to gloves and boots, greatly increases traction for climbing.

Terrain: Caverns
Centipede

	
	Huge
	Megalo-
	Tunnel Worm

	Armor Class
	9
	5
	4

	Hit Dice
	1/8*(S)
	3*(M)
	9+3*(G)

	Move
	210’(70’)
	180’(60’)
	60’(20’)

	Attacks
	1
	1
	1

	Damage
	See below
	1d3 + see below
	2d4

	No. Appearing
	5d6(5d6)
	1d4(1d4)
	1d6(1d6)

	Save As
	NM
	F2
	F5

	Morale
	4
	6
	7

	Treasure Type
	Nil
	Nil
	(L, S, T)

	Intelligence
	0
	1
	0

	Alignment
	Neutral
	Neutral
	Neutral

	XP Value
	6
	50
	1,750


Monster Type: Lowlife (Huge - Common, Megalo- and Tunnel - Very Rare)

Huge Centipedes

These are identical to giant centipedes save that they are only 6 inches long. Their poison is weaker than that of their larger cousins and a failed saving throw will immobilize the victim for only 1d6 hours. Huge centipedes make their own saving throws at -2. Mice and other large insects are the favorite prey of huge centipedes. They in turn are hunted by giant centipedes.

Terrain: Any

Megalo-centipede

The megalo-centipede, because of its great size, is no longer classed as an irritant but is a threat to human and animal alike. Its acidic poison is far more potent than that of its weaker cousins. The victims of a megalo-centipede bite receive no bonuses on their saving throws and failure indicates death. If the target successfully resists the poison, the acid burns the victim's skin, inflicting 2d4 points of damage. The megalo-centipede is more intelligent than its smaller cousins and it is a far more cunning hunter, although they still do not cooperate with each other. In the wilderness the megalo-centipede prey on animals the size of deer. In the subterranean environment, it attacks man-sized or smaller creatures, including orcs, goblins, or humans. The megalo-centipede receives no penalties to its own saving throws.

Terrain: Any

Tunnel Worm

This cousin of the giant centipede feeds upon and lays its eggs in carrion. A tunnel worm attacks by lunging out of its hidden burrow to strike with a +2 bonus to the attack roll. Success indicates the tunnel worm has seized its prey in its mandibles, but no damage is inflicted until the worm chews through the victim's armor. It takes one round for the worm to chew through leather or worse, two rounds for armor tougher than leather but no tougher than chain mail, and three rounds for armor tougher than chain mail. Once the armor is breached, the worm automatically inflicts 2d8 points of damage each round. If the worm suffers 15 or more points of fire damage or loses 60% of its hit points, it drops its victim and retreats to its lair. Tunnel worm lairs often have treasure from earlier victims.

Terrain: Caverns

Chagmat

	Armor Class
	5

	Hit Dice
	1(M) or more

	Move
	120’(40’)

	Attacks
	2 claws or 1 weapon

	Damage
	1d3/1d3 or by weapon

	No. Appearing
	1d20(1d20)

	Save As
	F1 or F2

	Morale
	8

	Treasure Type
	G

	Intelligence
	13

	Alignment
	Chaotic

	XP Value
	Calculate by level


Monster Type: Monster (Very Rare)

Chagmat look like humanoid spiders. They have six arms branching off a human-like torso, two legs supporting the body, and eight eyes clustered where a man’s eyes would be located on a human head. Their eyes give the chagmat the ability to see in a 270-degree arc centered on the direction they are facing. This peripheral vision and their acute senses of smell and hearing make it possible to surprise them only on a roll of 1. Chagmat fighters are always brown, and chagmat clerics are always white. The two types do not interbreed, and chagmats are either fighters or clerics. Normal (non-extraordinary) chagmat clerics all have one hit die, while normal chagmat fighters have two hit dice. More powerful clerics or fighters will have hit dice commensurate with their effective level of experience (up to 9 in either). Fighters are armed with short swords and clerics are armed with clubs. A chagmat fighter can wield two weapons at once, gaining two attacks per round if this is the case. If a chagmat is unarmed, it can use its natural attacks, consisting of two claw attacks per round for 1-3 points of damage each. Chagmat can employ two shields at the same time, generally holding one in each hand of their centermost arms. Shields (not figured in the armor class given above) provide a bonus of 1 to a chagmat’s armor class for each shield used. All chagmat can scuttle vertically up walls when not engaged in melee, using their legs and two of their arms, with the same chance of success as a second-level thief. They can walk upright on level surfaces, but must use two arms and two legs to travel at their prescribed movement rate in a web. Chagmat can spin webs in the same way a giant spider accomplishes this, but cannot “shoot” a web in the manner of a web spell. Non-extraordinary chagmat clerics generally disdain the “normal” forms of spells and will usually opt for the reverse form of such spells as cure light wounds, purify food & drink, remove fear, etc. Chagmat clerics will be able to speak (but not read or write) the Common tongue in addition to their racial language. Chagmat may use any magic items permitted by class. Their bite does no damage and is not poisonous.
Terrain: Any

Cildrabrin

	Armor Class
	5

	Hit Dice
	11***(L)

	Move
	150'(50')

	Attacks
	2 claws/1 stinger

	Damage
	1d12/1d12/1d6

	No. Appearing
	1d2 (1d2)

	Save As
	F11

	Morale
	8

	Treasure Type
	C or D

	Intelligence
	9

	Alignment
	Chaotic

	XP Value
	3,500


Monster Type: Monster (Very Rare)

Cildabrins are a race of either huge, intelligent spiders with elements of a giant scorpion’s anatomy, or a race of huge scorpions with elements of a spider's anatomy. No one knows for certain. Cildabrins never give the same answer twice, if they stop trying to eat the questioner long enough to answer at all. A cildabrin's body is black and furry. The cildabrin's eight eyes are turquoise blue. The front two legs end in scorpion-like pincers, and there is a supple, fur-covered tail with an 8-inch stinger at its tip. They have infravision with a 120-foot range.

When in melee, cildabrins attack with their claws and their stinger. If the cildabrin hits with a pincer, the victim must make a successful saving throw vs. paralysis to escape. If the saving throw is not successful, the victim automatically takes 7-12 points of crushing damage in the subsequent round. The victim can attempt to escape once per round, until the cildabrin releases him at its death, or until the victim loses consciousness. The stinger can reach any medium-sized or larger targets that are in melee with it. The stinger is equipped with poison (save vs. poison or be paralyzed for 2d6 hours). Perhaps because of the presence of a tail, these beasts lack spinnerets. Fortunately, they are a highly magical race with several magical abilities to compensate for this weakness. The cildabrin can cast web, darkness 15' radius, and silence, 15 ' radius three times a day each, one per round. Cildabrins also have a permanent spider climb effect. They are immune to all web spells.
Cildabrins prefer to ambush their prey from where they hide, usually from within an area of silence. They often cast a web spell and move into melee. A darkness spell is usually saved to protect the creature as it retreats.

As solitary creatures, cildabrins come together only to mate. If two cildabrins are encountered, there is doubtless a nest of 10-40 large, purple eggs nearby, probably in an area of darkness. Cildabrins appreciate the value of treasure and often leave some visible to attract prey. It is also valuable for those occasions when the cildabrin wishes to bribe or buy items it deems valuable or items it wishes to protect, such as its eggs.

Cildabrins eat any animal that they can catch. Once the food is caught and paralyzed or killed, the cildabrin retreats to its lair to eat. The lair is usually a warm, dark cave. It cannot consume inorganic material, so items like armor, shields, and weapons are stripped from the prey and set aside, either in a pile in the rear of the cave or on the cildabrin's "bait piles."

Terrain: Caverns

Cinnavixen
	Armor Class
	5

	Hit Dice
	1+1* (S)

	Move
	200' (66')

	Attacks
	1 bite

	Damage
	1d4

	No. Appearing
	0 (5)

	Save As
	F1

	Morale
	4

	Treasure Type
	Nil

	Intelligence
	3

	Alignment
	Neutral

	XP Value
	19


Monster Type: Animal (Rare)

Though this foxlike mammal is sometimes hunted for its pelt, it is desired mostly for its ability to sniff out cinnabryl deposits. Cinnavixens possess a beautiful, dark red coat with burn to range swirls on the chest, paws, ears, and sometimes around the eyes. They are nearly three feet long, including a one-foot-long, bushy tail. Cinnavixens have dark brown eyes and a mouth full of sharp teeth. They possess a high-pitched yipping bark and a strange howl that sounds very much like high-pitched laughter.

Cinnavixens prefer to flee rather than fight, except when hunting for food or protecting their pups. They will not hold still if they feel threatened; instead, they will run around in circles, their incredible speed and nimble reflexes making them incredibly hard to hit. This makes things even more difficult for pelt dealers who are also trying not to damage the cinnavixen's coat. Cinnavixens attack with a bite and then leap back, gauging the damage if hunting or offering a truce if defending themselves. The bite of a cinnavixen can be extremely troublesome. Blood from the wound will continue to flow until direct pressure is applied; this pressure cannot be removed until the wound has been bandaged for over 24 hours. Blood loss causes 1 hit point of damage per round per bite. The cinnavixen bite also has a 20% chance of infecting the wound with vermilia (See the "Parasite" entry for more information).

A cinnavixen spends its first summer roaming the forests, finding temporary shelter each night under rock overhangs or nestled between tree roots. Toward fall when it is finally ready to settle down, it seeks a mate. The two of them then dig a burrow in which to raise a family. A normal litter usually consists of four to six pups. Pups stay in the burrow until early summer, when they leave to wander the forest themselves. Cinnavixens stay with their mates for life. Cinnavixens always know where local deposits of cinnabryl are located. Though some cagey humanoids try to follow the cinnavixen as it hunts for food, this is no easy task. The creature is very cunning and uses many tricks to prevent anyone from tracking it. Because of their soft and beautiful features, these creatures are often taken and tamed as pets. However, a tamed cinnavixen can no longer locate cinnabryl as it is now lost in the wild.

The cinnavixen ability to locate cinnabryl is actually a useful side effect of its hunting process. Cinnavixens feed on rodents and are especially fond of the voat, which eats the scarlet pimpernel plant. Cinnavixens seek out this plant, knowing that voats cannot be far off. Once a cinnavixen detects the presence of voats in an area, it will lie in wait to catch one. The pelt of a cinnavixen, properly treated and unblemished, is worth up to five gold pieces. Because of the need for cinnabryl, most residents of the Savage Coast frown on those who hunt them or display the pelt. Because of the cardinal ticks which often infest the small mammal, cinnavixens often develop symbiotic relationships with the Saragón lyra bird.

Terrain: Woods (Cursed)

Claw, Crawling

	Armor Class
	7

	Hit Dice
	½(S)

	Move
	90’(30’)

	Attacks
	1

	Damage
	1d4 or 1d6

	No. Appearing
	1d20(1d20)

	Save As
	F1

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	0

	Alignment
	Neutral

	XP Value
	5


Monster Type: Construct (Very Rare)

The much feared crawling claw is frequently employed as a guardian by those magic-users and clerics who have learned the secret of its creation. No single description of a crawling claw is possible as they are not uniform in appearance. Since claws are the animated remains of hands or paws of living creatures, they are apt to be found in a wide variety of shapes and sizes.

When a claw detects a potential victim, it leaps to the attack. Although it may not appear to be capable of such a feat, its great strength enables it to do so. The maximum distance a claw can leap is 15 feet. Once a claw lands on its victim, it attacks in one of two ways. If the victim is wearing metal armor, the claw delivers a powerful blow that inflicts 1d4 points of damage. Against those who are not armored (or only wearing leather) the claw can employ its great strength in a crushing grip. This manner of attack causes 1d6 points of damage. In some cases, a claw may be instructed to attempt to strangle or gouge out the eyes of a victim. In any such case, the DM should consider all aspects of the situation and determine how much, if any, damage is done. Claws are immune to any form of death magic or raise dead spells, although a raise dead fully spell renders them immobile for a number of turns equal to the level of the caster. Claws have the same resistance to charm, sleep, and hold spells that undead do, but claws are not subject to turning, control undead spells, or damage by holy water. Cold-based spells make claws brittle so that all rolls to damage them are increased by 1 point per die.

Edged weapons inflict only half damage on a claw; all magical weapons cause damage as if they were not enchanted in any way (although to hit bonuses still apply). 

Crawling claws are nothing more than the animated hands and paws of once-living creatures. As such, they have no culture or society to speak of. Despite this, crawling claws do have a limited ability to communicate with each other. This takes the form of a basic telepathic link between all the claws of a single ``batch.'' Whenever one claw finds a victim, all of the others in the area who were made at the same time move in to help it. In addition, claws that have been instructed to do so can act in concert with each other to move large objects. The DM should use 50 cn per claw as a reasonable limit to the weight that can be moved. 

Crawling claws can be created by any magic-user or cleric who has knowledge of the techniques required to do so. To begin with, the creator must assemble the severed limbs that are to animated. The maximum number of claws that can be created at any one time is equal to the level of the person enchanting them. The hands (or paws) can be either fresh, skeletal, or at any stage of decomposition in between. Claws can be controlled in one of two ways: directly or via programming. The manner of a claw's control must be specified when it is created and cannot be changed thereafter. All of the claws in a particular batch must be controlled in the same manner. Programmed claws are given a single, brief instruction that they attempt to carry out to the best of their ability. The maximum length of the programming, in words, is 15 plus the level of the creator. This programming sets the conditions under which the claw attack. A sample command might be: Kill anyone except me who opens this chest. Directly controlled claws are manipulated by the thoughts of their creator. The mental effort of controlling claws is quite tiring and cannot be maintained for more than three consecutive rounds without a one-round rest. Further, the range of such control is limited to 10 feet plus 5 feet per level of the creator. A person controlling claws cannot undertake spellcasting or any other activity. Injury to a controller does not break his control unless unconsciousness results. If direct control is broken for some reason, the claws continue to follow the last orders they were given. 

Terrain: Any

Cloaker

	Armor Class
	3

	Hit Dice
	6**(L)

	Move
	10'(3')

	     Flying
	150'(50')/MF 1/3(b)

	Attacks
	2 "tails" + see below

	Damage
	1d6/1d6 + special

	No. Appearing
	1d4 (1d4)

	Save As
	F6

	Morale
	8

	Treasure Type
	C

	Intelligence
	13

	Alignment
	Chaotic

	XP Value
	525


Monster Type: Monster (Very Rare)

Cloakers are fiendish horrors, related to trappers, that dwell in dark places far beneath the surface of the earth. They generally seek to kill those who enter their lairs, unless they can think up some other, more amusing way to punish interlopers. When a cloaker is first seen, it is almost impossible to distinguish this monster from a common black cloak. The monster's back has two rows of black eye spots running down it that look much like buttons, and the two ivory-colored claws on its upper edge can easily be mistaken for bone clasps. When it unfurls itself and moves to attack, however, its true nature becomes all too obvious. At this point, its white underside is clear and the monster's face is fully visible. This face, with the glow of its two piercing, red eyes and the needle-like fangs that line its mouth, is a truly horrible sight. At this point, the monster also uncurls the whip-like tail at its trailing edge and begins to swish it back and forth in anticipation.
When a cloaker strikes at its victim, it moves with blinding speed. Without warning, the cloaker flies at its target and, if the attack roll is successful, engulfs its prey within its folds. Any creature that falls victim to this attack is all but helpless and can be bitten easily (no roll required) for 1d4 points of damage plus the victim's unadjusted Armor Class. Thus, an adventurer in chain mail (AC 5) suffers 1d4+5 points of damage each round. Shields offer no protection from such attacks. While it is devouring its chosen victim, the cloaker uses its two whip-like tail attacks to inflict 1d6 points of damage on those who move in to help rescue the captive. The tail is AC 1 and can be cut off if a total of 16 points of damage are inflicted upon it. Any attacks made on the cloaker inflict half their damage to the cloaker and the other half to the trapped victim. Area effect spells, such as fireball, cause full damage to both the monster and its victim. The cloaker can also emit a special subsonic moan of increasing intensities. Although this power is blocked by stone or other dense materials, it can be very effective in an open chamber. Cloakers may not moan and bite during the same round. A cloaker may emit one of four types of moan each round. The first intensity of moaning causes unease and numbs the minds of those within 80 feet of the cloaker. The immediate effect of this moan is to cause a -2 penalty to the victims' attack and damage rolls against the cloaker. Further, any creature that is forced to listen to the moan for six consecutive rounds is temporarily forced into a trance that renders it unable to attack or defend itself as long as the moaning continues. The second intensity of moaning acts as a cause fear spell. All creatures within 30 feet of the cloaker must roll a successful saving throw vs. spell or flee in terror for two rounds. The third intensity of moaning causes nausea and weakness and affects all those in a cone 30 feet long and 20 feet wide at its open end. Anyone caught in this area must roll a successful saving throw vs. poison or be overcome by nausea and weakness for 1d4+1 rounds. During this time, those who fail their saving throws are unable to act in any manner. The fourth and final intensity of moaning acts as a hold person spell. This power can be used on only one person at a time, has a range of 30 feet, and lasts for five rounds. Each of the various effects of the cloaker's moan can be defeated by the use of a neutralize poison spell on a victim. Cloakers also have the power to manipulate shadows. Known as shadow shifting, this power can be used in a number of ways, but in only one particular manner at any given time. The cloaker can employ its shadow shifting ability to obscure its opponents' vision, thus bettering its Armor Class to 1. Or the creature can produce precise images from the shadows that can be used to trick its adversaries. One common means of employing these images is to create a duplicate of the cloaker to draw away enemy attacks. If this method of shadow shifting is employed, it can be treated as a mirror image spell that creates 1d4+2 images. A light spell cast directly at a specific cloaker blinds it and prevents it from using its shadow shifting powers.
The thought processes of cloakers are utterly alien to most other life forms. As such, they can only be communicated with by mages who have devoted long hours to training their minds in the arcane discipline necessary to understand these creatures. It is believed that cloakers are asexual, although no definitive proof of this has ever been found.
Terrain: Caverns

Cooshee

	Armor Class
	5

	Hit Dice
	3+3(M)

	Move
	180'(60')

	     Sprint
	240'(80')

	Attacks
	2 claws/1 bite

	Damage
	1d4/1d4/2d4

	No. Appearing
	0 (1d8)

	Save As
	E3

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	3

	Alignment
	Neutral

	XP Value
	50


Monster Type: Animal (Very Rare)

The cooshee, or elven hound, is a huge, long-lived dog. It is most commonly found in the company of elves, who use it for both hunting and guard duties. The cooshee has a thick greenish coat, often spotted with large brown spots or patches. This coat allows it to conceal itself in the forests and fields near its home with a 75% efficiency. Where most dogs crash through the forest, the cooshee moves as silently as its elf masters, gaining a +3 bonus on surprise rolls. Cooshee weigh more than 1,600 cn and often weigh as much as 3,000 pounds. Their huge paws house equally huge claws, which are curved to ensure better traction in the soft loam of the forestlands. Their tails generally arc over their backs, though they hang between their legs when they are being scolded. Their ears come to a point on top of their heads, giving the cooshee an attentive, intelligent look.

In combat, the cooshee is a fearsome opponent. Its powerful jaws are enough to frighten any normal person; coupled with its fierce claws and demeanor, the cooshee is a very effective fighting machine. With a party of elves providing distraction with their arrows, the cooshee can become a creature from a nightmare for its prey. Elves say that one cooshee is worth five orcs. Although cooshee can go head-to-head with many creatures, their strength lies in the chase. When they are pursuing an opponent, whether it be game or humanoid, the cooshee can begin an all-out sprint, increasing its speed to 80'/round for five rounds. At the end of this time, if it didn't catch its prey, it slows down to 50'/round for at least five additional rounds while it catches its breath. When they draw within range of their foe, cooshee may attempt to overbear their enemy. Treat this as a wrestling attack. The cooshee has a WR of 19. If the attack is succesful, the cooshee's opponent is taken down, as per the wrestling rules (ignore the "grap" phase). If the cooshee attempts to overbear, it must forfeit all its other attacks during that round. In the round following a successful overbearing, it automatically pins the quarry and may make its ferocious bite attack on the helpless prey. The victim may attempt to break the pin by making a successful Strength check. If it fails, the victim loses any Dexterity bonus to his or her Armor Class. Further, the cooshee gains a +4 to attack targets so pinned. They tend to favor the throat of the creature over any other target. If the cooshee have been ordered to subdue their target, they simply close their jaws over the quarry's throat, resting their teeth against its skin. This tends to be an effective method of forcing surrender. 

Cooshee mate for life. If one of the pair is killed, the other generally wastes away. Cooshee puppies bond strongly to their parents, and the parents are highly protective of their offspring. Only a fool comes between an adult cooshee and its children. Cooshee tend to avoid other "normal" dogs, seeming to find them inferior. In this regard, the cooshee echo their elf masters, refraining from much contact with other races. The cooshee have an incredibly loud bark that can be heard more than a mile away. However, they only bark to warn their masters or packmates. In almost no other circumstances will a cooshee emit noise. Cooshee often live to be more than 100 years old.

No one seems to know whether cooshee are a naturally occurring creature or if they are a creation of the elves. The cooshee seem almost too perfectly designed for their tasks to be anything but created beasts. However, their affinity with nature, closely mirroring that of the elves, leads one to believe that they are, in fact, entirely natural. Although elves have had much success in gaining the trust of the cooshee, few other races have been able to establish a rapport with the hound. Even experienced animal handlers of other races find it incredibly difficult to approach one of these magnificent creatures. Thus, unless the cooshee has been magically charmed (it saves at +3 vs. any charm spell), it will only be found in the company of elves.

Terrain: Woods

Couatl

	Armor Class
	5

	Hit Dice
	9*******(L)

	Move
	60'(20')

	     Flying
	180(60')/MF 5(b)

	Attacks
	2

	Damage
	1d3/2d4

	No. Appearing
	1d4 (1d4)

	Save As
	M9

	Morale
	8

	Treasure Type
	B, I

	Intelligence
	17

	Alignment
	Lawful

	XP Value
	5,800


Monster Type: Monster, Enchanted (Very Rare)

	Level
	Dis/Sci/Dev
	Attack/Defense
	Score
	PSPs

	9
	4/5/18
	Any/All
	=Int
	1d100+110

	

	Clairsentience: Aura Sight, All-Round Vision, See Sound

	Psychometabolism: Chemical Stimulation, Ectoplasmic Form, Metamorphosis

	Psychoportation: Teleport, Time Shift

	Telepathy: Contact, ESP, Invisibility, Mindlink

	  * - always have this power


Some feathered serpents of great power leave the company of their kin. These serpents are transformed by Ka into couatl, serving him as messengers and agents in the world. So rare as to be considered almost legendary, the couatl is one of the most beautiful creatures in existence. It has the body of a long serpent and feathered wings the color of the rainbow. Since it has the ability to polymorph, the couatl will sometimes appear in the form of other creatures (never evil creatures). Couatl are able to communicate via telepathy with almost any intelligent creature which they encounter. In addition, they can speak common and most serpent and avian languages.

A couatl will seldom attack without provocation, though it will always attack evildoers caught red-handed. Whenever possible, a couatl will attack from the air. Since it is highly intelligent, the couatl will frequently use its spells from a distance before closing with its foes. If more than one couatl is involved, they will discuss their strategy before a battle. The couatl will also not hesitate to polymorph into another, more effective form in combat. The couatl have a variety of abilities which make them more than a match for most other creatures. In addition to being able to polymorph themselves at will, a couatl can use magic. Fully 45% will be 5th level magic-users, while 35% can act as 7th level clerics. The remaining 20% are able to use both types of abilities. In addition to their other magical abilities, couatl can render themselves and up to 4,500 cn of additional matter ethereal at will. Further, they can detect evil, detect magic, and turn invisible whenever they desire to do so. The oldest and most powerful of couatl can also use a plane shift on themselves and up to 8 others. This ability has a 90% chance of reaching the desired plane. The couatl uses its poisonous bite and constriction when forced into melee combat. When it bites it does 1-3 points of damage and injects a deadly toxin. If the victim fails a save vs. poison it is killed instantly. If the constriction attack succeeds, the victim takes 2-8 points damage each round until it or the couatl is killed.

This winged serpent usually lives in jungle-like regions but can also be found flying through the ether. Their intelligence and goodness have made them objects of reverence by the natives of the regions which they inhabit. There are many legends in which the couatl is the benefactor of mankind and the bestower of such precious gifts as agriculture and medicine. There are even shrines in certain areas dedicated to the couatl, and any who attack or harm a couatl are automatically viewed as the blackest of villains. Although solitary in nature, couatl think of themselves as a single, extended clan. This clan is led by the oldest and wisest of their numbers but assembles only in dire emergencies. Most couatl dwell alone, making their lairs in caves and abandoned buildings in remote, uninhabited regions. They hunt jungle animals for food once every fortnight or so. Many enjoy traveling, often undertaking long journeys of exploration. On rare occasions, a pair will mate for life and establish a joint lair. Despite their origns as transformed feathered serpents, couatl can breed true. Unlike many other reptiles, the couatl bear live young. Births are rare, averaging only one per couple each century. Both parents participate in the rearing and education of the single offspring, and will fight to the death if their child is threatened. Young couatl reach maturity in thirty or forty years and, though some will elect to remain with their parents for as long as a century, will eventually set off in search of the couatl's never-ending quest for wisdom. Should any of these "untested" couatl prove evil, they are transformed into flying vipers. Those indifferent to good or evil become feathered serpents (and can conceivably later ecome couatl again if they change their ways). Intellectually curious, all couatl have vast stores of information and enjoy learning more. When one of them learns some new and fascinating fact he will inevitably set out in search of his brethren to share and discuss it. Couatl can sometimes be persuaded to help good adventurers or give sound council. If they feel that they are being sought for frivolous reasons, they will simply fly away. They are not greedy and do not seek treasure for its own sake. Aid from a couatl may well take the form of a magical item from its hoard. The couatl usually reigns supreme in its jungle, having little to fear from most other monsters.
Terrain: Woods

Crab, Ice

	Armor Class
	5

	Hit Dice
	2

	Move
	60'(20')

	Attacks
	2 claws

	Damage
	1d4+1d3/1d4+1d3

	No. Appearing
	1d4+1 (1d4+1)

	Save As
	F1

	Morale
	6

	Treasure Type
	L

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	20


Monster Type: Monster (Very Rare)

Ice crabs are always found in freezing areas too, especially icy pools. Ice crabs look much like normal crabs, but have two claws and only four legs; their white shells have pale blue edges. Not only can these creatures blend in well with their surroundings, they an adept at remaining still until prey approaches; this ability gives opponents a -3 penalty to surprise rolls. A successful hit from a claw attack causes 1d4 points of normal damage, plus 1d3 hit points of cold damage. They are sometimes found in the company of a frost salamander. Ice crabs collect only gems as treasure, usually diamonds or pearls.

Terrain: Arctic

Crabman

	Armor Class
	4

	Hit Dice
	3(M-L)

	Move
	90’(30’)

	     Swimming
	60’(20’)

	Attacks
	2 claws

	Damage
	1d6/1d6

	No. Appearing
	0 (2d12)

	Save As
	F3

	Morale
	7

	Treasure Type
	C, Kx5, Lx5

	Intelligence
	8

	Alignment
	Neutral

	XP Value
	35


Monster Type: Humanoid (Very Rare)

Crabmen are man-sized intelligent crabs. They walk upright on two pairs of legs. The small pincers tipping the short arms above their legs are used for fine manipulation. The two longer arms end in large claws. Two slender eyestalks bob above the beak-like collection of mandibles which makes up the crabman's mouth. Male crabmen are often brightly colored and females may be reddish-brown, green, or black. 

Though generally peaceful, crabmen will fight back with their large claws if attacked, causing 1d6 points of damage per hit. Males of certain subspecies have an enlarged claw on one side which does 1d8 damage. Crabmen have never been known to wield weapons. If severed, a crabman's limbs and eyestalks will grow back in 1-4 weeks. At certain times, population pressure and food shortages will cause crabmen to voraciously hunt other creatures. Most such attacks are directed towards other tribes of crabmen or other coastal inhabitants. However, they will occasionally raid coastal towns for food, attacking anything that moves. Such savage frenzies last only a few days, during which the crabman population is generally reduced back to a tolerable level.

Crabmen live as simple hunter-gatherers, subsisting primarily on carrion and algae. Much of each crabman's day is spent hunting, filtering algae, or scavenging along the shore. Crabman often gather large amounts of sand into their mouths, suck out all the organic material, and spit out fist-sized pellets of sand and dirt. These hardened pellets betray the presence of a nearby crabman lair. Crabmen generally live in coastal caves. Some tribes dig extensive burrows in seaside cliffs. Within a burrow complex, each crabman has an individual lair, situated near a large, central meeting area. Males and females are found in approximately equal numbers in a tribe. They mate at irregular times throughout the year. The female produces about 100 eggs within two weeks. They are laid in the ocean, where they hatch into clear, soft-shelled, crablike larvae. In six months they molt, develop a stronger shell, and begin to dwell on land. The eggs and larvae are delicious, and predators greatly reduce their numbers before they reach adulthood. Larvae are almost defenseless, with AC 8, 1 HD, and weak claws which do only 1-2 points of damage per hit. Crabmen continue to grow and molt throughout their lives, and specimens as tall as 10 feet have been reported. A crabman can live for up to 20 years. A crabman tribe seldom has commerce with other tribes, and almost never with other intelligent races. They produce few artifacts, primarily seaweed weavings, driftwood carvings, and seashell constructions. Though these are often impermanent, some are quite beautiful. Though details of crabman religion are unknown, most artifacts are believed to be religious in nature, and are jealously guarded.

Each tribe appears to be led by a dominant, elder male or female. These leaders have maximum hit points, but are otherwise unremarkable.

Crabmen speak their own language, which consists mostly of hisses and clicks. The crabmen's xenophobia and the extreme difficulty of their language make it virtually impossible for humans and similar races to learn to speak the crabman tongue. Those few sages who know anything about the language know only a few basic words. Crabmen are attracted to shiny metal, particularly silver-colored metal, though they seem unable to differentiate between silver, platinum, and steel. Crabman lairs often contain piles of these metals, with many pieces worked into sculptures. If the metal has rusted or tarnished, it is sometimes scraped to reveal the shine again, but often simply thrown into a refuse pile.

Crabman artifacts can sometimes bring good prices from collectors, though they are often fragile, and readily decompose if made of plants. Crabmen are rumored to be very tasty, especially their legs and claws. Some ocean inhabitants, particularly devilfish, consider them a delicacy and often raid crabman villages. Their shells dry out and become brittle soon after they are removed or molted, so they cannot be used as armor. The claws can be used as passable clubs.

Terrain: Ocean

Crayfish, Giant

	Armor Class
	4

	Hit Dice
	4+4(L)

	Move
	60’(20’)

	     Swimming
	120’(40’)

	Attacks
	2 claws

	Damage
	2d6/2d6

	No. Appearing
	0(1d4)

	Save As
	F2

	Morale
	8

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	125


Monster Type: Animal, Giant (Rare)

The crayfish is essentially a freshwater lobster. It has a similar multi-plated shell, numerous legs, eyes set on stalks, and two wicked pincers. The giant crayfish is muddy brown or sand colored, depending upon the color of the river bottom it inhabits. Some say that the giant crayfish, like the lobster, keeps growing as it gets older; certain sages even argue that the giant crayfish is really the same species as the ordinary crayfish, merely an extremely old specimen.

Like the crab, the crayfish prefers to ambush its prey (-2 penalty to opponent's surprise roll). It sits quietly on the river bottom, waiting, and then rushes forth to seize its food in its pincers. The giant crayfish does not normally represent a danger to adventurers, since it inhabits only deep rivers and spends all of its time on the river bottom. It would therefore only attack adventurers who were swimming along the river bottom, and then only if they came within its range. An attack by a giant crayfish's pincers inflicts 2d6 points of damage. The crayfish prefers to drag its catch back to its watery lair and eat in peace. Its shell is very tough, giving the creature AC 4. 

The giant crayfish inhabits only wide and deep rivers, and feeds almost exclusively upon bottom-dwelling fish. Due to its great size, it can easily prey on such fish as sturgeon, carp, and large eels. It is voracious and spends most of its time hunting. On the whole it rarely crosses paths with adventurers, but it does compete with river fishermen.

The giant crayfish is considered a delicacy by other creatures, which perhaps accounts for its rarity. Nixies especially prize the meat of the giant crayfish. Dragon turtles, giant snapping turtles, merrow, giant otters, gar, giant pike, and storm giants are just some of the monsters that hunt the giant crayfish. It is very far from being the top predator in its food chain, and must fight for its survival.

Terrain: River

Crimson Death*

	Armor Class
	0 (4 after feeding)

	Hit Dice
	13(M)

	Move
	

	     Flying
	120'(40')/MF 3(a) before feeding, 60'(20')/MF 3(a) after feeding

	Attacks
	1 tentacle

	Damage
	3d10

	No. Appearing
	1 (1)

	Save As
	F13

	Morale
	10

	Treasure Type
	Vx3

	Intelligence
	17

	Alignment
	Chaotic

	XP Value
	1,350


Monster Type: Monster (Very Rare)

The crimson death is a malevolent, vaporous creature that feeds on the bodily fluids of its victims. The body of the crimson death is a humanoid-shaped cloud of pale color. It is difficult to distinguish if seen against fog and nearly invisible to infravision. During this time, the creature has an initiative bonus of +3. When the creature is fed, it develops a crimson flush that is easily visible by normal or infravision. The cloud possesses humanoid features. The fingers elongate into tentacles when it is feeding. The crimson death's language is a barely audible series of whispers. It can communicate with other vaporous beings such as air elementals. It communicates with humanoids only if it is their captive.

The monster attacks only to feed or defend itself. It surrounds its victim with vaporous tentacles. Whenever it hits, the tentacles drain bodily fluids and cause 3d10 points of damage. The creature is normally immaterial (AC 0) and can be struck only by magical weapons of + 2 or better. After feeding, the creature attains solidity (AC 4) for six turns. At this time the creature turns red, moves more slowly, and can be struck by magical weapons of +1 or better.

When a crimson death dies, it immediately dissipates into the air while its undigested fluids fall to the ground in a grotesque shower. The crimson death is able to carry loads by levitating anything surrounded by its vaporous mass. Despite its vaporous nature, the crimson death possesses strength equal to a normal human. It is able to carry a passive weight equal to an adult human. If it attempts to pick up a struggling victim, it must make a successful attack roll for each round it carries the person. Failure means the person drops to the ground (suffering damage appropriate to the height of the fall).
The crimson death dwells in the bogs and marshes where chill and damp prevail. The creature is nearly invisible in its native habitat. The crimson death is a secretive creature. It prefers to feed on solitary beings, since these are easy to sneak up on and have no allies to lend them support. If several people are present, the crimson death tries to pick off the guard while the others sleep; it then feeds on the others at its leisure. In order to conceal its presence, the crimson death disposes of corpses in its lair or a deep bog. It maintains a lair in a thicket, undercut bank, or a hollow space under a windfall. There the monster stores the valuables it collects from its victims. These can be used as bribes for humanoid allies or bait for intended victims. The lair may also contain the remains of past victims. The crimson death prefers to feed on humanoids. It normally requires one victim per week. If more people are available, the monster may feed continuously until destroyed or driven off. Legends tell of a connection between crimson deaths and vampires. One tale suggests that, when an undead vampire is destroyed, its spirit is transformed into a crimson death. Another tale suggests that, when a vampire is created, the monster's lost soul is reborn elsewhere as a crimson death. This legend also suggests that a vampire may be restored to normal life if it is rejoined by its crimson death counterpart. A third legend says that extremely evil air elementals are condemned and cast out into the Prime Material plane in the forms of crimson deaths.

The crimson death is a dangerous predator that roams the swamps like a living ghost. A crimson death can be collected and imprisoned in an airtight container. This does not harm it. A crimson death in such a container may be mistaken for, or mislabeled as, a bottled djinn or magical vapor. If someone releases the crimson death, the starving creature immediately attacks its unwitting rescuer. Crimson deaths are aware of the advantages of alliances. They may agree to cooperate with evil humanoids who can provide them with a steady supply of victims. They make excellent allies for those dwelling in or near their lairs.

Terrain: Swamp

Crypt Thing*

	Armor Class
	3

	Hit Dice
	6*(M)

	Move
	120'(40')

	Attacks
	1

	Damage
	1d8

	No. Appearing
	1(1)

	Save As
	F6

	Morale
	11

	Treasure Type
	E

	Intelligence
	12

	Alignment
	Neutral

	XP Value
	500


Monster Type: Undead (Very Rare)

Crypt things are strange undead creatures that sometimes guard tombs, graves, and corpses. There are two types of crypt things -- ancestral and summoned. The former type are "natural" creatures, while the others are called into existence by a wizard or cleric.

A crypt thing looks like nothing more than an animated skeleton, save that it is always clothed in a flowing robe of brown or black. Each eye socket is lit by a fierce, red pinpoint of light that is almost hypnotic in its intensity.

A crypt thing exists only to protect the bodies of those who have been laid to rest in its lair. It acts only to defend its crypt. Should grave robbers or vandals seek to enter and profane the sanctity of its tomb, the crypt thing becomes instantly animated. A crypt thing's first line of defense is a powerful variety of teleportation, which it can cast once on any given group of adventurers. Each of those attacked with this spell must roll a successful saving throw vs. spell or be instantly transported away from the crypt. DMs should use the following table as a guideline, rolling 1d100 for each person who fails the saving throw, but they are free to use their own judgment as well:


01-20
1d10 x 100' north



21-40
1d10 x 100' east



41-60
1d10 x 100' west



61-80
1d10 x 100' south



81-90
1 dungeon level up



91-00
1 dungeon level down


Those teleported by the crypt thing cannot materialize inside solid matter, but they do not necessarily arrive at floor level. Particularly clever crypt things have been known to transport victims several hundred feet into the air or atop a vast chasm, leaving them to fall to their deaths. Once it has employed this power, a crypt thing attacks by clawing with its skeletal hands for 1d8 points of damage. A crypt thing can be hit only by magical weapons.


Like all undead, crypt things are immune to certain spells. It is impossible to employ a charm, hold, or sleep spell against a crypt thing with any chance of success. Crypt things are harmed by holy water or holy symbols, as are many undead creatures. The magic that roots them to their lairs is so powerful, in fact, that it also eliminates any chance for clerics or paladins to turn them.

The most common crypt thing is the summoned variety. By use of the create crypt thing spell, any caster capable of employing necromantic spells can create a crypt thing. Ancestral crypt things are the raised spirits of the dead that have returned to guard the tombs of their descendants. This happens only in rare cases (determined by the DM).

The crypt thing is not a being of this world and, thus, has no proper ecological niche. It is rumored that the powdered marrow from a crypt thing's bones can be used to create a potion of undead control. In addition, anyone who employs the bones of a crypt thing to manufacture a set of pipes of haunting is 80% likely to create a magical item that imposes a -2 penalty to its victims' saving throws and has double normal effectiveness if the saving throws fail.

Terrain: Ruins

Curst

	Armor Class
	7 (or by armor)

	Hit Dice
	as in life

	Move
	120'(40')

	Attacks
	1 strike or 1 weapon

	Damage
	1d4 or by weapon

	No. Appearing
	1d10+1 (1d10+1)

	Save As
	see below

	Morale
	6

	Treasure Type
	Nil (usually)

	Intelligence
	see below

	Alignment
	Chaotic

	XP Value
	per HD


Monster Type: Undead (Very Rare)

Curst are unfortunate undead humans, trapped under a curse that will not let them die. Curst are created by touching a victim while casting a bestow curse spell, and within four rounds adding a properly-worded wish spell - a rare process. When becoming a curst, a victim's alignment changes to Chaotic. The victim's skin pales to an unearthly white pallor, and his or her eyes turn black while the iris color deepens, becoming small pools of glinting dark color; a curst has 90' infravision (as well as normal vision) and prefers darkness to light. Curst tend toward silence, and do not age once they become undead.  Curst favor leather armor, cloaks with hoods, and boots. Their garb is always dark in color, though some still maintain the original clothing they wore when alive. Rot grubs infect 15% of all curst, which have 1-6 fewer hit points but are otherwise unimpaired if so afflicted. Note that the grubs will be seeking a better meal, like any attacking player character... 

<SPAN id=pb>Curst retain any ability bonuses and nonmagical skills they possessed in their previous lives; for example, thieves keep their rogue abilities, and any characters keep their nonweapon proficiencies, but all spellcasting abilities are lost upon a victim becoming a curst. Therefore, fighting a curst is nearly identical to fighting a normal warrior or rogue, though the curst has additional abilities beyond those of living beings. Curst are immune to mind-related spells such as charm, ESP, hold, and sleep. They are unaffected by cold- or fire-based attacks of any sort, and life-energy draining attacks are similarly ineffective. Though they are technically undead, they cannot be turned by priests or paladins, and holy water has no special effect on them. 

Curst can, however, be struck by any weapons. They can use any weapon allowed by their former character class, and will seize better weapons than their own when available. If a curst is unarmed, it attacks by kicking, biting, and clawing savagely for 1-4 points of damage per round (plus any Strength modifiers). 

If reduced to 0 hit points, curst are not slain. They fall to the ground, paralyzed, and lie there until they are whole again. Curst regenerate 1 hit point per day, and are able to regrow lost limbs and organs; if decapitated, the curst's body will disintegrate into dust, and the new body regenerates from the head (this process takes twice as many days as the curst has hit points), which remains paralyzed until the body is reformed. Curst can be healed by cure magics. 

Curst are in no way controlled by their creators, and seldom serve them except to attain the mercy of death by means of a remove curse spell. Often, coming to know their cruel doom, curst attack their creators, hoping they will destroy them in self-defense. Once destroyed, curst cannot be resurrected or animated to become other forms of undead, since their bodies crumble into dust. In the process of becoming curst, humans lose their sense of smell, any magical abilities, and often their minds (but not their cunning); only 11% of the curst retain their full, former intelligence, while most maintain a standard Intelligence score of 8. In addition, there is a 5% chance per turn (noncumulative) that a curst will act very irrationally-breaking off a fight to sing, skip and dance, draw with a finger on a nearby wall, stare intently at something, etc.-for 1-6 rounds; during this time, nothing can distract the curst, even attacks, except the casting of a remove curse, which elicits a smile and a whispery thanks from the curst as it collapses rapidly into dust. 

Terrain: Any

Darkenbeast

	Armor Class
	4

	Hit Dice
	5+5(M)

	Move
	180'(60')

	Attacks
	1 bite or 4 claws/1 bite

	Damage
	3d4 or 1d4/1d4/1d4/1d4/3d4

	No. Appearing
	see below

	Save As
	M5

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	3

	Alignment
	Chaotic

	XP Value
	225


Monster Type: Monster, Enchanted (Very Rare)

The darkenbeast, also known as the death horror, is a normal animal that has been magically transformed into a savage beast under the control of the magic-user responsible for its transformation. The darkenbeast resembles a cross between a miniature wyvern and a pterodactyl. It has a black, reptilian hide, fangs and claws, and dimly glowing red eyes. The darkenbeast measures three to four feet long and has a wingspan of six feet.

The darkenbeast attacks with either its fangs or a combination of fangs and claws. Darkenbeasts suffer a -1 penalty to their attack rolls when exposed to bright light. These creatures operate under the telepathic direction of the magic-user who created them and thus do not check for morale. They are immune to mind or monster-controlling spells. They cannot be summoned by another magic-user. However, if a darkenbeast is ordered to attack its normal master (for example, a dog's owner), the beast resists the order if it rolls a successful saving throw vs. spell. In this case, the creature remains as a darkenbeast but it again acts as its normal self and obeys its true master.

The darkenbeast is a magical creation with a limited existence. A mage casts the create darkenbeast spell on one or more normal animals, usually domestic or local animals, such as sheep and dogs. Only animals of 2 Hit Dice or less are affected. The affected animals are transformed into darkenbeasts within three rounds. The spell can be cast only in the absence of sunlight (i.e., at night or indoors). The transformation lasts until they are exposed to daylight; at that time any living or dead darkenbeasts revert to their natural form.

Darkenbeasts automatically obey the telepathic commands of their creator, thus they do not need to be trained or controlled by means such as leashes, verbal commands, or gestures. The mage can give the darkenbeasts limited orders based on mental images. The darkenbeasts then hunt down or pursue the quarry portrayed in those images. The darkenbeasts carry out this task until the task is accomplished, the darkenbeasts are slain, or daylight breaks the spell. Regardless of the nature of the original animals used, all darkenbeasts are carnivorous. Because the spell uses local animals, the mage gains several advantages over using other, permanent beasts. He can replace his creations as needed; because of the daylight reversion, darkenbeasts leave little trace of their existence; adventurers who slay the monsters face the wrath of the livestock's proper owners when they discover their animals dead.

Darkenbeasts are useful when a mage needs allies or distractions to use against a foe. Mages dwelling in subterranean regions away from daylight may keep a permanent pack of darkenbeasts as guard animals.

Terrain:Any

Darter

	Armor Class
	8

	Hit Dice
	1*(S)

	Move
	30'(10')

	Attacks
	1 dart

	Damage
	1d2

	No. Appearing
	2d12 (2d12)

	Save As
	NM

	Morale
	10

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	13


Monster Type: Animal (Very Rare)

Darters are small lizards with tubular snouts. The snouts are attached to tapered heads, from which two dark eyes protrude. Their bodies are rather pear-shaped, adding to the somewhat comical appearance of the creatures. Their heads are topped by short crests which stand erect whenever the lizards are alarmed. Their scaly skin ranges in color from brilliant emerald to dark jade. They have three short claws on each of their four feet. The tail of the darter is as long as its body. Despite its name, the darter is an extremely lazy creature, generally moving only to feed.
The darter is ineffective in close combat, but possesses a dangerous missile weapon. Numerous slender fangs grow lengthwise in its tubular snout. At will, the creature can cause one of these fangs to loosen, and then may fire it as a natural dart. As the dart passes through the snout, a poison coats it. Any victim struck by such a dart must save vs. poison or be paralyzed for 4d4 rounds. The effective range of these darts is only 10'. Darts may actually travel farther, but they lose the ability to penetrate skin after traveling more than 10'. A darter's fangs grow fairly rapidly, and it can fire 1-6 of them per day.
After a victim has been immobilized by a poisoned dart, any darters in the area cautiously approach to feast. They use their weak front claws to make a hole in any exposed skin of the victim, causing one hit point of damage. Then, using their snouts to create a powerful suction, they suck blood from the victim, with each darter causing an additional 1d6 hit points of damage. The darter is satiated by one such drink from its prey, and will not need to feed for another day. 

The darter's high morale score is not a reflection of its courage. Rather, it indicates that they are simply too lazy (and stupid) to run away, even if threatened. Darters are easily startled, and will fire their darts at practically anything that moves within range. Fortunately for the little lizards, they are immune to the effects of the paralyzing poison. 

Darters are peaceful creatures, attacking only those creatures which stumble into their territory. They cluster around the area where they were hatched. Darters mate once a year in the spring. The lethargic lizards show very little enthusiasm, and sages agree that they have one of the most boring courtship rituals in the world. In any case, about three weeks after mating, the female darter produces 1-6 eggs, laying them in a rough nest wherever she happens to be at the time. The eggs hatch in two weeks, and baby darters crawl forth into the world.

The darter rarely hunts, preferring to wait for food to come to it. Only when faced with starvation will they move from their home territory to track food. Darters serve as prey for many swamp predators, though only very hungry creatures will risk being hit by their darts and drained of blood. Primitive swamp tribes, especially lizard men, often make use of the creatures. Once a darter is killed, it is fairly easy to remove the 1-6 darts in its snout. The darts are about two inches long, and are straight enough to be used in blowguns, or as tips for larger darts. The poison sacs are also easy to remove, and if carefully handled, will produce enough of the paralytic poison for 6-36 darts. The poison gradually becomes ineffective after exposure to the air. Victims' saving throws are made at +1 per day of the poison's exposure to the air. The poison becomes completely ineffective after a week of exposure. Some primitive tribes actually use darters as guards, though the creatures have proved resistant to all attempts at training, and are as likely to attack their master as any intruder. Smarter tribes leave several of the lizards around their sacred areas as a trap. Some swamp-dwellers are brave (or foolish) enough to carry the darters, pointing their snouts towards enemies and causing the creatures to fire a dart. Unless the bearer is cautious, however, his living dart gun will fire on him whenever he makes a sudden move.

Terrain: Swamp

Death Knight

	Anti-magic
	75%

	Armor Class
	0

	Hit Dice
	9****(M)

	Move
	120'(40')

	Attacks
	1 weapon or 1 spell

	Damage
	1 weapon+3 or by spell

	No. Appearing
	1 (1)

	Save As
	F9

	Morale
	10

	Treasure Type
	enchanted sword

	Intelligence
	17

	Alignment
	Chaotic

	XP Value
	3,700


Monster Type: Undead (Very Rare)

A death knight is the horrifying corruption of a paladin, cursed by the Immortals to its terrible form as punishment for committing unforgivable crimes, such as treason or murder. A death knight resembles a hulking knight, typically taller than 6' and weighing more than 300 pounds. Its face is a blackened skull covered with shards of rotting flesh. It has two tiny, glowing orange-red pinpoints for eyes. Its armor is scorched black, as if it had been in a fire. A death knight's deep, chilling voice seems to echo from the depths of a bottomless cavern. A death knight converses in the language it spoke while alive, as well as up to six additional languages.

A death knight retains the fighting skills it possessed in its former life. Since it has little regard for its own safety and an intense hatred of most living creatures, it is an extremely dangerous opponent. Surrender is unknown to a death knight, and it will parley only if it senses is opponent has crucial information.

A death knight has a Strength of 18. It usually attacks with a sword; 80% of the time it is magical. The death knight will always have a weapon mastery level of Master with its weapon. When a magical sword is indicated, roll 1d6 and consult the following chart:

	Roll
	Death knight's sword

	1
	Normal sword +2

	2
	Two-handed sword +3

	3
	Two-handed sword +4

	4
	Short sword +2 of speeding

	5
	Short sword +3 of flying

	6
	Short sword +2 of draining


A death knight wears the same armor it wore in life, but regardless of its quality, it always has an AC of 0. A death knight can use all the special fighter maneuvers it could use in life.

A death knight's magical abilities make it especially dangerous. It constantly radiates fear in a 5' radius, and can cast detect magic, detect invisibility, and ice storm/wall (wall form only) at will. Once per day, it can use either power word blind, power word kill, or power word stun. It can also cast symbol of fear or symbol of pain once per day, as well as a 20HD fireball once per day. All of its magical abilities function at the 20th level of ability. A death knight can be turned as Special, but receives a save vs. spells to avoid the turn, and can be dispelled by holy word. It has the power over undead of an 18th-level avenger. If an 11 or lower is rolled on the percentile dice when checking anti-magic, the spell is reflected at the caster.

Death knights are cursed to remain in their former domains, usually castles or other strongholds. They are further condemned to remember their crime in song whenever the moon is full; few sounds are as terrifying as a death knight's chilling melody echoing through the moonlit countryside. Death knights are likely to attack any creature that interrupts their song or trespasses in their domains.

Terrain: Any

Deathmare*

	Armor Class
	7

	Hit Dice
	5+2*(L)

	Move
	240' (80')

	Attacks
	2 hoofs/1 bite

	Damage
	1d3/1d3/1d6

	No. Appearing
	1 (1)

	Save As
	F5

	Morale
	11

	Treasure Type
	R,U

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	400


Monster Type: Undead (Very Rare)

A deathmare is the spirit of a horse that was abused and killed by an evil, sadistic owner. They return from the dead to exact revenge on all horsemen, regardless of alignment, feeding on the life forces of the riders they kill. As undead creatures out for revenge against all living horsemen, deathmares present a fatal trap to the unwary. A deathmare appears as a regular riding horse of average size. Their coats are always flawless black in color—a curious detail in itself on the Savage Coast, as vermeil causes a reddish tint in the coats of all other animals. However, because deathmares appear only at night or in the early evening, such a detail is hard to notice. These creatures normally stand idly by a roadside or field, patiently waiting to be approached or mounted, but sometimes one will walk up to a campsite as if wanting food. They appear completely docile, giving no outward sign of their undead status.

Any person who mounts a deathmare, whether bareback or using a saddle, will find it impossible to dismount. Only a remove curse allows the rider to jump from the deathmare's back. Also, the deathmare cannot be controlled. It immediately bolts for the nearest danger, seeking to kill the rider. It might throw itself off the nearest cliff or wade into deep water; deathmares have even been known to ride into a campsite and strike at people as if attacking, forcing them to kill its rider. If the nature of a deathmare is discovered before a rider mounts, it will attack using its hooves and teeth. Deathmares are harmed only by magical or silver weapons, but even if confronted with these, it will remain and try to kill its potential victim. A deathmare can be turned as a wraith.

Deathmares can be found in any land or climate. They will rarely be far from some sort of lethal danger, but have been known to range farther in a desperate search for victims. A deathmare does not collect treasure, but the wealth of its latest victims can sometimes be discovered. Deathmares will often use a method of killing riders several times before moving on, so a search of local dangerous locations might turn up a few dead bodies and their personal belongings. The deathmare continues to search for victims until its previous owner dies, at which time it simply fades away.

Terrain: Any

Deathwyrm

	Armor Class
	-5

	Hit Dice
	16******(L)

	Move
	180'(60')

	     Flying
	300'(100')/MF 3(b)

	Attacks
	2 claws/1 bite + see below

	Damage
	1d10/1d10/3d10

	No. Appearing
	1(1)

	Save As
	F16

	Morale
	11

	Treasure Type
	Hx3, Ix2

	Intelligence
	15

	Alignment
	Chaotic

	XP Value
	8,450


Monster Type: Dragon-kin, Enchanted (Very Rare)

Some dragons follow Immortals other than the Draconic Four. On occasion, a dragon follower of an Entropic Immortal is transformed into the dreaded deathwyrm, as a reward for a series of especially heinous deed. 

Deathwyrms are terrifying in combat A deathwyrm's breath weapon is a cone of energy inflicting damage equal to the dragon's current hp, and draining 2 levels from all affected. A successful save vs. breath weapons halves the damage and level loss. A deathwyrm's vampiric bite, aside from physical damage, drains as many levels from its victim as the breath weapon, except that no save is permitted against the drain. Both the deathwyrm's bite and claw attacks are vampiric (the claw is not strong enough to drain levels).  If the dragon has sustained damage, half the damage inflicted by bites, and a quarter by claws is transferred to the dragon as healing.  All creatures killed by the dragon's breath, bite or claws become undead of half their original level (or first level).

Deathwyrms radiate a powerful aura of Entropic energy that is harmful to living things in the long run.  When a deathwyrm lairs in an area for more than 6 months, changes start to take place in the environment.  For a radius of 30 miles, plant life starts to die. The sky becomes unnaturally dark, even on the brightest day.  Normal animals become hard to find, and the territory becomes a bleak landscape of twisted, dead trees, hardy weeds, and undead, mutated or otherwise unnatural animals. It becomes obvious that something is horribly wrong, much like one finds in the territory of a banshee.  All plant life within a deathwyrm's fear aura withers as the beast passes.

Negative energy attacks heal deathwyrms, and they are immune to cold based attacks. Deathwyrms suffer double damage from light based attacks and save versus fire at -2. Deathwyrms receive the following abilities: darkness (3/day), mirror image (3/day), dimension door  (3/day), create shadows (3/day), plane shift (3/day), death spell (3/day), animate dead (3/day), undead summoning VII (3/day), and control weather (1/day as 24th level druid). Deathwyrms can also control undead as 16-HD lieges. In addition to these innate powers, deathwyrms can cast 5 1st, 5 2nd, 4 3rd and 3 4th level magic-user spells per day. They have a marked preference for necromantic magic.

Deathwyrms hate light; they thrive in the deep, inky and unnatural darkness of their lairs. They can function normally in their territories, but can only venture further under cover of night or clouds.  Sunlight inflicts 1d8 hp per round.

Deathwyrms are a scourge to the lands they inhabit, despoiling all they touch.  When a deathwyrm flies low to the ground, all plant life under its foul wings withers.  Needless to say, alchemists and necromancers can find many uses for a deathwyrm carcass. Deathwyrms often choose to become dracoliches at death.
Terrain: ruins, mountains, Entropic planes

Deepspawn

	Armor Class
	6

	Hit Dice
	14**(L)

	Move
	60'(20')

	     Swimming
	80'(26')

	Attacks
	3 bites/3 slaps or 3 weapons

	Damage
	3d6/3d6/3d6/1d4+1/1d4+1/1d4+1 or by weapon/by weapon/by weapon

	No. Appearing
	1 (1)

	Save As
	F14

	Morale
	9

	Treasure Type
	K, Lx3, N, S, Vx2

	Intelligence
	17

	Alignment
	Chaotic

	XP Value
	3,500


Monster Type: Monster (Very Rare)

Deepspawn are infamous horrors who give birth to many other varieties of monsters; a single deepspawn can make a vast area dangerous, even for alert, well-armed adventurers. Deepspawn look like large, rubbery spheres of mottled grey and brown. Six arms project from their bodies; three are tentacle-arms, and three are jaw-arms, ending in mouths of many teeth. A deepspawn also has over 40 long, retractable, flexible eye stalks it extends only three or four at a time, well away from harm.

When found, deepspawn are usually half buried in a pile of slippery, shifting coins and other treasure. This may conceal their arms, so that tentacles and mouths erupting from the treasure may at first seem to be the attacks of separate monsters. The treasure may hamper opponents and even shield the deepspawn from some damage (as determined by the DM). A deepspawn attacks by casting hold spells at intruders, casting spells once every three rounds. Victims under a hold spell are gripped by tentacle-arms and constricted, as other tentacles fight off other intruders by wielding weapons -- including any magical items usable by fighters. Deepspawn love to engage prey with weapons, and then bite them from behind with a jaw-arm. A tentacle-arm can slap for ld4+1 points of damage, grasp items or beings and move them about (with 17 Strength), wield delicate keys or weapons, or constrict a victim. Constriction requires a successful attack roll (automatic if the victim is under a hold spell), and does 1d4 points of damage, plus 1d4+1 points per round thereafter. In any round in which a being gets free, it takes only 1 point of constriction damage. Constricted victims can be swung about as bludgeons -- doing 1d2 damage to any others struck, ruining spellcasting, and forcing saving throws on fragile items. This action causes the constricted victim no extra damage unless driven onto points or blades (determine damage on a case-by-case basis). Victims may only escape constriction by severing the tentacle-arm or tearing free. Tentacle-arms release their victims if severed. Each arm has 2 HD; severing occurs if damage equal to half a tentacle-arm's hit points is dealt in a concentrated area by edged or pointed weapons. To tear free, roll a d20 for both the victim and the deepspawn on each round of constriction, adding their respective strengths (17 for the deepspawn). If the victim has the higher total, it wins its freedom. Deepspawn can also cast ESP and water breathing at will, and may employ a cureall spell (self only), once a day. If a deepspawn's life is threatened, it hurls caches of seized weapons as missiles, unleashes any magical items it has, and tries to escape by a planned route. Deepspawn seem immune to all known venoms, and regenerate lost arms and stalks, though slowly, healing 2 hp per day.
Deepspawn prefer to let their offspring fight for them. Their lairs are in caverns, dungeons, or ruins and are amply protected by traps and guardian monsters (their "spawn"). If these defenses are penetrated, the Deepspawn will usually be found in a readily-defended room or den, and it will always have at least one or more escape routes. Deepspawn seldom make their lairs within 30 miles of each other, but individuals may be much closer together underground, on different levels.

Deepspawn will eat anything organic, but prefer fresh meat. By some unexplained, natural means, deepspawn can "grow" and give birth to any creature native to the Prime Material plane it has ever devoured (but not undead or extraplaner creatures). The "spawn" have the natural attacks, magical abilities, alignment, and intelligence of their creators. Class abilities and other learned skills are not passed on to them. A spawn "grows" in 1d4 days (varying with size and complexity) in a deepspawn, which must ingest meat, vegetable matter, and water or blood to fuel the "birth". The deepspawn then opens and ejects a fully active spawn. Spawn are never hostile towards their parent, and cannot be made to attack them even by magical means. Spawn can attack or defend themselves within one round of emerging. At the DM's option, they may use certain powers or abilities clumsily for a few rounds.

Terrain: Caverns, Ruins

Deinonychus

	Armor Class
	4

	Hit Dice
	4+1(L)

	Move
	210’(70’)

	Attacks
	2 claws/1 bite

	Damage
	1d3/1d3/2d4

	No. Appearing
	0 (2d4)

	Save As
	F2

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	125


Monster Type: Prehistoric Animal (Very Rare)

This fast carnivore uses its speed, its long, grasping forearms, large teeth, and hind legs with their ripping talons in terrible combination. It hunts by running at prey, leaping, and raking with its rear claws as it claws and bites. The jump is treated as a charge. The rear talons count as only one attack, and cause a total of 2d6 damage. When attacking a larger creature, the deinonychus often jumps on top of it, and holds on with its front claws while continuing to rake with the rear claws. The deinonychus has a relatively large brain for a dinosaur, and its pack hunts with cunning tactics.

Despite being 12 feet long, this dinosaur is only about 6 feet tall. Its tail extends straight out behind it, held aloft by an intricate structure of bony supports, thus allowing its 150 pounds of weight to be carried entirely by the back legs. The deinonychus is a dromaeosaur, dinosaurs which are related to ornithomimosaurs; its distant relatives include the chicken-sized night hunter, compsognathus, and the ostrich-like struthiomimus. Neither is as formidable as the deinonychus.

Terrain: Any (prehistoric)

Delver

	Armor Class
	5

	Hit Dice
	15+75**(L)

	Move
	120' (40')

	     Burrowing
	30'(10')

	Attacks
	2 blows

	Damage
	1d6+8/1d6+8 + see below

	No. Appearing
	1 (1)

	Save As
	F15

	Morale
	10

	Treasure Type
	L

	Intelligence
	14

	Alignment
	Neutral

	XP Value
	3,750


Monster Type: Monster (Very Rare)

These bizarre creatures live in the depths of the earth, burrowing through solid stone with a corrosive slime they secrete from their skins. Delvers are shy and mostly inoffensive creatures, but rogue specimens with murderous streaks are not unknown. They feed on stone and may even devour creatures such as krysts and earth elementals.

A delver resembles a cross between a giant slug and a sea turtle. It has a teardrop-shaped body that glistens with slime, mottled gray, brown, and ochre all over. Two great flippers tipped with blunt claws sprout from the forebody. The creature feeds by dissolving rock with its slime and shoving the resulting goo under its body, the underside of which is almost all mouth. Delvers eat rock but enjoy various nonmetallic minerals as seasonings in the same way that humans enjoy spices. Adventurers might secure information and assistance from delvers by offering them tasty minerals (usually gems) or pick-me-ups (such as coins). Metal is an intoxicant to delvers. Some, however, become addicted and are a menace to miners and anyone who carries metal equipment. Delvers do not have their own language, but can speak the language of local races.

Delvers prefer to fight from their tunnels, which they use to protect their flanks while lashing out with their flippers. A delver expecting trouble may honeycomb an area with tunnels, leaving most closed with layers of stone 1 or 2 inches thick. The delver can quickly dissolve the stone cover and pop up to attack unexpectedly. Delvers produce a mucuslike slime that contains a highly corrosive substance. The slime is particularly effective against stone. A delver’s mere touch deals 2d6 points of damage to organic creatures or objects (this damage is in addition to attack damage) . Against metallic creatures or objects, a delver’s slime deals 4d8 points of damage, and against stony creatures (including earth elementals) or objects it deals 8d10 points of damage. A slam attack by a delver leaves a patch of slime that deals 2d6 points of damage on contact and another 2d6 points of damage in each of the next 2 rounds. A large quantity (at least a quart) of water or weak acid, such as vinegar, washes off the slime. An opponent’s armor and clothing dissolve and become useless immediately unless the wearer succeeds at a save vs paralyzation. Weapons that strike a delver also dissolve immediately unless the wielder succeeds at a save. Creatures attacking the delver with natural weapons take damage from the slime each time their attacks hit unless they save. A delver can automatically sense the location of anything within 60 feet that is in contact with the ground. A delver can alter its slime to temporarily soften stone instead of dissolving it. Once every turn, a delver can soften and shape up to 25 cubic feet of stone, as per the stone shape spell.

Terrain: Caverns

Demilich*

	Armor Class
	see below

	Hit Dice
	see below

	Move
	see below

	Attacks
	see below

	Damage
	see below

	No. Appearing
	1(1)

	Save As
	MU10

	Morale
	11

	Treasure Type
	V

	Intelligence
	19

	Alignment
	Chaotic

	XP Value
	7,000


Monster Type: Undead, Enchanted (Very Rare)

The demilich is not, as the name implies, a weaker form of the lich. Rather, it is the stage into which some liches eventually evolve as the power which has sustained their physical form gradually begins to fail. In most cases, all that remains of a demilich's body are a skull, some bones, and a pile of dust.

When it has learned all that it feels it can in its undead life, the lich will continue its quest for power in strange planes unknown to even the wisest of sages. Since it has no use for its physical body at this point, the lich leaves it to decay as it should have done centuries ago.

If the final resting place of a demilich's remains are entered, the dust which was once its body will rise up and assume a man-like shape. In the case of the oldest demiliches (25%), the shape will advance and threaten, but dissipate without attacking in 3 rounds unless attacked. Younger demiliches (75%) still retain a link to their remains, however, and will form with the powers of a wraith. This dust form cannot be turned. In addition, it can store energy from attacks and use this power to engage its foes. If the dust form is attacked, each point of damage which is delivered to it is converted to an energy point. Since the demilich will fall back and seem to suffer injury from each attack (though none is actually inflicted), its attackers are likely to press on in their attempts to destroy it. Once the demilich has acquired 50 energy points, it will assume a manifestation which looks much like the lich's earlier undead form and has the powers and abilities of a ghost, but which cannot be turned.

If anyone touches the skull it will rise into the air and turn to face the most powerful of the intruders (a spell user will be chosen over a non-spell user). Instantly, it unleashes a howl which acts as a death ray, affecting all creatures within a 20' radius of the skull. Those who fail to save vs. death are permanently dead. On the next round, the demilich will employ another manner of attack. In order to attain the status of a demilich, a lich must have replaced 5-8 (1d4+4) of its teeth with gems. Each of these gems now serves as a powerful magical device which can trap the soul of its adversaries. The physical body of someone hit with the demilich's spell collapses and rots away in a single round. Once it has drained the life essence from the most powerful member of the party, the skull sinks back to the floor. If it continues to be challenged, the demilich can repeat this attack until all of its gems are filled. A ring of life protection will prevail over the gem, but the character's body will perish regardless.

 In addition to the attacks mentioned above, a demilich can also pronounce a powerful curse on those who disturb it. These can be so mighty as to include: always being hit by one's enemies, never making a saving throw, or the inability to acquire new experience points. Demilich curses can be overcome with a remove curse, but the victim loses one point of charisma permanently when the curse is removed.

The skull of a demilich is Armor Class -6 and has 50 hit points. It can be affected by spells in only a few ways: a forget spell will cause it to sink down without attacking (either by howling or draining a soul), a dispel evil will do 5-8 (1d4+4) points of damage to it, a shatter spell will inflict 3-18 (3d6) points of damage to it, a holy word pronounced against it will deliver 5-30 (5d6) points of damage, and a power word kill spell cast by an ethereal or astral wizard will cause the skull to shatter (destroying it).

Most weapons will be unable to harm the skull of a demilich, but there are exceptions. A fighter or ranger with a +5 weapon or a weapon with the slicing talent can inflict normal damage on the skull, as can a paladin with a slicing or +4 weapon. Further, any character with a +4 or better weapon or a mace of disruption can inflict 1 point of damage to the skull each time he strikes it.

Upon the destruction of the skull, those who have been trapped inside the gems must make a saving throw vs. spell. Those who fail are lost forever, having been consumed by the demilich to power its magical nature. If the character survives, the gem glows with a faint inner light, and true seeing will reveal a tiny figure trapped within. If the throw is made the soul can be freed by simply crushing the gem. A new body must be within 10 yards for the soul to enter or it will be lost. Such a body might be a clone.

If the fragments of the destroyed skull are not destroyed by immersion in holy water and the casting of a dispel magic the demilich will reform in 1-10 days.

Terrain: Any

Denzelian

	Armor Class
	0

	Hit Dice
	6(L)

	Move
	30'(10')

	     Burrowing
	120'(40')

	Attacks
	1

	Damage
	5d4

	No. Appearing
	1d2 (1d2)

	Save As
	F3

	Morale
	6

	Treasure Type
	L

	Intelligence
	3

	Alignment
	Neutral

	XP Value
	275


Monster Type: Monster (Very Rare)

A denzelian is a large, flat being, normally about 10' in diameter and 6" thick. It appears to be composed of smooth stone, but its thick skin is somewhat flexible, allowing it to squeeze through tight places and to travel up and down inclines. A denzelian may be of practically any color, depending upon the minerals it absorbs. Though browns and grays are most common, brilliant red or yellow denzelians have been seen. Denzelians have no features. They seem to have a rudimentary form of language, consisting of vibrations sent through the rock. No member of any other species has been able to master this form of communication, though some denzelians may be trained to respond to taps on their surface.

These rock-eaters are normally peaceful and nonaggressive. They will fight back if attacked, at least briefly, and they will go to great lengths to drive off or kill anyone who threatens their young. They can sense the vibrations caused by movement and keep track of intruders in this manner. Denzelians secrete acid from their entire surfaces, normally using the acid to burrow through rock and break it down so it can be eaten. If it is frightened, a denzelian can greatly increase the amount of acid it produces, allowing it to escape by sinking into the rock, leaving a crumbly, blackish, sandlike residue behind. If it wishes to attack, the denzelian rushes towards its enemy at twice its normal movement rate, and attempts to trip the victim, causing him/her to fall on top of the denzelian and take 5-20 points of damage from the acid. A saving throw vs. breath weapon is allowed for half damage; if this fails, the victim's equipment and clothing may be affected as well. A denzelian may also attack by burrowing through the rock until it is above its enemies, and then dropping on them. The creature is quite heavy, weighing almost 10,000 cn. Any caught underneath it take 4-24 points of damage. A successful saving throw vs. paralyzation is needed to avoid the falling denzelian. Those caught under it automatically take acid damage in the next round, and in every subsequent round until the denzelian moves, is removed, or dies. Since the denzelian is somewhat flexible, victims will not be without air. Creatures in the area of such a fall may also be affected by the sandy residue which falls through the hole created by the denzelian. This gritty substance fills the air, getting into the eyes, mouths, and noses of nearby creatures. Anyone within 10' of the falling denzelian must save vs. paralyzation or be at -2 to their attack rolls for 2-5 rounds, or until the substance is washed away.

Denzelians normally inhabit areas far away from civilization, travelling through the rock to find choice mineral deposits. Many minerals are absorbed through a denzelian's skin after its acid breaks them down sufficiently. However, denzelians do not like metals. Metal ores are often uncovered and left along the meandering trails created by the denzelian. Denzelians seem to have genders, though no sage has ever determined how to tell them apart. Mating takes place only once in a decade, whenever two denzelian of the opposite sex meet, apparently at random. About a year later, the female lays 3-12 gemlike eggs, depositing them hundreds of yards apart over the course of a month. The eggs are quite beautiful. A denzelian egg is a fist-sized, faceted gem which looks much like smoky quartz. In the center of the gem is a milky, grayish liquid, the embryo of the new denzelian. If the egg is not moved too roughly, which will destroy the embryo, a baby denzelian will hatch in about a year. During this time, the mother stays near enough to the eggs to sense if anyone approaches.

Denzelians do not eat animals or plants. They smell repulsive and are indigestible by animals and plants. A denzelian egg can bring up to 1,000 gp from a collector. Still-viable eggs might bring the same amount from wealthy mine-owners. Just-hatched denzelians can be trained to seek out certain ores, but they are often very stubborn once they find a deposit to their liking. Denzelian body parts may be worth a great deal to an alchemist, particularly if any of the acid-secreting glands are still intact. The body is composed of a very rich mix of minerals, and includes deposits of almost pure carbon, sulfur, magnesium, and more. Some of these deposits are formed into gemstones, and it is not unusual to find perfectly round diamonds inside the body of a denzelian.

Terrain: Caverns

Dimensional Warper

	Armor Class
	1

	Hit Dice
	8****(M) to 10****(M) (scholars); masters add an asterisk

	Move
	120'(40')

	Attacks
	2 claws/1 tail

	Damage
	1d3/1d3/1d6

	No. Appearing
	1 (1)

	Save As
	M8-M10

	Morale
	8

	Treasure Type
	Nil

	Intelligence
	20

	Alignment
	Neutral

	XP Value
	2,850, 3,700, or 4,000 (3,400, 4,400, or 4,750 for masters)


Monster Type: Monster, Planar (Very Rare)

A dimensional warper has a snake-like body and stands on two long, thin legs. Its long, thin, flexible arms each end in one hooklike claw. There is a sturdy, wing-like membrane that stretches between the arms and legs ending at the claws and feet respectively. These "wings" are not used for flight. The warper's head is bald and earless. It has large, round eyes with cat-like pupils. The creature stands about 6 feet tall and has a wing span of about 5 feet. It is covered in a thick, leathery hide and has a long lizardlike tail. 

Occasionally, for reasons of their own, dimensional warpers have communicated with humans and demihumans. These adventurers have reported that the warpers come to the Prime Material Plane to learn about the creatures native to the plane. However, only those warpers who are old and wise can visit this plane. If a dimensional warper is encountered, there is an 85% chance that it is a scholar; otherwise it is a master. A master is identified by the ring of symbols tattooed around its head and down its back which are a sign of its rank.

Dimensional warpers generally prefer to observe rather than fight. However, if it feels it has learned all it can from watching a group of adventurers, it probably attacks them to learn first-hand about their fighting skills. It only wants to learn about them, not kill them. A warper attacks once with each of its claws and once with its long whip-like tail. If the warper cannot easily remain in control of the battle, it uses its abilities to warp the dimensions of height, width, depth, and time. It can enlarge itself, as per the spell, three times per day. It can haste itself or slow another being, as per the spells, three times per day. It can use dimension door once per turn. A dimensional warper can also make itself two-dimensional, as per the spell duo-dimension, at will. 

A master also has the ability to timestop once per week. However, it does not use this ability to give itself the opportunity to kill its opponents. The master uses it only to leave the battle if it is in danger of being killed or if it is being forced to kill its subjects to avoid being killed.

The warper society is based entirely on seeking knowledge. Dimensional warpers are curious, knowledgeseeking beings. They spend most of their lives observing other creatures and learning as much as possible about them. Adult warpers are usually scholars. However, the oldest and most learned warpers earn the title master and are respected and honored by the others in the society.
Warpers prefer to live where they can observe other creatures without being seen. If possible they travel from place to place, finding hiding places in cities from which they can watch. They have also been known to hide along roads or trails or in dungeons where there are adventurers and monsters regularly passing by. It is possible for a dimensional warper to be able to speak almost any language, as they study their subjects intently. They are very interested in understanding any conversations they overhear.

Dimensional warpers do not generally eat the creatures they observe as they do not approve of devouring intelligent creatures and non-intelligent animals do not make very interesting subjects for them. No one has ever seen the home of a warper or knows how old warpers live to be.

Terrain: Any

Diplodocus

	Armor Class
	6

	Hit Dice
	24(L)

	Move
	60’(20’)

	Attacks
	1 bite or 1 trample or 1 tail

	Damage
	3d6 or 3d10 or 2d8

	No. Appearing
	0(1d6)

	Save As
	F12

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	3,250


Monster Type: Prehistoric Animal (Common)

This sauropod lives primarily on water plants, so is often found in or near lakes and marshes. It and related species can also be found on fern prairies and in open forests. It weighs about 10 tons. Though it usually ignores small things, it can step on anything in its way, or even rear up and come down on threatening creatures; this trampling causes 3d10 damage. The diplodocus can also whip with its tail for 2d8 damage. Related species include the huge brachiosaurus, which weighs about 90 tons and averages 75 feet in length. It causes 8d10 damage when trampling.

Terrain: Swamp (prehistoric)

Dobie

	Armor Class
	5

	Hit Dice
	1/2*(S)

	Move
	90'(30')

	Attacks
	1 weapon

	Damage
	by weapon

	No. Appearing
	1d4 (2d4)

	Save As
	E1

	Morale
	6

	Treasure Type
	Nil

	Intelligence
	8

	Alignment
	Neutral

	XP Value
	6


Monster Type: Monster (Very Rare)

Dobies are small humanoids, similar in appearance to their cousins, brownies. They live peaceful, reclusive lives, and when they encounter humans or other civilized creatures, they try to be helpful neighbors to these “big folk," with mixed results. Dobies resemble small elves, with brown eyes and hair, and work-a-day clothing to match. Their features are generally plain; they have ears that are only slightly pointed (as opposed to the extreme points of brownies), their faces are more reminiscent of tired farmers than bright-eyed children, and while they move with a free gait, no one would describe them as nimble. In fact, the image ones gets of them is more in line with “country bumpkin” than “mischievous fairy." While they converse among themselves in the Fairy language, all dobies also know the local common tongue. They possess the standard fairy abilities of invisibility to mortals and second sight.

Dobies are inoffensive creatures, and if threatened, prefer to walk or sneak away than to fight. Still, they are very protective of their big-folk neighbors, and will fight to defend them and their property against all comers. The drab colors of their tough clothing combines with their size and activity level to help them hide in any natural setting, giving them an effective AC of 5 outdoors, or in a building furnished in natural materials. In strange environments, a dobie’s armor class goes down to 9. In combat, a dobie prefers to cast the magic-user spells confuse languages (the reverse of comprehend languages), grease, forget, fumble and ray of enfeeblement (once per day each at the minimum level to cast each spell) to confound and confuse opponents. A dobie also can use a tool, such as a hoe or hammer, as a makeshift weapon doing 1d2 points damage on a hit. If they come across a real weapon, such as a dagger or short sword their inexperience means that they still only do 1d3 damage on hits. Although their features and size varies, female and young dobies all fight and cast spells with the same skill, so the figure given for Number Appearing includes women and children. Dobies are particularly gullible, and they suffer a -3 penalty on saving throws versus illusions and charms.

Small families of dobies live in crude cottages made of twigs and thatch hidden in the thickets at the corner of a farmer’s fields. If there are more than four dobies on one farmer’s property, they will be split into two or more households at the corners of the fields. Like brownies, they glean food from the fields of farmers after the harvest, but they are far from efficient, and the end result of their gleanings won’t be the perfectly clean fields of their cousins, but something more akin to the natural habits of birds and rodents. Dobies feel obligated to pay for the food they glean and the land they live on, and they offer payment in deed, such as temporarily guarding treasure or doing household chores. Because of their reclusive nature, the dobie won’t ask what sort of chores need doing, and normally will perform his favors at night or when there’s nobody around to see him, but his labors seldom go unnoticed.

Unfortunately, their desire to be helpful usually outstrips their ability, and they almost always botch the favors they try to perform. If they milk the farmer’s cows, they forget to close the barn door afterwards, allowing the cows to wander afield. If they rescue the wayward cows, they are likely to break fences and trample gardens as they lead the cattle back to the farm, etc. If their “landlord” knows that dobies are the cause of the accidents, and berates them about it, the dobies will misconstrue the criticism as a complaint about the amount of work done, and they will redouble their efforts to make good on their debt. While one cannot fault their intentions, if it weren’t for the times that their fumbling accidentally works for the benefit of dobie’s landlord, one could almost consider them a curse, instead of a blessing.

One of the few times that a dobie’s fumbling becomes a blessing is when thieves, brigands, or other hostile beings (including wild animals) appear on the property. Dobies are protective of their adopted families, and will try to defend the goods and lives of their landlords against attack, especially if the farmer isn’t there to defend it himself. The scene after a typical fight with a dobie family will be a jumbled mess of broken furniture, smashed crockery, and the like, but at least the lives and major goods of the farmer will have been safeguarded. Unlike brownies, few dobies ever take the step of becoming “house dobies," actually living in the big folks’ home and performing services for them on a daily basis. This is not because they don’t want to be close to their neighbors, but because the inadvertent damage they do is likely to convince the family they adopt that their house is haunted by some poltergeist, forcing them either to take drastic measures to remove the dobie, or even making them move away from the area, which would spell doom for the dobies living off their land. On the other hand, it is difficult to offend a dobie enough to make him leave “his” farm; they are as oblivious to insults as they are to the proper workings of a big folk family and farm.

Dobies live on the margins of civilization, neither helping the environment nor hurting it in any major way. They are strict vegetarians, but they are unable to cultivate land of their own; it must first be plowed and seeded by “big folk," after which they do their part to care for the growing plants.

Terrain: Settled

Dog, Death

	Armor Class
	7

	Hit Dice
	2+1*(M)

	Move
	120'(40')

	Attacks
	2 bites

	Damage
	1d10/1d10

	No. Appearing
	5d10 (1d10)

	Save As
	F1

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	3

	Alignment
	Chaotic

	XP Value
	35


Monster Type: Monster (Very Rare)

Death dogs are large two-headed hounds which are distinguished by their penetrating double bark. Death dogs hunt in large packs. Each head is independent, and a bite does 1-10 points of damage. Victims must save vs. poison or contract a rotting disease which will kill them in 4-24 (4d6) days. Only a cure disease spell can save them. A natural roll of 19 or 20 on their attack die means that a man-sized opponent is knocked prone and attacks at a -4 until able to rise to its feet again. There is an 85% chance that death dogs will attack humans on sight.

Terrain: Desert

Dog, Moon*

	Sphere
	Thought

	Status
	Mortal

	Armor Class
	5

	Hit Dice
	2+2********(M)

	Move
	300'(100')

	Attacks
	1 bite

	Damage
	3d4

	No. Appearing
	2d10 (2d10)

	Save As
	F2

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	12

	Alignment
	Lawful

	XP Value
	105


Monster Type: Monster (Very Rare)

Often mistaken for baneful monsters, moon dogs are native creatures of the Outer Planes and champions of the causes of good. They often appear in the Prime Material plane to fight evil wherever it shows itself. Moon dogs look very similar to large wolf hounds. Their strange heads are slightly human in appearance, giving the animals a very intelligent look. The creatures' forepaws are adaptable, giving the moon dogs the ability to travel bipedally or on all fours. They are dark colored animals, ranging from dark gray to deep black. Moon dogs have amber eyes. Moon dogs speak their own language, and they can communicate with all canines and lupines as well. They can speak common using a limited form of telepathy.
Woe to those who enter combat with a moon dog. These creatures of good are potent fighters and merciless against evil. Their powerful bite inflicts 3-12 points of damage. Moon dogs prefer to attack with their keening howl. This baying is harmful to evil creatures only (DM's call, but includes most Chaotic creatures, as well as beings such as hydrax). Any evil creature within an 80' foot radius of a baying moon dog is affected as by a cause fear spell cast at 12th-level of magic use. Additional moon dogs baying have a cumulative effect. The howling will also cause 5-8 points of damage per round to evil creatures within 40 feet. In addition, the howling will cause intense physical pain to evil extra-planar creatures, so much that they are 5% likely per moon dog howling to return to their plane. Moon dogs can whine to dispel illusions or bark to dispel evil, once per round. The following spell-like powers (at 12th-level of use) are available to a moon dog one at a time, once per round, at will:

change self, 3 times per day

cure disease, by lick, 1 time per individual per day

cure light wounds, by lick, 1 time per individual per day

faerie lights

darkness, 15' radius

detect evil, always active

detect invisibility, always active

detect magic, always active

detect snares & pits, always active

improved invisibility

light

mirror image, 3 times per day

non-detection

shades, 1 time per day

slow poison, by lick, 1 time per individual per day

wall of fog


Moon dogs can become ethereal and have the ability to travel in the ethereal and Astral plane at will. They have superior vision equal to double normal vision, including 60' infravision. Combined with an unusually keen sense of smell and hearing, this grants moon dogs the detection abilities listed above, plus the ability to detect all illusions. Association with a moon dog for one hour or more removes charms and acts as a remove curse (12th level). When in shadowy light, a moon dog is able to move in such a way as to effectively create magic equal to a hypnotic pattern of shadows. Only evil creatures will be affected. At the same time, each creature of good within the area will effectively gain a protection from evil and remove fear spell benefit. Moon dogs may not attack or perform any other action when weaving this pattern of shadows. It requires one full round to weave and extends to a range of 50 feet. The moon dog can dispel magic, but doing so will force it back to its own plane immediately. Moon dogs may be damaged only by +2 or better magical weapons. They are never surprised (due to their keen senses) and cause opponents to subtract 3 from their surprise rolls. Moon dogs are immune to fear spells. They make all saving throws at a +2 bonus and takes half or quarter damage.

Moon dogs are native to the Outer Planes. They are champions of good and will often travel about the Outer planes and the Prime Material plane to challenge evil. Moon dogs are friendly to all nonevil races and those friendly to those races. They will not long associate with anyone because they are constantly on the move, hunting evil. Moon dogs will often communicate with communities of men, using telepathy, in order to locate trouble spots among them.

Terrain: Any

Dog, Silver

	Anti-magic
	90%

	Armor Class
	-10

	Hit Dice
	20(M)

	Move
	180'(60')

	Attacks
	Nil

	Damage
	Nil

	No. Appearing
	0 (1)

	Save As
	F20

	Morale
	4

	Treasure Type
	Nil

	Intelligence
	18

	Alignment
	Neutral

	XP Value
	see below


Monster Type: Monster, Enchanted (Very Rare)

The few travelers who have glimpsed these beautiful canines say that silver dogs seem more creatures of dream than truth. They appear to be large dogs with long, flowing hair the color of mercury or molten silver. Witnesses describe them as having a thin and elegant frame, manelike mantle, regal face, and piercing eyes. Silver dogs have only appeared at night, when they shimmer darkly like the finest steel in starlight. Demihuman observers have said that silver dogs radiate no heat, and thus can only be seen with normal vision.

Silver dogs never attack, they always flee from combat. They are shy and elusive creatures who avoid any creatures they smell, see, or hear. Sadly for these retiring beasts, though, intelligent creatures who glimpse them often pursue them. Because of the shadowy, metallic bodies of silver dogs, characters must make a Wisdom check to even glimpse a silver dog in the night-time forest. Those unlucky enough to see the creature, though, are overcome by the grace and beauty of the creature unless they make a successful save vs. spells. If the save fails, the character is so struck by the creature's elegance that he feels he must capture it. The character must pursue the silver dog for 1d10 +4 rounds, seeking not to injure it, but to catch it alive and unharmed. All the while, the dog flees at its full rate, heading ever deeper into the forest. At the end of the character's monomaniacal desire to capture the dog, he may or may not continue the pursuit. Unfortunately, many such chases end with the character separated from his party and lost in deep woodlands. In addition to silver dogs' 90% anti-magic, only certain mind-affecting spells can affect them. The clerical spells command, remove fear, charm person or mammal, hold person, quest, and confusion affect a silver dog normally. The magic-user spells friends, hypnotism, sleep, suggestion, charm monster, confusion, emotion, domination, hold monster, binding, and demand also affect a silver dog normally. Other spells have no affect upon this odd beast.
If a silver dog is ever captured, whether by nets or spells, one of two things occurs. If the capturing character is any alignment but Neutral, or if the character is of Neutral alignment and means to harm the silver dog, the dog disintegrates, as per the spell, and the character suffers a 1,000 XP loss. If the silver dog is captured by a character of Neutral alignment who means the dog no harm, the character receives a wish and 1,000 XP. As soon as the wish is fulfilled, the silver dog disappears as per teleport (without chance of error). If ever a silver dog is cornered and slain, the slaying character suffers a loss of 1,000 XP.

According to some sources, silver dogs dwell in dens located in deepest woodlands. No silver dog pups have ever been discovered, nor any bones or droppings found about these dens. As far as is known, silver dogs are utterly solitary. Unlike other canines, silver dogs have only been witnessed drinking water and "consuming" moonlight. The beasts perform the latter process by standing upon lonely cliffs with head raised as if to howl at the moon. No sound is ever produced, however. Some speculate that the diet of the silver dog consists entirely water and moonlight. Though this theory seems quite unlikely, it does explain why silver dogs emerge from their deep woodland homes and sometimes encounter adventurers. Though unbiased observers hesitate to ascribe to silver dogs any contribution to forest ecology, druids consider silver dogs to be guardian spirits of the forest. According to druid lore, silver dogs are key to the balance of predator and prey in the woodlands. When silver dogs are plentiful, meaning one spotted by a druid every year, the forest thrives. When silver dogs are few, meaning one spotted by a druid every decade, the forest is threatened and begins to dwindle. Druids thus often pursue the dogs, wanting to be granted a wish. Typically, successful druids wish that a silver dog be sighted by a druid of this forest in every season of this decade.

Terrain: Woods

Doppleganger, Greater

	Armor Class
	2

	Hit Dice
	9*(M-L)

	Move
	120'(40')

	Attacks
	2 blows

	Damage
	1d12/1d12

	No. Appearing
	1d4 (1d4)

	Save As
	F18

	Morale
	11

	Treasure Type
	G, Ux3

	Intelligence
	17

	Alignment
	Chaotic

	XP Value
	1,600


Monster Type: Monster (Very Rare)

Common dopplegangers can easily mimic the forms of humans, demihumans, and humanoids, but their greater cousins, sometimes called in ancient texts as "mirrorkin," have augmented those abilities to the point of perfection, allowing these shapechangers to adopt the exact forms of humans or humanoids and their very identities. Like their relatives, greater dopplegangers are bipedal humanoids with a tough, hairless gray hide, which maintains that toughness regardless of the disguise (granting a minimum AC of 2). The greater doppleganger is faster and more agile than normal dopplegangers. 

<SPAN id=pb>This monster can assume the shape of any humanoid creature between four and eight feet in height, as a normal doppleganger. Greater dopplegangers have powers of ESP and telepathy, which allow them to peer into the minds of intended victims and assume forms that are disarming to their prey; once the victim is off-guard, the greater doppleganger takes its victim in its arms and stabs him in the back with its claws. Some shapechangers take care to shape their claws so the wounds, which still deal the same damage, appear to be deep dagger or sword thrusts. Once its victim is dead, the greater doppleganger ingests the victim's brain; after that, the greater doppleganger can assume that person's form with 100% accuracy, complete with the person's memories, abilities, and alignment. Greater dopplegangers also have another advantage over their lesser relatives in enhanced intelligence and imagination. As a result, they can create a totally unique face and body without imitating someone else's face. This aids them in escaping into crowds, randomly shifting clothes and faces around each comer.  Greater dopplegangers are immune to sleep, charm, and hold spells. Due to their unique brain structures, they are likewise immune to any alignment detection magics. Disguised greater dopplegangers can only be revealed by use of truesight or true seeing; their mental and physical disguises are even able to fool most psionics. 

<SPAN id=pb>Dopplegangers' tribal societies still hold true for the greater version of this creature, but the greater dopplegangers tend to lead any collection of their kind (both greater and lesser). While they may ally with others, greater dopplegangers refuse to be controlled or led by anyone or anything other than one of their own. The greater doppleganger has a unique society in and of itself, since it absorbs the minds and personalities of its victims, and these are active whenever the shapechanger uses that particular form. When the victim's form is worn, the creature has all of the victim's physical and mental and magical abilities (though not clerical, since these gifts are determined from above); greater dopplegangers can even absorb the identities of paladins, though all healing and special abilities beyond fighting skills are lost. Greater dopplegangers can absorb up to eight separate and distinct identities; if they attempt to absorb more identities beyond that, there is a 50% chance that one of the creature's absorbed identities is lost in favor of the new one. If the doppleganger has to perform actions that run counter to its identity's alignment, it needs to change form or is immediately forced into its base form for 1-10 rounds. In its base form, it has limited access to all the memories of its identities (use of known languages, general information); the greater doppleganger is incapable of manifesting another person's identity when in another form. Regardless of its form, a greater doppleganger can use magical items, provided it knows how they function. Like their lesser cousins, there are greater doppleganger spellcasters, they can become shamans of up to 8th level or wiccas of up to 6th level.

Terrain: Any

Dracimera

	Armor Class
	0

	Hit Dice
	12*(L)

	Move
	100'(33')

	     Flying
	150'(50')/MF 1/5(b)

	Attacks
	2 claws/2 horns/2 bites

	Damage
	1d3/1d3/1d4/1d4/1d12/1d12

	No. Appearing
	1(1)

	Save As
	F12

	Morale
	8

	Treasure Type
	F

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	2,125


Monster Type: Monster (Very Rare)

The dracimera is the magical offspring of a chimera and a Chaotic dragon. It has a dragon head up front surrounded by a lion's mane (like the mantidrake), a lizard head with two goat's horns growing from the middle of its back, and a dragon head and neck like that of its dragon parent growing where a lion's tail would be. The lizard head is blue-green with the amber eyes and ocher horns of the chimera. Wild dracimerae speak the language of their dragon parent, with some halting knowledge of the language of red dragons (provided their draconic parent is not a red dragon).

The dracimera is perhaps the deadliest of the known dragon hybrids. In physical combat, it attacks six times in a single round. It strikes with both forelegs (1d3 points of damage each), butts with both goat horns (1d4 points of damage each), and bites with its front and back dragon heads (1d12 points of damage each). Its breath weapon is the same as that of its dragon parent, and the dracimera can use it three times per day. This weapon is divided up among the three heads, with each head able to use it once per day. If one head does not use its "share" the other heads do not gain "extra" uses. Damage done by the dracimera's breath weapon is equal to the beast's current hit point total. The dracimera is resistant to attack forms that resemble its breath weapon in the same way as dragons are. Finally, dracimerae do not suffer any additional damage or effects from weapons or items specifically designed to kill dragons. (A sword or an arrow of dragon slaying could not outright slay it. The dracimera would take all damage otherwise appropriate, however.)

	Dragon Parent
	Breath Weapon

	Black
	Jet of acid 5 feet wide, 60 feet long; victim takes half damage if successful save vs. breath weapon is made.

	Green
	Green Cloud of chlorine gas 50 feet long, 40 feet wide, and 30 feet high; half damage if save is made vs. breath weapon.

	Red
	Red: Cone of fire 5 feet at mouth, 90 feet long, 30 feet wide at cone's widest; half damage if save is made.

	Amber
	As green or red.


A wild dracimera lives in the same tropical regions as its chimera parent. Such dracimerae are solitary creatures, coming together to mate only once in a single decade. A single young is born to a successful mating. Dracimerae live in the most remote and inaccessible regions of their hunting grounds, which cover at least 400 square miles. They hoard treasure much like their dragon ancestors, for much the same reasons. The wild dracimera is an ferocious predator and tolerates no other large carnivores or omnivores in its territory. It attacks intruders on sight. Although it hunts an area of no more than 25 square miles in a day, a dracimera can fly up to 100 miles a day and still return to its lair by nightfall. Unlike its chimera parent, the dracimera is a pure carnivore. However, it is generally not strapped for food due to this specialization, as its reptilian physiology enables it to go without eating for as long as a week. When it does find plenty of flesh, it gorges itself. Anything made of flesh and blood is fair game, particularly humans and humanoids, and the surprising number of giant artifacts in dracimera lairs is mute testament to dracimera combat power.

Terrain: Any Tropical

Dracohydra

	Armor Class
	2

	Hit Dice
	12*****(L)

	Move
	60'(30')

	     Flying
	210'(70')/MF 1/2(b)

	Attacks
	3 claws/1-5 heads

	Damage
	1d8/1d8/1d8/2d8 or special per head

	No. Appearing
	1 (1d4)

	Save As
	F12

	Morale
	7

	Treasure Type
	E, O, Sx2

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	5,625


Monster Type: Monster (Very Rare)

Dracohydras are hideous multiheaded winged monsters that combine the worst features of dragons and hydras. Some sages believe they are ancient offshoots of the pre-dragons that have been hibernating for millions of years; others believe they are the next step in the evolution of dragons. Still others think that they are the result of tampering by supernatural beings, such as Pearl or other Immortals. Dracohydras have been reported with two to five heads. Twenty-five percent of dracohydras have two heads, 50% have three heads, 15% have four heads, and 10% have five heads. The creatures are a muddy brown color, ranging to a lighter brown, almost a cream, on their bellies. Their eyes are red. They are typically 45' in length. Dracohydras speak their own tongue, a derivative of the language of dragons. Dracohydras can understand about half of what dragons say, and vice versa. Dracohydras know no other languages, but can be taught to understand the common tongue.

Dracohydras share the same attack routines as standard dragons. Each round, each of the creature's heads can either bite or use its breath weapon. Heads inflict 2d8 points of damage per bite. The creature's claw attacks inflicts 1d8 points of damage per claw. A dracohydra's total hit points are divided as follows: Half the points are assigned to the body (including the wings), and the other half are split evenly between the heads (for example, say that a three-headed dracohydra has a total of 72 hit points. Its body has 36 hit points, while each of its heads has 12). When a dracohydra head has been reduced to 0 hit points, the head "dies" and becomes useless. As soon as all heads are destroyed or the body is reduced to 0 hit points, the dracohydra is dead. In combat, 80% of successful frontal attacks against a dracohydra damage a head (random selection); only 20% hit the body. For foes attacking from the side, the odds are reversed: 80% of hits damage the body, while 20% hit a randomly selected head. Foes attacking from the rear always inflict damage to the body.

Dracohydras spit sprays of concentrated acid similar to the breath weapon of a black dragon. The acid stream is 3 feet wide and extends 40 feet in a straight line from the creature's head. All creatures caught in this stream must roll successful saving throws vs. breath weapon for half damage. Each head is able to use its breath weapon independently. The breath weapon causes 4d6 points of damage. This means that a five-headed dracohydra is an incredibly daunting foe, since each of its five heads can inflict 4d6 points of damage. Dracohydras use their special abilities at 8th level. Dracohydras have the following innate powers: an innate immunity to acid, wall of fog twice per day, darkness three times per day, stinking cloud twice per day, cloudkill once per day. 

Wild dracohydras are found in remote mountainous regions far from civilization. They prefer snow-covered peaks around which violent storms often play. Dracohydras are rapacious, selfish, and ferocious. Their low Intelligence makes it difficult for them to plan or think in an abstract manner, so their behavior is most often direct. Basically, these beasts are bullies, killing any intruders into their territories even if they are not hungry at the moment. If faced by a strong foe that will not back down, they often run away. Conversely, they enjoy playing with a weaker foe before killing it. This easily manipulated predilection makes them excellent tools of evil powers. These powers most commonly

use dracohydras as stationary guards of sites important to them. These include secret passageways, treasure or magical item caches, or the ruling member's (or members') inner sanctum. Dracohydras are by preference solitary, associating with others of their kind only to mate. Offspring remain with the parents only until they reach the young age category. They then either head out on their own or - rarely - challenge one of their parents for its hoard. Parents protect their offspring, but not at the cost of their own lives. Should it look as though continued defense might mean death, the parents flee. Any encounter with more than one dracohydra is with a mated pair with one or two offspring of 4 HD (no breath weapon). Dracohydras hate all other dracoforms. If they think they can get away with it, they will attack other dracoforms on sight. Dracohydras also have no love for humans, demihumans, and humanoids. They sometimes enslave these smaller creatures, but the period of servitude never lasts long before the dracohydra gets hungry and eats its slaves. Like all draconic creatures, dracohydras can consume almost anything, including nonliving materials such as rocks or gems. They have a rapidly mounting, voracious hunger that they prefer to satisfy with fresh meat. The dracohydra must be kept near a large food supply such as a herd of grazing animals or other large, easily tractable beings. The dracohydra is a distinct species, not a variety of hybrid creature such as the dracimera, mantidrake, or wyvern drake (its statistics remain stable for its species and do not vary according to its parentage). The main enemies of dracohydras are storm giants, stone giants, and red dragons - who consider the flesh of the creatures' young to be a delicacy. Also, due to their low Intelligence, brutish nature and physical form, clerics and shamans of The Great One consider these creatures to be a mockery of their patron, and will destroy them whenever possible.

Terrain: Mountain, Barren

Dracolich

	Armor Class
	As in life + see below

	Hit Dice
	As in life + **(L)

	Move
	As in life

	Attacks
	As in life

	Damage
	As in life + see below

	No. Appearing
	1(1)

	Save As
	As in life

	Morale
	see below

	Treasure Type
	B, H, S, T

	Intelligence
	9-15

	Alignment
	Chaotic

	XP Value
	calculate according to HD


Monster Type: Undead, Enchanted (Very Rare)

The dracolich is an undead creature resulting from the unnatural transformation of an evil dragon. A dracolich can be created from any Chaotic dragon subspecies. A dracolich retains the physical appearance of its original body, except that its eyes appear as glowing points of light floating in shadowy eye sockets. Skeletal or semi-skeletal dracoliches have been observed on occasion. A dracolich can detect invisible at will; it can also use clairaudiance at will within its lair. A dracolich can speak, cast spells, and employ the breath weapon of its original form; it can cast each of its spells once per day and can use its breath weapon three times per day. Additionally, a dracolich retains the intelligence and memory of its original form.

Dracoliches are immune to charm, sleep, enfeeblement, polymorph, cold (magical or natural), electricity, hold, insanity, and death spells or symbols. They cannot be poisoned, paralyzed, or turned by clerics. The Armor Class of a dracolich is equal to the Armor Class of its original form, bettered by -2 (for example, if the AC of the original form was -1, the AC of the dracolich is -3). Attacks on a dracolich, due to its magical nature, do not gain any attack or damage roll bonuses. 

Initially, a dracolich has the same morale rating as its original form. However, after a dracolich is successful in its first battle, its morale rating permanently becomes 11; this assumes that the opponent or opponents involved in the battle had a Hit Dice total of at least 100% of the Hit Dice of the dracolich (for instance, a 16-HD dracolich must defeat an opponent or opponents of at least 16 total HD to receive the morale increase). Once a dracolich receives the morale increase, it becomes immune to magical fear as well.

The gaze of the dracolich's glowing eyes can paralyze creatures within 40 yards if they fail their saving throws (creatures of 6th level {or 6 Hit Dice}or higher gain a +3 bonus to their saving throws). If a creature successfully saves against the gaze of a dracolich, it is permanently immune to the gaze of that particular dracolich.

The attack routine of a dracolich is similar to that of its original form; for example, a dracolich that was originally a green dragon will bring down a weak opponent with a series of physical attacks, but it will stalk more formidable opponents, attacking at an opportune moment with its breath weapon and spells.

All physical attacks, such as clawing and biting, inflict the same damage as the dracolich's original form, plus 2d8 points of chilling damage. A victim struck by a dracolich who fails a saving throw vs. paralyzation is paralyzed for 2d6 rounds. Immunity to cold damage, temporary or permanent, negates the chilling damage but not the paralyzation.

If a dracolich or proto-dracolich is slain, its spirit immediately returns to its host. If there is no corpse in range for it to possess, the spirit is trapped in the host until such a time -- if ever -- that a corpse becomes available. A dracolich is difficult to destroy. It can be destroyed outright by power word, kill or a similar spell. If its spirit is currently contained in its host, destroying the host when a suitable corpse is not within range effectively destroys the dracolich. Likewise, an active dracolich is unable to attempt further possessions if its host is destroyed. The fate of a disembodied dracolich spirit -- that is, a spirit with no body or host -- is unknown, but it is presumed that it is drawn to the planes of Entropy.

The creation of a dracolich is a complex process involving the transformation of an evil dragon by arcane magical forces. The process is usually a cooperative effort between the evil dragon and the wizards, but especially powerful wizards have been known to coerce an evil dragon to undergo the transformation against its will. Any Chaotic dragon is a possible candidate for transformation, although old dragons with spell-casting abilities are preferred. Once a candidate is secured, the wizards first prepare the dragon's host, an inanimate object that will hold the dragon's life force. The host must be a solid item of not less than 2,000 gp value resistant to decay (wood, for instance, is unsuitable). A gemstone is commonly used for a host, particularly ruby, pearl, carbuncle, and jet, and is often set in the hilt of a sword or other weapon. The host is prepared by casting enchant an item upon it and speaking the name of the dragon; the item may resist the spell by successfully checking for damage. If the spell is resisted, another item must be used for the host. If the spell is not resisted, the item can then function as a host. If desired, glassteel can be cast upon the host to protect it.

Next, a special potion is prepared for the evil dragon to consume. The exact composition of the potion varies according to the age and type of the dragon, but it must contain precisely seven ingredients, among them a potion of dragon control (of that particular type of dragon), a potion of invulnerability, and the blood of a vampire. When the evil dragon consumes the potion, the results are determined as follows (roll percentile dice):


Roll 
Result



01-10
No effect.



11-40
Potion does not work. The dragon suffers 2d12 points of damage and is helpless 




with convulsions for 1-2 rounds.



41-50
Potion does not work. The dragon dies. A full wish or similar spell is needed to 




restore the dragon to life; a wish to transform the dragon into a dracolich results in 




another roll on this table.



51-00
Potion works.


If the potion works, the dragon's spirit transfers to the host, regardless of the distance between the dragon's body and the host. A dim light within the host indicates the presence of the spirit. While contained in the host, the spirit cannot take any actions; it cannot be contacted nor attacked by magic. The spirit can remain in the host indefinitely.

Once the spirit is contained in the host, the host must be brought within 90 feet of a reptilian corpse; under no circumstances can the spirit possess a living body. The spirit's original body is ideal, but the corpse of any reptilian creature that died or was killed within the previous 30 days is suitable.

The wizard who originally prepared the host must touch the host, cast a magic jar spell while speaking the name of the dragon, then touch the corpse. The corpse must fail a saving throw vs. spell for the spirit to successfully possess it; if it saves, it will never accept the spirit. The following modifiers apply to the roll:


-10 if the corpse is the spirit's own former body (which can be dead for any length of time).


-4 if the corpse is of the same alignment as the dragon.


-4 if the corpse is that of a true dragon (any type).


-3 if the corpse is that of a firedrake, or wyvern


-1 if the corpse is that of a dragonne, dinosaur, snake, or other reptile.

If the corpse accepts the spirit, it becomes animated by the spirit. If the animated corpse is the spirit's former body, it immediately becomes a dracolich; however, it will not regain the use of its voice and breath weapon for another seven days (note that it will not be able to cast spells with verbal components during this time). At the end of seven days, the dracolich regains the use of its voice and breath weapon. If the animated corpse is not the spirit's former body, it immediately becomes a proto-dracolich. A proto-dracolich has the mind and memories of its original form, but has the hit points and immunities to spells and turning of a dracolich. A proto-dracolich can neither speak nor cast spells; further, it cannot cause chilling damage, use a breath weapon, or cause fear as a dracolich. Its strength, movement, and Armor Class are those of the possessed body.

To become a full dracolich, a proto-dracolich must devour at least 10% of its original body. Unless the body has been dispatched to another plane of existence, a proto-dracolich can always sense the presence of its original body, regardless of the distance. A proto-dracolich will tirelessly seek out its original body to the exclusion of all other activities. If its original body has been burned, dismembered, or otherwise destroyed, the proto-dracolich need only devour the ashes or pieces equal to or exceeding 10% of its original body mass (total destruction of the original body is possible only through use of a disintegrate or similar spell; the body could be reconstructed with a wish or similar spell, so long as the spell is cast in the same plane as the disintegration). If a proto-dracolich is unable to devour its original body, it is trapped in its current form until slain.

A proto-dracolich transforms into a full dracolich within seven days after it devours its original body. When the transformation is complete, the dracolich resembles its original body; it can now speak, cast spells, and employ the breath weapon of its original body, in addition to having all of the abilities of a dracolich.

The procedure for possessing a new corpse is the same as explained above, except that the assistance of a wizard is no longer necessary (casting magic jar is required only for the first possession). If the spirit successfully re-possesses its original body, it once again becomes a full dracolich. If the spirit possesses a different body, it becomes a proto-dracolich and must devour its former body to become a full dracolich.

A symbiotic relationship exists between a dracolich and the wizards who create it. The wizards honor and aid their dracolich, as well as providing it with regular offerings of treasure items. In return, the dracolich defends its wizards against enemies and other threats, as well as assisting them in their various schemes. Like dragons, dracoliches are loners, but they take comfort in the knowledge that they have allies.

Dracoliches are generally found in the same habitats as the dragons from which they were created; dracoliches created from green dragons, for instance, are likely to be found in subtropical and temperate forests. Though they do not live with their wizards, their lairs are never more than a few miles away. Dracoliches prefer darkness and are usually encountered at night, in shadowy forests, or in underground labyrinths.

Dracoliches are never hungry, but they must eat in order to refuel their breath weapons. Like dragons, dracoliches can consume nearly anything, but prefer the food eaten by their original forms (for instance, if a dracolich was originally a red dragon, it prefers fresh meat). The body of a destroyed dracolich crumbles into a foul-smelling powder within a few hours; this powder can be used by knowledgeable wizards as a component for creating potions of undead control and similar magical substances.

Terrain: see above

Dragger

	Armor Class
	0

	Hit Dice
	2**(L) to 6**(L)

	Move
	120'(40')

	     Burrowing
	90'(30')

	Attacks
	see below

	Damage
	3d4/round

	No. Appearing
	1d6 (1d6)

	Save As
	F2-F6

	Morale
	12

	Treasure Type
	L

	Intelligence
	5

	Alignment
	Neutral

	XP Value
	30, 65, 175, 425, or 725


Monster Type: Monster (Very Rare)

Like their cousins the galeb duhr, draggers resemble boulders (15' across), with a single pair of appendages acting as both hands and feet and with huge mouths that seem mere fissures in rock when closed. Draggers are natives of the Plane of Elemental Earth and are able to propel themselves through stone.

A dragger typically "floats" in a section of floor, camouflaging itself through its ability to create hallucinatory terrain at will in a ten-foot-square area centered on itself. Anything stepping upon the hidden dragger risks being swallowed by the creature's gaping maw (such a target is considered to be AC 9, adjusted by Dexterity bonuses). If the initial attack fails, the dragger will submerge beneath the ground to a place of safety, returning to the same spot 2d4 turns later. Should the attack succeed, the dragger's target will have one or more appendages (usually feet) trapped in the creature's jaws. On the following round, the dragger will momentarily loosen its grip as it attempts to swallow the victim. A successful saving throw vs. paralyzation indicates that the prey manages to wriggle free at this time; each being helping the victim adds a +1 bonus to the roll. Should the save be unsuccessful, the prey is sucked into the dragger's gullet. On the next round, the dragger sinks into the ground to enjoy its meal safe from harm. Should the creature be slain before it withdraws, captured prey can be freed in 14 rounds but suffers 3d4 hit points of damage per round from the dragger's corrosive digestive juices. Draggers can digest virtually anything except gems (their treasure, if any, consists of gems carried by previously swallowed victims). Draggers can be struck by any sort of weapon, although edged and piercing weapons do only half damage. Spells don't affect draggers, except as follows: magic missile inflicts normal damage; move earth causes the dragger to immediately depart for 14 turns, first releasing any prey not already swallowed; stone to flesh lowers a dragger's Armor Class to 9 for the spell duration, immobilizing the creature if it is submerged in stone at the time (if only partially submerged, it can force itself out of the stone in 1 round at the cost of 2d4+2 hit points abrasion damage); stone shape can be used to force a dragger's jaws through one involuntary movement and then hold it in the new position for the spell duration (in other words, to either hold the jaws shut or to force the dragger to open wide and disgorge a swallowed victim); and dissolve fully heals the creature (they otherwise heal 1 lost hit point per day, as many other creatures do).

Draggers are solitary, sexless hunters. When they reach an unstable size (i.e., above 6 HD) through diligent devouring, they split to form two to four smaller (2 HD) draggers, expelling all previously ingested gems in the process. The new individuals may stay together for a time but as they grow they move apart to find their own hunting grounds. They have no social interaction but never fight each other; if two draggers encounter each other in an area heavily trafficked by prey they may feed side by side for a time, but otherwise they'll always instinctively move apart. Draggers have been known to go dormant for long periods of time, hiding inside solid rock and ignoring food nearby; no good reasons for this behavior has yet been offered.

Draggers are carnivores, eating all manner of birds, reptiles, and mammals. They ignore most plants, devouring only ambulatory sorts, but avidly swallow fungi. They otherwise place no value judgments on food: edible is edible, and a dragger won't choose a larger or more formidable meal over a lesser (or vice versa). Regardless of the size of prey it eats, a dragger will try to devour prey only once every three hours or so, ignoring other possible targets after one try (successful or not). They are capable of going months if not years between meals.
Terrain: Caverns, Plane of Earth

Dragon, Crimson
	
	Small
	Large
	Huge

	Armor Class
	0
	-2
	-4

	Hit Dice
	9**(L)
	13+3***(L)
	18****(L)

	Move
	60' (20')
	90' (30')
	120' (40')

	     Flying
	240' (80')/MF 3(b)
	300' (100')/MF 1(b)
	360' (120')/MF 1(b)

	Attacks
	
	
	

	     Ground
	2 claws/1 bite
	2 claws/1 bite
	2 claws/1 bite 

	     Air
	Up to 6 (see blue dragon)
	Up to 6 (see blue dragon)
	Up to 6 (see blue dragon)

	Damage
	As blue dragon
	As blue dragon
	As blue dragon

	No. Appearing
	1 (1)
	1 (1)
	1 (1)

	Save As
	F9
	F27
	F36

	Morale
	10
	11
	11

	Treasure Type
	H
	Hx2, I
	Hx3, Ix2

	Intelligence
	9
	12
	15

	Alignment
	Chaotic
	Chaotic
	Chaotic

	XP Value
	3,000 + 700/ability
	5,500 + 1,000/ability
	8,875 + 1,350/ability

	Spells, chance of talking and chance of sleeping: as blue dragon


Monster Type: Dragon (Very Rare)

Found only on the Savage Coast, crimson dragons are thought to be a variant of the red dragon, possessing similarities in both color and physical characteristics. Crimson dragons are born with the deep, dull red coloring of a mature red dragon. As they grow older, their scales grow larger and thicker, turning such a dark crimson that they seem black. The scales also take on a metallic sheen—not shiny, but more of a polished sheen. This coloring greatly resembles cinnabryl. The crimson dragon always looks out for its own best interests, seeking power of any kind—be it treasure, territory, or ability. Following this, they are always looking to expand their repertoire of cinnabryl abilities, which they possess in abundance.

Crimson dragons are affected by the Red Curse, often gaining multiple abilities. Their control over these abilities is phenomenal. A crimson dragon does not gain its first ability until it depletes at least one ounce of cinnabryl with its breath weapon. Strangely, when abilities manifest in crimson dragons, they drain no attribute points. Small crimson dragons are assumed to possess 1d4–1 abilities (contamination degree 4). Large dragons possess 2d4-2 abilities (as for contamination degree 7) and huge dragons possess 3d4-3 abilities (contamination degree 10).

Crimson dragons never attack right away, preferring to toy with their opponents. They are masters of showmanship, bursting out of the brush or rising from the waters of a lake. Quite often, a crimson dragon will trigger several abilities or spells, in no particular direction, to provide a kind of magical fanfare for its emergence. Then it might draw a claw back, as if attacking, only to scratch at the side of its head in a presentation of nonchalance. Another favorite ploy is to draw in a deep breath, as if preparing for a breath weapon attack, and then watch the normally cool temperaments of adventurers shatter as they scramble about, diving for cover. This type of dragon is famous for being able to humiliate the most stalwart of opponents. When an attack does come, the crimson dragon might use any of the dragon combat abilities. Tail slaps and wing buffets are good for raising the level of disarray. When finally ready to cause serious damage, its claw and bite combination takes down most opponents. It will never use its breath weapon before at least one feint, unless it has reason to believe (by way of how its opponents react to its appearance) the adventurers are expecting it. If so, it will use its breath weapon and feint later.

The breath weapon of a crimson dragon is a cone 100 feet long, 5 feet wide at its base, and 50 feet wide at its end. The breath weapon depletes all cinnabryl caught in the blast (therefore ruining any essence of cinnabar as well). For each ounce of cinnabryl depleted with its breath weapon, there is a cumulative 3% chance that the crimson dragon will instantly gain a new ability and 1 degree of contamination.

A crimson dragon is truly a solitary creature. It maintains its own lair, never sharing with a mate. If more than one crimson dragon is encountered, it is almost always a mother with its young. Crimson dragons have one to three young, which are raised by the female and driven out of the lair before they reach small size. Crimson dragons are very intelligent and cunning, allowing the young to survive on their own this early. Crimson dragons can be found almost anywhere in the cursed lands of the Savage Coast. They never travel extremely high into the mountains, but they do like caves. Their lairs are often found along foothills or at lower mountain elevations. A crimson dragon might even dig out a lair, tunneling down into the soft earth of a temperate forest or in the plains. Though they avoid heavily traveled routes, the malevolent desire to deplete cinnabryl keeps them fairly close to civilization.   Because they like to travel about, crimson dragons often have more than one lair. They visit each region along the Savage Coast about once every few years. However, only one lair will possess its treasure hoard. The dragon carries all useful magical items and a few expensive baubles with it, sealing up its main lair when leaving. They never leave their treasure lying about to be discovered. A typical hoard will be hidden in the bottom of a deep cavern pool or in a collapsed section of a cave; it would be guarded by some animal and the mouth would be carefully hidden. If the lair was dug in soft ground, the dragon carefully fills it back in, leaving no trace of its passage. Crimson dragons use their treasures and abilities to gain control over other intelligent creatures. Their personal goals are varied and secret, but these goals almost always include the domination of others. Also, crimson dragons tend to be slightly paranoid at times, even inventing a rival if one is not immediately apparent.

A crimson dragon has quite an impact on the environment. First, it is a predatory hunter whose only enemies are the araneas, other dragons, and humanoids. It works to gain treasure and authority and seeks to deplete cinnabryl in any form it can be found. Crimson dragons see depleting cinnabryl as both their personal road to greater power (by gaining more abilities) and a way to foil the araneas who need the magical metal to avoid seed of cinnabar's effects. Of course, most humanoid races know only that these dragons are ruining natural deposits of cinnabryl wherever they find them. This alone makes them worth hunting in the eyes of most Savage Coast residents. 

Terrain: Any area affected by the Red Curse

Dragon, Faerie

	Armor Class
	5

	Hit Dice
	3*****(S)

	Move
	60'(20')

	     Flying
	240'(80')/MF 5(a)

	Attacks
	1 bite

	Damage
	1d2

	No. Appearing
	1d6 (1d6)

	Save As
	E3

	Morale
	7

	Treasure Type
	N, O, U

	Intelligence
	17

	Alignment
	Chaotic

	XP Value
	110


Monster Type: Dragon-Kin (Very Rare)

An offshoot of the drake, the faerie dragon lives in peaceful, tangled forests and thrives on pranks, mischief, and practical jokes. Faerie dragons resemble miniature dragons with thin bodies, long, prehensile tails, gossamer butterfly wings, and huge smiles. Their colors range through the spectrum, changing as they age, from the red of a hatchling to orange, yellow, green, blue, violet, and finally black. The hides of females have a golden tinge that sparkles in the sunlight; males have a silver tinge. All faerie dragons can communicate telepathically with one another at a distance of up to 2 miles. They speak Fairy, Elvish, and the language of the birds and animals in their area.
Faerie dragons can become invisible to mortals at will, and can attack, use spells, and employ breath weapons while invisible. They attack as 4-HD monsters, biting for 1-2 points of damage. Most (65%) faerie dragons employ magic-user spells as a 16th level magic user; 35% employ fairy-charms as 14-th level sprites. Almost all spells are chosen for mischief potential. The two most common spells of faerie dragons are water breathing and legend lore; other favorites include ventriloquism, unseen servant, forget, suggestion, distance distortion, limited wish, obscure, growth of animals, and animate object. A faerie dragon usually begins its attacks by turning invisible and using its breath weapon, a 2-foot-diameter cloud of euphoria gas. A victim failing a saving throw vs. breath weapon will wander around aimlessly in a state of bliss for the next 3d4 minutes, during which time he is unable to attack and his Armor Class is decreased by 2. Even though he is unable to attack, the victim can keep his mind on the situation if he succeeds on an Intelligence check (by rolling his Intelligence score or less on 1d20) each round; if he fails an Intelligence check, he completely loses interest in the matters at hand for the duration of the breath weapon's effect. Faerie dragons avoid combat and never intentionally inflict damage unless cornered or defending their lairs. If attacked, however, they engage in spirited defense, ably supported by sprite and pixie friends, until the opponents are driven away.

Faerie dragons make their lairs in the hollows of high trees, preferably near a pond or stream, because they are quite fond of swimming and diving. They often live in the company of a group of pixies or sprites. Faerie dragons take advantage of every opportunity to wreak mischief on passers-by, frequently using forest creatures to help them in their pranks. Though many of these pranks are spontaneous, months of preparation can go into a single, spectacular practical joke. However, these beings are not evil, and pranks will not be malicious (at least by fairy standards) except against enemies. A tell-tale giggle, which sounds like the tinkling of tiny silver bells, often alerts potential victims to the presence of invisible faerie dragons. Faerie dragons eat fruit, vegetables, nuts, roots, honey, and grains. They are especially fond of fruit pastries and have been known to go to great lengths to get a fresh apple pie.
Terrain: Woods

Dragon, Ghost*

	Armor Class
	0

	Hit Dice
	20*****(L)

	Move
	90'(30')

	Attacks
	2 claws/1 bite/1 tail

	Damage
	1d10+10/1d10+10/2d10+10/2d12+10

	No. Appearing
	1(1)

	Save As
	F20

	Morale
	see below

	Treasure Type
	up to Hx3, Ix2 (see below)

	Intelligence
	15

	Alignment
	Neutral

	XP Value
	13,675


Monster Type: Undead (Very Rare)

A ghost dragon is a sinister-looking, semitransparent figure. It resembles whatever dragon type it was in life. All ghost dragons are a swirling murky gray, and they always speak in quiet whispers. A ghost dragon is sometimes created when a Huge dragon is slain and its hoard looted. In many cases, the dragon died defending its hoard and home. The tie between a dragon and its hoard, however, goes far beyond mere human greed or dwarven avarice. The dragon will haunt its former lair until it manages to accumulate enough treasure to equal the value of its vanished wealth; then it will depart and rest in peace. Ghost dragons never stir from their lairs. They are less belligerent than their living kin, but more obsessive. In many ways they resemble revenants more than true ghosts, except that they have no interest in revenge. All a ghost dragon thinks about is its treasure. Unfortunately for intruders, in the ghost dragon's mind, any and all valuables brought into its lair fall into this category. Since a ghost dragon can find peace only if it succeeds in rebuilding its lost hoard, it will demand trespassers hand over any treasure they are carrying - gold, jewelry, magical items, etc. The creature will allow polite adventures to keep 10% of their possessions (a procedure it calls "tithing") and will answer questions they might have regarding neighboring monsters or events it knew about in its lifetime. Those who refuse to turn over their valuables are savagely attacked.

A ghost dragon has several different attack modes, and since it is an exceptionally intelligent creature, it will always choose the combination that will best achieve its goal. Ghost dragons have a powerul fear aura. Victims of a ghost dragon's aura must make two saving throws, both at a -4 penalty: one vs. petrification to avoid aging 10-30 (1d3x10) years, and a second vs. spell to avoid cowering in terror for a full turn (10 rounds). Note that the aura affects all in the dragon's lair at the time it appears, including beings normally immune to fear effects. A ghost dragon never ambushes intruders; it uses its aura first to get their attention and give them a chance to hand over their wealth without a fight. If they refuse and attack the ghost dragon, try to leave, or (worse yet) attempt to steal some of its remaining treasure, it begins its assault. In addition to its aura, a ghost dragon has a claw/claw/bite/tail-slap sequence daunting to even the toughest warrior. Not only can it inflict up to 104 points of damage in a single round, but each successful hit requires the victim to make a saving throw vs. death magic or lose two levels to an energy drain. Further, the limb struck (determined randomly) is affected as if struck by the withering power of a staff of withering: It shrivels and becomes useless unless the victim successfully saves vs. spell. The ghost dragon also has a breath weapon it can use three times before it must desist 12 rounds to renew its internal energies (at which time it can breathe three more times). The breath weapon is a cloud of gray mist 50-feet long, 40-feet wide, and 30-feet high that ages any creature caught in it as follows: humans, halflings, half-elves, most humanoids 1d100 years; dwarves 3d10׳10 years; gnomes 6d10׳10 years; and elves 1d100x10 years. Ghost dragons are immune to all spells cast by nonethereal opponents and all weapons of less than +3 enchantment. They are immune to charm, sleep, hold, and all mind-control magic, even if the caster is on the Ethereal Plane. They cannot be turned by clerics; they are also immune to holy water. If a ghost dragon is killed by damage or magic, it simply reforms 48 hours later and resumes its attempts to build its hoard. Most adventurers who have encountered a ghost dragon have found out that it is better to give the creature what it wants. The experience point values for dealing with ghost dragons reflect its unusual nature. The only way to lay a ghost dragon to rest permanently is by giving it treasure. Once it has gathered enough wealth to replace its lost hoard in gp value (it need not literally be the exact treasure the dragon hoarded while alive), it will whisper a quiet "thank you" and disappear forever, never to return to the Prime Material again, leaving the accumulated treasure behind for anyone who wants it. Laying the dragon to rest grants the full XP value. Defeating it in combat gains 4,500 XP.

Ghost dragons are solitary creatures haunting the desolate ruins of their empty lairs. They can be found anywhere a live dragon would secure its most prized possessions, but always in dark, underground, or indoor places. As intelligent creatures, they enjoy the occasional conversation with intruders, but never allow themselves to be talked out of the treasure they need. Since only the eldest dragons (huge dragons) possess the will to continue to exist beyond death as ghost dragons, and since most ghost dragons spend centuries if not millennia in that state, they can be valuable sources of information about the past - for those adventurers willing to pay their price. It is rumored that living dragons sympathize with the anguish that the ghost dragons feel over their plundered wealth and often help their departed kin by sending potential treasure their way in the form of unwary adventurers. 

Like most incorporeal undead, ghost dragons play no part in the living world, nor do they need to eat or sleep. Ferocious predators in life, in death they completely drop out of the local ecology. They do, however, play a large part in the economy of the regions they inhabit, as their "tithing" of passing adventurers tends to deplete both cash and surplus magical items in those areas (an enterprising DM can use a ghost dragon to curb runaway inflation in a campaign world). Of course, after a ghost dragon regains ieitsls treasure and passes on to its afterlife in the planes, all the above-mentioned treasure remains behind to taken again by those with the courage. 

Terrain: as in life

Dragon, Phase

	Armor Class
	2

	Hit Dice
	4***(S)

	Move
	60'(20')

	     Flying
	240'(80')

	Attacks
	1 bite

	Damage
	1-4

	No. Appearing
	0 (1-2)

	Save As
	M8

	Morale
	5

	Treasure Type
	(Vx2), E

	Intelligence
	12

	Alignment
	Chaotic

	XP Value
	225


Monster Type: Dragon-Kin (Very Rare)

This small, rare "dragon" is actually a cousin of the drakes, though it lacks shapeshifting abilities and invisibility to mortals. It looks like a small dragon of a glossy, light blue-gray color, with mother-of-pearl wings. It can be found almost anywhere, though it prefers sparsely inhabited areas around forests. Its lair can be found in caves and stout, hollow trees. The dragon has a phasing ability which allows it to shift out of phase with its surroundings in a similar fashion to a phase spider; it uses this power when attacking or attacked. While phasing, the dragon always wins initiative and is 75% likely to phase out before it can be attacked, though hasted creatures can attack it normally. The dragon will bring itself into phase in order to attack with bite or breath. When out of phase, it can be affected only by attacks in the Ethereal plane; it can be seen only with detect invisible or similar spells. Since phase dragons hate to fight, the prefer to use their breath weapon first in an unfriendly encounter and then escape. Its breath (usable once per round) is a 10' diameter cloud of white gas that causes anyone within it failing a save vs. dragon breath to become confused, as per the confusion spell. All phase dragons can use magic, casting four spells of first level and four of second level. They speak the dragon tongue, and are 75% likely to speak the common local language as well. Phase dragons also have the innate ability to detect invisible. Though phase dragons are extremely Chaotic, they are never evil.

Terrain: Any
Dragon, Red Hawk

	Armor Class
	-2

	Hit Dice
	11****(L)

	Move
	90' (30')

	     Flying
	360' (120')/MF 1(b)

	Attacks
	2 claws/1 bite

	Damage
	1d6/1d6/4d6

	No. Appearing
	0 (1d3)

	Save As
	F9

	Morale
	10

	Treasure Type
	F, Vx2

	Intelligence
	13

	Alignment
	Lawful

	XP Value
	4,600 + 1,100/extra ability


Monster Type: Dragon-kin (Rare)

The red hawk dragon is native to the Arm of the Immortals Peninsula, but occasionally it is seen flying over the western lands of the Savage Coast. For obvious reasons, it is referred to as the "feathered dragon".  This creature is smaller and less bulky than most true dragons. Its body is fairly streamlined for a creature of this size, tapering quickly into a stubbed tail. It uses its huge, powerful rear legs and versatile claws to walk around, while its forward arms are shorter and more useful in manipulative work than locomotion. The head of the red hawk dragon is angular, and the upper half of its mouth is hardened and pointed much like a beak. Red hawk dragons are born covered in thick, bright red down, which later transforms into large, red feathers. During the dragon's juvenile years, scales start coming in, first covering critical locations, such as its chest and the brow ridges on its head. As it matures, the scales thicken and turn from a bright red to a reddish-brown, and the feathers turn dark red. By the time it reaches the young adult stage, most of the head is scaled except for a few decorative lines of feathers, and the chest and legs are completely scaled. The body is armored in several areas with large scales, leaving borders of small scales covered with feathers around the chest and down the back. The wings and tail stay fully feathered. Red hawk dragons speak a common language among themselves. They also have a 35% chance to communicate with any other intelligent creature. Red hawk dragons also know the languages of the ee'aar and the enduks.

Red hawk dragons usually gain a single cinnabryl ability (contamination degree 2) upon maturity. Some, however, have managed to gain multiple abilities. Despite the abilities, red hawk dragons never require cinnabryl.

On the ground, a red hawk dragon attacks with its bite and upper claws. If airborne, it rakes with its powerful rear claws for 2d6 points of damage each. If both rear claws hit and the target is less than 25 feet long, the dragon can hold the target immobile and carry it off. While gripping a target, the dragon gains a +5 attack bonus with its bite. A successful open doors roll can force open one claw per round.  Three times per day, the red hawk dragon can use a fiery breath weapon, 12d6 points of damage. While these creatures are immune to fire, they take double damage from all cold-based attacks.

Red hawk dragons are thought to be a cross between red dragons and giant rocs. They live only on the Arm of the Immortals Peninsula, though at times they can be found ranging out away from their familiar mountain habitat. Red hawk dragons are social creatures, living in communities with others of their kind, though they often hunt solo. The communities sometimes number more than a dozen dragons—not including young. They mostly live in large caves. However, in the right conditions, they might take over an entire valley hidden deep within the mountains. They hunt along the slopes and plateaus but will sometimes venture beyond the mountains on extended hunting sprees. Inside the community, each red hawk dragon takes one mate and raises at least one set of young, ranging from two to four baby dragons. Though the parents are completely responsible for their young to begin with, after their first few years the entire community takes responsibility by helping with the young dragons.

Red hawk dragons have no particular desire for wealth or power, though they do collect treasure. Proud of their lineage, they will suffer no affront to their collective dignity. They are the governing predator of their mountains, and any source of rivalry or impertinence is likely to find itself up against the entire community rather than just one dragon. They are on fairly good terms with the winged races of the ee'aar and enduk, and they remain neutral in regards to others. They hunt only creatures of Low intelligence or below.

Terrain: Mountain

Dragon, Savage Coast (General)

Legends of dragons—if not the dragons themselves—abound along the Savage Coast. Some legends tie the fall of the dragon race in with the origins of the Red Curse; others say that the Curse is what drove them away. Whatever the truth, certainly fewer species of dragon live along the Savage Coast than in other areas of Mystara. The ones which remain, however, do seem to have greater renown.

The dragons of Mystara are still known within the Savage Coast and surrounding lands, but the races of the Savage Coast are also familiar with accounts and legends of some dragon types not found elsewhere. Any changes to the conventional dragons—black, red, gold, crystalline, etc.—are noted below, having to do with cinnabryl abilities and attitudes. 

History
Long before the Red Curse (over 1,500 years ago), all types of dragons roamed the lands of the Savage Coast. Then came "the conflict," as it is referred to by those who know the truth. The dragons warred with the araneas, the spider race masquerading as humanoids in Herath, over the araneas' abusive treatment of the wallaras. Though the dragons were led by The Great One, their Immortal patron dragon, the araneas' great magic held them off until The Great One was considerably weakened and forced to withdraw. Very little was accomplished in this war except for a permanent animosity. The Great One unleashed the final power necessary to form the Red Curse into what it is today, but aranean magic was able to contain it to a remote, underpopulated area in the Savage Baronies.

The dragons and araneas lived in uneasy coexistence after this, lashing out at each other when the opportunity arose, but neither side made any actual progress toward victory. Many dragons eventually began relocating away from the Savage Coast, concerned with the effects of the Red Curse. By this time, the curse had also already brought about the creation of a new type of dragon: the crimson dragon. Currently, conventional dragons are much rarer on the Savage Coast than elsewhere in Mystara. Those that do remain are often there to complete specific goals. With some, this goal is the continued conflict with the Herathians, but most remaining dragons view the Savage Coast as an area rich with opportunity for personal gain.

Dragons and cinnabryl
Dragons (except for crimson dragons) are unaffected by the Red Curse. However, they can use essence of cinnabar to gain Legacies.

With their memories and long lifespans, dragons house a wealth of information concerning the origins of the Red Curse. They are very careful who they talk to and how much they will say, however, since things could always be made worse. Also, explanations would include revealing the conflict between the dragons and araneas, which is a private matter.

Attitudes
Dragons of the Savage Coast have also been influenced by the swashbuckling culture that flourishes here. Some of them find it humorous and mock the grandiose posturing of the adventurers, contriving to make them look cowardly instead of brave, foolish instead of brash. Others appreciate the theatrics involved; these dragons sometimes work on improving their own performance to elevate their reputations and command more respect. In either case, these theatrics give adventurers that much more time to react. Swooping down from the sky and destroying the adventurers with one blast of a breath weapon might be expedient, but it lacks both true panache and humiliation for the characters. Games of cat and mouse, whether with words or weapons, are much more likely to occur with Savage Coast dragons.

Dragon, Silver

	
	Small
	Large
	Huge

	Armor Class
	2
	0
	-2

	Hit Dice
	5**
	10***
	15****

	Move
	90' (30')
	120' (40')
	150' (50')

	     Flying
	240' (80')
	300' (100')
	360' (120')

	Attacks
	
	
	

	     Ground
	2 claws/1 bite
	2 claws/1 bite
	2 claws/1 bite

	     Air
	Up to 6
	Up to 6
	Up to 6

	Damage
	See Below
	See Below
	See Below

	Breath Cone
	90x30
	135x30
	180x30

	Number Appearing
	1d4 (1d4)
	1d3 (1d3)
	1d2 (1d2)

	Save As
	E5
	E10
	E10

	Morale
	10
	10
	10

	Treasure Type
	F
	Fx2, G
	Fx2, Gx2, O

	Intelligence
	9
	12
	15

	Alignment
	Lawful
	Lawful
	Lawful

	XP Value
	975
	4,750
	9,000


Monster Type: Dragon (Very Rare)

	Dragon Breath Weapon, Talking/Spell Use and Asleep

	
	
	
	

	Breath Weapon
	Breath Shape
	Chance of Talking/Spells
	Chance of Being Asleep

	Paralytic Gas
	Cone
	100%
	5%


	Damage
	
	

	
	
	

	Size
	Bite or Crush
	Claws, Kicks, Tail and Wings

	Small
	2d8
	1d4 each

	Large
	2d8+4
	1d6+1 each

	Huge
	2d8+8
	1d8+2


	Silver Dragon Spells

	
	1st
	2nd
	3rd
	4th
	5th
	6th

	Small
	5
	5
	4
	3
	-
	-

	Large
	5
	5
	5
	4
	3
	-

	Huge
	6
	6
	5
	5
	4
	4


Very rarely seen, silver dragons are similar in size to white and crystal dragons. They are the wizards of dragonkind, with spellcasting abilities superior to even gold dragons'. They are interested in locating and devising magical spells and items and spend great amounts of time in and around large communities and cities, especially those that lay along trade routes. Like golds, silver dragons can polymorph into a humanoid form. Silver dragons are restricted to one specific humanoid identity however. Usually this is elven or half-elven, as silver dragons may cast their spells in either form and elves are known for their magical inclinations.

The breath weapon of silver dragons is a cone of cold, paralytic gas. Creatures in the area of effect that fail their saving throw vs. breath weapon are paralyzed for 1 turn, as well as taking damage equal to the dragon's current hit point total. Those making the save are slowed for 5 rounds (as the spell) and take half damage.

Silver dragons lair in mountains near a large city. They travel far afield in search of food, so as not to attract attention of a dragon in the area. They are atypical of most others of their kind as they thrive on the company of the mammal races, especially humans and elves. Most silvers have a wilderness lair and a "lair" in a nearby town.

Silver dragons have all the standard attack and defense modes of all dragons (Rules Cyclopedia p170). 

Terrain: Settled, Mountains

Dread Warrior

	Armor Class
	2-4

	Hit Dice
	4(M)

	Move
	90'(30')

	Attacks
	1 blow or one weapon

	Damage
	1d8+2 or by weapon +3

	No. Appearing
	1d12 (1d12)

	Save As
	F4

	Morale
	11

	Treasure Type
	Nil

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	125


Monster Type: Undead (Very Rare)

Dread warriors are a form of undead created by Chaotic mages. They can be produced from any warrior of at least 4th level who’s been dead less than 24 hours. Dread warriors may be turned by clerics as wraiths. A raise dead spell utterly destroys a dread warrior, while a raise dead fully spell allows the dread warrior to save vs. spell. Failure indicates the undead creature is destroyed. Success means that the warrior is returned to life, as per the spell. 

Dread warriors are capable of following instructions of up to 12 words in length. For every word beyond, there is a cumulative 5% chance that the order will be misinterpreted. 

Dead warriors retain the desire for combat, and are both strong and skilled. They have 18 Strength, but they gain no attack-roll bonus. They do still have the +3 damage-roll bonus however. They are armed with whatever melee weapons they possessed while alive; dread warriors are no longer dexterous enough to make use of bows of any type. They can hurl javelins or spears, but suffer a –4 attack penalty. 

Dread warriors exist solely as soldiers and guards for their wizards

Terrain: Any

Drider

	Armor Class
	3

	Hit Dice
	6+6***(L)

	Move
	120’(40’)

	Attacks
	1 bite or 1 weapon

	Damage
	1d4 + see below or by weapon

	No. Appearing
	1d4(1d4)

	Save As
	E6

	Morale
	8

	Treasure Type
	L, Tx2

	Intelligence
	12

	Alignment
	Chaotic

	XP Value
	1,250


Monster Type: Monster (Very Rare)

These strange creatures have the head and torso of a Schattenalfen elf and the legs and lower body of a giant spider. Driders are the results of Schattealfen who have betrayed Atzanteotl, and were transformed in an elaborate and lengthy ceremony as punishment. Driders are able to cast spells as normal elves. A majority of driders (85%) were of 6th or 7th level before they were changed, all other driders were mages of 8th level. Regardless of level, driders always have 6+6 Hit Dice and save as elves of 6th level. They often use swords or axes, though many carry bows. Driders can bite for ld4 points of damage, and those bitten must save vs. poison with a -2 penalty or be paralyzed for 1-2 turns. Like Schattenalfen, driders cannot tolerate sunlight. Unless covered, driders suffer 1 point of damage for each hour of exposure to the sun.

Because they have run afoul of Atzanteotl, driders are outcasts from their own communities. Driders are usually found alone or with 2d6 huge spiders (10% chance), rather than with elves or other driders. They are violent, aggressive creatures that favor blood over all types of food. They stalk their victims tirelessly, waiting for the right chance to strike.

Terrain: Caverns

Duhlarkin 

	
	Generic
	Wolveraven

	Armor Class
	see below
	4/5

	Hit Dice
	see below
	3+2(M)

	Move
	see below
	60'(20')

	     Flying
	
	120'(40')/MF 1/2(b)

	Attacks
	see below
	2 claws/1 bite

	Damage
	see below
	1d4+1/1d4+1/1d4+1

	No. Appearing
	1(1)
	1(1)

	Save As
	see below
	F2

	Morale
	see below
	8

	Treasure Type
	Nil
	Nil

	Intelligence
	see below
	1

	Alignment
	Neutral
	Neutral

	XP Value
	calculate by abilities
	50


Monster Type: Monster (Rare)

Duhlarkin are unique creatures created through the use of an animerge spell. This spell allows the caster to fuse two creatures together into one original, amalgamated form, allowing traits from each creature to remain dominant in its new singular form. The creature acquires basic attributes from each of the animals involved in the spell, from body shape and size to movement modes, speed, and attack and defense modes (all the above statistics). If the caster is a transmuter, the caster can choose which traits are adopted in the new form and create new ones if desired; if not, the creature created is randomly determined by the Dungeon Master. Any creature created by means of this spell is generically referred to as "Duhlarkin," named after the spell's creator. 

<SPAN id=pb>The combat tactics and weapons of a Duhlarkin are determined by the two core animals; choose particular attacks of each of the animals and those are the attack modes of the merged creature. Keep in mind that body shape determines and alters some attack forms (see "Wolveraven" below). 

<SPAN id=pb>The behavior patterns of a Duhlarkin resemble the dominant animal mind within it; for example, a bear merged with an eagle could produce a hibernating avian that is extremely protective of its territory (bear behavior). Unlike the results of many other polymorph spells, the creatures created by animerge can reproduce with other creatures of its kind (either another Duhlarkin or one of its source animals). Breeding a Duhlarkin with a source animal (for example, breeding a wolveraven with a large raven) has a 25% chance of producing a viable wolveraven (50% chance of raven offspring, 25% stillbom), and breeding two like Duhlarkin has only a 50% chance of creating live offspring (50% stillbom). 

Wolveraven: one of Duhlark's original creations, the wolveraven is a cross between a giant raven and a wolverine. The wolveraven has a seven-foot wingspan, and its hind claws are strong enough to carry a small halfling (or claw at one twice, the wolverine's claw damage increased to ld4+l due to the raven's superior leg strength). Its most damaging attacks are its bite and the bone spurs along the upper edge of its wings. A wolveraven can perform a swooping dive and slash at an opponent with its wing spurs, dealing 2-12 points of damage to any target in a passing attack that can also impale prey of 1 ' tall or smaller.

Terrain: any

Dune Stalker

	Anti-magic
	30%

	Armor Class
	3

	Hit Dice
	6***(M)

	Move
	120'(40')

	Attacks
	see below

	Damage
	2d6

	No. Appearing
	1(1)

	Save As
	F3

	Morale
	8

	Treasure Type
	Nil

	Intelligence
	13

	Alignment
	Chaotic

	XP Value
	750


Monster Type: Planar Monster (Very Rare)

Vile in both their nature and in their appearance, dune stalkers shun the Prime Material Plane, unless summoned by a high-level evil magician to fulfill an evil quest. The dune stalker will attack good whenever it appears and attempt to deliver its bizarre and fatal "kiss of death" (see below). The dune stalker appears as a tall, gaunt, and naked humanoid, with an unusually large, ovoid-shaped head, extremely long arms and legs, and razor-sharp claws on its hands and feet. The skin is reddish-orange in hue and extremely dry and abrasive to the touch. The eyes are large, and the nose is narrow and long. The chest is abnormally broad at the top, narrowing uniformly to a relatively tiny waist. There is no hair whatsoever on the creature. It does not sweat.

The dune stalker's principal ranged attack is by sonic vibration. The dune stalker's broad chest apparently allows it to take in a huge quantity of dry, hot air, which is then forced out under tremendous pressure through a resonance chamber in the nasal passages. This sonic vibration has a range of 60' in a cone extending from the mouth, and expands to 10' in diameter at the extreme end of its range. The vibration causes 2-12 points of damage to each person within the cone, and causes temporary deafness for 1-10 rounds. No saving throw is permitted. Those outside the cone of effect will hear an eerie, nasal roar. At close range, the dune stalker will attempt to deliver a "kiss of death" to whichever target within melee range is most identifiable as Lawful. This is accomplished when the dune stalker places its lips in direct contact with the bare skin of its victim, and makes a sonic vibration attack. The sonic vibrations set up by the "kiss of death" are of such intensity that failure to make a successful saving throw vs. death means instant death. A successful saving throw renders the victim unconscious for one melee round. In a "kiss of death," the attack has no other area of effect, although those nearby will still hear a muted trumpeting roar. Dune stalkers have 30% anti-magic, and are only harmed by magical weapons. If attacked by a group, only some of which have magical weapons, the dune stalker will move first to attack those with magical weapons, particularly if they are of Lawful alignment.

The dune stalker is a faultless tracker, with the same abilities in this regard as an invisible stalker, most particularly the ability to detect any trail less than a day old. Summoned from the Plane of Earth by a high-level evil magician, its quest on the Prime Material Plane may be general or specific. Only once the quest is completed does the dune stalker return to its own plane. Accordingly, dune stalkers are relentless and unmerciful in the pursuit of their assigned quest. As the literal terms of their quest are what binds them to the Prime Material Plane, they seek literal compliance and will be released from their quest if such is achieved, even if the intent of the quest remains unfulfilled—much as in the case of interpretation of a wish or limited wish spell. Similarly, even though they may accomplish the intent of their summoner, unless the literal terms of the quest are met, they will remain bound to the Prime Material Plane, roaming the desolate desert areas seeking violent release of the anger within them. In addition, throughout their existence on this plane, dune stalkers will always attack good should it be encountered in any form or combination. Dune stalkers are solitary creatures when encountered on the Prime Material Plane. There is no evidence of an ability to plane shift without the summons of a high-level evil magician. Little is known of dune stalkers on their own plane. It is clear to all who encounter them on the Prime Material Plane that they are desperately unhappy during their unrequested stay. They loathe coolness and moisture of any kind. Dune stalkers frequent only desert areas, and move with their greatest ease only during the hottest part of the day. It is also possible that they cannot hear sounds in the range of human hearing.

The bones of a dune stalker are very strong, and made up of many hollow tubes, spiraling around one another to form an extremely strong bundle. This makes the bones almost impossible to work. The hide of a dune stalker is too abrasive to make a desirable leather for garments and the like, but does perform admirably as an abrasive sandpaper, highly favored by skilled woodworkers because of its durability.

Terrain: Desert, Plane of Earth

Duruch'i-lin 

	
	Ch'i-lin
	Duru

	Armor Class
	-2
	0

	Hit Dice
	16****(L)
	13****(L)

	Move
	240'(80')
	360'(120')

	     Flying
	360'(120')/MF 3(a)
	480'(160')/MF 3(a)

	Attacks
	2 hooves/1 bite or 6 bolts
	2 hooves/1 bite or 3 bolts

	Damage
	1d10/1d10/3d6 or 3d6x6
	1d6/1d6/2d6 or 2d6x3

	No. Appearing
	1(1)
	1(1)

	Save As
	M16
	M13

	Morale
	11
	11

	Treasure Type
	Nil
	Nil

	Intelligence
	18
	18

	Alignment
	Lawful
	Lawful

	XP Value
	6,250
	5,150


Monster Type: Monster (Very Rare)

Found primarily in the forests of nortehrn Bellayne, the duruch'i-lin is one of the world's most beloved creatures. Though seldom seen by man, the appearance of these creatures is always associated with longevity, health, and good fortune. The female duruch'i-lin is a "ch'i-lin". The male is a "duru". A ch' i-lin is larger and more powerful than her male counterpart. Superficially, she resembles a giant version of the common unicorn. It is not unusual for a ch'i-lin to attain a height of 100 feet or more, though she is more commonly 50-75 feet tall. The ch'ilin's coat is a riot of color, with splotches of red, yellow, black, white, and blue. Her belly is always brilliant yellow. She has the tail of a horse, the long jaws of a wolf, and a blunt, fleshy hom about 5 feet long extending from her forehead. Her voice sounds like the tinkling of silver bells. Duruch'i-lin can speak all human languages, as well as the languages of all forest creatures. 

The ch'i-lin is normally passive and docile, and resorts to violence only as a last resort. Her horn is too blunt to gore an opponent, but she can use it to fire magic bolts six times per round, each one aimed at a different target. A ch'i-lin's magic bolts have a + 4 attack bonus and cause 3-18 (3d6) hit points of damage. She can plane shift and become invisible at will, and can cast both crystalbrittle and bless once per round. Though loathe to engage in physical combat, ch'i-lin can inflict 1-10 hit points of damage from two hoof attacks and 3-18 (3d6) hit points of damage from a bite.

The ch'i-lin is immune to all poisons, as well as all death, charm, and hold spells. She makes saving throws as if she were a 36th level magic-user. On the Savage Coast, the ch'I-lin is immune to the Red Curse. An aura of golden flame surrounds her, acting as a permanent deflection spell. A ch'i-lin can walk on water as easily as she can walk on land. A character who touches the horn of a living ch'i-lin gains the ability to cast an omen spell; this ability lasts for one hour. 

The ch'i-lin has an affinity with all living creatures. She is especially fond of creatures of the forest, with whom she shares a strong bond of friendship and trust. She has no permanent lair, and prefers to roam the wilds in the company of her animal friends. When desiring privacy, she usually plane shifts to another plane of existence, where she may meditate in solitude for up to 10 years at a time. The ch'i-lin tends to shun the civilized world, but she often makes an appearance when an especially benevolent ruler or wise sage is about to be born. The first ch'i-lin was a blending of the bodies of two creatures, the ch'i (a stag with silver antlers and emerald eyes) and the lin (a war horse with a golden coat whose every step cracked the earth). Both creatures are now extinct.

A ch'i-lin seldom walks on the ground, fearing she will accidentally trample an innocent insect or damage the vegetation. She eats only minerals and drinks only from the purest of streams. Her horn, when ground into a powder, can be used as an antidote for any poison. The coat of a ch'i-lin retains the properties of deflection even after the creature's death, and is highly prized as material for protective clothing.

Duru: the duru is a smaller, faster, and less powerful version of the ch'ilin. He is identical in outlook, appearance and abilities to his female counterpart, except that his belly is blue and his protective aura is silver. He fires only three magic bolts per round, which have a +2 to-hit bonus and cause 2-12 (2d6) points of damage. 

The courtship ritual of the duru is long and complex. When a duru finds an agreeable ch'i-lin, he introduces her to an assembly of forest animals, including at least one representative of every species in his territory. If the animals accept her, the pair retires to another plane of existence, where they spend no less than five years sharing every detail of their life histories. The couple gives birth to a single infant, raising it in this alternate plane until it reaches maturity (about 50 years). When the child has matured, all members of the family go their own way.

Terrain: Woods

Echyan

	Armor Class
	4

	Hit Dice
	5(L)

	Move
	60' (20')

	     Swimming
	240' (80')

	Attacks
	1 bite

	Damage
	2d4

	No. Appearing
	0 (1d6+6)

	Save As
	F3

	Morale
	5

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	175 (300 with Legacy)


Monster Type: Monster (Rare)

These large, predatory sea worms live in the Western Sea and, at times, in the rivers of the Savage Coast lands. A typical echyan is approximately 12 feet in length and 2feet in diameter, tapering into a flat tail. A barely noticeable bulge around the head area houses what small brain it possesses. It has no discernible eyes, and its skin and flesh are translucent, making it all but invisible in the water until it strikes. The mouth of the creature forms a giant suction cup, lined with three rows of crystalline fangs that help it lock onto and swallow its prey.

Though not often, echyans have been known to acquire a cinnabryl ability (degree 2). However, they never require cinnabryl.

Echyans will prey on almost anything. They attack from behind or underneath, detecting their victims by motion. On a successful hit, they lock onto their prey and suck both blood and flesh. Damage occurs automatically every round thereafter, unless the victim makes a successful open doors roll to detach the echyan. On a natural attack roll of 18, 19,or 20 the echyan swallows whole any creature that is man-sized or smaller. Only one echyan will attack at a time. A worm that loses half of its hit points will disengage, and another will attempt to attack. This rotation occurs until all are damaged. At that point, those still able to swim away will attempt to do so.

Echyans breed in the main rivers along the Savage Coast, digging into the mud to lay eggs which hatch in the spring. Newborns, already four feet in length when they emerge from the mud, swim down to the Western Sea. They grow quickly, spending the summer months off the coast, following schools of migrating fish. When possible, they also go for larger prey such as walruses, manatees, and whales. In the winter they return to the rivers and spawn a new generation. Eyeweeds, juhrions, and many other large creatures sometimes enter the echyan mating grounds to feed on the exhausted worms. Echyans have been encountered as far as the Jururú and Xingá Rivers in Jibarú, and the Dream River hosts thousands of spawning echyans every winter. The sea worms congregate here in safety because they are immune to the effects of the amber lotus. They feed on batracines, jorries, tortle eggs, and other river creatures during their brief freshwater stay. Once in the sea, they feed mostly on fish, though the occasional worm will crawl up on the beach in search of tortle eggs, which they particularly like. An echyan caught on shore after dawn will burrow partially into the sand to protect itself from the burning rays of the sun.

Echyans are one of the more dangerous water predators along the Savage Coast because of their near-invisibility in water and powerful bite. Despite this, most humanoid victims are those unlucky enough to stumble across an echyan that has been stranded on shore during the daylight. Echyans are not particularly useful and so are left to their own devices by most races. However, the lupins do take an active interest in the worms and try to keep them from returning to Dream River every year.

Terrain: River, Ocean

Ekrat

	Armor Class
	6

	Hit Dice
	1+1**(S)

	Move
	120'(40')

	Attacks
	1 dagger

	Damage
	1d4

	No. Appearing
	1

	Save As
	E1

	Morale
	6

	Treasure Type
	L, M, Qx3 + see below

	Intelligence
	13

	Alignment
	Chaotic

	XP Value
	23


Monster Type: Humanoid (Very Rare)

These wily beings are similar in appearance to leathery-skinned leprechauns, though they are thinner and have dull yellow eyes. Ekrats have exceptional hearing and are difficult to surprise. Like all fairies, the have the invisibility to mortals power. They usually carry a dagger with them for self-defense but are not known to waylay or harm anyone without cause. Ekrats are most often found in the neighborhood of a poorly guarded library or museum, though a few enterprising specimens have made their ways into major magical libraries. Ekrats feed upon the magical power contained within enchanted writings of any sort. Ekrats also eat paper and drink ink, though no one has figured out how they can get nourishment from them. Any other vegetable matter can be consumed, such as corn, rice, wheat, or even grass and tree bark, but ekrats prefer paper products over all other foods. The average ekrat will eat as much as 30 sheets of paper per day, preferably with ink writing upon them, if such can be found. Magical tomes, scrolls, spellbooks, and the like are consumed differently. Four times a day, an ekrat can cast a special form of erase with a range of 120'. This spell will affect one spell from a magical scroll, tome, or spell book, and has a 60% chance of successfully erasing the magical writings involved. The ekrat will continue to seek out as many other magical writings to “eat” as possible.

An ekrat may safely erase cursed scrolls, and a protection or cursed scroll counts as one “spell” for eating purposes. Magical glyphs, runes, and symbols may also be eaten in this manner, and the same applies to explosive runes (though these will immediately detonate if the attempt to eat them fails). Even a powerful magical tome such as a libram of gainful conjuration or a vacuous grimoire can be so destroyed, though the ekrat must make four successful erase attacks in a row in order to destroy the work, and the book must fail a saving throw vs. disintegration each time (roll of 20 required not to fail). Little wonder, then, that ekrats are often referred to as “folio fiends” or “manual monsters.” An ekrat will keep a lair and is very likely to be found there, casually stuffing itself with paper, drinking ink, or otherwise amusing itself when it isn’t hungry. Though Chaotic, ekrats are not noticably good or evil.

Though ekrats eat magical writings, they do keep other treasures, particularly gems and jewels. A chance exists of finding some magical writings being kept in an ekrat’s lair as late-night snacks. Roll the following chances for magical writings cumulatively: 50% chance of 1-4 scrolls, 50% chance of a map (with magical writings upon it), 20% chance of a spellbook, and a 5% chance of a magical tome or manual. 

Terrain: Settled

Elasmosaurus

	Armor Class
	7

	Hit Dice
	15(L)

	Move
	30’(10’)

	     Swimming
	150’(50’)

	Attacks
	1 bite

	Damage
	4d6

	No. Appearing
	0(1d2)

	Save As
	F8

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	1,650


Monster Type: Prehistoric Animal (Rare)

The elasmosaurus looks like a snake with fins and a thick body. It is aggressive, attacking anything it notices. Its neck makes up one-half its total length. The creature is strong, fast, and highly maneuverable, able to turn quickly and lunge at prey. When hunting, the elasmosaurus travels with its head out of the water, snapping down quickly to seize prey. This creature's relatives include many other types of plesiosaurs and pliosaurs. Females travel onto sandy beaches to lay their eggs in shallow depressions.

Terrain: Ocean (prehistoric)

Elemental, Darkness*

	Armor Class
	2

	Hit Dice
	8*,12* or 16*(L)

	Move
	150'(50')

	Attacks
	1

	Damage
	4d6

	No. Appearing
	1 (1)

	Save As
	F8-16

	Morale
	10

	Treasure Type
	Nil

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	1,300. 2,125 or 2,950


Monster Type: Planar Monster, Enchanted (Very Rare)

Summoned by elder clerics of dark Immortals, darkness elementals are creatures of pure negative life energy, the distilled spirit of undeath, decay, and the night. They can be summoned only at midnight or deep underground, and few stay for more than a single night.

A darkness elemental can chill a target creature’s spirit by attacking it through its shadow; this  constitutes an attack against AC 9, plus any Dexterity bonus if the target creature is aware of what the elemental is attempting. A successful hit allows the darkness elemental to blind its target by wrapping it in its own shadow, unless a saving throw vs. petrification (at -6) is successful. This blindness can be removed only by a casting a cure blindness or cureall spell, or by exposing the victim to full sunlight. Darkness elementals suffer damage from magical light spells and healing spells of all kinds; when contacted by one of these spells, an explosion occurs as the magical energies destroy each other, inflicting 1d8 hp damage to the elemental for each level of the spell. Creatures within 10’ of the explosion suffer 1 hp damage per level of the spell, half if a saving throw vs. breath weapon is successful. They can be hit only by magical weapons. Darkness elementals can automatically Hide in Shadows; they can hide from infravision as well, becoming effectively invisible as long as they remain immobile. As soon as they move at more than a creeping shadow’s pace (a Movement Rate of 10'), they become obvious to any onlooker.

Because their home plane (which they call the plane of Elemental Darkness, one of the Outer Planes) is so inhospitable to all forms of life, little is known about the society of these rare elementals. It is thought to mirror that of the better-known true elementals (fire, water, air, and earth). However, the Chaotic alignment of darkness elementals may indicate a different social structure entirely, perhaps one ruled by a Immortal of Entropy or a powerful Lesser Fiend. 

Darkness elementals are the enemies of all creatures of light and life; they seek to destroy both at every opportunity. Undead creatures are either their allies or their servants; the relationship between the two is unclear. Like other elementals, they are not natural creatures and neither require anything from nor contribute anything to the natural ecosystem. Like true elementals, they can be summoned by the conjure elemental spell, or by special magical items.

Terrain: Any, mostly Caverns
Eolian

	Armor Class
	2

	Hit Dice
	8***(L)

	Move
	

	     Flying
	360'(120')/MF 5(a)

	Attacks
	2 buffets or 1 choke

	Damage
	2d4/2d4 or 1d8

	No. Appearing
	0 (1d4)

	Save As
	F8

	Morale
	8

	Treasure Type
	Nil

	Intelligence
	11

	Alignment
	Chaotic

	XP Value
	2,300


Monster Type: Planar Monster, Enchanted (Very Rare)

Native to the Elemental Plane of Air, eolians appear as shifting wind-beings that look like heat shimmers, although they are actually cool and solid. The creatures, generally 10 feet long and no more than 5 feet wide, can shift their exact dimensions at whim.

An eolian plunges enthusiastically into battle, seeing it as the ultimate form of chaos. It normally attacks by buffeting its foe with its windy body. The creature can make assaults like this twice per round, causing 2d4 points of damage with each hit. Instead, if the eolian chooses. it can plunge part of its wavering body into the mouth and lungs of a foe. Doing so requires a successful attack against Armor Class 0. The victim then must make a saving throw vs. death magic or begin to suffocate, automatically suffering 1d8 points of damage per round. An eolian cannot attack while suffocating a foe, but enough of its body remains outside its victim that it can be attacked. Eolians can cast detect invisibility at will. Eolians can cast each of the following spells three times per day: detect magic, dispel magic, and cloudkill. In addition. the creature can cast control winds and control temperature, 10-foot radius (only to reduce the temperature) each once per day. All spells are cast at the 9th level of ability. An eolian is immune to all air-based attacks, but remains vulnerable to earth-based assaults, which cause it double damage. Eolians are immune to poison, normal weapons, and 1st and 2nd level spells.

The vain eolians consider themselves chaos personified. They may be benificient in one encounter, and then indefferent or malevolent on the next one. The homes of these creatures are vast, swirling maelstorms that catch up their belongings, constantly tossing them aloft.

Eolians count anemos and krysts as enemies, as well as the highly regimented horde. They occasionally help adventurers, when the mood strikes them, although they later may get the urge to betray or even harm their "friends."

Terrain: Plane of Air

Equar*

	
	Lesser
	Greater

	Armor Class
	3
	1

	Hit Dice
	6**(L)
	8***(L)

	Move
	180'(60')
	240'(80')

	Attacks
	2 hooves
	2 hooves

	Damage
	2d6/2d6
	3d6/3d6

	Number Appearing
	1 (1d6+2)
	1 (1)

	Save As
	F6
	F8

	Morale
	10
	12

	Treasure Type
	Nil
	Nil

	Intelligence
	12
	16

	Alignment
	Any
	Any

	XP Value
	725
	2,300


Monster Type: Planar Monster (Very Rare)

The equar is a horse-like species native to the Outer Planes. Nine different breeds of equar have been recorded, and from time to time they are summoned to the Prime Material Plane to act as steeds and helpers to powerful individuals. An equar’s appearance and demeanor vary from type to type. An equar can speak its own language and, by means of the spell that summons it forth, the same racial language as the caster. The spell to summon these creatures creates a pact between a rider (who need not be the caster) and the equar. Each promises to look after the welfare of the other. The equar agrees to aid the rider, who in turn pledges to provide the unique food the equar craves while upon the plane. A lesser and greater equar are actually the same creature; the term designates how fully the creature exists on the Prime Material Plane. A lesser equar still has some of its essence upon its home plane, while the greater equar has been wholly conjured. Thus, any equar encountered upon its home plane is a greater equar. Riding an equar has its dangers. Should the steed be dispelled through magic or circumstance, it immediately gallops to its home plane—with the unfortunate rider still in the saddle. Also, a rider who has proved to be the ideal of the alignment of the equar might unwittingly convince the creature that he deserves to be taken back to the equar’s home plane. A protection from evil spell or equivalent effect prevents the equar from carrying the rider off-plane. 

Equars can act as warhorses. All can be fierce in battle, attacking with their front hooves. Creatures of opposing alignment are always attacked first. Equars have keen senses and are never surprised. They are immune to petrification, disease, and poison. Equars cannot be affected by charm or beguile spells or their variants. They are harmed only by magical weapons of +1 or greater enchantment. An equar can gallop back to its home plane at will, but it might well take any rider with it, as mentioned above. Each equar has an innate weakness as detailed in each individual’s description. The special vulnerability may not be known by its summoner; after all, such beasts rarely mention their weaknesses to anyone, even a well-known and respected individual. Some arcane tomes that contain the spell to summon the beasts might offer a hint. The more obvious weaknesses though, such as those of the trothspyre and charnalbalk, soon become apparent to a rider. The spell-like abilities possessed by lesser equars operate at 9th-level ability; greater equars make use of their talents at 12th-level ability.

Equars tend to travel the wide open areas on their native plane. They roam in small herds of no more than ten, lead by the strongest stallion. Lawful equars mate for life. A foal is born only once every 20 years and requires six months of parental care as it learns to gallop and use its special abilities. An equar has a life span of about 100 years. More powerful denizens of the Planes often seek out an equar to use as a steed. Not always is the creature willing to accept the rider. Often, in the case of the Planes of Entropy, a fiend captures and subdues an equar. Bards of many Planes tell of incidents in which a summoned equar was thus accidentally released from such service and then pursued to the Prime Material Plane by the infernal denizen.

On their native plane, equars graze on the natural plant life, though the evil equars also hunt for meat. Like the horses they resemble, an equar consumes a great deal to keep up its stamina. Only on the Prime Material Plane are the creatures eating habits extreme and they require such special diets as gold or poison to maintain their magical link to their home plane. 

Banecourser

Alignment: Lawful (evil)

For villains, the banecourser is a grand mount. At first glance it appears to be nothing more than a fine black steed. Close inspection reveals its vile nature. Then one might see the odd streaks of rust and verdigris along its coat. When the equar opens its mouth, a serpentine tongue slips out for snake-like flicker. This equar dwells on the awful moors of Pyts, but it is more than eager to appear on the Prime Material Plane and work with evil riders. Moonlight never illuminates a banecourser, and observation of this uncanny effect is one of the means to uncover the true nature of beast. The banecourser must feed on deadly poisons. Many a rider has perished from accidental exposure to the venom gathered for the equar. The equar requires an average of 50 gp of such poisons per day, or else the pact is broken. The banecourser can detect poison by smell. With its flickering tongue, the creature can actually drain poison from any creature. This venom-theft can be performed upon a beast that has poison glands or sacs, thereby robbing it of such an attack. It can even remove the venom from a poison victim’s system, perhaps inadvertently saving a life in the process. To employ this special attack, the equar must first successfully strike the target. Thereafter, it draws out the poison over the course of a number of rounds equal to the Hit Dice of a venomous creature or 2-7 rounds for a poisoned individual (who might well die before the poison is all removed). Each round the banecourser spends draining the poison, the target suffers 1 hp damage from the sharp tongue’s lapping. Banecoursers have 60’ infravision but are irritated by daylight, suffering a -2 penalty on all rolls under such light, including the effects of a light spell or similarly bright illumination. The rider shares both the infravision and the sensitivity to light, unless wearing a helm, hat, or other apparatus to shield the eyes from direct light. Interestingly, all creatures encountering the rider while he or she is in physical contact with the banecourser are affected as by a friends spell, with no saving throw allowed. In addition to all common equar abilities, the banecourser has the following spell-like powers:

Lesser: The banecourser allows the rider’s words to act as a suggestion spell once per day. 

Greater: The equar can cast suggestion and undetectable lie upon one of the rider’s statements once per day, with listeners suffering a -2 to saves to detect the lie. The rider is afforded protection from evil while astride the banecourser.

Banecoursers were cursed long ago by Asterius, as punishment for the equars’ taking part in the destruction of his high temple. Ever since, the banecourser has been unable to cross a line of silver. Though silver inflicts no harm to the equar, it irritates the equar; if the banecourser becomes trapped by a circle of silver, it departs the plane, the pact broken. Due to the equar’s diet, a slow poison spell cast upon a banecourser acts as a slow spell, while a neutralize poison inflicts 4d6 hp damage. A periapt of proof against poison, if bound to a banecourser, forces the creature back to Pyts for a period no less than one year.

Charnalbalk

Alignment: Chaotic

Straight from Pyts, the charnalbalk appears as an emaciated coal black horse with iron hooves. Its mane is tangled and unkempt. When a foal matures, the evil powers of Pyts forge a terrifying iron mask and bolt it on the creature’s head; smoldering eyes glow from slits in the helm. The jaws of the beast stretch wide and are lined with sharp teeth and a pair of boar-like tusks. The charnalbalk demands blood and warm flesh to dine upon, but such a meal must be from the same racial stock as the rider; sages suggest that this equar secretly harbors ill will toward any who dare ride it and thus chooses such as its diet, One victim slaughtered per day keeps the charnalbalk content. One such meal every three days keeps the pact of the spell, though the beast may at an inconvenient time attack a member of that race (other than the rider) to snack upon in the meantime. Instead of fighting with its hooves, a charnalbalk can bite an enemy with its daggerlike teeth, inflicting 2-8 hp damage (3-12 for a greater charnalbalk). If the beast scores a natural roll of “20,” it succeeds in tearing loose a hunk of flesh, thereby causing further 2-8 (3-12) hp damage; whether the wound is healed through natural or magical means, the strike always leaves a nasty scar. Charnalbalks have 120’ infravision and can cause the spell-like effects fear and weakness (the reverse of strength) for one hour in any creature below 3rd level or 3 HD that meet its gaze. A successful saving throw negates this effect. In addition to all common equar abilities, they have the following spell-like powers:

Lesser: The equar can cast invisibility to undead (affecting both itself and its rider) and heat metal each once per day.

Greater: The equar can cast invisibility to undead (affecting both itself and its rider) and heat metal each thrice per day. It can also cast animate dead once per day, but only corpses killed by the charnalbalk can be animated.

A lesser charnalbalk cannot exist on the Prime Material Plane after sunrise. It slowly fades away at dawn, returning to its rider’s location at dusk. The greater charnalbalk remains on the plane, to its great annoyance, but its AC falls to 5, and the creature suffers a -1 penalty on all d20 rolls. 

Favonian

Alignment: Chaotic

Known to travel the open fields of Mirage, favonians are unafraid of the worst weather conditions. These equars consider the downpours of major storms as nothing more troubling than a spring shower. They are pale horses, bluish-white or dappled gray. A favonian’s diet upon the Prime Material Plane is one of rain water and ancient sagas. Of all the equars, the favonian most enjoys the songs and antics of bards and entertainers, seeking out such company when the opportunity arises. Rain water can be collected in barrels or found in puddles after a sudden downpour. Far more difficult to find are the epic poems and songs that the equar demands be read or sung in its presence; usually such passages must be found in old libraries or copied from the epitaphs of barrows. Failure to provide the favonian’s food and drink for three consecutive days convinces the equar that the pact is broken, and it departs. Favonians are extremely Chaotic, but never evil. A rider never falls off a favonian unless the equar wishes it; even at the most grueling pace or windy conditions, a favonian’s rider is safe from being ousted from the saddle. Favonians also leave no tracks on any surface. The senses of a favonian are not hampered by heavy rain, fog, or mist of mundane or magical origin. When in such weather conditions, the equar can conjure 1-3 phantom steeds, as per the spell. These phantasms appear identical to the favonian and may be ridden as normal horses. They also act as a mirror image spell, distracting enemies’ attacks from the real favonian. In addition to all common equar abilities, they have the following spell-like powers:

Lesser: Favonians can cast alter normal winds, gust of wind, and obscurement each once a day.

Greater: Favonians can cast alter normal winds, cloudburst, gust of wind, and obscurement all thrice per day. The equar can perform a flying gallop thrice per day (MF 3), lasting one turn, during which the equar moves at normal movement rate through the air, as per the fly spell.

Because of their admiration (some say even love) for bards, these equars never attack an entertainer, even one of sinister disposition. In dealing with such persons, they’d rather disperse the crowd and deprive the rogue of his or her audience-and thus his or her livelihood. A favonian will come to an entertainer’s rescue, even when such action deviates from the desires of its rider. A favonian’s rider who attacks a bard or other entertainer learns that the favonian considers this action a breaking of the pact. The favonian sternly admonishes the offender before departing the plane.

Gildmane

Alignment: Lawful

A gildmane appears as a stout chestnut horse with a shimmering mane and hooves of pure gold that shine in the sun. equar lacks a tail. Legends claim that the first gildmane had a long flowing tail, but the creature angered a powerful fiend, causing havoc on the Prime Material Plane as it fled the demon’s wrath. The fiend chased the gildmane through the Astral Plane and across the spheres. In its fury, the fiend was heedless of the track the equar was taking. Thus the equar lead the fiend into a trap, where it was slain by titans. Its final act was to grab hold of the gildmane’s long tail and tear it off. The equar rode on, and ever since then the gildmane has had no tail. The gildmane’s peculiar diet demands worked gold (coins, jewelry, etc.), the purer the better. It consumes 200 gp value of the metal each day. Should it feast upon less for more than three days, the gildmane becomes surly and considers itself released from the pact, returning to its home plane. By touching a hoof to any suspect gold, the gildmane reveals the purity of the object: whether it is indeed gold or simply gold-painted iron or a lesser metal enchanted with the fool’s gold spell. A rider who knowingly supplies false gold to the equar voids the pact. A gildmane can surround itself with a golden glow that provides light as per the light spell, and it offers a +1 on all saves for anyone within that 20’ radius against any form of curse or hex. Cursed magical items within this aura stand revealed for what they are and may be abandoned by their owners without fear of return, as if the proper spells (remove curse, dispel magic, etc.) or conditions necessary to lift the curse had been cast or met. This curse-breaking aura may be summoned but once per day and lasts for no more than one hour. At any time, a gildmane can speak with an astral traveler by gently laying a hoof upon the creature’s body. Though the gildmane is said to have the gift to travel the Astral Plane, none has done so for centuries, perhaps fearing that the fiend that stole its tail still hunts it. Any attempt to take a gildmane into the Astral Plane is considered a breach of the pact. In addition to all common equar abilities, the gildmane has the following spell-like powers:

Lesser: The gildmane can grant good fortune to an individual, lending a bonus of +1 (on 1d20) or +5% on an single roll once per day. The equar can cast glitterdust, shield (protecting both itself and rider) and astral window, each once per day.

Greater: The gildmane can grant exceedingly good fortune to an individual, allowing either a +1 bonus for one turn to all rolls or a single +3 bonus to any single attempt, once per day. The equar can cast glitterdust, shield, and astral window all twice per day.

Gildmanes attract the attention of evil creatures. Any and all monsters of Intelligence 7 or lower must make a saving throw vs. spell every day while a gildmane is within one mile. Failure means that the evil creature is drawn to attack the equar and its rider when within range.

Lithicthil

Alignment: Lawful

The stalwart lithicthil rides through the open areas of Brynn. At first glance, the lithicthil appears to be a living stone statue, but its flesh simply has an odd, sculpted look to it that resembles stone. A lithicthil eats only worked materials—stone, wood, metal, clay, etc.—that have been enchanted in some way. Some are extremely finicky and eat only marble or wrought iron. Lithicthil are Lawful, but not noticeably good or evil. Once per day, the lithicthil can increase any one attribute of its rider by 1-4 points (but not to exceed 18). The equar must be within 100 feet of the rider and often chooses itself which characteristic to augment; for example, a lithicthil who feels that its rider could treat it with more respect might choose to augment the rider’s Charisma, even if the rider would prefer an augmented Strength or Dexterity. The effect lasts five rounds for a lesser lithicthil, one turn for a greater. This equar can also detect enchantment at will, as per the detect magic spell. In addition to all common

equar abilities, the lithicthil has the following spell-like powers:

Lesser: The equar can cast remove fear once per day.

Greater: The lithicthil can cast remove fear thrice a day and meld into stone (rider and equar both affected) once per day. The rider is immune to fear while astride the lithicthil.

Exposure to random magic is detrimental to this equar. It suffers a -2 penalty on all saving throws against wild magic, and any magical item that has random effects or powers (such as a bag of beans or a wand of wonder) will not function normally within 100 feet of an lithicthil; instead, the item will permanently drain itself of all magic to induce a wild surge within 100 feet of the equar, quite possibly affecting the item’s wielder along with the lithicthil, who—in addition to suffering the effects of the surge—also suffers 1-20 hp damage instantly.

Menthric

Alignment: Neutral

The menthric appears as a normal horse and can have a variety of colors, from piebald to roan. But when seen out of the corner of the eye or with a truesight spell or similar effect, the menthric has the form of a plain-faced human dressed in non-descript clothing and shoulder-length hair. A perceptive person might notice that the menthric casts a human’s shadow rather than a horse’s This equar is often called upon when some event upsets the balance of power in the Prime Material Plane (for instance, during times of war, famine, and plague). A menthric must feed on enchanted script: magical scrolls, wizards’ spell books, and the like. Unfortunately, it is still vulnerable to any protective wards placed on the writing (such as explosive runes, sepia snake sigil, and the like), activated when the equar begins to eat. A menthric requires no less than four pages of magical script per day. If the equar must go for three days without this food, the pact is broken. Abilities: A menthric has a talent for discerning weaknesses and strengths. If able to observe a creature for a full round, the equar can deduce whether the creature has any vulnerabilities or immunities. If the creature should have more than one special weakness or defense, the menthric can discover them with further scrutiny, learning one such trait per round. For instance, atop a hillcrest, a menthric and rider spy a horrid figure stumbling along the river bank. The menthric watches and notes that the creature favors its side, a sign of weakness. By waiting another round, the equar magically perceives that the wound was caused by fire and that flames are especially harmful to the monster. The forewarned rider readies a torch as they rush down to engage the troll. A menthric can cast analyze balance and detect magic at will. In addition to all common equar abilities, the menthric has the following spell-like powers:

Lesser: The menthric can cast hold portal, knock, mending, and shatter once per day.

Greater: The menthric can cast hold portal, knock, mending, and shatter twice per day. Once per day, the equar can summon a unique magical shield to protect both itself and rider. This effect takes the form of the opposing energy/force that the attacker is using and thus only works against spells or magical effects. The menthric (and its rider) suffers only half damage from the attack, one-quarter if a saving throw is successful. Thus, if a red dragon breathed on a protected menthric employing its magical shield ability, most of the flames would be blocked by a suddenly appearing ring of ice and frost. The equar galloping through a blade barrier would be encircled by flying bucklers. This arcane shield lasts for one turn. 

A menthric is a creature of balance, prone neither to chaotic behavior (rash decisions) or lawful deliberation. It uses its own instinctive nature as a guide. However, spells that induce such state tend to wear at the creature’s ties to the Prime Material Plane. Thus any true chaotic or lawful magic—including clerical spells of the spheres Law and Chaos, and those wizard spells that either induce a disordered state such as chaos, irresistible dance, polymorph other or unluck) or rigid state (such as domination or hold monster) have a 5% chance per level of the spell of driving the equar back to its home plane. This risk occurs only if the menthric fails any saving throw rolls. Unfortunately, the rider of a banished menthric is also sent with the equar.

Potherrounce

Alignmment: Chaotic

The potherrounce is a creature of true chaos, native to the wilds of Draesten. Though always a horse in basic form, it has no true appearance; every time one looks at a potherrounce, one sees something different. Thus, the first glance might show a zebra, while the next a draft horse with a mane of flower petals, and the next glance a dappled mare with three tails. This effect can be quite disconcerting, and superstitious folk intensely dislike and distrust this equar and any who associate with it. Being born from the forces of chaos, the potherrounce hungers for food similar in nature. Upon the Prime Material Plane, the only meals it eats are mixed magical potions. Since the potherrounce demands fresh concoctions, the resulting mix can be quite volatile, and explosions have sometimes resulted in the demise of the rider. Still, the potherrounce laps up the strange brew. Failure to provide a drink of at least three different potions blended together once a week convinces the equar that the pact is broken. These equar are very Chaotic, but not noticably good or evil. A potherrounce’s senses are constantly patternweaving. Thus the equar is unaffected by such spells as blur, chaos, confuse languages, confusion, babble, and the like. In addition to all common equar abilities, the potherrounce has the following spell-like powers:

Lesser: A potherrounce can cast blink, affecting both it and rider, three times per day. The rider is continually protected as by a chaos shield while mounted on the equar. 

Greater: The potherrounce can cast miscast magic once per day. The potherrounce can turn ethereal with its rider for up to one hour each day. Because of the shifting appearance of the potherrounce, anyone with a full day’s exposure to the creature must make a saving throw vs. spell or lose 1 point of Wisdom. Should such an attribute fall to 0 through time spent in the equar’s presence, the individual goes permanently insane (until a restore or limited wish spell is applied). Lost Wisdom is regained at the rate of 1 point per week spent away from the potherrounce.

Any missile weapon blessed by a lawfully aligned cleric inflicts double damage to a potherrounce. The equar attempts to retreat from such attacks if at all possible, even if its rider demands otherwise. Hold spells and other forms of paralysis inflict 1-3 hp damage per round on the potherrounce in addition to their usual effects, as the equar cannot freely shift its appearance under such effects.

Rosinante

Alignment: Chaotic

Though bards praise the melodious name of this equar, truly nothing about this creature is the least bit lovely. A rosinante has the appearance of sickly, hairless horse with long rat’s tail. The eyes are unnaturally large and without pupils, looking like dead-white orbs. The rosinante’s teeth are crooked and small. This equar dines only upon rotten meat and tainted water, and it insists on being hand-fed. Instead of its hooves, a rosinante can attack a foe with its prehensile tail. This attack can take the form of whipping that inflicts 1-4 hp damage (2-5 for a greater rosinante), or it can grasp a single- handed melee weapon. The lesser rosinante may wield weapons of S size, while a greater rosinante may employ M-sized weapons. This equar can detect evil at will through a magical sense of smell. The equar is also immune to the effects of a stinking cloud. They can see as well at night as they do at day. In addition to all common equar abilities, the rosinante has the following spell-like powers:

Lesser: The rosinante can summon a swarm of verminous rats (as per the second-level spell summon swarm) up to twice a day. When necessary, the  rosinante can Move Silently (60%) and Hide in Shadows (70%), even when ridden.

Greater: While riderless, this equar can shapeshift into a giant rat once per day and slip through small openings no less than one foot wide. The creature may also summon 1-3 giant rats once per day to aid its cause. Such creatures are under the complete control of the rosinante with no need for the equar to concentrate to keep the beasts in line. Note that the area where the rats are summoned must be hospitable to such rodents, or else none can be called. When necessary, the greater rosinante can Move Silently (80%) and Hide in Shadows (90%) as a thief, even while ridden. 

Restorative magic cast upon the rosinante actually harms the creature. Thus a cure light wounds inflicts 1-8 hp damage, a cure disease inflicts a disease, and so forth. A rosinante can be healed only by eating victuals affected by putrefy food and drink spells, regaining 1-8 hp per helping.

Trothspyre

Alignment: Lawful

Some sages have marked the resemblance between the trothspyre and the unicorn. Indeed, when seen from a distance, the two might be confused; but a trothspyre is markedly different from a unicorn, with crystalline hooves and a twisted horn rising from its brow. Some sages have commented that the horn is actually a symbol for the word “truth” in an archaic language. Evil creatures tend to avert their eyes, if possible, from the sight of the horn. The trothspyre eats only the most fine and rare of grains, which must have been blessed by a Lawful priest; each such meal costs at least 50 gp. The creature will starve itself rather than eat mundane grains. The trothspyre must also spend at least four hours drinking in the sunlight every day to be sated. The trothspyre goes no more than two days without such a light-drinking before it views the pact with its rider null and void. Instead of trampling with its hooves, a trothspyre can impale an enemy upon its sharp horn, inflicting 1-10 hp damage (2-12 for a greater trothspyre). Any form of undead and any Chaotic creature suffers double damage from the trothspyre’s horn attack. A trothspyre can cast know alignment at will by touching an individual with its horn. In addition to all common equar abilities, the trothspyre has the following spell-like powers:

Lesser: A trothspyre can cast detect lie and protection from evil twice per day and can seal wounds with a touch of its horn. This action heals only 1 hp of damage, but the wound stops bleeding, even if the victim has been affected by a sword of wounding or similar effect.

Greater: Trothyspyres can employ a detect lie spell on any creature within 20 feet unless the falsehood is hidden by an undetectable lie spell or similar effect. A touch of the creature’s horn seals wounds (as described above), and once per day the creature can cast cure serious wounds. A greater trothyspyre’s rider gains protection from evil while upon the equar’s back.

A lesser trothspyre cannot exist on the Prime Material Plane after sundown. It slowly fades away, returning to its rider’s location (as long as the rider remains on the same plane) at daybreak. The greater trothspyre remains on the plane, to its chagrin, but its AC falls to 5, and the creature suffers a -1 penalty on all attack rolls until the next daybreak. 

Erdeen*

	Armor Class
	0

	Hit Dice
	10**(L)

	Move
	180'(60')

	Attacks
	2 fists

	Damage
	1d12/1d12

	No. Appearing
	1 (1)

	Save As
	F10

	Morale
	8

	Treasure Type
	Special

	Intelligence
	12

	Alignment
	Chaotic

	XP Value
	1,750


Monster Type: Planar Monster, Enchanted (Very Rare)

Erdeens - lumpy rock beings about 9 feet tall - have long veins of metal and ore running throughout their bodies. They originate from the Elemental Plane of Earth.

In battle, an erdeen moves with surprising grace. It attacks either by slamming its victim with its fists or by casting spells. Erdeen can cast each of the following spells three times per day: detect magic, dispel magic, and earthquake. In addition, an erdeen can cast detect invisibility and transmute rock to mud at will. The creatures are immune to all earth-based attacks, yet vulnerable to fire-based attacks, which inflict an additional 3 points of damage per die on them. They are immune to poison, normal weapons and 1st and 2nd level magic.

The solitary erdeens are rarely encountered outside their home plane. On the Prime Material Plane, the creatures spend much of their energy rearranging earth and rock into bizarre and unstable configurations. The homes of these elementals constantly shift, topple, and become vacant, as the erdeens move on to new sites. Fascinated by the chaotic instability of earth, these elementals feel amazed that so many creatures view it as a stable element. Erdeens have been known to trap adventurers underground and engage them in bizarre discussions about the nature of reality. Those who please the quixotic elementals may go free, though what will please an erdeen can be difficult to deduce.

The body of an erdeen yields 1d4x1,000 gold pieces worth of precious ores and metals. These creatures consider the stodgy galeb duhr and hydrax enemies, hate hordes, and all air-based creatures and air-based attacks in general.

Terrain: Plane of Earth

Errant soul *

	Armor Class
	2

	Hit Dice
	6*** (see below)(M)

	Move
	150' (50')

	     Flying
	300' (100')/MF 3(a)

	Attacks
	1 touch or spell

	Damage
	Weakness or by spell

	No. Appearing
	1 (1)

	Save As
	F6 or better (see below)

	Morale
	11

	Treasure Type
	E

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	950; 1650; 2,300; etc


Monster Type: Undead (Rare)

The errant soul appears as a faint skeletal silhouette inside a translucent red specter, its eyes no more than gaping pools of darkness. It can appear as a less fearsome ghostlike person if it wishes. It is an undead that rose from the remains of a being who was once powerful through the use of cinnabryl. The original being aged beyond its natural life span, then died when it ran out of cinnabryl or when the cinnabar poison subsided from its body. The chances of an errant soul forming are equal to 1% per century of the being’s final age at the time of his death. For example, a 350-year-old creature dying of one of these two causes has a 3% chance of becoming an errant soul. This presumes the original body is intact and left in a crypt or another secure area where it becomes a dry, mummified husk. The errant soul rises on the 10th day after the being’s death. An errant soul typically has 5 HD, plus one per century of the original being’s age at the time of its death. It retains the memory and personality of the original being, but it has an uncontrollable desire to find cinnabryl. It does not have any of its previous life’s spell-casting abilities, other than those described herein. The errant soul’s only attack form consists of a grasp of weakening. On a successful to-hit roll, it causes its victim to temporarily lose a point of Strength (no save). At Strength zero, the victim passes out and dies. Lost Strength is recovered after a full night’s sleep. The errant soul can be hit only by magical weapons. If the mummified body is ever destroyed, the vengeful errant soul will forever stalk the culprits until they are dead or until it itself is destroyed. A successful raise dead spell cast on the monster will destroy it forever, as well as a “D” result on the Cleric Turning Undead Table. If it does gain revenge, it returns to the old grave and haunts it forever (or until destroyed). An errant soul can be turned as a specter. Like all undead, it is immune to sleep, charm, and hold spells. The errant soul lurks in the dark, avoiding contact with crowds or bright lights. It must save vs. spells each round it is in presence of two or more living creatures, or if caught in sunlight or within a light spell’s area of effect. It vanishes if it fails its saving throw, is turned by a cleric, is defeated in combat by means that failed to destroy it permanently, or so wishes. It rematerializes 1-4 days later at midnight, near the old grave. Characters killed by an errant soul rise from their bodies 1-4 days later as common wraiths. They travel back to the errant soul’s old grave during night hours and seek to guard it in the errant soul’s absence. They attack anyone approaching without cinnabryl. There is a 50% chance of finding 1-4 wraiths guarding an errant soul’s old grave. The errant soul is attracted to cinnabryl and can accurately sense its location within 24 miles. It seeks to have cinnabryl brought to its parent body, since the errant soul is immaterial and thus could not carry it. The errant soul has the ability to cast a phantasmal force once a day, which it uses to isolate a victim. It also can charm a victim once a day and persuade him to carry the metal back to the dead body. If brought within 10’ of the dead body, the metal is instantly depleted at the rate of 100 Ci per hit die of the errant soul. If there was enough cinnabryl to account for all of the undead’s hit dice, the errant soul and the mummified body are exorcised and permanently destroyed. If not, the errant soul becomes enraged and seeks to kill the bearer of the cinnabryl. The errant soul is an intelligent being that uses its charm ability to gain information on people or treasures, or in order to meet any goal it has given itself. If the charm fails, it may attempt to parley, depending on the situation.

Terrain: Ruins, graveyards (Savage Coast only)

Ethereal Marauder

	Armor Class
	5

	Hit Dice
	3*(M)

	Move
	120'(40')

	Attacks
	1 bite

	Damage
	1d6+3

	No. Appearing
	1d2 (1d8)

	Save As
	F3

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	7

	Alignment
	Chaotic

	XP Value
	50


Monster Type: Planar Monster (Very Rare)

Ethereal marauders are aggressive predators that can move quickly from the Ethereal Plane to attack opponents on the Material Plane. The creatures live and hunt on the Ethereal. Their ecology and habits are obscure at best - few have observed them in their natural habitat for any length of time, and their appearances on the Material are limited to those occasions when they are attacking prey. They are assumed, however, to have no society or culture in the traditional sense, being motivated solely by the need for sustenance and survival.

Marauders attack in a similar manner to phase spiders, shifting in from the Ethereal, attacking, and phasing out. If the win initiative, they have a75% chance of phasing out before they can be attacked, unless the opponent can attack into the Ethereal.

The marauder’s appearance is odd, to say the least. It resembles a bipedal lizard or dinosaur with a sinuous tail. The thick skin has a mottled, rough, and uneven texture, with coloration ranging from bright blue to deep violet. Its most disturbing feature is the lack of a head. Instead it has a gaping maw surrounded by three powerful mandibles; gleaming, jet-black teeth line the inner mouth. Three small eyes ring the maw, interspersed with the mandibles.

Terrain: Any/Ethereal Plane

Ettercap

	Armor Class
	6

	Hit Dice
	5*(M)

	Move
	120’(40’)

	Attacks
	2 claws/1 bite

	Damage
	1d3/1d3/1d8 + see below

	No. Appearing
	1d2(1d2)

	Save As
	F5

	Morale
	8

	Treasure Type
	Nil

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	300


Monster Type: Humanoid (Very Rare)

Ettercaps are ugly bipedal creatures that get along very well with all types of giant spiders. These creatures of low intelligence are exceedingly cruel, very cunning, and are skilled in setting traps -- very deadly traps -- much like the spiders that often live around them. Ettercaps stand around six feet tall, even with their stooping gait and hunched shoulders. The creatures have short, spindly legs, long arms that reach nearly to their ankles, and large pot-bellies. The hands of ettercaps have a thumb and three long fingers that end in razor sharp claws. Their bodies are covered by tufts of thick, wiry, black hair, and their skin is dark and thick. Ettercaps' heads are almost equine in shape, but they have large reptilian eyes, usually blood-red in color, and large fangs, one protruding downward from each side of the mouth. The mouth itself is large and lined with very sharp teeth. Ettercaps do not have a formal language. They express themselves through a combination of high-pitched chittering noises, shrieks, and violent actions.

If caught in a battle, an ettercap first strikes with its claws, causing 1-3 points of damage with each set. The creature then tries to bite its opponent, inflicting 1d8 points of damage with its teeth and powerful jaws. A successful bite attack by an ettercap enables the monster to inject its victim with a powerful poison from the glands above the ettercap's fangs. The poison secreted by an ettercap is highly toxic and very similar to the poison of giant spiders. A creature injected with it must immediately roll a saving throw vs. poison. A failed roll means that the creature dies within 1d4 turns when the toxigen paralyzes the victim's heart.

Many adventurers never get the chance to raise a sword against ettercaps because of the devious traps they use for protection. Ettercaps prefer to ambush unwary travelers and lead them into traps rather than fight them face to face. Like spiders, ettercaps have silk glands located in their abdomen. The thin, strong strands of silvery silk-like material these glands secrete are used by ettercaps to construct elaborate traps made up of nets, trip wires, garottes, and anything else the monsters can make out of the strands. The traps are designed so that they often immobilize the adventurer who stumbles into it. If this is the case, ettercaps never hesitate to attack that character first, trying to poison the victim before he escapes. Different ettercaps prefer different trap designs, so encounters with different ettercaps should expose the adventurer to new traps each time.

Ettercaps prefer to dwell in the deepest part of a forest, near paths that are frequented by game or travelers. The creatures' nests are made of a frame of strands filled with rotting leaves and moss. The lairs are often located on the ground, but can also be found up in large, sturdy trees. No treasure is to be found in ettercap lairs, but occasionally items dropped by adventurers who have fallen into ettercap traps are found nearby. Though usually only one ettercap is encountered at any time, on rare occasions a pair of ettercaps can be found together. The pairs encountered are always mated couples, though the female and male appear to be identical. Ettercap young are abandoned as soon as they are born, so adults are never encountered with young.

An ettercap eats any meat, regardless of the type of creature from which it comes. Upon capturing a victim, the ettercap poisons it so it cannot escape; once the creature is dead, the ettercap immediately devours as much of the corpse as possible. Typically, an ettercap can consume an entire deer or a large humanoid in a single sitting. Anything remaining after the ettercap has gorged itself is left for scavengers.

Often (40%), 2d4 spiders of some monstrous type are found cooperating with an ettercap. The ettercap uses any giant spider webs available when it designs its traps. Creatures killed by an ettercap in the web of a giant spider are shared with the spider instead of being devoured entirely by the ettercap. Ettercap poison is highly valued, partly because of its extreme toxicity and partly because it is rather difficult to obtain. An ettercap's poison glands hold only one ounce of poison at any time, but this ounce is worth up to 1,000 gp on the open market.

Terrain: Woods

Ettin

	Armor Class
	3

	Hit Dice
	10(L)

	Move
	120'(40')

	Attacks
	2 fists or 2 clubs

	Damage
	1d10/2d6 or 3d6/2d8

	No. Appearing
	1 or 1d4 (1d4)

	Save As
	F10

	Morale
	8

	Treasure Type
	C (3xQ + 3xS)

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	750


Monster Type: Humanoid, Giant (Very Rare)

Ettins, or two-headed giants, as they are often called, are vicious and unpredictable hunters that stalk by night and eat any meat they can catch. An ettin at first appears to be a 13'-tall stone or hill giant with two heads. On closer inspection, however, the creature's vast differences from the relatively civilized giant races become readily apparent. An ettin has pink to brownish skin, though it appears to be covered in a dark brown hide. This is because an ettin never bathes if it can help it, and is therefore usually encrusted with a thick layer of dirt and grime. Its skin is thick, giving the ettin its low Armor Class. An ettin's hair is long, stringy, and unkempt; its teeth are large, yellowing, and often rotten. The ettin's facial features strongly resemble those of an orc -- large watery eyes, turned-up piggish snout, and large mouth. An ettin's right head is always the dominant one, and the right arm and leg will likely appear slightly more muscular and well-developed than the left. An ettin wears only rough, untreated skins, which are dirty and unwashed. Obviously, ettins smell very bad, due to their complete lack of grooming habits -- good or bad. Ettins do not have a true language of their own. Instead, they speak a mish-mash of orc, goblin, and giant dialects. Any creaturewho is conversant in orcish will be able to understand 60% of what is said in this “ettintongue.” Ettins often howl and slobber in bestial rage when in pain or frustrated by nimble foes. Ettins have keen senses, well adapted to night hunting: infravision out to a 90' range, and a sense of smell sufficiently developed to distinguish animal, unusual, and specific, known-to-be-dangerous scents from those of the surroundings within 30'. They dislike sunlight or other strong light (continual light, but not a torch or a light spell) intensely, but it does not harm them or impair their fighting abilities. The dislike comes from habit and conditioning, and their self-preservation instinct; they inhabit darkened, hidden places because of their solitary nature. They greatly prefer to hunt at night so as to take full advantage of their keen senses, and to reduce the chances that they themselves will be set upon by adventurers or other adversaries. 

Having two heads is definitely an advantage for the ettins, as one is always alert, watching for danger and potential food. This means that an ettin is surprised only on the roll of a 1 on 1d10. The ettin derives some unusual protection from its dual brains. Spells of mental control, such as sleep, fear, and any charms or  hold spells, will not completely affect an ettin unless two spells of the same type are cast upon it, either simultaneously or one after the other so that both spells are in effect at the same time. Of course, both spells must succeed; for magics of this sort against which a saving throw is allowed, each head is entitled to a save against one of the spells. If one but not both spells succeed, the unaffected head will assume control of the body without pause or internal struggle, and the affected head will be held powerless until it regains its normal state (at the expiration of the spell’s duration). If the affected head is the dominant (right-hand) one, it will immediately resume “control” after returning to normal. During this time of powerlessness, the arm closest to the affected head will hang limp and useless; it will not drop anything it is holding, but cannot consciously use or wield such an object and could (under the right circumstances) be easily disarmed or disengaged from the object by the application of some force (a list or weapon blow, for instance) against either the arm or the object. Note that repulsion, mass charm, psionic domination, and other “group-effect” magics and powers will affect both heads of an ettin upon a single application; if a saving throw is allowed in such a case, the creature is only entitled to one. If the ettin’s dominant head is destroyed or severely damaged in a fight, the creature will be confused for 1-6 rounds, after which time the single functioning head will gain control of the “opposite” arm — but that arm will only be capable of wild (empty-handed) flailing until the ettin learns to control both arms with its single head. This process takes 1-2 months to run its full course, after which time control is perfect and both arms can attack normally. Damage figures for both arms (2-16 for the left, 3-18 for the right) will not change, regardless of which head is controlling both of them. Because of its low intelligence, an ettin saves against all types of illusions at -1 - but each head is entitled to a saving throw, and if one or both of them are unaffected by the illusion, the ettin will be enraged at such a trick, not bewildered at its occurrence, and will angrily seek out its perpetrator.Though ettins have a low intelligence, they are cunning fighters. They prefer to ambush their victims rather than charge into a straight fight, but once the battle has started, ettins usually fight furiously until all enemies are dead, or the battle turns against them. Ettins do not retreat easily, only doing so if victory is impossible. In combat, an ettin has two attacks. Because each of its two heads controls an arm, an ettin does not suffer an attack roll penalty for attacking with both arms. An ettin always attacks with two large clubs, often covered with spikes. Using these weapons, the ettin causes 2d8 points of damage with its left arm, and 3d6 points of damage with its right. If the ettin is disarmed or unable to use a weapon, it attacks empty-handed, inflicting 1d10 points of damage with its left fist and 2d6 points with its right. Ettins can also throw rocks like giants. Rocks thrown by an ettin do 2-12 points of damage per hit, with ranges of 20/40/60; each arm can throw one rock per round. Note that this is not an ettin’s preferred attack mode, and the monster will always use some sort of hand-held weapon if one is available. 

Ettins like to establish their lairs in remote, rocky areas. They dwell in dark, underground caves that stink of decaying food and offal. Ettins are generally solitary, and mated pairs only stay together for a few months after a young ettin is born to them. The offspring of a pair of ettins has no combat ability until it attains six months of age. From that time until it reaches one year old, the young ettin is size M (5’ tall) with 4 HD and does roughly half damage on an attack with either arm — 2-8 (2d4) with the left and 3-8 (ld6+2) with the right. At the age of one year, an ettin is quite able to fend for itself, and will be abandoned by its parents. On rare occasions, however, a particularly strong ettin may gather a small group of 1d4 ettins together. These may include its offspring, which will be treated as any other member of the group. This small band of ettins stays together only as long as the leader remains alive and undefeated in battle. Any major defeat shatters the leader's hold over the band, and they each go their separate ways. Ettins collect treasure only because it can buy them the services of goblins or orcs. These creatures sometimes serve ettins by building traps around their lairs, or helping to fight off a powerful opponent. Ettins have also been known to occasionally keep 1-2 cave bears in the area of their lairs. The sloppy caves of ettins are a haven for parasites and vermin, and it isn't unusual for the ettins themselves, and their garments, to be infected with various parasitic diseases. Adventurers rummaging through ettin lairs for valuables will find the task disgusting, if not dangerous. Because ettin society is so primitive, they produce little of any value to civilized creatures. Ettins tolerate the presence of other creatures, like orcs, in the area of their lair if they can be useful in some way. Otherwise, ettins tend to be violently isolationist, crushing trespassers without question.

Terrain: Hills, Mountains

Eye of Orcus

	
	Small
	Medium
	Large
	Great

	Armor Class
	5
	3
	1
	-1

	Hit Dice
	6****(S)
	7****(S)
	8****(S)
	10****M)

	Move
	
	
	
	

	     Flying
	360'(120')/MF 1(a)
	360'(120')/MF 1(a)
	360'(120')/MF 1(a)
	360'(120')/MF 1(a)

	Attacks
	1
	1
	1
	2

	Damage
	see below
	see below
	see below
	see below

	No. Appearing
	1d2/5d4(1d2/5d4)
	1d2/5d4(1d2/5d4)
	1d2/5d4(1d2/5d4)
	1d2/5d4(1d2/5d4)

	Save As
	F6
	F7
	F8
	F10

	Morale
	12
	12
	12
	12

	Treasure Type
	Nil
	Nil
	Nil
	Nil

	Intelligence
	2-12
	2-12
	2-12
	2-12

	Alignment
	Chaotic
	Chaotic
	Chaotic
	Chaotic

	XP Value
	1,175
	2,050
	2,850
	4,000


Monster Type: Undead Construct, Enchanted (Very Rare)

Eyes of Orcus are floating, magically created undead eyes which come in four sizes: small (1'dia.), medium (2'dia.), large (3'dia.) and great (6'dia).  While they were invented by Orcus eons ago, their use has spread throughout the Entropic planes.  These abominations are instruments of powerful Entropic planar creatures and high level mortal necromancers.  They permit their user to see through them, and slay living things many planes away.  All eyes have invisibility at will, and can plane shift and use non-detection three times per day.  Eyes can detect good beings (as per an intelligent sword) within 120 feet. Eyes of Orcus are turned as nightshades.

The most effective strategy used by the eyes is to attack through surprise.  Usually, the eye blasts its victims from behind a veil of invisibility.  Once it becomes visible, all creatures below 4 hit dice flee in terror at the sight of it.  Creatures from 4 to 6 hit dice save vs. paralization at -2 or flee.  A 6 to 10 hit die creatures save normally.  Higher level characters and monsters are immune to this fear.

Eyes of Orcus attack by means of a negative energy blast.  This attack drains 1d4 levels, and inflicts 1d6 hit points per level lost.  A save vs. breath weapons is made for half damage.  If the save is made by 10 or more, no damage is sustained.  The following modifiers are applied to the saving throw:


Medium Eye:            

-1


Large Eye:                

-2


Great Eye:                

-3


Victim uses positive energy: 
-4

Small, medium and large eyes can blast once per round.  Great eyes blast twice.  All eyes regenerate 1 hit point per round.

Eyes of Orcus, though intelligent, are magical automata under the control of other beings and have no society or culture of their own.  They are sent by evil beings to planes they cannot easily travel to (such as the Prime Material Plane) to slay the enemies of their controllers.

Terrain: Any

Eyewing

	Armor Class
	4

	Hit Dice
	3(L)

	Move
	

	     Flying
	240’(80’)/MF 3(b)

	Attacks
	2 claws/1 tail or 1 tear

	Damage
	1d6/1d6/1d4 or see below

	No. Appearing
	1d20(1d20)

	Save As
	F3

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	


Monster Type: Planar Monster (Very Rare)

Eyewings are loathsome inhabitants of Pyts. They are obedient, loyal, and dumb - perfect servitors for the Immortals of Entropy and their more powerful minions. An eyewing's body is a fat, egg-shaped ball covered with matted black fur. The 5-foot-wide body is supported by a pair of five-foot-long leathery bat wings. Each wing is tipped with a set of three razor-sharp talons. An 8-foot-long rat's tail dangles from the back of the body. The tail ends in a small, sharp spur. It has no feet and has never been known to land. The body is dominated by the single, bulging, 4-foot-wide eyeball. The eyeball is black with a blood-red pupil. A vile blue fluid continuously leaks from the eye, soiling its fur. Great leathery eyelids squeeze this fluid out and away from the creature. The stench is unbelievable. It gives off an acidic smell that scorches the sensitive tissues in other creatures' noses and mouths.

An eyewing has two main forms of attack. The most common form is to use its claws and tail to strike its opponents. It can either swoop down on them, or hover and slash. Its second form of attack is to bomb its enemies with a large eyewing tear that is squeezed out of the large eyeball by the leathery eyelid. It has amazing control over the release of the tear -- it has the same chance to hit with a tear as with its melee attacks. It releases a tear when it is within 100 feet of its target. It can deliver this attack while hovering or diving. An eyewing tear is a one-foot-diameter ball of poisonous blue fluid. The attack roll determines if the target dodged the tear. If the tear hits, the victim must roll a successful saving throw vs. poison or suffer 2d6 points of damage (success means only 1d6 points of damage). The tears may also splash onto anyone within ten feet of the target. The attack roll for the splash attack is made with a -2 penalty. If someone is splashed, a saving throw vs. poison must be rolled; those who fail suffer 2d4 points of damage, while those who succeed suffer 1d4 points of damage. A tear hardens into a rubbery lump within 2d6 hours after being shed. The exact time depends upon the humidity, temperature, etc. Anybody handling a hardened tear must roll a successful saving throw vs. poison or suffer 1 point of damage. Eyewings have extremely acute vision that enables them to see with perfect accuracy for up to 25 miles. They also have infravision out to 120 feet. They are immune to all cold-based attack forms, as are their tears.

Eyewings are supernatural creatures that exist only to serve their dark masters. When left without orders they become sluggish and listless. This should not be taken to mean that they are any less dangerous. This listlessness is their expression of boredom, but nothing relieves eyewing boredom quite like tearing apart innocent creatures. Eyewings have no society as such. They do not have a culture. Their simple language consists of shrill squeaks. They understand other spoken languages, but cannot speak them. 

Eyewings are sexless creatures that are not a part of nature. They kill even when they're not ordered to, just for the pleasure of it. It is assumed that they do not need air or water. They have never been seen to eat; it is assumed by most who have studied them that they are sustained by magic. The more powerful creatures of Pyts have no qualms about an eyewing snack should one be nearby, but they are not the natural prey of any creature.

Terrain: Any (Pyts)

Fachan

	Armor Class
	4

	Hit Dice
	8+3(L)

	Move
	90' (30')

	Attacks
	1 kick or weapon

	Damage
	2d6 or by weapon

	No. Appearing
	1d4 (1d4)

	Save As
	F8

	Morale
	7

	Treasure Type
	(Tx10) Tx100 + C

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	775 + 625/ability


Monster Type: Giant Humanoid (Very Rare)

This unusual creature looks grotesque even compared to other ogres. Its vaguely humanoid body possesses only one leg, one arm, and one eye. The leg attaches to a special joint in the center of its pelvis, and the arm hangs from a socket set in the middle of the creature's chest. The fachan's eye is centered in its face like that of a cyclops. A fachan has dull gray skin, wiry black hair on its head, and no body hair. Its eye is purple with a white pupil, like an ogre's, and they tend to possess very large ears. A fachan's heavily muscled body is actually quite agile. They move about with a short hopping run, sometimes making leaps as great as 10 feet in distance and clearing over 6 feet in height. Fachans have a lifespan of approximately 90 years. They usually speak the languages of local ogres, trolls, and orcs.

On the Savage Coats, Fachans gain multiple cinnabryl abilities, sometimes as many as 5 (1d4+1). Fachans require cinnabryl, and because they have trouble acquiring the metal, most are heavily affected by cinnabar's detrimental effects. Only their strong desire to inflict equal suffering on others keeps them functioning. Fachan wear cinnabryl when it can be found, but they prefer taking it from others.

In combat, fachans use clubs or morning stars as weapons, though some have discovered the usefulness of axes or swords. Because they have only one hand, fachans cannot use missile weapons or polearms, but they can wield a two-handed weapon (up to bastard sword size) and still deliver the full two-handed damage. In addition, fachans have a +4 damage bonus when striking with any hand-held weapon. If unarmed, a fachan may kick or stomp any creatures less than 6 feet tall, doing 2d6 points of damage on each successful hit. Fachans can also hurl rocks weighing up to 40 pounds apiece to a maximum range of 60 yards, each causing 2d4+2 points of damage with a successful hit. However, the fachan's body structure and lack of depth perception (because of the single eye) gives the creature a –2 penalty to hit when throwing rocks (cumulative with the normal –2 medium range and –5 long range penalties). Fachans are very alert and are surprised only on a roll of 1.

One out of every 400 ogre births produces a fachan, which may stay with the tribe but usually seeks out its own kind. Fachans prey on any creature other than ogres, showing marked preference for the flesh of humans and demihumans. Fachans are also prone to exceptionally cruel behavior, directing it at anyone nearby. Only orcs and ogres make any attempt to get along with the creatures. Ogres try only because of the thin bonds of kinship between them; orcs bribe fachans to work as scouts and guards because of their great strength and exceptional hearing. Fachans can detect the sound of an approaching horseman from up to 5 miles away. Fachans also have a 10% chance of possessing a legacy leech.

Alchemists and wizards have found that the hearing organs of a fachan may be made into a potion of clairaudience. Also, the hide of a fachan's hand can be made into a single gauntlet of fachan power for either the left or right hand depending on the fachan (50% chance either way). This gauntlet bestows 18 strength to the wearer's arm, hand, and shoulder for purposes of grip and damage bonuses.

Terrain: Mountain

Fairy, Faux

	Armor Class
	4

	Hit Dice
	4*(S)

	Move
	180'(60')

	Attacks
	1 

	Damage
	see below

	No. Appearing
	1 (1)

	Save As
	E4

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	9

	Alignment
	Chaotic

	XP Value
	125


Monster Type: Humanoid (Very Rare)

The faux fairy has a mission and goal to its life: to misdirect and lie to as many creatures as possible. It is quite happy in its life's work, and delights in finding new and novel ways to lie and mislead others. It has almost no powers of its own, but its special form of anti-magic makes it seem as if it has great magical powers. Because it is essentially a magic-based creature, the faux fairy can appear to those who view it as one of almost any number of fairy creatures, such as sprites, brownies, pixies, or leprechauns. It will generally take the form of whichever type of fairy-creature is most common to the locale in which it is currently travelling. The faux fairy is an excellent mimic, conversant in all of the languages of the creatures it portrays, and is virtually impossible to detect as an imposter, except that it does not possess the innate magical powers and natural abilities of the creatures it poses as, other than invisibility to mortals and second sight. Thus, for example, it can appear and sound like a leprechaun, but cannot play the magical tricks that come so easily to such creatures. The faux fairy spends its day changing trail markers and sign posts, creating false and circling trails, and giving inaccurate directions and information to passersby. It will even create trails to areas in which such natural dangers as quicksand, rockslides, and dangerous pits abound. It is a congenital liar, but crafty in mixing lies, half-truths, and partial truths, so as to misdirect and confuse without its lies being noticeable or obvious. Once having led someone astray, the faux fairy will often follow behind them at a distance to laugh at their plight, sometimes changing form to encounter them yet again.

The lies and deceit of the faux fairy are one of its most potent weapons, and more than one adventuring party has been misdirected to its death by these pernicious little creatures. But the most unusual feature of combat with these strange creatures is their complete and special immunity to magic, which gives them total protection from all forms of magical spell attack. An invisible aura of absorbent and reactive magic surrounds them so that when a spell is cast upon them, the spell is itself absorbed into their aura, where it joins dozens of other spells, circling the faux fairy in a magical frenzy. If the aura is "full" at the time a spell is cast upon the faux fairy, the spell is still absorbed, but a random spell captured earlier is expelled from the aura back toward the caster of the spell upon the faux fairy. This can happen multiple times in the same round and cannot be disrupted by any physical attack. Thus, without components or motions of casting, a faux fairy may appear to have great innate magical abilities, as it will cast out in any round the same number of spells which may be cast upon it that round, without suffering spell disruption by any means. If a faux fairy is burnt in its dormant state (see below), the results can be disastrous, as the aura is disrupted and all of the stored spells are released at the rate of six per round until the fire is put out. The number of spells which can be held by the aura of a faux fairy ranges from 24 to 48, and does not change over the life of the faux fairy. Until the aura fills, spells are merely captured by it, and no spells are expelled in return. Once full, the aura captures and randomly expels spells on a one-for-one basis. The spells absorbed and expelled may be either magical or clerical in nature. The spells which a faux fairy has stored in its aura would normally inelude a variety of spells which might have been cast upon it (by both friendly and unfriendly parties), including such spells as know alignment, charm, magic missile, lightning bolt, etc.

During daylight hours, the faux fairy goes about its novel business, snacking on berries and nuts. An hour before dusk, the faux fairy will seek out a suitable fallen branch or log, three or four feet long at most, into which it melds itself for its night's rest, and becomes a part of the wood itself — much as a dryad will meld into her host tree for rest and replenishment. The faux fairy remains in the wood until an hour after dawn. When infused with a faux fairy, the wood of the branch or log will take on an extremely faint blue glow from the dweomer of the magical aura of the faux fairy. This glow, which is indistinguishable from the blue fox fire glow which sometimes occurs in naturally decomposing wood, cannot be seen at all if it is still light or dusk or if there is a light source (e.g., torch, lamp, lantern, or continual light gem) in use when the wood is viewed. Thus, gathering wood for a fire at dusk can be a risky proposition if a faux fairy is about. If the wood infused with a dormant faux fairy is burnt, the faux fairy will take normal damage from the fire, and its aura is explosively disrupted as described above. If, however, the wood containing the faux fairy is chopped or cut (and not burnt), only six random spells will be discharged. Two faux fairies will emerge from the pieces of wood that morning, each with half the hit points and half the stored spells of the original faux fairy. They will remain in this immature stage for two weeks, after which their hit points and spell capacities will double. This is the only known means of procreation for the faux fairy.

A faux fairy can be a formidable storage battery for high-level protective and healing spells, or even for offensive spells. If captured before its aura is full, the faux fairy can be "fed" whichever spells are desired. For example, a cleric could cast several high-level cures on the faux fairy until its aura was filled or nearly filled with such spells. This would allow any spellcaster to receive such a cure during battle by casting a low level spell on the creature, receiving the expelled spell in return. Obviously, there are many risks involved. First, the hazards of trying to determine whether or not a faux fairy's aura is "full" should be obvious, as well as the effort involved in capturing the creature. Second, as low-level spells are cast upon it to discharge the stored spells, the odds increase that one will not receive the hoped-for spell in return. And finally, faux fairies are not at all fond of being treated like storage batteries, and will do their utmost to escape from any such situation.

Terrain: Woods

Fairy, Fiddler

	Armor Class
	0

	Hit Dice
	1**(S)

	Move
	120'(40')

	Attacks
	Nil

	Damage
	Nil

	No. Appearing
	1(1)

	Save As
	E1

	Morale
	9

	Treasure Type
	Nil

	Intelligence
	10

	Alignment
	Neutral

	XP Value
	16


Monster Type: Humanoid (Very Rare)

The fairy fiddler is a strange icon of fairy society. Always found in a community of fairies, there is never more than one fairy fiddler per community. The fairy fiddler’s motivations are to protect other members of the society and to make the world more pleasant, according to its understanding of the term. In appearance, fairy fiddlers are among the most human-looking of fairies. They resemble nothing so much as old, diminutive human males (there are no female fiddlers), dressed in somber, archaic clothes (such as a battered black top hat and tails), and playing a most exquisite, tiny fiddle. For all of their aged appearance, they are always in apparent good spirits, and while so skinny that it is a wonder they can keep the front and back of their coats apart, they are apparently spry and lively. Like other fairies, they possess the abilities of invisibility to mortals and second sight.
Fairy fiddlers never begin a fight, but they are quite able to defend themselves and others if one breaks out. The fiddler’s primary defense is his high armor class, the result of its constant, capering dance and small size. As a fairy creature, the fiddler is naturally resistant to most forms of magic, and considering the nature of its magics, it isn’t surprising to find that they are completely immune to the effects of all mind-affecting spells. The fairy fiddler has the ability to play a number of magical tunes on his fiddle, both for enjoyment and in combat. The least of these magical tunes is one that prevents hearers from experiencing hunger, thirst, or fatigue while dancing, a tune that is woven through the melodies of common dancing songs to provide dance music for fairies and the non-fairies they invite into their circles. As this spells effects can be felt only while the hearer is dancing, it will provide benefits only in combat if the hearer has the Dancing skill and thus can alter the steps of the dance to allow fighting at the same time. Coincidentally, all fairies in a community with a fairy fiddler will have the equivalent of this skill, which means that they will spin and whirl as if dancing when in combat, and they will never tire from their efforts. A saving throw vs. spells will negate the effects of this tune, but only if the hearer specifically wants to resist its charms. If the fiddler or his friends are threatened with physical harm by any outsider, he can change his tune to target one person per round with a dance spell having a range of 30 feet, with saving throw vs. spells negating the tune’s effects. As the dance only lasts five rounds, the fiddler may have to renew the spell if he faces large numbers of opponents. The fiddler will use this spell to assist his fairy friends when they fight intruders, to cover the escape of those who are unable or unwilling to fight, and to cover his own escape when he finds it necessary to leave the field. Because of the fiddler’s courage, he is willing to lay down his life if it will allow other fairy-folk to escape, so he will depart only after all other fairies are secure. The most powerful tune that a fairy fiddler can play is used on someone who offends fairy sensibilities without overtly attacking the fairies, such as someone who refuses to dance with them, who claims not to believe in their very existence, or especially someone who tries to cheat a fairy in some way. This tune has the same fatigue-banishing effects of the first tune, but combines with it a powerful time-distorting effect, like an exaggerated timestop spell. For every hour spent dancing, a year will pass in the outside world, and as the fatigue-banishing effects of the tune make one capable of dancing for a long time (i.e., if a human under the effects of this magical tune has danced for four hours, four years will have passed in the real world when he returns to his home, probably to find it long-sold after his “mysterious disappearance”). Again, a saving throw vs. spells will negate all effects of the spell, but the hearer must consciously desire to resist or receive no saving throw at all. This timestop tune can be played only once per month, on the night of a full moon, and as mortal offenses against fairies can happen at any time of the month, a fiddler who wants to use this spell on an offender at some other time of the month will have to lure him back to the fairy circle. The common method to achieve this is for the fiddler to pretend that he failed to notice the offense, and then to invite the offender back to the circle a few days hence for a celebration that promises to be a once-in-a-lifetime experience for the mortal invitee. Other ruses will be tailored to the personality of the offender, such as “accidentally” letting slip the fact that a precious fairy treasure will be on display during the full moon if the offender is a thief, or challenging the offender to return (“You wouldn’t dare come back here and do that again on the night of the full moon!“) if he is a belligerent sort.

Fairy fiddlers have no society of their own, as they are never seen with others of their type. They dwell among communities of fairy creatures, and provide a number of services for them, most especially fiddling at their convocations, parties, and gatherings. They speak the languages of the fairy folk, and those of any nearby human or demihuman community.

The fiddle of a fairy fiddler isn’t magical (all its effects are the natural magic of the fiddler being channeled through the instrument), but it still has a resale value of 3d20 gp for its fine quality and miniature size.

Terrain: Any with a fairy community

Feliquine

	Armor Class
	5

	Hit Dice
	4+4(L)

	Move
	180' (60')

	Attacks
	2 claws/1 bite

	Damage
	1d6/1d6/1d10

	No. Appearing
	0 (3d4)

	Save As
	F2

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	3

	Alignment
	Neutral

	XP Value
	125 + 75/ability


Monster Type: Monster (Rare)

These half-feline and half-equine creatures have the head and front claws of a lion and the hindquarters of a horse. Most are colored like lions, though spotted specimens (appaloosas) are not unknown. Some even have equine markings such as a white mane and paws or a blaze down the nose. Completely black specimens are rare, but not impossible to find. Feliquines are intelligent enough to understand commands, though they do not always choose to follow them. Often, a feliquine's strong independent streak will cause it to ignore orders. The only truly "tame" feliquines are those bonded to rakasta riders (with the Mammal Empathy skill). Feliquines communicate through growls, purrs, hisses, and body language.

Feliquines occasionally gain cinnabryl abilities, but they do not need cinnabryl to ward off the effects.

Wild feliquines hunt in prides, groups that consist of one or two males and several females. Generally, the females herd prey toward a waiting male, who attacks with fang and claw. Females are quite capable of bringing down their prey, and sometimes they simply attack if the prey refuses to be herded. 

A bonded feliquine mount usually protects its rider, though it seldom attacks with its claws while being ridden. A feliquine mount fiercely attacks with both claw and bite when its rider is down. Bonded mounts have even been known to gently lift severely wounded riders and carry them to safety. 

Feliquines can also kick with their rear legs, inflicting 2d6 points of damage. Wild specimens attempt this only when cornered, but bonded mounts are usually trained to do so in combat. If stationary, a feliquine can kick out with its rear legs, but not in the same round that it uses its front claws. Feliquines are rarely surprised, able to sense the approach of almost any danger. They gain a +1 bonus on all surprise rolls.

In the wild, feliquines roam the steppes in prides, hunting mammalian prey. Horses have become a favorite quarry since their introduction to the Savage Coast, but other herd animals are also commonly hunted. Feliquines have been known to attack goblinoid villages in times of famine, but they seldom attack humans or demihumans and never rakastas. Bonded feliquines are usually born in the wild and live there about a year before a prospective rider will approach, seeking to form a bond. Some feliquines are receptive to these attempts, while others are not. In any case, the creatures will bond only with rakastas and, occasionally, elves. Once bonded, a feliquine goes to live with the rider and his nomadic tribe. These animals are treated very well, hunting with the tribe and sharing its food. Beast Riders periodically release their bonded feliquines back into the wild to hunt and mate. If they do not do this, the feliquines become uncontrollable. Wild feliquines mate within the pride, producing one or two cubs each time. Bonded feliquines must attract a mate from a pride, which often entails fighting. Cubs born to bonded feliquines are released to be raised by wild prides.

The feliquine is a dreaded predator, powerful enough to earn a place near the top of the food chain. Because of their Intelligence, feliquines have sense enough to move on when prey becomes scarce.

Terrain: Open

Feng Huang*

	Sphere
	Energy

	Status
	Exalted

	Armor Class
	-4

	Hit Dice
	22**********(L)

	Move
	120'(40')

	     Flying
	480'(160')

	Attacks
	2 claws/1 beak

	Damage
	1d10/1d10/3d6

	No. Appearing
	0 (1)

	Save As
	M22

	Morale
	10

	Treasure Type
	B, H, U, Vx3

	Intelligence
	16

	Alignment
	Chaotic

	XP Value
	25,250


Monster Type: Monster, Enchanted (Very Rare)

The feng huang, also known as the Ochalean phoenix, is perhaps the most magnificent of all feathered creatures. It is aloof, arrogant, and self-absorbed, fully cognizant of its own great beauty and awesome power. Despite its Chaotic alignment, it are not evil. The feng huang resembles a high phoenix, but it has a shorter bill and neck, and larger wings. It averages 100 feet long from bill to tail, with a wingspan nearly twice the length of its body. It has a finned tail like that of a fish and a multi-colored crown. Its feathers are blue, red, green, yellow, and orange. Black and white stripes run the length of its belly. Feng huang can speak all human languages as well as those of all feathered creatures. Their voices sound like flutes.

Feng huang prefer to avoid combat, but are extremely aggressive if attacked. Though they can attack with their beak and front claws in the same round, feng huang prefer to attack with spells. They can cast fireballs twice per round and flame lightning once per round, but must make successful iuto hitle rolls. The fireballs cause 2d10 hit points of damage and are +4 to hit. Flame lighting is a bolt of fire 50 feet long that inflicts 3d10 hit points of damage. The feng huang's most destructive attack is the fire storm, which it can cast twice per day. The fire storm affects an area 1 mile square and 100 yards high, as if cast by a 20th level magic-user. It can also cast fire quench twice per day affecting an area twice the size of its fire storm. It can cast affect normal fires, control temperature in a 100-foot radius, and animate fire once per round; fire shield, fire seeds, heat metal, produce fire, pyrotechnics and fire rain, three times per day; and wall of fire, melt metal, and incendiary cloud. all once per day. All spells are cast at 20th level. It can plane shift and turn invisible at will. It automatically detects charms, evil, magic and alignment and continually radiates protection from evil in a 100-foot radius. The feng huang can spread its wings to dispel illusion or dispel magic. It can be hit only by + 3 or better weapons. If reduced to 0 hit points or less, its remains convert to a jade-like egg from which a new feng huang arises in 3d10 days.

Feng huang rarely appear in the Prime Material plane, making their lairs in alternate planes of existence, usually far away from other creatures. They build elaborate nests of spun gold and silver in the tops of gigantic wu t'ung, ornamental trees with bell-shaped white and brown flowers. Feng huang love treasure, especially gem stones of all kinds. Female feng huang lay one egg annually, but there is only a 1% chance that any given egg will hatch. The appearance of a feng huang is variously associated with good fortune and disaster, owing to the creature's unpredictable nature. Tales are told of feng lung guiding lost ships to safe ports, then setting the ports afire before returning to their home planes. In the Prime Material plane, feng lung are equally at home in any climate, since they are unaffected by  changes in temperature or weather.

Feng lung are strict herbivores. They especially enjoy the seeds of wu t'ung flowers as well as stalks of ripe bamboo. They prefer to drink sweet water, such as fruit juices or streams flavored with honey. Their feathers are used in religious ceremonies of primitive cultures, though they are also coveted by collectors. Their eggs are the favorite food of certain spirit folk. Feng lung are also sought by the desperately ill, as they can cure diseases of any type with a touch of their wings. However, this effect is only produced if the feng lung so wills it, and they are usually reluctant to do so unless first offered a great treasure (at least 50,000 gp in gold or gems).

Terrain: Any

Feyr

	
	Common
	Great

	Armor Class
	2
	-2

	Hit Dice
	4*(S)
	16**(M)

	Move
	120'(40')
	120'(40')

	     Flying
	
	180'(60')/MF 3(a)

	Attacks
	1 bite
	1d4 bites

	Damage
	1d4
	2d6x4

	No. Appearing
	1d4(1d4)
	1(1)

	Save As
	F4
	F16

	Morale
	11
	11

	Treasure Type
	Nil
	Nil

	Intelligence
	5
	14

	Alignment
	Chaotic
	Chaotic

	XP Value
	125
	4,050


Monster Type: Monster, Enchanted (Very Rare)


The horizontal jaws of the feyr slung beneath its belly are the creature's prime form of attack, inflicting 1d4 points of damage for common feyrs, 2d6 points for great feyrs. The feyr does not use its jaws to eat, but rather to strike terror into the hearts of those who witness its savage and bloody attacks. Those who witness the attack of either type of feyr must make a successful saving throw vs. spells or be consumed by fear (as the spell of the same name). This fear acts for 1d4 rounds for common feyrs, and 2d6 rounds for great feyrs. This form of fear only applies when the creature attacks. Merely sighting a common feyr does not inspire fear. The great feyr, become invisible at will, and has an additional power that can affect the emotions similar to the 4th-level wizard spell emotion. The range of this attack is 100 yards, may affect a 20-foot by 20-foot area, and the intended victim must make a successful saving throw vs. spells at -2 or be affected. Only the negative emotions of fear, hate, hopelessness, and sadness may be cast by the great feyr. The great feyr may cast this spell and retain its invisibility. 

Common feyrs are slain by direct sunlight, though they have no fear of it themselves, and do not seek shelter with the coming sun, nor hesitate to venture out if they are still alive after sun-up. Common feyrs can use a saving throw vs. spells against sunlight created by magic spells, such as continual light. Greater feyrs are unaffected by sunlight.

Individual common feyrs are slain by the morning light. There are occasions when several common feyrs combine to form a great feyr, which in addition to being immune to the effects of the sun, is much more intelligent. The greater feyr seeks to inspire even stronger emotions, which it may then use to stay alive. While common feyrs do not travel far from their point of origin, great feyrs may undertake long trips, lured by strong emotional states. While a common feyr merely slouches through the evening shadows and fogs, looking for a collection of victims to terrorize and thereby enrich itself on their emotions, a great feyr chooses to attack while invisible, playing the emotions of others, heightening emotional states already present, and driving mortal beings mad with terror and fear. While the great feyr is not banished by daylight, it prefers to work at night, and seeks to retreat into a hidden lair during daylight hours, preferably some abandoned area such as an old house, cavern, or underground structure.

Common feyrs are created by the emotions of large masses of people, and great feyrs by compilations of lesser feyrs. The raw materials for such creatures may be found in any urban settlement, and when there is additional tension in the air, the feyrs stalk at night. Cities under siege, towns divided by rivalries or civil wars, oppressed peoples, and settlements baking under a merciless summer heat are all possible breeding grounds of feyrs. Guard and watch units are usually more than sufficient to handle the common feyrs, as those feyrs attack anything that moves. But the more dangerous great feyrs must be dealt with by a wizard or similar high-level individual, who can both withstand the attack of the feyr and dispatch it.
Terrain: Settled (common) or any (great)

Fiend, Narvaezan*

	Armor Class
	3

	Hit Dice
	6+2**(M)

	Move
	

	     Flying
	240' (80')/MF 5(b)

	Attacks
	4 claws/1 bite

	Damage
	1d6/1d6/1d6/1d6/2d4

	No. Appearing
	1 (1)

	Save As
	F6

	Morale
	11

	Treasure Type
	E, S, T

	Intelligence
	14

	Alignment
	Chaotic

	XP Value
	950


Monster Type: Monster, Enchanted (Very Rare)

This creature of half shadow and half substance intentionally materializes as a being of twisted features, with dark horns and squirming shadows behind it. These shadows alternately appear as a billowing cloak or large bat wings. Its strangely proportioned arms hang almost to its knees, ending in large claws. Its feet also have great, hooking claws that would impede its movement if it did not fly everywhere. The most frightening aspect of this fiend's appearance is its eyes, which burn with an evil black-green intensity always visible unless the creature is hiding in the shadows. The Narvaezan fiend communicates telepathically but cannot select who it speaks to. It selects a range up to 10 yards, and anyone within that radius can hear what it says. The telepathic connection allows it to speak any language. The creature can choose to sound like an enticing whisper or a raspy screech.

The Narvaezan fiend is unaffected by the Red Curse.

The Narvaezan fiend attacks with stealth, pouncing on a victim from behind, which negates any Dexterity adjustment to the victim's AC. The fiend attacks with all four claws and its bite each round. Once the fiend draws blood, it becomes more corporeal. In this solid state, the fiend cannot simply melt back into shadows; it must remain for two rounds without drawing more blood or try to escape by more conventional methods (such as flight). If the creature chooses to attack by swooping past its victim, it receives only the four claw attacks, but gains a +1 damage bonus (1d6+1) on each successful hit. The fiend cannot be affected except by magical weapons, spells, and cinnabryl abilities. Three times per day it can attempt either fear, enthrall, or curse as per priest spells, and once per day it can attempt suggestion as per the wizard spell. The fiend can also cast a cure light wounds spell on itself after three turns of concentrated thought.

This creature moves only by the power of flight. Each round, it can move up to 240 feet in any direction, carrying up to 1000 cn with no penalty. With proper concentration, it can carry a maximum weight of 2000 cn, sacrificing half its speed and dropping to a maneuverability factor of 3. The Narvaezan fiend must stay out of the sunlight. During the day, it is confined to the shadows of Narvaezan alleyways and buildings, or it may retreat to its shadow-lair to await nightfall. At night it is free to roam, effectively gaining a 90% chance to hide in shadows as per the thief ability.

These noncorporeal entities were attracted to Narvaez because of the negative emotions generated by religious persecution. The fiends feed off the fears, paranoia, and destructive thoughts of inquisitors—the Narvaezan priests who are responsible for finding and punishing heretics. The fiends' existence fuels their burning desire to stamp out evil, which to them means rooting out heresy. Wrapped in holy zeal, the inquisitors cause fear and paranoia, utterly delighting the fiends. To escalate the persecution, fiends use their abilities to tempt the people of Narvaez into compromising situations. They also appear before the inquisitors, tormenting them with lies concerning a secret following the fiends have among loyal Narvaezan people and priests. The fiend's major impact is social, tearing apart the normally strong religious underpinnings of Narvaez. The fiends care nothing about the chaos they cause; it is simply their food supply.

Narvaezan fiends create lairs from shadow substance, usually about 1000 square feet in area. The entrance is no more than a dark shadow, which the fiend can move by force of will. If hidden in an alley or other dark place, the door is nearly impossible to find. Even the special elf abilities grant no chance of recognizing the hidden entrance unless the character is actively searching for it. However, detect magic or truesight would reveal the shadow door. Inside, the lair is filled with dark mist and shadows that automatically confuse anyone other than the fiend. To determine if the character moves in the intended direction, roll 1d8 every round. On a roll of 1 the character moves in the direction desired. The other numbers indicate that the character moves in a random direction. Distances also seem out of proportion, and all doors are considered secret doors. Inside his shadow-lair, the fiend can manipulate shadow and mist to create illusions as needed. Not incredibly detailed, these illusions appear along the peripheral vision and can be extremely distracting. If it wishes, the Narvaezan fiend can attempt to pull someone into its lair. It accomplishes this by quietly moving the shadow door behind the intended target. If the victim is surprised and at least two of the fiend's four claw attacks are successful, the victim is pulled into the lair. No damage is actually inflicted by this attack. If all four attacks succeed, the being does not even make a sound as it is pulled within the lair. The lair cannot be moved if any creature other than a fiend is inside, so companions may search for the entrance and attempt a rescue. As the shadow-lair is considered a null-dimensional space and not of the Prime Material Plane, light, sound, and magic cannot pass through the door. If the fiend dies, his lair immediately begins to dissipate. Anyone still inside has five rounds to vacate or be spilled out into an alternate plane of existence. The power of confusion dissipates in the first round, allowing easy access to the door. Still, those who lag behind, trying to take too much treasure, are likely to find themselves trapped. The shadow-lair can be magically enchanted before it dissipates, allowing a wizard to save it. Following the same procedures for the creation of a magical item, including the use of a wish, the lair essentially becomes a large portable hole. Dimensions can be altered as long as the total area remains the same.

Terrain: Any.

Firbolg

	Armor Class
	2

	Hit Dice
	13+7*(L)

	Move
	150’(50’)

	Attacks
	1 weapon

	Damage
	1d10+4

	No. Appearing
	1(1d4)

	Save As
	F13

	Morale
	10

	Treasure Type
	E, I (L, Sx10)

	Intelligence
	13

	Alignment
	Neutral

	XP Value
	2,500


Monster Type: Humanoid, Giant (Very Rare)

Firbolgs appear to be normal humans, except that they are over 10 feet tall and weigh over 8,000 cn. They wear their hair long and keep great, thick beards. Their skin is a normal fleshy pink, with any shade of hair color, although blonde and red are most common. The flesh and skin of firbolgs are unusually dense and tough. Their voices are a smooth, deep bass, thick with rolling consonants.

Firbolgs can use any large size weapons; they disdain the use of armor or shields. Of manmade weapons, they prefer two-handed swords and halberds, both of which they may use in one hand without penalty. Weapons of their own make are double size equivalents of human weapons. However, when used with both hands, these huge weapons inflict double their normal damage, plus the Strength bonus. If a firbolg has one hand free, it can bat away up to two missiles per round. Large missiles, such as boulders, or those with long shafts, such as javelins and spears, can be caught if desired. A catch or bat is successful 75% of the time (6 or better on 1d20). A caught weapon may be thrown at any opponent on the next round with a  -2 penalty to the attack roll, for using its off hand.

All firbolgs have the following magical powers, usable once per day, on any round they are not engaged in melee combat: detect magic, diminution (as double the potion), fools' gold, forget, and alter self. There is a 5% cumulative chance per member of a group that one of the firbolgs is a shaman of 1st through 7th level. Firbolgs are cautious and crafty. They have learned to distrust and fear humans and demihumans. If possible they avoid an encounter, either by hiding or with deception. If forced to fight, they do so with great strategy, utilizing the terrain and situation to best effect. They operate as a group, not a collection of individuals. Ten percent of all encounters is a large group of 4d4 members en route to an enclave of some sort.

Firbolgs live in remote forests and hills. These giant-kin distrust most other civilized races, and stay well away from them. They keep on even terms with druids and the woodland creatures, including elves, neither asking nor giving much, but avoiding insult or injury. Strangers are met with caution, frequently in illusionary disguise as one of their own race. They do not attack or kill without reason, but do enjoy pranks, particularly those that relieve strangers of treasure. Firbolg society is close-knit and centered around the family or clan. Each clan has 4d4 members and frequently a shaman. The level of the shaman is determined by rolling 2d4-1 if the DM doesn't wish to choose it himself. The clans live apart from each other, existing as gatherers and sometimes nomads. Their homes are huge, single-storey, wooden houses with stout walls and a central fireplace opening in several directions in the common room. When great decisions are needed, the clans involved meet in an enclave. This happens at least once a year at the fall solstice, just to celebrate if nothing else. The shamans preside over these events, and settle any disputes between clans. 

Firbolgs live off the land and with it. Their homes are built from trees cleared from around the house. The clan does keep a field for harvest, but only enough to supplement their diet. They trade tasks involving great strength for food, usually with other peaceful folk in the forests or hills. The rest of their food is obtained by gathering and hunting an area up to 20 miles from their homestead. Meat is used in small quantities for most meals, although major celebrations always include a large roast of some sort. Although many creatures are capable of killing a firbolg, none hunt them exclusively. They are stronger than most forest beasts, and intelligent creatures know better than to mess with them. They avoid true giants, except for storm giants.

Terrain: Hills, Woods

Fire Snake

	Armor Class
	6

	Hit Dice
	2*(S)

	Move
	40'(13')

	Attacks
	1 bite

	Damage
	1d4

	No. Appearing
	1d6 (1d6)

	Save As
	F1

	Morale
	7

	Treasure Type
	L

	Intelligence
	3

	Alignment
	Neutral

	XP Value
	25


Monster Type: Extraplanar Monster (Rare)

Some sages say that fire snakes are larval fire salamanders. Fire snakes, colored in shades from blood-red to orange, are always found in fires. Some large permanent fires contain 1d6 of these creatures, though in smaller, temporary fires like fire pits and oil bowls, there may be but one snake. The only treasure the snakes have is the gems they often accumulate. Since their color matches their surroundings, they can surprise opponents easily (-4 penalty to opponents' surprise rolls). Their bite inflicts 1d4 points of damage and injects a mild venom that causes paralyzation of the victim for 2d4 turns unless a saving throw vs. poison is successful.

Terrain: Any (in fires), Plane of Fire

Firenewt

	Armor Class
	5

	Hit Dice
	2+2*(M)

	Move
	90'(30')

	Attacks
	1 weapon

	Damage
	by weapon

	No. Appearing
	1d10 (10d10)

	Save As
	F2

	Morale
	7

	Treasure Type
	F (K,S)

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	35


Monster Type: Humanoid (Very Rare)

Firenewts, also known as salamen, are distant relatives of lizard men. They are cruel marauders that roam hot regions. The firenewt's dry skin is a mottled sepia color, darkest along the spine and fading to near-white on the belly. The smooth flesh and features resemble those of an eel. The eyes are deep crimson. Females are slightly shorter (5½' tall) and are a duller brown. The young are light in color but darken as they mature. They speak their own language and a dialect of the lizard man tongue. Shamans, elite warriors, and overlords may speak Common.

Firenewt warriors (the most common variety) are typically armored in chain mail and carry one or two weapons:


	PRIVATE
<TBODY>Pike and sword
	45%

	Sword only
	25%

	Pike and hand-axe
	20%

	Battle axe
	10%</TBODY>


For every ten warriors encountered, there is one elite warrior with 3+3* HD and AC 3 (XP 75). Elite warriors carry battle-axes. For every 30 warriors encountered, there is a 3rd level (the maximum) shaman with 3+3** HD, AC 5 (XP 100). Shamans carry maces.

All firenewts have a limited breath weapon. Once per turn they can breathe fire on a foe directly in front of them. This flame has a five-foot range and inflicts 1d6 points of damage; a successful saving throw reduces the damage by half. Firenewts are highly resistant to fire-based attacks and save with +3 bonuses against these. In addition, all fire-based attacks that do affect them are reduced by 1 hit point of damage per die of the attack. Conversely, firenewts save with -3 penalties against cold-based attacks; such damage is increased by 1 hit point per die of the attack.

Fully 33 % of firenewts encountered on the surface, 90 % of elite warriors, and all shamans are mounted on giant striders. These beasts are highly trained in melee combat and fight even if the rider dismounts.

Firenewts live in a cruel, martial society dominated by the shamans. When firenewts are encountered outside their lair, they are members of a hunting or war party. They delight in torturing captives and roasting them alive. Intertribal relations tend toward genocidal warfare. Warriors earn great honor by destroying the hatching ground of an enemy tribe. Firenewts are carnivorous. They eat anything they can hunt down, even indulging in cannibalism when disposing of captives and eggs from rival firenewt tribes. They find humanoids a delicacy. In addition to the males encountered, a firenewt lair also contains females equal to 70% of the number of males, 150% young, and 200% eggs. The eggs are hidden in a secret, well-guarded hatching ground. The hatching ground is under the control of the priests and guarded by 1d3 young fire lizards. The entire lair is ruled by a firenewt overlord (4+4* HD, AC 3, XP 200) and his retinue of four elite warriors. The overlord controls the firenewts' treasure. Wealth gathered from vanquished foes is brought back to the lair and added to the communal hoard. Individuals are rewarded with a few silver or gold coins, though they have little use for them.

Firenewt females lay two to six eggs twice each year. All eggs are collected by the shamans and taken to the hatching ground. The hatching ground is the heart of both the firenewt colony's life and the shamans' power. Although eggs and hatchlings are supposedly raised communally without record or regard for bloodline, in truth the shamans maintain secret records of each egg. The shamans discreetly eliminate the eggs of their enemies or of those who possess "undesirable" traits. Eggs hatch in six months. The young are divided by sex and assigned to groups of ten that are each raised and taught by two females. Each young firenewt is assigned to an adult who serves as mentor. The shamans reward their allies by secretly assigning them their actual offspring.

The firenewts are vicious marauders that rule the inhospitable regions of volcanoes and unendurable heat. They are hostile toward all outsiders, including firenewts from other tribes. They rarely ally themselves with any but the most powerful of evil beings.

Terrain: Volcanic regions

Firestar

	Armor Class
	2

	Hit Dice
	2+2*(S)

	Move
	

	     Flying
	150'(50')/MF 5(a)

	Attacks
	see below

	Damage
	see below

	No. Appearing
	1d12

	Save As
	M2

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	14

	Alignment
	Neutral

	XP Value
	35


Monster Type: Monster (Rare)

Firestars, also known as moondancers, are glowing beings that roam forests and hills and generally ignore travelers.Firestars appear to be silent, floating, fist-sized motes of light. They are frequently mistaken for wychlamps or torches. Firestars can consciously control their illumination level, from bright torchlight to total darkness. During a black-out they are effectively invisible. The light fails completely when the firestar dies. The firestars' language consists of intricate patterns of flashing lights accompanied by fluctuations in their light level. They understand some humanoid gestures, movements, and languages.

A firestar never initiates combat. If attacked, it defends itself with an electrical jolt similar to a miniature lightning bolt that inflicts 2d6 points of damage with no saving throw. These bolts have a range of 30 feet, are conducted through metal, and can be released five times each day. A firestar can absorb energy from normal or magical flames; it gains as additional hit points the amount of damage the flames would have inflicted on another creature. For example, a 12 hitpoint firestar attacked by a fireball that would normally cause 18 points of damage would gain that 18 points as additional hit points, for a new total of 30 hit points. A firestar can attain a maximum hit point total of four times its original amount. These added hit points are lost after 1d4+l hours, leaving the firestar with its original amount. Any extra hit points are not absorbed but rather harmlessly dissipated. Firestars can absorb the damage done by a flaming sword at a rate of 1 hit point per sword strike. Firestars are immune to electrical attacks. Firestars can drain energy from a normal campfire at a rate of 2d6 hit points per round or from torches at a rate of 1d6 hit points per round. It can extinguish a fire by absorbing all its energy at once, gaining 5d6 hit points in the process; in order to do this, the firestar must remain motionless and take no other actions. Firestars automatically attract sparks within 20 feet; these are harmlessly absorbed but may betray a blacked-out firestar's position. Firestars are immune to most magical spells. Detection and communication spells, magic missile, and cold-based spells have normal effects on the firestar. A firestar may be hit by normal weapons. Flaming weapons both injure and heal the firestar simultaneously.

If a firestar is slain, the light fades, revealing its actual body: a two-inch-long, egg-shaped body covered in a black spider web of nerves. The nerves intersect in a number of nodes and eyes.

The firestar is normally found floating among the hills or trees, dancing intricate patterns with its companions. It is a completely alien being that shows some curiosity toward its surroundings but otherwise ignores animals and adventurers alike. It is attracted by artificial lights and magic. It investigates camp-fires and magical lights within two miles and magic used within 200 yards. Most encounters with firestars occur when adventurers mistake them for torches or wychlamps. Adventurers may attack the peaceful firestars, which then defend themselves with their powers. Injured firestars may initiate an encounter by seeking out and draining an adventurer's camp-fire as a means of healing themselves.

During the day, firestars rest. They land in high, inaccessible spots, retract their glowing nerves, and spend the day absorbing the sun's light and heat. They may be mistaken for an exotic or ornamented egg; adventurers may accidentally collect these "eggs" with the idea of later reselling them. When night falls, the firestar reveals its true self and seeks to escape.

Firestars are intelligent but reclusive. They only communicate with creatures that employ telepathy or speak with monsters spells. Firestars are also secretive about their life span and reproduction. It is suspected that firestars reproduce asexually by budding.

The firestar's body contains several organs that are useful as ingredients in magical concoctions. Any of its organs may be used to prepare the magical inks for affect normal fires, dancing lights, and detect magic scrolls. These organs are worth 1-5 gp each.

Terrain: Any

Firetail

	
	Lesser
	Tshala

	Armor Class
	6
	2

	Hit Dice
	4+4(S)
	9+9**(S)

	Move
	
	

	     Flying
	150'(50')/MF 3
	210'(70')/MF 3

	Attacks
	2
	4

	Damage
	1d6/1d6
	1d12/1d12/1d12/1d12

	No. Appearing
	1(1d6)
	1(1d2)

	Save As
	F4
	F9

	Morale
	7
	9

	Treasure Type
	Nil
	L

	Intelligence
	9
	17

	Alignment
	Chaotic
	Chaotic

	XP Value
	125
	2,500


Monster Type: Planar Monster (Very Rare)

The firetail appears as a frolicsome fey creature of living flame, that loops and darts dazzlingly in the air, bewitching those who gaze upon it. Although it is reputed to employ magic, only the greater firetail, or tshala, actually casts spells. The two species are outwardly identical. Adventurers who have encountered both types may be able to recognize the tshala by its superior flight capabilities.

Firetails tend to take sides in conflicts, and may wreak havoc or do much good. They hate fire salamanders and attack them on sight. Firetails and fire elementals tend to ignore each other, for neither race has done anything to deserve the enmity of the other. Tshala can use the following spells, cast as though they were spell casters of the 14th level: plane shift, remove curse, heal, feeblemind, maze, fire trap (each once per day), and fireball (once per turn). When spell casting, they can take no other action, for their entire being is focused upon the spell effects. 

Firetails take no damage from heat and fire-based attacks, but suffer additional damage from water and cold-based attacks at the rate of +3 per die. Sudden strong winds such as gust of wind can disturb their fiery bodies and prevent them from spell-casting. Firetails communicate by changing their blaze from fiery orange to blue-white, and varying the intensity, hue, temperature, and pattern of coloration. Their flames cause 1-6 or 1d12 points of damage, depending upon their type, upon contact, and also ignite flammable materials such as parchment and cloth. Once every three rounds a greater firetail may blaze intensely for a few seconds so that one of its attacks in that round causes an additional 1-12 points of damage. Its great heat damages everything within 5 feet that fails a saving throw vs. spells. If they repeat this action five times in a day, they must sacrifice one of their spells for the day.
The firetail originated on the Elemental Plane of Fire, where it is rare, but some have been transported elsewhere by diverse means, and some have traveled to other planes of their own whim, for tshala may plane shift themselves and 1-6 lesser firetails in a group, once per day. Such groups are short-lived, for firetails are creatures of whim and independence. Unfortunately for the lesser firetails, they are often stranded wherever the tshala abandons them. Usually solitary, they prefer the company of their own kind to that of other creatures. Occasionally they may take a companion, which may be almost any sort of creature. Firetails have accompanied others of their own kind, pegasi, sylphs, elves, and even humans. Although they never forget friends, firetails may suddenly ignore a familiar being, depart for a time, and return without good reason. They never allow a friend to be harmed if they are present. Likewise, they never forget an enemy, and if they encounter one, do all in their power to ensure that their rival goes down in flames. Because of their independence and flighty nature, most other creatures cannot depend on a firetail in times of need.

Although no one knows when or how the first firetail appeared, their lifestyle and method of reproduction have since been well-documented by sages and researchers. Very few firetails actually begin their existence as tshala. Only 1 in 10 start out to be greater firetails, although through age and experience, a lesser firetail may be promoted to the rank of tshala. If a lesser firetail reaches the age of 200 years, it secludes itself from all other races, and seeks out a source of intense flame and heat, such as a lava pool or dormant volcano. Once there, it absorbs tremendous quantities of heat, often draining the nearby area entirely. This continues for a week, at which point the firetail emerges from the fire as a tshala, with full command of its abilities. At some point soon after they reach ancient age (around 400 years), firetails begin accumulating large piles of flammable material for their caves. When they have gathered enough to make 1-4 piles burn for several hours, the firetail bursts, setting each heap afire with intense flame. After an hour has passed, each mound generates one firetail, with a 10% chance of it being a tshala.

Terrain: Any except Arctic, Plane of Fire

Firethorn

	Armor Class
	8

	Hit Dice
	6*(M)

	Move
	0

	Attacks
	1d10

	Damage
	1d2 + see below

	No. Appearing
	0 (20d10)

	Save As
	F3

	Morale
	6

	Treasure Type
	Nil

	Intelligence
	0

	Alignment
	Neutral

	XP Value
	500


Monster Type: Lowlife (Very Rare)

The firethorn, or sea rose, is a rare plant which only grows along tropical or subtropical sea coasts. The only place it is known to grow in abundance is on some of the islands off the Ylaruam coast. Firethorns can be found scattered in seasonal grasslands but more commonly spread in clusters to form dense, matted carpets in saltwater swamplands. Resembling nothing so much as squat, broad rose bushes, firethorns produce about twenty brilliant scarlet blooms per plant. Each bloom has its attendant thorns (from 1 to 10 of them). There are no thorns on the main branches of the bush, nor are there any on the flower stems except near the bloom. Sea roses have a distinctive, heady perfume which is noticeable several hundred feet away. 

Though not intelligent, sea roses have three possible modes of self-defense. Anyone plucking one of the blooms or brushing against one is subject to attack by one to ten thorns that spring out at the offending creature, doing 1d2 points damage each. Two saving throws must then be made. A saving throw vs. paralyzation determines whether the thorns will inflict 1d3 points of fire damage per thorn (magic which protects against fire negates this damage). The second saving throw is made to resist the sea rose's extremely virulent poison: failure means immediate death, while success reduces the injury to 20 points of damage. Only one save vs. poison and one save vs. paralyzation are needed even if multiple thorns hit. The scent the plants exude is also a powerful defense. Anyone approaching within ten feet must make a saving throw vs. poison or be affected by it. Those affected act as if under a confusion spell for 2d4x6 rounds. This may cause them to come into contact with the plant by accident, thus setting in motion its thorn attacks. When traveling through an area which has several plants, only one save per half-hour spent in the terrain is needed. Subsequent saves in the same area are at a cumulative +1 bonus as those affected build up a short-term resistance. Sea roses trap and hold heat from the sun and are immune to both mundane and magical fire.

It is unknown whether the sea rose is a naturally occurring plant or the result of some botanically inclined wizard's experimentation. Sometimes confused with the legendary roses of forgetfulness because of their confusion properties, firethorns are actually more like weeds than garden flowers. They resist being transplanted and cultivated, though they self-pollinate and spread over large areas when conditions are right. Perhaps their most intriguing quality is the glow they emit at night. Storing heat from the sun, the blossoms of the plant glow like banked embers in the dark. The heat given off from a single firethorn bush is about equal to that of a small lantern. Several bushes together emit about as much heat as a bonfire. They only radiate heat at night, with the excess warmth being stored in their thorns until evening, leading some people to speculate that this heat exchange is somehow necessary to their growth and propagation. Firethorns respond normally to druidical spells which relate to plants.

Aside from their role in anchoring soil in salt swamplands, firethorns can be harvested (carefully) for several products. Chief among these is the beautiful scarlet dye which can be made from the blossoms. This is easily mixed with other ingredients to produce an array of colors from pale pink to deepest crimson. The blossoms also produce an attar which can be used in making a heady perfume or, when correctly rendered, as an ingredient for a potion of dreaming. The thorns from an entire bush provide 1 to 6 doses of poison, but the toxin breaks down into a harmless substance after about a week.

Terrain: Coastal

Fireweed

	Armor Class
	7

	Hit Dice
	1-9(S-L)

	Move
	0

	Attacks
	1

	Damage
	1d4

	No. Appearing
	1 (1)

	Save As
	Fighter of 1/2 their HD

	Morale
	N/A

	Treasure Type
	Nil

	Intelligence
	0

	Alignment
	Neutral

	XP Value
	5, 15, 35, 75, 175, 275, 450, 650 or 900


Monster Type: Lowlife (Rare)

This strange, heat-absorbing plant grows in sections of caverns that even fungi find too harsh to survive. While it is not a threat to most adventuring parties, it can change the terrain, making volcanic regions survivable. It can also turn normally lifeless stretches of caverns into relatively fertile regions, simply by converting heat into food. Fireweed is a black, spongy plant, without leaves but with constant branches; its overall structure resembles a gigantic Spanish moss. Its sap is a purplish-red.

Because fireweed thrives on heat of all kinds, it cannot be destroyed by fire, even magical fire; instead, fire makes it grow at an astounding, even magical rate, filling entire corridors or caverns if the heat is great enough. For each die of heat damage that fireweed absorbs, it grows another foot; constant sources of heat can quickly lead to the weed overrunning every bit of space for miles, creating a dark wooden jungle. 

Fireweed grows in stands, much like scrub weeds and saplings on the surface. These stands are almost always a single genetic organism, reproducing by cloning into many hundreds or thousands of copies of the founding fireweed plant.

The semi-magical strength of fireweed converts heat into food and foul toxins into breathable air. Its value to the creatures of the deep underground is immense, and they treat it with the respect it deserves. Surface-dwellers who hack down stands of the useful plant are often punished by underground dwellers who witness the crime.

Terrain: Caverns, Any tropical

Flame Spirit

	
	Greater
	Lesser
	Least

	Armor Class
	3
	4
	4

	Hit Dice
	6(L)
	4*(M)
	2*(S)

	Move
	120'(40')
	120'(40')
	90'(30')

	Attacks
	1 tendril
	1 tendril
	1 tendril

	Damage
	1d10
	1d6
	1d4

	No. Appearing
	1(1)
	1(1)
	1(1)

	Save As
	F6
	F4
	F2

	Morale
	7
	6
	6

	Treasure Type
	Nil
	Nil
	Nil

	Intelligence
	6
	6
	6

	Alignment
	Neutral
	Neutral
	Neutral

	XP Value
	275
	125
	35


Monster Type: Planar Monster, Enchanted (Very Rare)

Like their cousins, fire elementals, flame spirits are native to the Elemental Plane of Fire. Flame spirits appear on the Prime Material Plane only if they have been summoned by magical means. 

The greater flame spirit looks like a pulsating ball of flame. A snaky tendril of fire, about 5 feet long, continually emerges from random areas of the creature's body. No sooner does the tendril emerge than it is immediately withdrawn, only to re-emerge suddenly from another area of the body. The colored flames of the creature's body are an ever-shifting pattern of yellow, red, and green. It has no facial features aside from two oval patches centered in its body, which are deep red. The patches serve as eyes. Flame spirits speak their own language. When summoned to an area of the Prime Material Plane, they also speak languages common to that area. Their voices sound like hissing steam.

Flame spirits are fierce, savage opponents that attack on sight and will fight to the death. They attack with their flame tendril to cause 1-10 hit points of damage. Any flammable object must successfuly mak a damage check at a -1 penalty or burst into flames. Flame spirits cannot pass over water or any other noncombustible liquids. 

Flame spirits only can be conjured in areas of open flame. To provide a greater flame spirit with a suitable shell, a fire must be built that has a diameter of at least 5 feet. Once the flame spirit occupies this shell, it swells to its full size, 10 feet in diameter.

Evil magic-users often use greater flame spirits as bodyguards or to power huge furnaces used in magical experiments. These greater spirits consume any type of combustible material, but prefer seasoned wood and fresh parchment.

Lesser: lesser flame spirits are smaller versions of greater flame spirits, sharing their attitude and general appearance. Lesser flame spirits are 6-foot-diameter balls of fire, dull orange in color with black eyes. The creature's tendril extends only 3 feet and inflicts only 16 hit points of damage; however, once per day it can cast pyrotechnics, using any fire source other than its own shell. A lesser flame sprit can consume only volcanic ash, basalt, and other volcanic rock; hence, it must be summoned in or near active volcanos. To provide a lesser flame spirit with a suitable shell, a fire must be built that has a diameter of at least 3 feet. Once the flame spirit occupies this shell, it swells to its full size, 6 feet in diameter. 

Least: Least flame spirits are the least destructive type of flame spirit. They appear as a 1-foot-diameter ball of fire, pure white in color with tiny red eyes. A least flame spirit's tendril extends to a length of 1 foot and inflicts 1-4 hit points of damage. Once per day, the creature can cast fiery eyes. Any candle flame is a suitable shell for a least flame spirit. Once summoned, the least flame spirit occupies the shell and swells to its full size, 1 foot in diameter. Relatively docile, least flame spirits are sometimes summoned to appear inside lanterns and then are used as light sources. As long as the summoner provides the least flame spirit with combustible materials for cosumption, it passively remains inside the lantern. 

Terrain: Any, Plane of Fire

Flameskull

	Armor Class
	3

	Hit Dice
	4+4**(S)

	Move
	

	     Flying
	210'(70')/MF 5(a)

	Attacks
	2 gouts of flame

	Damage
	2d4/2d4

	No. Appearing
	1d6 (1d6)

	Save As
	F4

	Morale
	10

	Treasure Type
	Nil

	Intelligence
	12

	Alignment
	Chaotic

	XP Value
	175


Monster Type: Undead, Enchanted (Rare)

Flameskulls are rare undead creatures found throughout Mystara. These magically powered flying skulls are fashioned from human heads soon after death, by a magical process first developed in Nithia and still practiced by a few evil priesthoods (such as that of Thanatos) and magical societies (such as necromancers of Glantri and Blackheart).

Flameskulls can speak Common and possibly 1-4 other languages that they knew in life. They can use their voices to lure intruders into traps or deceive them about the presence of other dangers. Flameskulls can spew fire from their mouths twice in a round, in straight beams up to 10' long. If enchanted to do so at the time of their making, each can also cast one spell per round by verbal means only. Most flameskulls cast magic missile spells or flame strikes; none can use mind- control spells. Most flameskulls can cast up to three different spells, and almost all flameskulls cast their attack spells every second round. They also have the power of spell reflection, which returns any and all cast spells reaching the flameskull in that round back on the caster(s). If the spells do damage, they do normal damage to the casters; if not, they are merely negated. Flameskulls cannot be affected by mind-control spells like charm person; by sleep, hold, and other spells to which undead are immune; by cold-, fire-, or heat-related magical attacks; or by electrical (lightning) attacks. Flameskulls are turned as liches and may be struck by any sort of weapon. They regenerate and reassemble even after being shattered, unless a dispel magic, exorcise, or remove curse spell is cast on their remains, or the majority of their bone fragments are doused with holy water. Flameskulls fly about trailing little jets of flame. They move in silence, unless uttering spells or screaming for effect. Flameskulls are turned as wights.

Flameskulls do not reproduce, nor have they any purpose in life beyond the guardianship they were created for. Though retaining their intelligence, they often go insane from sheer boredom and may, if the DM wishes, exhibit erratic behavior. They always want to be entertained, and if freed from their guardianship by the destruction or pilferage of whatever they were set to guard, they do not hurl themselves to attack to achieve destruction. Instead, they try to follow or accompany the being(s) who freed them from guardianship. Typically they float along just out of reach, making smart comments and wanting to see everything interesting that is going on (including secret meetings, seductions, magical research, and other private matters). Flameskulls are utterly lonely and act accordingly.

Terrain: Any

Flawder

	Armor Class
	7 (-3, see below)

	Hit Dice
	1(S), 2*(S), or 3*(S)

	Move
	30'(10')

	Attacks
	1 dagger or 1 bite

	Damage
	1d3 or 1d2

	No. Appearing
	0 (4d20)

	Save As
	F1-F3

	Morale
	4

	Treasure Type
	see below

	Intelligence
	9

	Alignment
	Lawful

	XP Value
	10, 25 or 50


Monster Type: Humanoid (Very Rare)

Flawder are peaceful, snail-like nomads which live in aquatic environments. They look much like upright snails, but do not have spiral shells. Their shells are quite beautiful. Each tribe has a different, distinctive pattern and color combination. Flawder have two eyes, which bob at the tips of eyestalks sprouting from their heads. Below the eyestalks is a pair of tentacles, which they use to feed themselves and to wield tools or weapons. A flawder's mouth is a round hole with several rows of blunt teeth inside. Flawder speak their own language, a beautiful, musical tongue.

Flawder prefer to avoid combat, but will fight to defend themselves and their tribe. Only about half of the flawder encountered will be armed, and the others will flee at any sign of trouble, fighting only if cornered. An unarmed flawder can bite for 1-2 points of damage at -1 to its attack rolls. For every 20 flawder encountered, there will be a 2 HD group leader. This leader will use spells as a 2nd-level wizard. A tribe has a 3 HD chief who is a 3rd-level spellcaster.

All flawder have exceptionally tough shells. While they are Armor Class 7 to frontal attacks, their shells are AC -3. 

Flawder live in small, nomadic tribes which travel the floors of seas or large lakes. They do not swim, but slide along the ground. They cannot breathe air, and will "drown" after 3-12 minutes out of water. A flawder chief rules absolutely, normally leading the others about in search of food. In rare instances, a chief will lead the tribe to attack a particularly dangerous predator. A flawder chief will sometimes (20%) have a familiar. A familiar might be a normal fish, crab, lobster, cuttlefish, squid, or sea horse; roll on a d6 to determine which. All familiars have good, wide-angle vision, and all can sense underwater sounds or vibrations from great distances. Crabs, lobsters, and some fish can attack for 1-2 points of damage. Cuttlefish and squid can release inky clouds, blinding opponents for 1-2 rounds. All are 6" -18" long and have the same statistics as those listed under the find familiar spell.

The spells of the flawder leaders are inscribed on flat pieces of shell about 6" in diameter. All the leaders share this "spell book", which is carried in a small net by a specially chosen common flawder. Tribes may also carry 1-20 similar shells on which they have recorded histories, legends, and songs. Flawder are hermaphrodites. With the participation of another adult, any flawder can produce 3-12 soft eggs which will hatch in 6 weeks. They can reproduce at any time, and their young grow to adulthood in 6 months. An immature flawder has the same statistics as a normal adult, but is only l'-3' tall. They reproduce often, leaving eggs at many places throughout their territory, which helps preserve their race and replenish their easily decimated population.

Flawder are nervous around almost any other aquatic race, but will sometimes associate with tritons, mermen, or aquatic elves. Barring predators, flawder can live for up to 40 years.

Flawder artifacts consist only of their writing shells and their flint daggers. Flawder are quite tasty, and are therefore hunted by many other races, including unknowing or less civilized intelligent beings. If they travel or are transported to a place without predators, they will reproduce at an alarming rate, eating all plant matter in the area, upsetting the normal ecosystem and causing the eventual death by starvation of the tribe. Though they collect no treasure, they swallow small rocks to aid digestion. Any flawder has a 10% chance to have 1-4 rough gemstones in its gullet. These, plus their fine shells which can sell for up to 500 gp, also serve to make them desirable as prey

Terrain: Ocean

Flind

	Armor Class
	5

	Hit Dice
	2+3(L)

	Move
	120’(40’)

	Attacks
	1 club or 1 flindbar

	Damage
	1d6 or 1d4/1d4

	No. Appearing
	1d4(1d4)

	Save As
	F2

	Morale
	7

	Treasure Type
	A

	Intelligence
	9

	Alignment
	Chaotic

	XP Value
	25


Monster Type: Humanoid (Very Rare)

The flind is similar to a gnoll, though it is a little shorter, and broader. They are more muscular than their cousins. Short, dirty, brown and red fur covers their body. Their foreheads do not slope back as far, and their ears are rounded, but still animal like. Because flinds are usually encountered at least partly if raggedly dressed, one does not always notice the fact that their legs are short for their body length, if one uses the human form as a standard for comparison. Although this makes a flind look somewhat clumsy to differently proportioned humanoids, it does not in any way hamper their movements. The normal walk of a flind resembles the rolling stride of a human sailor returning to land after a long ocean voyage. When a flind is at a run, he will bend deeply at the waist so that his arms are almost brushing the ground. This awkward, hunched running posture becomes more pronounced as a flind ages, so that the elderly often maintain this bent attitude even when walking or just standing still. While the physical differences between gnolls and flinds are apparent to one versed in monster lore, to an ignorant warrior in the middle of melee these two races are indistinguishable. It is more likely that outward signs, like the flind’s preference for blunt weapons (such as flindbars), will serve to distinguish the two for the average adventurer better than intrinsic body features, or differences in lifestyle that are only exposed to those making in-depth studies.
Flinds use clubs (75%) which inflict 1-6 points of damage and flindbars (25%). A flindbar is a pair of chain-linked iron bars which are spun at great speed. It is a weapon similar to the nunchaku, but slightly smaller and less damaging. Anyone but a magic-user who is adopted into a flind clan (see below) can learn this weapon in a few months if he has an open Mastery slot. The flindbar can be used for deflecting (1) and for normal strike/thrust attacks, getting two attacks per round and doing 1-4 hp damage on each hit. When used against small- to man-sized foes holding weapons, successful flindbar attacks automatically disarm opponents who fail to save vs. wands (with two-handed weapons granting the holder a bonus of +4 on the save). Anyone without Basic Mastery in the flindbar who attempts to use one in combat has a chance of injuring himself when attempting any strike, deflect, or disarming maneuver. If a 1 is rolled on the attack die, not counting any modifiers at all, then the user of the flindbar has hit himself, taking 1-4 hp damage and dropping the weapon if a save vs. wands is failed. A flind with a flindbar can strike twice per round. Each successful hit requires the victim to save vs. wands or have his weapon entangled in the chain and torn from his grasp by the flindbar. Due to their great strength, flinds get a +1 on their attack rolls.

Flinds have 60’ infravision and prefer to hunt at night. Their senses are all animal-sharp, so that they can follow a scent day or night almost as well as a human could follow a visible trail during the day. One group of scents that the flind’s keen sense of smell is practiced at detecting are those involved in the burial of dead humanoids. If the scents of freshly turned earth and dead meat reaches their snouts, they are more likely to seek out this source of food than they are to go through the trouble of hunting on their own. While the scent of slightly rotten flesh is revolting to a human, flinds find it almost irresistible. If flinds are settled into an area and are not desperately hungry, they sometimes bury their kills in a guarded area in order to “age” them as a delicacy. Flinds can see quite well in the dark, and their hearing is as good as a watchdog’s. If given a choice between attacking a human target in light or in darkness, they chose the dark, as their opponent is at a disadvantage. Gnolls and flinds are not at all hampered by sunlight and, unlike orcs, fight during the day with no penalty.

Flinds are regarded with reverence and awe by gnolls. Flind leaders are 3+3 Hit Dice, at least 13 intelligence and 18 charisma to gnolls (15 to flinds), and always use flindbars. Flinds can reach level 7 as shamans and level 5 as wokani.

Unlike some other humanoids, flinds rarely continue a losing fight to the point of their own deaths. If outnumbered or beaten, they attempt to flee or, if that’s not possible, surrender by throwing away their weapons and falling face down on the ground, leaving themselves to the attacker’s mercy. Because it is standard flind behavior, they recognize the same sort of posture when performed by enemies (including such variations as standing upright with empty palms turned outward or with empty hands in the air, or even approaching with an empty hand out-thrust to be shaken). Usually, unless extremely hungry, enraged, or when attacking a totem creature (see below), they respect such behavior—for a while, at least. Those who surrender to gnolls will usually be killed or made slaves, but a rare few of those taken will be adopted into the tribe to replace tribe members killed during the capturing process. Such adoptions are usually only made of flinds from other tribes, but there have been cases when members of other races are so adopted.
Although they travel in groups, flinds are often encountered as solitary individuals who turn out to be outrunners or stragglers from a slightly larger group. Flinds are far more organized than gnolls, having standard tactics and a rough (if abused) chain of command. Flinds sometimes mimic the loose formation typical of gnolls in order to lure the unwary into traps that normal gnolls would rarely think of nor be able to organize.
The laughing, hyenalike howls of the flinds are social challenges that list the personal history of the howler, including his lineage and family history, his name and personal triumphs, and finally the descriptive threats of what will occur when the flind defeats an enemy in combat. In special cases, when a flind expects to face a member of his clan totem-race, the challenge will be made longer by a detailing of the clan history. A normal challenge lasts as long as 10 minutes (depending on the age and history of the howler), while an extended challenge can last longer than half an hour. As it would take hours for all members of a large group to make their challenges, these howls will not be heard every time one encounters flinds, but only when considerable warning of an attack is deemed harmless. Tribal etiquette requires that howlers take turns, with leaders making the first challenges, followed by the rest in descending order of rank within the band. If, as often happens, two gnolls begin their challenges simultaneously, the two will raise the volume of their recital while also expanding upon their personal glories in an attempt to force the other to stop howling (an admission of inferiority). If neither gives in, the dispute is is postponed until the two disputants enter combat with an outside enemy, with the valor shown on the battlefield deciding the matter. Any group subjected to an extended bout of flind-howling (longer than one hour) will have to make a morale roll in order to resist the urge to rout. This applies only to NPCs; player characters should be told that they feel exceptionally uncomfortable, and the actions of any NPCs in the group, including animals, must be rolled for. Even if the morale check is made, future checks will be at –1 (cumulative daily, up to -10) during the next day. Thus, in an extended campaign against a large number of flinds, the nightly howling is almost assured to cause some desertions in the ranks of non-flinds. Those who can understand the barked language of gnolls or flinds can ignore the effects of this howling, as they can concentrate on the meaning of the howls instead of the nature of them. Of course, a long night of graphic death threats may not be conducive to sleep, either.
Flind society is divided into a number of clans, each with its own clan totem - a specific race of prey that has religious significance to the clan. Among other ritual uses for these totem creatures is ritual sacrifice to Ranivorus, as the sacrifice of a creature that isn’t of the clan’s totem race is unlikely to win the Immotal’s favor. Gnoll tribes led by flinds, as well as flind tribes themselves, sometimes keep specimens of the tribal totem for just such purposes. The most common totem races are goblins, humans, gnomes, halflings, and elves (but not dwarves, as they are too stoic during combat and torture to be interesting). Some flind clans have totems that are stronger than individual flindss, and their tribes are composed of only the bravest of gnolls, but they are rarely large tribes. Such clans include the ettin and giant hunters. Conversely, some large tribes have weak totems, such as kobolds or nonintelligent prey like deer or zebras. These tribes have a low status among gnolls, but they are also quite long-lived due to the ease of conforming to the demands of their religion. The large flind clans are divided into numerous smaller tribes of 20-200 adult males (young and females are almost ignored by the males). Two tribes from the same clan will almost never fight with each other, often joining together for short periods of time to attack particularly large targets. Unrelated tribes are generally less friendly; the only time a tribe of flinds won’t leap upon a tribe of a different clan (except when prevented by a strong leader) is when the other tribe is of equal or greater strength. The purpose of combat between tribes is not to kill the opposing tribe, but to either gain slaves from among the survivors or merely to establish which of the two tribes is the stronger in a way that neither can dispute. To avoid such battles, obviously weaker tribes will sometimes pay tribute to the stronger in the form of slaves (taken from among their own slaves, not from the tribe’s members), especially if they have slaves from the stronger tribe’s totem race. Because they are trained in specific tactics to use against their totem creature, and because of the ferocity religious fervor adds to their actions, flinds have +1 to hit, damage, and morale when attacking their totem race. Unfortunately, this ferocity means that flinds attacking their totem tend to lose themselves in the activity. Thus, they won’t accept the surrender of a totem creature if it is offered in the heat of combat. Flinds must kill a member of the totem race to be pronounced adults. Failure do to so will result in the flind being hunted down by his own family; if it does not, or fails, the entire family will be destroyed by the tribe. This requirement, however, is not a hard and fast one. Small or weak bands tend to ignore the law in order to preserve their population, while tribes with totems such as a troll or hill giant usually relax the rule to allow a party of adolescent flinds to attack one of these creatures in concert, with all of the survivors claiming the kill. Normally, this initiation rite is undertaken when the young gnoll is 8-10 years old, but some (such as those in giant-hunting tribes) don’t perform this task until their prime adulthood, 15-25 years of age. If a gnoll is adopted into a different gnoll clan, he is considered a child again and must fulfill this requirement anew in order to become an adult of the new clan. Many flinds have the gnoll as their totem animal, so it is unlikely that a player character will ever have to worry about the bonuses flinds receive when attacking their totems. Because flinds have dominated other gnoll clans for unknown centuries, they hold themselves as if they were a different species, never stooping so low as to voluntarily mate with their weaker cousins. This dominant position is made easier by the flinds higher intelligence and the use of the flindbar.
Terrain: Hill, Mountain
Fly, Fireball

	Armor Class
	7

	Hit Dice
	1 hp*(S)

	Move
	9'(3')

	     Flying
	150'(50')

	Attacks
	1 bite

	Damage
	1d2

	No. Appearing
	2d6 (6d6 in lair)

	Save As
	NM

	Morale
	4

	Treasure Type
	50% chance of J, K, L, M, N; 5% chance of magical weapon, armor or shield

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	


Monster Type: Monster (Very Rare)

Fireball flies travel in small groups in warm wilderness areas. They initially attack victims by biting, doing 1-2 hp damage each. If a victim falls, the fireball flies will back away and wait to feed upon the body when it is left alone by any nearby comrades. They will only attack one person in a group at a time. If one or more of an attacking swarm of fireball flies is slain, there is a 50% chance on each round thereafter that 1-2 fireball flies will dive on the victim in suicide attacks. Diving fireball flies will have a +3 bonus “to hit” and will explode on impact with a solid surface. The dying fireball fly will burst into a 3’ diameter ball of flame similar to a miniature fireball; the victim struck will suffer 3-12 hp damage per explosion unless he saves vs. spells (saving will only yield half damage). A victim who fails to save must have all of his equipment check for damage to keep it from being destroyed; clothing is included, of course. When a fireball fly dives on a victim, the other fireball flies will move out of range of the fireball and will hover nearby to see if the explosion has disabled the victim. If this tactic fails, the fireball flies will not pursue a walking or guarded victim and will leave to find easier prey.

A fireball fly is immune to fire of all sorts, even red dragon breath or the heat from molten lava. If struck by any form of magical frost, including a cone of cold, ice storm, or even being touched by a sword with the extinguishing talent, the fireball fly will die instantly. If struck by a normal weapon (excluding hands or feet), there is a 25% chance that the fireball fly will explode at once; for this reason, missiles and hurled weapons are preferred means of dealing with them. 

Fireball flies lair in rocky areas, and incidental treasure from previous victims might be found nearby; only rarely will expensive or magical items be found. Fireball flies are sometimes released in dungeons, tombs, or other places that need guardians, though capturing them is very difficult.

Terrain: Mountains, Hills

Fomorian

	Armor Class
	3

	Hit Dice
	13+3(L)

	Move
	90’(30’)

	Attacks
	1 weapon or 1 fist

	Damage
	By weapon x2+4 or 2d4+4

	No. Appearing
	1(1d4)

	Save As
	F13

	Morale
	8

	Treasure Type
	D, Lx10

	Intelligence
	9

	Alignment
	Chaotic

	XP Value
	1,500


Monster Type: Humanoid, Giant (Rare)

The fomorian giants are all grossly deformed behemoths. Each has a different set of deformities, which must be determined by the DM. A partial list of deformations includes misplaced limb, misshapen limb, misplaced facial feature, hunchbacked, bulging body part, drooping flesh, body part too big or too small, flapping ears, huge snout, large feet on short legs. Their thick, hairy hides, combined with the pelts and odd metal bits they wear for protection, give an effective AC of 3. They have scattered patches of hair as tough as wire on their pale white skin. Large warts and other growths are scattered across their bodies. There is no single odor associated with fomorians; some smell strongly due to overactive sweat glands, others have no smell. Their voices are also each different due to their unique deformities. 

Fomorians use all manner of clubs and other blunt instruments. Regardless of the weapon, it inflicts double damage plus 4 points for Strength, while their fists alone inflict 2d4+4 points of damage. Their deformities prevent them from hurling boulders as true giants. They work any bits of metal they can find and scavenge into their clothing, to aid their Armor Class. The typical fomorian is AC 3, while a particularly well-armored one, or one with a shield, might get an AC as good as 1, but no better. Typical fomorian strategy is too sneak up on an opponent and hit him as hard as it can. It works well for them since their opponents suffer a -2 penalty to their surprise rolls, because the fomorians move slowly and carefully. These giant-kin are only surprised on a 1 on the 1d6 surprise roll, because they tend to have eyes and ears in odd places on their heads. If the fomorian bothers to keep an opponent alive, he is crudely tortured until dead, and then eaten. 

Fomorians live in mountain caves, abandoned mines, or other subterranean realms. They rarely modify their homes, but adapt to what is already there. These deformed giants wander throughout the underground complex, for almost any distance, stopped only by hazards they do not want to challenge. A fomorian clan picks a small, (to them) defensible alcove for a lair. Their territories are sometimes  marked by the bodies of their enemies. Their treasure consists only of stolen items from enemies. Pieces of armor are added to their own patchwork protection. Since they do not care for it, this armor quickly deteriorates and becomes worthless. Their society is ruled by depravity and wickedness. The strongest and cruelest giant rules over all the others within reach, which is usually a small number. The women and children are treated as slaves. Acts of violence are common among fomorians, sometimes resulting in permanent injury or death. Fomorian giants have been known to work with other creatures for evil causes. Usually the other creatures must completely dominate the fomorians, or be capable of it, to form the alliance. Such an agreement lasts only as long as the fomorians fear their cohorts. Once their interests no longer coincide or the fomorians no longer feel threatened, they double-cross their partners, as quickly as possible.

These twisted giant-kin can live for weeks on little or no food. This is good, because their underground dwellings do not provide an abundance of it. They can eat almost any organic material, including fungi, lichens, plants of all sorts, bats, mice and fish. They particularly savor the taste of large mammals, especially those that beg not to be eaten. Preparing a meal usually involves torture rather than any efforts to improve its taste. 

Terrain: Mountain, Caverns
Foulwing

	Armor Class
	3

	Hit Dice
	6*(L)

	Move
	60'(20')

	     Flying
	120'(40')

	Attacks
	5

	Damage
	1d4+1/1d4+1/1d4+1/1d4/1d4

	No. Appearing
	1d4 (1d4)

	Save As
	F3

	Morale
	8

	Treasure Type
	Nil

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	500


Monster Type: Monster (Rare)

Foulwings are grotesquely misshapen flying predators thought to have originated on another plane. Mildly empathic and essentially lazy hunters, these clumsy fliers are often tamed for use as steeds by evil and unscrupulous humans. Foulwings have black, leathery wings; tailless, toad-shaped bodies; and vaguely horselike heads. The shapes of their heads, and the location and size of the many horn-shaped wriggling skin growths that cover their black bodies, vary from individual to individual. Every foulwing has three needle-toothed jaws set around its single-nostril snout. Glowing, many-faceted red eyes give a foulwing infravision (90’ range). Foulwings communicate with each other in harsh creakings that communicate identities and basic emotions, urges, and warnings.

Foulwings prefer to fight in the air or pounce on their prey, allowing them use of their wing claws and the weight of their wings and bodies, to knock down and pin prey to the ground. Savage and wantonly destructive, foulwings enjoy killing. They twist their heads when engaged with opponents so as to bite with all their jaws, and their ammonia-like breath causes opponents, during the round of contact and the following round, to suffer a -1 penalty on attack rolls due to the stinging irritation it causes to visual and olfactory senses. If a foulwing disables or pins prey (a Strength of 16 + is required to escape pinning unaided; allow one Strength check per round), it attempts to leisurely drain the victim’s blood by sucking with one of its hollow, tubelike tongues, biting open wounds to do so. The blood drain is equal to 2-5 hp per round; pulling free causes the victim another 2 hp damage.

Foulwings may be found as solitary hunters or in “flocks” (sometimes as families), gathered while courting or to attack strong prey. Every flock (of up to four foulwings) is dominated by the largest specimen and works together to scatter, disable, and herd prey.

Foulwings are rapacious scavengers that will eat carrion or plant leaves if no other food is available. They have been known to keep “larders” of captive creatures for later food. Foulwings bear live young, typically 1-3 at a time, and always nest in rocky, mountainous wilderness areas. Young are born with 1 HD and only bite attacks (for 1-2 damage per jaw), but rapidly grow to full size, whereupon the parents abandon them and each other. Foulwing flesh is heavy, oily, and foul in taste  (hence the creature’s name). It quickly rots upon the creature’s death and has no known usefulness as armor or in magical practices. Foulwing blood and saliva, however, have both been found to be mildly caustic cleansers that bring metal to a bright, long-lasting sheen.

Foulvern: In very rare instances, foulwings have mated with wyverns. The offspring are always misshapen wyverns with 1-2 HD extra and three jaws each (as a foulwing has). Foulverns have a taste for blood and a savage enjoyment in killing, but otherwise favor their wyvern heritage (and statistics).

Terrain: Any

Frelôn

	Armor Class
	3

	Hit Dice
	6+3*(L)

	Move
	90' (30')

	     Flying
	180' (60')/MF 1(b)

	Attacks
	2 claws/1 bite/1 stinger

	Damage
	1d4/1d4/2d/1d6 + poison

	No. Appearing
	0 (1d4)

	Save As
	F3

	Morale
	11

	Treasure Type
	E, S, T

	Intelligence
	9

	Alignment
	Chaotic

	XP Value
	650 + 300/Legacy


Monster Type: Monster (Very Rare)

The frelôn were originally created by dragons to serve a specific function: to seek and destroy the hated araneas. They have since grown beyond this function, evolving into mysterious, yet very dangerous, creatures. A frelôn looks like a cross between a dragon and a wasp. Its long, skinny body segments into two sections, though not quite the abdomen-and-thorax arrangement of a normal insect. Two pairs of long legs cause it to stand upright at 7 feet tall. A whiplike tail with a stinger extends from the base of the body, constantly snaking about as if restless to attack. The creature's upper pair of arms end in small claws that are capable of raking attacks and grasping small objects. The dragonlike head seems small for such a large creature, but its dangerous mouth is filled with a double row of tiny but sharp teeth. Head to tail, the creature is armored with mostly black scales, though it usually has several decorative bands of red or blue circling its lower body or running in striped patterns on the upper body and head. The frelôn possesses a set of wings, similar to those of a dragonfly. These semi-transparent wings shimmer with a hint of reflected color. frelôns communicate with each other through buzzes, hums, and clicks. They also share an abbreviated language with all dragons and can still make themselves understood to the descendants of their creators.

When a frelôn hatches, it gains any Legacies that its host possesses. Even if the Legacy is dormant in the host, as with the araneas and ee'aar, it becomes active in the frelôn. If the host possesses multiple Legacies, the frelôn gains 1 for every week it remains inside, up to a maximum of 4 Legacies. The creature does not require cinnabryl, nor does it lose any attribute points due to the Red Curse.

The frelôn attacks mostly for food. It has grown fond of the taste of human and demihuman flesh and eats it as often as possible. The creature prefers aerial combat, where it can wrap its tail underneath and use all four attacks. However, a frelôn cannot attack creatures on the ground without landing first, because of its size and slow maneuverability. On the ground, the frelôn attacks with its forward claws and its bite. If fighting multiple opponents, the frelôn will fly off with the first one to fall. If the frelôn loses over half of its hit points, it will attempt to flee. If the frelôn is attacking for the purpose of its created function, if it decides to flee, or if a victim proves too tenacious and the frelôn cannot escape, the creature will rely on its stinging attack. The frelôn will turn sideways, so it may attack its victim with one claw as well as the stinger. If multiple creatures attack the frelôn at melee range, the frelôn will always attack the first with conventional attack methods and the second with its stinger. The effects of the sting attack are described below. After a successful sting attack, the frelôn will withdraw from combat, flying to safety.

Because the frelôn's flight is magical, it can lift up to 2000 cn without penalty, and it can carry up to a maximum of 4000 cn at half its Movement Rate and a maneuverability factor of 1/3. The creature's wings also magically regenerate. Even if the wings are completely destroyed, the frelôn regains them within three turns. This regeneration does not heal lost hit points; it just allows use of the wings. Unlike other creatures, the frelôn can fly regardless of hit point damage to its body. The sting of a frelôn produces several effects. Besides suffering 1d6 points of damage, any sting victim must make a successful saving throw vs. poison or fall unconscious for 2d4 rounds and suffer 1d4 turns of memory loss. After a successful sting attack, the frelôn always abandons the victim, even if hunting. This is because the stinger also acts as a syringe, inserting tiny eggs into the wound. Unless high-level magic (cureall, limited wish, etc.) is used to immediately treat the wound, a young frelôn will eventually emerge and fly away. As most victims do not remember the frelôn attack due to memory loss, they rarely seek the help they need. frelôns can inject their poison and eggs only once every two days. frelôn young begin to hatch after two weeks. For the next week, the victim suffers the loss of 1 hit point per day, as several of the tiny young feed on their host and each other. By the second week, only one frelôn is left, but its continued feeding causes the loss of 2 hit points per day. This loss accompanies waves of nausea and muscle pains as if the victim has contracted a disease or a case of food poisoning. During and after the second week, the surviving frelôn can influence its host as per a domination spell once every 24 hours. During the third and fourth weeks, the creature limits itself to only 1 hit point every few days (as if the victim might be getting better) though the nausea and muscle spasms will increase slightly. The young frelôn can actually live in its host for up to one month before emerging for other nourishment. Its emergence forces the victim to attempt a saving throw vs. death magic. Failure indicates death, while success limits the effect to 4d8 points of damage. The emergence wound must be treated for disease and magically healed within 48 hours, or the victim will fall ill, dying within one week unless a wish or regenerate spell is used.

When fighting the araneas, the dragons created a new life form to be the bane of this spider race. They stripped away a part of themselves (and borrowed from a few other creatures) to create the frelôn. They endowed this predatory creature with the desire to seek and destroy the araneas, the Intelligence needed for both surviving in this harsh land and finding the reclusive spider people, and the natural abilities that make the frelôn a deadly hunter. The frelôns were designed as solitary creatures to make destroying large numbers of them at a time almost impossible. Each creature reaches maturity within six months and can then lay eggs, hopefully in an aranea. No mate is required for reproduction. The domination ability is for forcing a host to lead the frelôn to other araneas. frelôns threatened aranean settlements for centuries. For quite a bit of that time, the araneas were not even sure what danger they faced. However, when the Immortal patron of the dragons retired from the Conflict, the araneas again possessed a superior wealth of magic. The araneas also discovered a weakness in the single-minded directive given to the frelôn that they were able to exploit. The dragons had not counted on the dual nature of the araneas. By revealing the aranean humanoid aspect to the frelôns, the araneas managed to confuse them and divert a majority of the threat. In an effort to fulfill their mission of destruction, the frelôns began to hunt all humanoid creatures. This change of focus spread the frelôns throughout the lands of the Savage Coast and into surrounding areas. Even as far as the Arm of the Immortals, the ee'aar were forced to launch a major campaign to eradicate the frelôn presence there. As the creatures spread, the araneas were also able to bring the menace under some semblance of control in Herath. Today, frelôns seek the destruction of all humanoid races in their search for araneas. They do not care for treasure or power, taking only what they need to survive. At times they ally with nonhumanoid, intelligent creatures.

The frelôns prey on humanoid races of any type, affecting the ecology at one of the highest levels possible. Their Intelligence makes them very dangerous foes. One frelôn, in the absence of any true opposition, can decimate a small village by attacking a few remote homes and planting eggs. Within a few months, dozens of young frelôns swarm the surrounding countryside. At this point, it is unlikely that the dragons could stop this experiment gone awry, and it is unsure whether they would even want to. Crimson dragons have actually been known to convince frelôns to join them as guardians and servants. Lucky for the humanoid races, the frelôns still remain separate from one another, as they were originally designed. If they were to begin constructing social ties and communities, working together toward their common goal, their power would multiply accordingly. Fortunately, the races are aware that the frelôn pose a threat to their lives. Larger cities usually post a bounty on the creatures. Wizards, alchemists and priests will pay well for frelôn body parts because of their usefulness in a variety of magical preparations. Some of the creature's smaller scales are necessary for essence of cinnabar. Pieces of the creature's wings can be brewed into a potion of flying. Potions of human control can be formed from the frelôn's brain, if the frelôn is caught young enough.  Some parts of the creature do not even require enchantment to be of benefit. The poison from one frelôn is enough to coat a blade three times or an arrow six times. One dose will cause paralysis for 1d4 rounds, negated by a successful saving throw vs. poison. Some frelôns (25%) possess 5d4 scales which will each act as one Ci of cinnabryl, depleting in the normal fashion. These are formed when a young frelôn is exposed to the magical interaction between cinnabryl and someone possessing a Legacy. These scales are usually the colored ones up around the head. Once they are depleted, they are of no further use.

Terrain: Hills, Woods

Frost

	Armor Class
	5

	Hit Dice
	1d4***(S)

	Move
	60'(20')

	     Flying
	240'(80')/MF 5(a)

	Attacks
	1

	Damage
	1d3

	No. Appearing
	1d6

	Save As
	E1

	Morale
	6

	Treasure Type
	Q

	Intelligence
	13

	Alignment
	Neutral

	XP Value
	8


Monster Type: Humanoid (Very Rare)

Often called snow fairies, snow sprites, or winter folk, these small, mischievous beings inhabit dense forests, migrating to cooler regions as the seasons dictate. Frosts are tiny elfin creatures with whirring, beelike wings. Their skin is pale blue, though some from subarctic regions are a darker blue. Their hair is white or silvery, their eyes are blue or green, and their clothing tends to be white with patches of gray, black, blue, and green. The have the standard fairy abilities, including invisibility to mortals.

Frosts, like their cousins the sprites and pixies, are prone to playing pranks on travelers, but they keep their tricks to a minimum. "Clever" pranks usually involve shaking snow down on burly fighters or creating ice patches. Frosts can use control temperature, 10' radius at will, at the 10th level of ability. If evil or destructive beings annoy the frosts, however, they must be prepared for retaliation. Frosts never attack larger beings in hand-to-hand combat, but always flee and use their spells at a distance. They save their weapons skills for hunting small monsters or animals their own size. Initial attacks are made using the natural environment. For example, if large foes cross ice-covered lakes or ponds, frosts might use control temperature spells to cause the ice to crack under their foe's boots. Then they use spells to cause the water to refreeze if a being falls through the ice and is submerged or swimming. If the chance to use an avalanche trap presents itself, frosts try this against massed groups of their foes. If this doesn't work, frosts are able to use cone of cold spells three times per day at the third level of ability (3d4 + 3 hp damage, 15-foot-long, 5-foot-wide cone). Each is also able to use ice hands, a spell-like power that causes 1-2 points of cold damage by touch, at will. Ice hands freezes up to one gallon of liquid per round, including potions and holy/unholy water. One frost in six can cast a cold ray from his hands once per day. This ray is 90 feet long, an inch wide, and causes 6d4 + 6 points of damage if a saving throw vs. spells is unsuccessful. No damage is suffered if the save is successful, as the ray is so narrow. Frosts are immune to all cold. They take normal damage from fireor heat-based spells, and flames causing 1 or more points of damage instantly sear off their wings, which cannot regrow. Because frosts are so light, they suffer only 1-2 points of damage from falling from any height over 10 feet, but suffer no damage if they land in a snowbank.

Frosts are nearly always found in small family groups, though some gatherings are exploratory bands out to see the wide world, cause a bit of trouble, or hunt for gems and crystals, which frosts love and hoard. Nomadic in nature, frosts make their lairs in hollow trees, rocky shelters, old animal dens, and the like, never staying in one place for more than a year. Frosts manufacture few things, usually only clothing, though it is not known how their fine cloth is created. Their dagger-like weapons are actually hard, sharp icicles. If carefully approached and given gems, frosts can be very helpful to well-behaved beings who don't stay long in the frosts' woodlands. They like other small woodland fairies best, with elves and dryads running a close second, halflings third, and everyone else somewhere far behind. They war continually with small evil beings such as quicklings. Some frost communities work closely with elven and fairy bands to defend their woods against goblins and other invaders, but are also likely to attack careless human loggers, hunters, and city-builders. Frosts speak Fairy, Elven, and up to three other languages of allied beings in their vicinity. They cannot read or write, and have no interest in learning to do so.

Frosts have little overall effect on their environment, as their food and material needs are minute at best. Frosts have no known use as spell components, though it is rumored that certain evil sorcerers have investigated this possibility in the past. A few such sorcerers are known to have had unfortunate and fatal accidents when crossing icy rivers or traveling through dense winter forests, and these losses have probably slowed this research.

Terrain: Woods (in winter), Arctic
Fungus, Violet

	Armor Class
	7

	Hit Dice
	3*(M)

	Move
	10’(3’)

	Attacks
	1d4 branches

	Damage
	see below

	No. Appearing
	1d4

	Save As
	F2

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	0

	Alignment
	Neutral

	XP Value
	


Monster Type: Lowlife (Very Rare)

Violet fungus growths resemble shriekers, and are usually (75%) encountered with them. The latter are immune to the touch of violet fungi, and the two types of creatures complement each other's existence. Violet fungi favor rotted animal matter to grow upon. Each fungus has one to four branches with which it flails out if any animal comes within range (see following). The excretion from these branches rots flesh in one round unless a successful saving throw vs. poison is rolled or a cure disease spell is used. The branch length of this fungi depends upon the fungi's size. Violet fungi range from four to seven feet tall, the smallest having one-foot-long branches, the five-foot-tall fungi having two-foot-long branches, and so on. Any sized growth can have up to four branches.

Terrain: Caverns

Galeb Duhr

	Armor Class
	-2

	Hit Dice
	8(L) to 10(L)

	Move
	60’(20’)

	Attacks
	2 blows or 1 bite

	Damage
	2d8/2d8 or 4d6

	No. Appearing
	1d4(1d4)

	Save As
	F8-F10

	Morale
	10

	Treasure Type
	Lx3, N

	Intelligence
	12

	Alignment
	Neutral

	XP Value
	650, 900, or 1,000


Monster Type: Monster (Very Rare)

The galeb duhr is a curious boulder-like creature. These intelligent beings are very large and slow-moving. They live in rocky or mountainous areas where they can feel the earth power and control the rocks around them. They look like huge boulders or outcroppings of rock, with stony human-like features positioned on the broadest face. They have two limbs, which act as both arms and legs. A galeb duhr walks with a slow, ponderously steady gait, the digits of its appendages gripping the ground surely. A galeb duhr cannot walk while holding something in its “hands,” though the digits are capable of fairly delicate manipulation. A galeb duhr that is dormant or wishes to remain hidden can merely close its eyes and mouth, draw its appendages close to its body, and sit still; in such a state, it cannot be distinguished from a normal boulder. A typical galeb duhr is from 8 to 12 feet tall. The stony body of a galeb duhr always matches the predominant stone of the area. Granitelike stone is most common, but marble, quartz, and all other igneous or metamorphic types are possible. No galeb duhr have bodies matching sedimentary rock, such as shale, sandstone, or limestone. 

If chased or otherwise irritated, however, a galeb duhr does not hesitate to fight the intruder. Galeb duhr can cast the following spells as 20th-level magic-users, once per day: move earth, passwall, dissolve, and wall of stone. They can cast stone shape at will. They can animate 1-2 boulders within 60 yards of them (AC 0; MV 3; HD 9; Dam 4d6) as a treant controls trees. 

Galeb duhr suffer double damage from cold-based attacks and save with a -4 penalty against these attacks. They are not harmed by lightning or normal fire, but suffer full damage from magical fire (though they save with a +4 bonus against fire attacks). Galeb duhr have no need for oxygen or any other inhaled gas for survival. Accordingly, they suffer no damage from harmful gases (poison gas, cloudkills, green dragon breath, etc.) or immersion in any liquid except acid.
The following effects of magic-user and clerical spells should be noted when such spells are used against galeb duhr: Animate rock, if it can affect a stone the size of the galeb duhr, effectively charms the galeb duhr (who receives no saving throw) and causes it to obey the caster’s every command; however, the galeb duhr greatly resents such treatment and always attacks the spell-caster after the spells duration ceases. Dig, move earth, passwall, sink, spike stones, stone shape, and dissolve have no effect if cast upon on galeb duhr. Earthquake, if cast directly at the galeb duhr, causes death and shattering if a saving throw vs. death magic is failed, or 3-30 hp damage otherwise. Stone tell forces the galeb duhr, with no saving throw, to confront the spell-caster and truthfully answer all questions for the spells duration; once the spell ends, the galeb duhr is certain to leave at once, though it might attack the spell-caster if the latter was rude. Stone to flesh causes the galeb duhr’s body to become fleshy (AC 8) if it fails a saving throw vs. spells, a condition that distresses it greatly and causes it to lose all of its spell-like powers; flesh to stone reverses this effect. 
Galeb duhr, thought to be native to the elemental plane of Earth, are sometimes encountered in small family groups in mountainous regions of the Prime Material plane. While galeb duhr seem to have no visible culture above ground, they are known to collect gems, which they find through their passwall ability. They sometimes have small magical items in their possession, evidently taken from those who attacked them to take their gems. 

Galeb duhr are very territorial creatures. Once they have settled into an area, it is nearly impossible to move them. A galeb duhr usually spends much of its time either sitting in one place, watching and thinking, or slowly patrolling its environs for signs of disturbance. A galeb duhr’s territory usually encompasses an area of about 1-4 square miles. It is invariably protective of its mountain home, vigorously defending it as its own against uninvited or hostile intruders. It will often ally itself with those of like mind against potential despoilers; in wooded mountain ranges, galeb duhr and treants often work together, and alliances between galeb duhr and near-surface bands of pech are not unheard of. A galeb duhr is intimately familiar with the lay of the land in its territory and will usually have traps set in various area of access (paths, natural ascents, etc.). Such traps are usually features of the landscape, either natural or created by the galeb duhr, that can be triggered by one of the galeb duhr’s earth-affecting powers. A galeb duhr will typically watch invaders for some time, determining if they are of violent intent or not. Peaceful travelers are allowed to pass unmolested. Should the intruders be deemed hostile, the galeb duhr will attack from hiding, using its powers to harry and waylay the intruders (note that “hiding” to a galeb duhr often means simply closing its eyes and mouth and sitting still). If a galeb duhr cannot persuade invaders to leave its territory in this way, it attacks openly, usually in a steep or narrow area so its foes cannot retaliate easily. In combat, a galeb duhr animates normal boulders and rocks around it and commands them to attack; this action is similar to the way a treant animates trees. Earth-affecting powers will be used in the most effective way possible: walls of stone may be raised and collapsed on intruders, earthen embankments may be moved to hinder movement or cause an avalanche, and so forth. If any foes come within striking distance, the galeb duhr will attack physically with a crushing bite or a smashing blow from one of its appendages.
The “music” of the galeb duhr often provides the first evidence that these creatures are near - and usually the only evidence, as the unsociable galeb duhr are quick to pass into the ground when they feel the vibrations of approaching visitors. Sitting together in groups, the galeb duhr harmonize their gravelly voices into eldritch tunes; some sages speculate that these melodies can cause or prevent earthquakes. Others argue that the low rumbling produced by these creatures is a form of warning to others in the group, but there is no conclusive evidence either way.

Galeb duhr are extremely long-lived; an average specimen could live to be many thousands of years old. They do not mate; indeed, they have no genders at all. When a galeb duhr dies naturally (that is to say, not from combat or the loss of contact with its earth power), it slowly cracks and crumbles away over a period of 2-7 days. At the end of this time, all that remains of the original galeb duhr is stone dust, gravel, and three large chunks of stone. These chunks of stone are young galeb duhr. They remain immobile for a period of approximately one century, slowly growing and developing, during which time they are completely indistinguishable from normal rocks. At the end of this time, they awaken as adult galeb duhr. Of the three galeb duhr produced, there will be one of each size category: one 10 HD, one 9 HD, and one 8 HD. The 10 HD galeb duhr will instinctively move to take over the immediate territory. The smaller ones usually move off to stake out their own areas, though they sometimes remain (15% chance) and share the area between the three of them. In such cases, the largest does not rule the others, and they take little note of each other in day- to-day activities, though they do not hesitate to aid one another in a crisis.
For every 500 years over 2,000 that a galeb duhr has lived in its own territory, it gains one of the following advantages. This reflects the galeb duhr’s ever-strengthening connection with its territorial surroundings and the plane of Earth. In areas where the natural elemental influence has been heightened, galeb duhr may obtain these additional powers more quickly; this is left to the DM’s discretion. DMs may choose powers or roll them randomly; if duplicate powers are obtained on rolls of 13-20, roll again.
	1d100
	Benefit

	1-4
	+2 AC bonus

	5-8
	Resist magical fire

	9-12
	+2 HD bonus

	13-16
	Resist cold

	17-18
	Stone tell

	19
	Stone barrier

	20
	Double boulders


+2 AC bonus: The galeb duhr’s armor class is modified from -2 to -4 initially and may improve further on subsequent rolls to AC -10.

Resist magical fire: The galeb duhr still has a +4 bonus vs. fire attacks. However, the galeb duhr takes -1 hp per die of damage done. Further bonuses of this sort reduce damage down to a minimum of –4 hp per hit die. 

+2 HD bonus: For each hit die the galeb duhr possesses, it gains an additional 2 hp, to a maximum of 8 hp per die on subsequent rolls.

Resist cold: Galeb duhr who possess this power may move and function in even the coldest weather. They save normally against cold-based attacks and take only normal damage from them.

Stone tell: This power is identical to the cleric spell stone tell. It is performed at the 20th level of ability.

Stone barrier: This allows the galeb duhr to cast stone barrier at the 20th level of ability.
Double boulders: When the galeb duhr animates normal boulders to fight for it, 2-4 are animated (as opposed to the normal 1-2).
Galeb duhr ordinarily are very sluggish after more than three days of subfreezing temperatures. They are hard to rouse in such times and act as though under the influence of a slow spell when active at all. Those who are resistant to cold may move and act normally.

Galeb duhr have no natural enemies, other than those who crave the gems they collect. Galeb duhr draw sustenance from the stone in their surrounding terrain, like a plant draws sustenance from sunlight. If a galeb duhr is removed by any means from its natural surroundings, its physical condition will slowly begin to deteriorate, as the life-giving connection to the elemental plane of Earth slowly fades. In areas where they are not totally cut off from their mountain origins, such as plains or farmland, this deterioration will be slow: the galeb duhr will lose 1 hp per day that it is away from its home. Such loss is permanent until it returns to an area that is predominantly rock and stone, at which time it recovers lost hit points at a rate of 2-5 hp per day. In an area totally removed from its ordinary habitat, such as a desert or an ocean, a galeb duhr will lose 2-5 hp per day, but will regain them at the above rate if returned to its home. When a galeb duhr falls below 20 hp due to loss of contact with its natural habitat, it loses its powers to control stone. Such powers return at once upon renewed contact with a rocky or mountainous environment. Should a galeb duhr fall to zero hit points due to environmental deprivation, the connection with the elemental plane of Earth is considered to have vanished completely, and it becomes nothing more than a normal boulder. A full wish is required to revive a galeb duhr from this state.
 Besides the gems that they carry with them, galeb duhr are likely to know where many other gems are, as well as veins of precious metals, such as gold, silver, and platinum, though galeb duhr seem to have no interest in these minerals for themselves. A few powerful magic-users have been able to bargain with the galeb duhr for this information. This is a difficult agreement to consummate, for the galeb duhr are valiant fighters, and usually have no difficulty in escaping from any harm if they are inclined to do so. Further, the galeb duhr are territorial, and would be irritated at any attempt to make use of this knowledge in their vicinity. In some strange way, galeb duhr feel responsible for the smaller rocks and boulders around them, in much the same way that a treant feels responsible for trees in its neighborhood. A traveler who disturbs the area near a galeb duhr does so at his own peril.

Terrain: Mountain, Plane of Earth

Gambado

	Armor Class
	6

	Hit Dice
	4(M)

	Move
	120’(40’)

	Attacks
	1 bite/2 claws

	Damage
	1d8/1d4/1d4

	No. Appearing
	1d8 (1d8)

	Save As
	F4

	Morale
	7

	Treasure Type
	Tx10

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	75


Monster Type: Monster (Very Rare)

Known by the folk name of Springing Skulls of Doom, these strange creatures construct a lair and patiently wait to ambush passersby. Gambados are completely amoral, caring only for their own survival, their next meal, and their personal treasure. These extraordinary-looking creatures are man-sized, with a powerful human torso and two arms, each ending in three curved claws. Supported on the strong, flat neck is what appears to be the creature's head, hut which is actually a skull of another creature. Gambados use found skulls to house their heads, similar in principle to the hermit crab. They have special muscles that secure the placement of the skull and work its jaw. Skulls of horned or long-toothed beasts, or other interesting animals, are favored by plains gambados, while those with subterranean lairs prefer humanoid skulls. A gambado's torso narrows downward into a 3'-long cylinder of cartilage and muscle which can be compressed, spring-style, and suddenly released for springing up and forward. This columnar leg ends abruptly in three long and flat single-toed feet. Gambados are generally pale gray in color. They will often camouflage themselves with soil and clays found in the course of digging their pit lairs.

The gambado moves by a series of springs; jumping vertically, it can just reach a 14'-high ceiling with its head. The radially arrayed and retractably clawed feet allow the gambado to rapidly shift direction or stop suddenly, and provide good traction during its springing travels. A gambado's normal form of attack is to stand upright in its lair, which is a pit dug by it some 6 feet deep, with its head just at ground level and its leg contracted for springing. The gambado goes to considerable effort to construct a cover for its pit out of rock, wood, rags and old bones, with only a small hole in the center through which its skull head pokes out. An approaching adventurer will see only the skull, apparently simply lying on the ground. The cover will not support the weight of any creature larger than a wharf rat, and will not encumber the outward spring of the gambado when it strikes. If a living creature comes within 4 feet or so of the skull head, the gambado will spring out and attack, first biting with its ersatz head for 1-8 points of damage. Thereafter it will also attack with the claws on its hands, each of which inflicts 1-4 points of damage. The gambado will flee rather than fight to the death.

If a gambado kills a victim, it will ignore all booty on the victim except coins, gems, and small pieces of jewelry. These are compulsively sorted by type and color, grabbed back up to be fondled and held up to the light, then compulsively resorted again. Finally, the objects are taken into the pit and stored, although sometimes artifacts are scattered about or left on the ground in order to attract curious future victims. The gambado eats its victim, then laboriously reconstructs the cover for its lair, retreats into its lair to digest its meal, and awaits further prey. Gambados can go for several months between major meals. At least once every 10 days, the gambado will uncover its hoard and compulsively sort and admire the various objects again. Though once thought to be solitary creatures, gambados are now often found in groups. Apparently, if a location is successful in terms of food and booty, a gambado will return to its former lair to collect its family to dig lairs in the immediate vicinity. In places where bones are common, as many as eight gambados may be found to have dug pits close together. Some believe that gambados communicate with one another through a quiet strumming of the ground, using extremely rapid and minute movements of their springing leg, although this may be nothing more than a means of keeping the leg muscles exercised and ready for action during long periods of waiting.

The hide of the gambado’s springing leg is naturally somewhat elastic. This elasticity makes cylinders of the hide useful as connectors to lengths of pipe and in similar applications. Gambado lairs are relatively easily noticed and avoided by those who have previously been victims of their traps. If left undisturbed, they may have the effect of guarding the rear of a passing party from less intelligent wandering monsters.

Terrain: Open, Caverns

Garbug
	
	Black
	Violet

	Armor Class
	5
	5

	Hit Dice
	2+2*(M)
	3+3*(L)

	Move
	60’(20’)
	60’(20’)

	     Flying
	120’(40’)/MF 1(b)
	90’(30’)/MF ½(b)

	Attacks
	1 proboscis/6 tentacles
	2 claws/6 tentacles

	Damage
	1d4/1/1/1/1/1/1
	1d6/1d6/1/1/1/1/1/1

	No. Appearing
	1d3(1d4+1)
	1(1)

	Save As
	F1
	F2

	Morale
	10
	7

	Treasure Type
	Nil
	Nil

	Intelligence
	1
	1

	Alignment
	Neutral
	Neutral

	XP Value
	35
	75


Monster Type: Lowlife (Very Rare)

Garbugs seem to be related to carrion crawlers. A garbug of either color has six tentacles around its mouth and a pair of insectile wings. In other respects, they resemble lobsters, having short eyestalks, long antennae, a hard exoskeleton, and five pairs of limbs, with pincers at the end of each limb. The black (male) garbug has a long proboscis and a glossy black exoskeleton. The violet (female) garbug is a uniform violet of striking hue, except for the set of strong claws on her topmost pair of limbs; these are dark yellow.

Though garbugs will readily eat carrion, they prefer living, but immobile, prey. A garbug's six tentacles are each two feet long. Though each tentacle causes only one point of damage per hit, it also secretes a paralytic poison. Victims hit by the tentacles must make a saving throw versus paralyzation for each hit, or be paralyzed for 2-12 rounds. Simultaneous hits are not cumulative. The paralytic poison is also mildly corrosive, serving the garbug as a digestive aid. If not wiped or rinsed off, it will cause a mild burning sensation and 1 point of damage per turn for the next two hours. A black garbug attacks with his tentacles and his proboscis. This feeding tube causes 1-4 points of damage on a successful hit. If the black garbug has paralyzed his victim during a round in which he hits with his proboscis, he leaves his feeding tube inserted, draining blood. Blood drain causes 1-4 hit points of damage per round. Black garbugs are very tenacious, and will generally fight to the death, even if they want only a light snack.

The violet garbug attacks with her tentacles and her strong claws. Each claw does 1-6 points of damage on a successful hit. If the violet garbug hits with both claws in the same round, she will also rend her victim, doing an additional 1-4 points of damage. Once her victim is paralyzed or dead, she will use her claws to tear off hunks of flesh, which she transfers to her mouth, using her tentacles. Except for the strong upper claws of the violet garbug, the monsters' pincers are too weak to be used in combat. They are used to carry food, or to hold the garbug in place while it feasts.

Both types of garbug are found in moist environments. Black garbugs have no permanent lair, though a violet garbug will often claim a small cave or build a nest. All black garbugs are male, while all violet garbugs are female; the female is dominant. They come together once or twice a year. Black garbugs use their proboscises to fight one another in dazzling aerial combat, trying to win the privilege of mating with a violet garbug. About a week after a strangely beautiful mating ritual, the violet female lays 20-40 eggs in standing water. These eggs hatch into nymphs, which look like crayfish, but are colored according to sex. There are usually five or six males for every female. In two months, the nymphs undergo a metamorphosis, acquiring their adult characteristics. Predators, including and especially adult garbugs, keep the numbers of developing garbugs small. Only 2-12 from any hatching reach maturity, and travel to appropriate territories, to lay claim to hunting ranges. Garbugs seldom live longer than five years. Like carrion crawlers, garbugs perform a useful function. Besides eliminating refuse, they also prey on weak members of other species. Garbugs are also great enemies of spiders, and favor them as prey. Garbugs, particularly violet, are very clever about luring spiders out of their lairs and attacking them. Incidental treasure, as well as the other remains of previous victims, may be found anywhere in the creatures' hunting grounds. Garbugs are not choosy about where they eat, and seldom take victims away from where they have been killed. Garbug tentacles are useful in the manufacture of paralysis poisons, and might be useful in the making of scrolls, glyphs, or other items which cause paralysis. If a female garbug is captured while still a nymph, she may be raised as a guard animal. A violet garbug nymph might bring as much as 1000 gold pieces from the right buyer. Like other animals, she may be trained to recognize a few individuals, and to follow very simple commands, such as "stay" or "fetch." Male garbugs have defied all attempts at training.

Terrain: Swamps, Jungles, Caverns (damp)

Gaund

	Armor Class
	6

	Hit Dice
	4+4*(M)

	Move
	150’(50’)

	Attacks
	2 claws/1 bite/1 tail + see below

	Damage
	1d4/1d4/1d6/1d8 + see below

	No. Appearing
	1d20(1d20)

	Save As
	F4

	Morale
	8

	Treasure Type
	Lx4

	Intelligence
	9

	Alignment
	Neutral

	XP Value
	200


Monster Type: Monster (Very Rare)

Gaund are gray-green reptilian creatures with three glowing red eyes and are often mistaken for large lizards by adventurers. They are intelligent, but spend most of their time on all fours. They rise upon their hind legs and balance with their tails only in combat or when surveying their surroundings. Their skin is scaled and leathery, and of a somewhat lighter color on the underside. They communicate in a language of singing clicks and hollow whistling sounds.

Gaunds have 90' infravision, excellent hearing, and great sensitivity to vibrations. This prevents them from being effectively blinded by exposure to light or darkness, or by the obscuring effects of smoke or vapors. They are surprised only on a roll of 1 on a 1d6. In combat, gaunds do not use weapons of any sort, but leap about constantly, hurling themselves at and upon opponents, slashing with their claws (1d4 points of damage), snapping with their jaws (1d6 points of damage), and using their tails as lashes or whips (1d8 points of damage). They are fearless, and the death of a fellow often drives them to fight with even greater ferocity. If pinned down or caught from the rear, the gaund kicks with its powerful rear legs for two attacks that cause 3d4 points of damage. These are the only circumstances in which they use their rear claws.

The most feared attack of the gaund is the gaze or "ray" attack it can make with its central eye. This orb is protected by a bony hood which limits its field of vision so the gaund must aim its head to use the gaze. The gaze produces a magical effect identical to the heat metal spell upon any one opponent or object within a range of 90 feet. This gaze can be used against one creature per round and is in addition to its normal attacks. The ray attack can be countered by any means effective against the spell.

Gaund suffer no damage at all from heat or normal fire, even dragon turtle steam. Magical fire attacks inflict less damage upon them, causing 2 points of damage per die, with a minimum of 1 point of damage per die. However, they are especially susceptible to cold-based attacks (+2 to each die of damage). They are also susceptible to sonic attacks and make saving throws against them at a penalty of -2.

Gaunds live in groups of up to twenty members, although large colonies of many groups have sometimes been found. They live in dry, fiery caverns, and are only rarely encountered in cool climates or above ground. Gaunds are omnivorous. Although they do not build, use tools, or seem to have any type of social structure, they do husband food carefully, often maintaining breeding colonies of lesser animals to ensure themselves of a plentiful supply. Gaund mating rituals include an upright, shuffling, head-tohead dance during which an an egg-bearing female turns a fiery orange. After a gestation period of about four months, 1-4 eggs are produced. These have leathery shells and are covered with a clear, spicy-scented slime. This substance is known to neutralize nearly all acids and, if smeared on a flammable item increases its saving throw vs. fire by a bonus of +3. Gaunds guard their eggs ferociously for the 3-12 days it takes them to hatch. The young are small (2+4 Hit Dice), and do not develop the gaze attack until they reach maturity 3 to 6 months later.

Gaunds hoard gems and pretty stones of all types, and have been known to trade these for food with adventuring parties too strong for them to overcome. Generally, however, they seem both hostile toward intruders and territorial. Their lands should not be entered casually. Gaunds live a very simple and naturalistic life, so basic that they are often mistaken for nonintelligent, dangerous lizards. They are hunted for their hard and durable teeth by humanoids who live nearby. Tools and daggers fashioned from this material dull easily but do not easily split or shatter. Gaund tails are highly valued for their rich, succulent meat, which does not readily spoil.

Frost Gaund: This gaund variation lives only in very cold regions. Its color is bluish-gray or slate-gray. Its eyes are a glowing blue. Its ray has the effect of chill metal. The creature resists cold-based attacks and is susceptible to fire-based attacks. Its eggs are encased in a slime that protects them from extreme cold. It is otherwise identical to the normal gaund.

Terrain: Caverns
Genie*

	
	Dao
	Janni
	Marid

	Armor Class
	3 (1)
	5
	0 (-2)

	Hit Dice
	8+3***(L)
	6+2**(M)
	13*(L)

	Move
	90'(30')
	120'(40')
	90'(30)

	     Flying
	150'(50')/MF 3(a)
	300'(100')/MF 5(a)
	150'(50')/MF 3(a)

	     Burrowing
	60'(20')
	
	

	     Swimming
	
	
	240'(80')

	Attacks
	1 blow
	1 weapon
	1 blow

	Damage
	3d6
	by weapon + Strength
	4d8

	No. Appearing
	1 (1)
	1d2 (1d2)
	1 (1)

	Save As
	F16
	F12
	F20

	Morale
	12 (8)
	9
	12 (9)

	Treasure Type
	Nil (special)
	Nil (special)
	Nil (special)

	Intelligence
	14
	14
	14

	Alignment
	Chaotic
	Neutral
	Chaotic

	XP Value
	2,650
	950
	2,300

	
	Numbers in parentheses indicate statistics on the genie's native plane


Monster Type: Planar Monster, Enchanted (Very Rare)

Genies are a class of beings from the elemental planes (as well as those given here, they include the djinn and efreet). There, among their own kind, they are have their own societies. Genies are sometimes encountered on the Prime Material plane and are often summoned specifically to perform some service for a powerful wizard or priest. Genies speak their own tongue and that of any intelligent beings they meet through a limited form of telepathy. On their own planes, genies (except jann) are immune to all 1st level spells, as well as spells based on the element they dominate, and can detect invisible at will.

Dao

A dao is a genie from the elemental plane of Earth. While they are generally found on that plane (though even there they are uncommon), the dao love to come to the Prime Material plane to work evil. Dao speak all of the languages of the genies, as well as Common and the tongue of earth elementals. 

The dao's magical abilities enable them to use any of the following magical powers, one at a time, once each per day: change self, detect evil, detect magic, gaseous form, invisibility, misdirection, passwall, spectral force, and wall of stone. Dao can use dissolve three times per day and dig six times per day. Dao perform all magic as 18th-level spellcasters. A dao can carry up to 5,000 cn without tiring. Double weight will cause tiring in three turns, but for every 1,000 cn of weight under 10,000, the dao may add one turn to the duration of its carrying ability. After tiring, a dao must rest for one hour. Dao can move through earth (not worked stone) at a burrowing speed of 60'(20'). They cannot take living beings with them, but can safely carry inanimate objects. 

The dao dwell in the Great Dismal Delve on their own plane and in deep caves, caverns, or cysts on the Prime Material plane. Dao settle pockets of elemental matter on their own plane, bending those pockets to their will and desire. The khan of the dao lives at the center of the great mazework called the Great Dismal Delve. The land within the delve is said to be larger than most Prime Material continents. The population of dao in the delve is unknown, as is the number of slaves that constantly work the tunnels and clear away damage caused by the quakes which frequently shake it. Dao dislike servitude as much as efreet and are even more prone to malice and revenge than their fiery counterparts.

The dao manage a thriving business of trade, driven by a desire for more power and access to precious gems. High on their list of hatreds are most other genies (except efreet, with whom they trade worked metals for minerals). They also have little use for other elemental creatures; the dao value these only if they can exploit them in some fashion.

Janni

The jann are the weakest of the elemental humanoids known collectively as genies. Jann are formed out of all four elements and must therefore spend most of their time on the Prime Material plane. In addition to speaking Common and all the languages of genies, jann can speak with animals. 

Jann often wear chain mail armor (60% chance), giving them an effective AC of 2. They typically use great scimitars which inflict 2d8 hp damage. They also use composite long bows. Male jann have 18 Strength scores; female jann have 17 Strength. Jann can use one the following magical powers each round: enlarge or reduce, twice each per day; invisibility three times per day; create food and water once per day as a 7th-level cleric; and etherealness (as the armor) once per day for a maximum of one hour. Jann perform at 12th-level ability, except as noted.
Jann are able to dwell in air, earth, fire, or water environments for up to 48 hours. This includes the elemental planes, to which any janni can travel, even taking up to six individuals along if those others hold hands in a circle with the janni. Failure to return to the Prime Material plane within 48 hours inflicts 1 point of damage per additional hour on the jann, until the jann dies or returns to the Prime Material plane. Travel to another elemental plane is possible, without damage, providing at least two days are spent on the Prime Material plane immediately prior to the travel. 

Marid

The marids are said to be born of the ocean, having currents for muscles and pearls for teeth. These genies from the elemental plane of Water are the most powerful of all genies. They are also the most individualistic and chaotic of the elemental races, and only rarely deign to serve others. On their own plane they are rare; marids travel so seldom to the Prime Material plane that many consider marids to be creatures of legend only.

Marids perform as 26th-level spellcasters, and can use any of the following magical powers, one at a time, twice each per day: detect evil, detect magic, invisibility, liquid form (similar to gaseous form), polymorph self, and purify water (as purify food and water, but not affecting food). Marids can use any of the following up to seven times per day: gaseous form, lower water, part water, wall of fog, or water breathing (used on others, lasting up to one full day). Marids can always create water, which they may direct in a powerful jet up to 60 yards long. Victims struck by the jet take 1d6 points of damage and must make a successful saving throw vs. breath weapon or be blinded for 1d6 rounds. Marids also have the innate ability to water walk (as the ring). A marid can carry 10,000 cn. Double weight causes tiring in three turns. For every 2,000 cn under 20,000, add one turn to the time the marid can carry before tiring. A tired marid must rest for one hour. Marids swim, breathe water, are at home at any depth, and have infravision. Cold-based spells grant them a +2 bonus to saving throws and -2 to each die of damage. Fire inflicts +1 per die of damage, with saving throws at a -1 penalty. Steam does not harm them.

Marids are both fiercely independent and extremely egoistical. They are not easily forced to perform actions; even if convinced through flattery and bribery to obey, they often stray from their intended course to seek some other adventure that promises greater glory, or to instruct lesser creatures on the glories of the marids. Most mages skilled in summoning and conjuration consider marids to be more trouble than they are worth, which accounts for the great lack of items of marid control (as opposed to those affecting efreet and djinn). 

Marids tolerate their genie relatives, putting up with jann and djinn like poor cousins, while they have an aversion to efreet and dao. Their attitude toward the rest of the world is similar; most creatures from other planes are considered lesser beings, not fit to be bothered with unless one lands in the feast hall at an inopportune time.
Genie, Greater*

	
	Dao
	Janni
	Marid

	Armor Class
	-2
	-2
	-4

	Hit Dice
	17******(L)
	13***(L)
	26****(L)

	Move
	120'(40')
	150'(50')
	120'(40)

	     Flying
	210'(70')/MF 3(a)
	420'(140')/MF 5(a)
	210'(70')/MF 3(a)

	     Burrowing
	90'(30')
	
	

	     Swimming
	
	
	300'(100')

	Attacks
	2 blows
	2 weapons
	2 blows

	Damage
	4d8/4d8
	by weapon + Strength
	5d10/5d10

	No. Appearing
	1 (1)
	1d2 (1d2)
	1 (1)

	Save As
	M34
	M26
	M36

	Morale
	11
	11
	11

	Treasure Type
	Nil
	Nil
	Nil

	Intelligence
	14
	14
	14

	Alignment
	Chaotic
	Neutral
	Chaotic

	XP Value
	8,900
	4,200
	16,750


Monster Type: Planar Monster, Enchanted (Very Rare)

These beings are the nobles and rulers of their respective kinds. They appear as very large versions of their lesser kin. They cannot be summoned by spells, and normally appear on the Prime Plane only in response to the cries of a maltreated genie (except for greater jann). All greater genies are immune to weapons of less than +2 enchantment, can enter or leave the Ethereal Plane by concentrating for 1 round, and can use all the abilities of a normal genie of theiir kind once per round. Greater genies can carry up to 10,000 cn at full speed or 20,000 cn at half speed when flying; they can carry double this weight when walking, swimming or burrowing.

Dao

Greater dao can regenerate 3 hp per round. greater dao can grant another's limited wish and cast polymorph self, sand whisper, dust curtain, repulsion, stoneskin, and domination, each once per day. They use all magic at the 36th level.

Greater dao rule various rifts of the Great Dismal Delve in the Plane of Elemental Earth, although many of them spend much of their time at the side of the khan who rules them all. Stately processions between their rift estates and the court of the khan occur frequently; in times of unrest dozens of greater processions may wind their way across the Great Dismal Delve every day as dao nobles attempt to protect their estates, possessions, mining dispensations, and trading rights from infringement or destruction. A dao mazework far from the Sevenfold Mazework is usually home to 1-6 greater dao, 4-40 common dao, and 8-80 elemental and nonelemental slaves-vassals, servants, and miners who continually expand the dao estate. The Great Khan of the Dao rules in splendor in the Sevenfold Mazework, the city at the center of the Great Dismal Delve. The greater dao vary in power from the lesser atamen and hetmen who only visit the Sevenfold Mazework to the favored seneschals. The loyalty of the ataman or hetman who acts on the advice of a seneschal is always questionable, but the seneschals are always chosen by the khan of the dao, and their loyalty is to him alone. The miles of three-dimensional convolutions and magical distortions which make up the Sevenfold Mazework are said to confuse even minotaur slaves, but greater dao understand its windings, twists, and spirals instinctively. Since each greater dao is occasionally given the unavoidable honor of paying for and supervising additions to the mazework, the khan is able to expand it perpetually at very little cost to himself. More rarely, an obsolete, unfashionable, or over-traveled section is closed off and filled with rubble from new digging elsewhere. The mazework connects to pockets of all the elements, and gates connect it to the other elemental planes. Light in the mazework is kept deliberately dim, as it is entirely lined with mica, pyrite, hematite, and carefully cut, reflective semi-precious stones-light is reflected over and over again down the corridors. Bright lights are used as alarms to instantly alert nearby chambers of some emergency. Dim colored lights serve as signals for slaves and servants to attend to the nobles. Nobles of the court of the great khan live in self-contained sections of the Sevenfold Mazework known as halls or wings. A typical seneschal's residence might contain 1-6 male greater dao, 2-12 female greater dao, 4-24 common dao, 2-12 minotaurs, 10-100 elemental and nonelemental slaves. Summoned elemental creatures are either special servitors, slave overseers, or pets. The home of a minor greater dao who keeps a primary estate far away in the provincial sections of the Great Dismal Delve is typically home to half as many occupants as indicated above.

Female greater dao are responsible for the care and well-being of the slaves and the oversight of new excavations, though they may not choose where and how much to dig. This gives them considerable influence, though they are bound by custom to their mates in all other things. Some female dao are granted recognition as atamen and hetmen, but they are strictly excluded from the world of haggling and commerce (including the buying and selling of slaves). All dao consider trade too vulgar and dangerous for the female greater dao to engage in. Some female greater dao have, through special dispensations from the khan, been allowed to use their private holdings as the basis of lucrative money-lending businesses. 

Seneschal dao extract as much work from the atamen and hetmen as they can, and, likewise, atamen and hetmen push their slaves as hard as they dare. They are sharp traders, always able to turn business to their advantage; they are notoriously hard bargainers, especially with creatures not native to the Elemental Plane of Earth. They are always willing to see how far they can push a mercenary before he will betray them. Greater dao tend to see others only in terms of how much profit can be made from them or how much power can be gained over them. Some dao take a perverse pleasure in destroying the possessions of others while increasing their own wealth and prestige. This is rare, as most greater dao would rather buy or steal a possession for themselves than destroy it. However, joy in the misfortune of others is an entrenched part of greater dao culture among the highest grades of nobles (those living in the Mazework itself). Building a new wing in the Sevenfold Mazework may become twice as difficult if the project is opposed by greater dao in wings nearby. Successful human traders have occasionally been sabotaged by envious dao. Greater dao hate marid and djinn, but they are on speaking terms with efreet, who trade worked metal for minerals. All other elemental creatures are only of interest to the dao insofar as they can be exploited.

Terrain: Plane of Earth

Janni

Greater jann can regenerate 3 hp per round. They can use the following powers, once per day each: augury, detect magic, and divination. Greater jann have a Strength of 20. They can attack twice in a round. Their spells are used at the 24th level of ability. Greater jann can survive indefinitely in any elemental plane.

Jann favor forlorn deserts and hidden oases, where they have both privacy and safety. Jann society is very open, and males and females are regarded as equals. A tribe is made up of ld20+10 individuals and is ruled by a sheik and one or two viziers (all of which are greater jann). Many jann tribes are nomadic, traveling with flocks of camels, goats, or sheep from oasis to oasis. These itinerant jann appear human in every respect, and are often mistaken for them, unless they are attacked. Jann are strong and courageous, and they do not take kindly to insult or injury. The territory of a jann tribe can extend hundreds of miles in any direction. While traveling, male jann live in large, colorful tents with their wives and married male children, and their families. Married daughters move away to live with their new husbands. When a family eventually grows large enough that it can no longer reside comfortably in the tent, a new tent is built, and a son takes his wife and family with him to this new dwelling. At permanent oases, the jann live not only in tents, but also in elegantly styled structures built from materials brought from any of the elemental planes. Jann are suspicious of humans, dislike demihumans, and detest humanoids. Jann accept djinn, but shun dao, efreet, and marids. They sometimes befriend humans or work with them for a desired reward, like potent magical items. One ethic the jann share with other nomads is the cultural demand for treating guests with honor and respect. Innocent visitors (including humans) are treated hospitably during their stay, but some day might be expected to return the favor.

Terrain: Desert

Marid

Greater marids can regenerate 2 hp per round. Their water jet is 180' long, causes 3d6 hp damage and blinds for 1d10 rounds. They can grant another's wish and cast airy water, control weather, cone of cold,  solid fog, and maelstrom once per day each. The greater marid's carrying ability is 50% greater than that of other greater genies. Their spells are cast at the 36th level of ability.

Although all marids lay some claim to nobility or even royalty, the true marid nobles are those that serve the padisha and scheme to succeed to the rulership of the empire upon her death. Thus greater marids entirely ignore their lesser cousins unless they in some way affect their standing at court or in the succession. All marids agree that their loose empire is ruled by the padisha, but there have often been several "true heirs" to the padisha's throne simultaneously through the eons. The court of the Great Padisha of the Marids is called the Citadel of Ten Thousand Pearls, and it is an elaborate and graceful circular reef in warm waters on the Elemental Plane of Water, full of bright corals, corroded copper doorways, giant clams, bubbling air fountains, curtains and carpets of kelp, and schools of every sort of fish. Some of these fish are guardians and others are servants, but all are entirely loyal to the marids. The citadel contains from 2-200 greater marids at any time. Although most of the Citadel of Ten Thousand Pearls is accessible by swimming through passages and doorways made for the huge marids, there are also many narrow crevices accessible only to small fish or marid in their watery form. These passages connect all the larger areas as well as hollow regions of the citadel not otherwise accessible. Shafts of sunlight pour into and out of the citadel at apparently random places, but no area is without light unless the padisha wishes it. Some of the deepest interior portions are said to contain the hoarded treasures of the deep, given to the Padisha of the Marids as tribute: gold, shells, corals, the scales of great sea-monsters, and ten thousand pearls of great price. These pearls are of all colors, principally pink, white, grey, and black, and most are said to be fist-sized and lumpy rather than smaller and more perfectly formed. The Citadel of Ten Thousand Pearls is a resting place for many greater marids, a place to meet and exchange information before traveling on. Hunts and jousts are often held there, and individual valor is prized. At other times (during unfashionable seasons known only to court "insiders"), the citadel is as abandoned as a ruin. The traveling household of a marid noble consists of 1-4 greater marids and is always accompanied by 1-8 common marids, who comprise various cousins, vassals, lovers, courtesans, followers, and kinfolk. In many cases (40%), they have also befriended 2-9 (ld8+l) servant creatures from the Elemental Plane of Water. They may have dragon turtle mounts, a squadron of water elemental or triton bodyguards, morkoth advisers, or killer whales as hunting animals. The fickle and wide-ranging tastes of the greater marids make the exact nature of their nonmarid companions unpredictable.

Marids are champion tale-tellers, though most of their tales emphasize their own prowess and belittle others. When conversing with a greater marid, one must attempt to keep the conversation going without continual digression for one tale of might or another, while not offending the greater marid. (Marids consider it a capital of tense for a lesser being to offend a marid.) Flattery sometimes convinces them to undertake some course of action, but more often than not they stray off their intended course to seek some other adventure that promises greater glory. Bards often win their favor by restructuring all their songs and tales around the glory of the marid. This requires both a quick mind and a strong stomach, however, as the greater marids enjoy waves of praise rather than faint endorsements. Marids occasionally go on punitive expeditions against the other genies, just to remind them of their power. When they organize a war party, it is usually led by a single greater marid accompanied by 5-50 common marids and 2-20 creatures from the Elemental Plane of Water. Greater marids have the least impact on other races of any of the greater genies; their attitude to the rest of the world is that all other creatures are inconsequential beings. The marids' own concerns take up so much of their time that they have little effort to waste on what they see as the trivialities and irrelevancies of others. In most cases, this includes common marids as well, which is why almost every marid must declare himself a noble in order to get the attention of the true greater marids. Their absorbtion in their own affairs is a blessing for others, given the dangerous level of power of the greater marids. When they do want something, greater marids stop at nothing to get it-entire fleets may disappear from the oceans, storms rage, and rivers dry up or overflow.

Terrain: Plane of Water

Ghriest

	Armor Class
	6

	Hit Dice
	4+1*(L)

	Move
	

	     Flying
	270' (90')/MF 3(b)

	Attacks
	1 beak

	Damage
	2d6

	No. Appearing
	0 (1d4)

	Save As
	F2

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	3

	Alignment
	Neutral

	XP Value
	200


Monster Type: Monster (Rare)

This large flying creature spends its entire life in the air, hunting the skies over the Savage Coast. The ghriest's body is wedge-shaped, hanging mostly below its extremely wide wingspan. Its large eyes give the creature near-perfect vision, with a 360-degree range. The creature's long, narrow head tapers up into a kind of fin. The ghriest's sharp beak is lined with a row of tiny teeth. Two feet lay along the underside of the ghriest; atrophied from generations of disuse, these scrawny appendages are weak but agile. The ghriest's body is covered with feathers except on its head and along a bony ridge lining the front of each wing. Ghriests never gain Legacies or need cinnabryl.

The ghriest attacks by stabbing an opponent with its long, pointy beak. Despite its sharp, tiny teeth, it never bites. When attacking, the ghriest flies above its prey; it then dives toward the target with incredible speed and accuracy, catching most opponents completely by surprise. Its dive inflicts double damage (4d6), impaling the target. After a successful dive, the ghriest uses its feet to pull the victim from its beak. If the victim is still alive, the ghriest then stabs it again while holding on tightly. The ghriest can remain aloft even while carrying a small human. Once per day, a ghriest can belch forth flames, much like the breath weapon of a small dragon. The flames are directional, striking a single target for 4d6 points of damage. If the victim makes a successful saving throw vs. breath weapons, it takes only half damage.

Ghriests travel in family units. The creatures carry their eggs with them in belly pouches, transferring both eggs and newborn ghriests back and forth with their nimble feet. Once able to fly on their own, a young ghriest stays with its family for protection for at least six months. Ghriests generally have two young per year. Males tend to be somewhat bigger and more colorful, though the female is the more deadly hunter. Though its weak legs could not possible maintain its weight, this is not the reason that a ghriest never lands. Strangely, a ghriest cannot land, or it will die. Requiring a constant and heavy flow of air past its breathing cavities, if it were to land, the ghriest would choke to death within a few minutes. Even after the first few seconds, it is unlikely that the creature would have the strength to return to the air. Ghriests live above the Forbidden Highlands and over the mountains on the Arm of the Immortals. They prefer to soar above hills or mountains, relying on the numerous updrafts to help keep them aloft while eating or mating. They also prefer to stay away from humanoid habitation, with the exception of the ee'aar. The ee'aar have even been known to join the creatures in flight.

Ghriests occupy a spot near the top of the aerial food chain. Ghriests hunt almost anything else in the air, impaling them with their deadly beaks and ripping them apart. They can be befriended and tamed by ee'aar, but they are occasionally hunted by other races for their feathers. Every ghriest possesses 4d4 "pilot" feathers along its wings with special flying abilities. Arrows and crossbow bolts tipped with these arrows fly 50% further and have a nonmagical +1 attack bonus.

Terrain: Hills, Mountain

Giant

	
	Fog
	Jungle
	Reef
	Wood

	Armor Class
	1
	3
	–4
	5

	Hit Dice
	14(L)
	11(L)
	18*(L)
	7+7**(L)

	Move
	150’(50’)
	150’(50’)
	150’(50’)
	120’(40’)

	     Climbing
	
	60’(20’)
	
	

	     Swimming
	
	
	120’(40’)
	

	Attacks
	1 blow or 1 weapon
	1 club or 2 arrows
	1 fist or 1 weapon
	1 weapon

	Damage
	1d10 or 3d6+11
	2d8+4 or 2d6+4/2d6+4
	1d10 or 2d10+5
	1d10+3

	No. Appearing
	1d2 (1d4)
	1 (1 or 1d4)
	0 (1 or 1d4)
	1 (1d4)

	Save As
	F14
	F11
	F18
	E7

	Morale
	8
	10
	10
	7

	Treasure Type
	E, Tx10
	L, A
	A, Vx3
	E

	Intelligence
	11
	11
	12
	13

	Alignment
	Neutral
	Neutral
	Neutral
	Neutral

	XP Value
	1,500
	1,100
	3,475
	1,500


Fog

Monster Type: Humanoid, Giant (Very Rare)

Cousins to the cloud giants, these large rock-hurlers are more intelligent and stealthy than portrayed in story or song. Fog giants are huge and husky, with tree-trunk sized legs, and over-developed arms muscled by constant throwing games and exercises. They have milk-white skin which aids their natural ability to blend into fog (80% chance) and gives their foes a -4 penalty to their surprise rolls when attacking in fog or mist. Their hair is silvery white and flowing, with ample hair on the arms, legs, and chest. They grow no facial hair whatsoever. They prefer to wear no armor, counting on their high natural Armor Class. However, they occasionally wear leather armor (AC -2), and at least one band wears armor made from white dragon hides studded with silver. They love massive, ornate clubs made from bleached and polished wood or bone. Fog giants speak the Giant tongue, and 30% speak the local human tongue.

Fog giants generally hunt in groups of 2-5 males, although they sometimes join with a cloud giant or two to form a hunting party of 3-7. They prefer to attack from cover (fog is most preferred). After some ranged rock-hurling to scatter their opponents, they will charge into melee with fists and swords flying. Adult fog giants can hurl rocks with a range of 80/160/240, inflicting 3d6 points of damage to anyone struck. They also have a 45% chance of catching hurled weapons of similar size, but cannot catch fired weapons such as arrows, bolts, and sling-stones. In melee they generally fight with clubs and fists, though tales of sword-armed fog giants are common.

Because of their keen hearing and highly-developed sense of smell, fog giants are seldom surprised (+2 on surprise rolls). Access to their caves and regular hunting camps are often protected by deadfalls of rocks or logs, which can be released by a carefully thrown rock at the first sign of an attack against them.

Fog giants are proud of their strength and fighting skills, often playing games when on hunting forays in an attempt to best one another. Their favorite such game is called "copsi" and consists of the giants pairing off to toss larger and larger boulders to their partners until one of the pairs misses its throw.

The fog giant families live in caves, canyons, or thickets, in the most inaccessible areas of marsh, swamp, forest, or coast. The men usually hunt in groups, ranging up to a dozen miles from their homes. By tradition, a young giant may not mate until he has obtained at least one large ornament of silver. Usually, the young giant joins with several others in a quest to find one (or acquire enough treasure to buy one). Fog giants do not often mix well with other creatures or races, although they can often be persuaded to perform services for a fee, or barter goods with groups of similar alignment. Fog giants will happily barter goods and services for refined silver. Territorial disputes sometimes flare up between groups, especially in times of bad hunting. Friendly disputes can sometimes be resolved by a game of copsi or an arm-wrestling match. Fog giants fighting amongst themselves will generally throw rocks and fist-fight, rather than use swords.

There can be fog giant shamans and wiccas, up to level 8 in either.

Fog giants are fond of all sorts of cooked meats, particularly hoofed creatures such as horses, cows, deer, elk, and centaur. They often cook meat by building a large fire, then impaling chunks of meat on their swords and holding them over the open flame. Fog giants prefer fruits and sweets for dessert, and will also down large quantities of spirits if available to them. They do not distill their own spirits or liquors. They also sometimes smoke fresh milkweed pods in wooden pipes, though the taste is too bitter for humans and demihumans to enjoy.

Because of their size, fog giants consume a large quantity of food, and require a considerable territory per hunting group to support themselves. The giants will often place territorial markers of boulders and logs to define the boundaries between their hunting territories. They do not look kindly on anyone who tears down or moves these markers. Their regular pathways are hard to hide, and are instead trapped with deadfalls of rocks and logs to discourage trespassers.

Terrain: Swamp, Forest

Jungle

Monster Type: Humanoid, Giant (Rare)

Powerful, lanky, and strictly carnivorous, jungle giants are a terror to all the animals of the tropical forests. They are great hunters and stalkers, able to clear a huge tract of forest of all game and then move on. A typical jungle giant stands 18' tall yet weighs only 3,000 pounds -- very thin for a giant. Females are generally taller than males. They can live to be 200 years old. Jungle giants always carry everything they need with them: tools for making and maintaining their weapons, fire-starters, tinder, and spare bits of leather and sinew used to repair clothing. They also carry their valuables, and every adult jungle giant carries a quiver of arrows. Jungle giants speak their own language and the languages of tribes of nearby humans and humanoids. Thin and very tall, jungle giants easily blend into the vertical landscape of the tropical forest. Their wavy hair is pale green, and their skin is a rich muddy yellow, like sunlight on the forest floor. They rarely wear more clothing than strictly necessary, as they prefer complete freedom of movement when hunting. Many groups of jungle giants use ritual tattooing, colorful feather headdresses, and even filed teeth to show their fierceness. They sometimes decorate themselves with mud, sticks, and leaves when stalking especially large or wary game.

Jungle giants use 15' long bows crafted to take advantage of their tremendous size and strength. These giants are very quick with their huge bows and can fire two arrows each round. They will use poisoned arrows to bring down their prey more quickly. If these arrows are used in combat, opponents must save vs. paralyzation at -2 or be rendered immobile for 2-12 turns. Even humanoid creatures with the strength to pull a jungle giant bow cannot use it, because the arrows are over 6' long (2d6 +4 damage). Jungle giants will occasionally use the trunk of a dead tree as a club, doing 2d8 +4 points damage. Jungle giants prefer to take their prey from ambushes, firing their bows from the treetops and then swinging down sturdy branches or thick ropes to finish off their prey. Camouflaged giants cause a -1 penalty on opponents' surprise rolls. When setting up a blind, they can camouflage themselves in jungle terrain with a 60% chance of success. Setting up a blind or decorating themselves with jungle camouflage takes three turns.

Jungle giants are friendlier than most other races of giants, and they will often cooperate with human jungle tribes on hunts. The giants provide strength and raw power, and the humans provide the numbers and skill to drive animals into ambushes. Jungle giants have absolutely no compunctions about eating any form of meat - mammal, reptile, amphibian, or avian. They know how to stalk, kill, and prepare everything from eggs to full-grown animals, and from scavengers to predators. Their villages reflect this carnivorous tendency; the huts are made from wooden posts with roofs of greased animal hides stitched together with intestines. The smell of smoking meats and butchery hang in the air, and huge quantities of dragonflies and other insects swarm around the villages. 

Jungle giants think of most creatures as prey, but those they accept as fellow hunters they respect as equals, regardless of their size. Although they much prefer the jungle terrain they know so well, they are often forced to leave the trees for the savanna when their numbers become too great to survive in the jungle. They think nothing of eating every snake, antelope, cat, warthog, ostrich, and elephant they come across. Jungle giants on the savannah often return to the forest, because their great height makes stealthy hunting difficult for them on open ground.

Terrain: Woods (jungle)

Reef

Monster Type: Humanoid, Giant (Very Rare)

Reef giants are the loners of giant-kind, although they often live in remarkably well appointed mansions that seem to be no more than huts from the outside. They sometimes become sailors, but their huge mass limits them to the largest of vessels. Reef giants are typically 16' tall and weigh 4,000 pounds. Reef giants can live to be 600 years old. Reef giants speak their own language as well as the giantish trade tongue and the languages of storm, cloud and sea giants. In addition, 40% of the giants also speak the common tongue. Reef giants have burnished coppery skin and pale white hair. They are barrel-chested and powerfully-muscled from the exertion of forcing their huge bodies through water. Reef giants have a Strength of 22. Reef giants wear skins or garments made of braided hair when ashore, but swim wearing no more than a belt for knives and pouches.

Reef giants prefer to fight in or under water, and they are fierce fighters when angered. They suffer no penalties when fighting in or under water. They cannot be harmed by water- or ice-based attack forms. They typically attack with giant tridents for 2-20 +10 points of damage, but have been known to lash out with a huge fist (1d10 points damage) now and again.

Once per day, a reef giant can form a whirlpool. Unless a successful Strength ability check is made, creatures within 10 yards of the giant are sucked into the whirlpool and suffer 2-16 points of battering damage plus 2-20 points drowning and choking damage (unless the creatures are able to breathe water, in which case only the battering damage applies). The whirlpool is not powerful enough to draw in ships. Reef giants can throw boulders for 3-30 (3d10) points of damage. They prefer to use thrown boulders to sink unwelcome ships. Boulders are not used against individual opponents.

Reef giants are often solitary for long periods of time, although they mate for life. When their children reach puberty, they are sent out on their own to seek an island or reef habitat to make their home. The mansions of reef giants are sometimes built into the hills and gorges of the islands, and they are always stocked with furniture and decorations collected over generations. These mansions are passed on from one giant to another; the eldest daughter is generally reared to provide for her parents as they grow old and is usually given the mansion and all its goods upon their death. These well-dowried daughters are the objects of much competition between reef giant suitors, each of whom seeks to both prove himself to the new mistress of the mansion and undo his competitors by any means available. Diving, surfing, and fishing competitions are common in reef giant courtship. 

Reef giants are scavengers who fish and forage coral reefs for a hundred different sources of food. They can net entire schools of fish, and as accomplished divers they can retrieve hoards of pearls, sponges, and coral. Their enormous strength allows them to swim for hours at a time without tiring. In this way reef giants can amass huge amounts of goods to trade for other items. Some reef giants keep flocks of goats or sheep on their island homes, but these giants are generally elderly and not as capable of foraging successfully. Reef giants frequently enter into contracts or trade agreements with humans and other mercantile races. In exchange for pearls and other valuables from the sea, they are given cloth, sweets, and metal goods. The reef giants willingness to plunder the sea has made them the enemies of merfolk, tritons, and other ocean-dwelling races. They do not usually conflict with sea giants, who prefer the deeper waters.

Terrain: Ocean (reefs)

Wood

Monster Type: Humanoid, Giant (Very Rare)

Wood giants (also known as voadkyn) are one of the smallest of the minor races of giants, looking somewhat like giant-sized elves. They are flighty, frivolous, and good friends with elves. Standing 9 feet tall, wood giants weigh around 700 pounds. They have the physical proportions of humans, which makes them thin and light for giants. They are completely devoid of facial and body hair, including eyebrows. Their heads seem overly large for their bodies, especially the jaws, chin, and mouth. Their ears are placed higher than on a human, almost completely above the line of the eyes. Wood giants can be almost any shade of brown, mixed with yellow or green. They are fond of leather armor and ring mail. A wood giant carries two weapons -- a two-handed sword and a giant-sized long bow with quiver. A special sheath for the sword is steel tipped, enabling it to be used as a walking stick. This does not in any way disguise the sword. They wrap their ankles in leather strips almost up to the knee, although the foot itself is mostly bare. The only garments they wear are loose trousers or a short kilt. A wood giant always wears a leather forearm sheath to protect his arm from the bowstring. All of these items are frequently stained in forest colors of green and brown. 

Voadkyn do not fight unless forced to defend themselves or allies. Their favorite weapon is their huge, non-magical long bow. They get a +1 bonus to attack rolls and 50% better range because of its unusual size. The matching arrows are over four feet long and cause 1d8 points of damage. Wood giants do not hurl rocks or boulders. If pressed into melee, they wield their two-handed swords with one hand. These giant-kin are usually in the company of 1d4 elves (60%), 1d4 dire wolves (30%), or both (10%). Wood giants have infravision up to 90 feet.

The only magical skill voadkyn have is the ability to polymorph into any humanoid figure, from 3 to 15 feet in height. They cannot become a specific individual, only a typical specimen of that race. They have been known to use this ability to join a party and trick it out of treasure.

Wood giants can move silently in a forest, despite their great height, thus imposing a -3 penalty to opponents' surprise rolls. They can blend into forest vegetation, becoming effectively invisible. Only creatures able to detect invisible objects can see them. Although they are not invisible while attacking, they are extremely quick (Dexterity 16) and can move out of hiding, launch an arrow, and move back into hiding in the same round. These arrows seem to come from nowhere unless the target is looking at the wood giants' hiding spot.

Wood giants inhabit the same forests as elves. They have no lairs, choosing to live under the stars or with the wlves for a time. Wood giants encountered in the forest are mostly male (90%). Female wood giants usually remain at a makeshift camp or with the elves at their lair. Offspring are rare, as each female gives birth to only 1d4 children in her lifetime. The young are born and raised deep in the woods among the elves, away from prying eyes. The strong bond between elves and wood giants goes back further than either race can remember. This may account for the elven abilities of the giants. They do not mix or treat with any other intelligent creatures, although they tolerate any elf (except those known for evil acts). Like the elves, wood giants are fond of finely cut gems and well-crafted magical items.

Humans who have had contact with wood giants describe them as friendly enough, but flighty and frivolous, and never in a great hurry to do anything other than eat and drink large amounts of wine. Treants (with whom they occasionally converse) consider them irrational, foolish, and occasionally obnoxious, but enjoyable company.

The jaw of the voadkyn is large because of the oversized grinding teeth in it. These teeth are completely unsuited for eating meat, but they are perfect for vegetables and other plants. Wood giants can eat the leaves and roots of many plants that are inedible to humans. They especially enjoy nuts and seeds.

Terrain: Woods

Gibbering Mouther

	Armor Class
	1

	Hit Dice
	4+3**(M)

	Move
	30’(10’)

	     Swimming
	60’(20’)

	Attacks
	6 mouths + see below

	Damage
	1x6  +1/round

	No. Appearing
	1(1)

	Save As
	F2

	Morale
	8

	Treasure Type
	L

	Intelligence
	3

	Alignment
	Neutral

	XP Value
	275


Monster Type: Lowlife (Very Rare)

The gibbering mouther is an amoeboid form of life composed entirely of mouths and eyes. Its favorite tactic is to lie in wait with its eyes and mouths closed so that it appears to be a lump of earthy material, hoping to surprise creatures stumbling across it. A gibbering mouther gives off a pungent reek, which can give warning of its presence up to 20’ away in ideal conditions. Its only motive is to eat whatever is edible within reach. Gibbering mouthers prefer to inhabit swampy or underground regions. They propel themselves by oozing forward, fastening several mouths to the ground and pulling themselves along. A mouther may move faster over fluid and viscous terrains, such as mud and quicksand, by swimming through the muck. Given time, mouthers alter the ground with their special ground control talent to allow this faster form of movement.

The brain of a mouther is located in its midportion, and its gelatinous body makes it difficult to strike this spot. The mutable nature of the monster gives it a high Armor Class. The mouther attacks in three ways: babbling, spitting, and biting. When any edible object is sighted by a mouther, it may begin an incoherent gibbering that causes confusion (as per the spell) to all within a 60-foot radius unless a saving throw vs. spell is made. For each round that the gibbering is heard, those within range must roll another saving throw. Roll 1d8 for each confused character or being:


1 - wanders aimlessly for one round,
2-5 - stands stunned for one round,
6-7 - attacks the nearest living creature for one round,
8 - runs away in fear for two rounds.

The spittle of a gibbering mouther will burst into a bright flare if it strikes any hard surface. The resulting flash will blind characters looking at it if they fail to make a saving throw vs. petrification. The blindness lasts 1-3 rounds. The mouther may attempt to bite blinded opponents with a +2 bonus to its attack rolls. Blinded victims make attack rolls with a -4 penalty.

The secretions which cause this are also highly corrosive to flesh. Touching a mouther causes 1d4 hp corrosive damage to bare flesh. Metals are unaffected unless they remain in contact with the mouther for an extended time or are absorbed. Nonmetallic weapons, armor, and other items (e.g., wooden clubs, staves, leather armor, etc.) that come in contact with a mouther for even an instant must check for damage (1-3 on 1d4, or 1-5 on 1d6 for magical items) or dissolve immediately.
A mouther's best attack comes from reaching out and biting with six mouths per round. Each mouth that hits on a die roll of 2 more than needed to hit attaches to the victim and drains blood and nutrients from the victim, causing an additional 1 hit point per round while attached. The next round, six new mouths attack the victim. When 3 or more mouths are attached to a single victim, that character must make a Dexterity ability check each round thereafter or slip. A failed roll indicates the character has fallen. The gibbering mouther will flow over the victim and bite with 12 more mouths, gaining a +4 bonus to strike its prone and held opponent. If given the opportunity, once it has pulled down one victim, a mouther will try to trap other prey.

When the victim reaches zero hit points and falls into a terminal coma, the mouther flows over the body and begins to absorb it. For each victim absorbed, the mouther gains 1 hit point permanently, up to the maximum for its HD. Only living flesh can be absorbed like this - dead, unliving, or undead creatures are not affected.

The mouther secretes digestive juices that dissolve the victim’s outer tissue. Complete dissolution takes 1d6 + 2 rounds for a human-size body; the body is irrecoverable after 1d3 + 1 rounds. The secretions have an additional effect, however: they supply the nutrients needed by the victim’s brain and nervous system to keep the creature alive. The tissues making up the victim’s central nervous system and its eyes are absorbed into the mouther, intact and functional. Though the nervous tissues are spread throughout the bulk of the mouther, they remain in contact through thin fibrils of mouther nervous tissue. The victim’s brain, therefore, never actually dies, and its soul is never freed. Thus, a creature absorbed by a mouther cannot be reincarnated or resurrected, and cannot be contacted through a speak with dead spell, since the victim is not strictly dead. It is only when the mouther is slain that the victim’s soul is free to travel to Limbo. Once the absorption is complete, the mouther grows new eyes to surround and utilize the victim’s corneas. The victim’s teeth are not affected by the enzymes since the enzymes cannot dissolve dental enamel, and these are also “pirated” for use by the mouther, creating a new mouth. Absorption by a mouther invariably causes the victim to go incurably insane. The mind of a victim known to have been absorbed by a mouther can be contacted through ESP, telepathy, and similar spells, but with great difficulty (+ 6 bonus to saving throws, for spells that allow them). The mind is totally insane, however, and nothing of use can be communicated to or learned from the absorbed intelligence. In fact, there is a cumulative 25% chance per round of contact that the spell-caster performing such mind reading will become insane for 1d4 +8 rounds following such contact.
Metabolically, the mouther is as confused as its appearance implies. Though it doesn’t breathe in the traditional sense, some parts of its body require oxygen and some do not (the latter using other chemicals to respire). As a consequence, it is impossible to asphyxiate a mouther: it simply shifts to anaerobic respiration so that it no longer requires oxygen. Similarly, poisonous gases (e.g., cloudkill) are ineffective; the mouther shifts its metabolism to a different system that is unaffected by the poisonous gas. Injected and ingestive poisons are somewhat effective against a mouther (though the creature saves at +6), because these typically cause tissue damage in addition to their metabolic effects.)

A mouther always liquefies the ground and stone within a 5-foot radius of itself and can control the consistency of this material by changing it to doughy, tarry quicksand. It requires 30 seconds to alter earth to quicksand, and a full round to mutate stone to earth.

A gibbering mouther eats virtually anything, whether the food is animal, vegetable, or mineral. While it prefers animal tissue (preferably still alive and kicking) and vegetable matter, the mouther can also absorb and make use of most metals and minerals. This is a consequence of its strange metabolism: Virtually anything can be incorporated into its makeup or used as a life-giving nutrient. If there is no animal or plant tissue available, a mouther can change its metabolism so as to sustain itself by absorbing other material. If they actually swallow or absorb it, mouthers can dissolve and utilize any material except dental enamel (i.e., teeth), glass, diamond, adamantite, and mithral. These materials are resistant to all of a mouther’s corrosive secretions and are eventually expelled. When it is well fed, a mouther can reproduce through binary fission, much like an amoeba; one mouther becomes two smaller mouthers. The offspring are initially 2 HD but grow to full size (assuming an adequate food supply is available) in 3-6 months. Offspring have the full powers of an adult from the outset. When a mouther divides, its mouths and eyes are shared evenly between its offspring. When a mouther has insufficient food or must live on minerals, it does not reproduce.
Terrain: Swamp, Cavern

Gibberling

	Armor Class
	9

	Hit Dice
	1(S)

	Move
	90’(30’)

	Attacks
	1 weapon

	Damage
	1d8

	No. Appearing
	1d10x40

	Save As
	F1

	Morale
	3

	Treasure Type
	Nil

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	10


Monster Type: Humanoid (Rare)

They come screaming, jabbering, and howling out of the night. Dozens, maybe hundreds, of hunchbacked, naked humanoids swarm unceasingly forward, brandishing short swords. They have no thought of safety, subtlety, or strategy, leaving others with no hope of stopping their mass assault. And then, having come and killed, the gibberlings move on randomly back into the night. The first impression of gibberlings is of a writhing mass of fur and flesh in the distant moonlit darkness. The pandemonium is actually a mass of pale, hunchbacked humanoids, with pointed canine ears, black manes surrounding their hideous, grinning faces. Their eyes are black, and shine with a maniacal gleam. They carry short swords in their overly long arms as they lope ever faster forward.

Gibberlings attack in great numbers, uttering ghastly howls, clicks, shrieks, and insane chattering noises which cause even the boldest hirelings to check morale each round. PCs need only make a morale check if it is appropriate to their character. The screaming mob is completely disorganized in form, and random in direction. The gibberlings attack with common swords, but such is their skill and practice in using these weapons that they are +1 to hit. Their forward motion slows only long enough to kill anything moving, then continues forward, their bloodlust apparently unabated. They always fight to the death. All food in their path is devoured, including the fallen among their own number, and any unfortified building or objects are generally wrecked. The only true hope of survival, should a herd of gibberlings be encountered, is to take strategic advantage of their fear and detestation of bright light. The gibberlings generally frequent only dense forests and subterranean passages, loathing bright light of all kinds, and are particularly afraid of fire. Although their mass attacks would quickly overwhelm someone wielding a torch, a bright bonfire or magical light of sufficient intensity will hold them at bay or deflect their path.

It is difficult to imagine a gibberling social structure. It can be roughly compared to the social structure of lemmings throwing themselves into the sea, or of a school of pirhana in a feeding frenzy. There is no sense, no organization, and no individuality. Though they clearly have a primitive means of communicating among themselves, they have no discernable language. Gibberlings traveling above-ground invariably burrow into the ground to hide during the daytime, and it is at such time that they are most vulnerable. They can easily be tracked by the path of chaos and destruction they leave, and can be quickly dispatched while they lie dormant just beneath the surface of the ground. If uncovered, they awake, but generally cower in fear at the bright light surrounding them, and so are easy prey. Subterranean gibberlings may burrow into the ground, or may simply lie down in a curled, fetal posture at times of rest. They awake suddenly, as a group, and burst in unison out of the ground, howling and gibbering in a most frightful way. If captured, these strange creatures speak only their own incomprehensible gibberish, and show neither the patience nor the inclination to learn other languages or communicate whatsoever with their captors. Instead, they beat against their cages and fling themselves at barred windows and doorways in pitiful attempts to escape their captivity. It is unclear how or when or even if gibberlings procreate.

Attempts to find the gibberlings' lairs have inevitably led back to subterranean passages, where the trail is eventually lost in the deepest rock-floored recesses of the caverns. Gibberlings require a prodigious amount of food to support their manic nocturnal existence, stripping to the bone anyone or anything that should fall in their path. Their fur is commonly infested with lice and other pests picked up during their burrowed slumber. Their hides are vile and worthless. Gibberlings carry no treasure or other useful items.Their swords are of the commonest variety, with no markings or decoration, and are often pitted and dull. In short, gibberlings serve no purpose and no known master, save random death in the night.

Terrain: Woods, Caverns

Gith

	Armor Class
	8

	Hit Dice
	3(M), 5***(M) or more

	Move
	100’(33’)

	Attacks
	1 weapon or 2 claws

	Damage
	By weapon or 1d4/1d4

	No. Appearing
	1d10 (10d10)

	Save As
	F3

	Morale
	7

	Treasure Type
	I (S)

	Intelligence
	10

	Alignment
	Chaotic

	XP Value
	35, 550 or higher


Monster Type: Humanoid (Rare)

The gith are a race of grotesque humanoids that appear to be a peculiar mixture of elf and reptile. They are extremely gaunt and lanky, with long gangling arms and spindly legs. Their hands have three fingers with no opposable thumbs, yet they are able to use tools and wield weapons. Their fingers and toes end in sharp claws. If one could get a gith to stand up straight, he would measure close to 7 feet tall. However, most gith appear to be no more than 5 feet tall, for they always stand hunched over at the shoulders, in a permanent slouch.

If possible, the gith attack in mass, usually starting with a psionic attack by one of their leaders. Then the entire party charges quickly into melee. Their main charge is often accomplished by springing up to 20 feet in one giant leap to close with their enemies. When they employ this spring, it gives them a +2 attack bonus on the first round of combat. The gith are usually armed with large, wicked-looking spears that have giant, razorsharp heads of polished obsidian (1d6-1 damage). Although these spears look like thrusting weapons, they are used primarily to slash or chop. The gith often armor themselves, and especially their vulnerable backs, with armor (AC 6) of their own manufacture.

	Psionic Summary:

	Level
	Dis/Sci/Dev
	Attack/Defense
	Score
	PSPs

	5
	2/3/10
	II,MT/M-, TW, MB
	16
	80

	Telepahy: Contact, Id Insinuation, Mental Barrier, Mind Blank, Mind Thrust, Project Force, Tower of Iron Will

	Psychokinesis: Animate Object, Animate Shadow, Ballistic Attack, Control Body, Control Flames, Telekinesis

	

	Only leaders commanding 25 or more gith have psionic powers. The psionics listed above are representative of these leaders, but their powers do vary greatly. Gith with more Hit Dice have correspondingly greater powers.


The gith live in tribal organizations. The individual with the most powerful psionics generally acts as the leader. All other social positions are distributed at his pleasure. For every twenty-five gith, there will be a 5 HD leader, for every fifty, a 6 HD leader, and for every tribe of 100 or more a 7 HD leader. In addition to having hit points and THAC0 numbers appropriate to their HD, these leaders will have psionic powers approximately equal to a psionicist of an equivalent level. Some of these leaders are shamans. While little is known of the gith religion, shamans up to the 4th level are known to accompany and sometimes lead gith tribes. There have also been reports of gith wiccas ranked at the 6th level. Even if true, 6th level would be unusual for gith, but wizards of up to 4th level have been reported by reliable witnesses.

Not much is known about the reproductive cycle of the gith. It is known that they are egg layers; females lay approximately 1d6 eggs in a clutch. It is rumored that the gith operate hatcheries containing hundreds (some say thousands) of nests. 

Mountain gith live in underground lairs, claiming a particular canyon or valley as their territory. Gith inhabiting deserts tend to organize their society more along the lines of a nomadic hunting clan, going wherever the game takes them. They do not hesitate to attack human or demihuman groups, for they view humans and demihumans as a choice food supply, preferring it over other flesh. 

The origins of gith are unknown. A few sages therise they are connected to the githyanki, possibly degenerate descendants or the result of mind flayer experiments. They are found primarily in the Great Waste and the surrounding mountains.

Terrain: Desert, Mountain

Githyanki

	Armor Class
	per armor

	Hit Dice
	per class and level (M)

	Move
	120'(40')

	Attacks
	weapon or spell

	Damage
	by weapon or spell

	No. Appearing
	1d10 (away from lair)

	Save As
	per class and level

	Morale
	5-8

	Treasure Type
	H (U)

	Intelligence
	15-18

	Alignment
	Chaotic

	XP Value
	per class and level


Monster Type: Humanoid (Very Rare)

Githyanki are an ancient race descended from humans. They dwell upon the Astral plane but will often leave that plane to make war on other races. They are engaged in a lengthy war with the githzerai. Githyanki are strongly humanoid in appearance. They are approximately of human height but tend to be much more gaunt and long of limb. They have rough, yellow skin and gleaming black eyes that instantly betray their inhumanness. Like many demihuman races, their ears have sharp points and are serrated at the back. Dress for the githyanki is always an elaborate affair. Their baroque armor and weapons of war are decorated with feathers, beads, and precious metals and gems. Githyanki speak their own tongue, and no others. 

The githyanki have had long years to perfect the art of war. Their very existence attests to their battle prowess. Each individual githyanki has a character class and level from which are derived such things as THAC0, armor class, spell use, etc (note that an "elven" githyanki is one that has both fighting and spellcasting ability - they have no connection to elves and cannot cast elven magic):

	Class
	
	Level

	01-40
	Fighter
	
	01-20
	3rd

	41-60
	Magic-User
	
	21-30
	4th

	61-85
	Elf*
	
	31-40
	5th

	86-00
	Avenger
	
	41-60
	6th

	*If an 11th level elf is indicated, treat as Attack Rank D with an additional 2 hp.
	
	61-80
	7th

	
	
	81-90
	8th

	
	
	91-95
	9th

	
	
	96-98
	10th

	
	
	99-00
	11th


The armor for each githyanki varies according to class. Magic-users have AC 9. Fighters and "elves" have differing armor - AC 5 to AC 0 (6 -1d6). Avengers have AC 0. Githyanki have Hit Dice according to their class and level, and their hit points are rolled normally. Their THAC0 is determined per class and level, as well. Fighters, "elves", and avengers may receive more than one attack per round - other githyanki have one attack per round. Githyanki knights (avengers) are evil champions who take up the causes of the githyankis' mysterious lich-queen - they may be of lower than 9th level. Githyanki knights are very powerful and highly revered in their society. Githyanki mages, "elves" and avengers will receive all the spells available at their level of experience. Spells should be determined randomly, keeping in mind that they are by nature creatures of destruction - offensive spells should be favored. The githyanki soldiers use arms and armor similar to humans, however these are normally highly decorated and have become almost religious artifacts. A githyanki would likely show greater care for his weapons and armor than he would toward his mate. Half of the githyanki fighters, "elves", or avengers that progress to 5th level receive a magical two-handed sword +1, the remainder using normal two-handed swords. Githyanki fighters of 7th level and above are 60% likely to carry a long sword +2. Avengers of 7th level and above will always carry a silver sword - a two-handed sword +3 that, if used astrally, has a 5% chance per hit of cutting an opponent's silver cord (see the astral spell or the astral projection psionic ability), but mind barred individuals are immune. A supreme leader of a lair will carry a special silver sword that is +5 with all the abilities of a slicing weapon that also affects mind barred individuals. Githyanki will never willingly allow a silver sword to fall into the hands of a nongithyanki. If a special silver sword should fall into someone's hands, very powerful raiding parties will be formed to recover the sword. Failure to recover one of these highly prized weapons surely means instant death to all the githyanki involved at the hands of their merciless lich-queen. All githyanki have the natural ability to plane shift at will. They can also cross between the Nightmare Dimension and the Astral Plane, once per week. They will rarely travel anywhere besides back and forth from the Astral plane to the Prime Material plane.

All githyanki have access to psionic powers. Treat them as psionicists of equal level, with 1d100+150 PSPs, a Power Score equal to their Intelligence, and access to all attack and defense modes.

History provides some information on the githyanki - their race is both ancient and reclusive. Sages believe they once were humans that were captured by mind flayers to serve as slaves and cattle. The mind flayers treated their human slaves cruelly and the people harbored a deep resentment toward the illithids. For centuries these humans increased their hatred but could not summon the strength necessary to break free. So they waited for many years, developing their power in secret, waiting for an opportunity to strike out against their masters. Finally, a woman of power came forth among them, a deliverer by the name of Gith. She convinced the people to rise up against their cruel masters. The struggle was long and vicious, but eventually the people freed themselves. They had earned their freedom and become the githyanki (which, in their tongue, means sons of Gith). These astral beings progress through levels exactly as a human would. However, there has never been a githyanki that has progressed beyond the 11th level of experience and very few progress beyond 9th. When a githyanki advances to 9th level, he is tested by the lich-queen. This grueling test involves survival in one of the planes of Entropy for a number of weeks. Failure quite obviously results in death. Githyanki that reach 12th level of experience are immediately drawn into the presence of the lich-queen where their life force is drawn to feed the ravenous hunger of the cruel demi-goddess. Githyanki dwell in huge castles on the Astral plane or, occasionally, in deep space on the Prime Material Plane. These ornately decorated castles are avoided by all who know of them, for the githyanki are infamous for being inhospitable to strangers. A githyanki stronghold will be ruled by a supreme leader. This leader will be an "elf" of 10th 11th level. The supreme leader is the undisputed overlord of the castle with the power of life and death over all who dwell there. A typical leader will be equipped with 2-8 random magical items in addition to the weapons described above. All castles have a retinue of 20-80 avengers of 9th level that serve as the supreme leader's elite shock troops. They are fanatically loyal. There will also be up to 1,000 githyanki of lesser status. Githyanki, having the ability to plane shift at will, often travel to the Prime Material plane. These treks across the planes often lead to the formation of underground lairs used to mount surface raids, though their hatred is more often directed against mind flayers. Outside the war with the githzerai, these raids are conducted largely for the perverse pleasure of the kill. A typical githyanki lair on the Prime Material plane will contain the following:

One supreme leader   11th-level fighter or 7th-8th-level "elf"

Two captains              8th-level fighter and 6th-7th-level "elf"

One knight                  8th level avenger

Two warlocks            magic-users of 4th/7th level

Three sergeants          fighters of 4th/7th level

Two 'gish'                  "elves" of 4th level

20-50 lower levels determined randomly using the table above, of 1st-3rd level

On the Prime Material plane, githyanki have a pact with a group of red dragons. These proud creatures will act as mounts and companions to the githyanki. When encountered on the Prime Material plane and outside their lair, a githyanki group will typically consist of the following:

One captain    8th-level fighter

One warlock   4th to 7th-level mage

Five lower githyankis fighters of 1st-3rd level 

Such a group will have two red dragons as steeds, transporting between four and six githyanki per dragon. The dragons will fight for the safety and well-being of the githyanki but will not directly risk their lives, fleeing when the battle is turned against them. Just what the githyanki offer the red dragons in return for these services is unknown. An interesting aspect of githyanki society is the apparent bond between military leaders and their subordinates. This bond allows a leader to give his men short, almost senseless commands (by human standards) and actually relay complex and exacting messages. Although this has no actual affect during the melee round, it often leads to more effective ambushes and attacks and allows complex military decisions to be relayed quickly. 

Githyankis have similar ecology to that of humans. However, the Astral plane does not offer the same type of environments as the Prime Material plane, so their cultural groups are much different. In a society where farmers and tradesmen are unnecessary, more unique, specialized groups have evolved.

G”lathk: The g”lathk, (admittedly nearly unpronounceable in human tongues) are the equivalent of farmers. Due to the barrenness of the Astral plane, the githyanki are forced to grow food in vast, artificial chambers. They rely upon a variety of fungi and other plants that require no sunlight to grow. The glelathk are also experts in aquatic plantlife, sometimes tending gigantic water-gardens.

Mlar: Not all magic-using githyanki ever attain the power and self-discipline necessary to become wizards. Some use their magical talents in the field of architecture and construction. The mlar are such individuals, focusing their creative energies toward designing and constructing the buildings and structures used in day-to-day life in githyanki society. The mlar have developed their jobs into an art form. 

Hr'a'cknir: The Astral plane has many strange energies moving through it. Some of these energies are obvious to the senses, such as heat and light. Others are not so easily observed. There are many psychic and strange astral energies that humans generally are not aware of. Being a psychically aware race, however, the githyanki cannot only sense these energies, but harness them too. The hr'a'cknir are the collectors of those energies. They are similar to the mlar, in that they use innate magical powers to perform their crafts.

More than humans, githyanki are hunters and predators. They will typically engage in raiding and plundering seemingly for the joy they derive from it. It is likely that the long centuries of enslavement of their race has caused the githyanki to bully those weaker than themselves. Unlike humans, though, the githyanki never war amongst themselves. The split of the githyanki and the githzerai is the closest thing the gith races have known to civil war. Githyanki never battles githyanki. It is the unwritten rule of gith society and is never broken. This, too, may be an effect of the race's enslavement.

Terrain: Any, Astral Plane
Githzerai

	Anti-magic
	50%

	Armor Class
	per armor

	Hit Dice
	per class and level (M)

	Move
	120'(40')

	Attacks
	weapon or spell

	Damage
	by weapon or spell

	No. Appearing
	2d4 (away from lair)

	Save As
	per class and level

	Morale
	5-7

	Treasure Type
	Hx2 (P)

	Intelligence
	15-18

	Alignment
	Neutral

	XP Value
	per class and level


Monster Type: Humanoid (Very Rare)

Githzerai are the monastic, neutral counterparts to the githyanki. The two races share a stretch of time in history; the githzerai are the lesser and more repressed offshoot of the original people that the warrior Gith helped to escape the slavery of the mind flayers millennia ago. Githzerai are very similar in appearance to their githyanki cousins, although they tend to look much more human. Their features are for the most part unremarkable, with vaguely noble countenance. Their skin tone is that of human caucasian flesh. Githzerai dress simply, wearing functional clothing and favoring conservative tones.

The githzerai are unadorned and ruthlessly straightforward with their combat and magic. Their strong resistance to magic seems to make up for their generally inferior fighting ability (note that an "elven" githyanki is one that has both fighting and spellcasting ability - they have no connection to elves and cannot cast elven magic):

	Class
	
	Level

	01-55
	Fighter
	
	01-10
	3rd

	56-75
	Elf*
	
	11-20
	4th

	76-95
	Magic-user
	
	21-30
	5th

	96-00
	Thief+
	
	31-45
	6th

	*If an 11th level elf is indicated, treat as Attack Rank D with an additional 2 hp.

+Thieves receive +3 to level
	
	46-60
	7th

	
	
	61-75
	8th

	
	
	76-90
	9th

	
	
	91-96
	10th

	
	
	97-00
	11th


The armor for each githzerai varies according to class. Magic-users have AC9. Fighters and "elves" have differing armor - AC 5 to AC 0 (6 - 1d6). Thieves have AC 7. Githzerai have Hit Dice according to their class and level, and their hit points are rolled normally. Their THAC0 is determined per class and level, as well. Fighters and "elves" may receive more than one attack per round - other githzerai have one attack per round. On rare occasions, a githzerai will progress as a thief. These thieves seem to have some significance to the strange githzerai religion. Although they are never known to become leaders in any capacity, these thieves are an exception to the maximum level of 9th, often progressing up to 12th level of experience. Just what role these thieves play is unknown. Githzerai fighters of at least 5th level have use of silver swords. These magical weapons are two-handed swords +3 that, if used in the Astral plane, have a 5% chance of cutting an opponent's silver cord upon scoring a hit (see (see the astral spell or the astral projection psionic ability), though mind barred individuals are immune. These weapons are of powerful religious value to the githzerai and they will never willingly allow them to fall into the hands of outsiders. If this happens, the githzerai will go to great ends to recover the weapon. All githzerai have the innate power to plane shift to any plane. They can also cross between the Nightmare Dimension and the Astral Plane once per week. This is rarely done except to travel back and forth to the Prime Material plane where the githzerai have several fortresses.

All githzerai access to psionic powers. Treat them as psionicists of equal level, with 1d100+150 PSPs, a Power Score equal to their Intelligence, and access to all attack and defense modes.

The githzerai were originally offspring of a race of humans that were freed from slavery under mind flayers by a great female warrior named Gith. These men and women did not, however, choose to follow Gith's ways after they revolted against their slavers. Instead, they fell sway to the teachings of a powerful wizard who proclaimed himself king - and later, god - of the people. The githzerai then separated themselves from the githyanki, beginning a great racial war that has endured the long millennia without diminishing. Githzerai can progress as fighters, mages, or "elves", and thieves. They will rarely attain levels above 7th and, in any case, will never progress beyond 9th. The githzerai, who worship a powerful and ancient wizard as though he were a god (he is not), are destroyed before they have enough power to become a threat to their ruler. If encountered outside of their lair, githzerai will usually be in the following numbers:

One supreme leader      9th-level fighter or 7th-level "elf"

One captain                  6th-level fighter or 4th-level "elf"

Two warlocks              magic-users of 3rd-5th level

Three sergeants            fighters of 3rd-5th level

Three 'zerths'                "elves" of 3rd level

20-50 lesser githzerai evenly distributed between the three possible classes and of 1st-3rd level

A thief, if present (10% chance), will replace one of the lower level githzerai and will be of 6th-10th level. The githzerai dwell primarily in the Nightmare Dimension. They have mighty fortresses in that dimension of chaos and their position there is very strong. Typically, one of these fortresses contains approximately 3,000 githzerai led by a single supreme leader. This leader has absolute control over the githzerai, including the powers of life and death. The githzerai hold only a few fortresses on the Prime Material plane, but these are particularly strong holdings, with walls of adamantite rising as huge squat towers from dusty plains. Each houses approximately 500 githzerai, including a supreme leader. In the Nightmare Dimension, however, the githzerai presence is very strong. Living in cities typically of 100,000 or more, the githzerai enjoy total power over themselves in an otherwise chaotic and unpredictable place. One notable example of this is the city Shra'kt'lor. This large githzerai capital is composed of some 2,000,000 githzerai living in great power. Shra'kt'lor serves as both a capital and as a headquarters for all githzerai military matters. The greatest generals and nobles of the race meet here to plan githzerai strategy for battling both the githyanki and the mind flayers. There is likely no mortal force in the Nightmare Dimension that could readily threaten the power of Shra'kt'lor or its many inhabitants. 

One of the prime motivations among the githzerai is their war with the githyanki. These offshoots of Gith's original race are obsessed with this war of extermination. They often employ mercenaries on the Prime Material plane to aid them in battling the githyanki. The evil, destructive nature of the githyanki makes the hiring of mercenaries to fight them a relatively simple task. 

Legend of Zerthimon: In githzerai lore there is a central figure that is revered above all others - Zerthimon. The githyanki believe him to be a great god that was once a man. According to githzerai lore, when the original race broke free of the mind flayers, it was Zerthimon that opposed Gith, claiming that she was hateful and unfit to lead the people. There ensued a great battle and the people were polarized by the two powers. Those that chose to support Gith became the githyanki. Those that supported Zerthimon became the githzerai. Zerthimon died in the battle, but in his sacrifice he freed the githzerai from Gith. The githzerai believe that someday Zerthimon, in his new godly form, will return and take the them to a place on another plane. Zerths are special among the githzerai, acting as focal points for the attention of Zerthimon. The githzerai believe that when Zerthimon returns for them, he will first gather all of the zerths and lead them to their new paradise. It might be said that the zerths are the center of githzerai religion. Unfortunately, they are not free from religious persecution. The wizard-king (whose name is not known) that rules over the highly superstitious githzerai would like very much to stamp out the legend of Zerthimon. The wizard-king believes that this legend challenges his authority, and very likely it does. However, he has never been able to rid the githzerai of this legend and he is now forced to tolerate it. 

Rrakkma bands: Although the githzerai are not a bitter or overly violent race, they still tend to hold a strong enmity and hatred for the race of illithids that originally enslaved the gith race so many thousands of years ago. By human terms, that may be a very long time to hold a grudge, but the githzerai see the mind flayers as the cause of the split of the Gith race and much of the hardships the githzerai are forced to endure. Thus large rakkma (in the githzerai tongue) bands are often formed to hunt mind flayers. These bands typically consist of 30-60 githzerai warriors led by the githzerai equivalent of a sergeant. For roughly three months, these bands will roam the Nightmare Dimension, searching for groups of illithids and destroying them utterly. The rrakkma bands are very popular in githzerai society and it is considered to be an honor to serve in one. The githzerai fortresses on the Prime Material plane tend to be very large affairs with great, impenetrable walls. Wherever these fortresses stand, they destroy the landscape for miles. No plants or animals live within many miles of the fortresses and the land is reduced to wasteland around them, It is not known if the effect is just the land's reaction to the ihother-planarln stuff of which the castles are constructed, or if githzerai mages magically produce the effect in order to keep material beings away from these fortresses. The most likely purpose of these fortresses on the Prime Material plane is to keep tabs on the githyanki. The githzerai, not being a particularly war-mongering or violent race, have no desire to conquer the Prime Material plane like the githyanki do. However, the githzerai realize that if their enemies have a strong hold on the Prime Material plane, they will become more powerful and thus will hold power over them. The githzerai carefully monitor the progress on the githyanki and lead coordinated, focused strikes against strongpoints of the githyanki, thus hampering their ability to expand and grow in the Prime Material plane. During these attacks, the githzerai will not intentionally attack the natural denizens of the Prime Material plane (humans, demihumans, humanoids, etc.), but they will never sacrifice a well-planned attack on the githyanki just to preserve life. With the githzerai, the ends will always justify the means. The githzerai coexist with the slaadi, and githzerai are rumored to have mental powers beyond those described here. 

For as long as men have known of the ability to travel the planes, they have wondered at the natural power of the githzerai to wander from plane to plane at will. Although man and githzerai are not natural enemies, battles are frequently fought between the two races, due in part to some humans' desire to capture a live githzerai for study. To date, no such creature has been secured.

Terrain: Any, Nightmare Dimension

Glouras

	Armor Class
	4

	Hit Dice
	4+4*(S)

	Move
	150'(50')

	     Flying
	30'(10')/MF 1(a)

	     Burrowing
	30'(10')

	Attacks
	claws

	Damage
	1d8

	No. Appearing
	0 (1-2)

	Save As
	E4

	Morale
	6

	Treasure Type
	R, U

	Intelligence
	15

	Alignment
	Neutral

	XP Value
	200


Monster Type: Humanoid (Very Rare)

The glouras is a rare underground fairy creature, a gray-skinned humanoid creature with huge, moth-like wings, long fingers, sharp claws, and a mass of dark hair. Sometimes called the “unicorn of the deeps” because of its elusive nature, it flies through the eternal darkness on shimmering wings that propel it slowly from place to place. Glouras giggle, sing, and titter more often than they speak, but they can speak elvish and Fairy. Glouras are rarely seen, as the have the fairies' invisibility to mortals ability.

The glouras’ wings create a constant droning song, described by some adventurers as more beautiful even than the songs of sirens. This song allows them to charm other underground creatures, and charmed servants will follow them anywhere, even over a cliff or into roiling rivers. Any creature hearing the glouras’ song must make a saving throw vs. spell or be likewise enslaved by the song, becoming a servant. New saving throws are permitted as per the charm person spell; once a creature is free, it cannot be recaptured by the glouras. In battle, the glouras depends on its song and its charmed servants to survive. These creatures obey their fairy master, attacking heedless of their own lives. The glouras often offers commentary on its followers, congratulating one on a particularly heavy blow, or berating another for not pressing the attack strongly enough. Glouras seem to have trouble deciding what is sentient and what is not; they address giant spiders and shadow elves as equals in their coterie of followers, and they may even ask sentient followers to apologize to non-intelligent ones if the occasion merits it. A glouras does more than just command its legions of giant bats, spiders, or sentient creatures into battle; it considers them its court of followers, issuing orders or prompting them to entertain it. This has led some creatures to call the glouras the “royal” or “courtly” fairies.

Glouras keep to themselves except on nights of the new moon, when they rise to the surface world among swarms of bats, seeking the members of the Fairy Court with whom they frolic until the first hint of dawn colors the east. 

Though reclusive, glouras occasionally aid the shamans of Rafiel, and are therefore hated and hunted by the followers of Atzanteotl (a hatred they return in kind). Its shimmering wings are highly valued for use in decorations, and are worth as much as 400 gp to traders of evil underground races.

Terrain: Caverns

Glutton, Sea

	Armor Class
	6

	Hit Dice
	9+2(L)

	Move
	90' (30')

	     Swimming
	180' (60')

	Attacks
	1 bite/1 tail

	Damage
	2d6/2d10

	No. Appearing
	0 (1d2)

	Save As
	F5

	Morale
	8

	Treasure Type
	Nil

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	1000 + 750/Legacy


Monster Type: Monster (Rare)

The sea glutton (or glutéo marinheiro, as it is called by the Vilaverdans) is a form of giant (50'+ long) serpent—the kind mariners have whispered tales of since the beginning of ocean travel. They are most often reported lying on top of the water, sunning themselves; provoking one is a poor idea. The creature has a long serpentine body covered with dark green, glistening scales. Its underbelly is a chalky gray. The head of a sea glutton resembles a dragon more than an actual serpent, with a large mouth full of sharp teeth and two protruding fangs. All sea gluttons have a ridge of webbed spikes running down their backs. These spikes start out tiny on the creature's nose ridge, grow quickly to make a large crest over its head, and then trail off over the next 20 feet or so. The spikes can lie flat along the back or be extended to provide protection. Males also have a webbed fan of spikes circling their heads. These are usually flared during fights to make the creature's head seem larger and more threatening.

Sea gluttons usually have at least one Legacy. Cinnabar Skin, Crimson Fire, Repel Metal and Immunity to Fire are the most common Legacies possessed by these creatures, but they can have any Legacies from Table 3. Sea gluttons do not require cinnabryl.

Sea gluttons provoke an attack only when in search of food. Food consists of almost anything under or on top of the water. The creature can attack with both a bite and a tail slap. On a natural attack roll of 19 or 20, the sea glutton can swallow whole any creature man-sized or smaller. Sea gluttons may attempt a constricting attack instead of a tail slap. If the attack is successful, 2d10 points of damage are automatically inflicted on the victim every round. Victims can attempt an open doors roll to escape the sea glutton's grip. If attacking a ship, the creature can crush the vessel within 10 rounds. Sea gluttons have keen senses, and are surprised only on a 1.

Sea gluttons roam the open sea waters, traveling alone or with a mate. Its young are abandoned at birth and left to fend for themselves, many falling prey to other sea creatures during this vulnerable period. Those who survive their first year are considered adults and can pretty well take care of themselves. No one knows how old or how large a sea glutton can get, though sailors speak of one that is commonly mistaken for a small island. Sea gluttons are most often spotted by Vilaverdan sailing vessels off the coast of Robrenn. The Izondian Deep provides the deep saltwater channels these creatures prefer and supports a large variety of sea life on which they can feed. Though sea gluttons do not stake out a territory, they are wary of each other. Battles have been witnessed between two males or two females but never between opposite genders. Sea gluttons often hunt the surface of the water for food, and they love to sun themselves right after a meal. Otherwise they remain in deep water.

Sea gluttons are possibly the most feared creature in the Western Sea and almost certainly along the waters of the Izondian Deep. Their primary food staple is the echyan; they provide a critical check in keeping down the population of these sea worms. The only creature sea gluttons truly fear after the first year is the kla'a-tah, which hunts and feeds on them.

Terrain: Ocean

Goatman

	Armor Class
	5

	Hit Dice
	2+2(M)

	Move
	180' (60')

	Attacks
	1 ram or 1 weapon

	Damage
	1d4 or by weapon

	No. Appearing
	0 (1d6+4)

	Save As
	F2

	Morale
	4

	Treasure Type
	M, N, O (Qx10, S, V)

	Intelligence
	9

	Alignment
	Chaotic

	XP Value
	25 + 10/Legacy

	     Shaman lvl 2-3
	35 + 10/Legacy

	     Shaman lvl 4-5
	45 + 10/Legacy


Monster Type: Monster (Rare)

A cross between a man and mountain goat, this creature is native to the Black Mountains east of the City-States, but it is becoming more and more common in the Savage Baronies. Smarter than orcs but not as capable as humans, these humanoids still make natural thieves. Goatmen look like tall, bipedal goats with human arms. They have cloven hooves and powerful lower legs, but their torsos are vaguely humanoid with slender arms jointed like those of humans. The head is that of a mountain goat, with horns growing in a tight curl on each side. Except for the arms, the entire body of a goat man is covered with short, wooly fur ranging in color from white to black. Their hair grows long and shaggy on the head and down the back, separated into braids with decorative beads and leather strips. Goatmen have a language with so many different dialects that many of them have trouble communicating with each other. However, most of them know Slag, speaking with a naturally rough and hoarse voice.

The Red Curse affects any goatmen who enter the Savage Coast. Because they require cinnabryl to fight off the effects, goatmen have been known to be quite ruthless in their efforts to acquire this magical metal. Goatmen move with both speed and stealth, allowing them to appear from an unexpected direction (–1 penalty to opponent's surprise roll). In a fight, goatmen rely more on Dexterity than Strength. If a goatman attacks from behind and gains surprise, it is allowed to make a backstab as per the thief special ability. This free attack is made before initiative is rolled. On a rear attack, a goatman gains a +4 bonus to its attack roll and ignores the defender's Armor Class Dexterity adjustment. Most goatmen inflict double damage with this strike, but scouts and goatman leaders inflict triple damage. Goatmen favor smaller weapons such as daggers, crude short swords, clubs, and maces. A goatman can never wield a two-handed sword or any bow other than a light crossbow. Goatmen also have a natural +1 attack bonus when attacking with a dagger or knife. Very few of them possess qualms about using poison, but it is difficult for them to attain. Ramming is a natural ability of the goatman, employed in combat only if the conditions are right. Their horns are not suited for goring though incredible strong, and the thick neck muscles of a goatman allow him to absorb incredible amounts of force with no negative effect. Ramming requires a running start and only causes 1d4 points of damage. However, the force of the blow forces the victim to make a Dexterity check with a –6 penalty (if the victim is surprised, no check is allowed). A failed check indicates that the victim is shoved forward 1d10 feet and automatically falls. This attack is most useful when a person is standing within a few feet from the edge of a cliff or very steep slope.

A small number of goatmen (5%) follow a different path from the rest, learning primitive clerical magic. These goatman shamans lose the backstab ability but still use the same weapons as a regular goatman. These shamans can reach5th level. With a shaman present, goatman morale increases to 6.

Using their fast movement and stealth, goatmen usually make a coordinated effort to take advantage of their backstab ability. Sometimes, a small group appears ahead of the victims to make noise and draw attention away from the goatmen coming up from behind. If victory is not assured after the first few rounds of fighting, the goatman leader will call for a retreat. A second attack will proceed much like the first, but with a stronger diversionary force. The third attack will almost always be a normal battle, with no surprises. A goatman leader will not usually commit his people to a fight unless they possess overwhelming numbers.

Powerful lower legs, sharp hooves, and incredible balance allow goatmen to traverse steep mountain terrain with no detriment to their Movement Rate. At times, they can leap five feet straight up. Goatmen move at half their normal Movement Rate when moving through swampy or marshy ground.

Goatmen are natives of the Black Mountains that lay to the east of the City-States. They live in small communities formed around a family patriarch or matriarch, numbering anywhere from 20 to 50 members per clan. The one patriarch (or matriarch) is considered a 5th-level thief, though 1 out of every 10 goatmen is likely to be of similar experience. Another 3 of every 10 are considered 3rd-level thieves (scouts), and 1 of every 20 is a clan shaman. These numbers hold fairly true whether encountering a goatman clan or a traveling band. Clans might lay claim to a particular mountain valley or summit, controlling the terrain for several miles in any direction, but they always remain ready to move should game get too scarce to feed them or a neighboring clan too powerful to deal with. The clans are fierce rivals, often fighting over borders. In hard times, one clan might try to raid another, but generally the weaker clan moves on to a better location before this happens. Goatmen try to live near caves, which they use for emergency shelter or a common meeting place. They build simple stone dwellings for each mated couple and their immediate family, usually with a heavy thatch roof. Goatmen raise crops but do not tend them very well; they also hunt for wild game. Occasionally a clan will keep pigs and horses for food. Evening meals are often a community event, with the patriarch deciding who should supply food and a clan shaman leading the festivities. Goatmen play a variety of simple instruments, and their music is very enthusiastic if not exactly beautiful. They love to sing and dance and will often build up a huge bonfire to supply light for their revelry, which can last well into the night. In the face of deprivation, the clans sometimes put their differences aside to work together. This usually results in a large raiding force that comes down out of the Black Mountains to attack farms and villages of the eastern City-States, or perhaps the nation of Hule. Currently, under the leadership of Gr'anth Mountainwalker (9th-level thief, 5th-level shaman), several clans are waging a merciless guerrilla war to rid the hills northwest of Zvornik of all goblins. At times, small bands of goatmen and even individuals enter the lands of the Savage Coast, seeking work, fortune, and mischief. Goatmen are rare in the Savage Baronies, and are very rare east of Renardy. Their reputation precedes them, so goatmen are not particularly welcome, except by those who are in need of such unscrupulous sorts. However, goatmen are not persecuted except in the Baronía of Narvaez where they are thought to be "spawns of fiends." Goatmen also have a natural dislike for dogs, straining relations with the lupins of Renardy.

An ancient tale tells of a wealthy mountain city called Bielagul, which was once ruled by goatmen. When it fell, due to either outside invasion or the disfavor of the Immortals, the goatmen were scattered throughout the Black Mountains. Over the years, adventurers have returned from the Black Mountains with tales of the ruins of a grand city they discovered. Organized searches have met with little success over the years, however. The goatmen devoutly believe in the existence of this city, and several clans think that the city is near their territory. Gr'anth Mountainwalker, current warleader of the clans, claims to have visited the city and promises to return the goatmen to it one day. Many think that the City-State of Zvornik has promised to aid Gr'anth in this cause in return for clearing out the nearby goblins. Even if such a promise were made, it seems likely that Zvornik will abandon any ties to this barbarous race once the goblins are eradicated.

In large numbers, goatmen strain any environment. They overhunt regions and their farming methods leach away the soil's nutrients. They fight against any race that appears weak and, often, among themselves. The only qualities that the goatmen have to offer other races are their roguish skills. Often, goatmen are also hunted for their value to alchemists and wizards. The tongue of a goatman can be made into a potion of speech, and a special assortment of muscles from the arms and legs can be enchanted and formed into bracers of dexterity. Other parts of these creatures are also reported to have special uses—the inner ear workings having to do with superior balance, and their horn with various armor spells.

Terrain: Mountain

Golem, Brain*  

	Armor Class
	3

	Hit Dice
	12* (L)

	Move
	60'(20')

	Attacks
	1 fist

	Damage
	2d12

	No. Appearing
	1 (0)

	Save As
	F12

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	2,125


Monster Type: Construct, Enchanted (Very Rare)

A creation of the ancient race of mind flayers, brain golems are the most horrible of all golems. They exist purely for the desires of illithids and are unswayed from their goals, once set. A brain golem appears as huge, burly humanoid with an oversized brain for a head. In fact, the whole body is made up of brain tissue but is covered with a thin film of slimy skin. Although brain golems are more intelligent than other golems, they are completely unable to communicate.

Brain golems are used as muscle or guards for illithids and attack an opponent only if so ordered or if the opponent tries to get at what the brain golem is guarding. Regardless of the situation, brain golems never attack mind flayers, which limits their effectiveness in battles between members of that race. In combat, brain golems are more aware of their environment than other golems. They always aim for magic-users first, knowing that a quick strike could easily kill that physically weak class. They seem to have an innate ability to roughly determine an opponent’s condition (i.e., hit points), and they nearly always aim for the next weakest character after a magic-user. A brain golem’s physical attack is a swift punch with its fist. It is unable to employ both fists in a round because of its singular thought pattern, but the one fist is often good enough. In addition, once every turn, a brain golem can release a form of the mind flayer’s mental blast. This energy strikes everyone within 60 yards. All those hit must make saving throws vs. spells or suffer 2d8 hp damage and become stunned for 1d10 rounds. Those who save only lose initiative for the next round and suffer 1d8 hp damage. The golem usually uses this attack if it is brought down to 15 hp or less, or ordered to do so by a mind flayer. Brain golems are immune to weapons of less than +2 enchantment, poisons, gases, death magic, and mind-influencing spells such as charms or illusions. 

The brain golem’s body is comprised of a combination of different racial brains. As for the head, this is taken from a part of the elder brain of the mind flayers. The skin is a membrane oozed from the same elder brain. Mind flayers use brain golems like they use all slaves. Brain golems are heavy guards, used against monsters resistant to mind attacks or the physical attacks of the illithids. In addition, they are used to perform tasks that are beneath mind flayers, such as guarding food stocks and slaves, etc. Because of their undying loyalty and obedience, the mind flayers prefer brain golems over other races or constructs. Every city or community of mind flayers has only 2-5 such golems. The reason for this limit is probably because the illithids don’t want to take too much from the elder brain.

Except in the services of their masters, brain golems have no place in the ecology of the underearth. However, parts of them are useful in the manufacture of mind-affecting magical items.

Terrain: Caverns

Golem, Caryatid Column

	Armor Class
	5

	Hit Dice
	5*(L)

	Move
	60’(20’)

	Attacks
	1

	Damage
	2d4

	No. Appearing
	1d12(1d12)

	Save As
	F3

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	4

	Alignment
	Neutral

	XP Value
	300


Monster Type: Construct, Lesser, Enchanted (Very Rare)

The caryatid column is a beautiful and wondrous construct. Before activation, it looks like the classical architectural work it is named for, standing about 7 feet tall, and resembling a finely carved pillar in the shape of a beautiful young girl. Close examination reveals that the maiden has a slender sword in her left hand, but there is no indication that the column is anything other than what it appears to be. Once constructed and animated, it is usually assigned to keep watch over a valuable object or special places. It does so, remaining motionless, until its preset activation conditions are triggered (these depend on the creator's instructions). As soon as this happens, the column moves to take action against those who have triggered it. When activated, the caryatid column undergoes a stunning and swift transformation. The smooth, grey stone that was once its skin changes hue to become light or dark flesh tones (depending on the nature of the carving), the eyes come alive with a gleaming white light, and the thin blade transforms into a fine weapon of gleaming steel. In combat, the column lashes out with its gleaming sword, causing 2d4 points of damage with each hit. The column's magical nature gives it a +4 bonus to saving throws, and all nonmagical weapons inflict only half damage. Magical weapons inflict full damage, but do not receive the magical bonus normally due them. For example, a long sword +2 does not gain its +2 bonus, but inflicts normal long sword damage. There is a 25% chance that a weapon shatters when it successfully strikes a caryatid column. This chance is reduced by 5% for each plus of the weapon. Thus, a sword +2 has only a 15% chance of breaking. A magical weapon with no attack bonus is considered a +1 weapon when checking for shattering. A stone to flesh, transmute rock to mud, or stone shape spell destroys the column instantly if it fails its saving throw.

When a caryatid column has completed its task, it returns to its waiting position and reverts to stone. If it is killed in combat, it (and its sword) reverts to stone for 2d6 rounds, at the end of which time it crumbles into dust. 

Terrain: Any

Golem, Clay*

	Armor Class
	7

	Hit Dice
	11*(L)

	Move
	60’(20’)

	Attacks
	1 fist

	Damage
	3d10

	No. Appearing
	1(1)

	Save As
	F6

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	4

	Alignment
	Neutral

	XP Value
	1,900


Monster Type: Construct, Enchanted (Very Rare)

The clay golem is a humanoid body made from clay, and stands about 18 inches taller than a normal man. It weighs around 6,000 cn. The features are grossly distorted from the human norm. The chest is overly large, with arms attached by thick knots of muscle at the shoulder. Its arms hang down to its knees, and end in short stubby fingers. It has no neck, and a large head with broad flat features. Its legs are short and bowed, with wide flat feet. A clay golem wears no clothing except for a metal or stiff leather garment around its hips. It smells faintly of clay. The golem can not speak, or make any noise. It walks and moves with a slow and clumsy gait, almost as if it were not in control over its actions.

A clay golem has a strength of 20 for the purposes of lifting, throwing or smashing objects. They can only be struck by magical blunt weapons such as hammers or maces. A move earth spell will drive the golem back 120 feet and inflict 3d12 points of damage upon it. A disintegrate spell merely slows the golem for 1-6 rounds and causes 1d12 points of damage. An earthquake spell cast directly at a clay golem will stop it from moving that turn and inflict 5d10 points of damage. After it has engaged in at least one round of combat, the clay golem can haste itself for 3 rounds. It can only do this once per day. 

Terrain: Any

Golem, Doll

	Armor Class
	4

	Hit Dice
	10*(S)

	Move
	150’(50’)

	Attacks
	1 blow

	Damage
	3d6

	No. Appearing
	1(1)

	Save As
	F5

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	4

	Alignment
	Neutral

	XP Value
	1,600


Monster Type: Construct, Enchanted (Very Rare)

The doll golem is an animated version of a child's toy that can be put to either good uses (defending the young) or evil uses (attacking them). Its purpose is set at its creation. It is often crafted so as to make it appear bright and cheerful when at rest. Upon activation, however, its features become twisted and horrific.

The doll golem is, like all similar creatures, immune to almost all magical attacks. It can be harmed by fire-based spells, although these do only half damage, while a warp wood spell will affect the creature as if it were a slow spell. A mending spell restores the creature to full hit points at once. Each round, the doll golem leaps onto a victim and attempts to bite it. Success inflicts 3d6 points of damage and forces the victim to save versus spells. Failure to save causes the victim to begin to laugh uncontrollably (as if under the influence of an uncontrollable hideous laughter spell) and become unable to perform any other action. The effects of the creature's bite are far worse, however. The victim begins to laugh on the round after the failed save. At this time, they take 1d4 points of damage from the muscle spasms imposed by the laughter. On following rounds, this increases to 2d4, then 3d4, and so on. The laughter stops when the character dies or receives a dispel magic. Following recovery, the victim suffers a penalty on all attack and saving throws of -1 per round that they were overcome with laughter (e.g., four rounds of uncontrolled laughter would equal a -4 penalty on attack/saving throws). This represents the weakness caused by the character's inability to breathe and is reduced by 1 point per subsequent turn until the character is fully recovered.

Terrain: Any

Golem, Flesh*

	Armor Class
	9

	Hit Dice
	9(L)

	Move
	90’(30’)

	Attacks
	2 fists

	Damage
	2d8/2d8

	No. Appearing
	1(1)

	Save As
	F5

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	4

	Alignment
	Neutral

	XP Value
	900


Monster Type: Construct, Enchanted (Very Rare)

The flesh golem stands a head and a half taller than most humans and weighs almost 3,500 cn. It is made from a ghoulish collection of stolen human body parts, stitched together to form a single composite human body. Its skin is the sickly green or yellow of partially decayed flesh. A flesh golem smells faintly of freshly dug earth and dead flesh. No natural animal, such as a dog, will willingly track a flesh golem. It wears whatever clothing its creator desires, usually just a ragged pair of trousers. It has no possessions, and no weapons. The golem can not speak, although it can emit a hoarse roar of sorts. It walks and moves with a stiff jointed gait, as if it is not in complete control over its body parts.

Flesh golems have a strength of 19 for purposes of lifting, throwing or breaking down doors. They will not use weapons for combat, even if ordered to, always preferring to strike with their fists. Flesh golems can only be struck by a magical weapon. Fire and cold based spells merely slow them for 2-12 (2d6) rounds. Any electrical attack restores 1 hit point for each die of damage it would normally have done. All other spells are ignored by the creature.

Terrain: Any

Golem, Glass*

	Armor Class
	4

	Hit Dice
	9*(L)

	Move
	120’(40’)

	Attacks
	1 fist

	Damage
	2d12

	No. Appearing
	1(1)

	Save As
	F5

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	4

	Alignment
	Neutral

	XP Value
	1,600


Monster Type: Construct, Enchanted (Very Rare)

The glass golem is very nearly a work of art. Built in the form of a stained glass knight, the creature is often built into a window fashioned from such glass. Thus, it usually acts as the guardian of a given location -- often a church or shrine. Glass golems, like most others, never speak or communicate in any way. When they move, however, they are said to produce a tinkling sound like that made by delicate crystal wind chimes. If moving through a lighted area, they strobe and flicker as the light striking them is broken into its component hues. 

When the stained glass golem attacks, it often has the advantage of surprise. If its victims have no reason to suspect that it lurks in a given window, they suffer a -3 on their surprise roll when the creature makes its presence known. Once combat is joined, the stained glass figure (which always has the shape of a knight) strikes with is sword. Each blow that lands delivers 2d12 points of damage. Once every three rounds, the golem can unleash a prismatic spray spell from its body that fans out in all directions. Any object or being (friend or foe) within 25 feet of the golem must roll as if they had been struck by a prismatic spray spell. Glass golems are fragile. Any blunt weapon capable of striking them (that is, a magical weapon of +2 or better) inflicts double damage. Further, a shatter spell directed at them weakens them so that all subsequent melee attacks have a percentage chance equal to twice the number of points of damage inflicted of instantly slaying the creature. Anyone casting a mending spell on one of these creatures instantly restores it to full hit points. In addition, they regenerate 1 hit point per round when in an area of direct sunlight (or its equivalent).

Terrain: Any

Golem, Hammer*

	Armor Class
	0

	Hit Dice
	14* (L)

	Move
	60'(20')

	     Burrowing
	60'(20')

	Attacks
	1 hammer/1 pick

	Damage
	2d10/2d12

	No. Appearing
	1 (1)

	Save As
	F7

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	0

	Alignment
	Neutral

	XP Value
	2,500


Monster Type: Construct, Enchanted (Very Rare)

The nightmare of orcs and other dwarven enemies, this rare golem is constructed by dwarves themselves (dwarf-clerics of Attack Rank I at least). The process is as rare and secretively kept as the manufacture of the most powerful dwarven magical weapons. A hammer golem stands about 9’ tall and weighs about 20,000 cn. It resembles a gigantic stone dwarf (beard included) covered in adamantite plate mail. Its forearms have been replaced by two weapons—a hammer on the right arm and a pickaxe or axe on its left. A hammer golem moves heavily and slowly. When encountering orcs and their kin, it gives out a hollow roar as it attacks.

This golem attacks only if ordered by its master, if it encounter orcs, or if it is kept from its assigned task. The latter condition allows it to attack if someone tries to get at what the golem is guarding when it is carrying out this task. It can remember as many commands as the creator wishes, but at most the commands must total up to only twice the creator’s Wisdom in words. When without a master, a hammer golem attacks anything in front of it until the opponents leave it or its charge alone or are dead. If the opponents are goblinoids, only their death or the golem’s destruction will break off its attack. This golem attacks with its pick, for 2d12 hp damage, and hammer, for 2d10 hp damage. In addition, it can employ a pounding force every turn. This is similar to a repulsion spell, except that, in addition to the usual effects, it inflicts 4d6 hp damage if the save fails, or 2d6 hp otherwise. A hammer golem is immune to every spell except for wish (which affects the golem as the caster wants) and stone to flesh (which acts as a cureall spell on the golem). In addition, a weapon of +1 or more magical power is needed to hit this golem.

Hammer golems are made by dwarven clerics for use as guards, warriors, or massive miners. A hammer golem for war possesses an axe on the left arm, and one for mining has pickaxes on both.

Hammer golems contribute nothing to deep earth ecology, except for the destruction of goblinoids and the mining of minerals.

Terrain: Caverns

Golem, Iron*

	Armor Class
	3

	Hit Dice
	18*(L)

	Move
	60’(20’)

	Attacks
	1 blow

	Damage
	4d10

	No. Appearing
	1(1)

	Save As
	F9

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	4

	Alignment
	Neutral

	XP Value
	3,475


Monster Type: Construct, Enchanted (Very Rare)

An iron golem is twice the height of a normal man, and weighs around 50,000 cn. It can be fashioned in any stylized manner, although it almost always is built displaying armor of some sort. Its features are much smoother in contrast to the stone golem. Iron golems are sometimes found with a short sword (relative to their size) in one hand. On extremely rare occasions this sword will be magical. The iron golem cannot speak or make any vocal noise, nor does it have any distinguishable odor. It moves with a ponderously smooth gait at half the speed of a normal man. Each step causes the floor to tremble, unless it is on a thick, solid foundation.

The iron golem has a Strength of 24 for the purposes of lifting, throwing or breaking objects. The iron golem is immune to any weapon, except those of +3 or better enchantment. Magical electrical attacks will slow it for 3 rounds, and magical fire attacks actually repair 1 hit point of damage for each hit die of damage it would have caused. All other spells are ignored. Iron golems are subject to the damage inflicted by a rust monster. Once every 7 rounds, beginning either the first or second round of combat, the iron golem breathes out a cloud of poisonous gas. It does this automatically, with no regard to the effects it might have. The gas cloud fills a 10 foot cube directly in front of it, which dissipates by the following round, assuming there is somewhere for the gas to go.

Terrain: Any
Golem, Necrophidius

	Armor Class
	2

	Hit Dice
	2**(L)

	Move
	90'(30')

	Attacks
	1

	Damage
	1-8 + see below

	No. Appearing
	1(1)

	Save As
	F2

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	10

	Alignment
	Neutral

	XP Value
	30


Monster Type: Construct, Lesser (Very Rare)

The necrophidius, or "death worm," is built and animated for a single task, such as protection or assassination. It has the bleached-white skeleton of a 12' long giant snake, a fanged human skull, and constantly whirling, milk-white eyes. Its bones are warm to the touch. The necrophidius is odorless and absolutely silent; the skeleton makes no noise, even when slithering across a floor strewn with leaves. A necrophidius is constantly moving with a macabre grace.

The necrophidius prefers to surprise opponents, and its silence imposes a -2 penalty to their surprise rolls. If the necrophidius is not surprised, it performs a macabre maneuver called the Dance of Death, a hypnotic swaying backed by minor magic. The Dance rivets the attention of anyone who observes it, unless a successful saving throw vs. spell is rolled. Intelligent victims are immobilized, as per the hypnotism spell. This allows the necrophidius to attack without opposition.

Besides taking damage as indicated, a bitten victim must make a saving throw vs. spell or be paralyzed and unconscious for 1d4 turns. This effect can be cancelled only by dispel magic; neutralize poison is useless.

This creature acts and reacts as if it had Intelligence 10. However, its mind is artificial, so mind influencing spells have no effect. The creature is immune to poison and requires no sleep or sustenance. It is not undead and cannot be turned.

Terrain: Any

Golem, Savage Coast
	
	Aelder
	Glassine Horror
	Golem, Red*

	Armor Class
	3
	2
	1

	Hit Dice
	9*(L)
	8***(L)
	18*(L)

	Move
	180' (60')
	90' (30')
	60' (30')

	     Flying
	
	360' (120')
	

	Attacks
	2 blows
	1 fist
	2 fists

	Damage
	2d6/2d6
	2d10
	2d12/2d13

	No. Appearing
	2 (2)
	1d6 (1d6) see below
	1 (1)

	Save As
	F5
	F8
	F9

	Morale
	12
	6
	12

	Treasure Type
	Nil
	(Qx4)
	Nil

	Intelligence
	6
	12
	4

	Alignment
	Neutral
	Lawful
	Neutral

	XP Value
	1,600
	2,300
	3,475


Monster Type: Construct, Enchanted (aelder - Rare, glassine horror and red golem - Very Rare)

The Savage Coast offers some unique variations on the standard golem design, in both form and material. Standard golems are slowly giving way to the new forms. 

Aelder

The ee'aar build these glassteel golems for the express purpose of guarding sacred burial places up in the high mountains. Only ee'aar can create them, and they are always constructed in pairs. An aelder golem can be created in any of a dozen different forms—including a spider, centaur, serpent, and gargoyle. The most common form chosen is a tall, slender spider. The eight segmented legs of this aelder rise 10 feet from the ground before slanting back down three feet to support the multifaceted body. The two forward legs end in pointed, serrated segments. Two spinnerets extend from the rear of the spider body. Within the icy mountain reaches where the ee'aar make burial sites, the aelder golem is nearly impossible to see. Ranged attacks beyond 20 feet are impossible, and even up close, all opponents suffer a –2 penalty on anything but melee attacks. An aelder attacks with the end segments of its front legs, which act as piercing weapons and can strike targets up to 10 feet away. Aelder are immune to any spells or spell effects which employ light or a gaze. These golems can invoke each of the spells color spray, dancing lights, and hypnotic pattern three times per day. The spider golem can actually spin a web of glassteel, which is either applied thickly for concealment or spun so fine and brittle that it is essentially invisible. Attempting to walk through this web shatters it, alerting the aelder of intruders. Aelder communicate with the ee'aar through a series of shrieks and screeches translatable only by ee'aar. Mythuínn folk are allowed to hide in aelder webs from predators, so long as they do not try to venture farther into the burial site.

Terrain: Mountain

Glassine Horror

Another construct of the ee'aar, the glassine horror was an attempt by ee'aar wizards to design a more intelligent golem. They succeeded only too well; the higher Intelligence brought with it a more independent spirit, including an inherent desire for self-preservation. The glassine horror can assume three different forms. The first, from which it takes its name, is a sheet of crystalline substance with an area between 50 and 100 square feet (thickness varies from 1 to 6 inches). In this inactive state, it rests across a window or doorway until needed or until a trespasser is detected. The second form is that of a roughly shaped humanoid figure, approximately 15 feet tall and constructed of a scintillating, gemlike material. As light glistens off the facets, it produces a dazzling effect. All opponents within a 10-foot radius must make a successful saving throw vs. spell or suffer –2 attack penalties. Besides its devastating punch, this form has three magical abilities: crystalbrittle; create sunburst (as per wand of illumination); and continual light. In this form, the glassine horror is immune to any spell effects employing light or electricity. The third form is a whirling cloud of glistening sand. This cloud can move at a speed of 360' (120') but cannot rise more than five feet above any surface. Any creature caught within this 100 cubic-foot cloud (indicated by a successful attack roll) takes 2d8 points of damage and must make a successful saving throw vs. spell or be blinded for 2d4 turns. This form is immune to all "wind" spells. Though loyal to its master, the glassine horror also possesses the need for self-preservation. It never fights to its destruction, fleeing if it ever falls below 10% of its starting hit points. As a reward for good service, this golem expects to be given gems, which it can use to heal damage. The glassine horror absorbs them, healing 1 hit point per 50 gp worth of gems. Rest also heals the golem. Glassine horrors, if commanded by the wizard who created them, are encountered in groups of 1d6 golems. However, most are encountered singly, far from the ee'aar lands. A glassine horror whose master dies is considered a free entity, usually leaving the vicinity. These creatures enjoy working as guards and will serve loyally for the price of a few gems. A glassine horror will adopt a new master with the same guidelines as before: It will not let itself be destroyed, and it expects to be rewarded.

Terrain: Any

Red Golem

Red golems resemble bronze golems, but they are made entirely out of red steel. They weigh about 25,000 cn. These golems understand verbal commands and can even differentiate between opponents, attacking the most threatening one first. A red golem attacks with two heavy punches (which must be aimed at the same opponent as long as that opponent is still standing). Red golems also radiate an aura that depletes cinnabryl within a 10-foot radius. The cinnabryl is depleted at a rate of one Ci per round. While red golems are immune to nonmagical weapons of less than +2 enchantment, weapons of less than +4 enchantment inflict only half damage. Magical electrical attacks merely slow red golems for 1d3 rounds, and magical fire actually heals 1 point of damage for each Hit Die of damage it was supposed to inflict. Red golems are immune to all other spells. Red golems were also imbued with the ability to taunt their opponents (as per the magic-user spell). When one of these golems is attacked with a nonmagical weapon or a spell that it is immune to, it uses this skill to mock its foes. Red golems can also shapechange. A golem implements this ability only at the command of its master. By using this ability, the creature can alter its size and basic appearance. As its master wishes, the red golem can resemble a human or ogre under a heavy cloak.

Terrain: Any

Golem, Scarecrow

	Armor Class
	6

	Hit Dice
	5*(M)

	Move
	60’(20’)

	Attacks
	1 touch

	Damage
	1d6 + see below

	No. Appearing
	1(1)

	Save As
	F3

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	4

	Alignment
	Neutral

	XP Value
	300


Monster Type: Construct, Lesser, Enchanted (Very Rare)

Scarecrows are enchanted creatures made from the same materials as normal scarecrows. Though non-intelligent, they can follow simple, one- or two-phrase orders from the cleric who created them. They do so to the best of their ability, without regard to their own safety. Each scarecrow is unique, but all share several characteristics. Their bodies, arms, and legs are always made of cut wood bound with rope. Tattered rags cover the frame, and are sometimes stuffed with grass or straw. A hollow gourd with a carved face serves as head. Once animated, a fiery light burns in the scarecrow's eye sockets. Scarecrows are light but slow. Their leg and elbow joints bend both ways, so they move with an uneven, jerky gait, and the head spins freely. Scarecrows do not speak, but cackle madly when attacking. 

Once per round, a scarecrow can gaze at one creature within 40 feet. Any intelligent person meeting this gaze must make a successful saving throw vs. spells or be fascinated, standing transfixed, arms hanging limply, allowing the scarecrow to strike again and again (automatic hit each round). The charm lasts until the scarecrow either dies or leaves the area for a full turn. The scarecrow's touch causes 1d6 damage and has an effect identical to the gaze (saving throws apply). A scarecrow attacks one victim at a time, striking the first person charmed until dead. While slaying its victim, the scarecrow uses its gaze attack to charm other opponents as possible. Scarecrows attack until destroyed or ordered to stop. Scarecrows are vulnerable to fire. Fire-based attacks gain a +1 bonus to the attack roll and a +1 damage bonus per die. The magic that created them keeps their tattered parts from decomposing and shields them from the effects of cold.

Terrain: Any

Golem, Spiderstone*

	Armor Class
	3

	Hit Dice
	11*(L)

	Move
	90'(30')

	Attacks
	4 arms

	Damage
	1d12/1d12/1d12/1d12

	No. Appearing
	1 (0)

	Save As
	F11

	Morale
	see below

	Treasure Type
	Nil

	Intelligence
	4 (see below)

	Alignment
	Chaotic

	XP Value
	1,900


Monster Type: Construct, Enchanted (Very Rare)

Spiderstone golems are the constructed servants of Schattenalfen spellcasters. Each is inhabited by the spirit of an unknown lesser fiend servant of Atzanteotl, ensuring that its use is not directed against Atzanteotl or his servants. Physically, this golem resembles a large statue of a four-armed elf carved out of gloss-black obsidian. When inactive, no signs of animation are apparent; when it activates, the golem’s eyes glow a fiery red. It weighs about 10,000 cn.

When under mortal control, a spiderstone golem has as much intelligence as other golems (though the presence of the fiend “overseer” gives it a Chaotic alignment). However, it is able to follow one different command per round, as long as the command does not go over six words. This command may be changed from round to round. When a spiderstone golem goes wild, it becomes more cunning and intelligent, increasing its Intelligence to 8. It always seeks to kill its master first, then follows the commands of Atzanteotl. In this mode, the golem is capable of designing simple traps, maximizing its abilities fully. In combat, spiderstone golems attack with four fists or a web spit. This spit has a range of 90' and requires a hit roll. If it hits, all within 20’ are affected with a web spell; the being hit gets no saving throw. Otherwise, the “spit” splatters harmlessly and dissipates in 1d4 rounds. Spiderstone golems are able to use spider cIimb at will. They are immune to all spells, except those of Schattenalfen and spells using energy (fireball, magic missile, etc), though they still gain a saving throw, if allowable. To hit a spiderstone golem requires a magical weapon of +1 or better.

There is a small chance every week of a spiderstone golem going wild. If in the service of a settlement of the Schattenalfen followers of Atzanteotl, the chance is only 1%. Otherwise, it varies from 5% to 100%, depending on what it’s being used for —e.g., 5% if it’s under a wizard in the service of Atzanteotl, 50% if it’s being used for guarding something of personal value to the master and of no use to Atzanteotl, or 100% if it is being used directly against Atzanteotl. Because  these golems tend to be loyal to Atzanteotl first and their masters second, they are rarely created. However, when they are manufactured, they are often used for such tasks as guarding a temple or hunting down enemies of Atzanteotl.

The powdered remains of this golem are useful in the creation of magical scrolls and items related to spiders, webs, and the abilities of spiders (e.g.; a scroll of spider climb, cloak of arachnida, arrow of slaying arachnids, etc.). The eyes are apparently rubies and may fetch up to 10,000 gp each on the market.

Terrain: Caverns

Gorgimera

	Armor Class
	4

	Hit Dice
	10**(L)

	Move
	120'(40')

	     Flying
	150'(50')/MF 1/5(b)

	Attacks
	2 claws/3 bites

	Damage
	1d3/1d3/2d4 (lion head)/3d4 (dragon head)/2d6 (gorgon head)

	No. Appearing
	1(1)

	Save As
	F5

	Morale
	8

	Treasure Type
	F

	Intelligence
	6

	Alignment
	Neutral

	XP Value
	2,500


Monster Type: Monster (Very Rare)

The gorgimera has the hindquarters of a gorgon, forequarters of a lion, and body and wings of a red dragon. Like the chimera, it has the heads of its three constituent creatures. The monster can attack with its claws, bite with its lion and dragon heads, and butt with its gorgon head. In place of making its normal attack, the gorgon and dragon heads can employ their breath weapons. While the dragon's attack is similar to that of the chimera (a 50' long, 10' cone of fire causing 3d6 hp damage instead instad of a bite), the gorgon's breath causes petrification to any caught in its area of effect. The gorgon head can use its breath weapon twice per day to strike in a cone 3 feet long which is 1 foot wide at its base and 3 feet wide at its mouth. The gorgimera will always use one of its breath weapons if its foes are within 10 feet. A save vs. petrification will allow a victim to avoid the effects of the gorgon's breath. The gorgon's head can see into both the Astral and Ethereal planes, and its breath weapon extends therein. Like its relative the chimera, the gorgimera can also speak a limited form of the language of red dragons.

Terrain: Hill, Cavern, Mountain, Ruins
Gravewalker*

	Armor Class
	-2

	Hit Dice
	17*****-20*****(L)

	Move
	120'(30)'

	Attacks
	2

	Damage
	2d10/2d10+see below

	No. Appearing
	1(1)

	Save As
	C17-C20

	Morale
	11

	Treasure Type
	S, Tx3, Vx2

	Intelligence
	18

	Alignment
	Chaotic

	XP Value
	7,750, 8,875, 10,000 or 11,375


Monster Type: Undead (Very Rare)

Gravewalkers are the undead spirits of evil high priests who have served Thanatos exceptionally well but did not reach a high enough level for lichdom; after death, these clerics have been granted the "privilege" of returning to the prime plane to continue their unholy work. These undead creatures retain their abilities (including spells) of their previous existence, except where noted above (i.e. Intelligence, AC, etc..)  A gravewalker's memories and emotions also remain intact, so an enemy in life will still be an enemy in its undead state. Only the most worthy servants will be chosen for transformation into a gravewalker, and only if the cleric has obtained at least 17th level at the time of death. A gravewalker appears as the typical "grim reaper" - a skeletal body about seven feet tall, shrouded in black robes; the eyes of a gravewalker glow a sickly green, and their voice is slow and deep, and chilling to hear. A gravewalker is the enemy of everything good, and their goal is the torment and eradication of good whenever they encounter it.

Upon transformation, a gravewalker is bestowed with a (possibly magic) scythe for a weapon.  A gravewalker has the following chances of obtaining a magical weapon:


HIT DICE   
+1    
+2    
+3



17 
      
20%   
10%    
5%



18       
25%   
15%   
10%



19       
30%   
20%   
15%



20       
35%   
25%   
20%

This scythe is jet black and delivers 2-20 points of damage per hit (plus any magical bonus); a gravewalker is able to make two attacks per round with this weapon. In addition to its scythe, the gravewalker also retains its full compliment of clerical spells, plus any additional spells Thanatos wishes to grant it.  These spells are gained and cast as per a cleric of the level corresponding to the gravewalker's hit dice. The gravewalker's final weapon is its chilling voice; anyone who listens to a gravewalker speak for more than one round must make a saving throw versus spells; those who fail are struck with a feeling of hopelessness (as per the emotion spell) and immediately suffer the effects of a chill touch spell. Anyone who succeeds in making the saving throw is not affected for the current round; a new saving throw must be made each round.  A gravewalker's speech is affected by magic such as a silence spell. A gravewalker can be turned as a spirit.

Although they possess great intelligence, theirs is an unnatural intellect; therefore, like most undead, gravewalkers are unaffected by sleep and charm spells.  In combat, only weapons with a +2 or better enchantment may harm a gravewalker.

A gravewalker normally inhabits unholy sites and graveyards, as they seem to obtain sustenance from these places.  However, as they also need a supply of human or demi-human blood to continue their existence, gravewalkers will often venture into towns and cities in search of victims; they will do so only at night.  Unlike the vampire, a gravewalker lacks fangs; therefore, the victim is usually torn asunder to allow the gravewalker access to the blood. Because of this, a gravewalker's blood drain is not considered a special attack mode, since this is not done until after the victim is killed by other means. An individual killed and drained of blood by a gravewalker may not be raised until the body is brought to a holy site to receive a remove curse spell from a Lawful cleric; this cleric's level must be at least equal to the gravewalker's hit dice.  Even if a victim is successfully returned to life, he will be haunted by nightmares of his attacker for the rest of his life; more often than not, insanity is the result.  The only way to remove this condition is to track down and kill the offending gravewalker (the victim's nightmares will often give clues to the whereabouts and identity of the gravewalker in question; for instance, the nightmares are more intense and occur more often, the closer the victim is to the gravewalker.) The aforementioned curse and nightmares only occur if the victim is actually drained of blood; they do not occur if the gravewalker simply kills the victim, but fails to drain its blood.

Terrain: Ruins
Grell

	
	Soldier/Worker
	Philosopher
	Patriarch

	Armor Class
	5
	5 or 0
	9

	Hit Dice
	5*(M)
	7*(M) or 7**(M)
	9*(L)

	Move
	
	
	

	     Flying
	120’(40’)/MF ½(a)
	120’(40’)/MF ½(a)
	0

	Attacks
	10 tentacles/1 beak or 1 weapon
	10 tentacles/1 beak
	0

	Damage
	1d4x10/1d6 or see below
	1d4x10/1d6
	0

	No. Appearing
	1d10(1d10)
	1d2(1d2)
	1(1)

	Save As
	F5
	F7
	F9

	Morale
	8
	10
	10

	Treasure Type
	U
	V
	H

	Intelligence
	9
	15
	19

	Alignment
	Chaotic
	Chaotic
	Chaotic

	XP Value
	300
	850 or 1,250
	1,600


Monster Type: Monster (Very Rare)

The grell is a fearsome carnivore that looks like a giant brain with a vicious beak and 10 dangling tentacles, each 6 feet long. Some grell are rogues, while others live in family units. The “civilized” grell is a hive or colony creature, much like an ant or a bee, but far more intelligent, arrogant, and dangerous. Grell have a weird language composed of bird-like squawks and chirps, combined with tentacular motion and a limited telepathy with other grell. Other creatures cannot learn the grell language, and they would not deign to learn the language of “lesser beings” (a synonym for “food in their language).

The grell's most common strategy is to use its natural levitation ability to hide in the upper reaches of large chambers. It can then drop silently on a victim, who suffers a -3 penalty to surprise rolls when attacked in this way. A worker grell attacks with all 10 tentacles; each one that hits grips the opponent (the grip can be broken with a successful Open Doors roll). For each hit, the victim must roll a saving throw vs. paralysis, with a +4 bonus, or be paralyzed for 5d4 rounds. With two tentacles gripping the prey, the grell can lift it up toward the ceiling and devour the prey when desired. A grell automatically hits paralyzed prey each round. Soldier grell often use weapons, including the tip-spear and the lightning lance. The tip-spear is an edged metal head which fits on the tip of a tentacle and is held there by suction; the weapon causes 1d6 damage if used to slash, 2d6 if used to impale. Victims hit by a tip-spear must make a saving throw vs. paralysis, as if hit by a tentacle. The lightning lance delivers 3d6 points of electrical damage to those hit with it, though a successful saving throw vs. spells halves the damage. A lightning lance starts with 36 charges; it can use one per round. Any hit against a tentacle (AC 4) renders it unusable, but subtracts no hit points from the grell's total. Grell regenerate lost or damaged tentacles in 1-2 days, and are immune to electrical attacks. Grell use strategy and tactics in their battles, and can attack more than one opponent each round. They are intelligent enough to allocate their tentacle attacks in an advantageous way. They use their beaks only against paralyzed prey.

Grell have a distinct hierarchy. Each hive is led by a patriarch, who gives orders to the philosophers, who direct the soldiers and workers in their every day tasks. A hive occupies an underground complex, or travels by ship. Supposedly, all grell answer to a mysterious Imperator, a grell of great power who can unite all the grell for a common cause; to conquer a realm, a territory, or even a world. A grell mates but once in its 30-40 year life span. The female later lays a clutch of 2d4 eggs. Young are born active and self-sufficient, but with only 1 Hit Die. They gain 1 Hit Die every two months until they reach adulthood.

Arrogant and vicious, grell hunt their territories to exhaustion, then move on to more fertile places. A grell's paralytic poison cannot be extracted from the creature's body, but parts of the monster's body can be used for spells or items relating to levitation or electricity. 

Soldier/Worker: These are the common grell that form the bulk of a hive or a raiding party. Occasionally, a grell will become separated from its fellows; these become rogues. Rogues carry no weapons, collect no treasure, and avoid sunlight.

Philosopher: These grell serve as intermediaries between patriarchs and workers/soldiers. Some lead lesser grell in combat, and there is one philosopher for every 10 lesser grell encountered. Some philosophers (20%) wear powerful rings of protection, giving them AC 0. About 10% of philosophers can cast spells as 2nd-level magic-users.

Patriarch: Each hive has a patriarch, a huge, sedentary mass of flesh that directs the lesser grell. If the patriarch is taken to a ship, it can dig its many tentacles into the ship and animate it.

Terrain: Any

Grimlock

	Armor Class
	5, 4 or 3

	Hit Dice
	2(M), 3(M), or 4(M)

	Move
	120’(40’)

	Attacks
	1 hand or 1 weapon

	Damage
	1d6 or by weapon

	No. Appearing
	10d10(10d20)

	Save As
	F6

	Morale
	7

	Treasure Type
	B (K, L, S)

	Intelligence
	9

	Alignment
	Chaotic

	XP Value
	20, 35 or 75


Monster Type: Humanoid (Rare)

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.

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%; long sword, 35%. Leaders or champions will always be armed with a battle-axe or two-handed sword. 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.

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.

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. 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.

Terrain: Caverns

Grippli

	Armor Class
	9

	Hit Dice
	1+1(S)

	Move
	90’(30’)

	     Leap
	150’(50’)

	Attacks
	1 weapon

	Damage
	1d4

	No. Appearing
	1d3 (1d10)

	Save As
	F1

	Morale
	6

	Treasure Type
	I, Lx4

	Intelligence
	12

	Alignment
	Neutral

	XP Value
	15


Monster Type: Humanoid (Very Rare)

Grippli resemble small, intelligent, humanoid tree frogs. They are have a primitive culture and are nonaggressive. They stand 2 feet tall and weigh 25 to 30 pounds. Their bodies are shaped like those of frogs, except for the human-like hands and hand-like feet. Their eyes are yellow with vertical slit pupils. Their skin is gray-green with camouflage stripes and swirling patterns. Although their skin looks wet and shiny, it is actually dry to the touch. Grippli smell of old, wet vegetation. They love bright colors and eagerly acquire any such items. They wear clothing only for decoration or for a particular functional purpose, such as for pockets. A normal encounter with grippli outside of the village finds them wearing only thin belts or loin cloths to hold weapons or acquired items. They speak a language of croaks, groans, clicks, and squeaks. In a tribe there is usually at least one member that can speak either common, elvish, or some other jungle humanoids' language. When speaking any language but their own, they are barely understandable because of the croaking resonances in their speech. 

Because of the grippli's coloring, opponents suffer a -3 penalty to their surprise rolls. Grippli defend themselves with snares, nets, poisoned darts, and the occasional sword or dagger. Any metal weapons must be manufactured elsewhere for the grippli, so swords are rare. They can adapt to use any weapons, and they have been known to use spears and blowguns on rare occasions. They never wear armor. Generally speaking the grippli prefer small weapons that don't get in the way of climbing.

A grippli can climb trees or non-sheer rock at its normal movement rate, thanks to its unusual hands and feet. When keeping still among vegetation, a grippli's natural camouflage causes a -3 penalty to its opponents' surprise rolls. They have infravision good up to 10 yards, which means they can operate at night almost as well as during the day.

They are very capable of formulating strategies and tactics to overcome a larger, more powerful force. Grippli prefer ambushes and traps to most other strategies. By trapping their opponents in snares and nets, they can hurl darts at them safely from high in the trees. If unprovoked, they attack only to steal various brightly colored baubles. 

A grippli tribal village is made of small huts of wood and mud built on the ground, in the deep shadows of large trees. On rare occasions, a grippli village is found in the strong limbs of the trees. Each village is led by a tribe mother (AC 7, HD 3, SA F, 1d6+1 points of damage with a weapon). Once per day the tribe mother can emit a musk cloud, which is treated as a stinking cloud spell. She looks like any other grippli, except for being almost four feet tall. She has 1d3 mates of larger than normal size (AC 8, HD 2, SA F2, 1d4+1 points of damage with poisoned weapons), standing three to three-and-a-half feet tall. The tribe mother is supposed to have a touch of the blood of their god in her. A typical village has 5d6 males capable of defending it. There are an equal number of noncombatant females and 1d6 offspring, also noncombatants. They have basic family units, just like humans, and each family has its own hut. Their natural high intelligence enables them to learn new devices and weapons quickly and easily. As a race they have no desire to manufacture such items themselves. However, they will trade for them with other races. Trade items usually include rare fruits or other hard-to-get jungle specimens. They are extremely cautious and only develop trade relations with groups that they trust completely, such as elves or the rare village of benign humans in their area.

Grippli eat fruit and insects. They trap small insects in large quantities and hunt the giant varieties like humans hunt stags. They are in turn hunted by most large, groundand tree-based predators. Giant snakes and spiders in particular are fond of grippli as meals. Grippli are rare in the world, mostly because of their low birthrate. They live to be 700 years old, but give birth to only six or so young in that time. Because of this, the grippli defend their young ferociously.

Terrain: Swamp, Woods (jungle)

Grudgling

	Armor Class
	6

	Hit Dice
	2+2(S)

	Move
	120' (40')

	Attacks
	2 claws, 1 bite

	Damage
	1d2/1d2/1d4

	No. Appearing
	1 (1d4)

	Save As
	F2

	Morale
	4

	Treasure Type
	Nil

	Intelligence
	3

	Alignment
	Neutral

	XP Value
	25 + 10/Legacy


Monster Type: Monster (Rare)

These halfling-sized creatures have a combination of feline and human characteristics. Grudglings were originally created to serve as house pets and familiars to rakastas. Grudglings heads are typically elf, human, or dwarf in appearance, though similarities to other races are not unknown. To most grudgling owners, elven ears and dwarven beards on their pets tend to be favorite features. A grudgling's body resembles that of a large cat, including the natural variations in fur color and thickness. Yellow-orange color and sleek pelts are the most common.

Not all (about 50%) grudglings gain a Legacy, but those who do always require cinnabryl to ward off the effects. If the grudgling possesses a combat-oriented Legacy, its morale increases to 5. Quite often, its master trains it to attack on command, withholding cinnabryl as punishment for fleeing. Even so, only one or two attacks can be expected before the grudgling takes flight. If the grudgling possesses a Legacy that is not useful to its master, it is often left to fend for itself and perhaps die of the effects that follow. The few grudglings that withstand the effects are turned out into the wilderness where they lack the skills to survive.

Grudglings are clumsy, awkward beings until threatened or in some way provoked; even then, their low morale ratings usually send them running. When a grudgling does attack, it drops down to all four legs and springs with feline speed and grace. Their weak claws are little threat, but their large fangs—set in an otherwise humanoid mouth—deliver a nasty bite. When a grudgling has a running start, its ability to quickly change direction grants it an additional–1 Armor Class bonus.

Grudglings were created by a talented—some say insane—rakasta wizard to serve as familiars for the feline humanoids. However, their unsteady morale made them less suitable than desired. Now they survive almost exclusively as pets in rakastan households. Finding a grudgling outside of a rakastan home is very rare, and in the wild rarer still. Though grudglings have a limited intelligence, these creatures try to assert themselves as being more humanoid than animal, clumsily walking about on their hind legs and using their front paws as hands. These pathetic attempts do appeal to some rakastas, however, who continue to raise and breed them. Despite their delusions, grudglings are almost completely dependent on their rakastan masters.

Grudglings able to exist outside of domestic living are very rare. They invariably possess a Legacy which helps them to survive and are almost always affected by a lack of cinnabryl. These grudglings are often pitiful, intelligent enough to be unhappy with their plight, but not intelligent enough to do anything about it. A few wild grudglings can be found in the vicinity of most large rakastan settlements, living off refuse or begging for scraps.

Terrain: Any

Hatori

	
	Lesser
	Greater

	Armor Class
	2
	1

	Hit Dice
	1-5(L)
	6-20(L)

	Move
	150’(50’)
	120’(40’)

	Attacks
	1 bite/1 tail
	1 bite/1 tail

	Damage
	3d6/1d12
	3d12/2d12

	No. Appearing
	1 (1d4+1)
	1(1)

	Save As
	Fighter of ½ HD
	Fighter of ½ HD

	Morale
	6
	7

	Treasure Type
	U
	Ux2

	Intelligence
	6
	6

	Alignment
	Neutral
	Neutral

	XP Value
	By HD
	By HD


Monster Type: Monster (Very Rare)

Hatori, sometimes called the “crocodiles of the sands” are giant reptiles dwelling within sandy desert wastes. The hatori's hard, knobby hide ranges in color from gray-white to red-brown and is virtually indistinguishable from stone. Hatori use this semblance to great advantage, allowing the wind to partially bury them beneath the sands so that a casual observer may believe he is looking at rock outcroppings instead of behemoths of the sands. Hatori are shaped like overgrown lizards, save that their legs have evolved into flat, flipper-like appendages that they use in conjunction with their massive tails to “swim” through the sands with astonishing speed and mobility. When forced to travel upon something more solid, such as a rocky plain, hatori move by awkwardly flopping and dragging themselves forward. Hatori eyes are normally concealed deep within dark recesses that look like small hollows. In the case of greater hatori (6 HD and over) these recesses sometimes look like cavern entrances. Greater hatori are identical to lesser hatori in all respects save size and their ability to swallow larger prey whole (see below).

The only thing that can drive hatori into combat is hunger. Unfortunately, hatori have voracious appetites and food is rare in their home environment, so they never pass up an opportunity to make a meal out of a passing traveler - or even an entire caravan. The hatori's favorite hunting method is to position themselves along a well-used migratory trail or caravan route. When, believing the hatori to be no more than a rocky outcropping, a prospective meal passes nearby, the hatori spring into action. Once the battle begins, hatori try to bite their victims with their toothy maws. Greater hatori swallow man-sized victims whole on a natural attack roll of 20. Such victims suffer 1d12 points of damage per round from the crushing and acid effects of the digestive tract. Swallowed victims cannot escape until the hatori is killed, for the muscular action of the esophagus prevents them from climbing out the throat. Hatori use their bony tails to lash out at anyone attacking from the rear, or to attack fleeing victims while simultaneously trying to eat someone else. Lesser hatori can swallow whole only opponents of halfling size or less (on a natural attack roll of 20). 

Hatori live in the sandy regions of large deserts. Because they are constantly searching for food, however, they tend to be found near migratory paths or along busy caravan routes. They stay in a productive area until food becomes scarce. Hatori grow very slowly, at the rate of only 1-foot per year, but they keep growing throughout their lives. They accumulate Hit Dice at the rate of 1 HD every 10 years. Therefore, young hatori of 1 HD are usually 10 feet or less in length and 10 years old or younger, hatori of 2 HD are between 10 and 20 feet and between 10 and 20 years of age, etc.

Females care for their hatchlings until the young reach 50 feet in length (5 HD). This is the only time when they are commonly encountered in groups, for adult hatori are solitary creatures. Female hatori accompanied by hatchlings seldom exceed 10 HD, for they generally stop bearing young after their 100th year. Every 10 years, male hatori and young females without any offspring migrate to the center of the desert. Here the males engage in ferocious battles to win the right to breed with the females. Although no civilized man has ever witnessed these mating rituals, certain desert tribes speak of a “time of thunder when mountains die”. These legends may refer to battles occurring during the hatori mating season. 

Hatori eat anything, though they cannot digest gems or magical armor and weaponry. These items tend to accumulate in their stomachs over their long lifetimes. Hatori have no natural predators (save for each other at mating time), though it is rumored that certain kinds of dragons have been known to attack smaller hatori in times of hunger. Legends speak of a hidden hatori burial ground where ancient hatori go to die. If such a burial ground exists, it certainly abounds with gems and magical armor.

Terrain: Desert

Heucuva

	Armor Class
	3

	Hit Dice
	2**(M)

	Move
	90'(30')

	Attacks
	1

	Damage
	1d6 + see below

	No. Appearing
	1d10(1d10)

	Save As
	C2

	Morale
	7

	Treasure Type
	C

	Intelligence
	3

	Alignment
	Chaotic

	XP Value
	30


Monster Type: Undead (Very Rare)

The heucuva is an undead spirit similar in appearance to a skeleton, but more dangerous and more difficult to dispel. The heucuva appears to be a humanoid skeleton of normal size. The bones are covered by a robe that is little more than tattered rags.

The heucuva attacks by swiping with one of its hands; the sharp finger bones are capable of tearing into wood. A victim must roll a successful saving throw vs. poison or be afflicted with a disease. The victim suffers a daily loss of 1 point each of Strength and Constitution. A cure disease spell must be cast on the victim to prevent death and restore the lost points. Heucuva are treated as wights on the Turning Undead table. They are resistant to all mind-influencing spells. Heucuva bones soon crumble once the monsters are destroyed. Heucuva have a special hatred of cleric. Once a cleric uses his spells or tries to turn the heucuva, they will concentrate on attacking that cleric. They may even ignore everyone else except for the cleric and those defending him. Heucuva are able to polymorph themselves up to three times a day. They may use this power to assume a nonthreatening shape in order to get close to an unsuspecting victim or avoid an undesired encounter when pursuing a specific prey. Heucuva may assume the form of people they have met in the recent past, such as a past victim or a member of the party that encounters the monsters. If the heucuva are in their lairs, they may assume their old (living) appearances. Groups encountered on the surface may appear to be pilgrims in procession. Such disguises fool only those who view the world solely via visible light; heucuva appear the same as other skeletal undead if looked at with infravision. The heucuva are incapable of speech; they can only moan or wail.

Heucuva roam the dark places of the world. They can be found in subterranean realms, as well as most temperate or tropical regions. Cold seems to prevent heucuvan activity, for they are not found in high, desolate mountains or in any cold regions. Legends tell that heucuva are the restless spirits of monastic clerics who were less than faithful to their holy vows. In punishment for their heresies, they are forced to roam the dark. Their spirits, appearance, and holy powers have become perverted mockeries of their old selves. The tatters they wear are the unrecognizable remains of their monks' robes. Instead of healing, they can kill with a diseased touch. Instead of helping others, they seek to kill all who still live. Even their old power to turn undead is now used to help them resist the efforts of others to turn them.

Heucuva retain dim memories of their old lives. Their lairs are decorated as grotesque mockeries of their old abbeys and temples. The corpses of past victims may be used to represent parishioners. These corpses may retain their original possessions, which may represent a large portion of the heucuvan treasure trove. Other accumulated treasures may be scattered around the mock altar as decorations or offerings. Such a mock temple is a chilling sight to most and an abomination that few Lawful clerics can resist destroying. Some heucuva are nomadic and constantly wander on a pilgrimage to nowhere. Even these are mockeries of real pilgrimages.

Heucuva are malignant spirits that seek to destroy those who still live. They are used as examples to remind clerics of the fate that befalls those who stray from their devotion or use their religion as a mask to hide impious deeds. Powdered heucuva bones may be used in the preparation of magical items intended to corrupt the spirits of living beings or to control undead.

Terrain: Any

Heraldic Servant
	
	Aurochs
	Bear
	Bee
	Dolphin

	Anti-Magic
	25%
	20%
	35%
	15%

	Armor Class
	4
	5
	5
	4

	Hit Dice
	7+2(M)
	6+6(M)
	6+2**(M)
	4+4**(M)

	Move
	150' (50')
	120' (40')
	90' (30')
	210' (70')

	     Flying
	
	
	360' (120')/MF 1(a)
	

	     Swimming
	
	
	
	300' (100')

	Attacks
	1 head butt
	2 claws/1 bite
	1 sting
	1 ram

	Damage
	1d6
	1d10/1d10/2d8
	2d6
	2d4

	No. Appearing
	1 (1)
	1 (1)
	1 (1)
	1 (1)

	Save As
	F7
	F6
	F6
	M8

	Morale
	10
	12
	10
	12

	Treasure Type
	Nil
	Nil
	Nil
	Nil

	Intelligence
	13
	13
	15
	17

	Alignment
	Neutral or as bearer
	Neutral or as bearer
	Neutral or as bearer
	Neutral or as bearer

	XP Value
	550
	350
	950
	275

	
	
	
	
	

	
	Dragon
	Eagle
	Griffon*
	Horse

	Anti-Magic
	15%
	30%
	25%
	30%

	Armor Class
	0
	6
	3
	6

	Hit Dice
	7+7*(M)
	5+2*(M)
	7+2(M)
	5+2*(M)

	Move
	120' (40')
	60' (20')
	120' (40')
	150' (50')

	     Flying
	300' (100')/MF 1(b)
	480' (160')/MF 1(b)
	300' (100')/MF 1(b)
	150' (50')/MF 1(b)

	Attacks
	2 claws/1 bite
	2 claws/1 bite
	2 claws/1 bite
	2 hooves/1 bite

	Damage
	1d10/1d10/3d6
	1d8/1d8/2d6
	1d4+1/1d4+1/2d8
	1d8/1d8/1d6

	No. Appearing
	1 (1)
	1(1)
	1 (1)
	1 (1)

	Save As
	F7
	F5
	F7
	F5

	Morale
	10
	11
	12
	11

	Treasure Type
	Nil
	Nil
	Nil
	Nil

	Intelligence
	13
	15
	15
	13

	Alignment
	Neutral or as bearer
	Neutral or as bearer
	Neutral or as bearer
	Neutral or as bearer

	XP Value
	1,025
	400
	550
	400

	
	
	
	
	

	
	Lion
	Phoenix
	Ram*
	Rooster

	Anti-Magic
	20%
	20%
	30%
	35%

	Armor Class
	6
	-3
	6
	7

	Hit Dice
	6+3(M)
	8+3**(M)
	5+4(M)
	4+3**(M)

	Move
	180' (60')
	90' (30')
	150' (50')
	150' (50')

	     Flying
	
	480' (160')/MF1(b)
	
	120' (40')/MF 1/2(b)

	Attacks
	2 claws/1 bite
	2 talons/1 beak
	1 head-butt
	1 beak

	Damage
	1d4+2/1d4+2/1d10
	1d10/1d10/2d8
	2d4/2d4/2d4/2d4
	2d6

	No. Appearing
	1 (1)
	1 (1)
	1 (1)
	1 (1)

	Save As
	F6
	F8
	F5
	M12

	Morale
	10
	12
	11
	10

	Treasure Type
	Nil
	Nil
	Nil
	Nil

	Intelligence
	15
	13
	15
	17

	Alignment
	Neutral or as bearer
	Neutral or as bearer
	Neutral or as bearer
	Neutral or as bearer

	XP Value
	350
	2,025
	225
	200

	
	
	
	
	

	
	Sea Horse
	Sea Lion
	Stag
	Swan (black)*

	Anti-Magic
	30%
	20%
	35%
	40%

	Armor Class
	2
	5/3
	6
	7

	Hit Dice
	4+3*(M)
	6+6*(M)
	6+3(M)
	4+4*(M)

	Move
	120' (40')
	90' (30')
	210' (70')
	60' (20')

	     Flying
	
	
	
	180' (60')/MF 1(b)

	     Swimming
	210' (70')
	180' (60')
	
	

	Attacks
	1 had butt/1 tail
	2 claws/1 bite
	1 head butt
	1 beak

	Damage
	1d4+1/2d4
	2d4/2d4/2d6
	4d6
	1d6

	No. Appearing
	1 (1)
	1 (1)
	1 (1)
	1 (1)

	Save As
	F4
	F6
	F6
	F4

	Morale
	10
	11
	10
	10

	Treasure Type
	Nil
	Nil
	Nil
	Nil

	Intelligence
	13
	13
	13
	13

	Alignment
	Neutral or as bearer
	Neutral or as bearer
	Neutral or as bearer
	Neutral or as bearer

	XP Value
	200
	650
	350
	200

	
	
	
	
	

	
	Talbot
	Tyger
	Unicorn
	Wyvern

	Anti-Magic
	25%
	0
	15%
	20%

	Armor Class
	6
	6
	2
	3

	Hit Dice
	6+2(M)
	8+1*(M)
	6+6*(M)
	7+7*(M)

	Move
	240' (80')
	120' (40')
	240' (80')
	60' (20')

	     Flying
	
	
	
	240' (80')/MF 1/2(b)

	Attacks
	1 bite
	2 claws/1 bite
	2 hooves/1 horn
	1 bite/1 stinger

	Damage
	2d4
	1d4/1d4/1d10
	1d6/1d6/1d12
	2d8/2d3

	No. Appearing
	1 (1)
	1 (1)
	1 (1)
	1 (1)

	Save As
	F6
	F8
	M11
	F7

	Morale
	11
	9
	12
	10

	Treasure Type
	Nil
	Nil
	Nil
	Nil

	Intelligence
	13
	13
	15
	13

	Alignment
	Neutral or as bearer
	Neutral or as bearer
	Neutral or as bearer
	Neutral or as bearer

	XP Value
	350
	1,400
	650
	1,025


Monster Type: Monster, Enchanted (Very Rare)

As a reward for a successful quest, sometimes Immortals bestow a heraldic servant to the head of a deserving noble family or a warrior in their service. The servant is incorporated into the design of the family coat of arms, remaining as part of the inheritance when the original bearer passes away. These servants are highly intelligent, bestow special abilities on their bearers, and provide services as required. Twenty-one types of heraldic servants are known to exist. Some are noted only in legends and family histories, but 18 are currently serving bearers along the Savage Coast. More than one of each type of heraldic servant may be reported, but each servant is unique—created by an Immortal for a particular family. Heraldic servants each possess three forms: one inactive and two active. The inactive form appears on the coat of arms; it can be worked into the design however a person wishes—as the central element on the shield, part of the crest, or as one of the supporters. For example, the Emperor of Eusdria displays his eagle servant as the main feature on his coat of arms. The eagle is fully spread out, its wings and tail dividing the field into three areas. Regardless of how many times a servant appears on the coat of arms, only one such creature can be summoned. The primary active form of the heraldic servant is a man-sized version of the creature (regardless of original size). Perfectly formed, each has abilities and magical powers roughly comparable to their real world equivalents. All heraldic servants possess a High Intelligent or better. The second active form is a humanoid one, retaining characteristics that relate to the natural form. For example, the humanoid form of the dragon is covered in scales, still possesses deadly claws, and retains facial features consistent with a dragon.

Heraldic servants attack with natural weapons when in their true forms. Those who would seem to be out of their element, like the dolphin servant of Savaria's Baroness, are suspended in magical fields that allow them to approximate normal movement. Combat statistics such as AC and hit points never change between natural and humanoid form, but methods of physical attack might. All servants have special magical abilities of some type, from spell immunities to breath weapons; these are available in either form unless otherwise noted. A heraldic servant will willingly wade into battle if its bearer so orders; if in one of its active forms, the servant automatically moves to defend the bearer unless specifically ordered not to interfere. However, because the heraldic servant is such an immense sign of prestige and because it can be killed, it is usually relegated to the safer activities of heralds or emissaries. Heraldic servants can only be killed when in active form.

A heraldic servant may be summoned at any time by its rightful bearer. The rightful bearer is the person originally granted the heraldic servant, or the head of the family after the original bearer's passing. If three successive generations prove themselves unworthy according to the judgment of the Immortal, the servant will betaken away and not returned until two successive generations prove their worth. A heraldic servant also acts as a familiar to its rightful bearer. When the servant is in active form, a telepathic link exists between it and the bearer, extending up to one mile. This link allows them to share thoughts and sensory impressions. The bearer gains the benefits of being one experience level higher in all respects, regardless of character class. The bearer also gains the spell immunities and an equivalent level of anti-magic that the heraldic servant naturally possesses. Other special abilities belonging to heraldic servants are covered in the individual descriptions.

If the servant is in its inactive form, the bearer gains the bonus experience level and magic resistance by personally carrying the coat of arms on which the heraldic servant rests. No other abilities are gained unless specifically mentioned in the individual servant descriptions. No penalties apply if the servant is out of range or the coat of arms is not being carried, but the death of a heraldic servant removes all bonuses and permanently drops the bearer two levels of experience. A deceased servant is withheld until that bearer passes on and a new generation assumes control of the family line, at which time it returns, appearing at the deathbed.

The heraldic servant is devoted to its bearer. They never entertain notions of freedom or treachery, and their alignments will either remain neutral or match those of the bearers. The creatures prefer their natural forms, but hold no resentment at being forced to become humanoid. Heraldic servants are magical creatures, requiring no food or sleep. A heraldic servant does not normally collect treasure, though it might be carrying valuables belonging to its bearer, and it never gains experience. A servant could appear in any climate or terrain, though bearers rarely allow their servants to range very far. When taking on an active form, the heraldic servant seems to emerge directly from its position on the coat of arms. When returning, the servant must touch the coat of arms it is to become part of. In this manner, the servant may be transferred to a new coat of arms.

Aurochs

The aurochs looks very much like a buffalo or bison. Its body is covered in coarse brown hair, and it has horns and close-set, black eyes. The head of the beast is covered in black, shaggy hair that hangs down in a thick beard across its chest. Its humanoid form looks very much like a minotaur, only with aurochs coloring. The aurochs attacks using its horns. With a running start, it can charge for double damage (2d6). On a successful charge, it also gains a trampling attack, which inflicts another 2d4points of damage (with another successful attack roll). Trample victims who have not already attacked lose their initiative that round. As a humanoid, the aurochs servant carries a large halberd, and it fights as a 7th-level warrior with a +2 damage bonus. It can also choose to use a halberd, battleaxe, or lance (even a magical one) if given one by its master. Whatever weapon it holds when reverting to natural form is the weapon it will possess the next time it becomes a humanoid. The head of the aurochs is considered to have an AC of 0, and the creature is immune to any mind-affecting spells.

Baron Calturix of Nemausa is the only known bearer of the aurochs servant, though many consider him unworthy. In addition to the normal shared abilities, the bearer of an aurochs servant also gains a +2 damage bonus with each of the three weapons listed while in telepathic contact with the heraldic servant.

Bear

The bear servant is covered in dark brown fur with light brown highlights around its eyes and paws. It typically walks upright, especially in combat, but can drop down to all fours for a better movement rate (180' (60')). Its humanoid form is not so very different; it becomes a tall, stocky human with the pinched face of a bear, claws for hands, and a light covering of fur over its body. The humanoid form gains a normal movement rate of 180' (60'). This creature possesses an 18 Strength and has razor sharp teeth, which together account for its ability to inflict massive amounts of damage. In both forms, this servant attacks with its front claws and a vicious bite. In its natural form, the bear can attempt a hug if either claw attack hits. This attack requires a successful attack roll and inflicts an additional 2d8 points of damage. Three times per day, the bear can hold person as per the 2nd-level clerical spell. This heraldic servant is also completely immune to all charm and hold spells. However, it is strangely susceptible to the sleep spell; if it fails an anti-magic check against this spell, the bear must return to its coat of arms (by normal travel) and spend one turn in its inactive form.

The only known bearer of this heraldic servant is the Count of Harstal. When carrying the coat of arms as a shield, the bearer gains an 18 Strength unless the creature is active and more than one mile away. The bearer does not gain the ability to hold person or the susceptibility to sleep, but all other magical defenses do apply.

Bee

This creature looks like a man-sized bumblebee. Its body has two segments, the thorax supporting six large legs and a pair of wings with an 8-foot wingspan. The abdomen, which boasts the creature's large stinger, is much larger. The head has two manipulative feelers near its mouth and large, multifaceted eyes. Short, yellow, bristly hair covers most of the body, but the lower abdomen is striped with thick bands of yellow and black. In humanoid form, the creature retains the wings and multifaceted eyes (movement rate now becomes 180' (60'), Fl 240' (80')/MF 1(a)). Otherwise, it appears human except for yellow and black striped, bristly hair. In both forms, the bee possesses 90-foot infravision. In combat, the bee servant can sting for 2d6 points of damage. The victim must attempt a saving throw vs. poison with a –2 penalty. Success means the victim takes only another 2d6 points of damage. A failed saving throw indicates that the victim is paralyzed for one round and takes an additional5d4 points of damage. The bee also has a 10-foot aura of fear that affects only its opponents. In humanoid form the bee servant loses its stinger but can attempt to touch an opponent, thereby inflicting the poison effect. The bee in humanoid form can also wield a dagger with proficiency.

Magus Rex, Wizard King of Herath is the only known bearer of this heraldic servant. The bee does not impart the power of flight to its bearer. However, while in telepathic contact with the servant or carrying the coat of arms with the inactive servant inside, the bearer can use the poison touch at half damage three times per day and the fear aura once per day. 

Dolphin

As one would expect, this heraldic servant looks like a large dolphin with tough, blue-gray skin, a white underbelly, and some light blue streaks along its sides. It can move with incredible speed, hovering a few feet off the ground and propelling itself as if swimming. In humanoid form, it appears mostly human with webbed fingers and toes, gills just under the jaw line, blue-gray skin, and no body hair. As a humanoid, its movement rate is reduced to 180' (60') and its swimming ability to 150' (50'). The dolphin servant can still communicate with other dolphins while in this humanoid form. The dolphin servant is a spellcaster, able to work magic as an 8th-level magic-user regardless of active form. As a humanoid it is suitably robed and often possesses two minor magical items (such as wands). The dolphin servant has no spell book but can be provided with one that will be magically absorbed when transforming into its natural form. The dolphin servant uses a hard-hitting ram attack in its natural form. As a humanoid, it can wield any weapon available to the magic-user class.

The Baroness of Savaria is the dolphin servant's only known bearer. While in contact with the heraldic servant or carrying the coat of arms, bearers gain the creature's saving throws (if better than the ones they already have). While in telepathic contact, the bearer can also breathe water and cast any 1st-level spells known by the dolphin servant.

Dragon

This heraldic servant is a small dragon, standing six feet tall. This servant has iridescent green scales and the usual dragon features, including a large set of leathery wings. As a humanoid, the dragon loses the wings, tail, and much of its mass. It is still covered in scales and possesses vicious, clawlike hands; bright, amber eyes; and an extended mouth filled with sharp teeth. Similar to a regular dragon, the dragon servant attacks with its claws and teeth. It can tail slap anyone standing behind it for 2d6 points of damage, and three times a day, it can let loose a fiery breath weapon, inflicting 6d8 points of damage. The breath weapon is made in lieu of physical attacks and is also available in humanoid form. As a humanoid, the dragon servant fights as an 8th-level fighter, relying on its natural weapons (which are now reduced to 1d6/1d6/2d6) or wielding a two-handed sword. If desired, the dragon servant arrives with a +1-+3 two-handed sword, which is absorbed when it takes dragon form.

The only known bearer of the dragon servant is the King of Robrenn, who allows the dragon to spend a lot of time in natural form. The dragon servant is perhaps the most prestigious of the heraldic servants, truly rivaled only by the unicorn and the phoenix. The bearer of this servant gains two levels of experience instead of one and is immune to fire-based attacks when telepathically linked to the dragon.

Eagle

The eagle servant stands as tall as a man, with a wingspan of over 15 feet. The feathers are all dark brown with the hint of gold at their very tip, except for the snow-white head. The eagle servant's strong beak and claws can actually puncture plate-mail armor. In humanoid form, this servant could be mistaken for an ee'aar; it has a humanoid body with white feathers for hair, taloned feet, and two dark gold wings folded back behind it. In humanoid form, the servant's movement rate becomes 180' (60') on the ground and 390' (130')/MF 3(b) in flight. The eagle servant attacks with both its claws and beak. If it dives more than 50 feet to attack, it gains a +4 bonus to its attack roll and doubles its claw damage. These servants have exceptional eyesight and cannot be surprised except at night or in their lairs (1 in 10 chance). This heraldic servant radiates a majestic aura while in its natural form; opponents must make a successful saving throw vs. spell with a –2 penalty or be unable to harm it in any way. This saving throw must be made before every attack. However, if the eagle servant is attacking the opponent directly, the aura has no effect; the servant loses this aura when in humanoid form. As a humanoid, the eagle servant attacks with a long sword as a 5th-level fighter, or it can use its claws for 1d6 points of damage each. If diving, it still gains double damage for claw attacks.

The Emperor of Eusdria is the bearer of this heraldic servant. Bearers gain the superior eyesight (treat as eyes of the eagle), and 3 times a day, they can invoke majestic aura for 1 round. To gain either of these, the bearer must either be in telepathic link or carrying the coat of arms which contains the inactive eagle servant.

Griffon

Griffons are known as much for their fierce and tenacious approach to combat as they are for their haughty attitude; the griffon servant is no exception. Griffons possess characteristics from two different animals, both majestic in their own right. The griffon servant has the lower body of a lion, with powerful rear legs and a tail, all covered in dusky yellow fur. Its upper body is that of an eagle, including a powerful beak and a large set of wings. This servant stands seven feet tall, large enough to carry a rider (speed 150' (50'), maneuverability factor 1/3). Its humanoid form is several hundred pounds lighter and walks upright. Movement rate for the humanoid form is 150' (50), 300' (100')/MF 1(b) in flight. The griffon has superior smell and sight, allowing it to generally identify other creatures up to a mile away. Once in combat, the griffon does not stop until it or its opponent lies dead, or until its bearer calls it back. The griffon usually attacks from the sky, making a raking pass with its claws before landing and attacking with its beak and both claws. Only a +1magical weapon or better can damage this heraldic servant. The creature can enlarge as per the spell (but with double duration and the ability to carry a rider at full movement). It may also use whispering wind and call upon a gust of wind, each three times per day. The humanoid form gets these same abilities.

There are two known bearers of the griffon: the Margrave of Zvornik and the Duke of Pachester. Both use the griffin as a ceremonial steed, decked out in gems and jewelry. The Duke has also outfitted his with a magical saddle and harness that allows a better maneuverability class (3 or 1 depending). Bearers of this servant can only be hit by magical weapons while in telepathic contact with the griffon.

Horse

These heraldic servants are either the darkest black or the purest white. Though they are small for horses, humanoids around five feet tall or less can ride them with no difficulty. In humanoid form, they appear as white- or black-skinned humans, with a thin mane of long hair running from the brow to the base of the neck in the place of regular hair. The heraldic horse fights as a warhorse would; as its rider attacks, it is able to rear up and use its teeth and front hooves. On any round it does not make a frontal attack, the horse servant can also kick any opponent standing behind it, inflicting 2d8 points of damage. In the servant's humanoid form, it magically produces a common, double-headed mace, fighting as a 5th-level warrior. This heraldic servant possesses a magical form of flight, walking or galloping into the air as it would higher ground. The horse's flight works only while being ridden by its bearer, who must telepathically command it to do this. In both forms, the horse servant regenerates 1 hit point per round, but acid and fire inflict permanent damage, which must be healed by magical methods. The horse servant may wear barding to improve its armor class, which will magically change to fit its humanoid form.

The only known bearers of this heraldic servant are the Duke of Cimarron and the Baron of Mohesia. Bearers of the horse servant receive the regenerative ability while in telepathic contact with the creature.

Lion

This servant is a fairly large version of a common lion, with dusky yellow fur, great claws, and a mouth full of sharp teeth. The male lion servant possesses a large mane of reddish-brown hair, but the female does not. In its humanoid form, this servant looks very much like a rakasta, with slightly more pronounced claws and a face that shows the strong characteristics of a lion. This servant is a very alert creature and is able to move fairly stealthily, even through a battlefield. It is only surprised on a roll of 1, and it possesses the ability to move silently (75%) as per the thief ability. Striking from stealth when possible, it attacks with both a bite and its front claws. If both claw attacks are successful during the same round, the lion servant eviscerates its victim, leaping on and digging in with its powerful rear claws (additional 2d12 points of damage on a successful attack roll). Once per turn, the lion produces a magical roar, stunning any opponent within 10 yards for 1d4 rounds unless a successful saving throw vs. paralyzation is made. The roar can be made with the lion's other attacks in place of the bite. In humanoid form, the servant possesses the same combat abilities except for the eviscerate, but it can wear armor.

The Queen of Bellayne, the Lord Governor of Leãoça, and the Margrave of Hojah are all known bearers of this heraldic servant. Bearers in telepathic contact with the servant may act as if influenced by a potion of super-heroism three times per day. If carrying the coat of arms in battle and the servant is within one mile, all troops and allies fight with a +2 bonus to their morale.

Phoenix

This heraldic servant appears as a bird with beautiful violet, scarlet, crimson, and orange plumage. It has gemlike talons and a beak of sapphire blue, and its eyes glow a deep ruby. In humanoid form, its body is distinguished by winged arms which end in raking claws, a face with blue-gem beak, and ruby eyes. Its hair and wings retain their bright and violent colors. As a humanoid, its movement rate is 180' (60'), 240' (80')/MF 3(b). The phoenix attacks with talons and beak unless on the ground, in which case only the beak can hit. In humanoid form, the phoenix can fight with all three attacks. Five times per day, regardless of form, this heraldic servant can forgo attacks and burst into living flame for one round. Anyone standing within 10 feet must make a successful saving throw vs. breath weapon or suffer the full effects of an 8d6 fireball; a successful save indicates half damage. Also, the phoenix servant regenerates 3 hit points per round as per troll regeneration (which means it can rise even after being slain).The phoenix is immune to fire-based attacks, but anything else can "kill" it, turning it to ashes. If a limited wish or destruct spell is not cast within one turn, the servant rises from the ashes as a bird of living flame (this free use of the power is not counted against the five) with whatever hit points it has recovered.

The Priest-King of Eshu (ruler of the enduks) is the bearer of the phoenix servant. Bearers gain two levels of experience instead of one while in contact with the servant. However, if the phoenix is slain and prevented from resurrecting, the bearer permanently loses four experience levels.

Ram

The ram servant appears as a larger form of the mountain ram, with shaggy hair and a set of large horns. In its humanoid form, it is often mistaken for a goatman, with the shaggy hair, lower hooves, and head of its original form. Only the hands turn truly humanoid in form. The creature may move over rough or broken terrain at full movement regardless of form. In its natural form, the ram attacks with a head-butt, and with a running start, it may inflict double damage (2d8). However, unless otherwise instructed this heraldic servant automatically adopts humanoid form for combat. As a humanoid, it attacks with a double-headed mace in each hand, giving it four attacks, each inflicting 2d4 points of damage. The servant automatically produces these weapons, reabsorbing them when shifting to natural form. It may wear armor, which must be acquired from its bearer; this can also be absorbed when changing form. In either form, the creature is immune to all magical and nonmagical blunt weapons.

The Baron of Sedhuen is the only known bearer of this heraldic servant. The bearer shares the immunity to all blunt weapons if in contact with the servant or carrying the coat of arms which holds the inactive servant.

Rooster

This servant is simply the man-sized equivalent of the common barnyard animal, standing five feet tall. It can fly for only one round, after which it must remain on the ground for one round. In humanoid form, the servant appears as a red-haired, ruddy-faced human with only its pure black eyes and taloned feet giving it away. The humanoid form loses the power of flight, but it can jump up to 6 feet vertically and 12 feet horizontally. The natural form of this heraldic servant only has one physical attack: its beak. It usually relies on its crow, which can imitate the effects of the following magic-user spells: feather fall, deafness, dispel magic, shout, chaos, conjure animals, and power word stun. Each of these can be used once per day and do not require actual casting. The servant is considered a 12th-level magic-user for purposes of determining any variable effects. In humanoid form, the servant can carry a dagger, attacking with a THAC0 of 15, but it cannot wear armor. It also retains its crow. In both forms, this heraldic servant is immune to illusions.

The rooster servant's only known bearer is the Count of Suerba. Its bearers gains the immunity against illusion and the special saves (unless theirs are better).

Sea Horse

The sea horse is an aquatic animal with an equine head and along, curled tail. They swim with a rocking motion as the tail straightens and then snaps back to provide thrust. Like the dolphin, this servant is suspended in a magical field when summoned on land, allowing it to swim in the air but never rising more than a few feet above the ground. The sea horse servant is covered in scaly plates that acts as plate armor. They can be any combination of brown or green. As a humanoid, this heraldic servant retains the natural armor scales and its color. The fingers and toes are webbed (new movement rate of 150' (50')/150' (50')), gills adorn its throat, and it has a mane of stringy hair. This creature possesses 120-foot infravision. In its natural form, the sea horse servant attacks with a head-butt and a heavy tail slap; in humanoid form it attacks with its fists, which each inflict 1d4 points of damage. In either form, the heraldic servant can generate a fire shield (cold) as per the 4th-level magic-user spell. Three times per day the creature can polymorph self, also as per the 4th-level magic-user spell, into any man-sized nonmagical creature known to it or its bearer, then attacking with that creature's natural weapons. Each change lasts for up to one hour.

The only known bearer of this heraldic servant is the Lord Governor of Tartaruga. The bearer gains 120-foot infravision and the ability to generate a fire shield (cold) at will, provided the bearer is in contact with the servant.

Sea Lion

This servant has the head and forepaws of a lion, and the body and tail of a fish. Like other aquatic servants, the sea lion gains the power of basic flight when traveling out of the water. It still moves by the thrust of its powerful tail, hovering a few feet in the air, but at a slower rate. In humanoid form, the sea lion servant looks the same as in its natural form except for large, webbed rear feet and gills located behind the ears. Its movement rate in this form is 120' (40')/90' (30'). The Armor Class of the sea lion servant is considered AC 5 for the head and AC 3 for its scaly hide (except under special circumstances, all attacks hit the body). Its humanoid form possesses AC 5 and can wear armor. In combat, the sea lion attacks with claws and fangs. If both claws successfully strike an opponent in any round, that victim has been mauled and cannot make an attack that round if he has not done so already. When mauling, the sea lion gains a +4 bonus to its bite attack roll and inflicts double damage. In place of a bite (declared before any rolls are made) the sea lion can roar. If this happens, any enemy within 20 yards must make a successful saving throw vs. spell or be under the influence of a fear spell. The roar can be used only three times per day.

The bearer of the sea lion servant is the Lord Governor of Da Presa. If in contact or carrying the coat of arms with the inactive servant, the bearer gains the benefits of a potion of heroism when in combat and can breathe water.

Stag

This heraldic servant is a deadly version of the common herd animal. Though smaller, it possesses an impressive array of antlers actually edged and tipped with sharpened glassteel. In humanoid form, the stag servant appears fully human except for short, dark brown fur and a ridge of bone where its antlers would normally be. The humanoid version is very stocky and muscular. The stag normally attacks with its antlers; if it charges, it inflicts double damage—which will kill most creatures. As a humanoid, the stag carries two glassteel short swords +1 (these are a part of the servant and cannot be separated from it), attacking twice per round with each one. It also has a +1 damage bonus due to strength, giving it four attacks at 1d6+2 points of damage each. Unfortunately, it cannot wear armor without losing two of these attacks, but magical protection is allowed. In both active forms, the stag always has protection from normal missiles.

The bearer of this heraldic servant is the Countess of Morguen. A bearer who is in contact with the servant or carrying the coat of arms with the inactive servant gains the protection from normal missiles and the +1 damage bonus.

Swan, Black

This beautiful creature has glossy black feathers and a golden beak. It is very poised and graceful. Its humanoid form is always female—with enthralling, elven features; long black hair; dark eyes; and a beautifully feathered cloak. In this form, the servant still retains the power of flight as per the fly spell, which changes maneuverability to 5. At will, the swan can exert a special charm ability on any person (once per day per person). All victims must make a successful saving throw vs. breath weapon to avoid being charmed; no creatures are immune to this (except Immortals). Anti-magic is merely added as a modifier to the saving throw: +1 bonus for every 10% fraction thereof. Total immunity to charm grants a +10 bonus. However, a roll of 1 always fails, no matter how many modifiers the person has. Once charmed, opponents can do nothing to harm the swan or its bearer. Those who successfully resist still require a +1 weapon or better to hit. The swan can also direct a mental command (as per the 1st-level clerical spell) at anyone already charmed. If the command word inspires negative emotion (such as "die," "surrender," "leave," etc.), the victim can attempt another saving throw to escape the effects of the charm. The humanoid form of this servant possesses the same powers and carries a dagger for physical defense.

The Count of Enom is the only known bearer of the black swan. If in contact with the servant, bearers gain the same protection against weapons of less than +1 enchantment and, three times a day, may fly as per the spell. Legends mention a white swan heraldic servant that has similar powers, but uses suggestion rather than command, so as not to inspire feelings of rejection.

Talbot

This heraldic servant looks like a large dog with a smooth white coat, a broad mouth, and huge pendulous ears. It moves rather awkwardly but is actually quite strong and fast. Many people wrongly identify this heraldic servant's humanoid form as a lupin. It has the same general build and characteristics, but with white hair, floppy ears, and a slightly more canine face. The talbot possesses superior senses of hearing and smell, which it can use to track enemies. It also can turn invisible at will, allowing it to attack with almost guaranteed surprise (+3 bonus). In its natural state, its bite inflicts 2d4 points of damage. As a humanoid, the talbot has all the skills of a 6th-level fighter and can use any weapon at skilled level. It always has the tracking skill at +3. In addition, the talbot receives the halfling bonus against large opponents. It must be outfitted by its bearer, but afterwards, it can absorb the gear when changing to its natural form. It retains its keen senses and the ability to turn invisible in is humanoid form.

The talbot has several known bearers: the King of Renardy, the Duke of Ysembragne, the Baron of Brégoigne, and the Countess of Marmandy. Bearers gain the servant's keen senses and may turn invisible (three times per day) if in contact with the servant. If in telepathic contact or carrying the coat of arms with the inactive servant, the bearers also gain the halfling bonuses against giant-class creatures.

Tyger

The tyger servant has a dark orange pelt of long, soft fur, which is lighter on its stomach, but it does not have the stripes usually associated with regular tigers. Its eyes are jade green. In humanoid form, this servant is still covered with soft fur and retains the feline facial features that are often associated with rakastas. The rest of the body is fully humanoid. In its natural form, the tyger attacks with two claws and a bite. If both front claw attacks succeed, the tyger may also attempt a rear claw attack. This special attack inflicts 2d6 for each claw. Uniquely, this servant has the ability to evade any attacks (even spells) that are not area affecting. It has a base 20% chance to do this, but it must not attack before its opponents. If successful, the tyger takes no damage and can still attack that round. If the attempt is unsuccessful, the tyger takes the damage inflicted and loses all attacks for that round. This ability is also used by the humanoid form, which uses fighting methods similar to those of far eastern monks. The servant can attack twice with each hand for 1d6 points of damage each, and may attempt to disarm its opponent (same chance as evade, but requires initiative and a successful attack roll). 

No bearers of the tyger servant are known at this time. Bearers would receive the servant's ability to evade only if in telepathic contact with the tyger.

Unicorn

This heraldic servant is one of the most fantastic and beautiful creatures ever known. Its pure white hair is long and flowing, hinting at the unicorn's wild nature. Golden hair hangs from the mane and tail. Its hooves are yellow-ivory in color, and its eyes are usually a fiery pink or deep blue. A single, ivory horn extends from the center of its forehead. In its humanoid form, the unicorn servant appears as a young male or female knight—with flawless, snow-white skin, long white or golden hair, and blue or pink eyes. The unicorn servant can sense a true enemy from 240 yards away. It attacks with forward hooves and its horn. With 30 feet of running room, it can charge in, attacking only with its horn but inflicting 3d12 points of damage. The horn always has a +2 attack bonus because of its magical nature. The unicorn servant is immune to charm and hold magic and poison. The touch of a unicorn servant's horn acts as a dispel magic cast by an 11th-level magic-user. Its humanoid form retains all the immunities. This servant's humanoid form always appears dressed in immaculate, white chain mail, granting it an Armor Class of 3. If taken off, the armor disappears, and the servant must assume its natural form for one full turn before it can reappear in the chain mail. The humanoid servant also wields a +2 longsword with which it can attack twice each round. The sword has the same dispel magic power as the horn.

There are no known bearers of the unicorn heraldic servant. Legends indicate that this servant is always given to an elf or human maiden of fair and just reputation. If in contact with the unicorn, a bearer receives the servant's spell immunities and the ability to sense a true enemy.

Wyvern

The wyvern servant measures about six feet long, not counting its additional six-foot tail. It has a serpentine body covered in grayish scales and a head resembling that of a dragon. Unlike the dragon, it only has only the two hind feet. Two leathery, batlike wings extend from its back, and its tail ends in a deadly stinger. The wyvern servant communicates with hisses and deep-throated growls in its natural form. As a humanoid, the wyvern looks much like a lizardman, losing the wings but keeping its basic features and coloration (movement rate of 180' (60')). Unlike all other heraldic servants, the wyvern cannot speak even in humanoid form; in both forms, telepathic communication is possible with its bearer, however. The wyvern attacks with a vicious bite and its stinger. Those stung must make a successful saving throw vs. poison or die; even if successful, they still take2d3 points of damage. The wyvern prefers to attack from the air, gliding in and imposing a –2 surprise penalty on its victim. In humanoid form, the wyvern loses the power of flight, but it gains two claw attacks, which each inflict 1d6 points of damage.

The Margrave of Slagovich is the only known bearer of the wyvern heraldic servant. Bearers gain the ability to poison, as per the clerical spell (reverse of neutralize poison), three times a day. They do not have to be in telepathic contact or carrying the coat of arms for this ability.

Terrain: Any

Hermit, Sea

	Armor Class
	0

	Hit Dice
	10+5*****(L)

	Move
	60' (20')

	     Swimming
	120' (40')

	Attacks
	2 pincers

	Damage
	2d8/2d8

	No. Appearing
	0 (1)

	Save As
	F10

	Morale
	9

	Treasure Type
	H

	Intelligence
	17

	Alignment
	Chaotic

	XP Value
	5,100


Monster Type: Monster (Very Rare)

The sea hermit poses a very significant danger to the unwary. This creature appears to be nothing more than a lonely, benevolent person living in a huge shell on a deserted beach. It can appear as a human, tortle, lupin, etc., acting the role of a recluse happy to have visitors. It will offer travelers shelter within its shell-home. Surprisingly, the shell is indeed large enough, a majestic form spiraling upward into a small tower roughly 20 feet in diameter at the base and rising 30 feet high. This shell is usually white with deep blue and red markings. This large shell is truly the creature's natural home. The sea hermit is actually a creature of the deep—a powerful being from an underwater kingdom who is studying the surface world. It is also a shapechanger.  Its natural form is very similar to that of a giant hermit crab. In this natural state, it is 10 feet wide and almost 40 feet long. Large arms ending in huge pincers extend from its body near the front. Its large, black eyes are on stalks, which can be pulled into armored niches for protection, and its two pairs of large feelers can sense heat, motion, and sound. The creature's body is naturally armored in a dark red shell, and it has six skinny legs that extend out of the secondary shell to help pull it along the sea bottom and actually allow it to swim, dragging the majestic shell along behind it. The sea hermit can speak several of the local languages. It can also communicate with most intelligent, sea-dwelling creatures. On the Savage Coast (where they are most common), sea hermits are unaffected by the Red Curse.
The sea hermit rarely attacks while in humanoid form. Occasionally, if it has lured people into its shell, it might attack while they sleep. Normally it prefers to capture specimens live. While in humanoid form, the sea hermit possesses the natural AC of that form. If attacked, the creature will shapechange back to its natural state during the first round of combat.

In its crab form, the sea hermit fights with two devastating pincer attacks. If the sea hermit makes a natural attack roll of 19 or 20, the victim must make a successful saving throw vs. death magic or lose a limb (determined randomly). In this form, the creature's Armor Class drops to 0 in the front and 3 for the softer shell at its rear. If the creature is in its majestic shell with only the front poking out, it is always AC 0; the shell is too thick and well armored to break through during the fast-paced action of combat. People trapped within the shell thinking to strike at the softer armor toward the creature's back will find themselves suddenly dealing with several hundred gallons of water as the creature dives under the sea, allowing the seals to break long enough to flood the lower spiral of its shell.

A sea hermit has a 20% chance of being able to use the spells and skills of its previous prey. If so, the number and levels of any spells do not increase as with other spellcasters. Roll 4d10 for the actual number of spells learned previously, then determine each by rolling 1d8 for the level of spell, and then choose a spell randomly from the list. A sea hermit is considered a 16th-level magic-user, so 8th- and 9th-level spells are beyond its capabilities. For skills, roll 2d10 and determine randomly. The sea hermit's big advantage is its shapechanging ability. This ability functions like the 9th-level magic-user spell shapechange, except that it is a natural ability. The sea hermit can imitate only intelligent creatures which it has studied.(The few sages who know of the sea hermit and araneas have tried to find a link between their abilities. This has been unsuccessful because the sea hermit's ability is far more advanced, as it can quickly assume the form of any intelligent creature, not just a single humanoid.) It requires one round to change shape, after which the creature possesses full natural, nonmagical abilities.

Sea hermits are sages of deep, undersea kingdoms who seek to trap the unwary in order to study their memories. Through arcane processes, these memories are extracted to teach the sea hermits new skills, spells, and other information about the people who dwell on the surface. They have no qualms about the deception they employ or the fatal methods of memory extraction. To them, the situation is no different from collecting and dissecting insects to learn about them. These are simply the methods that are available. The creature captures its prey alive when possible, taking it back down to the undersea kingdom where it can better perform its work. This sometimes requires that the sea hermit keep up its guise for hours, lulling its victims into a false sense of security. A sea hermit will never wander far from its shell-home while in humanoid form for fear of losing it. Finding a new, unoccupied shell requires a long and dangerous undersea quest, with the sea hermit lacking its strongest form of protection. The creature will take any steps necessary to protect its home. This is one of the creature's few weaknesses.

The sea hermit usually lives outside the Savage Coast, including its coastal waters. This deep sea creature only comes up to collect samples. Except for those it kidnaps, its actual, overall effect on the land is minimal. Sea hermits do not view themselves or their undersea life as superior or inferior, just different. They exploit those on land for knowledge and skills to provide themselves with greater power back in their own kingdoms. The sea hermits hold a special animosity for jorries, some of which can see through their guise. Jorries will often watch a sea hermit and try to warn any potential victims of the creature. A sea hermit will sometimes go out of its way to run off any nearby dens of jorries before setting up its trap. Some parts of a sea hermit's natural form can be used in magical preparations that deal with water breathing and shapeshifting. It has even been rumored that a tortle wizard had one of these majestic shells enchanted to act like Daern's instant fortress.

The hermit's majestic lair is a squat, conical shell. It is approximately 20 feet across at its base (60 feet in circumference) and spirals upward 30 feet to a final room only 10 feet in diameter. In some areas, the overlapping spirals bend a portion of the ceiling below it, making the overall architecture lack the hard edges and corners that most races are accustomed to. In areas of sharp upward slope, the sea hermit has formed a polished stairway from the shell's glossy mother-of-pearl interior. The effect is quite beautiful. The first 40 feet of the shell, as it wraps around the first curve, is where the sea hermit in its natural form fits. When posing as a humanoid, this portion is cluttered with driftwood and minor implements, suggesting a craft workshop or junk storage area. Past this, the shell has been reshaped to form archways, stairs, and rooms, including a laboratory and cells for prisoners. A few secret doors are installed, some ending in traps for over-curious guests; these often involve spring-loaded tridents tipped with the poison of an exotic fish (THAC0 of 13, inflicts 1d10+4d8 points of damage; successful saving throw vs. poison reduces damage to 1d10+2d8 points).

Terrain: Ocean

Hippocampus

	Armor Class
	5

	Hit Dice
	4(L)

	Move
	

	     Swimming
	240’(80’)

	Attacks
	1 bite

	Damage
	1d4

	No. Appearing
	0(2d4)

	Save As
	F4

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	9

	Alignment
	Lawful

	XP Value
	75


Monster Type: Monster (Very Rare)

The hippocampus is the most prized of the marine steeds, a creature that combines features of a horse and a fish. The hippocampus has the head, forelegs, and torso of a horse. The equine section is covered with short hair. The mane is made of long, flexible fins. The front hooves are replaced by webbed fins that fold up as the leg moves forward, then fan out as the leg strokes back. Past the rib cage the body becomes fish-like. The tail tapers 14 feet into a wide horizontal fin. A dorsal fin is located on the rump. Coloration is that of seawater. Typical colors include ivory, pale green, pale blue, aqua, deep blue, and deep green.

Hippocampi are usually peaceful creatures. They do not attack unless cornered or if another hippocampus or an ally is threatened. They are fast enough to out-swim most anything that would want to attack them. The hippocampus attacks with a strong bite. It suddenly extends its head, chomps down with a crushing bite, and then releases. Hippocampi do not hold onto their opponents. Hippocampi also butt their heads against targets. Such attacks may stun an opponent or break his bones. Their firm, powerfully muscled bodies provide a strong protection against attack. The blood coagulates quickly on exposure to water, thus minimizing blood loss that could both debilitate the hippocampus and attract sharks (sharks have only a 20% chance of being attracted by the blood or going into a feeding frenzy if the only bleeding creature is a hippocampus; shark-kin have a +4 bonus on their Wisdom check to avoid a bloodlust frenzy). 

Hippocampi are the prized steeds of the sea. They can be found in deep waters anywhere, in freshwater lakes and oceans. They are able to breathe fresh and salt water with equal ease. They can also breathe air but require frequent gulps of water to keep from drying out. They are unable to move out of water. Despite their radically different environments, horses and hippocampi are very similar. They have approximately the same sizes, life spans, and personalities, although hippocampi are blessed with much higher intelligence. Hippocampi are herbivores. They normally graze on seaweed and other soft vegetation. If their usual fodder is unavailable, their strong teeth can chew up mollusks and coral.

Wild hippocampi roam in herds of 2d4. These are usually a stallion, 1d4 mares, and the rest young hippocampi of either sex. Hippocampus mares lay a single, large egg. After six months, the egg hatches a single foal. Twins are extremely rare (1% chance). The foals grow quickly in two years. The yearlings are physically the equals of the adults. Hippocampian tales speak of a “Great Herd” of hundreds or thousands of hippocampi that roams the uncharted reaches of the far seas. No non-hippocampi have ever seen this spectacle.

Hippocampi may be “domesticated” by water-breathing humanoids, especially tritons. In truth, the intelligent hippocampi cooperate with the humanoids. The hippocampi provide their services as steeds and allies while the humanoids provide protection. The benevolent hippocampi may assist surface dwellers who are visiting the aquatic world, whether voluntarily or by accident. Many a shipwrecked sailor has been saved from drowning by a passing hippocampus. Hippocampi are good judges of character; they will not assist an evil being or anyone who acts in a hostile manner toward them. 

Sometimes a hippocampus's offer of a ride can be more trouble than it is worth. Young hippocampi often forget that most surface dwellers breathe air, not water. Hippocampi do not accumulate treasure. Most spurn even ornamental gifts such as collars or leg bands. They simply have no use for these gewgaws. They do appreciate delicacies, however, in the forms of tasty foods not available in the water.

Hippocampi are one of the most successful of the intelligent, benign  marine monsters. They maintain ties with mermen and sea elves, as well as surface dwellers who make their living in the water. They provide valuable services as steeds, guides, and allies. Hippocampus eggs sell for 1,500 gp. Young hippocampi are worth 2,500 gp. However, surface dwellers who have been saved by hippocampi remain so grateful to their former rescuers that they may attack any merchant selling eggs or foals in a public market and attempt to return the hippocampi to the sea.

Terrain: Ocean

Horast

	Armor Class
	6

	Hit Dice
	5+1(L)

	Move
	60'(20')

	Attacks
	2 claws/1 tail

	Damage
	1d4/1d4/4d8

	No. Appearing
	1d2

	Save As
	F3

	Morale
	8

	Treasure Type
	Nil

	Intelligence
	see below

	Alignment
	Neutral or Chaotic

	XP Value
	225


Monster Type: Monster (Very Rare)

This beast is commonly known as a “whipper beast.” The whipper beast is found in most subterranean dungeons or caves, as well as deep forested areas where very little light filters in. It seems to prefer dark, but will not hesitate to enter light in pursuit of prey. Being somewhat mammalian creed, the whipper is possessed of many self-preserving features. Its fur is stiff and thick, having a consistency like that of a mountain bear. Generally steel-grey in color, it blends very well with the colors common in the average stone-made dungeon. Its pelt is valueless, since it never comes away or stays in one piece. The horast’s round flat body is muscular and compact for maximum maneuverability. The six thick legs permit devastating slashes with its claws, and speed in the manipulation of its deadly tail. The tail is about 5 to 11 feet in length, and is composed of horny segments that move together like a living bullwhip. When thrown forward, this tail can cut through plate armor or thin stone walls. The three barbs at the end are sharp and daggerlike and are treated like slashing claws or stabbing knives. The horast is very dextrous; every round it attacks with its tail, it has a 50% chance of being able to make a second tail attack that same round. The whipper’s head is low to the ground; the nostrils flared and accented for better sense of smell. Large, ribbed ears provided excellent hearing, and it also has keen, many-faceted eyes that glow faintly in darkness. A whipper beast can be befriended, though it generally requires a very high charisma, and a certain element of madness to travel with one.

Terrain: Woods, Caverns

Homunculus*

	
	Artyh
	Bogan

	Armor Class
	0
	0

	Hit Dice
	3****(S)
	3****(S)

	Move
	90(30')
	120'(40')

	     Flying
	180'(60')/MF 3(a)
	300'(100')/MF 5(a)

	Attacks
	1 tail
	1 tail or 1 bite

	Damage
	1d4 + special
	1d4 or 1d3 + special

	No. Appearing
	1 (0)
	1 (0)

	Save As
	M21
	M21

	Morale
	7
	6

	Treasure Type
	L
	L

	Intelligence
	13
	11

	Alignment
	Lawful
	Chaotic

	XP Value
	95
	95


Monster Type: Monster, Enchanted (Very Rare)

A homunculus is the form taken by an Immortal on a penance or special mission on the Prime Plane (the fylgar, gretch and ulzaq are described in the Creature Catalog; general abilities are repeated here). The five types of homunculus correspond to the five spheres of the Immortals. 

	Homunculus
	Sphere

	Aryth
	Thought

	Bogan
	Entropy

	Fylgar
	Matter

	Gretch
	Time

	Ulzaq
	Energy


The tiny humanoids all have small wings and an assortment of powers, but each type of homunculus boasts in own unique strengths, weaknesses, and physical features. 

While it remains a willing (and magically bound) servant, a homunculus can communicate telepathically with its master for up to 1 mile. In addition, a master within that range can use all the homunculus' senses (including infravision) and gains a +3 bonus to all saving throws while in physical contact with it.

In battle, a homunculus attacks with its tail and bite. Damage varies with the type of homunculus, and each type has special combat abilities. All homunculi are immune to nonmagical weapons, as well as cold-and fire-based attacks. They can become invisible (per the spell invisibility) and can cast detect evil and detect magic at will. These creatures all have infravision with a 60-foot range. Each can regenerate I hit point of damage per round and pass this ability on to their masters if they are no more than 10 feet away. Homunculi all use their magical abilities as if they were 21st-level wizards

If a homunculus ever falls to 0 hit points, its body on the Prime Material Plane is destroyed, and its life-force returns to its home plane. The character whom the creature served will not he granted another homunculus for at least one year and suffers the permanent loss of 1d4+1 hit points due to the shattering of the mystic connection upon the homunculus' death.

The homunculi serve their masters out of either choice or duty, depending on the reason they were sent to the Prime Material Plane. In most cases, a homunculus allows a wizard to bind it into service with a find familiar spell. Unlike most familiars, however, Immortal homunculi often choose their masters carefully, either searching out a wizard of the proper alignment who is trying to summon a homunculus, or even presenting themselves to a chosen wizard and telling this character to cast the spell. A completed spell binds Immortal homunculi just as it would any other homunculus.

Certain high-level wizards have been known to bind an unwilling homunculus to their service; only a few know the exact method to perform such a binding. This very risky procedure involves long, dangerous, and costly magical operations and produces a weaker bond than if the candidate were willing. If such a homunculus ever escapes its magical bindings, it will focus all of its abilities on punishing its former captor.

Once per week, a homunculus may use its special Immortal knowledge and insight to help its master make an important decision. The aid it gives equates to that of a commune spell.

Although in their Immortal forms, homunculi do not need sustenance, while on the Prime Material Plane they need rest, food, and drink to survive, just like nonmagical creatures.

Homunculi can speak, but rarely choose to communicate with anyone except their masters. They normally assist their masters in all manner of tasks, from magical experiments to epic quests. Their special abilities make them adept at spying and scouting enemy camps. Because of the harm a homunculus' death inflicts on its master, wizards seldom use them as guards or warriors. Homunculi make their homes wherever flied masters live, and the two seldom stray far from each other.

Aryth

Aryths have the most unassuming appearance of any homunculus. These tiny humanoids (1 foot tall) have bright green eyes and tranducent skin the color of black pearl. The aryth's long tail and delicate wings seem thin almost to the point of invisibility. An aryth can polymorph into either a spider monkey or a sparrow (per the spell polymorph self). In combat. the aryth attacks with itss tail, which contains hundreds of tiny soporific stingers in its tip. Anyone struck by the tail suffers 1d4 points of damage and must make a successful saving throw vs. spell or fall asleep for 2d4 rounds.

The amazingly perceptive aryth can cast detect lie at will. In addition. it can use a protection from evil 10-foot radius spell three times per day. An aryth never willingly serves an evil master. 

Bogan

The tiny bogan has sharp, humanoid features. Its skin and four petite wings bear the mottled blue-green hue of the dragonfly, while its short, scaly tail is either bright blue or green. Its eyes - large and blue - help make this creature remarkably attractive. In fact. many mortals have met their doom after becoming infatuated with - then betrayed by - one of these beauties 

A bogan can polymorph into a garter snake and a macaw. In combat,, it either lashes on with a tail that has a knife-sharp edge along two-thirds of its length or it bites with envenomed teeth. Anyone the bogan bites must make a saving throw vs, paralyzation or shake uncontrollably for 1d4 rounds (-2 penalty to attack). Bogans themselves are immune to poison.

These cunning homunculi can cast charm person three times a day. They will talk to anyone they feel they can hurt, occasionally even allowing themselves to be bound to good wizards in the hopes of bringing about their masters downfall.

Fylgar (additional information)

Fylgars, the most attractive homunculi, have large brightly colored wings and rounded. childlike features, framed by curly hair. Their long catlike tails bear a coat of pastel, soft, feathery fur. Even in harsh conditions, they wear light, gauzy garments.

They only willingly serve Lawful masters: in fact, some have fallen deathly ill when forced to serve one of Chaotic alignment Fylgars despair over the vicious acts of the ulzaqs and attempt to send such creatures back to their home plane whenever possible.

Gretch (additional information)

The lumpy, grayish gretch hears small, pointed horns, oversized hands, and a barbed tail. Its short but powerful leathery wings, though functional, do not permit it to fly well.

These homunculi are less choosy about the alignment of their masters than the other Immortal homunculi do. Although they prefer to serve one of Neutral alignment, a gretch will become bound to the master it thinks will make the fewest demands of it. Gretches enjoy practical jokes. so any wizard who forcibly binds one too service is well advised to keep alert, lest one of the farniliar's pranks "accidentally" harms (or kills) the toaster.

Ulzaq (additional information)

By far the ugliest of the homunculi, ulzaqs possess hideous, misshapen features. scaly yellow-brown skin, and gnarled horns sprouting from their tiny heads. Their vestigial leathery wings do not permit them to fly. Ulzags perpetually cover themselves in mud and filth, as one of their main pastimes a diving into dirt, trash, and other forms of refuse.

Petty and venal creatures, ulzaqs wallow in the misery of others. Many search out weak masters. who often fall prey to their manipulation and end up doing the homunculus' sinister bidding. Ulzaqs love to torture or plague a target for weeks before causing this victim's disgrace and violent death. Ulzaqs hate fylgars as much as fylgars detect them. An ulzaq attacks this enemy on sight, taking the time to torture the fylgar, if possible: the vicious creatures is especially likely to pluck the feathers from the wings of a fylgar captive. In general, they destroy the beauty in anything they can.

Hydra

	
	Cryohydra
	Pyrohydra

	Armor Class
	5
	5

	Hit Dice
	5*-8* (1 per head) (L)
	7*-8* (1 per head) (L)

	Move
	120’(40’)
	120’(40’)

	Attacks
	5-8 bites (1 per head)
	5-8 bites (1 per head)

	Damage
	1d10 each
	1d10 each

	No. Appearing
	1(1)
	1(1)

	Save As
	F5-F8
	F7-F8

	Morale
	11
	11

	Treasure Type
	B
	B

	Intelligence
	2
	2

	Alignment
	Neutral
	Neutral

	XP Value
	300, 500, 850, or 1,250
	850 or 1,250


Monster Type: Monster (Very Rare)

Pyrohydra

These reddish hydra have 7 or 8 heads which are able to breathe a jet of fire (5' wide and 2' long) twice per day. This attack does 8 points of damage, halved if a save vs. breath weapon is made.

Terrain: Swamp

Cryohydra

Each head of this purplish-brown hydra is able to breathe a stream of frost 10 feet wide and 20 feet long which does 8 points of damage. A save vs. breath weapon is allowed for half damage.

Terrain: Swamp

Imp

	
	Bog
	Garden

	Armor Class
	7
	8

	Hit Dice
	1-1*(S)
	1*(S)

	Move
	90'(30')
	90'(30')

	Attacks
	2 claws or 1 dart
	1 bite

	Damage
	1d3/1d3 or 1d2
	1d3

	No. Appearing
	1d6 (6d10)
	1 (1)

	Save As
	F1
	F1

	Morale
	7
	8

	Treasure Type
	O (A)
	Tx10

	Intelligence
	9
	12

	Alignment
	Chaotic
	Chaotic

	XP Value
	6
	13


Monster Type: Humanoid (Very Rare)

Bog Imp

Bog imps, cousins of the wood imps, live only in the deepest swamps and fens and have adapted well to their wet surroundings. These wizened creatures have dark gnarled skin, wide mouths, and slightly protruding eyes. Their grass-like had grows from the top of their matted, greasy heads clear down the backs of their legs. A bog imp has long, dexterous fingers and can sound a cry akin to that of a puppy.

As with their woodland cousins, bog imps avoid direct combat. They hide very effectively in their natural environment, curling into small "grass-covered hummocks". They become effectively invisible to the eye (although not to infravision), but remain vulnerable to trackers that can scent them. Their camouflage causes opponents to suffer a -4 penalty to surprise rolls. When forced to attack head-on, the creatures tear at their enemies with their sharp claws (1d3 hit points of damage each), aiming for very vulnerable areas such as the nose and eyes. Normally, however, bog imps attack by luring their victims to the edge of a standing pool or fen, beside which they have laid snares. The creatures are adept with these snares; an opponent can avoid them with a successful saving throw vs. paralyzation, modified by a  -2 penalty due to the imps' skill. The creatures attempt to pull ensnared victims underwater in hopes of drowning them; chose caught in one of these snares must make a successful saving throw vs. paralyzation or lose their footing and fall into the water. where more imps wad with weighted ropes and nets to hold them under. Once underwater, victims can drown, as explained in the swimming rules. A successful Open Doors roll allows a character in the water to break away from the creatures unaided. Bog imps also enjoy firing darts from reed blowpipes at intruders. These darts cause 1d2 points of damage and are coated with a poison that causes weakness (as the spell of the same name). Victims who fail a saving throw vs. poison lose 1 point of Strength for 1d6+1 turns. Effects of the poison are cumulative.

Bog imps make their homes in caves or under hollowed logs in fetid swamps and fens. Their lairs are always near the stagnant pools of water they use with their snares - they seem less organized than wood imps and have no leaders per se. Instead, the creatures solve internal quarrels by fighting (usually attempting to drown one another) until either they reach a resolution of some sort or a more interesting activity comes along. Bog imps hate other humanoids and love to catch and kill them in their snares.

The waters surrounding the lads of a bog hop tribe often contain a great deal of treasure, the belongings of the imps' past victims.

Terrain: Swamps

Garden Imp

Garden imps, though not quite as nasty as their wood and bog relations, still can prove utterly selfish, dangerous creatures. These mottled, greenish-brown imps usually stand 2 1/2 feet tall and have pointed faces with large brown eyes and elf-like ears. Strange, lily-like flowers are often in a garden imp's soft brown hair in the spring and summer months

Garden imps, as with others of their kind, prefer to attack with guile. Each of these imps knows its particular area intimately and prepares a variety of traps, pits, and snares to which it can lead annoying visitors. One favorite trick of this monster involves leading the victim to the top of a small rise. under which the imp has hollowed out a pit. The victims must make a successfully saving throw vs. paralyzation (with a -4 penalty) or suffer 1d6 points of damage from a fall into the pile of thorny bushes the imp has placed in the pit beneath the rise.

These imps also can attack using swarms of tiny insects that obey their commands. Such swarms hive the same characteristics -is those created by the 3rd-level priest spell summon insects.  Finally, garden imps can bite opponents, inflicting 1d3 points of damage.

These solitary creatures prefer to live in bush gardens that have been either abandoned or allowed to grow somewhat wild. An imp will keep watch over any dwelling attached to its garden. It normally, treats the owners of such a home normally fairly, only bothering then, if they attempt to drive it out or change its garden.

The flowers from the hair of the garden imp can be used to create a potion of vitality.

Terrain: Settled

Incarnates

	
	Major
	Minor

	Sphere
	Thought
	Thought

	Status
	Immortal
	Immortal

	Power Points
	0
	0

	Anti-Magic
	0
	0

	Armor Class
	0
	0

	Hit Dice
	10*
	4*

	Move
	
	

	     Flying
	180'(60')/MF 5(a)
	180'(60')/MF 5(a)

	Attacks
	1
	1

	Damage
	see below
	see below

	No. Appearing
	1 (1)
	1 (1)

	Save As
	IM1
	IM1

	Morale
	10
	10

	Treasure Type
	Nil
	Nil

	Intelligence
	18
	18

	Alignment
	see below
	see below

	XP Value
	1,750
	125


Monster Type: Planar Monster (Very Rare)

Incarnates are cousins of notions. Unlike notions, incarnates embody concepts, virtues and vices instead of pure emotions. They tend to gravitate toward planar regions inhabited by beings that suit their individual alignments and temperaments. Incarnates are divided into major and minor types. The major classification holds only two: Lawful (good) incarnates and Chaotic (evil) incarnates. The 14 minor incarnates are divided loosely and equally into Lawful and Chaotic groupings. The Lawfully-aligned minor incarnates are: charity, courage, hope, loyalty, justice, temperance, and wisdom. The Chaotically-aligned minor incarnates are: anger, covetousness, envy, gluttony, lust, pride, and sloth. Incarnates, major or minor, are formed of the pure energy of the particular property involved: A Chaotic incarnate is formed of pure living evil energy, and a courage incarnate is formed of the living energy of pure courage. An incarnate is intelligent and completely invisible. If magically viewed by spell or device, it appears as a multicolored ball of light.

Incarnates are attracted to energy sources similar to their own substance. Lawful incarnates are attracted to sources of goodness, anger incarnates are attracted by the anger in an angry creature, the courageous attract courage incarnates, etc. Incarnates attack and attempt to possess a victim (called the host) in order to feed on that energy, however small such a source may be. The touch of an incarnate drains 2 points of Constitution per hit. As the host’s Constitution is drained, he suffers not only the penalties of lowered Constitution, but also feels an increasing weakness creeping over his mind and body. If the host’s Constitution reaches zero, the incarnate may take possession of the host’s body. The host is entitled to a save vs. spell at -5l; if the roll is made, the incarnate is unable to possess the host. The host’s Constitution immediately returns to normal once possession of the host has occurred or the saving throw is made. In addition, if the incarnate ceases the attack for any reason (killed, captured, driven off, etc.) before it possesses the host, the victim’s Constitution returns to normal at the rate of 2 points per turn. (Monsters without Constitution scores are assumed to have a default value of 12.) Once in possession of a host, the incarnate can use the host body as it desires. The incarnate and host can communicate through a telepathic link established after possession is made. The incarnate can control all speech, actions, and spell-casting by the host. However, not all incarnates use this control. Lawful incarnates will possess a host but rarely attempt to control or interfere with the host’s behavior; possession allows the incarnate to feed on the courage, hope, etc., of the host. As is detailed later, Lawful incarnates avoid possessing hosts who will be harmed by their presence, instead choosing those who would not only survive but also continue acting in a good manner. Chaotic incarnates are not so choosy, and they care nothing for their hosts except to get as much energy from them as possible. Incarnates gift their hosts with special powers during the time of possession. Only one incarnate of any kind can possess a host at any one time. Also, possession by any incarnate renders the host immune to possession by any other creature, such as a haunt or a wizard using a magic jar spell. Incarnates can be driven from their hosts or victims only by the appropriate spells (see later) or by the death of the host body. Attacks against those possessed by an incarnate affect only the host’s body and not the incarnate. This includes all energy draining, spell, and weapon attacks. The host is a buffer between the incarnate and an attack. However, this does not render the incarnate completely immune to all spells. Minor incarnates can be dislodged from a host by dispel evil or a limited wish spell. The spells abjure, exaction, holy word, and wish are effective against both major and minor incarnates and can be used to force an incarnate to leave the host. Once an incarnate leaves or is forced from a host, it may be attacked physically. Physical attacks require a +1 or better weapon to hit. Also, incarnates are immune to heat-, cold-, and electrical-based attacks. 

Major incarnates —Major incarnates cannot possess creatures of less than 10 HD without completely destroying them. Victims of less than 10 HD are simply incinerated by the force of the major incarnate’s pure good or evil energy. Creatures of greater than 10 HD, but of an alignment not that of the major incarnate, take damage from the possession. Damage is a base 10d8, minus 1d8 per level of difference between the incarnate and the host. Suppose a 15th-level Lawful or Neutral fighter is possessed by an Chaotic major incarnate. The fighter takes 5d8 in damage from the possession (15-10 = 5 levels difference, thus 10d8-5d8 = 5d8). If the fighter were 10th level, he would take the full 10d8 in damage; if 20th level or greater, he would take no damage from the possession. In addition, after possession has taken place and damage (if any) assessed, the host’s alignment is immediately and temporarily changed to that of the major incarnate. Major incarnates are very rare and only appear on the Prime Material plane when in possession of some creature capable of planar travel (Sages tell the story of a Lawful silver dragon who visited the Outer Planes in pursuit of an enemy. There, it was possessed by a Chaotic incarnate. After its return to the Prime Material plane, the dragon’s behavior was so despicable even red dragons could not abide its company, and it had to be captured by wizards and priests to be cleansed of its master.)

Lawful incarnates: In the Outer Planes, Lawful incarnates usually use creatures such as archons or titans (note that titans, being Immortal, cannot be possessed by force) for hosts. On the Prime Material plane, they prefer to possess only Lawful beings, such as paladins, Lawful clerics, Hsaio, and gold and silver dragons. The relationship between the Lawful incarnate and its host is synergistic—that is, the two form a whole greater than the sum of their parts. The host gains the following abilities: detect evil and protection from evil, 10’ radius (both abilities are always active); turn undead as a 5th level cleric (or at five levels higher than normal if the host is already able to turn undead); Wisdom and Strength are raised by 1 each; and Charisma is raised by 3 (to a maximum of 19). Major incarnates have none of the above abilities unless in possession of a host.

Chaotic incarnates: Chaotic incarnates make their home in the darkest and vilest regions of the planes of Entropy. They prefer to possess only the most evil of the fiends. They also enjoy possessing visitors to their plane, then returning to the host’s home plane to wreak havoc. Individuals in positions of power, regardless of their alignment, are the hosts of choice for these incarnates when they are on the Prime Material plane. Powerful personages are able to do a great deal of evil in a short period of time. In addition, the evil caused (such as a war or deforestation) may have long-lasting effects that cannot quickly be undone. As with Lawful incarnates, the relationship between the host and the incarnate generates abilities neither normally possess. The host of an Chaotic major incarnate has the following abilities: detect evil and protection from evil 10’ radius (both abilities always active); control undead a 15th-level avenger (or at five levels higher than normal if the host is already able to control undead); Wisdom is lowered by 1; Strength is raised by 2 (to a maximum of 19); and Charisma is lowered by 3 (to a minimum of 3). Major incarnates have none of the above abilities unless in possession of a host.

Minor incarnates— Hosts for minor incarnates may, depending on the incarnate, have certain ability scores increased or decrease by the possession. In such cases, any bonuses or penalties caused by the increase or decrease in an ability scores are applied immediately upon successful possession of the host by the incarnate. Bonuses caused by incarnate possession never raise an ability score above 18; likewise, a penalty never reduces it to less than 3. Unless otherwise noted, both Lawful and Chaotic minor incarnates will possess Neutrally aligned hosts. They abandon such hosts immediately upon arrival of a more appropriately aligned individual.

Lawfully-aligned minor incarnates form a symbiotic relationship with their hosts and never attempt to force a host to behave a certain way or perform a particular action. A Lawfully-aligned minor incarnate never possesses or attempts to remain in a host if the possession is detrimental to or threatens the host’s health or well-being. The following are descriptions of the Lawful minor incarnates:

Charity: Possession by a charity incarnate increases both the host’s Wisdom and Charisma by 1 point each. The host also becomes immune to greed, envy, or berserk rage, whether caused by natural or magical sources. A charity incarnate immediately leaves a host who fails to spare the life of a surrendering foe (even if such a surrender causes extreme difficulties for the host).

Courage: Possession by a courage incarnate increases the host’s Constitution and Charisma by 1 each. Also, the host becomes immune to fear of any type. Possession by a courage incarnate makes the host fearless but not stupid and reckless. The host still intellectually understands the dangers confronting him and takes appropriate actions to deal with them. Courage incarnates never possess any evil creature; should a host act in an evil manner, either freely or by magical duress, the courage incarnate departs. 

Hope: Hope incarnates are the most numerous of all the incarnates. Possession by a hope incarnate renders the host immune to despair or hopelessness, whether from natural or magical causes. Possession by this incarnate raises the host’s Charisma by 1, and the host gains a +1 on all saving throws.

Faith: These incarnates prefer paladins or Lawful clerics when on the Prime Material plane. Possession by a faith incarnate raises the host’s Wisdom by 2 and his Charisma by 1. It also raises the host’s Strength by 2 (hence the expression, “the strength of his faith”). Faith incarnates also render their hosts immune to magical alignment change..

Justice: Justice incarnates are the fewest in number of all good minor incarnates. On the

Prime Material plane, they possess only warriors (especially paladins) and clerics of Lawful alignment. Possession by a justice incarnate raises Wisdom, Intelligence, and Charisma by 1 each. Justice incarnates will not tolerate unjust actions by their hosts. Any attempt at cheating, stealing, or lack of fair play by the host causes the justice incarnate to depart immediately.

Temperance: On the Prime Material plane, these incarnates favor druids as hosts. Temperance incarnates never possess evil hosts. They do not raise or lower any ability scores, but the host gains +2 on all saving throws vs. charm, confusion, emotion, fear, spook, symbol, and taunt spells. 

Wisdom: Possession by a wisdom incarnate increases Wisdom by 1. These incarnates will not possess any evil hosts except as a last resort, and will immediately depart from an evil host at the first opportunity.

On their home planes, evil minor incarnates prefer hosts of an alignment like their own. However, on the Prime Material plane, they prefer those of an alignment opposite to their own. These incarnates do not care about their host’s well being and have a purely parasitic relationship with the host. Evil incarnates enjoy forcing hosts on the Prime Material plane to commit acts the host would normally find reprehensible and repugnant. Because he is forced to act against his will, the host’s Dexterity is lowered by 2, representing the host’s resistance to the incarnate’s control. This penalty is suffered by all hosts of evil incarnates and is in addition to any other penalties. If an incarnate kills or harms a host, it moves on remorselessly to the next. The following are descriptions of the evil minor incarnates:

Anger:. On the Prime Material plane, these incarnates prefer warriors of Lawful alignment as hosts and are particularly fond of paladins. If such a host is unavailable, they possess Lawful or Neutrally aligned animals or creatures, such as dogs, elephants, bears, lions, etc. Such incarnates are often the cause of a usually tame or timid creature suddenly raging through a marketplace and attempting to kill anything near it. Possession by anger increases Strength by 1, but decreases both Intelligence and Charisma by 2 each.

Covetousness: On the Prime Material plane, these incarnates may possess any class or creature of any alignment. They prefer strong hosts (such as dragons) capable of amassing and protecting huge hoards. A being possessed by this incarnate is often misdiagnosed as having “gold fever” or are said to have “turned into a miser.” The host has both Wisdom and Charisma reduced by 2.

Envy: These vile creatures are the least in number but most insidious of the incarnates. They use any intelligent creatures as hosts. On the Prime Material plane, they prefer demihumans who have been discriminated against (especially the short gnomes, dwarves, and halflings) as hosts. There are no obvious or overt signs that the host is possessed by this incarnate. Once possessed, the host begins a slow, devious, and underhanded campaign of rumor and backbiting against those close to him. They insinuate that others do not deserve the items or equipment they own and belittle any abilities others possess or accomplishments they have achieved. The host is perpetually jealous of others’ abilities and treasure. The envy-possessed individual secretly attempts to lose, ruin, or destroy the treasure of others (especially magical items). Possession lowers Wisdom and Charisma by 2 each.

Gluttony: On the Prime Material plane, these incarnates prefer settled individuals to adventurers, but are fond of using devil swine as hosts. If in need, they will possess any being of any alignment. Gluttony-possessed individuals are characterized by their constant overindulgence in food and drink. The overindulgence will continue regardless of the effects on the host’s health or well-being. The host is incessantly ravenous and begs, borrows, or steals food (or money to get food). Possession by gluttony reduces Wisdom and Charisma by 2. The host gains 2d4x10+40 cn per week after possession by this incarnate. The host’s Dexterity, Strength, and Constitution are reduced by 2 each for every 1,000 cn so gained.

Lust: On the Prime Material plane, these incarnates prefer chaste, Lawful humans, but they may possess any creature of any alignment. Possession by lust increases Charisma by 1 but decreases Intelligence and Wisdom by 2 each. Lust-possessed individuals know only the overwhelming desperation of unfulfilled and unfulfilling desire.

Pride: On the Prime Material plane, pride incarnates prefer human and demihuman spell-casters as hosts. The pride-possessed host is vain and haughty in the extreme and tends to treat everyone as a lowly servant. Pride-possessed individuals quickly grow angry with anyone who fails to act in a subservient manner or acknowledge the host’s exalted position and obvious superiority. Possession by pride lowers the host’s Wisdom by 1 and his Intelligence and Charisma by 2 each. 

Sloth: These incarnates have no favorite host (perhaps they are themselves too lazy to choose) and possess whatever is available. They possess any being of any alignment while on the Prime Material plane. Those possessed by a sloth incarnate become extremely lazy and slipshod in all matters. The host constantly shirks his duties and never does his fair share of the work. This can be dangerous in adventuring parties, as the possessed individual is often found asleep on guard duty and will neglect equipment and weapons. If a magic-user, the host disregards the necessity of memorizing spells. If a cleric, he neglects his meditations and prayers. The host’s Strength, Dexterity, and Wisdom are each reduced by 2.

Terrain: Any; Outer Planes

Intellect Devourer

	
	Adult*
	Ustaligor (larva)

	Armor Class
	4
	5

	Hit Dice
	6+6******(S)
	3+3**(S)

	Move
	150'(50')
	90'(30')

	Attacks
	4 claws
	1 tendril

	Damage
	1d4/1d4/1d4/1d4
	1d4+1 + see below

	No. Appearing
	1d2 (1d2)
	1d3 (1d3)

	Save As
	M6
	M3

	Morale
	11
	4

	Treasure Type
	D
	Lx1d10

	Intelligence
	11
	not ratable

	Alignment
	Chaotic
	Chaotic

	XP Value
	2,150
	100


Monster Type: Planar Monster (adult: Very Rare, ustaligor: Rare)

Originating in the Dimension of Nightmares, an intellect devourer looks like a large human brain standing on four legs. The "brain" has a crusty protective covering. The legs are bony and double-jointed. Each appendage ends in a foot with three great, stubby talons. Intellect devourers can only be hit by weapons of +3 or greater enchantment. Even then, the weapons do only one point of damage per attack. Furthermore, these creatures can strike back with all four of their clawed legs simultaneously if they wish. To do this, they spring on their opponent and rake. However, the primary offensive of an intellect devourer is psionics. They hunt for psionic creatures and characters using a special version of psionic sense (60' range, no cost). If they locate a potential victim, they proceed to stalk him, waiting until they can attack with surprise. This attack is doubly potent if they can attack with split personality. With that power in action, the intellect devourer can rake a victim with its claws at the same time it attacks psionically. The intellect devourer's most gruesome attack occurs just after it has killed a victim. Using reduction, an intellect devourer can enter a dead body. Then it will proceed to either devour the victim's brain, or control his body (using a special form of domination). In this fashion, the creature can seek opportunities to attack and devour other creature's brains.

	Psionic Summary:

	Level
	Dis/Sci/Dev
	Attack/Defense
	Score
	PSPs

	6
	4/4/15
	EW, II/M-, TS, +1
	=Int
	200

	

	Intellect devourers always have the following powers:

	  Telepathy: Aversion, Contact, Domination (even on dead, intact minds), Ego Whip, ESP, Id Insinuation, Mindlink, Telempathic Projection

	  Metapsionics: Psionic Sense (60' range, no cost), Psychic Drain, Split Personality

	  Psychometabolism: Body Equilibrum, Chameleon Power, Chemical Stimulation, Energy Containment1, Expansion, Reduction, Ectoplasmic Form

	  Psychoportation: Astral Projection

	  1An intellect devourer's energy containment is always "on" - without penalty or maintenance cost. Furthermore, even if the check ails against an attack, only one point of damage will be taken per die. The only exceptions are death spell, which has a 25% chance of success; power word kill, which will slay the creature; and protection from evil, which will keep it at bay.


Intellect devourers dwell deep the ground or in dark and dismal lairs in the wilderness. They rarely protect their young, and may even devour them. This race is so solitary that even the young ustaligor rarely stay together. However, occasionally two intellect devourers or up to three ustaligor may be found together. Adult intellect devourers are favored pets of mind flayers. They serve as watch dogs.

Ustaligor: Ustaligor are the larval forms of intellect devourers. Like their parents, they look like brains with four legs. However, they are much smaller, and their bodies are soft and moist. They lack the hard covering they will eventually gain as adults. Ustaligor also have a 3' tendril that is very flexible and agile. Unlike their parents, they have coral-like legs with no feet, so they travel slowly. Even so, they can jump and dart with amazing agility (hence their AC). Ustaligor can attack by striking an opponent with their tendril while performing their own version of chemical stimulation. They never fail when using this power and expend only 1 PSP per attack. Moreover, the acid is so caustic that the victim must save vs. poison or suffer additional damage next round (1d4+1). Of course, this is not a highly effective form of attack, and the ustaligor prefer to use either id insinuation or its advanced telempathic projection power. Using the latter, it can force its victim into one of five states of mind: hate for associates, distrust of associates, fear of fungi, loathing of area, or uncertainty. These projected emotions cause attack, bickering, desertion, or dithering, accordingly. Note that adult intellect devourers lose this enhanced power, and can only use normal telempathic projection. Though they are psionically endowed, ustaligors appear to have no intelligence as defined by humans. Thus, attacks that affect minds (psionically or magically) do not function on them, with the exception of psionic blast. Due to an unusual fungal growth, they are immune to fungal attacks and any attack that affects an aura. Finally, ustaligor use their energy containment power to protect themselves from spells and other applicable forms of attack. An ustaligor does not have the adult form's advanced energy containment ability. All ustaligor are attracted to gems. No one knows why for sure, but it is suspected that ustaligor use the gems for energy containment. These creatures will attack a being whose carrying gems before they attack any others

	Psionic Summary:

	Level
	Dis/Sci/Dev
	Attack/Defense
	Score
	PSPs

	2
	2/1/7
	II/M-
	10
	150

	

	Only has:

	  Telepathy: Aversion, Contact,  Id Insinuation, Telempathic Projection (see above)

	  Psychometabolism: Chemical Stimulation (see above), Energy Containment, Ectoplasmic Form, Body Equilibrium


Ustaligor are so moist that fungi usually grow on them. It's a symbiotic relationship; the fungi prevents the ustaligor from drying out, and also masks the creature's psionic aura. Thus, no power that affects an aura will work against an ustaligor covered with fungi. Cerebral parasites cannot penetrate this layer of protection, either. No one knows when or how the ustaligor become intellect devourers, but it no doubt has to do with minds and psionics. Sages theorize fungi also plays a role. Mind flayers view ustaligor as culinary delights. If they survive the encounter, adventurers view the as treasure troves; as noted above, ustaligor like to collect gems.

Terrain: Subterranean

Iron Cobra

	
	Normal
	Giant

	Armor Class
	0
	-2

	Hit Dice
	1*(S)
	5**(L)

	Move
	120'(40')
	90(30')

	Attacks
	1 bite
	1 bite

	Damage
	1d3 + see below
	1d8 + see below

	No. Appearing
	1-6 (1-6)
	1 (1)

	Save As
	F1
	F3

	Morale
	12
	12

	Treasure Type
	see below
	see below

	Intelligence
	0
	0

	Alignment
	Neutral
	Neutral

	XP Value
	6
	425


Monster Type: Construct (Very Rare)

These lesser constructs are made in the form of a cobra made of iron. The body of the iron cobra is divided into segments. The largest segment is about 3" long, and just behind the head. The remaining segments taper in size closer to the tail. The creature's body color is determined by the wizard who creats it, and often closely resembles a deadly poisonous snake such as a cobra or copperhead. They are often used as trackers, being able to track prey with a 80% chance of success. They also have the capability of hiding in shadows with a 50% chance of success. While they exhibit some signs of life, iron cobras are merely cunningly designed magical constructs. Rare and expensive materials, powerful spells, and secret crafting techniques are required to build them, with different combinations of these creating iron cobras with different capabilities, Still, many components are held in common by all such devices: mithril, adamantite, or meteoritic iron; a vial of oil of slipperiness; and many gemstones crafted into gears and bits of machinery. The cost of constructing even the smallest of these automatons is 2,000 gp. Iron cobras can be commanded in many ways, the means being decided upon during creation. While most iron cobras obey voice commands, some respond only to coded messages, hand signals, nonverbal sounds (such as musical instruments) or other exotic or long-range modes of communications. The commands themselves can be of any sort the creator desires, from such simple things as “attack,” to complicated orders such as “attack, targeting spell-casters first, followed by elves, then by all others.” Whatever the commands, they must be selected at the time of the cobra’s creation; it will answer to no commands not built into it after that. Whatever the commands and command method decided upon, they must be individually programmed into each iron cobra created. Thus the creator could use similar but subtly different commands for each of his constructs, so that determining the commands for one might not help an attacker use them against others. This would also allow the controller greater subtlety in issuing commands. Many iron cobras are created with a built-in “fail-safe” command that comes into effect if the cobra spends a considerable length of time without receiving orders. Typical fail-safes include commands to return to the cobra’s creator, to its owner, or to a specific place after a period of time has elapsed (up to one year). Iron cobras designed to be left alone for unlimited periods of time, such as guardians of a tomb, sometimes use other fail-safes, such as commands to slay all intruders, to prevent the theft of the treasures in the lair, or to hide and await further instructions. Every iron cobra can detect a single specific property by spreading its hood and orienting it on that quality. Typical properties detected for are covered by existing divination spells (e.g. evil, magic, undead, invisibility, etc.); the ranges and areas of effects are as if those spells were cast by a 12th-level magic-user, with the divinatory ability being usable as many times each day as desired. Other divinatory properties can be used, but the mage must have cast on the near-completed construction a spell designed by him for this purpose (for example: a spell that detects those who worship a particular Immortal, for one who plans to use his iron cobra against the worshipers of an opposed deity). Construction of the iron cobra will require specific materials that must be varied according to the detection spell bestowed on the serpent (e.g., an iron cobra designed to detect poison would include eyes glazed with celadon, purported to locate such substances, while one designed to detect magic might replace those eyes with eyes of magic-sensing star sapphires). While an iron cobra is almost infallible at detecting the property for which it was constructed, it cannot serve every purpose. Thus, owners of more than one iron cobra often have them constructed to detect different properties such as evil, magic, and poison, in hopes that intruders and victims will be revealed by at least one of these traits. Without its outspread hood, an iron cobra is incapable of sensing anything beyond that which is mundanely presented to it by way of sight, sound, or touch (unlike a real snake, it has no sense of taste or smell). The hood has the same armor class as the rest of the cobra, but attacks specifically aimed at the hood can damage it without destroying the cobra itself. The hood has the equivalent of one-fifth of the cobra’s normal hit points (never less than one point), but these points are in addition to those listed for the iron cobra and are not calculated into its hit-point total for purposes of destroying the machine or for experience-point calculations.

The normal construction of an iron cobra is such that it obviously appears to be a machine. If its creator adds 10% to its cost and construction time, the cobra can be made to have some other outward appearance, the most common of these being the appearance of an actual cobra (or other type of snake, if the hood and its detection abilities are eliminated). Most iron cobras are of the small (3') and inexpensive sort, but some are giants as large as six times standard size. The cost of manufacturing huge cobras is considerably more than six times that needed to make normal iron cobras, running as high as 50,000 gp depending on what “special features” are included. Some mages would spend those thousands on having many normal iron cobras, but some consider it a fair price for a huge serpent’s capabilities and its effect on enemy morale. 

An iron cobra has no mind, so spells which affect the mind (charm monster, sleep, hold monster, etc.) do not effect it. Furthermore, webs (natural or magical) do not stick to the metal from which these beings are constructed. The giant iron cobra is identical in all ways with the smaller version of the same monster except as shown in the statistics and in other notes here. Both are unaffected by spells such as snake charm. Although some think that cold or lightning spells should have a special effect on them, they are insulated so that they suffer no more than any living creature caught in one of these spells. Thus, an ice storm cast on one would still do damage, but it would have no extra effects due to the nature of the target. As iron cobras are made of exotic and strong metals, laced together by powerful enchantments, normal weapons used against them do only half damage on a hit. In the case of giant iron cobras, the metals used are as much as six times as thick, and the enchantments similarly stronger. Because of this, the giant iron cobra’s skin is much tougher than that of the small version and a nonmagical weapon (which will do the giant cobra no harm) has a possibility of breaking against it. If the attacker misses with a roll high enough to have hit armor class 9, his weapon has struck the snake’s skin and, if it fails a damage check on 1d4, it will shatter. Additionally, for every bonus point of damage done due to the attacker’s strength, the check for the weapon will be at -1 worse because such forceful blows are more likely to break the weapon. 

Just as the iron cobra can have any sort of detection spell centered on its hood, it also can be equipped with any type of poison in its fangs. Poison can be changed by the controller of the cobra whenever desired by merely draining out the old poison and replacing it with a new one. Typical toxins include those that cause damage or death, those causing special effects such as paralysis, sleep, or various discomforts (disease, allergies, rashes, etc), and other, more exotic, substances that can incapacitate or cause insanity in victims. Whatever the substance injected into the victim on a successful hit, an iron cobra is equipped with only 3-8 (1d6 +2) doses of it, and they cannot withhold poison at will; whenever they bite, if they still contain poison, it will be delivered into their victim. While giant iron cobras would appear to have capacity for more poison than normal ones, they still carry only 3-8 doses of their poison, but have larger and more potent doses. Thus, if the same poison is used by both small and giant iron cobras, that of the larger mechanism is 10% more effective (save vs. poison at -2 beyond any adjustments vs. the poison of the smaller machine).

While iron cobras are usually given instructions that preclude the need for return communication (‘kill all intruders”), some mages consider it useful to allow their charges to communicate information as well as perform other tasks. The most common method of doing this is to program certain movements of the cobra’s body to correspond to specific reports it is likely to make. If this is done, a reporting iron cobra will look very much like a live snake as it sways its body and bobs its head to convey a message to its master. Although they are not normally constructed for it, iron cobras can also be built that have the capacity for rudimentary speech. Without lungs, lips, and other sound-generating devices, they can be made to “speak” by rasping together some of the gears in their mouths and the plates on their backs or hoods in code (so a short mouth rasp might mean “intruders have been detected,” while a repeated scraping sound might mean something as mundane as “tea is being served in the library”). In no case can an untrained person interpret these noises or movements,

Most of the iron cobra’s components are reduced to useless scrap if it is destroyed, making its resale value after destruction less than 10% of its intact value, but some substances within it retain their use if separated quickly from the rest to prevent contamination. These include the oil of slipperiness lubricating its gears, which remains viable for 1-4 hours after being removed from the cobra; and its poison, which maintains its full effects for 1-4 turns after removal. 

Terrain: Any

Jellyfish, Giant

	Armor Class
	Marauder
	Death's Head
	Galley

	Hit Dice
	4*(L)
	6*(L)
	5*(L)

	Move
	
	
	

	     Swimming
	10'(3')
	30'(10')
	120'(40')

	Attacks
	40 arms (1d4/target)
	24 arms (1d4/target)
	16 arms (1d4/target)

	Damage
	1d10/arm
	1d12/arm
	1d8/arm

	No. Appearing
	1d10 (0)
	1d4 (0)
	1d6 (0)

	Save As
	F2
	F3
	F3

	Morale
	6
	6
	6

	Treasure Type
	Nil
	U
	Nil

	Intelligence
	0
	0
	0

	Alignment
	Neutral
	Neutral
	Neutral

	XP Value
	125
	500
	300


Monster Type: Animal, Giant (Very Rare)

Each variety of these huge, nearly transparent creatures possesses stinging tentacles up to 100 feet long. The tentacles look like weeds hanging down in the water, but these giant jellyfish can manipulate their tentacles to attack prey. Giant jellyfish stay afloat by storing air in one or more large bidders, which make up the majority of their bodies. They float on or near the surface of the ocean.

Marauder

The marauder measures 10 feet across and has 40 tentacles. Its body is almost transparent, making it nearly undetectable (-5 to opponents' surprise rolls). The marauder can use only 1d4 tentacles against each opponent, but it can engage up to 10 at once. Each tentacle causes 1d10 points of damage. The creature stung must make a saving throw vs. paralysis or be paralyzed for 1d10 rounds. Paralyzed opponents are automatically hit by 1d4 tentacles each round the paralyzation remains in effect. The marauder draws its paralyzed victim toward its mouth and can devour all flesh from a man-sized morsel in 3d4 turns. A tentacle can be severed with a single point of cutting damage, but only hits scored on the creature's body count toward its hit point total. Tentacles regenerate in several days.

Death's Head

The death's head takes its name from a pattern on its body that resembles a skull. The jellyfish measures 14 feet across and has A tentacles. Its body is midnight blue, and the characteristic death's head mark ranges from yellow to fluorescent green. This aggressive jellyfish initiates attacks. It can bring 1d6 tentacles to bear against an opponent, with each tentacle inflicting 1d12 points of damage. The sting is fatal; any creature stung by a tentacle must make a saving throw vs. poison or die. A successful saving throw means the opponent makes all rolls at a -4 penalty for 1d3 turns; penalties are not cumulative for subsequent hits. This jellyfish can engage four foes at once. Many sailors harbor a superstitious fear toward the death's head. If they spot one at night, they consider it a sign that someone is going to die.

Galley

So named because it is both a fast swimmer and a deadly surface combatant, this multicolored jellyfish measures 12 feet long and is shaped like a flattened oval. It uses the optical sensory organs on its body and its tentacles to detect prey. The galley has 16 tentacles. It can aim four tentacles at a single opponent, and can attack up to four targets at once. Each tentacle inflicts 1d8 points of damage. The galley's deadliness stems from its poison delivery. Using its sensory organs, this creature can sense the presence of a foe on the surface; using specialized, tubelike tentacles, it shoots a stream of venom up to 20 feet away (requiring an attack roll). A creature struck by the stream must make a successful saving throw vs. paralysis or be paralyzed for 2d4 rounds. Paralyzed opponents are hit automatically by any tentacle attacks. A venom attack roll 4 higher than the number needed to hit means the venom has struck the opponent's eyes. In this case, the opponent is blinded for 3d4 rounds and must make a successful saving throw to avoid paralysis. Galleys instinctively follow ships and often attack objects or creatures tossed overboard.

Terrain: Ocean

Jermlaine

	Armor Class
	7

	Hit Dice
	1d4 hp(S), elders 1d4*(S)

	Move
	150’(50’)

	Attacks
	1 dart or 1 pike

	Damage
	1d2 or 1d4

	No. Appearing
	12d4 (12d4)

	Save As
	F4

	Morale
	7

	Treasure Type
	C, L, O, Sx5 (L, Px2, Sx3 per 10 individuals)

	Intelligence
	9

	Alignment
	Chaotic

	XP Value
	5 or 6


Monster Type: Humanoid (Rare)

Jermlaine are a diminutive humanoid race that dwells in tunnels and ambushes hapless adventurers. They are known by a variety of names such as jinxkin or bane-midges. Jermlaine appear to be tiny humans dressed in baggy clothing and leather helmets. In fact the “clothing” is their own saggy skin and pointed heads. The limbs are knottily muscled. The fingernails and toenails are thick and filthy, although the fingers and toes are very nimble. Their gray-brown, warty hide blends in with natural earth and stone. When they wear rags or scraps as clothing, such items are also camouflage colored. They speak in high-pitched squeaks and twitters. This speech may be mistaken for the sounds of a bat or rat. They can also converse with all sorts of rats, both normal and monstrous. Each jermlaine has a 10% chance to understand common, dwarvish, gnomish, goblin, or orc (roll separately for each language).

Jermlaine are cowards who have made an art of the ambush. They only attack when they feel there is no serious opposition. They prefer to attack injured, ill, or sleeping victims. They avoid directly confronting strong, alert parties, although they may try to injure them out of sheer maliciousness. Jermlaine possess weak eyes and infravision that only extends for 30 yards, but their keen smell and hearing enable them to detect even invisible creatures 50% of the time. Jermlaine move silently and quickly, with a scuttling gait (this stealth causes opponents to suffer a -5 penalty to their surprise rolls). They are 75% undetectable, even if listened or watched for, unless the jermlaine purposefully reveal their presence. Jermlaine typically arm themselves with needle-sharp darts; they can hurl these 120 yards for 1-2 points of damage. They also carry a miniature pike; these 1-foot-long sticks with sharp tips inflict 1d4 points of damage. If the jermlaines are out to capture a victim, they are also armed with blackjacks. The jermlaines' favorite tactic is capturing victims with nets or pits. In little-used passages the creatures prepare pits covered by camouflaged doors or string nets overhead. In more-traveled passages, the jermlaine stretch trip cords. When a victim falls afoul of a trap, the jermlaine swarm over him. Some pummel him with blackjacks while others tie him with ropes and cords. Such beatings have a cumulative 2% chance per blow of causing the victim to lapse into unconsciousness. If a victim is wearing splint, banded, or plate mail, these pummeling attacks are ineffective. Knowing this, the jermlaine attack well-armored victims with acid or flaming oil missiles. Slain victims and 5% of subdued victims are later devoured by the jermlaine and their rats. Most captives are robbed, stripped, shaved totally hairless, and left trussed in a passageway. If an unsuspecting victim pauses near a lurking band of jermlaine, they dart out and cut straps, belts, packs, and pouches. Each jermlaine in the band makes one such attack before fleeing back into the shadows. Such attacks are usually not noticed till 1d12 turns later, when the slashed items begin to fall apart. They also try to steal, damage, or befoul victims' possessions. When encountered, 25% of jermlaine are accompanied by 1d6 rats and 50% are accompanied by 1d6 giant rats (only one type of rat per group of jermlaine). Groups of 35 or more jermlaine are accompanied by an elder -- a very old jermlaine with the magical ability to drain the magic from most magical items if he can handle such an object for 1d4 rounds. Artifacts  are immune to such attacks. Due to their diminutive size, Jermlaine escape all damage from attacks that normally do half damage if the saving throw is successful. 

Jermlaine are extremely distant relatives of the gnomes. Their deeply rooted sense of inferiority at their own diminutive size has become a malicious need to humiliate normal-sized humanoids. They make a good living preying on hapless adventurers, who provide riches, sadistic amusement, and an occasional meal. Jermlaine acquire a wide variety of treasure, although such items tend to be small objects. The jermlaine life span is one third that of humans. Reproduction is identical to other humanoids, although cross breeding is impossible. Jermlaine females give birth to one or two babies at a time. Most (75%) of the offspring are male, although the dangers of their hostile life reduces the male numerical superiority to an even male-female mix among the adults. Jermlaine society is divided among clans whose members are united by blood. Each clan consists of 4d4 families. The clan chief is normally the strongest or most clever of the elders. The chief both instructs the young jermlaine in the art of the ambush and leads important attacks (albeit from a secure location in the rear). The families center around the mothers, as the fathers may be unknown, off hunting, or dead. If a female jermlaine has dependent children, she normally concentrates on raising such children rather than participating in attacks. As the children mature, she and the clan chief take the young on practice attacks on potential victims and participate in the humiliation of captives. Jermlaine lairs are cunningly hidden and physically impassable by most humanoids, as they are usually a series of small chambers and tunnels scaled to their tiny occupants. The typical jermlaine lair is a filthy cave or burrow a short distance from a larger cavern complex. The only areas that can be easily reached by a human-sized being are the areas in which living captives are held and dead victims butchered for food. Access past this area is controlled by small, one-foot-high corridors or thin, normally impassable cracks in the rock walls. The corridors lead directly to living areas and communal chambers. The living areas are furnished with crude furniture and items scavenged from past victims. Each jermlaine family has a personal section that half resembles a nest, half a junk yard. Treasures are concealed throughout the lair. Each family maintains a series of small, personal caches, while the communal hoard is hidden in a series of small chambers at the end of cunningly concealed crawl ways. No one larger than a jermlaine can reach such treasure chambers.

Jermlaine get along well with rats of all types. They can speak all rat-related languages. They are 75% likely to be accompanied by rats and 50% likely to share their lair with rats. This cohabitation extends to all forms of mutual cooperation and defense. There is a 10% chance that the jermlaine colony has a mutual cooperation pact with osquips rather than normal rats. The diet is an omnivorous mixture of insects, fresh meat, carrion, fungi, and molds. Humanoids are a delicacy reserved for special occasions. Lizards form the bulk of the meat intake. Jermlaine cherish foods from the surface, even the hardtack and iron rations carried by adventurers. If the jermlaine can identify which of the adventurers' bags carry food, these are stolen as enthusiastically as the treasure pouches. Jermlaine have a fondness for rarities such as sugar, candy, and preserved fruits. Such items can be used to entice the normally malevolent jermlaine to leave an adventurer alone, at least temporarily.

Jermlaine are opportunistic brigands who prey on unwary travelers in the subterranean regions. They are well aware of any such travelers, including a party's size, composition, and general condition. Jermlaine may be persuaded, for a suitable fee, to share such knowledge with adventurers. Jermlaine may deal with “giants” (any race bigger than they are) if they are bribed or given access to a plentiful flow of victims or riches. They never ally themselves with Lawful-aligned adventurers, although they may, in a moment of craftiness, pretend to enter such an alliance. Regardless of their spoken intentions, 75% of jermlaine eventually either lie to or turn against their larger “allies”. They may make their lairs near the established territories of such races as trolls or troglodytes. Although they are careful to avoid direct conflict with such beings, the jermlaine happily prey on the victims of their neighbors, as well as scavenging the scenes of their neighbors' battles. Jermlaine may act as watchmen for their neighbors, provided suitable terms can be agreed upon.

They unintentionally act as garbagemen, cleaning the subterranean regions. Dead animals may be used as food or supplies, while dead humanoids are taken away to be searched for valuables or used as food. Because of this, adventurers seeking the remains of a slain companion may seek out the local jermlaines since they may be aware of where the remains are located.

Terain: Caverns

Jorri

	Armor Class
	5

	Hit Dice
	2+1(S)

	Move
	90' (30')

	     Swimming
	180' (60')

	Attacks
	2 claws x 2/1 bite

	Damage
	1d2/1d2/1d2/1d2/1d3

	No. Appearing
	0 (1d4+1)

	Save As
	F2

	Morale
	6

	Treasure Type
	(Q)

	Intelligence
	9

	Alignment
	Neutral

	XP Value
	25


Monster Type: Monster (Rare)

Resembling nothing so much as otters, these creatures can be found in the seas and along the shoreline of the Savage Coast. They can also be a great source of information to those who treat them well and are often quite helpful a crisis. Jorries are small, ranging from two to four feet in length, with stubby legs for such long bodies. The two rear legs end in large feet with long, webbed toes that can spread wide for stronger paddling. A jorri's crescent-shaped tail and back feet work together in single thrusts to move the jorri through the water quickly. The front claws of a jorri are long and sharp, perfect for prying food out of shells or defending itself. Short, oily fur covers the entire body of the jorri, appearing dark gray with black spots. Jorries have bristly, white whiskers for feeling their way through dark places. This fairly intelligent creature can speak a broken version of Slag. Its vocabulary contains many nautical terms and colorful expressions, indicating an obvious verbal rapport between jorries and sailors.

Jorries hardly ever (10%) acquire Legacies. However, if a jorri does acquire a Legacy, it will require cinnabryl to fight off the effects. Most simply become afflicted rather than constantly seek this magical metal.

Jorries would rather avoid combat, but they will fight if threatened, sometimes even coming to the aid of others. When attacking, a jorrie will charge in with a fierce bite and a scrabbling attack of claws, each front claw getting two attacks. If the bite is successful, the jorri locks its jaws and cannot be dislodged without a successful open doors roll (assuming the creature can get its hands on the jorri's jaws).The bite does no further damage, but it does negate any AC adjustment for Dexterity. The jorri simply rides along and continues to tear at its opponent with its front claws. Jorries are smart enough to recognize vulnerable areas, and they try to attack spots their opponents might not be able to reach easily (such as the underbelly of a horse). 

Jorries live and travel in family groups. A jorri couple might have up to three young each year for several years. They make a den along the seashore, padding it with dried rushes or flat grasses. Jorries tend to feed on small fish and mollusks. Borrowing a tactic from their distant cousin, the otter, many jorries also use rocks for cracking the shells of more well-protected food. Jorries are often seen riding waves or sunning themselves on the beach. They love stormy weather, playing out where the water is roughest and along reefs where turbulence makes their diving more exciting. The pleasure they take from such weather does not blind them to its danger for others, however. Jorries will try to warn any ships they see approaching dangerous water; if they can, they will rescue swimmers in trouble or victims of shipwrecks. Some jorries can see through the subterfuge of the sea hermit and will warn potential victims. Though not often, jorries might ask a small service from someone they have saved.

Jorries are beneficial to the sea life surrounding the Savage Coast. They assist those in trouble and feed on creatures in plentiful supply. The jorri population is kept down by echyans and a few other large sea predators. Jorries have beautiful pelts, but hunting them is thought to be in very bad taste; sailors actively defend jorries against any hunters
Terrain: Ocean (Coastal) along the Savage Coast

Juhrion

	Armor Class
	5

	Hit Dice
	5+5(L)

	Move
	120' (40')

	Attacks
	2 claws/1 bite

	Damage
	1d8/1d8/2d6

	No. Appearing
	1 (1d4)

	Save As
	F3

	Morale
	8

	Treasure Type
	S, Tx2

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	225


Monster Type: Monster (Rare)

These huge, bearlike creatures are completely hairless, covered with a tough, reddish, leathery skin. They are usually found along the Savage Coast. They possess large teeth and short, harpoon-shaped claws. The juhrion normally travels about on all four feet, but it can rise up on its hind legs if it so desires. A juhrion's powerful growls and roars are very raspy and dry, rarely to be mistaken for those of another creature. Juhrions do not acquire Legacies, but are affected by the detrimental effects of the Red Curse

A juhrion will attack when defending its hunting area or hunting for food. Though they move rather quietly for creatures of their bulk, the juhrion disregards further attempts at stealth and charges in to attack when a potential victim is in sight and is less than 10 yards away. Its movement rate increases from 40' to 60' for the short periods of fighting, allowing it to close the final distance quickly and possibly still surprise its victim. These creatures attack with both claws and a bite, all three of which do considerable damage. The juhrion's claw attack also has a 50% chance of infecting the victim with vermilia (see the "Parasite" entry). They also employ a mauling attack, pinning another creature under its immense bulk while continuing to slash and bite. While the juhrion is using this attack, the victim no longer gets an AC bonus for Dexterity and cannot wield anything larger than a dagger against it. All spells are fouled, but Legacies function normally if movement is not required. The maul attack occurs if the juhrion successfully hits with both claws in a single round. To escape a mauling attack, the victim must make a successful open doors roll.

Juhrions can roam an area as large as 10 square miles when hunting is sparse, but they do not usually range more than a few miles from their den. Juhrions will eat roots and berries, but only in times of dire need. They prefer rodents, cinnavixens, and voats. When possible, they seek out caves to live in, but they can make do with a hollowed out bed in a thicket. After its second year, a juhrion takes a mate; usually the male joins the female on her hunting grounds. They produce one or two young per season, always in the spring, keeping the cubs with them for one year. During the second year, the young are turned out to find their own hunting grounds. 

Juhrions are hunted by some humanoids for their skin, which makes a fine leather. The blood of a juhrion can also be made into a potion that will heal the effects of vermilia. Cardinal ticks plague the juhrion like so many other animals. Juhrions often develop a symbiotic relationship with the Saragón Lyra bird, possibly the only creature that can safely approach the huge beasts. Juhrions are immune to vermilia, but their claw attacks often infect other creatures with this deadly bacteria.

Terrain: Any

Kaolinth

This marine species of hobgoblin is identical to the land dwelling variety except as given below. 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 120’(40’) 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.

Terrain: Ocean

Kenku

	Armor Class
	5

	Hit Dice
	2, 3**, 4***, or 5****(M)

	Move
	60'(20')

	     Flying
	180'(60')/MF 1/3(b)

	Attacks
	2 claws/1 bite or 1 weapon

	Damage
	1d4/1d4/1d6 or by weapon

	No. Appearing
	0(2d4)

	Save As
	F2-F5

	Morale
	8

	Treasure Type
	F

	Intelligence
	9

	Alignment
	Neutral

	XP Value
	20, 65, 225, or 675


Monster Type: Construct (Very Rare)

Kenku are bipedal, humanoid birds that use their powers to annoy and inconvenience the human and demihuman races. The typical kenku resembles a humanoid hawk wearing human clothing. Kenku have both arms and wings. The wings are usually folded across the back and may be mistaken at a distance for a large backpack. Height ranges from 5 to 7 feet. The feathers are predominantly brown with white underfeathers and face markings. The eyes are a brilliant yellow. All kenku have the skills of 4th-level thieves. They are expert fighters and usually attack with a scimitar or quarterstaff. If unarmed, they attack with either pair of claws (two attacks for 1d4 points of damage apiece) and their beak (1d6 points of damage). If they are on foot, they use the hand claws. If in flight, the foot claws are used. They do not usually kill unless their own lives are threatened by the survival of their foe. All kenku have well-developed disguise skills. They have a 50% chance of passing for human, although their disguises often have telltale large noses. A 3-Hit Die kenku has one 1st-level magic-user spell, usually magic missile. Once each 30 days, they can shapechange and retain that shape for up to seven days. A 4-Hit Die kenku has an extra 1st-level spell, often shocking grasp. They gain the innate ability to become invisible with no limitation on duration or frequency of use. A 5-Hit Dice kenku leader gains an additional 2nd-level magic-user spell, usually mirror image or web, and the innate ability to call lightning.

Kenku are a secretive race that lives among the human and demihuman races without the bulk of the population ever being aware of their presence. If a group of kenku is encountered, the group's size determines its composition. A group of five or fewer contains two 2-Hit Dice and three 3-Hit Dice kenku. A group of six or seven has a leader with 4 Hit Dice, three kenku with 3 Hit Dice, and the rest have 2 Hit Dice. A group of eight kenku adds a supreme leader of 5 Hit Dice. Kenku do not speak; although they may give out bird-like squawks, these are gibberish. Kenku apparently communicate with each other telepathically. They are adept at symbols, sign language, and pantomime. Kenku may appear to be friendly, helpful, and even generous. They freely give treasure to humans and demihumans, but it is rarely genuine and crumbles into dust within a day. They may offer nonverbal advice to humanoids, but this is carefully designed to mislead. It may actually lead the party into dangers and difficulties they might otherwise have avoided. As a rule of thumb, kenku have only a 5% chance of actually helping people. The actual structure of kenku society is elusive. The kenku themselves either refuse to comment or lie. Those kenku lairs that have been encountered tend to be small underground chambers or cave complexes. It is believed that large caverns deep underground may hold sizeable kenku communities, including individuals of 6 Hit Dice or more and with greater magical powers. Kenku reproduction is similar to that of large birds. The female lays a clutch of two to four eggs that hatch after 60 days. New hatchlings are featherless, helpless, and have 1 hit point each. Hatchlings grow swiftly and gain 1 hit point each month. Within six to eight months they have adult feathers and are able to function independently as 1-Hit Die kenku. At this point they can begin to learn to use the skills they need as adults (thieving, fighting, disguise). If a hatchling is captured, it either lacks this training or has whatever minimal skills it acquired before capture. Younger kenku (3 Hit Dice or less) are reckless and prone to audacious plans. They have been known to pass themselves off as gods and collect the worshipers' offerings. Older kenku are more reserved and cunning, preferring to kidnap wealthy humans and demihumans as a source of revenue.

Domestically raised kenku are prized as servants. Kenku eggs are commonly sold for 250 gp, hatchlings for 300-500 gp. However, this is a form of slave trade, with all the attendant complications. If a kenku discovers captive kenku, it will attempt to secretly rescue the captive and, if possible, kidnap the slave trader or owner. They will avenge slain kenku.

Terrain: Any
Ki-Rin

	
	Ki-Rin
	T’uen-Rin

	Sphere
	Energy
	Energy

	Status
	Exalted
	Exalted

	Power Points
	0
	100

	Anti-magic
	90%
	90%

	Armor Class
	-5
	-8

	Hit Dice
	12*************(L)
	20*************(L)

	Move
	240’(80’)
	240’(80’)

	     Flying
	480’(160’)/MF 3(a)
	480’(160’)/MF 1/2(a)

	Attacks
	2 hooves or 1 horn
	2 hooves/1 horn

	Damage
	2d4/2d4 or 3d6
	1d10/1d10/2d10

	No. Appearing
	1(1)
	1(1)

	Save As
	M12
	IM1

	Morale
	11
	11

	Treasure Type
	I, N, O
	I, H

	Intelligence
	19
	20

	Alignment
	Lawful
	Lawful

	XP Value
	12,625
	32,675


Monster Type: Planar Monster (Very Rare)

Psionic Summary (both types):

	Level
	Dis/Sci/Dev
	Attack/Defense
	Score
	PSPs

	9
	4/5/18
	All/All
	=Int
	200

	

	Type: Control of the nonliving, travel, mind reading

	Psychokinesis: Create Object*, Control Flames, Control Wind

	Psychometabolism: Body Equilibrium, Ectoplasmic Form, Shadow Form*

	Psychoportation: Banishment, Probability Travel*

	Telepathy: ESP*, False Sensory Input*, Mindlink*

	*All ki-rin have these powers


Created by Razud, the ki-rin is a noble creature that roams the sky in search of good deeds to reward or malefactors to punish. The ki-rin's coat is covered with luminous golden scales like a sunrise on a clear morning. The thick mane and tail are a darker gold. The horn and hooves are gold tinged with pink. The eyes are a deep violet. The ki-rin has a melodious voice. Ki-rin speak their own language. Since they are telepathic, they are able to mentally or verbally converse with virtually any living thing.

The ki-rin can physically attack with its powerful hooves or a unicorn-like horn that gains a +3 bonus to its attack roll and inflicts 3d6 points of damage. They can employ spells as if they were 21th-level magic-users (choose spells randomly). The ki-rin's telepathy enables them to read conscious thoughts and are thus nearly impossible to surprise. The ki-rin also possess a variety of magical powers that can each be used once each day. They can create nutritious food and beverages for 2d12 people, as well as 32 cubic feet of soft goods or 18 cubic feet of wooden items. These are permanent creations. The ki-rin can create metal items with a total weight of up to 2,000 gp weight, but such items have very short life spans. In general, the harder the substance, the shorter the life span; for example, adamantite lasts an hour, while gold lasts 1d4+1 days. The ki-rin can also generate illusions with audial, visual, and olfactory components. These illusions last without further concentration until the illusion is either magically dispelled or disrupted by disbelief. The ki-rin can assume gaseous form, wind walk, summon weather, and call lightning as well. When a ki-rin conjures things of the sky or things that involve the air, the creature or magic produced is at twice normal strength, including hit points and the damage inflicted by its attacks. They can enter the Ethereal and Astral planes at will, they are occasionally found on Outer planes of Energy, usually when looking for a mate.

The ki-rin are a race of aerial creatures that rarely set hoof on solid ground. Ki-rin come to the aid of humanoids if asked properly or if such beings are faced with a powerful, extremely evil being. Ki-rin believe in self-improvement, though, and do not casually come to a humanoid's aid except in the most dire of circumstances. Ki-rin sustain themselves by creating their own food and drink. They are highly imaginative with their creations. They may establish a lair high atop a mountain or plateau. Such sites are virtually impossible to reach without resort to flight or climbing. The lairs may have a stony exterior crafted from local materials. It is enhanced by magically created wood and stout cloth. The interiors tend to be luxurious. The ki-rin are able to craft fine cloth, tapestries, pillows, and other comforts. An occupied lair is kept clean by carefully controlled winds that sweep out debris. Although ki-rin are generous and not avaricious, they still tend to accumulate treasure. These may be their own creations, gifts from friends and allies, souvenirs of past travels and exploits, fines levied against malefactors, or booty taken from vanquished foes. 

Ki-rin spend most of their time pursuing their own affairs. They often monitor the activities of powerful evil creatures and beings. If such beings become too malevolent, the ki-rin act against them. Ki-rin may reward allies or needy individuals by creating food and valuables. The intact skin of a ki-rin is worth 25,000 gp. Possession of such a item is dangerous, due to the retribution that may be visited upon the possessor by other ki-rin, sympathetic humanoids, or intelligent Lawful monsters.

Terrain: Sky, Mountain

T'uen-rin

The t’uen-rin are the ki-rin’s female counterparts. They dwell on the Outer Planes dominated by Energy, especially Razud’s home plane. T'uen-rin keep their distance from prime-material affairs, concentrating on the task of battling evil on the Outer Planes. However, from time to time the requirements of their endless war on evil send them to the worlds of the prime. 

T'uen-rin resemble their male counterparts. Their bodies are horse-like, but their coats are covered with fine golden scales that scintillate with impossible shades of color. Their thick manes and tails are deep, dark gold, and their hooves and horn are pinkish-ivory. The t'uen-rin's face is wise and beautiful, and its eyes are liquid orbs of deep violet. It has been said that there is no more beautiful sight in the multiverse than a t'uen-rin galloping across the sky at sunrise.

T'uen-rin can understand and speak any human tongue, and can also communicate by telepathy or empathy. No natural, nonevil animal will ever offer harm to a t'uen-rin. Flowers spring up where their hooves touch the earth.

Athough t'uen-rin are peaceful and good, they'll fearlessly attack evil wherever they encounter it. A t'uen-rin is a match for even a lesser fiend, and the noble creature will never hesitate to engage such an opponent. The t'uen-rin attacks physically with two blows of its mighty hooves and a thrust of its great horn. Its natural attacks are considered the equal of +5 weapons for purposes of harming creatures struck only by enchanted weapons. T'uen-rin enjoy dealing with evil opponents in a direct, physical approach and often choose this option over the use of spells or their awe power.

T'uen-rin can spend TP to cast any spell any number of times per day, as a 36th level spellcaster. The t'uen-rin's telepathy ability enables them to monitor conscious thoughts nearby, making them impossible to surprise. This also allows the t'uen-rin to know alignment and detect lie without error. Each day, the t'uen-rin can create nutritious food and beverage for 10d10 people, as well as 100 cubic feet of soft goods, 50 cubic feet of wood, and 20 cubic feet of stone or metal items. These creations are permanent.

T'uen-rin can assume gaseous form, become invisible, summon weather, and call lightning at will. They can freely enter the Ethereal or Astral Planes. Creatures of elemental air don't attack a t'uen-rin unless compelled by an evil force at least as powerful as the t'uen-rin.

Once per day, a t'uen-rin may create an aura of divine awe. Any being below Immortal status within 60’ must make a saving throw versus spell at -6 or be awed. Awed beings stand motionless for a number of rounds equal to 20 minus the creature's Wisdom score. For example, a character with Wisdom of 12 would be awed for 8 rounds. Awed creatures recover after a 1-round delay if attacked physically. If the t'uen-rin chooses, it may follow up the awe with a special suggestion or emotion spell that affects every awed creature. A t'uen-rin could use this power to inspire an entire army to courage, or put a legion of evil creatures to flight. Normally, t'uen-rin don't attack creatures they've awed unless the creatures are evil and must be destroyed to deter them from their purpose. 

T'uen-rin are motivated purely by the pursuit of good. They often use their great powers to aid people of good heart wherever they find them. Naturally, a t'uen-rin will seek out and destroy evil if at all possible. T'uen-rin are superhumanly intelligent, and they have a good idea of when it's time to back off - they might consider a fiend roaming the Astral to be fair game, but they won't follow that same fiend into Pyts.

Terrain: Outer Planes

Kla'a-Tah

	
	Kla'a-Tah
	Cläu-rin

	Armor Class
	-1 (-3)
	0 (-2)

	Hit Dice
	7+1(L)
	8+3(L)

	Move
	60' (20')
	30' (10')

	     Swimming
	180' (60')
	240' (80')

	Attacks
	1 claw/1 bite
	2 claws/1 bite

	Damage
	2d4/2d12
	1d8/1d8/4d8

	No. Appearing
	0 (1)
	0 (1)

	Save As
	F7
	F8

	Morale
	10
	8

	Treasure Type
	Qx4
	Px50, Qx5, G

	Intelligence
	14
	14

	Alignment
	Lawful
	Chaotic

	XP Value
	550 + 475/Legacy
	775 + 625/Legacy


Monster Type: Monster (Very Rare)

This highly intelligent turtle is primarily a sea creature, occasionally seen wandering the shores of the tortle people on the Savage Coast. Its behavior is very similar in manner to that of a Lawful dragon—solitary in nature, though sometimes preventing catastrophes about to befall tortles. For this reason, the kla'a-tah is referred to as the Tortle Guardian. The kla'a-tah boasts a huge, colorful upper shell, often studded with uncut gems. The undershell is pink and extremely hard. The legs and head of the kla'a-tah are a dark red, and the skin looks plated. Its rear feet taper back into two giant flippers, and the front feet have very sharp-edged toenails. The creature's head resembles that of a turtle—with large, deep set eyes and a sharp, powerful horned beak. When out of the water for more than a few minutes, the kla'a-tah coughs with a deep, booming bark. 

A kla'a-tah gains at least one Legacy; many of them (25%) gain two or more. These Legacies vary from one creature to another, but some— Planar Phase, Ultravision, and Regeneration—show up often enough to be considered regular. Kla'a-tah do require cinnabryl to ward off the affliction. Tortles provide most of this magical metal for them, but where they get the rest is unknown. No one has ever reported an afflicted kla'a-tah, however.

A kla'a-tah attacks with front claws and a powerful bite. Because of its girth, it can only bring one claw to bear at any particular target in a given round. However, the attack is powerful enough that even the powerful sea glutton fears this creature. With the protection its shell offers, a kla'a-tah rarely retreats from combat. If necessary, this giant turtle can pull in its legs and head, partially retreating into its lower shell. This seals off the leg openings and protects (but does not seal off) the head, giving the creature an Armor Class of –3. The kla'a-tah can make extremely quick snapping attacks for a creature its size, extending its neck to get a decent range of motion around the front of its shell. It does not worry too much about rear attacks, as its thick shell is nearly impervious. Besides the improved Armor Class, the kla'a-tah shell provides some other benefits. The creature has an automatic +2 bonus to all saving throws, and if withdrawn into its shell, the kla'a-tah gains a +4 bonus to all saving throws, including ones for mental attacks. If no saving throw is normally allowed, the kla'a-tah gains one if withdrawn, but without the +4 bonus. Kla'a-tah have 90-foot infravision, which works in or out of the water. They have a natural ballast system that allows them to float on the surface or submerge for as long as needed. These creatures are completely amphibious and can survive indefinitely in both water and air.

No more than one kla'a-tah is ever seen at one time, so not much is known about their society. Different kla'a-tah have been seen helping the same tortle community, though, so they must move around. Kla'a-tah are thought to live in deep trenches along the ocean floor. They have been seen sunning themselves on the surface while eating seaweed or the carcass of a freshly-killed sea glutton.

It is known that kla'a-tah have a language of their own. They have been observed conversing with tortle shamans, but whether they will talk to others is unknown. Certainly they have never spoken to anyone but the tortles, and the shamans keep most others away from the large creatures. The tortle people do collect cinnabryl for the kla'a-tah, which the shamans deliver, but they do this out of gratitude rather than payment. 

Kla'a-tah work to keep the sea gluttons from achieving a dominant position in the Western Sea. They can survive on seaweed alone, but they would consider it wasteful not to eat a creature they have taken the effort to kill. Kla'a-tah never over hunt an area. Their population is actually quite small, making them a valuable part of the ecosystem with no need for a larger predator to keep them in check.

Tortle legends have a lot to say about the kla'a-tah, much of it contradictory. One legend claims that the kla'a-tah are indeed Tortle Guardians, set in place by the Immortals to watch over the simple tortle race. Another claims that tortles who master the Red Curse are made into kla'a-tah by the Immortals, to watch over others and lead them down the same path. However, this last one poses a few questions, since kla'a-tah still have Legacies and require cinnabryl. Other legends about the kla'a-tah relate to the Monoliths of Zul, ancient ruins that the tortles claim were built by their ancestors (much debated by sages). According to these legends, certain tortles achieved enlightenment and grew into the guardians of the rest of the tortle race, helped by the behind-the-scenes work of certain Immortals.

Cläu-rin

Cläu-rin protect the evil snappers. A cläu-rin is a bit smaller and sleeker than a kla'a-tah, allowing it to bring both front claws to bear on a victim as well as its bite. These creatures guard the snappers' waters against intrusion by other races or large sea creatures, such as the sea glutton. Though rarely, they will sometimes come up on shore to attack enemies of the snappers. Cläu-rin are extremely protective of their territory, defending it against other cl'au-rin as well. However, the cläu-rin's protection is not so benevolent as that of the kla'a-tah. It demands that treasure be thrown into the ocean, later collecting it and moving it to its lair. Even if the snappers do not wish protection, a cläu-rin demands tribute. Snappers have learned better than to argue. The cläu-rin also gain Legacies and require cinnabryl, which they demand from the snappers as part of their regular tribute. The snappers comply readily, because an enraged cläu-rin is a snapper's worst nightmare.

Terrain: Ocean (Cursed)

Kreel

	Armor Class
	7

	Hit Dice
	3(M)

	Move
	

	     Swimming
	120'(40')

	Attacks
	1

	Damage
	1d6

	No. Appearing
	0 (2d10)

	Save As
	F2

	Morale
	4

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	35


Monster Type: Animal (Very Rare)

Kreel are large domesticated eels that lizard men use both as a source of food and as beasts of burden. When mature, they range from four to six feet long, and can be up to one foot in diameter. Their coloration changes in a chameleonlike way to help camouflage them against their background. When near the surface of the sea, their backs turn blue-green and their bellies white. This helps to protect them from predators both above and below. When nearer the bottom of the sea, they become entirely dark. 

Kreel are peaceful creatures, and they will only fight to defend themselves. They are incapable of using group tactics to fend off predators, tending to rely upon their camouflaging abilities to hide from such creatures. When cornered, kreel will retaliate, but even then they will flee at the first opportunity. They often use their relative slimness to slip into places in the sea floor where predators cannot fit. A kreel caught by a shark in open waters, however, is an easy meal.

Terrain: Ocean

Krolli

	Armor Class
	3 or 2

	Hit Dice
	3(M)

	Move
	90' (30')

	     Flying
	180'(60')/MF 1(b)

	Attacks
	2 claws/ 1 bite

	Damage
	1d8+1/1d8+1/1d6+1

	No. Appearing
	0 (1d20)

	Save As
	F3

	Morale
	8

	Treasure Type
	A (P)

	Intelligence
	10

	Alignment
	Any

	XP Value
	35


Monster Type: Humanoid (Very Rare)

Krolli are a strong race of warm-blooded, winged lizardmen native to the Arm of the Immortals. Krolli are usually 7 to 8 feet tall and are quite lightweight (1500 to 1800 cn) for their size.

Krolli are short-distance, high-speed fliers. A flying krolli can carry up to 300 cn unencumbered, or 450 cn encumbered. An unencumbered krolli must attempt a saving throw vs. paralyzation for every 15 minutes of flight. If it fails, it must rest 1 hour for each previous 15 minutes of flight. An encumbered krolli must attempt a saving throw every 5 minutes. A krolli's unfeathered wings are AC 7. Only those taller than the krolli can attack the wings while standing in front, but back attacks are always made against the wings. Krolli that have lost 50% or more of their hit points cannot fly. Krolli have superhuman Dexterity, phenomenal Strength, and extremely acute senses. All krolli undergo rigorous training from youth. A krolli warrior can attack with a vicious claw/claw/bite attack when standing, or with a claw/claw/rear claw/bite (1d8+1/1d8+1/1d10/1d6+1) attack when airborne. They can also attack standing opponents while airborne. Few krolli (30%) attack with weapons, but many uses shields. Fully 95% of all krolli are fighters capable of attaining up to 7th level. The remaining 5% of the population are likely to be shamans of their patron Immortal, Ka the Preserver.

Krolli prefer to have their communities far from humans and their ilk. They form solitary communities, or eyries. Each eyrie contains 3d20 krolli, with one 7th-level fighter for every ten krolli. An eyrie also contains young (1/2 HD), equal to about 10% of the number of adults. While they do not relish the company of humans, they appreciate the wealth to be had in dealing with men, and they will sometimes venture forth to trade. Krolli will occasionally be encountered among men, either trading or employed as mercenaries. In short, wherever profit is to be had, there will be krolli.

Female krolli lay 2d4 eggs per year. Of these, only about 25% actually hatch. Krolli eggs are very tough, and krolli society strictly forbids helping the young out of their shells, which they believe helps to keep the race strong. Outsiders are sometimes horrified by this harsh and pragmatic attitude. A krolli that reaches maturity can live as long as 125 years, although warriors seldom live that long.

Terrain: Hills, Mountains

Lacedon

The lacedon is a marine form of the ghoul. Lacedons are sometimes found near marine ghosts, particularly ghost ships. Lacedons are less common than ghouls because of the fewer corpses available for them to feed on, but they can often be found swarming around recent shipwrecks in rivers, lakes, and oceans. Their statistics and abilities are identical to ghouls', except that they can swim at their normal movement rate.

Lambeosaurus

	Armor Class
	6

	Hit Dice
	12(L)

	Move
	120’(40’)

	Attacks
	1 tail

	Damage
	2d6

	No. Appearing
	0(2d8)

	Save As
	F6

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	1,250


Monster Type: Prehistoric Animal (Common)

This is a very common ``duck-billed'' dinosaur, bipedal, with a flat snout, and crests on its head. A peaceful herbivore, this hadrosaur prefers to run from attack; its only defense is its lashing tail. It has excellent senses, used to detect predators. Its enemies include most carnivores. Related species include many other species of duck-billed dinosaurs, as well as the iguanodon. The latter has sharp thumb spikes which can cause 1-3 damage each, in addition to its tail attack.

Terrain: Any (prehistoric)

Lamia

	
	Common
	Noble
	Sa’ir

	Armor Class
	3
	3
	5/6

	Hit Dice
	5***, 7*** or 9***(M)
	10+1****, 10+1*****(M)
	4+1(M)

	Move
	240’(80’)
	90’(30’)
	120’(40’)

	Attacks
	1 weapon or see below
	1 weapon or see below
	2 claws/2 horns/1 bite

	Damage
	by weapon or se below
	by weapon or see below
	1d3/1d3/1d3/1d3/1d6

	No. Appearing
	1(1)
	1(1)
	1d6(1d6)

	Save As
	F9
	F10
	F2

	Morale
	8
	8
	7

	Treasure Type
	D
	D
	Nil

	Intelligence
	13
	13
	2

	Alignment
	Chaotic
	Chaotic
	Neutral

	XP Value
	550, 1,650, or 2,300
	4,300 (male), 5,100 (female)
	


Monster Type: Monster (Very Rare)

Of all the hazards that the desert presents, few can compare with the cruel race of flesh-eating creatures known as lamias. These half-human, half-quadruped beast hybrids use deceit, speed, and spells to entrap the foolhardy adventurer who dares wander into their ruins.

While the upper body of a common lamia is that of a human woman, its lower body can resemble a lion, goat, deer, antelope, or other creature. What beast makes up the lower body at birth is random. As each body has advantages or disadvantages, the least powerful types, deer and antelope, are rare among adults, while the lion form is quite common. Fully 60% of all adult lamia are of the lion-type, with 25% goat-type and only 15% of deer/antelope-type. Lamias sometimes smell like perfume flowers, so as to attract unwary victims. They wear no clothing or jewelry. In communicating, they use the common tongue. 
Lamias prefer to avoid pitched combat. If forced into melee because of a threat or their chaotic natures, they can attack with spells, weapons, and the armaments of their animal halves. Lion-type lamias make two claw attacks per round for 1-4 hp each; if both of these attacks hit, they can rake with their hind claws for two attacks of 1-6 hp each. Goat- and deer-type lamias can make two hoof attacks for 1-3 hp each, but deer lamias are somewhat frailer than the others (only 5 HD, compared to the 9 of the lion and 7 of the goat lamias). Deer lamias are fleet of foot (MV 240’(80’)), but in combat their bloodthirsty nature usually prevents them from fleeing, so they tend to be slain young by other lamia types. Weapon choice is partially dictated by whatever they have at hand, but male nobles tend to use swords while common lamias and female nobles prefer daggers. If their treasure trove contains magical weapons, these will probably be used.
A lamia is able to use the following spells once per day: charm person, mirror image, suggestion, and illusion (as a wand). For purposes of duration, effect, etc. assume that the lamia casts its spells at 9th-level spell ability. These spells are typically used to lure persons to the lamia and then hold them there for the creature to devour at its leisure. Among a lamia's favorite illusions to cast upon itself are the following: a lovely damsel in distress, a tough but beautiful female fighter, or an elf maiden. At times, it simply may cast an illusion of a lost child in distress or a group of peasants being attacked by a large beast, while hiding itself, awaiting the right moment to attack from the rear. Common lamias cast illusion for their disguises, while noble lamias have the ability to actually change to human form and back to lamia noble form at will and as often as they desire, saving their own illusion spells for such things as decorating their lair and hiding the remains of previous victims. The illusion spell requires constant concentration to remain in effect. Minor activities such as moving or talking are possible, but the greater the activity level of the caster or the more distracted she is, the more difficult it is to maintain the spell. As the amount of attention given the maintenance of the spell drops, its effects are similarly reduced: Intricate details disappear from scenes, the radius of effect decreases, and patches of reality can “shine through” the layer of illusion covering them.
No matter what spell was used to create it, a lamia’s human disguise can be penetrated either by the very experienced or the very young. Adventurers have a chance of 5% per level above 6th (e.g., 5% at 7th level, 10% at 8th) of spotting inconsistencies in the disguise, such as forgetting to create adequate illusory clothing when playing a role that would normally require it. Lamias adopt a number of forms, such as those of children, confused peasants, foreigners, or the like, so that they’ll have a ready excuse to cover up any minor errors they make in their disguise. Erotic guises are also quite effective and often used. Persons untempted by this sort of illusion have a bonus to their chance of seeing through it, ranging from 15% for paladins and some clerics to 90% for the very young, for whom these illusions would hold no attraction.

Lamias of all sorts prefer not to engage in combat, as it is dangerous and provides only food; subtle snares can gain them information, treasure, and mates who can serve as food when they’ve outlived their other uses. To accomplish this, lamias use their illusion-creating powers to lure victims into situations where they can employ their Wisdom-draining power. The draining of Wisdom can’t be accomplished by the stab of a knife or the slash of a claw. The lingering touch of a lamia’s hand against the victim’s bare skin for most of a minute will drain 1 Wisdom point. This is difficult to do during battle, but is not as hard to accomplish in non-combat settings such as seduction or a wrestling match. If the victim’s Wisdom drops below 3, he willingly does whatever the lamia tells him do. These orders often involve having the victim attack his compatriots while it continues whittling down their ranks. Because Wisdom includes one’s judgment, guile, and common sense, draining someone of these capacities does more than make him a slave of a lamia. A man with no common sense or ability to make sound judgments finds it difficult to perform in a hectic situation such as combat (including commanding one), and thus will suffer a penalty of -6 on all “to hit” and saving-throw rolls (including but not limited to saving throws against mind-affecting spells). Because of this, a man controlled by a lamia and sent into combat is often little more than cannon-fodder designed to weaken the lamia’s opponents before the lamia makes its own attack.
A victim fully drained of Wisdom loses his self-control and judgment, forming an irrational emotional bond to the lamia who drained him. He doesn’t lose his other faculties, which can lead to a horrible torture. In the control of the lamia, a victim can be conscious of his slavery (if the lamia doesn’t take pains to maintain its illusions once the prey has been snared) and can frantically cast about for a means of escape. However, even if given a chance to leave, he will be unable to take advantage of it. As with an addiction, the thought of escape might be appealing, but the thought of leaving his “beloved” would be almost unthinkable. This torture is usually short-lived unless the victim has been taken by a lamia noble who has other needs besides mating and eating, including the desire for more and stronger spells, the urge to rule over others, and even a longing for companionship. A common lamia usually kills a human mate immediately after its period of heat ends, but a lamia noble keeps its catch as a play-toy for as long as the prey pleases it. While it is unlikely a lamia noble’s prey could survive for long without being killed for some imagined slight, some rare victims are eventually released unharmed if they have been witty, charming, and “good company” for the duration of their imprisonment. While this is the result of the lamia noble’s lingering affection for its prey, it must be remembered that all lamias are somewhat insane, and such gentle treatment is not to be relied upon.
If the lamia has a chance to drain the Wisdom of more than one victim, it will certainly do so. It may even use its charm spell to supplement its control over party members. One of the greatest difficulties a lamia is likely to have during the Wisdom-draining procedure is impatience. If the lamia was unlucky or uncreative enough to only make occasional short draining attempts spread out over a period of hours or days, it would be likely to lose its temper and force the issue by seizing the victim or otherwise attempting to enforce contact, which would probably alert the victim. Every hour that a lamia spends attempting to drain a victim, it must make an Ability Check on 1d20 against its Intelligence; if it fails the check, it loses its temper. A threat to its carefully laid plans is another reason for a lamia to abandon subtlety in favor of speed. 

Lamias dwell in ruined cities or caves, places situated in desert or wasteland areas. These evil creatures are solitary beasts, sustaining themselves on the flesh of those who walk too close to their territories. During lean times, they supplement their diet by stalking game animals. Lamias hardly ever venture more than 10 miles from their lairs. Lamias do not usually form stable groups, but roam over a broad territory as individuals, overcoming their hatred of their own kind only to exploit a rich find (such as an entire caravan of humans) or when they enter into heat and must mate. The urgency of heat temporarily assuages the lamia’s murderous tendencies, so lamia pairs break up immediately after heat leaves them (captured human mates are rarely as lucky). If a region provides only limited resources, such as a single watering hole or a solitary pass through a mountain range, then lamias will be crowded more closely together there. But when even living and hunting together in the same area, it takes the influence of a stronger creature, such as a lamia noble, to force any form of peace on them and coordinate group efforts.
Lamia Noble

These beings rule over the lamias and the wild, lonely areas they inhabit. They differ from the normal lamias in that the lamia nobles' lower bodies are those of giant serpents and their upper bodies can be either male or female..
The males wield short swords and have 1d6 levels of wizard spells, plus the inherent spells charm person, mirror image, suggestion, and illusion. The females are unarmed and only attack with magic; they are more experienced magically and have 2d4 levels of magic-user spells plus the usual inherent spells. Lamia nobles can neither make spell books nor copy spells from one spell book onto a blank page in another. Thus the spells they can choose from each day are limited by the spell books they have at hand. For this reason, human magic-users are considered valuable prizes by nobles; two encountering a magic-user would fight over him, possibly to the death. As lamia nobles are naturally competent in the casting of illusory and mind-control spells, and reticent about using high-damage spells such as fireball or lightning bolt on potential human mates, they tend to select only deceptive spells from those available to them. Against nonhumans or in an emergency, lamia nobles are willing to use destructive spells if they have any in their spell books. Their lack of skill with this type of spell gives victims a bonus of +2 on saving throws vs. non-deceptive spells.
Like normal lamia, lamia nobles have the Wisdom-draining touch. All lamia nobles are able to assume human form. In this guise they attempt to penetrate human society and wreak evil. They speak all of the languages of humans and demihumans. When in human form, they are recognizable as lamias by humans and demihumans only if the characters are of 7th level or higher, with a 5% cumulative chance per level above 6th. Clerics and paladins receive an additional 15% chance (i.e., a 10th-level cleric has a 35% chance). Lamia nobles are given to outbursts of senseless violence. Lamia nobles are more adept at illusion generating (-10% to the chance of spotting them), and because of this are more successful at infiltrating human society. They will sometimes be found in crowded cities as opposed to barren wastes, gaining the simple companionship they tragically desire along with a greater supply of prey.
While no one knows how lamia nobles came to be, they are now produced only as the offspring of matings between other lamia nobles and humans. Common lamias are produced either as a result of noble-noble pairings or by human-common lamia matings. The purely animal sa’ir are only produced by the mating of common lamia pairs, as they are sterile and unable to propagate their own sub-race. Lamias and sa’ir go into heat annually, a week-long period when the urge to reproduce outweighs almost all other desires and at which time they are the most fertile. The intelligent lamia types prefer to mate with humans in order to produce offspring of their own sort, but if none are available they will mate with their own kind. If they encounter a human outside of the summer mating season, the human’s presence may cause them to come into heat out of season. Common lamias are hermaphrodites; any two of them can mate, with either of the pair being impregnated in the process. This also means that they can mate with both male and female humans. If a common lamia mates with a male human, the lamia can be impregnated, but if the lamia mates with a female human, the unfortunate woman bears the cubs. Noble lamias, having differentiated sexes, mate only with humans of the opposite sex, and they kill humans of the same sex without a second thought.

Lamias produce litters of 1-4 cubs eight months after a successful mating. Most cubs will not reach maturity (at age four years) because of the deadly competition among the young and the fickle emotions and hair-trigger temper of its parents, who are likely to claw a cub to death if it so much as playfully bites the tip of a parent’s tail. The lamia’s mating urge is strong but its maternal instinct is not, thus the lamia population is never large.

Sa’ir

Prowling deserts, ruins and other desolate wastes, sa’ir are the offspring of common lamias, almost always found in the vicinity of their parents although they have no ties of affection to their sires. A sa’ir has the hindquarters of a goat and the foreparts of a lion, including a male lion’s mane for both sexes of sa’ir. Its head is leonine with the addition of a goat’s horns and dangling beard. Sa’ir understand simple commands in the common tongue but are unlikely to obey if they issue from any but a lamia. Their own speech capabilities do not go beyond an odd, bleating roar.

The sa’ir hunting style takes full advantage of their dual goat and lion natures. Sa’ir stalk prey in the guise of a grazing herbivore until they get within pouncing range of 20’. This tactic is very effective, and as a result the prey get a penalty of -1 on its surprise roll. When attacking, it strikes with its two lion paws and two goat horns and its bite. Its armor class is 6 overall, but the thick mane protecting its neck and forequarters make those areas AC 5. 

Although not directly related to lions and goats, sa’ir behave in some ways like these creatures. They live in small groups structured like lion prides. They are territorial in nature, attempting to kill or chase away other predators that encroach on their hunting grounds. Sa’ir are omnivores, able to survive by eating plants as easily as animals. They do have a strong preference for meat, turning down fresh vegetation even for day-old carrion. A group of sa’ir would try to take down a large creature like an elephant if one were presented to them, but the areas they inhabit usually present smaller game. This means that they must forage daily for meat or vegetation, but if they make a big kill they will gorge, then bask in the sunlight for a few days while digesting their meal.

Few sa’ir are ever found far from the lamias that sired them. While they are de facto protectors of the lamia’s lair, they cannot be trained to serve as watchdogs for the lamias. Thus, the population of sa’ir is as much controlled by the mating habits of the local lamias as it is by their own success.
Terrain: Desert, Caverns, Ruins

Lammasu

	
	Lesser
	Greater
	Celestial

	Sphere
	Matter
	Matter
	Matter

	Status
	Mortal
	Mortal
	Exalted

	Anti-magic
	0
	0
	70%

	Armor Class
	6
	3
	3

	Hit Dice
	7+7**** or 7+7*****(L)
	12+7***** or 12+7******(L)
	20*******(L)

	Move
	120’(40’)
	120’(40’)
	150’(50’)

	     Flying
	240’(80’)/MF 1(b)
	300’(100’)/MF 3(b)
	270’(70’)/MF 1(b)

	Attacks
	2 paws
	2 paws
	2 paws

	Damage
	1d6/1d6
	2d6/2d6
	2d6/2d6

	No. Appearing
	1(2d4)
	1(1d2)
	1(1)

	Save As
	C7
	C12
	C20

	Morale
	8
	10
	10

	Treasure Type
	N, O, Tx10
	Nil
	Nil

	Intelligence
	17
	19
	20

	Alignment
	Lawful
	Lawful
	Lawful

	XP Value
	2,450 or 2,925
	6,100 or 7,050
	14,975


Monster Type: Monster (Very Rare)

The lammasu, a winged leonine figure with a human head, aids and protects Lawful persons. They are generally kind and friendly to all benign creatures. Lammasu resemble golden-brown lions with the wings of eagles and the heads of men with shaggy hair and beards. Their formidable appearance is softened by their regal, compassionate, and beneficent expressions. They communicate in their own tongue, in common, and through a limited form of telepathy. The lammasu do not have infravision but have eyesight as keen as a cat and can see well even on a moonless night. They also have sensitive hearing.
Since lammasu are concerned for the welfare and safety of good beings, they almost always enter combat if they see good creatures being threatened, in the way least likely to cause harm to the good beings. Lammasu are able to become invisible or dimension door at will. They radiate a protection from evil, 10' radius. Additionally, they are able to use clerical spells of up to 4th level, at 7th level proficiency. Lammasu can employ four 1st-level spells, three 2nd-level spells, two 3rd-level spells, and one 4th-level spell. They have cure serious wounds (4d8+2) and cure critical wounds (6d8+6), and 10% of lammasu can speak a holy word as well. If all else fails, lammasu can attack with their two razor-sharp front claws, inflicting 1d6 points of damage each. If they choose to swoop down from the sky on a target, this damage is doubled.

The lammasu have a very structured and lawful society, reflecting their alignment. They are organized in prides, just like lions. A pride consists of 10-35 members and takes the name of its lord.  All members of the pride are responsible for foraging for food, raising the young, and keeping their dens clean and orderly. The lammasu have a strict hierarchy. Each member of a pride belongs to one of three groups: Defenders, Enlightened, or Healers. The Enlightened concern themselves with gathering information, which is then passed to the Defenders, who are the pride’s primary fighters. The Healers heal the wounded; in battle, their primary role is to us emagic to impede the enemy. Each of the three groups is commanded by an elder. Though all lammasu can cast spells, each group memorizes spells that benefit his group. For example, the Enlightened would take detect spells, endure cold/heat, pass without trace, know alignment, and messenger as typical spells to have for surveillance. The Pride Lord is not of any one group but is representative of all groups. The elder of each group chooses the Pride Lord; these four, elders and lord, will always be greater lammasu unless there are none available for these positions. The Pride Lord is always a male.

They dwell in old, abandoned temples situated in warm regions. These temples have not lost their consecration, and in some way, the lammasu are the self-appointed resident guardians of these high and holy places. As a rule, only one pride of lammasu is ever found in a 25-mile area; they spread themselves out so they can respond quickly to any evil outburst. Lammasu females fight as effectively as the males; for every four lammasu encountered, one is a female. When found in their lair, there are young equal to 25% of the adult population. The lammasu who tend the young are referred to as “den mothers”, regardless of gender. Female lammasu have the heads of women, with long, hair. Lammasu mate for life and live to be approximately 150 years old. Greater lammasu can live to be as old as 200. During their life they will only have two or three breeding periods, giving birth to one to two cubs per period.
Once a month, the pride leaders gather together to consort about how the war on evil goes. This grouping is called the Whitemoon, since it takes place on the first night of the full moon. There are usually 6d6 lammasu and 2d4 greater lammasu, with the latter presiding over the meeting. Such a gathering causes the entire temple where they meet to glow in a pure light, until it breaks up at dawn. There is perhaps no safer place in all the world that night.

Though they dwell in warm areas, they occasionally visit every clime. They speak their own tongue as well as common. At times they use a limited form of telepathy. Lawful strangers are always well received. Neutrals are watched carefully, but are treated politely unless the outsiders begin causing trouble. Chaotic beings are firmly asked to leave, and if they fail to do so, they are attacked by the pride. In case of trouble, there is a cumulative 10% chance per turn that a neighboring pride picks up a telepathic summons and come to help out the original pride. Lammasu harbor an especially strong dislike for lamias and manticores. Some foolish people confuse lammasu for manticores, which does little to improve the lammasu disposition toward them. Lammasu keep the wastelands from being completely overrun by evil creatures. Their aid to frontier settlements is beyond measurable value. 7. Lammasu get along well with most sylvan creatures, but they are especially fond (and protective) of brownies. Brownies will always show up when lammasu are near, no matter the area, and will offer their help in tending the gardens and doing any occasional writing needing to be done (as lammasu can not hold pens with their massive paws). The lammasu keep no written records of their histories; however, they have excellent memories and use song and sto ries to pass on the knowledge of one generation to another.
Terrain: Any

Greater Lammasu

These creatures are slightly larger than a lesser lammasu and one or two may be found dwelling with a pride of six or more lesser lammasu. Greater lammasu have black tipped manes, tails, and wing feathers. Greater lammasu can travel the Astral and Ethereal Planes, become invisible, teleport (no chance of error) and dimension door, all at will. They radiate protection from evil in a 20' radius and have the curative powers of their lesser cousins. Their clerical spells consist of five 1st-level, four 2nd-level, three 3rd-level, two 4th-level, and one 5th-level spell. Fifty percent of greater lammasu can speak a holy word as well. They cast spells as 12th-level clerics. Greater lammasu have empathy, telepathic communication, and speak their racial speech and the common tongue. Despite their greater stature, these lammasu are just as gentle and humble as their lesser brethren. 

Terrain: Any

Celestial Lammasu

Monster Type: Planar Monster (Very Rare)

Celestial lammasu are close relatives of the lammasu native to the Prime Material plane. These, however, make their homes on the Outer Planes

As might be expected, a celestial lammasu has the body of a large, powerful lion. Extending from its back are great wings with long, beautiful feathers. Its head has the face of a human with keen, intelligent eyes and a long, flowing mane. Each individual has a very majestic appearance, projecting its power and belief in ultimate goodness. Celestial lammasu pride themselves on the number of languages they speak - they will use their tongues ability if necessary.

Celestial lammasu are creatures of tremendous power and prowess in battle. They will readily enter any combat where good creatures are being threatened by evil. At times, they will even come to the aid of nonevil Neutrals warring against evil. The celestial lammasu's physical attack consists of two huge, raking paws that inflict 2-12 points of damage per hit. Due to the nature of the celestial lammasu, their claw attacks can damage creatures normally only hit by magical weapons. A celestial lammasu can also - when flying - dive down on its opponent with two claw attacks gaining + 2 on its attack roll and inflicting double damage (4-24 per claw). These outer planer denizens also have considerable spell power. They may cast clerical spells as if they were 15th-level clerics. In addition, they have the spell casting ability of a 12th-level magic-user. They need not maintain spell books as does a mortal magic-user. In addition to their spell casting abilities, celestial lammasu have the following spell-like powers that can be used once per melee round, one at a time, at 20th level effect:

• Cure light wounds

• Cure serious wounds

• Dispel evil

• Dispel magic, 7 times per day

• Holy word, 3 times per day

• Plane shift

• Protection from evil

• Teleport without error

• Tongues, always active

• Wish, 1 time per day (only in times of dire need)

Celestial lammasu are immune to damage from nonmagical weapons and magical weapons of +3 or lesser enchantment. They naturally regenerate 4 hit points per melee round. 

Celestial lammasu dwell on the Outer Planes (most are in Brynn) from which they wage constant war on evil throughout the outer and inner planes. They take special interest in lammasu on the Prime Material plane - the celestial lammasu provide guidance and occasional support to their mortal cousins. 
Once every 10 years, one of the celestial lammasus will attend a special meeting, called a Whitemoon, with certain lammasu of the Prime Material plane. In attendance are the leaders of all the lammasu prides for hundreds of miles around. The leaders discuss their efforts against evil with each other and with the celestial lammasu. During the night of this Whitemoon, the lammasu temple glows a brilliant white that can be seen for many miles — it becomes a scintillating focus of goodness. Chaotic creatures will not approach within 1 mile of the temple on this night.

Celestial lammasu are above and outside the normal ecological cycle. They have absolutely no natural predatorial enemies. Too, they never feed on other life forms for sustenance; rather they draw nutrients directly from the plane.

Terrain: Outer Planes

Leopard

	Armor Class
	6

	Hit Dice
	3+2(M)

	Move
	150’(50’)

	Attacks
	2 claws/1 bite

	Damage
	1d3/1d3/1d8

	No. Appearing
	1 (1d2)

	Save As
	F2

	Morale
	6

	Treasure Type
	Nil

	Intelligence
	3

	Alignment
	Neutral

	XP Value
	50


Monster Type: Animal (Rare)

The leopard is a graceful cat with a long body and relatively short legs. Its color varies from buff to tawny, and its spots are rosette shaped. Leopards prefer to leap on their prey, imposing a -3 on the surprise rolls of their victims. Leopards can spring upward 20 feet or ahead 25 feet. If they strike successfully with both forepaws, they rake with their rear claws for 1-4 points each. Leopards are solitary, inhabiting warm deserts, forest, plains, and mountains. They hunt both day and night preying on animals up to the size of large antelopes. They swim and climb well, and will often sit in treetops sunning themselves. Leopards will also drag their prey to safety in the treetops to devour in peace. The female bears 1-3 young, and cares for them for up to two years. If found in the lair, there is a 25% chance that there will be cubs there. The young have no effective attack. A skilled predator, the leopard is often threatened by human incursions. In areas where it is hunted, it is nocturnal.

Terrain: Desert, Woods, Open, Mountain

Leech, Legacy

	Armor Class
	-2

	Hit Dice
	10(L)

	Move
	180' (60')

	Attacks
	1 weapon

	Damage
	by weapon

	No. Appearing
	1 (1)

	Save As
	F10

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	20

	Alignment
	Chaotic

	XP Value
	1,000 + 750/Legacy


Monster Type: Monster (Very Rare)

The legacy leech looks like a slug with writhing tendrils along its tail and head and no discernible eyes or facial features. However, no one is likely to see it in this form. Instead, the legacy leech takes on the appearance of a single red steel weapon—either a +1 rapier, a +1 dagger, or a +1 magical hook. It will remain in one of these forms, waiting to be grasped by an intelligent creature. When found, a legacy leech is expected to have already acquired 1d4+1 Legacies. These creatures never require cinnabryl.

Before it is grasped, the legacy leech (in weapon form) can move about and attack on its own. Its one attack per round inflicts damage as per the weapon shape it assumes. Once it is grasped, the creature attacks with the wielder's weapon abilities. In times of need, a leech may allow its host to call upon a Legacy it has previously absorbed.

A legacy leech is a creature of the Sphere of Entropy, originally created by Masauwu. These creatures seek to gain more Legacies; which eventually gain the power necessary to attain fiendhood (see below). 

The legacy leech requires an intelligent creature to work through. Still, if a cleric of Lawful alignment holds on to the weapon, it will violently twist and shake, skittering across the room away from the priest (treat as Strength 20). Likewise, a legacy leech will never choose the host of a heroic spirit; two such spirits would be forced to fight for control, with the leech at a disadvantage. Strangely, a paladin can grasp the leech, though the weapon does radiate an aura of evil. When the weapon form of a legacy leech is grasped, it grows tendrils that penetrate the owner's flesh (no saving throw allowed), becoming one with the host. When this happens, the leech disappears completely into the host's body, reappearing as needed. It can reappear as any of the weapons listed above as its host desires, forcing the host to drop anything being held in that hand. The creature steals Legacies by changing into a blade and forcing its host to plunge it into a victim's heart immediately after death. A host can attempt to refuse any demand by the leech, but must make a successful Wisdom check to do so. The Wisdom check blocks the leech for one hour or until a new conflict arises. A leech can only drain Legacies which it does not yet possess; during this process, the host can attempts a saving throw vs. spell (with a –1 penalty for each Legacy the leech has absorbed) to expel the leech. If a leech steals at least 15 Legacies while in the same host, that host immediately dies. Once the leech has absorbed at least two Legacies per Hit Die (20+), it possesses enough energy to transform into a screaming fiend. For two rounds, the fiend will attack anyone present before being automatically gated to one of the Entropic planes.

For the most part, a legacy leech interacts only with its host, so most of its effect on the ecology is actually brought on by the host's desires and actions. The leech, itself, merely requires victims with Legacies.

Terrain: Any (Red Curse)  

Lich, Cinnabryl*
	Armor Class
	0

	Hit Dice
	15*(M)

	Move
	60' (20')

	Attacks
	1 touch or see below

	Damage
	1d10

	No. Appearing
	1 (1)

	Save As
	F15

	Morale
	11

	Treasure Type
	G

	Intelligence
	20

	Alignment
	Chaotic

	XP Value
	2,700 + 1,050/Legacy or 2 spell levels


Monster Type: Undead, Enchanted (Very Rare)

These vile undead creatures are the remnants of high-level NPCs who sought to increase their power. Through arcane, alchemical processes, they transform from living beings into powerful undead creatures. Fortunately, cinnabryl liches are extremely rare; only two are known to exist—one in the Savage Baronies (the Doomrider) and one in Renardy. The appearance of an cinnabryl lich varies widely. The basic visage is that of a skeletal humanoid, but individuals from a number of nonhuman races could also choose this evil path. Each creature then adopts a unique form, warped by the effects of its Legacies. Thus, an cinnabryl lich with Cinnabar Skin, Ultravision, and Pyric Brand could have scales, bony eyestalks; red glowing eye sockets, skin that is hot to the touch, and flames issuing from its mouth. A cinnabryl lich is usually dressed in clothing reminiscent of its former life—armor for warriors or robes for wizards. The materials are generally of high quality, though roughly used.

Cinnabryl liches were once 15th-level characters, possessing seven Legacies before transformation. No cinnabryl lich of greater or lesser power has been reported. Some sages speculate that such a creature's power is limited by the transformation process, but others claim that the reason a more powerful cinnabryl lich has not been encountered is because no one of greater power has attempted the transformation—yet. The DM should determine which Legacies a cinnabryl lich possesses before it is encountered because its Legacies will determine its appearance.

Unlike other liches, a cinnabryl lich has no qualms about entering battle. Also, it is likely to have servants and allies—some undead, some monstrous, and perhaps even a few normal humans or humanoids. Cinnabryl liches lack the magical aura that forces low-level creatures to flee in terror; still, their ghastly appearance causes many intelligent, low-level beings to flee anyway. A cinnabryl lich has all the abilities of its former class, and can use them at will. It can also use all of its Legacies at three times normal frequency. Further, a cinnabryl lich is immune to the offensive effects of any Legacies that it possesses. For example, a cinnabryl lich with the Pyric Brand Legacy cannot be blinded by that Legacy when used by another creature. Finally, the cinnabryl lich might even carry arms and equipment from its former life. Wearing armor does not improve a lich's Armor Class, but the lich does receive any magical bonuses the armor might have.

In addition to Legacies and class abilities, a cinnabryl lich also has a lethal touch. If a cinnabryl lich touches an opponent, that touch inflicts 1d10 points of damage. In addition, the victim must make a successful saving throw vs. death magic or suffer a loss of Wisdom and Intelligence from cinnabar contamination. It does not matter if cinnabryl is actually being worn, if the target has ever worn it, or even if he is required to. A target who fails a saving throw loses 1 point from his ability scores. This attack does not actually deplete a target's cinnabryl; it bypasses the metal completely. This touch automatically kills any individual who has one or more attribute scores (with the exception of Charisma) reduced to 0 or less. The next night, however, that victim will rise as an errant soul. The lair of a cinnabryl lich might hold several errant souls, remnants of former victims. As a cinnabryl lich has no need for cinnabryl and cannot be harmed by an errant soul, it may feed them cinnabryl to hasten its transformation into red steel. Lost ability points can be recovered by use of a remove curse spell, provided that the victim is wearing cinnabryl. A cinnabryl lich also has formidable defenses. Besides immunity to Legacies which it possesses, an Inheritor lich is immune to all nonmagical weapons. These creatures also have the standard lich immunities to charm, hold, sleep, enfeeblement, polymorph, insanity, and death spells—as well as cold-based and electrical attacks. Inheritor liches are turned as normal liches.

While it is difficult to defeat a cinnabryl lich in combat, destroying it is harder still. A cinnabryl lich protects its life essence in a red steel item hidden in its lair. The item might be a depleted cinnabryl amulet or it could be a red steel weapon or piece of armor. To completely annihilate the cinnabryl lich, both its body and that item must be destroyed. Melting it is not sufficient; it must be subjected to a disintegrate spell or similar power. If the item is merely melted and reforged, the life essence remains in whichever new piece contains the largest percentage of the original item. cinnabryl liches take advantage of this by hiding these items very well or, sometimes, by placing their essence in magical red steel weapons that the characters might be loathe to destroy.

Cinnabryl liches are solitary creatures. They create lairs in fortified places such as a fortresses, mountains, or caverns. The cinnabryl lich, having been an adventurer once, realizes that it will be sought out by other adventurers and will try to keep the location of its lair a secret. Still, in its burning desire for power, a cinnabryl lich will sometimes spread rumors into the nearby area, hoping to encourage parties of low-level adventurers to come after it so it may rob them of their possessions and life force. Often, the lich will try to meet the adventurers somewhere other than its lair in case it needs to retreat. A cinnabryl lich might even create a web of intrigue around itself, using spies and subtle manipulations to exert control over the people and events of a given region. The two cinnabryl liches known to currently exist also spend a great deal of their time studying the Red Curse. After all, knowledge is another form of power. If it is persuaded to talk, or if its journal can be located, a cinnabryl lich can be a great source of knowledge concerning the Red Curse, the Legacies, and the associated magical substances.  The attitude of a cinnabryl lich depends on its former life and subsequent undeath. Like living adventurers, these liches often have nicknames—but with a morbid twist. The two existing cinnabryl liches are known as Death Flame, one of the first to harness the power of essence of cinnabar, and Doomrider, a former wizard who now has a nightmare for a mount. A cinnabryl lich has little respect for life, doing what ever is necessary to accomplish its goals. While it is remotely possible that a cinnabryl lich of Lawful alignment could be created, the ambitions that lead a character to such an existence are not usually conducive to any alignment but Chaotic Cinnabryl liches can enter Limbo as normal liches do..

While a cinnabryl lich has left its natural existence behind, it still has a profound effect on the local ecology by gathering riches, killing others, and causing destruction. While it does not consume or produce in a natural manner, it does create and destroy, doing so to extend the reaches of its power.

To become a cinnabryl lich, a character must first construct the item that will hold his life essence. This must be done by the prospective lich—never by a second party. Ideally, the red steel used in the creation of the item was worn as cinnabryl by the prospective lich. The character must also personally create a difficult alchemical preparation. This potion is something like essence of cinnabar, but also contains steel seed, finely ground red steel, herbs, blood, and miscellaneous arcane and costly items. The exact formula is known only to a few, but it might be found in the journals of those who have attempted the process. Like essence of cinnabar, the potion must be bathed in the magic of depleting cinnabryl for several weeks. When ready to become a lich, the Inheritor imbibes the potion; he must then make a successful Constitution check at -5 or die. If the roll is successful, the character becomes a cinnabryl lich and immediately transforms according to the Legacies possessed. 

Terrain: Any Cursed

Lizard, Giant

	
	Fire
	Minotaur
	Subterranean

	Armor Class
	3
	5
	5

	Hit Dice
	10*(L)
	8(L)
	6(L)

	Move
	90'(30')
	60'(20')
	120'(40')

	Attacks
	2 claws/1 bite
	2 claws/1 bite
	1 bite

	Damage
	1d8/1d8/2d8
	2d6/2d6/3d6
	2d6

	No. Appearing
	1d4(1d4)
	1d6(1d6)
	1d6(1d6)

	Save As
	F5
	F4
	F3

	Morale
	7
	6
	6

	Treasure Type
	B, Qx10, S, T
	J,K,L,M,N,Q, C (magic only)
	O,P,Qx5

	Intelligence
	1
	1
	1

	Alignment
	Neutral
	Neutral
	Neutral

	XP Value
	1,750
	650
	275


Fire Lizards

Monster Type: Monster (Very Rare)

 Fire lizards resemble wingless red dragons and are sometimes called "false dragons". They are gray-colored with mottled red and brown back and reddish undersides. Hatchlings are light gray in color, and darken as they age. 

Fire lizards attack with a combination of raking claws and bite. They can simultaneously breathe a fiery cone 5 feet wide at the mouth, 10 feet wide at the end, and 15 feet long which inflicts 2-12 points of fire-based damage (half if saving throw vs. breath weapon is made). Fire lizards are immune to fire-based attacks.

Fire lizards prefer subterranean lairs but come out every fortnight to hunt fresh game. Prey is hauled back to the lair for a leisurely meal; the debris forms the treasure trove. Fire lizards are slow moving and sleep 50% of the time. Their lairs may have 1-4 eggs (10% chance, market value 5,000 gp each). Hatchlings immediately leave to hunt on their own. Shiny objects attract fire lizards; gems and metals form the bulk of treasure found in their dens.

Fire lizards are perhaps an ancestral dragon type or offshoot of a common ancestor. Real dragons avoid these "false dragons", which live to be 50-100 years old. Fire lizard eggs are worth 5,000 gp, hatchlings 7,500 gp.

Terrain: Any exept Arctic

Minotaur Lizard

Monster Type: Animal, Giant (Rare)

This huge (40' long), aggressive lizard derives its name from its horns. While these horns look like those of a minotaur, the male's horns are not used in combat - rather, they are believed to be a means of attracting a mate. The minotaur lizard attacks with sharp claws and teeth. They are adept at ambushes; others are -5 on their surprise roll. An attack roll of 20 means the lizard has trapped its victim within its jaws and can automatically inflict 3-18 points of damage each round thereafter until the victim escapes or dies. The victim is unable to attack the following round. Minotaur lizards are found in tropical hills and mountains near ruby and red dragons.

Terain: Hills, Mountains

Subterranean Lizard

Monster Type: Animal, Giant (Very Rare)

This aggressive lizard is able to run across walls or ceilings with the help of its suction cup-tipped feet. An attack roll of 20 means the lizard has clamped its jaws on its victim and does double damage (4-24 points). The victim automatically suffers an additional 2-12 points of damage each round thereafter. These lizards never leave their caves voluntarily. Some species are albino; these shun light and attack at -1 in daylight or its equivalent. Other species have tongues up to 20 feet long. Any man-sized or smaller prey seized by the tongue will be drawn into the mouth and bitten the next round unless a bend bars roll is made.

Terrain: Caverns
Living Wall

	Armor Class
	8 (see below)

	Hit Dice
	8*(L) +see below

	Move
	0

	Attacks
	see below

	Damage
	see below

	No. Appearing
	1(1)

	Save As
	fighter of equivalent level

	Morale
	12

	Treasure Type
	see below

	Intelligence
	3-18

	Alignment
	Chaotic

	XP Value
	calculate according to abilities


Monster Type: Monster (Very Rare)

Living walls appear to be normal walls of stone or brick, although they radiate both evil and magic if detected. Infravision will not detect any peculiar patterns. However, a character who casts a true seeing spell or who peers through a gem of seeing will see past the illusion: the wall actually consists of graying and sinewy flesh -- of faces, hands, broken bones, feet, and toes jutting from the surface. Characters within 5 yards of the wall can hear low moans of horror, pain, and sorrow issuing from it. Even if a silence spell is cast, the moans still rise. A living wall contains the melded bodies of humanoids and monsters who died within 100 yards of the wall since its creation. Those who die fighting a living wall are absorbed into it and actually strengthen it. Characters and monsters captured by the wall retain all the abilities they had in life; as part of the wall, they become chaotic evil and fight any creature that approaches it to the best of their abilities. If a magic-user becomes melded with a living wall, his spellcasting abilities are retained and can immediately be used for attacks. The magic-user retains any spells that were memorized at the time he was absorbed into the wall; these are renewed each day. If a fighter loses his life in combat with a living wall, his fighting abilities and his weapons come under control of the beast: the weapons are hidden within the wall until the wall attacks, then are pushed through the mass of graying flesh to the surface. A hand attaches itself to the weapon, and eyes jutting from the wall guide the attack of the weapon. If the wall absorbs characters with ranged weapons, the weapons become useless once arrows, quarrels, or other necessary projectiles are expended.

A living wall never initiates combat, except against its creator, whom it despises. When such a wall is attacked, every creature that is part of the wall returns one attack, per strike against the wall. If a wall is made up of 12 creatures and one creature lands a blow on the wall, the attacker is subject to a dozen return blows from the wall. All creatures in the wall fight according to their normal attack modes. These attacks can be magical, physical, or mental in origin. The type of attack and its damage often depend upon who or what is melded into the wall. If a 10th-level fighter and a 6th-level fighter are absorbed into the wall, the wall attacks as one 6th-level fighter and one l0th-level fighter. For every magic-user or cleric absorbed, the wall gains spell attacks. The only spells that can be used, however, are those that the magic-user or cleric had memorized at the time of absorption. Each of these spells may be cast once per day. If one absorbed mage has three fireball spells memorized and a second mage has one fireball in memory, the living wall can attack with four fireballs per day. If the wall assimilates a paladin, it gains the powers of an avenger instead. Magical items absorbed with characters grant the wall their spell effects, though items that grant AC improvements are less effective because of the wall's size. The wall gains 1 point improvement in Armor Class for every 3 points of magical improvement to AC. Thus, a ring of protection +3 lowers the wall's AC by 1. When a character is absorbed, his hit points, at full health, are added to the wall's base hit point total of 64. Nonmagical armor, packs, and purses are lost by absorbed characters. The piles of loot at the base of the wall often attracts bystanders, bringing them close enough to be seized by one of the wall's hands. Though a living wall will not initiate an attack, characters who come within 2 feet of the wall may be weakly grabbed by its many beseeching hands, tugging at them and imploring them for deliverance. (Any character, regardless of Strength, may break the hold.). Sometimes PCs who hear voices imploring, "help me! pull me free, help me!" grope about until they grab a hand. In this case, the character must roll a save vs. spell or become absorbed. If another character is holding onto the first character, he must also roll a saving throw vs. spell or become absorbed into the wall. If the save vs. spell succeeds, the character is able to break free. Once absorbed, characters are lost forever. A wish spell, worded carefully, can remove one or more trapped characters. Passwall spells do not allow individuals to go through a living wall. Characters must either cut through or blast through using magic. This, however, allows the wall to return attacks. When cutting or blasting though the living wall, the stench that rises from the exposed flesh is nauseating and horrifying. A saving throw vs. poison is required to avoid passing out from the smell. A successful saving throw indicates the character is only nauseated. Living walls are immune to all planar and temporal spells. Speak with dead, ESP and similar spells reveal nothing but a cacophony of tortured minds and voices.  Living walls never reproduce and always remain active until they are killed. Living walls encountered in the lairs of malevolent creatures often serve as part of a torture chamber, or to cover the true openings to secret passageways or corridors.

No one knows whether these monstrosities are limited in size or longevity. Walls as large as 15 feet high, 30 feet long, and 10 feet thick have been reported. Living walls do, however, seem to be limited to one section of wall. Thus, a cemetery or castle could not be surrounded by one large living wall. Nor can a wall section spread beyond itself: a house with a living wall in its basement will not slowly become a living house.

The wall desires, above all else, to slay the creature who created it. If it does so, or the creature meets its end within 100 yards of the wall, the corpse of the hated creator is assimilated and the beings trapped in the wall are freed to return to the peace of death. The wall reverts to being a structure of stone, with the corpse of its creator entombed within.

Chaotic mages occasionally create these monoliths. The exact method is unknown, but several years of preparation and spellcasting are required. A minimum of three corpses are necessary for the spells. A little-known fact is that living walls also arise as rare manifestations of despair and dread. These walls are born in curses, midwived by death, and nursed on massacre. The seed for such a living wall is planted when one sapient creature willfully entombs another in a wall. The hapless victim may be bound and walled alive in a rock niche on a windswept mountain trail, a sill in a fetid catacomb, a corner in an asylum, a cave wall, a mausoleum facade, or any other stone or brick wall. Once entombed, the victim will suffocate, dehydrate, or starve in utter darkness and solitude. The entombed creature, in his terror, must curse his slayer, screaming loudly enough for his voice to carry beyond his tomb of stone. When the victim dies, his life force is trapped within the wall. As he struggles to escape, his life energy becomes soiled by the soot of his screams and curses, which thickly coat the inside of his stone sarcophagus. In a matter of days, madness corrupts the trapped life force, changing it to Chaotic.  At this point, the bodies of any creatures that have died within 100 yards of the wall within the last month rise, shamble to the wall, and meld into it. Even corpses that have been buried will dig their way to the surface and converge upon the wall. Although the wall retains its previous appearance, it is no longer stone, but a gray and rotting bulwark of limbs, ribs, hands, bones, and faces, twisted and fused together. Bodies of any subsequent deaths occurring within 100 yards also rise and wander to the wall for assimilation. Most cultures  attempt to destroy these creations wherever they are found. But many of these assaults merely strengthen the wall with deposits of more corpses.

Terrain: Any

Lupasus

	Armor Class
	6

	Hit Dice
	5+5(L)

	Move
	180' (60')

	     Flying
	360'(120')/MF 1(b), 1/2 if mounted

	Attacks
	1 bite

	Damage
	1d6

	No. Appearing
	0 (4d4)

	Save As
	F3

	Morale
	8

	Treasure Type
	Nil

	Intelligence
	6

	Alignment
	Neutral

	XP Value
	225 + 175/Legacy


Monster Type: Monster (Rare)

These huge winged wolves are native to the Yazak steppes. Lupasi come in various colors and breeds, much like horses or dogs. The Lupasaner breed from the Louvine Royal Kennels are especially renowned for their distinctive pure gray color and their ability to perform highly complex precision maneuvers. Other noteworthy breeds include the strangely patterned Lupaquins, the two-colored Lupintos, and the stocky Appalupas. An adult lupasus measures up to 8 feet in length, not including the tail, and may weigh up to 10,000 cn. A typical lupasus is gray (with black patches above and white below), powerful teeth, a bushy tail, and round pupils.

Lupasi that live in the cursed areas acquire Legacies and require cinnabryl. However, although few ever acquire this magical metal, lupasi are usually only mildly affected by seed of cinnabar.

Lupasi can fly while carrying a man-sized creature outfitted with light armor, a shield, and several weapons. Still, the total weight carried by the lupasus cannot exceed 2,000 cn. Unencumbered lupasi must make a saving throw vs. paralyzation for each hour of flight. If the saving throw fails, they must rest a half hour for each 2 previous hours of flight. A lupasus with a rider drops one maneuverability factor and must make a saving throw every half hour. Lupasus wings are covered with fine, soft fur (not feathers)and are no more or less vulnerable to fire than the rest of the body. Lupasi that have lost 50% or more of their hit points cannot fly, but they can glide until 75% or more hit points have been lost. Lupasi often prefer to attack from the ground, not using their wings at all, so being forced from the air is not a huge concern.

Wild lupasi are most often found roaming the steppes and the skies of Yazak, north of Renardy. Lupasi are equally at home on prairies, in forest lands, and on all but the highest mountains. It is extremely difficult to tame or capture lupasi. Wild lupasi generally try to avoid humanoids, although they will occasionally associate with solitary lupins. Lupin knights sometimes befriend lupasi, in which case they accompany the knights out of friendship, not servitude. To do this, a lupin knight must live with a pack of lupasi for 1 full year. The den of a lupasus may be a cave, a thicket, or a hole in the ground. The breeding season is in the spring, and the female has a litter of three to nine cubs. The cubs normally stay with the parents until the following winter, when they start to fly. Parents and young constitute a basic pack, which establishes and defends a marked territory. Larger packs may also assemble, particularly in the winter. Packs will always have designated leaders.

Wild lupasi usually prey on small animals and birds. When lupasi hunt more dangerous animals, they always hunt in packs, with a close degree of cooperation. Lupasus pelts are thick and beautiful, often bringing high prices (in excess of 100 gold pieces in good condition) on the black market. Except in self-defense, killing a wild lupasus is against the law in Renardy, and possessing a lupasus pelt (however obtained) is a hanging offense. 

Terrain: Open (Yazak steppes)

Lyra Bird, Saragón

	Armor Class
	7

	Hit Dice
	1/8*(S)

	Move
	

	     Flying
	180'(60')/MF 5(a)

	Attacks
	0

	Damage
	Nil

	No. Appearing
	0 (1)

	Save As
	NM

	Morale
	2

	Treasure Type
	Nil

	Intelligence
	6

	Alignment
	Neutral

	XP Value
	6 (see below)


Monster Type: Animal, Enchanted (Very Rare)

The Saragón lyra bird is a tiny, colorful bird about the size of a hummingbird. It has a long, pointy beak which it uses to prey upon small insects, especially parasites like cardinal ticks and cinnabryl lice. Magic-users of Saragón (possibly with the surreptitious aid of an Immortal) once created these beautiful birds to rid their land of parasites attracted to cinnabryl, Legacies, and vermeil. Their attempt was partially successful. The lyra bird reduces a host's parasitic infestation down to 5%, at a rate of 1% per day. The lyra bird then flies away and seeks creatures with a greater degree of infestation. Lyra birds are brightly colored and iridescent, commonly metallic green or blue on top. The throat of the male lyra bird is often glittering red, blue, emerald-green, or greenish-bronze. The underbelly is usually white, although some lyra birds have a soft tan underbelly. Lyra birds are unaffected by the Red Curse.

The lyra bird actively avoids confrontation and will flee from any threat, but it does have several defensive capabilities. As a magical creature, the lyra bird has a continual aura of protection from evil, 10' radius. Three times per day, the lyra bird can also use the following spell-like abilities when it sings: charm person, charm monster, and charm plant. A creature that has been charmed by a lyra bird will defend the bird to the best of its abilities.

Unlike a normal creature encounter, no experience points are awarded for killing or "defeating" a lyra bird. Instead, people who have a significant encounter (such as hearing one sing or hosting one for a time) with a lyra bird should get the experience point award.

The Saragón lyra bird is usually found in the company of another creature. It is rare to see more than one lyra bird in an area, although occasionally a mated pair will share the same territory or symbiont. Mated pairs build beautiful, fragile egg-shaped nests, covered with lichens, spider webs, and small pieces of bark. Eggs are incubated only by the female. Males are slightly smaller than females, but in spite of their tiny size, they are fiercely territorial. They will do their best to chase other lyra birds out of their nesting area.

Legend states that "no man may strike another" if a lyra bird is singing within hearing distance. This is not true, but the power of belief is so strong that fights will often instantly stop if a lyra bird starts singing nearby. The lyra bird is often seen as a symbol of peace and hope. 

The marvelous song of the lyra bird often attracts parasite-infested creatures like voats, cinnavixens, juhrions, or even sometimes a Slagovich juggernaut. Once attracted, these creatures may develop a symbiotic relationship with the lyra bird, which relieves them of their parasitic afflictions by eating the parasites. The bird dies if deprived of its diet of parasites for a whole week. It is thought that killing a lyra bird will bring a mild curse upon the culprits. Suitable curses include a –2 penalty to all combat rolls and saving throws or a –4 penalty to skill checks. The curse could be lifted if the victim performed an appropriate penance as directed by a high-level druid. A lyra bird in captivity will quickly sicken and die. Killing a lyra bird in this fashion is rumored to bring a permanent, debilitating curse.

Terrain: Open (Cursed)

Lythari*

	Armor Class
	6

	Hit Dice
	4 **(M)

	Move
	180'(60')

	Attacks
	1 bite

	Damage
	2d4

	No. Appearing
	0 (1 or 2d6)

	Save As
	E4

	Morale
	4 or see below

	Treasure Type
	Nil

	Intelligence
	11

	Alignment
	Neutral or Lawful

	XP Value
	175


Monster Type: Monster, Enchanted (Very Rare)

The reclusive lythari, known among the wood elves as silver shadows, are shapeshifters: elves able to take lupine form. The details above are for wolf form. In wolf form, lythari are beautiful, with pale gray or silver fur and intelligent blue or brown eyes. A wolf-lythari leaves no impression of danger or ferocity, but rather seems friendly and companionable. An adult is the size of a small pony and might carry a man-sized ally if the need is great. In the rare times they assume elf form, the lythari are beautiful and otherworldly, even for elves. They dress in furs, hides, and other natural garb, decorating themselves with feathers, bone jewelry, and similar objects in a fashion more ancient than the oldest wood elf tribes. Tall and pale skinned, they have light blue or green eyes and silver hair. In wolf form, lythari communicate in the manner of wolves. In elf form, lythari speak elvish; some can speak Common, also.

Lythari can pass through natural surroundings, wood or forest, silently and nearly invisibly (opponents have a –2 surprise modifier). Lythari are 75% likely to avoid contact with strangers under normal circumstances. Lythari dislike combat and prefer to flee rather than fight. If they aid in warfare at all, they serve as scouts and messengers, for physical combat is abhorrent to them. If cornered or defending their kin, they will fight with great skill (their morale becomes 9). In wolf form, their preferred form for combat, lythari attack by biting. In the same manner as lycanthropes, lythari can be hit only by silver or weapons of at least +1 enchantment when in wolf form. Magic that affects lycanthropes also affects them. Lythari can cast spells as elves. They are usually of 4th level, but some have greater ability. In both forms, lythari are immune to ghoul paralyzation. Lythari have complete freedom over their ability to change form, the transformation taking about half a round. A lythari slain in wolf form reverts to elf form in one round.

Unlike the majority of lycanthropes, the lythari are a gentle, benevolent species. Although they hunt and kill in the same manner as wolves, they neither inflict wanton violence nor attack intelligent species. The typical encounter with lythari is with a single hunter or pack. The larger tribal community might be as large as 30, with up to a dozen or so members too young to hunt. Most lythari live between worlds, not dwelling on the Prime Material plane, but living in forested places that can be reached only through special gates known only to themselves. They are a shy race, preferring to remain far from civilization and even from other elves. Their small bands are anarchic, communal societies, with no real leaders, and complete equality for all members. The lythari do not produce metal objects of any sort. They build nothing more elaborate than brush shelters. Lythari revere Eiryndul and the other elven Immortals. Lythari are interfertile and reproduce among themselves. They can also create new lythari from among normal elves in a special ritual of bonding that leaves a permanent scar resembling a wolf bite. Lythari status can be conferred upon another elf only if both lythari and elf agree to the transformation, and only if the secret initiation is performed. If lythari run with normal wolves in wolf form, they are accepted as pack members and treated with deference, while remaining outside the normal wolf pack hierarchy. Evil wolves and like creatures, such as yorgs and werewolves, sense their difference and will try to drive them off or slay them.

Most lythari, however, live in magical fairylands that touch only lightly upon the Prime Material plane (such as the Dreamlands in Alfheim). In both their elf and lupine forms, lythari are hunters, preferring to hunt deer, rabbit, and wild boar. They are rarely seen by elves. 

Terrain: Woods
Mephit

	
	Fire
	Ice
	Lava

	Armor Class
	5
	5
	6

	Hit Dice
	3+1****(M)
	3**(M)
	3***(M)

	Move
	120’(40’)
	120’(40’)
	120’(40’)

	     Flying
	240’(80’)/MF 3(b)
	240’(80’)/MF 3(b)
	240’(80’)/MF 3(b)

	Attacks
	2 claws
	2 claws
	2 claws

	Damage
	1d3/1d3 + special
	1d2/1d2 + special
	1/1 + special

	No. Appearing
	see below
	see below
	see below

	Save As
	M3
	M3
	M3

	Morale
	6
	6
	6

	Treasure Type
	Tx2
	T
	T

	Intelligence
	9
	9
	9

	Alignment
	Chaotic
	Chaotic
	Chaotic

	XP Value
	150
	65
	80

	
	
	
	

	
	Mist
	Smoke
	Steam

	Armor Class
	7
	4
	7

	Hit Dice
	3+2***(M)
	3***(M)
	3+3****(M)

	Move
	120’(40’)
	120’(40’)
	120’(40’)

	     Flying
	240’(80’)/MF 3(b)
	240’(80’)/MF 3(b)
	240’(80’)/MF 3(b)

	Attacks
	2 claws
	2 claws
	2 claws

	Damage
	1/1
	1d2/1d2
	1d4+1/1d4+1 + special

	No. Appearing
	see below
	see below
	see below

	Save As
	M3
	M3
	M3

	Morale
	6
	6
	6

	Treasure Type
	T
	T
	T

	Intelligence
	9
	9
	9

	Alignment
	Chaotic
	Chaotic
	Chaotic

	XP Value
	125
	80
	159


Monster Type: Planer Monster (Rare)

Mephits are nasty little messengers created by powerful, malicious elemental creatures. They are evil and malicious by nature and appear on the Prime Material Plane only to perform evil deeds. Six types of mephits are known: fire, ice, lava, mist, smoke, and steam. Each is created from the substance for which it is named. Mephits appear as thin, 5-foot humanoids with wings. Their faces have exaggerated features, including hooked noses, pointed ears, wide eyes, and protruding chins. Their skin continually oozes the stuff from which they were made. Mephits speak a common mephit tongue.

In battle, mephits attack with either clawed hands or breath weapons. Damage is variable depending on the type of mephit encountered. All mephits have the ability to gate in other mephits; the type gated in and percentage chance for success varies with the mephit initiating the gating (see below for details).

Mephits love tormenting helpless creatures and bragging about their latest evil accomplishments. They wear garish, vulgar costumes in bizarre colors and outrageous designs. They give themselves pompous, impossibly long names, such as Garbenaferthal-sprite-slayer-greatest-of-all-the-steam-mephits. Mephits assume a groveling, craven, yes-master stance around their bosses. Toward victims and each other, mephits drop their humble servant persona and take on the arrogant air of a superior being. A limited camaraderie exists between mephits of the same order. Disputes between different types are often settled by a friendly game of tug-a-demihuman.

Mephits are usually assigned to deliver some message or pick to up packages on the Outer Planes, but occasionally (5 % ) they are sent to the Prime material plane. Missions on the Prime Material Plane include retrieving a particular person, delivering a special magical item, or just spreading a little mayhem.

Mephits lead brief, troublesome lives. They are quickly created and destroyed, but they have no predetermined life span. They never eat, but must return to the substance from which they were formed to heal damage (usually 1 hit point per turn in contact).

Fire Mephit

The most mischievous of all mephits, these fiends play terrible pranks on other mephitis (such as pushing lava mephits into water and watching them harden) and on their victims. Touching a fire mephit causes 1 point of heat damage (no saving throw). Their clawed hands rake for ld3 points of damage each, plus 1 hit point of heat damage per hit. Fire mephits may use their breath weapon three times a day. It has two forms. The first is a flame jet 15 feet long and 1-foot wide. This jet automatically hits one target, of the mephit's choosing, for ld8+1 points of damage (half if saving throw is successful). The second form is a fan of flame covering a 120 arc directly in front of the mephit to a distance of 5 feet. Any creature in the arc suffers 4 points of damage, no saving throw allowed.

Fire mephits may also cast heat metal and magic missile (two missiles) spells each once per day. Once every hour a fire mephit can attempt to gate in another mephit. The chance for success is 25% and the summoned mephit is either fire, lava, smoke, or steam (equal probability of each).

Terrain: Any, Plane of Fire

Ice Mephit

Ice mephits are angular in form, with translucent ice-blue skin. They live on the Plane of Water and never mix with fire, lava, smoke, or steam mephits. Ice mephits are aloof and cruel, surpassing all other mephits in the fine arts of torture and wanton destruction.

In combat, ice mephits attack with two clawed hands, inflicting 1-2 points of damage each. In addition, their chilling touch has a freezing effect, reducing the victim's hit points by 1 per hit, no saving throw allowed. These effects are cumulative and last three to four turns, or until the victim is healed to full hit points (whichever comes first). Ice mephits may breathe a volley of ice shards three times per day. This volley automatically hits a single victim within 15 feet of the mephit. Damage is 1d6, halved if the victim rolls a successful saving throw.

Once per hour an ice mephit may attempt to gate in one other mephit. The chance of success is 25% and the summoned mephit is either mist or ice (equal probability of each).

Terrain: Any, Plane of Water

Lava Mephit

Lava mephits are the least intelligent of all mephits. They are slow on the uptake and frequently the brunt of fire mephit jokes. Lava mephits generate extreme heat that can be felt 30 feet away. Their claws are small and soft, causing only 1 point of damage when they hit, but each hit inflicts an additional 1d8 points of heat damage. The touch of a lava mephit automatically melts or burns most materials. The rate of this destruction varies from one hour to burn through an inch of wood to three rounds to completely melt plate armor.

Their breath weapon is a molten blob of lava usable once every three melee rounds. This blob automatically hits one target within 10 feet of the breathing mephit (ld6 points of damage, no saving throw). A lava mephit may use this weapon a maximum of eight times, after that, the mephit must recharge by soaking in a lava pool for on hour. Mephits may recharge during battle, if they come in contact with lava during combat, they regenerate 2 hit points per melee round. This ability is, of course, lost if the mephit is brought to 0 hit points or less, at this point the mephit is dead. These mephits may shapechange into a pool of lava 3 feet in diameter by 6 inches deep. This maneuver does not recharge the breath weapon. They may still be harmed normally when in this lava pool form.

Once every hour, a lava mephit may attempt to gate in 1-2 other mephits. The chance of success is 25%. If two are summoned, they are of the same type (equal probability of fire, lava, smoke, or steam).

Terrain: Any, Plane of Earth, Plane of Fire

Mist Mephit

Mist mephits fancy themselves as spies par excellence and practice this ability on other mephits. They are quick to report other mephits who show mercy or any other treasonous behavior, and they never engage in idle banter with other mephits. Mist mephits have the ability to see clearly in fog or mist. Their skin is pale green. They never engage in melee unless they are trapped. Their soft claws inflict just 1 point of damage when they hit. Mist mephits may breathe a sickly, green ball of mist, every other round, up to three times an hour. This ball automatically envelopes one victim within 10 feet of the breathing mephit. The victim must roll a successful saving throw vs. poison or suffer ld4+1 points of choking damage and be blinded for ld4 rounds. In addition to the breath weapon, mist mephits can create a wall of fog (as the spell) once per day (3rd level ability). They can also assume gaseous form once per day and often use this ability to spy on others or escape combat.

Once per hour a mist mephit may attempt to gate in 1-2 other mephits. The chance of success is 20%. If two mephits arrive, they are of the same type (either ice or mist, equal probability).

Terrain: Any, Plane of Water

Smoke Mephit

Smoke mephits are crude and lazy. They spend most of their time lounging around invisible, smoking pipe weed, telling bad jokes about their creators, and shirking their responsibilities. Smoke mephits' two clawed hands cause 1-2 points of damage each. Their breath weapon consists of a sooty ball usable every other melee round, with no limit on the number of times it can be used in a day. The sooty ball automatically strikes one creature of the mephit's choice within 20 feet, causing ld4 points of damage and blinding the victim for 1-2 rounds. No saving throw is permitted.

Smoke mephits may cast invisibility and dancing lights once each per day. Once per hour they can attempt to gate in 1-2 other mephits. The chance of success is 20%, with equal probability of the summoned mephits being fire, lava, smoke, or steam. If two mephits appear, they are of the same type. When a smoke mephit dies, it disappears in a flash of flame. The flash causes 1 point of damage to all creatures within 10 feet (no saving throw).

Terrain: Any, Plane of Air

Steam Mephit

Steam mephits are the self-appointed overlords of all mephits. They frequently give orders to weaker mephits. In addition to hissing steam escaping from their pores, steam mephits leave a trail of near-boiling water wherever they walk. The hardened claws of a steam mephit cause 1d4 points of damage each, plus 1 additional point of heat damage per touch (no saving throw). In addition, the victim is 50% likely to be stunned for one round. These effects are cumulative, so a victim raked twice could be stunned for two rounds. Steam mephits can breath a scalding jet of water every other round; no limit to the number of times per day this can be used. This jet has a 20-foot range and automatically hits its target. Damage is 1d3 points (no saving throw) with a 50% chance of stunning the victim for one round.

Once per day a steam mephit may create a rainstorm of boiling water over a 20-by-20-foot area. This storm inflicts 2d6 points of damage to all victims caught in the area of effect, with no saving throw allowed. Steam mephits may also contaminate water once per day (reverse of purify water).

Once per hour a steam mephit may attempt to gate in 1-2 other mephits with a 30% chance of success. There is an equal probability that the summoned mephits are either fire, lava, smoke, or steam. If two are summoned: they are of the same type.

Unlike other mephits, who will delay an attack for as long as possible, steam mephits are ruled by their oversized egos. They will even ambush even large, well-armed parties, striking first with boiling rainstorms, then concentrating their breath weapons on the nearest magic-user or cleric.

Terrain: Any, Plane of Water

Mind Flayer

	Armor Class
	5

	Hit Dice
	8+4*****(M)

	Move
	120'(40')

	Attacks
	4 tentacles

	Damage
	see below

	No. Appearing
	1-4 (1-4)

	Save As
	M9

	Morale
	9

	Treasure Type
	A (S, T, V)

	Intelligence
	17

	Alignment
	Chaotic

	XP Value
	3,925


Type: Monster (Very Rare)

Mind flayers stand about 6 feet tall, with hideous mauve skin which glistens with slime. The head resembles an octopus, with white eyes (no pupils are evident) and four tentacles where a mouth should be. They have three fingers and a thumb on each hand; their fingers have a reddish cast. Mind flayers have infravision to 120'. They can communicate via telepathy; they have no spoken language. Their name for their kind is illithid. They are originally from the Dimension of Nightmare (some theories claim they are distant relatives of the brain collector), but have formed colonies on the Prime Plane.

A mind flayer uses its four tentacles in combat. If a tentacle hits, it will reach the victim's brain in 1-4 rounds, drawing it forth and killing the victim. The flayer then devours the brain. They also have a variety of psionic powers:

	Level
	Dis/Sci/Dev
	Attack/Defense
	Score
	PSPs

	7
	4/6/15
	MT/M-, TS, Mb, +1
	=Int
	1d100+250

	

	Type: attack, mind control, travel

	  Psychokinesis: Detonate, Control Body*, Levitation*

	  Psychometabolism: Body Equilibrium* (only)

	  Psychoportation: Probability Travel*, Teleport*, Astral Projection*

	  Telepathy: Domination*, Mindlink*, Awe, Contact*, ESP*, Post-Hypnotic Suggestion*

	  * - always have this power


In combat, a mind flayer will seek to capture prisoners. These will become slaves and an emergency food supply. Mind flayers live in large underground communities of 200 to 2,000 illithids, plus at least two slaves each. The slave's minds have been stripped of any independent thinking ability, so they obey without question. Mind flayers hate sunlight and avoid it whenever possible. The center of each community is the elder-brain, a pool of briny brain fluid which contains the brains of a community's dead illithids. Due to their powerful mental abilities, their brains remain alive after the bodies have been destroyed, and the telepathic unions of these dead brains rules the community. The elder-brain has a range of 2 to 5 miles, depending on the size and age of the community. The elder-brain cannot attack, but it can warn mind flayers of the presence of thinking creatures, so a mind flayer in its radius cannot be surprised by intelligent creatures. The telepathic range of the elder-brain defines the borders of the community, though it will often send raiding parties further. Mind flayers are extremely arrogant, viewing all other species as cattle to be preyed on. They prefer to eat the brains of intelligent creatures. Illithids are sexless, living the first 10 years of life like tadpoles.

Terrain: any subterranean
Mole, Brain

	Armor Class
	9

	Hit Dice
	1/8**(S)

	Move
	10'(3')

	     Burrowing
	30'(10')

	Attacks
	Nil

	Damage
	Nil

	No. Appearing
	1d3 (1d3)

	Save As
	F1

	Morale
	4

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	7


Monster Type: Monster (Very Rare)

These small, furry animals are nearly blind, and they look like normal moles. Brain moles are rarely seen, however. They live in underground tunnels, burrowing through rock as well as dirt. Usually, the only discernible evidence are the networks of blistered stone or mounded dirt above ground, which marks the tunnel complex. These creatures damage more than a landscape, however. Brain moles feed on psionic activity. From the protection of their tunnels, they can psionically burrow into a victim's brain, and drain his psionic energy.

A brain mole commonly attacks its victims in forests or underground; in either case, the creature is usually out of sight in a tunnel. The mole either waits for a psionically endowed being to appear above it, or burrows in search of prey. A brain mole has an innate form of psionic sense; it can automatically detect psionic activity of any sort within 200'. However, it can only feed on psionic energy when its victim is nearby - within 30' if the victim is a psionicist or psionic creature, or within 10' if the victim is a wild talent. The mole can't get a fix on its prey until it actually uses a psionic power. Once it locates a victim, the brain mole attempts to establish contact. If contact is made, it will attempt to feed on psionic energy. If the victim is a psionicist (or psionic creature), feeding is accomplished with Psychic Drain. A brain mole does not attack maliciously. It must feed at least once a week or it will die 

	Psionic Summary:

	Level
	Dis/Sci/Dev
	Attack/Defense
	Score
	PSPs

	6
	2/2/3
	MT/M-
	12
	100

	

	Only has:

	  Telepathy: Contact, Mind Thrust, Mindlink, Mindwipe1

	  Metapsionics: Psionic Sense, Psychic Drain2

	  1A brain mole can perform Mindwipe up to a range of 30'.

  2Strangely enough, a brain mole must establish contact before using Psychic Drain. Furthermore, it can only perform Psychic Drain upon psionicists and psionic creatures. However, it does not have to put them in a trance or sleep first. It just starts siphoning away psionic energy.


Brain moles live in family units that include one male, one female, and 1d6 young (one of which may be old enough to feed by itself). Large brain mole "towns" of up to 3d6 family units have been reported. Of course, these only occur in places frequented by the psionically endowed. Though brain moles can be dangerous to some, others keep them as pets. The moles are rather friendly, and easily tamed. They are favored by royalty, who enjoy the special protection that only brain moles can provide. Some sages claim that even a dead brain mole can offer protection from psionic attacks, provided the carcass is worn around one's neck as a medallion. Sometimes, nobles who have been harassed by a particular psionicist will send heroes out on quests for these little furry rodents. On the open market, adult brain moles will sell for 50 gp. Youngsters sell for 5 gp each.

Terrain: Any

Mythuínn Folk

	Armor Class
	3

	Hit Dice
	1/2*(S)

	Move
	60'(20')

	Attacks
	1 weapon

	Damage
	1d2

	No. Appearing
	1d4 (2d4)

	Save As
	F1

	Morale
	7

	Treasure Type
	C

	Intelligence
	9

	Alignment
	Lawful

	XP Value
	6


Monster Type: Humanoid (Rare)

Mythuínn folk look like cute, shaggy teddy bears, roughly the size of a human hand. They have big, deep-brown eyes and white, brown, or black fur. They are ice-dwellers who live high in the mountains surrounding the ee'aar kingdom on the Arm of the Immortals. Mythuínn folk have a completely different name for themselves, but no outsider can pronounce it. They have their own language, but their voices are too high pitched and fast for humanoid hearing. Some mythuínn speak the ee'aar dialect, which they must speak very slowly. Any man-sized or larger humanoid must make a successful hear noise check to understand the speech of the mythuínn. Few mythuínn inhabit cursed lands; those who venture there never acquire Legacies or need cinnabryl.

Mythuínn folk avoid combat if a tall possible, using their ability to become invisible or cast dimension door at will. If hard pressed, they fight with tiny javelins and bows, which inflict 1d2 points of damage. Mythuínn are very hard to catch due to their size and extremely high Dexterity. It is difficult for a humanoid to even see one of the mythuínn, unless it makes a special effort to stand still for inspection. The tiny folk move so fast that most people see only a blur or feel a slight breeze. However, because they do have trouble covering long distances, their overall movement rating is low.

Mythuínn also bring good luck to their friends, allowing them to reroll a failed saving throw or ability check once per day, provided that the mythuínn is in physical contact with the person at the time. Any encounter with the mythuínn is likely to be a role-playing rather than combat encounter. The DM should award experience points to anyone who has a significant interaction with the mythuínn.

Most mythuínn are extremely curious, wanting to see everything—and the sooner the better. Mythuínn sometimes even accompany adventurers of Lawful alignment for brief periods of time. Such adventurous mythuínn quickly learn the language of their "Big Folk" friends so that they can communicate. Ee'aar travelers often carry mythuínn for good luck. Mythuínn are sociable and dwell in icy caves high on the mountain-tops. Their wondrous villages are carved and shaped from the ice—miniature fairy-villages, sparkling like cut diamond in the light. Mythuínn protect their villages with patrols, each carrying a horn to sound an alert if necessary. A village can contain several hundred mythuínn. Individual mythuínn carry little or no treasure. However, their villages contain at least a full treasure type C.

Tyminids prey upon mythuínn, pursuing the tiny folk relentlessly. Mythuínn folk sometime hide in aeldar webs to elude these predators. Mythuínn live fast—about ten times as fast as most humanoids. A one year sojourn to see the world with a "Big Folk" friend seems like a decade to one of the adventurous mythuínn. They live eight to ten years, although to them it seems like 80 to 100 years.

Mythuínn mate for life; if one partner dies, the other partner then sickens and dies. A mated pair of mythuínn will have three to five offspring during their fertile years. Twins are fairly common.

Terrain: Mountain

Naâruk*

	Armor Class
	5

	Hit Dice
	12* (50 hp)(L)

	Move
	60'(20')

	     Flying
	240'(80')/MF 1(b)

	Attacks
	1 fist

	Damage
	3d8

	No. Appearing
	1 (1)

	Save As
	F6

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	4

	Alignment
	Neutral

	XP Value
	2,125


Monster Type: Construct, Enchanted (Very Rare)

Built by enduk priests in their grand temples, the naâruk is a golem which looks like a 10-foot-tall winged bull. The naâruk is usually fashioned of gleaming bronze with extremely lifelike workmanship. Naâruks stand dormant and still most of the time, appearing as statues. When active, however, a naâruk's eyes glow a soft green color. The naâruks give the enduks the ability to rapidly reposition troops and support personnel. During a special religious ceremony, up to 10 enduk warriors or clerics of the same faith may meld (as per a potion of merging) into this golem and use it as a long range transportation device. While melded, all occupants remain unconscious, vulnerable only to things that damage the naâruk. The naâruk then flies back to its temple of origin after releasing all of its occupants.

Like most other golems, a naâruk is merely able to execute fairly detailed, linear instructions. They have difficulty handling conditional instructions. A naâruk has a Strength of 23 for purposes of breaking or pulling things, and opponents require +2 or better magical weapons to hit a naâruk. The naâruk is immune to most spells. A gust of wind spell slows the naâruk for 1d4 rounds, and it ignores all other spells. If the naâruk gets a flying start of at least 60 feet, it charges, inflicting double damage. Naâruks count as +2 weapons for purposes of hitting creatures struck only by magical weapons. Naâruks do not normally participate in battles, but they will defend themselves if attacked. These sacred creatures are reserved for holy wars. They will, however, attack creatures interfering with their goals. If necessary, a naâruk can release some or all of its occupants to assist in defense. If destroyed, a naâruk instantly releases all of its melded occupants. Damage to the naâruk may only be healed at its home temple. Repairing a naâruk requires a produce fire spell and costs 100 gp in materials per hit point of damage repaired.

Most enduk temples keep at least one of these constructs as a guardian. Part of the duty of the enduk clergy is to keep the naâruk in top-notch operating condition. Many a neophyte enduk cleric has spent countless hours hand-polishing the gleaming bronze flanks of the temple naâruk, learning humility, perseverance, and the honor of a task well-done. Many enduks believe that the spiritual condition of the temple and the physical condition of the temple naâruk are linked. To them, a shiny, well-maintained naâruk indicates a healthy temple. Likewise, a naâruk with a bit of tarnish or a hitch in its step indicates corruption in the temple.

The naâruk is a golem, a magical construct. As such, it plays no part in the world's ecology. A naâruk does not eat, sleep, or drink, and "lives" only until its body is destroyed. Only the enduk priests know the secret of constructing a naâruk. It requires raw materials worth 40,000 gp and vestments worth 20,000 gp (which are not consumed) and requires a head cleric of 16th level or higher. The head priest must have at least eight assistant priests, each of 8th level or higher. The ritual must be performed in a consecrated enduk temple.

Terrain: Any

Nautilus, Giant

	Armor Class
	-3 (shell)/3 (body)

	Hit Dice
	14*(L)

	Move
	180'(60')

	Attacks
	20 tentacles/1 bite

	Damage
	1d8(x20)/5d4

	No. Appearing
	0 (1)

	Save As
	F14

	Morale
	10

	Treasure Type
	Nil

	Intelligence
	18

	Alignment
	Neutral

	XP Value
	2,500


Monster Type: Planar Monster (Very Rare)

The giant nautilus is a native of the plane of elemental Water. On the Prime Material plane, it wanders the depths of the deepest oceans. In appearance, the giant nautilus seems but a gigantic version of its diminutive cousin. In the case of the giant version, the spirally coiled shell is AC -3 and 50’-60’ in diameter. The creature is often called the “druid of the deep” because of its absolute neutral alignment and insistence on maintaining the balance of the underwater world. The giant nautilus considers a sunken ship a terrible eyesore and actively helps in its removal (such help is usually in the form of protecting those removing the ship from the fearsome predators of the depths). The creature is totally uninterested in treasure of any kind, but it is not completely naive. It has a basic understanding of avarice and greed. Therefore, the nautilus demands that sunken vessels carrying more mundane cargo be removed before it allows the removal of a sunken treasure ship. It also demands the removal of the entire ship, not just the cargo.

Twenty strong tentacles (AC 3) encircle the creature’s mouth. It can grab and constrict opponents with these tentacles for 1d8 hp damage each, while bringing the unfortunate victim into its huge mouth. The mouth is large enough to swallow a man-sized creature whole on a natural roll of 18 or better. The mouth can also bite a victim for 5d4 hp damage. Depending on the attacker’s size, the nautilus can bring all 20 tentacles to bear on a single opponent, or it may elect to attack 20 separate targets. It generally uses only three tentacles per man-sized target. Any character constricted by a tentacle may have one arm (01-50%, DM’s choice left or right), neither arm (51-75%), or both arms (76-100%) pinned and unusable. A constricted character cannot cast any spells but can attack the constricting tentacle with a weapon at -3 (one arm free) or -1 (both arms free). Each rubbery tentacle cannot be broken by force and requires 15 hp of damage from a sharp or edged weapon before being severed (severed tentacles regenerate in about one week). Luckily, the giant nautilus has seldom been known to attack humans or any of the intelligent ocean-dwelling races, except in self-defense. The giant nautilus has a form of telepathy that allows it to communicate with any intelligent creature, regardless of language barriers. It is generally on good terms with most of the underwater races, including the kopru and devilfish. In fact, the giant nautilus is often used by the tritons, mermen, and shark-kin as an impartial judge to mediate disputes among themselves and other races. For all its peaceful intent, the giant nautilus puts a stop to anyone overfishing a particular location or polluting areas of the sea by dumping garbage. It attempts to negotiate a settlement at first. If negotiation fails to work, it then warns the offenders. If the warnings are not heeded, the giant nautilus forcibly puts a stop to the offending action. It can drag a ship of small size below the water’s surface, and it can stop the movement of a larger one after one turn of winding its arms around the ship and dragging. After six or more tentacles have squeezed a ship’s hull for three consecutive rounds, the vessel suffers damage as if it had been rammed, and it begins to sink. The giant nautilus can use the following spell-like powers, one per round, at will: charm person or mammal; conjure fish; conjure water elemental (3 times per day); control temperature, 10’ radius; detect evil; detect magic; fish summoning I, II, and III; know alignment (always active); locate fish or plants; lower water; part water; wall of coral.

The giant nautilus is a solitary wanderer of the depths and maintains no lair or permanent abode. The creature is long lived and has a natural life span of 3,000-4,000 years. Sages speculate the creature uses magic to return at times to the plane of Water, there to mate and reproduce. Where or how this takes place is unknown. An encounter with a young giant nautilus has never been recorded.

The giant nautilus is a carnivore, and it preys on huge crustaceans such as giant crabs and giant lobsters. It has no natural enemies but is sometimes in conflict with the kraken. The shell of the giant nautilus is a great prize. It can be converted into a roomy, virtually crush-proof submarine for exploring the depths of the ocean.

Terrain: Ocean, Plane of Water

Nereid

	Armor Class
	9

	Hit Dice
	4*****(M)

	Move
	120'(40')

	     Swimming
	120'(40')

	Attacks
	none

	Damage
	none

	No. Appearing
	0 (1d4)

	Save As
	F4

	Morale
	7

	Treasure Type
	N

	Intelligence
	12

	Alignment
	Chaotic

	XP Value
	325


Monster Type: Extraplanar Monster (Common)

These creatures from the elemental plane of Water, sometimes called "honeyed ones," are unpredictable and playful; half are either good or evil, while the others are indifferent. Using disguise, nereids lead sailors to their dooms. Nereids are transparent in water, 95% undetectable except as froth and golden seaweed. Upon contact with air, they assume human form, usually as voluptuous young females with long, golden hair, pearly white skin, and sparkling green eyes. Their voices and songs are lovely. A nereid always carries a white shawl, either in its hands or over head and shoulders, and is lightly clad in white and gold. If confronted by only females, the nereid appears in a male guise, but a woman has a 65% chance to see through the disguise. All males who see a nereid are incapable of harming it (no saving throw). 

Nereids can spit venom 20 feet, blinding a target for 2d6 rounds if it hits; the venom can be washed away with water. A blinded victim's attack rolls, saving throws, and AC are all worsened by 4 until the effects wear off. Nereids can control water within 30 feet; it can use waves to slow movement to 1/4 normal, increase chances of drowning by 10%, or crash with a roar that deafens characters within 60 feet for 3d4 rounds if precautions are not taken. Nereids can also form the water to look like a water weird, and cause it to strike as a 4 HD monster and inflict ld4 points of damage. A nereid is 85% likely to have a pet for protection, with equal chances for a giant eel, giant otter, giant poisonous snake, giant octopus, giant squid, dolphin, giant leech, or sting ray. If the nereid makes a successful saving throw vs. poison, she can flow like water, avoiding weapon damage or escaping a captor. The nereid's kiss causes a man to drown, unless he makes a successful saving throw vs. breath weapon, with a -2 penalty. If he lives, he finds ecstacy. The nereid protects its shawl at all costs, for it contains the nereid's essence; if it is destroyed, the nereid dissolves into formless water. Possession of a nereid's shawl gives a character control over the creature, which will accept commands to avoid damage to the shawl. Stories tell of forlorn nereids who follow the ships of a powerful foes who have stolen their shawls. A nereid will lie and attempt anything short of violent action to regain its soul-shawl.

A nereid found on the Prime Material plane has either escaped or been exiled from its home plane. Though usually solitary, a small group of nereids with the same tendencies to good or evil sometimes live together, led by the eldest. Polluted waters drain nereids' vigor, and even good nereids may attack those who pollute their lairs. Nereids do not value metals, but save any magical treasure they gain. The nereid has no goals or ambitions other than cavorting in water. Nereid shawls command handsome sums, but are seldom sold and are very rare. One who holds a shawl can use the enslaved nereid as a guide on the plane of Water.

Terrain: Ocean, Plane of Water

Neshezu

	Armor Class
	6

	Hit Dice
	1*(M)

	Move
	60' (20')

	     Brachiating
	150'(50')

	Attacks
	1 weapon

	Damage
	by weapon + 1 

	No. Appearing
	0 (3d10x10)

	Save As
	F1

	Morale
	7

	Treasure Type
	B

	Intelligence
	9

	Alignment
	Chaotic

	XP Value
	6

	2 HD
	25

	3 HD
	50

	5 HD
	300

	Shaman
	225


Monster Type: Humanoid (Common)

Neshezues resemble large orangutans, with slight orc and goblin features. An adult male attains a height of about 5 feet and a weight of about 175 pounds. Females are about three-quarters of this size. All neshezues have thick reddish-brown hair and an orclike facial structure. Neshezues are almost exclusively arboreal, with limbs adapted to swinging through trees; their extremely long arms can have a span exceeding 7 feet. Their legs are short and ill-suited for walking or running. Neshezues are evil, cunning, and intelligent. Neshezues are unaffected by the Red curse.

Neshezues favor scimitars, daggers, and other traditional pirate weapons. Neshezu warriors coat their weapons with poison as a matter  of course (save vs. poison or die). Neshezues are night creatures of the deep, shadowy forest. They dislike bright light and suffer a –1 penalty to their attack rolls in sunlight. Neshezues have infravision with a range of 60 feet. Because of their derivation from orangutans, all neshezues are extremely strong, receiving a +1 damage bonus due to Strength on all melee attacks. Neshezues can climb trees at MV 40'/round and can brachiate from limb to limb or vine to vine at high speed. Neshezues favor ambushes in combat, using a variety of vines and nets to entangle their enemies. They prefer to strike from cover with hit-and-run tactics. In the forest, a neshezu not directly engaged in melee combat has an AC of 2.

For every 25 neshezues in a tribe, there will be a 3 HD leader who fights as a 3rd-level fighter. The leader will have three assistants, each with 8 hit points. For 150 or more neshezues, there will be a 5 HD chieftain who fights as a 5th-level fighter and his six 2 HD bodyguards each with a +2 damage bonus on melee attacks. There will also be one shaman (4 HD, 8th-level) for every 100 neshezues.

Neshezues form loose clans in the western Herathian forest, and the Herathians have tried unsuccessfully to rid their forests of these hairy beasts. The neshezu organization resembles that traditionally found among seagoing pirates. Leadership in the clans is based upon brute strength, cruelty, deceit, and betrayal. Neshezu villages are built high in the treetops on platforms of wood and woven vines. Travel requires swinging on vines, balancing on narrow branches, and gripping "safe" points that are too far apart for most humanoids to reach. The ancestors of neshezues had a patriarchal society with little use for females other than bearing children and doing hard work. This has changed for the neshezu, since the female neshezues possess the deadly poison lore. Female neshezues are particularly fond of subtle, multi-part ingested poisons. Victims will be unaware that they have been poisoned until it is far too late. The poison lore preserves an respectful truce between the two sexes. Many a neshezu leader has earned (and kept) his position because his wife was particularly skilled with poisons.

Neshezues have an average life span of about 30 years. Although they prefer to eat raw, fresh meat, neshezues will eat just about anything.

Terrain: Woods

Nikt'oo

	Armor Class
	5

	Hit Dice
	3*(L)

	Move
	60' (20')

	     Swimming
	180'(60')

	Attacks
	1 bite

	Damage
	3d4

	No. Appearing
	0 (1)

	Save As
	F2

	Morale
	6

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	50


Monster Type: Monster (Rare)

These large, turtlelike creatures serve as mounts for the more intelligent tortles. Nikt'oos are amphibians, and their shells are just hard layers of leathery skin underlaid with large, bony plates. The skin of a nikt'oo is usually olive, and its back is spotted with brown and yellow. Their large, round eyes are deep black in color. Nikt'oos are longer and stronger than horses, though only half as high. An adult female nikt'oo will often weigh more than 25,000 cn. Their feet make nikt'oos slow land creatures, though they can swim faster than many fish (above or under the water). These strong creatures can run for days without rest and, at half their normal movement, swim indefinitely (eating and even sleeping while they move, waking just long enough to make course corrections).A nikt'oo can carry up to 6,000 cn without slowing, up to 9000 cn at half speed, and up to 12,000 cn at 1/3 normal movement speed. Nikt'oos can acquire Legacies and require cinnabryl. Because most nikt'oos cannot acquire this magical metal, most of them are short-lived.

A nikt'oo can deliver a vicious bite, and on an unadjusted roll of 20, it severs the hand or foot of an attacking man-sized or smaller creature. These giant creatures are usually quite passive, not biting unless severely provoked. However, they can be trained to bite on command. Evil snappers often train their mounts to behave this way. Because nikt'oos do not have shells, they cannot withdraw their head and limbs for protection. They have bony heads and backs, which are AC 5. The legs are the most vulnerable parts (AC 6 instead of AC 5). Opponents near the extremities of a nikt'oo are assumed to strike these vulnerable areas.

Most nikt'oos are domesticated and can be found in the company of tortles or snappers. The small number of wild nikt'oos tend to be very skittish of humanoids, fleeing if given an opportunity. During mating season, all nikt'oos become aggressive and bad tempered. Sailing ships sometimes encounter nikt'oos far out in the ocean. Nikt'oos out in the ocean seem to be more relaxed and will sometimes swim parallel to a sailing ship. Sailors believe that a major curse will befall anyone who kills such a nikt'oo. A properly trained female nikt'oo can be used as an amphibious beast of burden, capable of carrying goods in the water and on land.

Wild nikt'oos who reach adulthood live for about 90 years (not counting the Red curse's effect), while domestic nikt'oos often live as long as 150 years. Female nikt'oos each lay 5d6 eggs every year, burying the eggs above the tide line on a warm beach. Hatchlings are extremely vulnerable to disease, ecological contamination, and sea predators. In the wild, less than 5% of nikt'oo offspring survive to reach adulthood. Male nikt'oos spend most of their lives in the water; they weigh so much that they dislike leaving the water. They will leave the water if the female is threatened while egg-laying. Out of water, they suffer a –2 penalty to hit and suffer 2points of damage per round from the dryness. The male and female nikt'oos bellow to each other while the eggs are being laid, providing constant reassurance. Otherwise, the nikt'oos never make any vocal sounds. For the most part, nikt'oos subsist on jellyfish, mollusks, and seaweed. They are not edible by most humanoid races, but snappers sometimes eat them.

Terrain: Ocean, Settled (tortles or snappers)

Octopus, Blue Ring

	Armor Class
	7

	Hit Dice
	3*-5*(L)

	Move
	15'(5')

	     Swimming
	120'(40')

	Attacks
	6 tentacles. 1 bite

	Damage
	1d2(x6)/1d4

	No. Appearing
	0 (1)

	Save As
	F3-F5

	Morale
	9

	Treasure Type
	Nil

	Intelligence
	11

	Alignment
	Lawful

	XP Value
	50, 125 or 300


Monster Type: Monster (Rare)

These very intelligent, shy creatures live in the cracks and crevices of underground oceans, constantly struggling to escape the notice of the more powerful aquatic races. Their bodies are covered with hundreds of blue circles, giving them their name; they have large golden eyes, a greenish-brown beak, and can change their skin color from dark grayish-brown to a dirty white. 

Though they almost always strive to avoid combat, when forced to stand and fight they are remarkably skilled fighters. Initially, most blue-rings depend on evasive tactics. Blue-ringed octopi, just like other octopi, have chromatophores embedded in their skin that allow them to change color at will, giving them perfect camouflage against the sea floor. These chromatophores even alter the way the octopus reflects light that allows creatures to see via infravision. When spotted, blue-rings wait for an opponent to approach to within 10’ or so, then release their poisonous, milky-white ink. This ink fills a 20’ radius sphere, and allows the blue-ring to jet away at high speed, seeking protective cover again. The poison affects only creatures breathing the water through gills or through a magical means, such as a water breathing spell. These creatures must make a saving throw vs. poison or suffer 4-24 hp damage and be blinded for 1-6 turns. In melee, blue-rings hold nothing back, attacking with six tentacles and a bite. The tentacles are almost pure muscle, and are able to constrict their prey. Each hit has a chance to secure a single limb of humanoid prey (roll 1d8): 1=right leg, 2=left leg, 3=right arm, 4=left arm, 5=head (blinded), and 6-8=torso or other non-binding hold. A victim may choose to attempt to break a tentacle’s hold; this takes the place of all other actions for the round and requires a successful Open Doors roll. Worse than constriction, however, the tentacles suffuse their victims with the same poison as their ink; each round that a victim is held it must make a saving throw with a -2 penalty or suffer 4-24 hp damage. A victim held by multiple tentacles must make multiple saving throws but suffers only one set of poison damage/round.

When captured by devilfish or kopru, they are well-treated and bred for use as a servitor race; many blue-rings are kept in captivity their entire lives. However, other octopi always somehow learn of this captivity and seek to free their comrades. This has led to some wild speculation that the blue-rings are telepathic or mages of some kind, though no evidence has ever confirmed this. 

The blue-ring octopi are a nomadic race that strives to avoid conflict. They live everywhere from the shallows to the deepest trenches; they have found underwater connections to the oceans of the surface world and have sometimes been found living in the colder waters of the surface world, where they are allies of the tritons and Aquarendi.

Red Shamans: A few octopi from every spawning have rings of ox-blood red; these young are protected and cared for far more than any other blue-ring young, growing much larger than other blue rings (8 HD). They are sheltered and jealously guarded because they grow up to be shamans, capable of reaching 8th level of ability as clerics. In addition, the poison of shaman blue-rings is more potent than that of their fellows, inflicting half damage even with a successful saving throw. However, the chromatophores of shamans are always either weak or non-existent; they cannot camouflage themselves, so they often spend their entire lives deep within narrow cleft of rock, where other members of their tribe bring them food and seek their help and advice. 

Terrain: Ocean

Oliphant

	Armor Class
	4

	Hit Dice
	8+4(L) or 10+5(L)

	Move
	150’(50’)

	Attacks
	2 tusks/2 feet

	Damage
	3d4/3d4/3d4/3d4

	No. Appearing
	0(1d8)

	Save As
	F8

	Morale
	4 or 7

	Treasure Type
	Nil

	Intelligence
	6

	Alignment
	Neutral

	XP Value
	775 or 1,100


Monster Type: Animal (Very Rare)

The oliphant is a modern-day mastadon, with shaggy hair and tusks that curve down. The oliphant's trunk is too short to be used in combat. An oliphant attacks with its tusks and by trampling with its feet. No single opponent can be subject to more than two of these attacks at any one time. Oliphants are more intelligent than elephants and do not share its cousins' unreasoning fear of fire. They are also very aggressive, and when properly trained and fed, oliphants grow to greater bulk (10+5 Hit Dice) than their wild counterparts. These trained oliphants are excellent for combat duty and have a morale of 7. An oliphant's tusks are worth 100 to 400 gold pieces each, or about 4 gp per pound, but are smaller than an elephant's.

Terrain: Open

Omm-wa

	Armor Class
	6

	Hit Dice
	3*(L)

	Move
	30' (10')

	     Swimming
	180'(60')

	Attacks
	1 weapon

	Damage
	by weapon

	No. Appearing
	0 (1d4+2 or 1d6+14)

	Save As
	F3

	Morale
	7

	Treasure Type
	F (S)

	Intelligence
	8

	Alignment
	Lawful or Neutral

	XP Value
	50


Monster Type: Humanoid (Rare)

The omm-was, or "water-people" as they are sometimes called, are large, intelligent relatives of the manatee. These air-breathing, marine mammals are found in tropical or subtropical waters and can move freely from fresh water to saltwater. Omm-was bear a strong resemblance to their manatee cousins and are only remotely humanoid. An omm-wa has a gray or black corpulent body, which tapers into a horizontally flattened tail. Its flipperlike forelimbs are set close to the head, with small, webbed hands. An omm-wa does not have external hind limbs. Its disproportionally tiny head has a straight snout and a cleft upper lip with bristly hairs. An omm-wa uses its large, muscular lips for tearing off water plants, and the molars and hard pads at the front of its jaws grind the food. Male also have two small, tusklike incisors. Adult omm-was are 9 to 11 feet long and weigh up to 13,000 cn. Omm-wa vision is adapted for life underwater. They have large eyes, and can see more than 300 feet in clear water. In the air, they can see about as well as most humans, but their eyes are very sensitive to light. They are shallow-water creatures, rarely diving deeper than 100 feet. Omm-was may leave the water for no more than thirty minutes at a time.

  Omm-was all acquire Legacies and require cinnabryl toward off the effects. Most omm-was get the Pyric Brand Legacy. An omm-wa with this Legacy may not leave the cooling water for more than a few seconds without overheating. Most omm-was are not too bothered about seed of cinnabar's effects. Omm-wa matriarchs supply a limited number of omm-was with cinnabryl, since they need a few that can trade with the land-dwellers.

  Omm-was have spell-casting shamans (maximum of 8th level) that gain experience points and levels as clerics. About one in five omm-was males can gain levels as a fighter. Omm-wa favor the use of nets in the water, along with spears and tridents for defense. Some omm-was have underwater crossbows, obtained through trade with the Herathians. For every 30 omm-was, there will be a fighter of 3rd to 5th level. For every 60 omm-was, there will be a warleader who is effectively a fighter of 5th to 8th level. For every family group, there will be a female shaman of 1st to 3rd level. For every100 omm-was, there will be a wise woman (shaman) of 4th to 6th level. 

  Omm-was have a strictly matriarchal society. All authority is held by women. The most senior, grizzled, battle-scarred male warleader will unhesitatingly obey the commands of the most junior omm-wa woman (omm-wa females reach maturity at age 12). The mother is head of the family, and lineage is traced from her. Females inherit rank from their mothers. Omm-was have two major personality types, divided by gender. Females belong to the mother-nurturer type. Most females revere the Immortal Terra, whom they call "Mother Ocean." Omm-wa females worship her as the creator and protector of new life. Omm-wa females see it as their duty to nurture and administer omm-wa society. Omm-wa males are of the warrior-protector mentality and are somewhat fatalistic. Male ranks are open to challenge and change frequently. Omm-wa males tend to die young, since they serve to protect society. They revere the Immortal Thor (known as Dugong to the omm-was), the patron of bravery and war craft. An omm-wa male will gladly sacrifice himself to protect a female or young omm-wa. Female omm-was are well aware of this tendency, regarding it as evidence of male idiocy. They feel that if the males were not held in check by the females, they would probably kill themselves off in short order. Omm-was are great aquaculturalists, tending sprawling underwater farms where they grow a great variety of water plants. Omm-was do most of their feeding at night, eating directly in the fields. Most of the plants that the omm-was feed on contain silica, which quickly wears their teeth down. To compensate, omm-wa molars move toward the front of the jaw at a steady rate. The front teeth fall out when completely worn, quickly replaced by new teeth at the back of the jaw. This process has a key effect on omm-wa philosophy. To the omm-wa, the individual has little long-term relevance to the society, although all omm-was must make a contribution while  they are able. Like a tooth, the individual will eventually be replaced by another who is equally capable. Individual omm-was do the best they can for the herd, secure in the knowledge that if they fall, others will come forward to take their places. Omm-wa do not wear clothing, but they are tool-users, often wearing a belt or pouch for carrying items. The treasure of the water-people is usually in the form of shells, pearls, coral, and other bounty of the sea. They also have some gold and silver, obtained through trade with the shazaks and Herathians. Omm-was harvest the mineral-rich nodules found in patches on the ocean floor near their homes. These potato-sized nodules are rich in metals, including iron, manganese, small amounts of cinnabryl, and trace amounts of other metals. The omm-was take only what they need from the nodule beds, which replenish themselves naturally. Rumors claim that the omm-was have a way to forge metal, using a combination of Legacies, shaman spells, and the metal-rich nodules.

Omm-was have a rich and possibly unique "writing" system. For long-term writing, an omm-wa arranges piles of pebbles of varying color and size on the ocean floor. Each individual pebble and its arrangement has a meaning, but this is only the first level of interpretation. With the right training, a viewer looking at an omm-wa book sees a three-dimensional image that contains even more information, usually in the form of a picture. The omm-was also have a "quick" method of writing, involving knotted strings and colored beads (made from carved bits of shell, pearls, coral, metal, and stone). Each omm-wa lair has a reserve of these "writing materials," which make up most of their treasure. An omm-wa warrior wearing a necklace of beads is carrying a message or making a statement. Outsiders often mistake these necklaces for jewelry, but though they are often quite pretty, this is not the primary purpose. For jokes, omm-was have been known to trade necklaces to land-dweller that have derogatory messages about the wearer. Omm-wa are pretty crafty, and they do not like being dependent upon the Herathians for most of their trade. They would be very open to securing another source of manufactured items.

Omm-was are at home in salt or freshwater. An individual omm-wa usually stays within a small area, near the family aquafarm, where it graze on water plants. They live in small family groups with three to six members, although they are sometimes found in herds of 15 to 20. Twin births are very rare for omm-was. When they do occur, one twin is always female, and the other is always male. The female twin will become an omm-wa shaman (8th level maximum), and the male becomes her protector and a great omm-wa fighter (10th level maximum).

Gator-men of the Bayou sometimes hunt omm-was as a supply of hides, meat, and blubber oil. The omm-was are stronger swimmers than the gator-men, so they generally escape. Omm-was have hated the Gator-men ever since they took over the Bayous. Omm-wa occasionally help out travelers lost in the bayous or those about to fall to the gator-men. Omm-wa males rarely die of old age due to their violent lifestyles. An omm-wa female often lives to the age of 40 or 50 and has four to six children during its lifetime.

Terrain: Ocean, River

Omshirim

	Armor Class
	0

	Hit Dice
	10**(L)

	Move
	150' (50')

	Attacks
	2 squeezes

	Damage
	2d6/2d6

	No. Appearing
	1 (0)

	Save As
	F5

	Morale
	8

	Treasure Type
	(Tx2)

	Intelligence
	0

	Alignment
	Neutral

	XP Value
	2,500


Monster Type: Lowlife (Very Rare)

Omshirims look like veins of gold, platinum, silver, or other precious metal embedded in rock. The omshirim is the result of a Herathian magical experiment gone awry. The original goal of the experiment was to infuse quicksilver into a lurker to speed it up and make it more adaptable and "decorative." The experiment succeeded in these things. However, the creature displayed unforeseen adaptability, escaped, and multiplied in the caves under Herath, much to the chagrin of the mages who developed it. Omshirim are unaffected by the Red Curse.

When an omshirim senses prey, it leaps out of its hiding place and attacks. The omshirim can detect heat radiation with its 60-foot infravision. It also senses metal, vibration, and movement within the same radius; thus, invisibility is nearly useless against this creature. The omshirim can detect invisible creatures with 95% accuracy. The omshirim can leap up to 30 feet to attack, and its deceptive appearance causes opponents to roll for surprise with a –4 penalty. Dwarves and other creatures that are especially intrigued by precious metals receive a –5 penalty. The omshirim flows over its prey and contracts, attacking twice per round with its crushing metal grip. If both attacks succeed, the omshirim has effectively enveloped its target; the victim then begins to suffocate. The target automatically takes damage each round from both squeezing attacks (the omshirim does not need to roll to hit), unless it manages to escape. Regardless of damage taken, the victim will die 1d4+1 rounds if it is not freed. Victims enveloped by the omshirim can attempt a open doors with a –2 penalty to struggle free of the omshirim's grip. Victims are allowed only one such attempt to free themselves. If an outside agent aids the victim's attempt, add +1 to the victim's chance of success. An omshirim has an extremely tough metallic hide, which gives it a low AC. It takes half damage from metal weapons and fire-based attacks. Any metal weapon that comes in contact with an omshirim must make a successful saving throw vs. crushing blow or break, because the omshirim's magical metabolism extracts metal from the weapon, weakening it. Magical weapons get a +1 bonus on their saving throws for each plus of the weapon. Because of its highly conductive hide, the omshirim takes no damage from electrical attacks. If necessary, an omshirim can flow into extremely tiny cracks in stone to get away.

Omshirims are solitary creatures, often found near deposits of valuable metals.

When two large omshirims meet, they may temporarily combine, later splitting into three omshirim. Omshirim will do this every three to five years under normal hunting conditions, or more often if conditions are favorable. Omshirims do not collect treasure, although they do extract precious metals from ore. If killed, the creature's corpse can be processed to extract the precious metals. An omshirim corpse yields T(x2) worth of valuable metals if processed. The omshirim is intriguing in that it eats both metals and flesh.

Terrain: Cavern

Owl Bear, Arctic

	Armor Class
	5

	Hit Dice
	8+2(L)

	Move
	120'(40')

	     Swimming
	90'(30')

	Attacks
	2 claws/1 bite

	Damage
	1d10/1d10/2d6

	No. Appearing
	1 (2-8)

	Save As
	F4

	Morale
	7

	Treasure Type
	C

	Intelligence
	2

	Alignment
	Neutral

	XP Value
	650


Monster Type: Monster (Very Rare)

Arctic owl bears are the polar cousins of the normal owl bear; they resemble a cross between a snowy owl and a polar bear. Both fur and feathers are a snowy white, while the claws and beak are both black. Yellow, glowing eyes look forward from a rounded head. 

Arctic owl bears are as foul-tempered as their forest-dwelling cousins, immediately attacking prey with their front claws and wicked beak. They hug for 2-16 points of damage per round after scoring a claw hit with a roll of 18 or better. Once engaged in a hugging attack, the arctic owl bear cannot use its claws, but uses its beak to full advantage. A single attempt to break free from a hug is allowed; use the chance to open doors to determine success. The arctic owl bear’s fur and feathers are all multi-layered, protecting it from the coldest temperatures, even when wet. For this reason, the beasts are immune to all cold-based attacks. Additionally, due to their ability to blend into the arctic environment, they are 75% likely to surprise their prey.

Terrain: Arctic

Owl Bear, Winged

	Armor Class
	5

	Hit Dice
	5+2(L)

	Move
	120'(40')

	     Flying
	180'(60')/MF 1/3(b)

	Attacks
	2 claws/1 bite

	Damage
	1d6/1d6/2d6

	No. Appearing
	1 (2-5)

	Save As
	F3

	Morale
	7

	Treasure Type
	C

	Intelligence
	2

	Alignment
	Neutral

	XP Value
	225


Monster Type: Monster (Very Rare)

The winged owl bear is the ultimate synthesis of owl and bear. It looks like a standard owl bear, but in addition it has a pair of large wings growing from its shoulders. They are just as nasty-tempered as their ground-dwelling cousins. Winged owl bears fight as the wingless variety, utilizing their front claws, sharp beaks, and mighty hug. In addition, they are almost totally silent in flight due to the construction of their wing feathers, and this imposes a -6 penalty on opponents’ surprise rolls. Winged owl bears can be found in almost any nonarctic environment (when they can be found at all—they are very scarce), but seem to prefer wooded forests and mountainous terrains. Due to their flight capabilities, winged owl bears tend to claim larger territories as “theirs”—usually ten to twenty square miles. Winged owl bears live in mated pairs. If encountered in their lairs, there is a 25% chance there will be 1-3 eggs (20%) or young (80%) in addition to the adults. The young are identical to normal owl bear young, as their wings will not support them in flight until they are at full size. Ecology: Winged owl bears tend to live slightly longer than the normal variety, often reaching 25 years or so. They are sought after by wizards, even though to date no one has managed to domesticate one; nonetheless, eggs can go as high as 4,000 silver pieces, while the price for live young can reach 10,000 silver pieces.

Terrain: Any nonarctic

Parasite, Cerebral*

	Armor Class
	NA

	Hit Dice
	NA

	Move
	NA

	Attacks
	NA

	Damage
	NA

	No. Appearing
	3d4 (3d4)

	Save As
	NA

	Morale
	NA

	Treasure Type
	Nil

	Intelligence
	0

	Alignment
	Neutral

	XP Value
	7 per parasite removed


Monster Type: Lowlife (Rare)

These tiny (flea-sized) psionic parasites float in the air. Colorless and nearly transparent, they cannot be seen by the human eye. They drift in the wind until they come across a psionic being. Then they attach themselves to the host's aura, and slowly drain psionic strength.

A cerebral parasite's attack is so subtle that a victim may not notice it for some time. When a psionically endowed individual comes within 1' of a parasite, the creature is mysteriously drawn to the character's (or monster's) aura, and attaches itself. This initial "attack" usually goes completely unnoticed. Only a few psionic powers can detect cerebral parasites: aura sight, life detection, and psionic sense. Magical spells that detect invisible or hidden objects are also effective. Of course, the infested host may realize something is wrong when it uses its psionic powers. Each time the victim uses a psionic power, the power costs 1 extra PSP for each parasite infesting the victim's aura. The power still works normally, but the parasite absorbs the extra PSP. Once it has absorbed 6 PSPs in this fashion, it can reproduce by splitting in two. Of course, both parasites will now feed, and the process continues. Eventually, the victim may not have enough PSPs to feed the parasites when using a given power; in that case, the power fails. Only two methods can rid a victim of cerebral parasites: 1) a cure disease spell or 2) refraining from spending PSPs until the threat of starvation forces the parasites to leave. Each day the victim refrains from using PSPs, there is a 1% cumulative chance (95% maximum) that each parasite will detach itself. Since this check is made individually for each parasite, a heavily infested victim is not likely to shake all the pests unless he refrains from using his powers for three or four months.

	Psionic Summary:

	Level
	Dis/Sci/Dev
	Attack/Defense
	Score
	PSPs

	1
	2/1/2
	NA/NA
	18
	Unlimited

	

	Only has:

	  Psychometabolism: Ectoplasmic Form, immovability

	  Psychoportation: Probability Travel


Psionic parasites, as these infestations are often called, have existed ever since psionicists have been around. Sages claim that an ancient sect of wizards created the parasites to rid the world of "false mages" - i.e., psionicists. Of course, this tale is very popular even today among most wizards, but its validity is uncertain. The parasites' ability to enter the astral and ethereal planes does lend credence to this theory, however (Entering the ethereal plane is an innate ability. They use probability travel to enter the astral plane). Every 15 years, a plague of cerebral parasites infests the Prime Material Plane. Their frequency becomes common and 4d8 will be encountered at once. Psionicists dread this time, and call it "the year of weakness" Cerebral parasites, if captured, make a wonderful weapon to use against psionicists. The only problem is that they can eventually escape even the most tightly sealed jar. Each has a 1% cumulative chance of leaving the jar per day. Within several months, few if any will remain. Of course, this is because most of them will have left to search for food. Still, even a month or wo of security is enough to prompt many to search the winds for these little clear specks.

Terrain: Any

Parasite, Savage Coast

	Armor Class
	NA

	Hit Dice
	NA

	Move
	NA

	Attacks
	see below

	Damage
	see below

	No. Appearing
	1 infestation (1 infestation)

	Save As
	NA

	Morale
	NA

	Treasure Type
	Nil

	Intelligence
	0

	Alignment
	Neutral

	XP Value
	5 if nonfatal, 10 if potentially fatal


Monster Type: Lowlife (Rare)

Lice, Cinnabryl

These tiny parasites resemble common head lice, usually inhabiting the hair or fur of the host creature. They cause their victims to deplete cinnabryl more quickly; the level of increase depends on how badly the carrier is infested. (Roll percentile dice to determine the degree of infestation.) A victim with a 50% infestation depletes cinnabryl at an increase of half the normal rate. A 100% infestation would cause the victim to deplete cinnabryl at twice the normal rate.

Collectively, cinnabryl lice can also indiscriminately change the carrier to gaseous form (as per the Legacy) up to three times per day. This usually happens if the host is physically threatened or in danger, but can also happen at completely random (and sometimes embarrassing) moments. The cinnabryl lice thus attempt to preserve the life of their hosts. Purging a humanoid body of cinnabryl lice requires expensive ointments made with cinnabryl powder. Saragón lyra birds prey upon these lice.

Pest, Jibarú

The Jibarú jungle abounds with thousands of species of deadly and annoying parasites and insects. Jibarú pests are always either poisonous or equipped with a potentially deadly defense mechanism. The phanatons know how to avoid or neutralize most of these pests. Nearly all Jibarú pests provide some component useful in the preparation of medicines, poisons, and antidotes; some, if prepared correctly, even have the potential to counter seed of cinnabar or other infestations like cinnabryl lice, cardinal ticks, and vermilia. Jibarú pests are intended to be more of an adventure hook than true monsters. Possible Jibarú pests include:

A small moth that spreads an hallucinogenic powder which makes its victims truly believe that they can fly. 

A small brown leech that drains several hit points worth of blood each week but prevents the effects of seed of cinnabar.

A bright green, fiercely territorial, poisonous wasp (if stung, make a successful saving throw vs. poison or die).The wasp's nest can be processed and made into an ointment that will cure those infected with vermilia.

Plague, Lupin

The lupin plague is an extremely deadly infestation of disgusting burgundy, purple, or ginger-colored maggots. These creatures are usually attracted to maturing grapes, in which they lay tiny eggs. The eggs survive the fermentation of the grapes, hatching months later in the wine. Even worse, the eggs survive if they are ingested by someone unfortunate enough to consume tainted wine or grapes. Once hatched, these maggots grow quickly and eat their host from the inside unless proper medication or magical healing is used. The victim must make a successful saving throw vs. poison with a –3 penalty at the end of each day or die. More than one unscrupulous assassin has used wine tainted with the lupin plague to kill a victim. These pests were dubbed the lupin plague because Renardy (the home of the lupins) is the main producer of wine (and thus grapes) on the Savage Coast. However, new strains could feasibly spread to other vegetables, like hops, potatoes, grain, rice, or scarlet pimpernels.

Tick, Cardinal

These tiny parasites usually infest humanoids with Legacies, although they can survive on blood alone. The presence of cardinal ticks reduces or deprives the host's Legacy powers, but it does not alter the other effects of the Red Curse upon them. Roll percentile dice to determine the level of infestation and thus the host's chance of failure when attempting to use a Legacy. A single melee encounter against a tick-bearing creature causes everyone involved to walk away with a 5% infestation. Ticks then multiply at a rate of 15% each time the host attempts to use a Legacy. Nonhumanoids are naturally limited to a maximum50% infestation. Purging someone of a cardinal tick infestation requires expensive ointments made with cinnabryl powder. Scratching off the ticks causes 1 point of damage per 1% removed, unless rare Jibarú medicine can be used (see Jibarú pest). These ticks can often be found on voats, succuli, Slagovich juggernauts, legacy trolls, cinnavixens, and batracines. Saragón lyra birds often prey on cardinal ticks.

Vermilia

Vermilia are red, glowing bacteria which are often mistaken for vermeil. Unlike the harmless vermeil, however, vermilia are flesh-eating bacteria. They are sometimes found on the decaying bodies of dead, Legacy-using creatures, along with vermeil fungus and scarlet pimpernels. Vermilia infection causes 1 point of damage the first day, 2 the second, 4 the third, 8 the fourth, etc., until either a cure disease or a cureall spell is applied to the victim. Vermilia counts as a +2 magical weapon for purposes of devouring undead or magical creatures. The blood of vulture hounds and various Jibarú pests can be used in the preparation of medicine useful for killing vermilia. Fire effectively cleanses all vermilia-infested remains. Vermilia is transmitted through physical contact only. Living creatures must make successful saving throws vs. poison to avoid the infection. Undead creatures are automatically infected, but they can attempt a saving throw vs. death magic at the end of each day, with a penalty equal to the damage caused by the vermilia. If the saving throw is successful, the undead creature takes no damage that day. All Legacy-using creatures get a –1 penalty per Legacy to any saving throws associated with vermilia infection.

A victim who survives infestation by one of these parasites should receive the experience point award. Some parasites are deadly, in which case the victim receives a larger experience point award. Other parasites are merely annoying or inconvenient, so the experience point award is less. In many cases, the majority of the experience points from an encounter with a parasite will come from the subsequent adventures that take place while the victim is seeking a cure.

Terrain: Any

Pech

	Armor Class
	3

	Hit Dice
	4**(S)

	Move
	90'(30')

	Attacks
	1 weapon

	Damage
	by weapon + 3

	No. Appearing
	5d4 (5d4)

	Save As
	F4

	Morale
	6

	Treasure Type
	special

	Intelligence
	12

	Alignment
	Neutral

	XP Value
	175


Monster Type: Planar Monster (Very Rare)

The pech are creatures of the plane of Elemental Earth, though some have extensive mines in the deepest regions of the Prime Material plane. They dwell in dark places and work stone. Pech are thin and have long arms and legs. Their broad hands and feet are excellent for bracing and employing tools to work stone. They have pale, yellowish skin and red or reddish brown hair. Their flesh is nearly as hard as granite. Their eyes are large and have no pupils. Pech have infravision to 120 feet.
The pech use picks and peat hammers (treat as war hammers) for work and armament, and are usually equipped with equal numbers of each. Pech have 18 Strength. Each pech can cast four stone shape and four stone tell spells per day. Four pech can band to together to cast a wall of stone spell as a 16th-level mage. Eight together can cast a stone to flesh spell. Group spells can be cast but once per day by any group. Pech are immune to petrification. When fighting lithic monsters such as stone golems, gargoyles, or galeb duhr, pech are quite capable of knocking them to rubble, as their knowledge of stone allows them full attack capability against such creatures, even with nonmagical weapons. Each successful strike does maximum damage.
Pech are basically good and peaceful creatures that want to be left to themselves. They hate bright light and open skies, and they are quick to ask others to douse lights. Their lairs are constructed with numerous choke points so that walls of stone can quickly stop intruders. Their lair holds 10-40 individuals, with equal numbers of females and males, and young equal to 20-50% of the females.

The pech home plane is hostile, so many travel to the Prime Material plane to search for a better life. They have few enemies there. Pech do not save large amounts of treasure; they mine for things to trade with others for food or services. They do sometimes create simple, unobtrusive ornamental objects for everyday use. A pech lair may contain 50-100 trade gems plus 5-30 dishes and utensils worked from stone and raw metal. These items are not very valuable, averaging 150 gp each.

Terrain: Caverns, Plane of Earth

Phaerimm

	Armor Class
	1

	Hit Dice
	9***(L) + 1 asterisk per two spell levels

	Move
	

	     Flying
	90'(30')/MF 5(a)

	Attacks
	4 arms or weapons/1 bite/1 tail sting

	Damage
	1d4 or by weaponx4/3d4/2d4 + see below

	No. Appearing
	1d3(0)

	Save As
	MU9

	Morale
	10

	Treasure Type
	V, T

	Intelligence
	19

	Alignment
	Chaotic

	XP Value
	3,000 + 700 per two spell levels


Monster Type: Monster (Very Rare)

The phaerimm are powerful, magic-using beings that move by natural levitation. Normally content with living below the ground, the phaerimm always emerge to investigate nearby spellcasting. They are deadly efficient adversaries that leave few survivors in their wake. The phaerimm resemble upright cones, the widest part uppermost and the point ending in a barbed stinger-tail. They have four arms, two on each side, and they frequently use their claws to hold victims in place so that they may better sting them. The phaerimm communicate naturally among one another by varying the pitch of the wind that surrounds them. They communicate with other creatures via telepathy. The phaerimm’s natural language cannot be learned by nonphaerimm.

Phaerimm have 160’-range infravision and can see into the astral and ethereal planes up to 90’ distant. Their normal vision also operates to this range, functioning as a constant detect magic. Phaerimm are 77% resistant to polymorph and petrification magic, such as polymorph other and flesh to stone spells, and 44% resistant to all other magic. Phaerimm can also reflect resisted spells back at the source or use the spell as healing (damage caused by the spell are gained as “replacement” hit points; excess points are carried for 12 rounds as energy and used to offset later damage). Spells doing no damage heal one hit point per spell level. This ability is a defensive reflex and doesn’t take the place of an attack in the round they occur. There is no limit to the number of magical attacks a phaerimm can reflect or absorb in a round. Phaerimm command more magic than most human wizards. For every 50 years of life, a phaerimm increases one level as an magic-user; most of this long-lived race are the equivalents of 22nd- to 27th-level spellcasters. Phaerimm experiment with and research spells much as human wizards do, but they can adopt a single chosen spell of each level. This chosen spell, which can never be changed, is retained in their brain structure forever and can be used once per day. Phaerimm regain these chosen spells innately, without study, every day. All phaerimm spells are cast by acts of will—most magic study is time spent altering captured human spells into willed manipulations that the phaerimm can add to their own magic. In addition to a spell attack and reflected magic, a phaerimm can make six physical attacks. Its jaws, located in the open “top” of its conical body, bite for 3d4 damage. The cone’s rim contains four retractable arms with three central fingers and two outside, opposable thumbs. They can punch for ld4 points of damage, wield weapons for normal weapon damage, or grasp opponents to hold them for automatic bites (each round a phaerimm holds his victim, roll ld20 for each phaerimm and the grasped victim; higher number prevails; either the grasp holds for the round or the victim breaks free).

Phaerimm have powerful tails that strike for 2d4 damage; if a successful tail attack roll is 16 or better, its sting impales the victim; the victim takes the usual damage plus an additional 1d6 as the hollow bone sting stabs deep, injecting a milky fluid. The victim must then save vs. poison three times; first for paralyzation (for 1d4 rounds if failed; none if successful); second to determine if it causes the victim to levitate three feet off the ground for one full turn, powerless to move except by pushing against or grasping solid objects within reach; and a third save to see if the egg injected into the wound is fertile. If not fertile, it dissolves harmlessly in a week, If an egg is fertile, it begins to grow in 1d6 days, eating the victim internally for a loss of one hit point per day until death occurs or a cure disease spell kills the parasitic larvae. During this time, the victim’s attacks, Armor Class, and physical ability scores are penalized by four points due to the debilitating, gnawing pain. An egg or larva can be cut out of a victim, who must survive a Constitution check and typically suffers 2d4 points of damage during the process.

The phaerimm like to live near others of their own kind for mutual protection and for the social satisfaction of vying with each other in devious plans, but they typically operate alone or surround themselves with magically controlled slaves to carry out their bidding. Phaerimm eat all reptiles and mammals, keeping them as slaves until their turn as dinner. 

They hate tomb tappers who seem immune to phaerimm mind-control magic. Phaerimm are creatures who need magic in their environment to survive. Their stomachs and intestinal tracts use a strange symbiosis of magic and digestive juices to assimilate the nutrients in their diet. Without magic, phaerimm starve to death.

Terrain: Subterrenean

Phantom Flyer*

	Armor Class
	6

	Hit Dice
	11(L)

	Move
	30'(10')

	     Flying
	240'(80')/MF 1(b)

	Attacks
	2

	Damage
	2d8/2d8

	No. Appearing
	1 (1)

	Save As
	F11

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	13

	Alignment
	Neutral

	XP Value
	1,100


Monster Type: Construct, Enchanted (Very Rare)

This creation offers swift and discreet service in the realms of the night. It can hide from prying eyes during the day until the disappearance of the hateful light. To create such a faithful servant, the wizard needs two large mirrors, enough molten silver to fill a large chalice, the pinions of a screaming fiend, and enough fresh spider silk to cover the pinions twice. The wizard must set the mirrors exactly eleven paces apart, facing each other squarely. She places the pinions and the silk between the mirrors, with the chalice of molten silver directly before her, between her and the wing materials. Onto this area, the wizard casts continual darkness, black tentacles, forget, fly, wish, disintegrate, and geas. What will be left is the mere reflection of a creature, the victory of imagination over solidity; that, and the silver whistle that controls it. The shimmering beast has a wingspan of 20’ and two tentacles of a similar length. This black beauty flies fully silently, twice as swift as most dragons, and it can carry two fully-equipped human-sized creatures on its back. If need arises, the Flyer can lift a draft horse in its tentacles, or it can carry messages and retrieve property or people. This golem requires three months of construction time at a cost of 90,000 gold pieces. The Phantom Flyer has the strength of a bronze golem and can do one point of structural damage per round. The Phantom Flyer is seen only as two wings, a horselike back, and two black tentacles. It is controlled by whoever possesses the silver whistle (If the whistle should become lost, the Flyer will simply lurk in a shadow near it until someone finds and sounds the whistle). This whistle shows a faint dweomer.

Any type of light spell successfully cast onto this golem pinpoints its position. Fire or cold-based spells do no harm. A + 3 or better magical weapon is required to damage this creation. A darkness spell cast upon the golem restores 1-8 hit points of damage; a continual darkness, 3-17 points. The Flyer is comfortable only in darkness; in torchlight or less, it is 90% undetectable. During daylight, the Flyer must remain hidden. A shadow of any size can conceal the Phantom Flyer, whether on the ground or under an object. If noticed in this form, the flyer seems to be a particularly dark shadow. While hiding in shadows this way, it can neither attack nor fly, but it can flow through existing shadows at its flying rate as long as an uninterrupted path exists. Only truesight reveals the golem in this form, but if magic is detected for in its area, a faint dweomer is evident. The rapid flight and ability to hide make the Phantom Flyer an excellent carrier of messages. They also are quite useful spies. The usefulness of this construct depends on the intelligence of the owner of the whistle.

As long as the whistle exists, the Phantom Flyer is the devoted servant of its master. Should the whistle be destroyed, the Phantom Flyer will dissipate. They may occasionally be encountered in dark underworld settings, with their only desire being to destroy light sources.

Terrain: Any

Phycomid

	Armor Class
	5

	Hit Dice
	5*(S)

	Move
	30’(10’)

	Attacks
	2 globs

	Damage
	1d4+2/1d4+2

	No. Appearing
	1d4(1d4)

	Save As
	F3

	Morale
	8

	Treasure Type
	Nil

	Intelligence
	0

	Alignment
	Neutral

	XP Value
	300


Monster Type: Lowlife (Very Rare)

The algae-like phycomids resemble fibrous blobs of decomposing, milk-colored matter with capped fungi growing out of them. They exude a highly alkaline substance (like lye) when attacking. These fungoid monsters have sensory organs for heat, sound, and vibrations located in several clusters. When phycomids attack, they extrude a tube and discharge the alkaline fluid in small globules that have a range of 1d6+6 feet. In addition to alkaline damage, the globs that these creatures discharge might also cause victims to serve as hosts for new phycomid growth. If a victim fails a saving throw vs. poison, the individual begins to sprout mushroom-like growths in the infected area. This occurs in 1d4+4 rounds and inflicts 1d4+4 points of damage. The growths then spread throughout the host body, killing it in 1d4+4 turns, and turning it into a new phycomid. A cure disease spell will stop the spread through the host.

Terrain: Caverns

Plant, Savage Coast
	
	Eyeweed
	Fungus, Vermeil
	Pimpernel, Scarlet
	Rose, Gargoñan

	Armor Class
	7
	7
	9
	9

	Hit Dice
	8(L)
	3*(M)
	1*(S)
	2****(S)

	Move
	10'(3')
	10'(3')
	0'(0')
	0'(0')

	Attacks
	2d4 tendrils
	0
	0
	0

	Damage
	1d3 each
	Nil
	Nil
	Nil

	No. Appearing
	0 (1)
	2d4 (2d4)
	2d4 (2d4)
	0 (1)

	Save As
	NM
	F2
	F1
	F2

	Morale
	7
	7
	7
	7

	Treasure Type
	Nil
	Nil
	Nil
	Nil

	Intelligence
	1
	0
	3
	6

	Alignment
	Neutral
	Neutral
	Neutral
	Lawful

	XP Value
	650
	50
	13
	40


Monster Type: Lowlife (Rare)

Eyeweed

Eyeweed is a hideous semi-aquatic plant that grows on the on the seashores and in the rivers of the Savage Coast, usually near otherwise safe harbors. Eyeweed appears as either seaweed or a large collection of algae. These plants do not acquire Legacies. Eyeweed, when hunting prey, sends out long feelers (up to 100 feet in length) along the coastline to look for food. The feelers resemble long vines or stalks—except that the ends appear to be bulbous, unblinking eyes. In actuality, the eyeweed hunts by touch and smell; the unblinking "eyes" are actually closed mouths that attack by biting and then sucking meat, blood, and even bone into the eyeweed's body. Once it locates potential prey, the eyeweed attacks with 2d4 feelers. Each feeler does 1d3 points of damage per attack. Each feeler can sustain 6 hit points of damage before being severed. The eyeweed will regrow lost feelers within a week. Damage to the feelers does no damage to the eyeweed itself; only damage to the central body will kill the eyeweed. Eyeweeds will feed on wounded or exhausted echyans if given the opportunity.

Fungus, Vermeil

Vermeil fungi are relatives of the gas spores. When attacked or disturbed, these large, crimson mushrooms release a thick red cloud (30' radius) that resembles vermeil. Any cinnabryl in this cloud suffers one week's worth of depletion. Any creatures in the area of effect with less than one week's worth of cinnabryl on them receive a cumulative -1 to Wisdom and Intelligence for 1d6 hours (creatures reaching a score of 0 pass out for the duration). Vermeil fungus feeds on deposits of steel seed or the decaying bodies of Legacy-using creatures. It is often found along with vermilia. The fungus does not have any Legacies.

Pimpernel, Scarlet

This elegant-looking orchid grows on cinnabryl deposits and the graves of dead, Legacy-using creatures, often along with vermilia. When eaten, scarlet pimpernel temporarily boosts the effects of Legacies. The effect lasts one turn, during which time all Legacy effects (duration, range, etc.) are boosted by 10%. The dried form is three times stronger (lasts three turns, boosts Legacy effects by 30%) than the fresh form, but it also causes delirium. Anyone who eats dried scarlet pimpernel must make a successful saving throw vs. poison with a –3 penalty or suffer a hallucination. This hallucination lasts for 1d6 turns, during which time the victim is unable to respond to events in the real world, even those that are potentially deadly.

  The crimson delight, on the other hand, is an identical-looking plant often found mixed in with scarlet pimpernels. The crimson delight is deadly in its fresh form; anyone who eats fresh crimson delight must make a successful saving throw vs. poison or die. In its dried form, it prevents the use of Legacies for 24 hours. Voats can also be found near scarlet pimpernels.

Each bed of these plants has a Legacy; they can be offensive or defensive. These plants use their dim intelligence to control the Legacy. If its Legacy is used more than three times in one day, the pimpernel acquires a different Legacy (selected randomly from the list), which it can use it up to three times, and so on. A bed of scarlet pimpernels can continue to use its Legacy-of-the-moment as long as at least one plant is left.

   A bed of plants depletes cinnabryl at the normal speed (1 cn per 2 weeks). Without cinnabryl, the plants quickly dry up. If this happens, they release spores that ride the wind in search of new deposits.

Rose, Gargoñan

This white rose has the ability to temporarily freeze the effects of the Red Curse. When plucked from its bush, the rose acts as a week's worth of cinnabryl, wilting as it depletes. At the end of the seventh day, the last petal drops and its protection ceases. Anyone currently protected by a Gargoñan rose cannot use his Legacies. The Gargoñan rose bush is a sentient being, with senses based on smell and empathy. The Immortal Valerias originally created its species as a gesture of compassion toward the poor. The bush allows only one rose to be plucked each week. If more than one rose is removed or if someone attempts to dig it out of the ground, the bush activates its own Legacy defenses: Fiery Mesmer, Pyric Brand, and Scarlet Storm. In addition, the Gargoñan rose bush has the ability to sing. Its melody can charm monsters within a one mile radius, which it then uses to defend itself against foes. The bushes grow in Shazak and Herathian forests, in the hallowed forests of Robrenn, as well as in Gargoña near places where those afflicted by seed of cinnabar have died. Gargoñans consider these bushes sacred gifts from the Immortals; tampering with one (attempting to uproot the bush or take more than one rose) is a capital crime in Gargoña. A person who encounters a Gargoñan rose bush or uses one of the special roses should receive a one-time award of its experience value. No experience points are awarded for destroying one of these bushes.

Terrain: Aquatic (eyeweed), Any (vermeil fungus, scarlet pimpernel), Woods (Gargoñan rose)

Pseudodragon

	Anti-Magic
	35%

	Armor Class
	2

	Hit Dice
	2***(S)

	Move
	60'(20')

	     Flying
	240'(80')/MF 3(b)

	Attacks
	1 bite/1 tail

	Damage
	1d3/see below

	No. Appearing
	1 (1d8) 

	Save As
	E2

	Morale
	9

	Treasure Type
	Lx10

	Intelligence
	9

	Alignment
	Lawful

	XP Value
	35


Monster Type: Dragon-Kin (Very Rare)

Pseudodragons are a species of small flying lizard that inhabits heavily forested wilderness areas. These playful, benign creatures have magical powers that they can share with others, so they are often sought as companions. Pseudodragons resemble miniature red dragons. They have fine scales and sharp horns and teeth. A pseudodragon's coloration is red-brown as opposed to the deep red of red dragons. Its tail is about 2 feet long (longer than the pseudodragon itself), barbed, and very flexible. Pseudodragons communicate via a limited form of telepathy. If one elects to take a human companion, it can transmit what it sees and hears at a distance of up to 240 yards. Pseudodragons can vocalize animal noises such as a rasping purr (pleasure), a hiss (unpleasant surprise), a chirp (desire), or a growl (anger).

The pseudodragon can deliver a vicious bite with its small, dragonlike jaws, but its major weapon is its sting-equipped tail. The creature can move it with flashing speed and strikes at +4 on attack rolls. Any creature struck must save vs. poison or go into a state of catalepsy that lasts 1-6 days. The victim appears quite dead, but at the end of that time the character will either wake up unharmed (75% chance) or die (25% chance). Pseudodragons have a chameleonlike power that allows them to alter their coloration to blend with their surroundings. They can blend into any typical forest background with an 80% chance of being undetected by creatures which cannot see invisible objects. Pseudodragons have infravision with a 60 foot range and can see invisible objects. A pseudodragon is highly magic resistant and can transmit this magic resistance to its human companion via physical contact (a pseudodragon likes to be perched on the top of one's head or curled around the shoulders and upper back).

These forest-dwelling creatures place their lairs in the hollows of great trees or in large caves. A pseudodragon will very rarely take a human or demihuman as its companion. Some view these pseudodragons as the human's pet; the pseudodragon will be sure to correct this misunderstanding. There are two ways to become a pseudodragon's companion; one is to use magic to summon it (a find familiar spell or companion summoning ritual). Another way is to find the pseudodragon on an adventure and pursuade it to become a companion. The pseudodragon that searches for companionship will stalk a candidate silently for days, reading his thoughts via telepathy, judging his deeds to be good or evil. If the candidate is found to be good, the pseudodragon will present itself to the human as a traveling companion and observe the human's reaction. If the human seems overjoyed and promises to take very good care of it, the pseudodragon will accept. If not, it will fly away. The personality of a pseudodragon has been described by some as catlike. A pseudodragon is willing to serve, provided that it is well-fed, groomed, and receives lots of attention. At times a pseudodragon seems arrogant, demanding, and less than willing to help. In order to gain its full cooperation, the companion must pamper the pseudodragon and make it feel as though it were the most important thing in his life. If the pseudodragon is mistreated or insulted it will leave, or worse, play pranks when least expected. Pseudodragons particularly dislike cruelty and will not serve cruel masters.

Pseudodragons are omnivorous but prefer to eat meat. Their diet consists chiefly of rodents and small birds with occasional leaves, fruits, and berries. In the wild, pseudodragons live solitary lives, protecting small personal hoards in their nests. They gather to mate once per year, in early spring, when gatherings of dozens of pseudodragons are not uncommon. After mating, males and females separate; females lay speckled brown eggs in clutches of four to six which hatch in mid-summer; females raise the young by themselves. Pseudodragons hibernate in winter; the young leave the nest in spring to mate. Pseudodragons have a lifespan of 10-15 years. Like dragons, they are attracted to bright shiny objects. Pseudodragon eggs can be resold for up to 10,000 gold pieces while a hatchling is worth as much as 20,000 gold pieces.
Terrain: Woods, Caverns

Pudding, Vermilion

	Armor Class
	6

	Hit Dice
	10 (S-L)

	Move
	60' (20')

	Attacks
	1

	Damage
	see below

	No. Appearing
	1 (1)

	Save As
	F5

	Morale
	see below

	Treasure Type
	Nil

	Intelligence
	0

	Alignment
	Neutral

	XP Value
	1,000


Monster Type: Lowlife (Rare)

Vermilion pudding is the name given to an aggregate colony of the flesh-eating vermilia bacteria. The Red Curse has affected these colonies, imbuing them with the ability to act together as one creature. The vermilion pudding glows with an eerie internal red light. It usually takes the form of a red-tinged amorphous blob, and like other puddings, it can change shape rapidly and flow through almost any opening. The pudding is extremely sticky and tarlike.

In order to determine if something is edible, the vermilion pudding can sense heat and vibration from a distance of up to 90 feet. The vermilion pudding will even attack undead creatures that have organic matter in their bodies. The puddings count as +2 magical weapons for the purpose of eating undead or magical flesh. Vermilion puddings prefer to attack Legacy-using creatures and will attack beings with multiple Legacies first. Like all deadly puddings, the vermilion pudding is immune to acid, cold, and poison. Lightning bolts and weapon attacks cause them to divide into smaller puddings, each able to attack as an individual pudding. Fire causes normal damage, as do magic missiles. Vermilion puddings can squeeze through very small cracks (such as the chinks and gaps in armor) and can travel on ceilings and walls. All vermilion puddings are at least three feet in diameter. They have hit points in proportion to their size, roughly according to the following:

Diameter:
3'
4'
5'
6'
7'
8'

Hit Points:
30
40
50
60
70
80

The attack mode of the rapacious vermilion pudding is similar to that of the vermilia infection, except much faster. The pudding causes 1 point of damage the first round, 2 points the second round, 4 points the third round, 8 the fourth, etc. If the pudding successfully hits an opponent once, it automatically succeeds each subsequent round until it is destroyed. Armor provides little protection from the vermilion pudding's attack since the pudding only has to touch its victim. All of its victims have a base of AC 9,although magical armor bonuses, magical protection such as a ring of protection, and Dexterity bonuses are still applicable. Any form of metal armor will hold off the vermilion pudding for one round before the pudding finds a hole or a chink in the armor to flow through. The vermilion pudding does not eat the armor itself; it simply flows past it to get at the flesh beneath. The vermilion pudding is mindless and will never retreat as long as there remains flesh to be eaten.

Vermilion puddings reproduce by fission. If a vermilion pudding reaches eight feet in diameter, it will split into two separate four-foot diameter puddings. They adapt to live in a wide variety of climates.

Terrain: Any Cursed

Puddingfish

	Armor Class
	6

	Hit Dice
	9*(L)

	Move
	

	     Swimming
	30'(10')

	Attacks
	1

	Damage
	3d8

	No. Appearing
	0 (1)

	Save As
	F5

	Morale
	6

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	1,600


Monster Type: Animal (Very Rare)

The puddingfish is a gigantic sort of jellyfish. It looks similar to a traditional jellyfish, only larger and slightly more substantial. Its dome is nearly eight feet across, and its tendrils drag down over 20 feet below it. The creature is composed of a blue-green substance somewhat similar to that of a gelatinous cube. Due to its coloring, the puddingfish can be difficult to spot floating along in the water, and more than one fishing boat has run aground on a pudding-fish’s back. This is usually little more than an annoyance, however, as the creature is unable to lift its tendrils upward at all. As long as no one falls into the water, the occupants of the boat will be fine. 

When a small boat or raft runs into a puddingfish, each passenger near an edge should roll against his Dexterity to avoid falling into the sea. Those people unfortunate enough to end up in the drink next to a puddingfish had better swim away as fast as they can. The puddingfish is deadly when in contact with a victim, but it is slow to move and can be outdistanced by a strong swimmer. A character struck by a puddingfish’s stinging tendrils must save vs. paralyzation or be paralyzed (anesthetized) for 4-16 (4d4) rounds. In the water, this can easily prove fatal unless the victim is fortunate enough to have a friend brave enough to haul his poisoned body out of the water. Once a victim has perished, the puddingfish’s snakelike tendrils draw the corpse up into its dome where it is slowly digested over a period of 3-6 (1d4+2) days.

Puddingfish are solitary creatures. They are asexual and reproduce by dividing once they have reached a certain critical mass. They are hunted by lizard men for their hides (which are not poisonous), out of which many useful things such as clothing and sails are made. 

The dome of a puddingfish is actually its stomach, a place filled with horribly corrosive acids. This material can actually be harvested by foolhardy adventurers willing to risk their lives to obtain such potentially useful materials.

Terrain: Ocean

Pyrolisk

	
	Prime Plane
	Plane of Earth

	Armor Class
	6
	6

	Hit Dice
	6+2**(S)
	2**(S)

	Move
	60'(20')
	150'(50')

	     Flying
	180'(60')/MF 1(b)
	

	Attacks
	1 beak + special
	1 beak + special

	Damage
	1d6
	2

	No. Appearing
	1d4(2d4)
	1d10(2d10)

	Save As
	F5
	F2

	Morale
	7
	7

	Treasure Type
	D
	special

	Intelligence
	5
	5

	Alignment
	Chaotic
	Chaotic

	XP Value
	950
	30


Monster Type: Monster (Very Rare), Planar Monster (Very Rare)

Frequently mistaken for its less malignant relative, the pyrolisk is virtually identical to the cockatrice except for the single red feather in its tail and the reddish cast of its wings. Whereas the cockatrice is motivated by instinct alone, the pyrolisk revels in spreading mayhem. Any victims who fail to save vs. death magic when meeting its gaze will instantly burst into flames, dying in agony. If the save is made, they are still burnt for 2-13 (1d12+1) points of damage. Any creature innately or magically immune to fire will not be affected by its gaze, and anyone who makes their saving throw is thereafter immune to the gaze of that particular pyrolisk. The creature can cause any fire source within 30 yards to explode in fireworks (as a pyrotechnics spell) once per round. The pyrolisk is itself immune to all fire-based spells and attacks. The pyrolisk's mortal enemy is the phoenix, although any creature which the monster encounters is likely to be attacked.

Terrain: Any
Pyrophor*

	Armor Class
	3

	Hit Dice
	7***(L)

	Move
	120'(40')

	     Flying
	360'(120')/MF 3(a)

	Attacks
	2 flame lashes

	Damage
	2d6/2d6

	No. Appearing
	1d6+1(1d6+1)

	Save As
	F7

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	12

	Alignment
	Chaotic

	XP Value 
	1650


Monster Type: Planar Monster, Enchanted (Very Rare)

Their eerily shifting features make pyrophors appear as flickering coals 5 feet in diameter, with fingers of flame that periodically flare out. These natives of the Elemental Plane of Fire move very quickly and, in the air, resemble small meteors.

Every pyrophor loves to cause fires on the Prime Material Plane. In battle, they always attempt to set their opponents on fire by lashing out with spiky finger-flames. A pyrophor can attack twice per round, causing 2d6 points of damage with each hit. In addition, a target a fiery appendage has hit must make a successful saving throw vs. wands or burst into flames: objects that normally don't burn, like metal and stone, receive a +4 bonus to this saving throw. The fire causes 1d6 points of damage each round until put out. Victims must spend 1d4 rounds rolling on the ground or one round immersed in water to douse the flames. Pyrophors are immune to all fire-based attacks, and can use the following spells three times per day: detect magic, dispel magic, minute meteors, and fire storm. They also can cast affect normal fires and detect invisibility at will. These elementals always suffer maximum damage from water-based attacks. They are immune to normal weapons, poison, and 1st and 2nd level spells.

Pyrophors, perhaps the most cavalier of the elementals, revel in the destructive powers of fire. They often use their abilities in malicious play, bathing parts of the Prime Material Plane in "purifying" flame. Bothering the lawful helions always sounds like a lot of fun to a pyrophor. They fear water-type creatures and water attacks, and particularly hate the hydrax and undines.

Terrain: Plane of Fire

Quickling

	Armor Class
	-3

	Hit Dice
	2**(S)

	Move
	960’(320’)

	Attacks
	1 weapon x3

	Damage
	1d3/1d3/1d3

	No. Appearing
	1d4 (4d4)

	Save As
	H2 (see below)

	Morale
	8

	Treasure Type
	L, N, Px2, Qx3, Sx6

	Intelligence
	15

	Alignment
	Chaotic

	XP Value 
	30


Monster Type: Humanoid (Very Rare)

Although they were once like any other race of fairy, quicklings sought out dark and dangerous magical powers. It may be that they intended to do good with their powers at one time, but the evil magic was too strong for them and they were corrupted. Quicklings are small and slender beings, looking much like miniature elves with very sharp, feral features. Their ears are unusually large and rise to points above their heads. Quickling eyes are cold and cruel with a tiny spark of yellow light. Their skin is a pale blue to blue-white and their hair is often silver or snowy white. Quicklings dress in fine clothes of bright colors. They are fond of silver and black, often selecting fabrics and metals in these colors. Quickling never wear any form of armor or cumbersome clothes. Quicklings speak the Fairy tongue, but they speak very quickly. To those unfamiliar with it, their speech is nothing but a meaningless stream of noise with individual sounds and words passing so quickly that no human can follow it. If quicklings wish to communicate with other beings, they must take care to speak very slowly. Many quicklings can speak either Common, Lalor, or Elvish.

Quicklings have the fairy abilities of second sight and invisibility to mortals. Even when not using their invisiblilitry, their speed makes them 90% invisible when moving. In areas where they can move rapidly from cover to cover, like a forest or boulder-strewn field, they can use their speed to make their chance of invisibility 100%. Quicklings are far more dangerous in combat then their minute size would lead opponents to believe. This is due primarily to the great speed at which they travel and their tremendous agility. In combat, a quickling can dart about so rapidly that it attacks three times in a single round. In addition, they are visible only as blurs when moving, giving them an excellent Armor Class. Quicklings required to roll a saving throw to avoid damage due to a hostile action do so as if they were 19th-level clerics. In combat, quicklings employ their sleek, needle-like daggers to cause 1d3 points of damage. Quickling leaders are 75% likely to employ poisoned blades that cause unconsciousness if the victim fails a saving throw vs. poison (must be rolled after each hit). Besides the standard fairy abilities, quicklings have certain inherent magical powers they can employ at will. Only one power can be active at any given time. Once per day they may invoke the following powers: ventriloquism, forget, levitate, shatter, dig, and fire charm.

When the ancestors of the quickling began to experiment with the dark forces that eventually corrupted them, they had no idea what the effects would be. Where once they were a gentle race of woodland beings, quickling are now savage hunters and cruel killers. They regard all other humanoids as enemies to be hunted down and killed. Though not formally exiles, they are unwelcome at Oberon’s court.

Quickling live in extended family units. Each group of quicklings has a leader (3***HD, SA H3, 80XP). Clans with more than ten members have two such leaders, as well as an elder (4***HD, SA H4, 225XP). Quicklings dwell in places that are dark and evil. Adventurers have reported encountering them in groves of twisted and wicked-looking trees, near poisoned or cursed springs, and in overgrown areas once ruled by powerful chaotic beings. As a rule, quicklings avoid contact with the outside world except when it promotes their own evil ends. In some cases, they have been known to deal with other evil races of magical nature or powerful evil magic-users and clerics. On these occasions, the combination of such forces is a great danger to all good being in the area. 

Because of their greatly accelerated metabolism, the quicklings’ life cycle is far shorter than that of other fairies. They mature less than one year after birth and are fully adult by the age of two. Old age sets in at ten years and they often die before they turn 12. No known quickling has ever lived beyond 15 without the aid of powerful magic. 

Terrain: Woods
Raven, Greater

	Armor Class
	7

	Hit Dice
	1**(S)

	Move
	60'(20')

	     Flying
	120'(40')/MF 5(b)

	Attacks
	1 beak

	Damage
	1d2

	No. Appearing
	1 (1)

	Save As
	F1

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	12

	Alignment
	Any

	XP Value 
	16


Monster Type: Monster (Very Rare)

These large, glossy black birds are renowned for their ability to speak and foretell the future. Greater ravens love to single out and accompany an intelligent, active being, such as an adventurer. Some beings so favored find the raven's presence irritating and toss a stone in the bird's general direction. This may (70% chance) drive the creature off; otherwise it decides the being is going to be truly interesting to watch and determines to stay, remaining for d100 days (or even permanently if the "host" provides enough entertainment). These ravens are easy to kill but have the power to curse their slayers. Such curses will always be in the form of a rhyming prophecy foretelling some kind of punishment or misfortune to the offender or someone close to him or her. A greater raven slain by a crossbow bolt, for example, might with its final breath tell its slayer: "As my blood is drunk by the ground/Yours likewise soon will be found". Typical prophecies foretell the receiving of a grievous wound, being slain, or being bested in battle or a swindle. They often warn of the impending loss of some prized possession, such as a mage's favorite wand or a warrior's enchanted dagger. Even if the raven is tom apart, crisped to ashes, or otherwise rendered incapable of speech, the curse will be heard as clearly audible, hauntingly chanted words issuing from the empty air near the site of its death. Magical silence can prevent the prophecy's being heard but not the curse from taking effect.

Greater ravens are usually solitary when encountered, but mated pairs may also be seen, and flocks of up to forty birds have been reported. Such flocks are highly territorial and may swarm intruders, causing results similar to a double-strength summon insects spell (damage is either 4 or 8 points, depending on whether the targets defend themselves; the attack penalty is -4, and the Armor Class penalty is +4). For reasons of their own, greater ravens are fond of attaching themselves to individuals or adventuring band to observe their doings. They fly from tree to tree or rock to rock (or balcony to balcony) to perch with a good view and watch, keeping a curious eye on the object of their interest. Not surprisingly, these creatures tend to be shunned as bringers of bad luck, though they rarely harm anyone directly. Instead, greater ravens seem to derive some satisfaction from watching the troubles of others. Some delight in continually uttering sarcastic comments, though they rarely make actual jokes; others enjoy hinting at secrets their host wants kept secret. Most greater ravens, however, speak little, and when such close-mouthed individuals do, it's usually to offer some sort of poetic prophecy of what the future holds. Raven prophecies almost always entail woe to those addressed, whether insignificant or catastrophic. On rare occasions, a lone greater raven has been known to attach itself to a Neutral or Chaotic wizard, becoming a familiar of sorts (although none of the usual benefits derive from the relationship). The bird will perform a type of commune spell up to thirteen times a year, whenever its "master" desires. Queried formally on these occasions with respect to plans or events,the raven will offer cryptic advice (in its harsh, cackling voice) on the best course of action to rake or about the intentions of an enemy. In like manner, the raven can be asked to foretell the future. Those seeking such advice should be certain they want to hear the answer, for, as has been noted, raven prophecies almost always foretell someone - quite possibly the "master" - meeting harm or ill luck.

Greater ravens devour small rodents, the eggs of other birds, small birds, carrion of all sorts, insects, lizards, berries, flowers, and growing shoots. They also have a liking for wax (even strongly-scented candle wax), butter, and cheese (the more strongly flavored and moldy the better). Given the opportunity, they'll sample any food eaten by humans, preferring salty viands to all other materials. Greater ravens can hold bones in their craw for long periods, spitting them out polished clean whenever they desire (usually to make a point or impression on someone to whom they're speaking).

Terrain: Any
Razhak

	Armor Class
	-8

	Hit Dice
	15*(L)

	Move
	see below

	Attacks
	up to 4 pseudopods

	Damage
	4d6 each

	No. Appearing
	1 (1)

	Save As
	F15

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	13

	Alignment
	Lawful

	XP Value 
	2,700


Monster Type: Monster (Very Rare)

Razhaks are a unique race of extremely long-lived rock-men. Their favorite activity is to mimic natural rock formations and observe the goings-on of creatures around them. It is tough to say exactly what razhaks look like, because they can form themselves into any shape they want. They are also capable of altering their surface texture and color to blend in with whatever natural rock they are near.

Razhaks do not care for combat, being essentially peaceful creatures. But if pressed, they strike with up to four pseudopods (formed from their bodies). These attacks can be directed at up to four separate targets; a razhak generally does not use multiple attacks against a single opponent, unless the opponent is extremely large and powerful or the razhak is extremely upset. (An upset razhak, by the way, is a rare sight that few remember happily.) Defensively, razhaks are extremely difficult to harm. In addition to their high number of Hit Dice and exceptional Armor Class, razhaks can retreat through solid rock at a rate of 30' per turn, regaining 1d6 hit points each turn as they travel. Essentially, they leave their damaged flesh behind (as cracked and crumbled rock) and absorb new rock as they move. This is the razhaks' preferred method of movement; if there is no rock available to move through, razhaks can slide along open ground at a rate of 10' per turn. Razhaks are not related to earth elementals, so they are not affected by rings of elemental control or stones of controlling earth elementals.

Razhaks are solitary creatures, but all razhaks in an area are linked by a limited telepathy. Each razhak is aware of the general state of each other razhak, and they can also communicate verbally (in their own special language). This is not a communal intelligence - a razhak could not, for example, see what a distant fellow sees. The distant razhak could, however, tell the first one all about it. This telepathy cannot be detected by standard magical means. Razhaks feed on the mineral content of the surrounding rock to live. They do not breathe or sleep. If a razhak were somehow kept from contact with any other rock or dirt (magically levitated, say), it would feed on itself until it finally disappeared and died. This would take approximately 150 years - a razhak is nearly 12 tons of solid rock, and it needs very little sustenance to survive. At first glance, it would seem that razhaks are somehow related to earth elementals. That is not the case. Earth elementals are magically-created beings, formed from rock, dirt, clay, mud, and other forms of earth. Razhaks, while they have some magical powers, are not inherently magical. They cannot be conjured or controlled like elementals, and they are made only of solid rock, not of any other earth materials.

Razhaks have a natural life span of thousands of years; while interested in the lives of humans and other shorter-lived races, their perspective is one of taking the long view. This means they are not likely to get involved in human events, since it all happens so fast. If they could somehow be convinced to aid in a cause, they could be very useful, and not just for their formidable combat skills; their shapechanging abilities could be used to form walls, create shelters, surround enemies, or any number of other useful things. 
Terrain: Caverns

Ray, Forest

	Armor Class
	6

	Hit Dice
	8-11*(L)

	Move
	

	     Flying
	180'(60')/MF 1/3(b)

	Attacks
	1 sting or 1 bite

	Damage
	2d10 or 3d4

	No. Appearing
	0 (1)

	Save As
	F4-F6

	Morale
	8

	Treasure Type
	S, Qx5, C

	Intelligence
	0

	Alignment
	Neutral

	XP Value (8 HD)
	1,400 + 625/Legacy

	                  9 HD
	1,600 + 700/Legacy

	                  10 HD
	1,750 + 750/Legacy

	                  11 HD
	1,900 + 800/Legacy


Monster Type: Monster (Rare)

The forest ray, also known as the "forest devil," is a dark green creature that looks like a flying manta-ray. They live in forests, jungles, or other areas of heavy undergrowth, such as the forested areas of the Orc's Head Peninsula and Herath. These clumsy fliers can fly no higher than the treetops, but they can turn sideways to fly between the trees. A forest ray can weigh as much as 30,000 cn, with a wingspan of 16'-20'. Its eyes are on the upper surface of its body. The underbelly has a mouth and a second set of eyes. The upper surface is dark and mottled to match the forest floor, but its underbelly is colored to match the sky and the treetops. The forest ray can change its color to provide better camouflage, but this change takes several days to complete. Their pectoral fins are huge, which gives them a batlike appearance, and they use their short tails as a rudder.

On the Savage Coast, a forest ray has a 25% chance of having a Legacy from Table 3. Forest rays do not require cinnabryl.

Forest rays bury themselves and wait for victims to arrive. This gives them a +2 bonus to surprise opponents. The forest ray has a giant maw that can totally engulf any creature man-sized or smaller in a single bite. If the ray's attack roll succeeds by more than 2 (e.g., it rolls a 16 or better when it needed to roll only a 14), then it swallows its prey. Swallowed creatures die at the end of six rounds. Any creature swallowed can attack from inside the ray with a dagger or a short sword at a –4 attack penalty; the ray's AC remains the same. The forest ray's stomach may contain treasure, indigestible remnants of its past victims. Alternatively, the forest devil can attack with its stinger. If the stinger successfully strikes, the victim suffers 2d10 points of damage and must make a successful saving throw vs. paralyzation or be stunned for 2d4 rounds.

Forest rays are solitary predators and have no society. They gather only to mate. A forest ray typically ranges over an area of several square miles. It is an opportunistic feeder, so it seldom actively hunts. A forest ray needs surprisingly little food. It has a slow metabolism and goes into a state of hibernation when it has buried itself to wait for prey.

Unlike its cousin the manta ray, the forest devil has sharp, pointed teeth suitable to a carnivore. The forest ray is a fearsome predator. Even jaguars and other large predators avoid it. The skin of a forest ray can be cured into a very fine and supple leather. This leather is useful in the manufacture of various magical cloaks and can also be used to make superior book covers.

Terrain: Woods

Sandling

	Armor Class
	3

	Hit Dice
	4*(L)

	Move
	120'(40')

	     Burrowing
	60'(20')

	Attacks
	1 sedopod

	Damage
	2d8

	No. Appearing
	1 (1)

	Save As
	F2

	Morale
	4

	Treasure Type
	Nil

	Intelligence
	0

	Alignment
	Neutral

	XP Value
	125


Monster type: Planar Monster (Very Rare)

These creatures are composed of silicates and originate on the elemental plane of Earth. They look like piles of sand and can vary color to blend with backgrounds. Sandlings have the same temperature as their surroundings, and are immune to sleep, charm, hold, and other mind-affecting spells or attacks. They claim territories with boundaries recognizable only by them. Sandlings are not aggressive unless provoked, but guard their territories from intruders. If stepped on, a sandling reflexively lunges upward, trapping 1-2 man-sized opponents; opponents receive a -2 penalty to surprise rolls when attacked in this manner. If the sandling hits its targets, they are unable to attack or defend for 1d4 rounds. Sandlings also attack by slashing with an abrasive pseudopod. If at least 10 gallons of water are poured on a sandling, it is affected as if by a slow spell, and its attacks cause only half normal damage.

Sandlings have no society, and their fierce defense of their territories usually precludes cooperation, even with other members of their own race. They live on minerals, but despise organic matter, always moving several hundred yards from any place they have killed an intruder. A sandling grows until it reaches its full size, 10 feet in diameter, then reproduces by budding. Sandling buds split from their parent when they are about 2 inches long, and an adult's territory may swarm with thousands of these creatures. When an infant grows to at least 6 inches in diameter, it either moves off to find its own territory, or is hunted and killed by the parent. A group of immature sandlings forms a surface with myriad tiny bumps, which may trip the unwary. Sandlings have little effect on an ecosystem, taking only a fraction of the minerals in any parcel of land. Dwarves sometimes seek them in hopes of finding a rich mineral deposit. They are said to be excellent ingredients for mortar, but they and many druids object to this treatment.
Terrain: Cavern, Desert

Shadow Knight*

	Sphere
	Entropy

	Status
	Exalted

	Power Points
	200

	Anti-Magic
	30%

	Armor Class
	0

	Hit Dice
	22*******(M)

	Hit Points
	110

	Move
	120' (40')

	Attacks
	1 weapon x 2

	Damage
	by weapon

	No. Appearing
	1 (1)

	Save As
	IM1

	Morale
	11

	Treasure Type
	see below

	Intelligence
	1d8+27

	Alignment
	Chaotic

	XP Value
	18,500 (1 PP)


Monster type: Planar Monster (Very Rare)

Shadow knights appear as humanoid creatures dressed in full plate mail armor completely hiding their bodies. It is said that if someone should ever see a shadow knight's face, he will be struck with madness. Their armor and weapons are completely black, as if made of solid darkness. The shadow knights rarely speak. When they do, they speak with a rasping voice that sends shivers down the spine of the bravest warrior. 

Shadow knights are the souls of powerful avengers of the Immortals of Entropy (they are essentially a variety of lesser fiend). They have the Immortal abilities of Enhanced Reflexes, Weapon Mastery (usually in the normal sword, two-handed sword and lance), Extra Attacks per Round, and Fighter Options. They can use the Immortal-level spells power attack and probe, and can plane shift 3 times per day. They may expend PP to gain spellcasting ability as Immortals do, except that they are limited to clerical magic only. In any event, they prefer hand-to-hand combat over magic in battle. Shadow knights often use nightmares as mounts, though some have found other, even more dreadful creatures that they use.

Shadow knights usually work alone. However, on special missions they may band together in groups of 1d8+1 knights; their leader will have an artifact-level sword +5 of slicing and maximum hit points. All shadow knights are equipped with at least one magical weapon, and occasionally other items usable by fighters. They do not need to eat, sleep or breathe. They are immune to energy drain, disease, aging and mind-affecting spells (including spells below 7th level cast by Immortals). Shadow knights can be harmed only by magical weapons. Characteristics: Ability scores are determined using 1d8+27

Terrain: Any. 

Sharn

	Armor Class
	2/4 (portal/tentacle, head or body)

	Hit Dice
	6+6***(M)

	Move
	40'(13')

	     Flying
	150'(50')/MF 1(a)

	Attacks
	3 bites/9 hands

	Damage
	1d4+1x3/1d2x9 or 1d4+1x3/by weaponx9

	No. Appearing
	1d12(1d12)

	Save As
	MU6

	Morale
	11

	Treasure Type
	nil

	Intelligence
	17

	Alignment
	Neutral

	XP Value
	1,250


Monster Type: Monster (Very Rare)

The race of creatures called the sharn are beings that seek mastery of magic. The sharn have always actively opposed the phaerimm, though they have not taken up allies in their cause. These curious creatures appear as glossy black teardrops of somewhat amorphous flesh, studded with many tiny eyes and surrounded by a nimbus of purple light. Opponents rarely get to see these vulnerable central bodies, as surviving an encounter with a sharn is a rare feat indeed. Attempts to mentally contact a sharn (through psionics or other means) result in success only if the sharn wishes it. Sharn share a peculiar form of short-range group telepathy among themselves.

Sharn can create miniature portals—ethereal windows—up to 400 feet away from their bodies. The sharn can create and maintain up to six portals at once, using all to attack from a variety of angles. A sharn can extend three heads with fanged maws and three trihand arms to attack opponents and prey at a distance. Each of these six appendages is studded with many tiny eyes which have 60-foot infravision, and each appendage has its own independent portal. Each appendage has an Armor Class of 4. A portal appears as a nimbus or spiral of winking, moving points of purple radiance with a Movement Rate of 60'(20'). When opening or closing, portals look like tiny spots or whirling rings of purple light. Consider a portal to be AC 2; damage from attacks hitting the portal is transmitted to the central body of the controlling sharn. The trihand arms are snakelike, flexible trunks that end in an elbow where three humanlike forearms split apart from each other. Each arm ends in a humanlike hand which can punch or rake for 1-2 points of damage, snatch items, or wield weapons. Treat arms and snake-heads as having the same Armor Class as the central body of a sharn. Attacks on a particular hand need to hit an Armor Class of 3 because of the close proximity of two other forearms in a tri-hand. Attacks against a specific hand can shatter a held item, disarm the hand, or sever a finger wearing a magical ring. 

Sharn have unique and peculiar minds; they are immune to all enchantment/charm spells and are never fooled by illusions. A sharn can psionically scramble a mind in contact with it, reaching through the mental link as a special, additional attack. The victim must make an Intelligence check with a penalty of +3 or suffer effects equal to a feeblemind spell. Some sharn-perhaps as high as 10% of the total sharn population—are known to be powerful spellcasters (20th level and higher). When their magic comes in contact with the phaerimm’s magic drain or life drain spells, a geographical metamorphosis occurs in the area. This causes buttes to be converted to rocky hills, or rocky hills to grasslands; the effect always reduces geography one step toward a grassland. Sharn regenerate one lost hit point every two turns as long as they have access to heat or sunlight and water, snow, ice, or blood.

Sharn reproduce by budding when they reach 55 hit points or greater. Sharn are sophisticated, farsighted creatures and are known to be interested in magic, planar travel, and mastery of a variety of environments on the Prime Material Plane and beyond. All sharn within a particular area are part of a large family, or clan. Each clan holds particular aims, decided upon and modified by the entire clan in council, but these aims remain mysterious to outsiders. Sharn try to remain apart from the daily workings of these transient surroundings. Sharn eat lichens, green plants, and roots as well as mammalian prey. They are often at odds with the phaerimm.

Terrain: Any

Shedu

	
	Lesser
	Greater

	Armor Class
	4
	2

	Hit Dice
	9+9***(L)
	14+14******(L)

	Move
	120'(40')
	150'(50')

	     Flying
	240'(80')/MF 1(b)
	300'(100')/MF 3(b)

	Attacks
	2 hooves
	2 hooves

	Damage
	1d6/1d6
	3d6/3d6

	No. Appearing
	1 (2d4)
	0 (1d2)

	Save As
	M9
	M14

	Morale
	10
	12

	Treasure Type
	G
	Nil

	Intelligence
	16
	18

	Alignment
	Lawful
	Lawful

	XP Value
	3,250
	7,950


Monster Type: Planar Monster (lesser: Rare, greater: Very Rare)

A shedu is a creature native to hot, arid climates. It has a powerful equine body with short but powerful feathered wings. Upon its short, thick neck is a large humanoid head. The head is rather dwarven in appearance, and it always has a beard and mustache. A shedu's hair is very bristly, and curls into tight waves or bands. All shedu wear a simple headband made of braided cloth or rope, with a single button for adornment. The button is centered on the forehead, and its material represents the bearer's status. From the lowest rank to the highest, a button may be made of silver, gold, platinum, sapphire, ruby or diamond. A lesser shedu almost never has a button above the platinum level. A greater shedu almost never wears one below sapphire status. Shedu wander the Prime, astral, and ethereal planes. They further the cause of law and goodness, help allied creatures in need, and combat evil. Greater shedu typically lead herds of six or more lesser shedu. All shedu attack with poerful front hooves. However, both forms of shedu prefer to use theis psionic powers where applicable.

Lesser shedu

Languages: Lesser shedu speak shedu, sphinx, and most human tongues. Of course, they can always use their empathy power.

	Psionic Summary:

	Level
	Dis/Sci/Dev
	Attack/Defense
	Score
	PSPs

	9
	4/4/13
	All/All
	=Int
	100

	

	Lesser shedu always have the five powers listed below, and they can use them without expending PSPs. In addition to these powers, a lesser shedu knows any four sciences and eight devotions desired. Each creature tends to specialize in a particular discipline to complement the herd.

	  Telepathy: Contact, Empathy, Mindlink

	  Psycoportation: Astral Projection

	  Psychometabolism: Ectoplasmic Form


Greater shedu

Languages: Greater shedu can speak the same language as lesser shedu. In addition they have mastered their telepathy power so well that rudimentary contact can be made even with plants.

	Psionic Summary:

	Level
	Dis/Sci/Dev
	Attack/Defense
	Score
	PSPs

	14
	5/12/15
	All/All
	=Int
	200

	

	  Common Powers (* denotes powers they always have, 1 denotes powers which require no point expenditure):

	  Defense: Mind Bar*1

	  Clairvoyance: Aura Sight, Clairaudiance, Clairvoyance, Danger Sense, Object Reading, Precognition, Sensitivity to Psychic Impressions

	  Psychometabolism: Body Control, Ectoplasmic form*1, Energy Containment, Metamorphosis

	  Psychokinesis: Molecular Agitation, Molecular Manipulation, Telekinesis

	  Telepathy:  Contact*1, Domination, Invisibility*1, Mass Domination, Mindlink*1, Post-Hypnotic Suggestion

	  Psychoportation: Dimensional Door, Dimensional Walk*1, Probability Travel*1, Teleport*1


Terrain: Arid, Open

Shoosuva*

	Armor Class
	3

	Hit Dice
	6*(L)

	Move
	150’(50’)

	Attacks
	1

	Damage
	1d10+7

	No. Appearing
	1(1)

	Save As
	F6

	Morale
	11

	Treasure Type
	Nil

	Intelligence
	12

	Alignment
	Chaotic

	XP Value
	500


Monster Type: Undead (Very Rare)

Ranivorus long ago developed a specialized form of undead for use as an intermediary between him and his shamans, and as a guardian for himself and those followers of exceptional merit. The creatures are called shoosuvas; their name means “returners” in the gnoll tongue, a reference to the belief that shoosuvas are the incarnations of the spirits of the greatest of Ranivorus’ shamans. Shoosuvas are feared greatly (for good reason) by gnolls, who will obey their every command, even over the orders of other gnoll leaders or shamans.

A shoosuva is only encountered singly, and usually in only one of two ways, on the Prime Material plane. Exceptionally powerful gnoll or flind shamans, those attaining the 5th level of ability (and which have shown exceptional devotion), are often given instructions for creating a special talisman that will summon a shoosuva when the talisman is cast to the ground and Ranivorus’ name is pronounced. Such a talisman is a miniature carving of a hyena’s skull, made from the bones of a gnoll shaman. The shoosuva will be gated in by Ranivorus after a one-round delay, and will immediately attack all enemies of the summoning gnoll shaman. The shoosuva will remain until it is slain (whereupon its spirit is sent back to Ranivorus’ Home Plane) or after one hour, at which time it will fade away. During the time it is present on the Prime Material plane, the shoosuva is able to call upon any gnoll within hearing distance (120 feet), and such “summoned” gnolls will obey the shoosuva’s every command to the death.

A shoosuva appears as a huge, emaciated hyenodon, glowing with a phosphorescent yellow light, similar in intensity to the clerical light spell. It attacks by biting, and those bitten must save vs. paralyzation or else be inflicted with creeping paralysis. Victims so affected will suffer a -1 penalty “to hit” and a 10’ reduction in movement rate per round - cumulative - as the result of a slowacting paralysis. Only living creatures are affected by the paralysis; however, nonliving creatures can be

damaged by the bite itself. A victim’s base movement rate (from which the reduction is taken) is always considered to be that which applied when the character was bitten; in other words, a character cannot increase mobility by divesting oneself of encumbrance and/or armor after the paralysis has set in. When the movement rate of a paralyzed victim falls to 0, the character cannot hit anything, speak, cast spells, or perform any other physical activity.  Only the most basic life functions (respiration and heartbeat, primarily) will continue. If the victim survives that long, the paralysis will wear off 3-6 turns after the victim is immobilized. Shoosuvas usually try to paralyze as many persons as they can in melee, and then kill their victims after they are unable to move.

A shoosuva must be fed carrion as a reward for its services (or else one will never return to help the summoning shaman again). victims, with predictable results. Aside from encountering such specially summoned shoosuvas, any gnoll shaman may call upon Ranivorus for assistance or advice, and thereby summon a shoosuva intermediary, at a base chance for success of 2% per level of ability. The shoosuva will only remain for a short time (1 round per level of clerical ability of the shaman) and will require a “free lunch” the same as one summoned by a talisman. It will provide the caller with whatever advice Ranivorus is able and willing to provide. If the summoning shaman is attacked while speaking with the shoosuva intermediary, the creature will immediately seek to attack and slay all of the summoner’s opponents.

A shoosuva is immune to all psionic attacks or psionic-like effects, and likewise immune to all will-force magics (including enchantment and charm spells). The creatures have a specialized anti-magic, being 30% resistant to all cold, heat, electrical, and poison-gas spells. If they fail their resistance throws against such magical attacks, they will take only half damage if they fail the subsequent saving throw, and one-fourth damage if the saving throw against the particular attack mode is made. Death spells, of course, will not affect them at all, and they cannot be hit by any weapons except silvered or magical ones. Clerics may turn them as “special”. Holy water damages these monsters for 2-8 points per vial used.
Terrain: Any

Shimmerfish

	Armor Class
	5

	Hit Dice
	2+2*(M)

	Move
	

	     Swimming
	300'(100')

	Attacks
	1

	Damage
	2d4

	No. Appearing
	0 (2d10)

	Save As
	F4

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	12

	Alignment
	Chaotic

	XP Value
	35


Monster Type: Monster (Rare)

Shimmerfish are deadly, evil relatives of the friendly dolphins. These sleek and powerful swimmers are found in warm seas. Shimmerfish, unlike dolphins, are never found in fresh water. Both dolphins and shimmerfish often appear in open waters, making their characteristic arched bounds, frequently before the bow waves of ships. Shimmerfish never acquire Legacies or require cinnabryl.

Shimmerfish can form rough, shimmering images underwater with their glowing bodies, sometimes appearing like golden, sunken treasure or even luminescent humanoid forms. A group of four or more shimmerfish acts as a magical lure. A victim who sees a group of shimmerfish using their lure must make a successful saving throw vs. spell or become entranced. The victim will jump into the water to retrieve the treasure unless forcibly restrained. Once the victim is in the water, the shimmerfish will close in for the kill, biting with their hundreds of razor-sharp teeth. Fisherfolk, sailors, and others who spend most of their lives at sea are resistant to the lure of the shimmerfish (+4 bonus on saving throws). New mariners have the most difficulty. If it becomes clear that their attempts at luring are ineffective, shimmerfish will ram small boats. Each shimmerfish in the group will ram the boat at high speed, one after the other. The boat must make a successful saving throw vs. crushing blow with each attack or spring a leak, which will cause it to sink in 1d4+6rounds. Shimmerfish can also leap up to 6' in the air to knock victims into the water. The shimmerfish must roll to hit, and then the victim must make a successful saving throw vs. paralyzation or get knocked into the water. Shimmerfish love to prolong a victim's death, teasing, drawing out the terror. Shimmerfish sometimes "rescue" victims of a shipwreck, carry them heartbreakingly close to shore, and then attack, just to watch the victims' rising hopes come crashing down in a rising tide of desperation.

Shimmerfish follow schools of fish in groups of varying size. Most groups contain only a few members, although occasionally larger groups will form temporarily. Shimmerfish can sustain speeds of up to 19 miles per hour, with short bursts of more than 25 miles per hour. Their lungs are adapted to allow them to dive quickly to depths of more than 1,000 feet for short periods of time.

In one day, a shimmerfish eats nearly one-third of its weight, mostly in fish and squid. Shimmerfish reach maturity at about six years old, at which time their previously dull skin becomes shimmery. They mate in the spring and have a gestation period of eleven or twelve months. Calves swim and breathe minutes after birth. Shimmerfish have a language composed primarily of clicking sounds and whistles. These also act as part of an echolocation system, similar to that of a bat, enabling the shimmerfish to navigate and detect prey. Shimmerfish have a gland in the head that holds a small quantity of valuable oil, which is used to lubricate delicate mechanisms. Each shimmerfish gland holds about one ounce of oil, which sells for between one and five gold pieces. Also, raw, uncured hide sells for about two gold pieces, and a cured shimmerfish hide is a beautiful thing worth at least 10 gold pieces.

Terrain: Ocean

Skeleton, Dust

	Armor Class
	9

	Hit Dice
	1-1*(M)

	Move
	90'(30')

	Attacks
	1

	Damage
	1

	No. Appearing
	2d10 (2d10)

	Save As
	F2

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	0

	Alignment
	Neutral

	XP Value
	6


Monster Type: Undead, Enchanted (Very Rare)

Although they look like normal skeletons, dust skeletons weigh about one-fifth as much, as their bones are dried almost to the point of disintegration. Wherever they walk, they leave a trail of blue-gray dust hanging in the air. This dust is poisonous, and anyone approaching within 10’ feels mildly nauseous. Dust skeletons are used to break enemy formations by disabling large numbers of troops. Combat: Since they were created specifically to be destroyed, dust skeletons never carry weapons and cause very little damage in melee. When they are reduced to 0 hp, the skeletons shatter, spreading a cloud of dust in a 10’ radius. Anyone breathing in the dust must make a save vs. poison or be paralyzed for 2-12 rounds. Those who make their saves spend one round coughing and choking, and are unable to attack or cast spells but are otherwise unaffected.

Terrain: Any

Skeleton, Giant

	Armor Class
	4

	Hit Dice
	4+4*(L)

	Move
	120'(40')

	Attacks
	1

	Damage
	1d12

	No. Appearing
	2d4

	Save As
	F2

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	0

	Alignment
	Neutral

	XP Value
	200


Monster Type: Undead (Very Rare)

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.

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.

Terrain: any

Skeleton, Spike

	Armor Class
	6

	Hit Dice
	3*(M)

	Move
	120'(40')

	Attacks
	1

	Damage
	1d6

	No. Appearing
	2d10 (2d10)

	Save As
	F2

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	0

	Alignment
	Neutral

	XP Value
	50


Monster Type: Undead, Enchanted (Very Rare)

From a distance, spike skeletons look perfectly normal, except that they are unarmed. Closer inspection reveals that they are covered with bony thorns up to an inch long. Somewhat tougher than regular skeletons, these creatures are often used to demoralize enemy troops with their horrific and agonizing special abilities.

The bony thorns of these skeletons allow them to cause as much damage as a normal skeleton wielding a weapon. Furthermore, 1-3 (1d3) spikes explode each time the creature hits or is hit, inflicting 1-4 hp damage per spike in a 5’ radius (save vs. breath weapon for half damage). The skeleton itself suffers 1 hp damage for each spike it loses this way. The purpose of the bonespray is to draw blood. Once this is done, the nearest creature to the skeleton is then subjected to a version of the 4th-level spell burning blood. The victim must save vs. spell at -3 or suffer 3d4 hp damage as all the blood from open wounds catches fire. A save must be made each round for three rounds. The moment a successful save is made, the damage stops. Each skeleton can cast this spell only once, and must be “re-charged” to cast it a. second time. 

Terrain: Any

Skeleton Warrior*

	Armor Class
	2

	Hit Dice
	9+2 to 9+12(M)

	Move
	60'(20')

	Attacks
	1 weapon

	Damage
	by weapon

	No. Appearing
	1 (1)

	Save As
	F10-F15

	Morale
	9

	Treasure Type
	E

	Intelligence
	10

	Alignment
	Chaotic

	XP Value
	1,750


Type: Undead (Very Rare)

Skeleton warriors are undead high-level fighters, forced into service by powerful wizards, who trapped their souls in golden circlets. Their sole reason for existence is to recover these circlets. A skeleton warrior appears as a yellowing skeleton covered in decaying flesh. Its eyes are black holes containing pinpoints of red light. It is clad in the blackened armor it wore in life. Anyone possessing a skeleton warrior's circlet can control it as 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 warrior sees, and can mentally command it to fight, search, or take any other actions; however, the controller himself is unable to cast any spells, move, or take any other action. When in passive mode, the controller can take any normal actions, but is unable to see through the warrior's eyes; the warrior remains inert. Control mode can be switched at will. The circlet must be worn in order to control the warrior. If the circlet is removed, but is still possessed by the controller, control can be reassumed at a later time. But if the circlet is lost, the warrior proceeds to the controller at double its normal speed and attacks him. If a warrior holds its circlet to its head, both will turn to dust. When a character first finds a circlet, he will probably be unaware that the warrior is tracking him, unless he recognizes the circlet's significance. In order to establish control, the character must be able to see the warrior, the concentrate for one round, and the roll a Wisdom check; if he fails, he can roll again next round. Meanwhile, the warrior continues to advance, attempting to destroy the character and gain possession of the circlet. If the character stops concentrating, he must concentrate another three rounds before another check can be made. Once control has been established, it can only be broken by loss of the circlet. The circlet cannot be worn with other headgear. Skeleton warriors usually fight with two handed swords. The make all weapon attacks with a +3 bonus. They can be affected only by magic weapons. The mere sight of a skeleton warrior causes any creature with less than 5 Hit Dice to flee in panic. Skeleton warriors cannot be turned. Skeleton warriors are usually found near the area the died in, or where the were buried. A warrior usually has a sizable treasure. Since it is preoccupied with recovering the circlet, protecting the treasure is not a priority. Skeleton warriors are turned as phantoms.

Terrain: Any

Skriaxat*

	Armor Class
	-5

	Hit Dice
	16+16**(L) or 24+24**(L)

	Move
	120'(40'), 180'(60') ro 240'(80')

	Attacks
	2

	Damage
	2d10/2d10

	No. Appearing
	0(3d6)

	Save As
	F16 or F24

	Morale
	11

	Treasure Type
	Nil

	Intelligence
	15

	Alignment
	Chaotic

	XP Value
	4,300 or 9,500


Type: Monster, Enchanted (Very Rare)

Skriaxits, also called blackstorms or living sandstorms, are the most feared creatures in many deserts. Spirits of retribution summoned millennia ago by ancient wizards, blackstorms combine the elements of earth and air to dangerous effect. They are, fortunately, only rarely active. They speak the tongue of air elementals and their own language, a howling, shrieking tongue that frightens most humans who hear it. Much like very large versions of the dust devils created by the magic-user spell, blackstorms take the sand and the dust of the desert and whirl it to create their 10-foot-tall conical forms. At rest, a skriaxit appears to be a wind-scattered pile of black dust. As a pack, they create their greatest terror, generating high winds and a fierce sandstorm that can render a human fleshless in minutes.

Skriaxits move by generating a large vortex of wind that propels them at high speeds. If there are 1-6 skriaxits together, their speed is 120'(40'); 7-12 skriaxits have a speed of 180'(60'); if there are 13 or more skriaxits, their speed is 240'(80'). The skriaxit vortex creates a sandstorm in a 200-yard radius around them; those caught in this storm suffer 1 point of damage per round per skriaxit (so if there are 12 skriaxits in a pack, victims take 12 points of damage per round. Within this sandstorm, the skriaxit pack constantly dispels magic as a 16th-level magic-user. Each skriaxit can form its winds into razor sharp lashes, inflicting 2d10 points of damage on a successful strike. They can be harmed only by weapons of +2 or greater enchantment. Though they were originally summoned from the elemental plane of Air, they have merged with earth, and the Prime Material plane is now their home. Thus, they cannot be sent to an elemental plane by a holy word or similar magic. No known magic can control them, though they are susceptible to wards against air elementals. Each skriaxit pack is led by a Great Skriax, the most evil member of the pack. This creature has 24+24 Hit Dice and gains a +4 bonus to attack and damage rolls.
Skriaxits are highly intelligent, but extremely evil, elementals, combinations of the elements of air and earth. They hate and fear nothing, but simply delight in destruction. They feed on terror and destruction; once they have caused enough catastrophe, they sleep for 1d3 centuries. While asleep, they cannot be affected in any way by any being. They reawaken when hungry. They view humans, demihumans, and humanoids as playthings, with the same sadistic attitude as a human child playing with a fly. They may amuse themselves by listening to humans bargain with them, but humans have nothing of interest to offer them. Skriaxits feed upon the emotions of terror and fear they generate in those they destroy and kill.

Terrain: Desert

Skyfish

	Armor Class
	5

	Hit Dice
	1+1(M)

	Move
	30'(10')

	     Flying
	300'(100')/MF 3(b)

	     Swimming
	240'(80')

	Attacks
	1 bite

	Damage
	1d4

	No. Appearing
	0 (1d5)

	Save As
	F1

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	2

	Alignment
	Neutral

	XP Value
	15


Monster Type: Monster (Very Rare)

A skyfish is a special kind of amphibious creature that has the ability to survive both far below and high above the waves. These creatures look like silvery sea bass with large batlike wings covered with scales instead of feathers. Their mouths end not in a beak but a ferocious set of teeth suitable for picking up and rending the smaller fish off of which they typically live. The arches of the wings of a skyfish end in tiny claws which the animal can use to grip things while not using its wings for flying. When in the water, it folds these wings in close to itself so that it can swim with little resistance. To fly, a skyfish simply leaps out of the water and into the air and spreads its wings wide.

Skyfish rarely hunt in packs, preferring to take after their prey on their own. They like to circle high above the waves until they spot a smaller fish swimming near the surface. Then they dart in and carry the creature into the air, holding it in their mouth until it dies in the open air. Then they take the creature back into the water where they can finish their meal. Skyfish will only bother people if the people are already bothering them. This happens occasionally when a fisher manages to catch one of these creatures on a line baited for other game. If the fisher can manage to reel the skyfish in, he is in for a tasty treat. Skyfish are considered to be a fine delicacy. But to land his catch, the fisher is in for something of a battle.

Skyfish mate for life. They lay large, birdlike eggs, which they keep protected in underwater nests until hatched. While there are eggs or young to be protected, one of the parents stays with the precious things while the other hunts for food for the family. Skyfish usually hunt alone, but they have been known to band into flocks to take down large prey.

The skyfish seems to have the best of both worlds. Since the creatures can breathe both air and water equally well, they can escape predators that are based solely in either element. For this reason, the skyfish population is always high. 

Terrain: Ocean

Slaad

	
	Blue
	Red

	Armor Class
	2
	4

	Hit Dice
	8+4***(L)
	7+3****(L)

	Move
	60'(20')
	60'(20')

	Attacks
	4 rakes/1 bite
	3

	Damage
	2d6/2d6/2d6/2d6/2d8
	1d4/1d4/2d8

	No. Appearing
	2d6(2d6)
	3d6(3d6)

	Save As
	F8
	F7

	Morale
	7
	6

	Treasure Type
	K, Q
	K, Q

	Intelligence
	6
	6

	Alignment
	Chaotic
	Chaotic

	XP Value
	2,650
	2,350


Monster Type: Planar Monster (Very Rare)

The slaadi are great frog-like beings, who dwell in the Nightmare Dimension. Their form is that of a large bipedal frog, though some of the more powerful slaadi have polymorph self or shapechange abilities and sometimes appear as men. In frog form their heads are huge and their claws are extremely sharp. There are powerful symbols embedded into their foreheads signifying rank. They speak their own language and, occasionally, some evil languages. Telepathy allows them to understand and converse with all things.

Red Slaad

Slaadi are vicious combatants and quick to attack all other creatures. They can be ruthless when encountered in numbers, often surrounding smaller groups of beings and bullying and tormenting them before finally slaying the lot.

Red slaadi attack with two claws for 1-4 points of damage per hit and bite for 2-16 points. They are not terribly intelligent, so they choose predictable, uninspired tactics. Red slaadi have a special gland under the skin of each claw. When one hits with a claw attack, there is a 25% chance that an egg pellet is planted in its opponent's body. The egg pellet begins to move through the victim's body, often without the victim even knowing he has been infected until it reaches the chest cavity. There it gestates for three months, forming a baby red slaad that will eats it way out of the victim's body, killing him. The victim falls very ill 24 hours before the baby slaad eats its way out. An egg pellet can only be detected by a detect evil spell, and destroyed by a remove curse or similar spell. Red slaadi regenerate at a rate of 3 hit points per melee round. They can attempt to gate in 1-2 additional red slaadi twice per day with a 35% chance of success. Once per day, red slaadi may stun by emitting a loud croak that affects all opponents within 20 feet of the slaad. Victims must make a saving throw vs. petrification or be disabled for two rounds.

Blue Slaad

Blue slaad are ruthless warriors that specialize in mass combat. Blue slaadi have two razor-sharp bone rakes sticking out from the back of each hand. These potent weapons inflict 2-12 points of damage on a successful hit. They have perfected their fighting style with these rakes, which give them two attacks per hand. Their bite does 2-16 points of damage per hit and has a 10% chance of infecting the slaad's opponent with a rotting disease. Blue slaadi have the following magical abilities: hold person, one person only, passwall, and telekinesis. They may attempt to gate in either 1-4 red slaadi or 1-2 blue slaadi, four times per day, with a 40% chance of success.

Slaadi have a hierarchial society. Their caste system is rigid because the strong will simply destroy the weak for disobedience; lesser slaadi are forced to be their servants. Reds and blues aid each other only in extreme emergencies.

Terrain: Dimension of Nightmares

Sloth, Vulcanian

	Armor Class
	6

	Hit Dice
	45(L)

	Move
	120' (40')

	Attacks
	2 claws, 1 bite

	Damage
	2-12/2-12/3-36

	No. Appearing
	1 (1-2)

	Save As
	F25

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	4

	Alignment
	Lawful

	XP Value
	18,500


Monster Type: Giant Animal (Rare)

The Vulcanian sloth is a gargantuan monster living in the region that stretches from the southernmost coastline of Vulcania in the Outer-World to the area south of the White Peninsula in the Hollow World.

Although rare, it is more likely to be found in the Dark Lands at the southern entrance of the Hollow World. Unlike other sloths, this one is carnivorous. The sloth grows to be 60’ long. Its front paws have very sharp claws useful in combat or to grip the ice, and their width allows it to walk on thick snow. The sloth's thick white fur provides excellent protection against antarctic temperatures. Though semi-intelligent, the sloth is capable of limited reasoning. It has the ability to communicate its feelings and to read other beings’ minds by empathy, a nonmagical and natural ability the sloth uses when it meets another creature acting in a friendly or unexpected fashion. Particular individuals and events affecting the sloth's life are usually remembered. The Vulcanian sloth can live to be 150 years old. Once every 10 years, it digs a large burrow in the ice and finds a mate. No more than two adult sloths will be found in the lair, in addition to 1-2 pups (10% chance). Sloths normally hunt alone, digging through ice to dive for whales, seals, walruses, and large fish. They occasionally surprise surface dwellers by swimming under ice, then suddenly smashing through the ice to attack.

Terrain: Arctic

Snake, Glacier

	Armor Class
	5

	Hit Dice
	3+2*(L)

	Move
	180'(60')

	Attacks
	1 bite/1 tail

	Damage
	3d4/2d6

	No. Appearing
	1 (1)

	Save As
	F2

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	2

	Alignment
	Neutral

	XP Value
	75


Monster Type: Monster (Very Rare)

This rare monster of the snow and ice is a furred reptile whose internal processes keep it warm enough to function. It is a fearless predator of the glaciers that comes down into lowlands only in severe winter weather. Glacier snakes are brown-furred monsters that grow up to 10 feet long and sport fearsome, ripping teeth around their mouths. They have no venom, but their tails end in a stabbing bone stinger that can be used in combat. The pelt of a glacier snake is so thick, soft, and fine-haired that it has value in garment making; a glacier snake pelt can bring prices of 2,000 gp. The metabolism of a glacier snake is so fast that the snake regenerates 1 hp every 4 rounds, until it reaches 0 hp. This metabolsim keeps the snake's body temperature high; blood escapes as steam when one is wounded. The snakes devour and ingest endlessly; there is no such thing as a satiated glacier snake. If unchecked, these creatures will devour every member of an adventuring band or encountered nomadic tribe without stopping.

Terrain: Arctic
Spawn of Nimmur

	
	Spawn of Nimmur*
	Ziggurat Horror

	Armor Class
	4
	6

	Hit Dice
	11****-13****(L)
	3*(L)

	Move
	120'(40')
	90'(30')

	Attacks
	2 claws/1 tail or 1 weapon
	2 claws/1 tail or 1 weapon

	Damage
	1d4+1/1d4+1/1d4 or by weapon
	1d4+1/1d4+1/1d4 or by weapon

	No. Appearing
	1 (1)
	1d4+1 (1d4+1)

	Save As
	F11
	F2

	Morale
	12
	see below

	Treasure Type
	J, K, M, Q
	Nil

	Intelligence
	5-18
	0

	Alignment
	Chaotic
	Chaotic

	XP Value
	4,300, 4,750 or 5,150
	50


Monster Type: Undead (Very Rare)

When a powerful (11 or more Hit Die) Nimmurian manscorpion dies from exposure to sunlight, it has a 1% chance per Hit Die of becoming undead, rising as an avenging spawn of Nimmur when the sun sets. Spawn of Nimmur retain any combat or spell casting abilities they had in life but can no longer gain levels. Spawn of Nimmur appear as tattered and burned manscorpions. Their flesh is blackened and crisp, crackling as they move with bits continually flaking off. Their red eyes glow with an eerie inner fire. Spawn of Nimmur and ziggurat horrors never acquire Legacies or need cinnabryl.

All spawn of Nimmur have the ability to inject a deadly poison with their sting. The victim must make a successful saving throw vs. poison with a –3 penalty or die instantly. Even if the saving throw succeeds, the victim permanently loses one point of Strength, Constitution, and Dexterity. A spawn that had spellcasting abilities in life retains those abilities in its new undead form. Spawn of Nimmur are turned as liches. The spawn of Nimmur are immune to sleep, charm, hold, cold, death magic, poisons, and mind-affecting spells. Red steel or +1 or better magical weapons are required to hit a spawn of Nimmur. A spawn of Nimmur exposed to sunlight takes damage as a Nimmurian manscorpion, but this damage cannot permanently destroy it. The creature will reform once the night falls. Spawn of Nimmur regenerate 1 hit point per turn spent in darkness and can pull themselves together from dust if need be. Idu's curse has already had its worst possible effect of the spawn of Nimmur, so they are relatively immune to further danger from sunlight. If the ashes of a sun-burned manscorpion are sprinkled with holy water from a temple dedicated to Idu (Ixion), blessed, and scattered to the four winds, the manscorpion cannot rise as a spawn of Nimmur. A spawn of Nimmur can also be permanently destroyed with this procedure.

Spawn of Nimmur are highly regarded in the twisted and warped Nimmurian manscorpion society. The manscorpions revere anyone with the strength of will to withstand Idu's fire and become undead. The spawn of Nimmur are also regarded as having the favor of Nin-Hurabi (Nyx). The spawn are often driven and obsessed with exacting horrible revenge on whoever caused them to be "burned and reborn" under the sun.

Ziggurat Horror

Ziggurat horrors are identical in appearance to the more powerful spawn. Ziggurat horrors are intentionally made by Nimmurian priests, under carefully controlled conditions. Ziggurat horrors are used to defend the darker crypts of Nimmurian temples, often under the control of a spawn of Nimmur. Ziggurat horrors are much weaker than the spawn. Ziggurat horrors are turned as zombies, do not regenerate, can be hit by normal weapons, and are essentially mindless. Like most undead, ziggurat horrors are immune to sleep, charm, hold, death magic, poisons, and cold-based spells. The sting of a ziggurat horror injects a poison which causes 3d8 points of damage. A successful saving throw vs. poison lowers this to half damage. The distinction between a spawn of Nimmur and a ziggurat horror is not well known, and the Nimmurian priesthood certainly does not spread information about them. To most outsiders, the two would appear identical.

Terrain: Desert, Subterranean (Nimmur)

Spell Weaver

	Sphere
	Energy

	Status
	Mortal

	Anti-Magic
	50%

	Armor Class
	2

	Hit Dice
	10*****(M)

	Hit Points
	50

	Move
	120'(40')

	Attacks
	spells

	Damage
	by spell

	No. Appearing
	1 (1) or 1d4+1 on raid

	Save As
	M10

	Morale
	10

	Treasure Type
	see below

	Intelligence
	18

	Alignment
	Neutral

	XP Value
	4,750


Monster type: Planar Monster (Very Rare)
Spell weavers are nonhuman spellcasters of great power, originating from the Outer Planes. Only vaguely humanoid in appearance, they have a combination of mammalian, reptilian, and insectoid features. They appear as thin, 5' tall figures with six sticklike arms and three-toed feet. Their heads are round and small; their primary features are two large, red, compound eyes. Aloof and inscrutable, spell weavers are generally regarded as intelligent, if bizarre. Although the race usually expresses little interest in humanity, a history of destructive encounters has earned them mankind's fearful respect. Spell weavers are totally silent, using telepathy (10-mile radius) to communicate among themselves. Humans find that telepathic communication with spell weavers is extremely difficult and even dangerous, resulting in temporary insanity for any individual who attempts ESP or telepathic rapport and fails a save vs. spells (wisdom bonuses apply; insanity lasts 1d6 days, with effects as per the magic-user spell, confusion). Spell weavers have left written messages for humans, but such messages are often cryptic and confusing. Infrequent alliances with humans in order to acquire magical devices have been reported, however. Spell weavers possess a keen interest in magical items and phenomena of all kinds. A group will organize to steal a unique magical device in a commando-like raid of hellish ferocity, invisibly bypassing outer guards to appear near the item itself. The group will destroy or incapacitate the guards, then seize the item and escape. Spell, weavers automatically detect magic and detect invisibility in a 100’ radius. They can cast invisibility at will. Each can plane shift once per day, shifting only from its home plane to an alternate one or back again (the latter usually at the end of a raid). Spell weavers are solitary creatures, though it is possible to meet more than one if they are on a raid. They reproduce through a magical fissioning process that results in two identical spell weavers of half the size and strength of the original. It would appear they have no control over this process, as they have been known to divide even during crisis situations (1% chance per meeting of this occurring; process takes 5-10 rounds, during which time the individual makes no attacks). A spell weaver is immune to fear, including all magical fear-based attacks, though they will retreat if common sense so dictates. Their peculiar decentralized nervous systems render them resistant to pain and to all psionic attacks. All spell weaver activities appear to be confined to the Prime Material plane. Each spell weaver can create a region of planar impenetrability around itself (200’ radius) once per day for 10 rounds. All scrying attempts and planar travel into, out of, or through this area, whether by spell, artifact, psionics, or intrinsic ability, result in failure. This ability requires no expenditure of energy on the part of the spell weaver, although this effect will not be activated in a round in which the spell weaver has been surprised. The activation of this planar shield takes a full round of concentration during which the spell weaver cannot cast any spells. Each spell weaver possesses a fixed assortment of spells. Some of these spells are unknown to humanity, but usually they are magic-user spells of up to the 6th level (cast at the 12th level of ability). The segmented brain of a spell weaver supports magical multitasking, allowing it to cast multiple spells simultaneously. To cast a spell, a spell weaver uses as many arms as the spell has levels; thus a single creature could cast a fourth-level spell using four arms, while simultaneously casting a second-level spell with its other two arms. Spell weavers use this ability whenever they face multiple attackers. A spell weaver may cast two or more identical spells simultaneously (two fireballs, for example). A spell weaver has a number of “spell points” (one point for each spell level, a first-level spell being equal to one, a second-level spell equal to two, etc.) equal to its hit points. It can use each spell in its arsenal any number of times within the limits of its spell-point total. Thus, a spell weaver with 43 hp can cast a number of spells each day adding up to 43 spell points. Spells are selected at the time of casting. 

Spell weavers have the unsettling habit of lying dormant and invisible for months in various areas of magical interest (magical temples, castles, portals, dungeons, etc.), becoming active only if detected. When encountered in this fashion, they are generally murderous and implacable. They always carry magical items (1-2 per creature); one item is always of the conventional sort (random roll for type, none cursed), and the additional item (if any) is a unique device that humans call the chromatic disk, described later. Any magical item may be employed at the same time a spell weaver casts any spells, devoting one or two arms (as necessary), to the effort. 

A chromatic disk is a 6” -diameter disk of an unknown, indestructible substance; it glows with a bright light that slowly shifts through the visible spectrum, becoming red, orange, yellow, green, blue, indigo, and violet in a matter of seconds. The disk is a vessel of magical power that spell weavers can tap, thus increasing their effective spell-point total by a total of 10 points. Each disk releases magical energy as it is used, allowing the spell weaver to cast more of its spells. The disk is consumed in the process, evaporating as its energy is exhausted. A spell weaver may employ a disk in combat, devoting one arm to holding the disk. All recorded human attempts at employing chromatic disks have resulted in explosive disaster (10d4 hp explosion in a 30’ radius). It is rumored that spell weavers use arcane means of their own to create such disks by drawing the magic out of enchanted items (such as swords, wands, or scrolls) that they have captured. This process permanently destroys the magical  properties of the objects so used. 

Spell weavers make their lairs in a bewildering variety of locations, including underground, outdoors within giant mutated trees, on magical floating platforms disguised as clouds, etc. All spell-weaver lairs contain 1-8 unusual pillars, being 10’-tall stone or wood columns covered with magical runes that are indecipherable to humans. Stolen magical items are sometimes (10%) found atop a pillar. While prolonged study of the runes on a column can be mentally damaging (save vs. petrification once per round or be confused for d10 rounds), incidental viewing produces only mild headaches. Touching the runes may have unpredictable magical effects (at the DM’s whimsy).

The tables below generate a spell weaver’s bank of usable spells. A 1d4 roll is made on the Spell Weaver’s Spells table for each being; then the particular spells each spell weaver has are generated using the Spell Selection Tables. A spell weaver can cast only these spells and no others. 

	Spell Weaver’s Spells

	1d4

1

2

3

4
	Spells

2 offensive, 2 defensive, 1 utility (maximum spell level 5)

3 offensive, 3 defensive, 2 utility (maximum spell level 6)

4 offensive, 4 defensive, 3 utility (maximum spell level 6)

4 offensive, 4 defensive, 4 utility (maximum spell level 6)


	Offensive spells

	1d20

1-2

3

4

5

6

7

8

9

10

11

12

13

14

15

16

17

18

19

20
	Spell (level)

Magic missile (1)

Web (2)

Ray of enfeeblement (2)

Fireball (3)

Hold person (3)

Lightning bolt (3)

Slow (3)

Confusion (4)

Black tentacles (4)

Fear (4)

Ice storm (4)

Cloudkill (5)

Cone of cold (5)

Conjure elemental (5)

Chain lightning (6)

Death spell (6)

Disintegrate (6)

Stone to flesh (6)

Unique spell (DM’s creation) (1-6)


	Defensive spells

	1d20

1

2

3

4-6

7

8-12

13

14

15

16

17

18

19

20
	Spell (level)

Armor (1)

Feather fall (1)

Shield (1)

Invisibility (2)

Wizard lock (2)

Dispel magic (3)

Protection from normal missiles (3)

Fire shield (4)

Polymorph self (4)

Stoneskin (4)

Wall of fire (4)

Anti-magic shell (6)

Globe of invulnerability (6)

Unique spell (DM’s creation) (1-6)


	Utility spells

	1d20

1

2-3

4

5

6

7

8-10

11-15

16

17-18

19

20
	Spell (level)

Darkness, 15’ radius (2)

Levitate (2)

Clairvoyance (3)

Fly (3)

Dimension door (4)

Wizard eye (4)

Passwall (5)

Teleport (5)

Wall of iron (5)

Contingency (6)

Invisible stalker (6)

Unique spell (DM’s creation) (1-6)


Terrain: Any

Spider, Phantom*

	Armor Class
	5

	Hit Dice
	2+2**(M)

	Move
	180'(60')

	     Web
	180'(60')

	Attacks
	1 bite

	Damage
	1d4 + see below

	No. Appearing
	1d8 (1d8)

	Save As
	F1

	Morale
	10

	Treasure Type
	Nil

	Intelligence
	4

	Alignment
	Chaotic

	XP Value
	45


Monster Type: Undead (Very Rare)
Phantom spiders are unforgiving servants of the Schattenalfen. They have since spread in the underground tunnels "under" the Hollow World. Phantom spiders are partially immaterial, and easily fade into the darkness, except when they are aroused; their bodies are then suffused with a cold witchlight, while their eyes gleam with hellish malice. They can be hit only by silver or magical weapons. A successful bite delivers phantom venom which remains active for 1d4+1 rounds in the victim. Each round the venom remains active, the victim must make a successful saving throw vs. poison or temporarily lose 1 point of Constitution. A slow poison delays the effects of the venom but does not restore Constitution already lost (but a neutralize poison would do the trick). Constitution returns at a rate of 1 point per 24 hours. Victims drained of all Constitution points die and have a 15% chance of rising again as phantom spiders. Phantom spiders spin a foul green-glowing web that drains the very life from those that become ensnared in it: phantom webbing drains 1d4 hit points in the event of casual contact and requires a successful saving throw vs. paralyzation to avoid being immobilized for 1d6 rounds. Every round of continued contact drains an additional 1d4 hit points of damage from the cold. The webs only part to silver or +1 or better weapons, although a successful open door roll will also break a strand.  Holy water vials thrown at these creatures inflict 2d4 points of damage against their phantom bodies. Phantom spiders are turned as wraiths.

Terrain: Caverns

Spider-spy

	Armor Class
	8

	Hit Dice
	1+1* (S)

	Move
	60' (20')

	     Web
	150'(50')

	Attacks
	1 bite

	Damage
	1 + see below

	No. Appearing
	0 (1d4+1)

	Save As
	F1

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	6

	Alignment
	Neutral

	XP Value
	19


Monster Type: Monster (Very Rare)

Spider-spies are enchanted spiders of large size (2' diameter), developed by the Herathian mages. The spider-spies are one of the more successful Herathian biological design endeavors. Unlike a regular spider, the webs of a spider-spy are usually large, gossamer-thin web-lines rather than thick, sprawling affairs. The lines are only slightly thicker than a human hair and can cover up to one square mile per hit point of the spider. These webs are not used to trap prey, but to relay messages to the spider-spy and then to the aranea controlling the spy. Any creature touching the web alerts the spy. The spider-spy can tell a remarkable amount about the creature in that single moment. For example, the spider-spy can identify the creature's exact location, approximate size, mental state (anxious, despondent, gloating, etc.), alignment, magical abilities, race, sex, and approximate age. It can also determine whether the creature has Legacies. If the creature touching the web fails a saving throw vs. magic, the spider-spy also gets an indication of the creature's surface thoughts, as per the ESP spell. The Herathians train the spider spies to filter out "noise" contacts, such as when one of their webs gets broken by a bird, cat, forest ray, etc. Spider-spy controllers are highly trained and valued individuals in aranean society. Communicating with the spider-spies is a difficult art requiring at least two skill slots. Spider-spies communicate with their keepers via a soft chittering language, using sounds produced through their mouths and spinnerets, complemented by signs made with their legs. 

Spider spies acquire Legacies and require cinnabryl. Their aranean masters usually supply this metal for them.

Spider-spies are trained to flee from combat if at all possible. The spiders spies are too valuable to be risked in combat. If attacked, spider spies will immediately chitter to alert their caretakers. A spider-spy is usually linked to its controller via an ultra-thin web strand, so it can also send a silent distress call through this strand. If forced into combat, spider-spies will bite. The victim must make a successful saving throw vs. poison at a +5 bonus or die. Onset time is about five minutes. If the saving throw succeeds, the victim still takes 8 points of damage. A single spider-spy can deliver up to three bites per day. If more than one spider-spy is forced into combat, one will attempt to bite while the others hang back and shoot webs at the attackers. Spider-spy webs are so thin that they are essentially invisible. The webs can be discovered with a detect invisibility spell. A thief who suspects that the webs may be in the area can use the find/remove traps ability to detect the webs.

Spider-spies are found in small groups, always with an aranea controller nearby. Each group of 2 to 5 spider spies runs one web network (up to nine square miles). One spy sits at the center of the web and gathers information. The other spy(s) travels around the web, repairing breaks and occasionally checking in with the aranea controller. They rotate positions frequently. The spider-spies are not naturally occurring creatures, and their breeding is carefully controlled. Spider spies feed on a diet of small warm-blooded creatures and large insects.

Terrain: Woods

Spirit, Heroic

	Armor Class
	see below

	Hit Dice
	NA (M)

	Move
	see below

	Attacks
	0

	Damage
	0

	No. Appearing
	1 (1)

	Save As
	NA

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	5-18

	Alignment
	Any

	XP Value
	see below


Monster Type: Undead (Very Rare)

The heroic spirit is an undead entity who died while attempting to perform some especially heroic deed or defeat some dastardly villain. It remains in the living world to accomplish its "unfinished business." This entails either completing the heroic deed or dishonoring the villain. The heroic spirit retains whatever alignment it had while living. The spirit first occupies a living victim, who remains mostly free willed and unharmed throughout the process. The heroic spirit can only communicate through empathy. The host should eventually realize it is haunted (through DM clues)and should then begin to investigate the circumstances behind the spirit's death and discover its goal. The heroic spirit only rarely manifests a visible form, usually only to wave adieu when it leaves its host.

Most of the time, the heroic spirit remains dormant. It awakens when its host faces deadly peril. In either case, the heroic spirit automatically makes a successful suggestion that its host leap into battle, regardless of the odds. The spirit then utters a battle cry through its host, such as "Lafortune sourit aux audacieux" (fortune favors the brave) or "qui ne risque rien n'a rien" (nothing ventured, nothing gained). During combat, the heroic spirit acts as a potion of super-heroism on the host, regardless of class. While in combat, the host must act in the flashiest, bravest manner possible. Panache is the key here, more so than combat efficiency. Combat under the effect of the heroic spirit lasts as many rounds as there are foes (with a minimum of 4 rounds and a maximum of 15). The host may then chose whether to withdraw or continue the battle. If withdrawing, the host must still show flair and elegance with the departure. In addition, the heroic spirit may also allow a host the effects of a potion of luck if the host adopts the spirit's flamboyant ways. Once activated, this luck factor remains active even though the heroic spirit is dormant. The heroic spirit cannot be attacked or turned directly, although it could be forced out by an exorcism. A Lawful heroic spirit will leave its host voluntarily if the host truly wishes the spirit to leave.

The heroic spirit remains in its host either until its goal is reached or until the host gains an experience level. In the latter case (or if the host dies), the heroic spirit then moves on to another host. Heroic spirits like to change the life of a quiet or a shy person, sometimes even a notorious coward. A heroic spirit will never choose the host of a legacy leech. When two such hosts encounter each other, the heroic spirit and the legacy leech instantly recognize each other. If the host of the heroic spirit does not voluntarily attack the host of the legacy leech, the heroic spirit will attempt to temporarily take over the host's body with magic jar. The host might very well be forced to fight to the death.

As an undead creature, the heroic spirit has little effect on the ecology. The first time the heroic spirit activates, the host receives a one-time bonus of 450 experience points. The bonus comes from the actions the heroic spirit causes its host to perform. A host that actually helps a heroic spirit achieve its goal receives an additional award of 1,000 experience points.

Terrain: Any

Spirit, Wallaran*

	
	Kangaroo
	Koala
	Kookaburra

	Sphere
	Thought
	Thought
	Thought

	Status
	Immortal
	Immortal
	Immortal

	Power Points
	0
	0
	0

	Anti-Magic
	95%
	95%
	95%

	Armor Class
	0
	0
	0

	Hit Dice
	10*****(M)
	10*****(M)
	10*****(M)

	Move
	180'(60')
	60'(20')
	60'(20')

	     Flying
	
	
	180'(60')/MF 5(b)

	Attacks
	3
	1
	1

	Damage
	1d3/1d3/2d4
	1d2
	1

	No. Appearing
	0 (1)
	0 (1)
	0 (1)

	Save As
	F10
	F10
	F10

	Morale
	see below
	see below
	see below

	Treasure Type
	Nil
	Nil
	Nil

	Intelligence
	20
	20
	20

	Alignment
	Lawful
	Lawful
	Lawful

	XP Value
	see below
	see below
	see below


Monster Type: Planar Monster (Very Rare)

Wallaran spirits are dream-world creatures of the Wallaroo grasslands that function as spirit guides and totems to the wallaras. Wallaran spirits do not inhabit the waking world and will never be found there. Their domain is exclusively the Dreamworld, the world occasionally visited by sleeping mortals when they have a dream that is so detailed it is difficult to tell apart from reality. Wallaran spirits take the form of various animals from the wallaran grasslands. Many different types exist, but three of the most common forms are the kangaroo, the koala, and the kookaburra. Each animal totem has specific abilities and areas of influence, which are discussed below. Wallaran spirits speak directly to the dreaming mind. They can even speak with nonwallaras if they want to.

Combat with a wallaran spirit creature would be a tricky affair at best, although it is theoretically possible. These spirit creatures appear only in the Dreamworld, where they are masters of reality. Any mortal who sees one of these creatures must be asleep and dreaming. If a dreaming creature attempts to attack a wallaran spirit, the spirit either disappears or the attackers may find that they are suddenly wielding something other than their weapons (such as eucalyptus leaves or pieces of fruit). So great is the spirit-creature's control of the Dreamworld that spellcasters who attempt to confront a wallaran spirit creature in the Dreamworld will find that their spells simply do not work about 95% of the time. Wallaran spirits may be hit only by magical weapons that are physically present in the Dreamworld, which is almost impossible. People get to the Dreamworld by dreaming, and anything they have with them in the Dreamworld is merely a reflection of the item, not the real item. To fight a wallaran spirit, the characters would have to find a way to physically travel to the Dreamworld. A wallaran spirit can impose its will on anyone that visits the Dreamworld. The wallaran spirit effectively has the spell-casting abilities of an 18th-level magic-user. It rarely uses offensive, damage-causing spells. If confronted by a violent attacker, the wallaran spirit would use a polymorph other to change the attacker into a nonthreatening, peaceful creature. A creature that has a peaceful dream-encounter with a wallaran spirit receives the 1,000 experience points. No experience points are awarded for fighting a wallaran spirit.

Wallaran philosophy states that two worlds exist: the waking world, and the Dreamworld. The wallaras are not sure which world is more real. In the Dreamlands, wallaran spirits appear only in the deepest of dreams. The spirit will usually give a bit of cryptic advice, sometimes in the form of a vision, poem, euphemism, or riddle. When the advice has been given, something happens to cause a distraction (a noise or rustling in the Dreamworld underbrush), and then the spirit creature disappears. The spirit creature usually leaves the dreamer with a sign in the real world that the vision was true, such as a eucalyptus leaf, feather, or a bit of sand. These Dreamworld creatures may or may not have a society of their own, but they do have a significant effect on wallaran society. Individual wallaras with the same spirit-creature guide identify with the totem animal and see themselves as part of a group. All wallaras with a kangaroo guide, for example, will regard each other as brothers. Most wallaras see their spirit guide at two periods during their life: during their walkabout and when they are about to die. Each time, the spirit guide gives the wallara some advice or reassurance about what is to come.

Wallaran mendoo, see their spirit guides often and have complex relationships with their totems. The spirit guide is regarded as a companion, helper, and teacher.

Each wallara is prohibited from killing, eating, touching, or harming the animal that has the shape of his spirit guide. The wallaran taboo against killing these animals acts as a conservation device. Legends state that once the wallaras were wise and powerful, walking with the gods themselves. It is possible that the wallaran spirits of today are actually some of those ancient wallaras, attempting to aid their fallen brethren.

Kangaroo

Kangaroos are ordinarily quite timid, but they are dangerous when angered, pummeling attackers with their forepaws and slashing with their powerful hind legs. The long, muscular tail is used as a support when the animal sits or walks and for balance when it leaps. Kangaroos are usually gray or dull red in color. Wallaras who have a kangaroo spirit-guide are the closest thing to warriors that can be found in the peaceful wallaran society. Wallaras of the kangaroo totem are prone to action and are considered hasty by wallaran standards.

Koala

The koala reaches a maximum length of about two and a half feet. It has a large, round head, a vestigial tail, and a stout body covered with thick, ash-gray fur. Its legs are short, and its feet are large. Koalas live high in eucalyptus trees, feeding only on the leaves and flowers of a certain species of eucalyptus. They are lethargic and often remain in the same tree for days. A koala will not relax its hold on a tree, even when it is mortally wounded. Wallaras with a koala as a spirit guide are sedentary by nature. They are primarily concerned with providing food for the community. These wallaras are extremely loyal, peaceful, and contemplative. 

Kookaburra

The kookaburra is stocky grayish bird in the kingfisher family. It is about 18 inches long. It has a loud, raucous call, which inspired its common nickname of "laughing jackass." It rarely catches fish, living mainly on large insects, mice, small birds, and snakes. Wallaras who see the kookaburra have a dual nature. These wallaras are about as deceptive and tricky as a wallara can get. They tend to be jokers and pranksters. They are outgoing and often act as a contact with outsiders. Kookaburra-wallaras are also the ones that are primarily responsible for rearing wallaran children, since they are friendly and interact well with youngsters. The wallaras take these duties very seriously and will never abandon a child. These wallaras will also join with the kangaroo-wallaras to help defend their communities if necessary.

Terrain: Dreamworld

Spriggan

	Armor Class
	3 or 5

	Hit Dice
	4**(M) or 8+4**(L)

	Move
	90’(30’) or 150’(50’)

	Attacks
	1 weapon x2

	Damage
	2d4+3/2d4+3

	No. Appearing
	3d4(3d4)

	Save As
	F4 or F8

	Morale
	10

	Treasure Type
	A

	Intelligence
	12

	Alignment
	Chaotic

	XP Value
	2,025


Monster Type: Humanoid (Very Rare)

These ugly, dour cousins of gnomes are able to become giant-sized at will. In either size, spriggans look basically the same. They are ugly, thick-bodied humanoids, with pale or dull yellow skin, brown or black hair, and red eyes. On rare occasions a spriggan may have red hair, which they believe is a symbol of good luck. Their noses are large and bulbous, but not beyond the human norm. They are very fond of mustaches and bushy sideburns, but they never clean or comb them. This same policy of uncleanliness extends to their bodies and any other possessions. Spriggans smell of dank earth, stale sweat, and grime. Outside of their lair they always wear armor and carry weapons, usually polearms, although they have been known to carry swords or maces. Spriggans never use shields. They like to carry several nasty little daggers concealed in various places in their armor. Spriggans never wear jewelry or other ornaments. They prefer to keep these things with their hoard, where they brood over them at odd moments.

Spriggans are tricky and tough in battle. They have a wide variety of options for combat. Their major ability is to change from small to giant size at will. Weapons, armor and other inanimate objects on their person shrink and grow with them. This action takes the whole round, during which they can move up to 30 feet but not fight. This size change affects their AC, HD (though even in small size, they have hp as 8+4 HD monsters), and movement. When small, spriggans can use the following spell-like effects: affect normal fires, shatter, and scare (with a -2 penalty to the saving throw, due to their ugliness). They can perform any one of these instead of fighting, once in any round, as often as they want. When giantsized, spriggans cannot perform magic, other than to shrink again. In either size, they have 8th-level thief abilities. Keep in mind that their size may affect these abilities indirectly. For example, it is difficult for a 12-foot-tall giant to hide in a 6-foot-tall shadow. They can backstab only while in small form. Spriggans are quick and can use a weapon twice each round. Spriggans can never quite get organized as groups. In fact, they are sometimes encountered with part of the group giant-sized and part of them gnome-sized. On an individual level they are very clever and use their abilities to the fullest to accomplish their goals. These goals are usually to cause great havoc and mayhem amongst other races. They seem to take great pleasure in destroying property and hurting innocent creatures.

Spriggans usually travel in packs, all of them male. The females keep to dismal burrows or secret dens in forgotten ruins, rarely venturing out farther than necessary to gather food. A female has the same combat abilities as a male except that they have only 7+4 Hit Dice in giant form. The females mate with males from packs that wander nearby. The children are cast out upon reaching maturity, the males to join up with packs and the females to find a place to lair. Spriggan infant mortality is high, with the males (80%) surviving more often than the females (60%). Spriggans hate gnomes more than any living creatures, but they truly love none but those of their own ilk. Perhaps it is the similarity of the true gnomes to their race that drives their hatred. They like to terrorize, rob, and otherwise work vile deeds. They do not hesitate to attack or steal from traveling groups or small settlements in their area. All of their possessions, including their armor and weapons, are stolen from their victims. They greatly fear large groups of organized humans and demihumans, and they avoid such parties.

The roving packs of males tend to be meat eaters, preferring to hunt or steal their food. As such they must keep moving and establish wide areas of control. The females tend to eat fruits and grains that can be easily gathered near their dens. They eat meat only when offered by a male as part of the mating ritual. Spriggans are too mean and nasty to have any natural predators, although gnomes attack them on sight unless faced with overwhelming odds. It usually takes a well-armed party to root out a band of spriggans.

Terrain: Any

Squid, Vampire

	Armor Class
	3

	Hit Dice
	7+7*(L)

	Move
	120'(40')

	Attacks
	6 tentacles or 1 bite

	Damage
	1-4(x6) or 3d12

	No. Appearing
	0 (1-2)

	Save As
	F7

	Morale
	11

	Treasure Type
	Nil

	Intelligence
	9

	Alignment
	Neutral

	XP Value
	1,025


Monster Type: Monster (Rare)

Creations and servitors of the illithids, the vampire squid are tools of the mind flayers, meant to extend their masters’ reach into the waters of the sunless seas below the earth and the depths of the oceans. It has lambent blue-green eyes and can see up to 150' through dark water; this sight, combined with its ability to reach an underwater “sprint” of up to 330' make it a deadly predator 

Though its tentacles are too weak to constrict its prey, the vampire squid has a maw full of spiky, needle-sharp teeth. It uses its tentacles to direct prey to its maw, where it can be dispatched quickly. Each tentacle that successfully holds a victim grants the mouth a +2 bonus to the attack roll; for example, a warrior held by three tentacles would suffer 1-4 points abrasion damage and (if the squid were to attempt to bite him) it would attack with a +6 bonus to the roll. When it sights its prey, the vampire squid prefers to attack by surprise, gathering speed as it approaches on a collision course. The end of its body is a hardened shell; any creature struck by the squid at full speed suffers 2-24 hp damage and may drop any object it is holding if it fails a Wisdom check. Furthermore, as a defensive measure it can turn its maw inside out, putting spiky teeth on the outside. This turns a retreating vampire squid into a mass of sword-sized spikes, much like an underwater hedgehog. Anyone attacking the vampire squid while it is in this form suffers a damage equal to the attacker’s AC (creatures with negative Armor Class suffer no damage).

Vampire squid are entirely devoted to their creators, the illithids, and obey their every command without hesitation. However, they are not innately evil, and if they can be charmed or otherwise lured away from their masters they are honorable, trustworthy creatures. Those few vampire squid that have been captured by other races often serve as transportation, able to pull great rafts or war-barges through the water; however, these captured vampire squid never reproduce; it is believed that they cannot bear young without magical or psionic assistance from the illithids, and that this accounts for their loyalty to the mind flayers.

The vampire squid eat hundreds of pounds of fish, insects, and mollusks; they are almost always solitary for this reason as two such predators sharing the same space quickly destroy the local fish stocks. They gather together only to mate or to serve their masters, who provide them with land-based foodstuffs. 

Terrain: Ocean

Su-Monster

	Armor Class
	6

	Hit Dice
	5+5***(M)

	Move
	90'(30')

	Attacks
	4 claws/1 bite

	Damage
	1d4/1d4/1d4/1d4/2d4

	No. Appearing
	0 (1d12)

	Save As
	F5

	Morale
	6

	Treasure Type
	C, T

	Intelligence
	9

	Alignment
	Chaotic

	XP Value
	750


Monster Type: Monster (Rare)

Su-monsters look like big gray monkeys, 4 to 5 feet tall. They have large bones and muscular limbs, but they always look a bit underfed, because their ribs and vertebrae show prominently. Their long,, prehensile tails can easily support their weight. Their hand and feet are virtually alike, each having three long, thick fingers and an opposable thumb, all equipped with claws. Like the tail, the hands and feet are very strong, allowing them to swing by one limb for several hours. Short, dirty gray fur covers most of their bodies. Their face and tail are black, while their paws are always a bloody red (making them look as if they have just killed something, which is the case more often then not). They frequently grin, but this is usually a sharp-toothed threat rather than a gesture of friendliness. Su-monsters usually inhabit dark forests or jungles. They can move at the same rate on the ground, in the trees or swimming. Three times per day, they may sustain a movement rate of 150'(50') in the trees for up to 10 rounds.

Su-monsters will attack with all four legs when possible, raking their extremely sharp nails across their victim. They can also deliver a powerful bite with their canine-like mouth. These creatures like to hunt in small packs. Their favorite hunting ground is a well-traveled trail through the jungle/forest. They search for sturdy branches that overhang the trail, and then perch in the trees, waiting patiently, When a potential victim passes into the midst of them, they all swing down, using their tails as anchors. This way they can attack with all four claws, plus the bite. Victims of this kind of ambush suffer a -2 penalty to their surprise rolls. What really makes these creatures ferocious is tribal protectiveness. Half the time, the entire family takes part in the hunt: male, female, and two young. If the young are attacked or threatened, the females fight as if affected by a haste spell. Likewise, if the females are threatened or attacked, the males appear to fight with haste. This ferocity is caused by a surge of adrenaline. Females can maintain the effect for 1 hour, while males can maintain it for up to 4 turns. While they may flee combat, su-monsters do not surrender (they have no understanding of this concept), nor can they be subdued. If captured, a su-monster thrashes in its bonds until it mortally wounds itself.

Psionically, these creatures can be deadly. They know three attack modes. They are also impervious to telepathic attacks. When su-monsters are using their enhancement power, they can attack both psionically and physically if they choose (instead of enjoying a double attack rate).

	Psionic Summary:

	Level
	Dis/Sci/Dev
	Attack/Defense
	Score
	PSPs

	2
	2/1/3(2/5)
	PsC, MT, PB/Nil
	=Int
	120

	

	  Su-monsters will always know the following powers, and there is a 10% chance they will have one more science and two more devotions in the psychometabolic discipline.

	  Psychometabolism: Enhancement (no cost, see above)

	  Metapsionics: Psionic Sense (always on, no cost)

	  Telepathy:  Mind Thrust, Psychic Crush, Psionic Blast

	  Psychoportation: Dimensional Door, Dimensional Walk*1, Probability Travel*1, Teleport*1


A su-monster family is composed of two parents and two young. When two or more families live together, they form a clan. Su-monsters are very territorial and have a particular hatred for the psionically endowed. According to legend, su-monsters were created by an evil magic-user or cleric who wished to guard his forest from intruders (especially psionic ones). The creatures do make a formidable attack force, which tends to support this theory. According to some sages (who point to these creatures' high Intelligence as proof), the creatures are a magical hybrid made of humanoids and apes. In any event, many evil clerics and magic-users employ su-monsters as forest guards. Su-monsters keep their treasure hidden high in the trees of their territory. They have no food value, since their meat is mildly poisonous. Characters who eat su-monster meat must save vs. poison or become ill, and no magical healing is possible for one week.

Terrain: Forest, Caverns

Succulus

	Armor Class
	2

	Hit Dice
	5*(S)

	Move
	150'(50')

	Attacks
	1

	Damage
	3d4

	No. Appearing
	1d12 (1d12)

	Save As
	F3

	Morale
	6

	Treasure Type
	Nil

	Intelligence
	3

	Alignment
	Neutral

	XP Value
	300 + 125/Legacy


Monster Type: Monster (Rare)

The succulus, also known as the red steel cruncher, closely resembles a wild boar in appearance. The succulus is similar to a rust monster, except that it feeds on red steel, cinnabryl, and steel seed. The creature was first discovered in caves beneath the forests of Robrenn. Since then it has spread throughout the cursed areas of the Savage Coast, much to the consternation of boar-hunters throughout the area. Some suspect that the Robrenn druids had something to do with its rapid spread, because of their known bias against materials that have "never lived," such as metal and stone. The succulus is grayish-black, with short, woolly hair interspersed with bristles that form a mane along the spine. The lower teeth grow into formidable, curved tusks, which grow up to 12 inches long. The succulus has small eyes that are a deep rust-red color. Succuli occasionally gain Legacies. However, they rarely become afflicted due to their cinnabryl-rich diet.

The succulus can smell cinnabryl, red steel, and steel seed up to 90 feet away. If the succulus touches any of these metals (determined by a successful attack roll), the metal immediately disintegrates into a powder which is easily consumed by the creature. Magical weapons have a chance of being unaffected equal to 10%for each plus the weapon has. (A +2 weapon or armor has a 20% chance of not being affected.) Metal weapons striking a succulus are affected just as if the creature had touched them. Nonweapon magical items made from cinnabryl, red steel, or steel seed count as +2magical weapons for purposes of determining whether or not they disintegrate. The succulus is a fairly intelligent creature. As such, it cannot be distracted by the old "throw out some red steel spikes" trick. It will attack anyone carrying an item made of red steel or cinnabryl. A succulus frequently charges such persons, hoping that the victim will strike at them with the weapon or item. Feeding time always takes one round regardless of the size of the metal meal.

A succulus is nearly always found in the company of a group of wild swine. During any encounter with a succulus, there is also a 5% chance of encountering a single offspring, which counts as a half-strength succulus. The red steel cruncher searches far and wide for supplies of fresh metals. It will eat raw ore, but prefers the refined, forged metal.

The flesh of the succulus is not edible since it is thoroughly impregnated with heavy metals. A herd of wild boars will recognize that a succulus is different but will usually let it join the herd anyway. The succulus excavates vast holes when it roots for cinnabryl and usually digs up all sorts of roots and tubers and other things that the boars like to eat. If two red steel crunchers mate, the offspring will be red steel crunchers. If a succulus mates with a wild swine, the offspring have a 5% chance of being red steel crunchers. The hide of a succulus can be cured into a very tough, metal-impregnated leather. The leather can be made into armor equivalent to leather armor (AC 7). If captured young and carefully trained, a succulus could serve as a cinnabryl deposit indicator, but it would be very expensive to feed.

Terrain: Anywhere (Cursed)

Swampmare

	Armor Class
	5

	Hit Dice
	3+1*(L)

	Move
	60'(20')

	     Swimming
	120'(40')

	Attacks
	2 claws/1 bite

	Damage
	1d4/1d4/1d8

	No. Appearing
	0 (3d4)

	Save As
	F2

	Morale
	6

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	75


Monster Type: Monster (Rare)

Swampmares are large, water-loving creatures related to tapirs. The gator-men of the Bayou use them as war mounts, beasts of burden, and occasionally as food. The swamp mare is just big enough to carry a single gator-man rider. Swampmares can swim and walk through water, swamp muck, and the overgrown swamp jungle. All swamp mares have tough, leathery skin with a greenish coloration. They also have webbed, clawed feet to aid them in swimming through deep swamp muck. Its head is characterized by a short snout, beady eyes, and short ears.

Swampmares can take the form of a bald cypress tree. A swamp mare in cypress-tree form is indistinguishable from a real cypress. The ability to transform into a tree provides the swampmare with an excellent defense mechanism against large, meat-loving predators. Swampmares found in rain forests transform into more appropriate tree forms. Swampmares are unaffected by the Red Curse.

In combat, the swampmare delivers a vicious bite. In the water, the swampmare can also lash out with its clawed forefeet, using all four of its attacks. If a swampmare fails a morale check during combat and fleeing appears to be impossible, it turns into a tree and attempts to wait out the trouble. The transformation process takes one round. The tree form, while not invulnerable, is considerably tougher. Treat the cypress-tree form as AC 0. Weapon attacks to the tree-form do a maximum of 1 point of damage per round. This plant form does not bleed or otherwise reveal that it is an animal in plant form. If areas with thick vegetation, the swampmare's coloration allows it to blend into the background, giving the swampmare a 30% chance to hide in shadows.

Swampmares live in dense rain forests and swamps. When threatened, they squeal and flee to the water for safety; their squeal seems to be a means of communication with other members of the family group. The swampmares used by the gator-men are domestic, carefully bred strains.

A swampmare can remain in tree form for up to six hours per day. As a swampmare ages, it spends more and more time in cypress-tree form. Finally, when a swampmare succumbs to old age, it usually simply transforms itself into a tree and never changes back. Swampmares feed primarily on leaves, fruit, and other vegetation. They need a minimum of two hours of sunlight per day in order to stay healthy. Also, a swampmare that spends three or more hours in tree-form in strong sunlight gathers enough energy to "feed" itself for a day. The gator-men often take advantage of this ability during times of war. They simply encourage their swampmare mounts to turn into trees for a few hours each day, eliminating their need for food. Bald cypress trees are deciduous and have massive trunks that can be as much as 170 feet high. The roots of the bald cypress form natural crooks or knees that extend above the water. The knees are frequently used for the construction of wooden boats. The bald cypress is a valuable timber tree, and the gator-men could probably make a considerable profit from timber sales if they were willing to trade.

Terrain: Woods (rain forests), Swamp

Sylph

	Armor Class
	9

	Hit Dice
	3****(S)

	Move
	120'(40')

	     Flying
	360'(120')/MF 5(a)

	Attacks
	none

	Damage
	none

	No. Appearing
	0 (1)

	Save As
	F3

	Morale
	8

	Treasure Type
	Lx10, N

	Intelligence
	15

	Alignment
	Neutral

	XP Value
	95


Monster Type: Humanoid (Very Rare)

Sylphs are beautiful, humanoid air spirits with wings like dragonflies. Their wings are 4-5 feet long and translucent, clear, or spotted with iridescent color. Their long, bright, hair may be any "normal" color, or blue, purple, or green. They wear flowing, diaphanous robes which accent their wings or hair. Sylphs are related to air elementals and to nymphs, perhaps originating as a cross-breed between nymphs and aerial servants. They speak Common and their own musical language. Sylphs are friendly and may (20%) befriend adventurers and give them aid in exchange for a favor.

Sylphs defend themselves only with magical abilities. A sylph can cast spells as a 7th-level wizard, and most prefer spells of elemental air. In addition, the sylph can become invisible at will and summon an air elemental once each week.

Sylphs rarely touch ground in the lowlands. They are fond of travel, and it is rare to find one near its home. Sylph nests are highly individualistic, some formed from whatever materials are available, others are elaborate retreats perched in tall trees or carved into mountains. Sylphs prefer simple and light possessions, keeping only gems and magical items as treasure. They often trade wealth for furnishings, such as light draperies, silks, and pillows. There is a 1% chance that a sylph's home holds an egg or a child. All sylphs are female and mate with humanoid males, preferring elves, but sometimes accepting a human or halfling mate. Three months after conception, the sylph lays a pearly egg in a special nest, and summons an air elemental to guard it. Six months later, the egg hatches a baby girl with wing buds. The child grows at the same rate as a human child, gaining magical abilities at age five, and full flight by age 10. The sylph has the innate ability to levitate; wings are needed only to provide thrust. If a sylph's wings are injured, it can only glide or hover. Anti-magical attacks may ground a sylph by negating its power of levitation. Sylphs live for up to 1,000 years, retaining their youthful looks throughout their lives. Every 28 years, all sylphs gather in a grand meeting to trade, share news, renew friendships, and welcome young sylphs.

Sylphs usually maintain their distance from the more mundane humanoid races, but associate freely with nymphs and dryads. Aerial monsters occasionally feed on them, but they are in greater danger from evil humanoid males who attempt to capture them for dark purposes.

Terrain: Any high altitude location or Woods

Symbiont, Shadow*

	Armor Class
	9/2

	Hit Dice
	1*(S)/8**(M)

	Move
	0'(0')/150'(50')

	Attacks
	0/2

	Damage
	Nil/(2d4/2d4)

	No. Appearing
	1d4 (1d4) (see below)

	Save As
	F1/F8

	Morale
	7/10

	Treasure Type
	Nil

	Intelligence
	12

	Alignment
	Neutral

	XP Value
	13/1,750


Monster Type: Monster (Very Rare)

Shadow symbionts are mysterious creatures originally created by Nyx. Each one of these four creatures can take a different shape: a black scarf, a cloak, a pair of boots, or a set of gloves. The statistics to the left of the slash are in this for; the statistics to the right of the slash are in true form. Each symbiont appears as a finely crafted item, automatically adapting to the wearer's size and shape when worn. These creatures do not give off a magical aura. When worn, these creatures begin to feed on the wearer's energy (in the form of experience points). In exchange, they grant the wearer special benefits.

The Mask: Appears as a black bandanna or scarf, which should be worn on the head. When the wearer concentrates, the scarf makes him immune to mind-affecting magic. Cost: 20 XPs per use, times the wearer's level.

The Cloak: This large black cloak absorbs all magical damage that would otherwise send the wearer below zero hit points. It only protects from magic that affects hit points. Cost: 10 XPs per point of damage absorbed, times the wearer's level.

The Gloves: This symbiont appear to be a pair of fine leather gloves. They allow the equivalent of a potion of luck, limited to actions involving the wearer's hands. Cost: 20 XPs per use, times the wearer's level.
The Boots: These fine, knee-high leather boots allow the wearer to cast dimension door. They also can lead the wearer's steps into situations likely to earn experience (which could be either good or bad for the wearer; this ability costs nothing). The latter ability does not affect the wearer's decision-making ability. Cost: 10 XPs per use, times the wearer's level.

These creatures can only be harmed by magical spells or by +1 or better magical weapons. All damage caused to the symbionts also affects the wearer. A wearer who does not gain enough new XPs to feed the symbiont must attempt a saving throw vs. spell. If it is successful, the symbiont leaves (melting away into a deep shadow) after leeching three times the "missing" XPs. If the saving throw fails, the symbiont switches to its true form and tries to devour the wearer. In its true form, each symbiont appears as a shadowy humanoid of indistinct shape with red eyes. Each successful attack by the shadow symbiont also drains 10% of a level's worth of experience and 1 point of either Constitution or Strength (equal chance) from the victim. In this form, each symbiont also gains a special ability. The mask cannot be affected by mind-affecting magic, the cloak subtracts 8 points of damage from each attack inflicted on it, the gloves behave as if under the effect of a potion of luck, and the boots can cast dimension door once per round (as an 8th-level magic-user). A symbiont will only transform to this form when attacking its host (as mentioned above). These sentient creatures seek adventurous people. The symbionts feel incomplete if separated from each other and will always try to influence their wearer to find the missing symbionts.

Terrain: Any

Tarrasque*

	Armor Class
	-3

	Hit Dice
	60****(L)

	Move
	90'(30')

	Attacks
	2 claws/1 tail/1 bite/ 2 horns

	Damage
	1d12/1d12/2d12/5d10 + special/1d10/1d10

	No. Appearing
	1 (1)

	Save As
	F30

	Morale
	9

	Treasure Type
	see below

	Intelligence
	1

	Alignment
	Chaotic

	XP Value
	59,250


Monster Type: Monster (Very Rare)

This legendary monster is among the most dreaded known in the Prime Material Plane. The tarrasques were created long ago by Thanatos. A tarrasque appears as a scaly biped with two horns on its head, a large fanged mouth, a 50' long lashing tail, and a reflective carapace. Tarrasques are always encountered singly.

A tarrasque is a killing machine, and when active eats everything for miles around, including all animals and vegetation. It attacks with two claws, a sweeping tail lash, a savage bite (acts like a sword of slicing on a to-hit roll of 18+), and two thrusting horn attacks. Once every turn, the normally slow-moving tarrasque can rush forward at a movement rate of 150'(50'), making all horn attacks cause double damage and trampling anything underfoot for 4d10 points of damage. The mere sight of the tarrasque causes creatures less than 3 HD or levels to be paralyzed with fright (no save) until it is out of their vision. Creatures of 3 or more levels or HD must save vs. paralyzation or flee in panic. The tarrasque carapace is exceptionally tough and highly reflective. Bolts and rays such as lightning bolt, cone of cold and even magic missile are useless against it. The reflection is such that 1 in 6 of these attacks actually bounce 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 regenerates at the rate of 1 hp per round. It can be harmed only b magical weapons. Slaying a tarrasque is possible only if the creature is reduced to -30 hp and a wish is then used. Otherwise, even the slightest piece of the tarrasque will regenerate and restore the monster completely.

Fortunately, a tarrasque is active only for short periods of time. Typically, one will come forth for a week or two, ravaging the countryside for miles around. It will then seek a hidden underground lair and lie dormant for 5d4 years before coming forth again.

A great treasure can be extracted from a tarrasque's carapace. The upper portion, treated with acid and then heated in a furnace, can yield 10d10 diamonds. The underbelly material, mixed with the creature's blood and adamantite, produces a metal that can be forged by a master smith into 1d4shields of +5 enchantment.

Terrain: Any.

Tempest*

	
	
	Arctic

	Armor Class
	2
	2

	Hit Dice
	9*****(L) to 12*****(L)
	9******(L) to 12******(L)

	Move
	
	

	     Flying
	240'(80')
	240'(80')

	Attacks
	1
	1

	Damage
	2d8
	2d8

	No. Appearing
	1 (1)
	1 (1)

	Save As
	F9-F12
	F9-F12

	Morale
	10
	10

	Treasure Type
	K
	K

	Intelligence
	8
	8

	Alignment
	Chaotic
	Chaotic

	XP Value (9HD)
	4,400
	5,100

	                  10HD
	4,750
	5,500

	                  11HD
	5,100
	5,900

	                  12HD
	5,625
	6,500

	                  Infant
	500
	500


Monster Type: Monster, Enchanted (Very Rare)

The tempest is a living storm which appears as a dark storm cloud of comparatively small size (50' across). Human or bestial features can often be seen in the roiling vapors of the tempest. Silver veins extend across the creature and carry the electrical impulses that maintain the storm's energy. Tempests have no language that humans may learn. They can communicate with air and water elementals and their kin through subtle wind buffets and spatterings of precipitation. A few, perhaps 10%, have learned to speak a few words of Common. Their voices are very soft and sibilant, with a hint of malice behind the words.

Tempests are territorial and consider any violation of their airspace to be a direct challenge. They feed on moisture from animals and often hunt in and around their territories. They have a number of innate abilities which they can use to make life miserable for other creatures. Unless otherwise specified, all special abilities are used as if the tempest were a 9th-level  magic-user. A tempest can make two attacks each round, one using its wind powers and one using its lightning power. Once per round, a tempest can use wind wall or gust of wind, or may attack with a strong wind buffet for 2-16 points of damage. Alternately, it may create a small whirlwind, which is conical in shape, 10 feet in diameter at the bottom, and 30 feet in diameter at the top. The whirlwind can be up to 50 feet high, and must connect to the tempest's main body. The tempest takes one full round to create the whirlwind, which can cover an area of 100 square feet per round. Within that area, it automatically sweeps away and kills all creatures with less than 2 Hit Dice, and causes 2d6 points of damage to all creatures which it fails to kill outright. Tempests may also use their powers over the air to penalize missile attacks by -6, or to batter down flying creatures, causing falling damage to flying creatures that fail to make a successful saving throw vs. paralyzation. A tempest can also cast a lightning bolt once per round, at one victim. The lightning bolt causes one die of damage per Hit Die of the tempest. A victim of a lightning attack can make a saving throw vs. spells; if successful, the victim takes only half damage. The tempest's lightning bolt is like the 3rd-level magic-user spell in other respects, having a length of 80 feet, setting fire to combustibles, melting metals, and shattering barriers. An exceptionally hungry or perturbed tempest may use lightning to destroy an entire building to reach the creatures inside. Tempests can also use a chilling wind to affect opponents, causing damage as a chill touch spell, 1d4 points of damage and the loss of 1 point of Strength, unless the victim makes a successful saving throw vs. spells. This attack takes the place of either an electrical attack or another wind attack. A tempest can produce up to 20 gallons of rain per round if it concentrates and forgoes other attacks while raining. While precipitation is usually evenly distributed throughout its area, the tempest can concentrate the fall to fill a hole, wash out a bridge, or otherwise harm its victims. Tempests are immune to wind, gas, and water attacks, and take only half damage from electrical or cold-based attacks. They are immune to all weapons of less than +2 enchantment.
There is much speculation about the origin of these beings, who are apparently related to elementals and other creatures of the Elemental Planes. Tempests are composed of all four basic elements, fire, earth, air, and water; fire in the form of lightning, earth in their silver "circulatory system," air in their winds, and water in the form of rain. They may be summoned accidentally when a spellcaster tries to summon an elemental, especially one of air or water. At the DM's option, when a summoning is interfered with, the caster may be given a 10%-50% chance to summon a tempest. These beings may also be attracted by a weather summoning spell, with a 1% (non-cumulative) chance of appearing each time a spell is cast. Whatever their origin, they do breed and reproduce as storms. Though "male" and "female" do not truly describe the different types of tempests, there are two genders. When living storms of different genders meet, they have a brief, tempestuous affair, causing a great conflagration that may last more than a week. Hurricanes or tornadoes are produced irregularly from the mass, to wreak havoc upon the surrounding area. When the storm finally breaks, the two tempests leave the area, and the residue they leave behind forms 1d4 infant tempests. These infant storms, sometimes referred to as tantrums, often travel together until they reach maturity, one year after birth. The young storms have 6 Hit Dice each, and can use only the gust of wind power, besides producing rain. Most tempests quite naturally seem to have very stormy dispositions. Their hunger for animal life goes beyond their need for the moisture contained in animal bodies. Some sages speculate that their physical form, or possibly some event in their history, causes them to hate animal life. It is quite possible that the electrical impulses produced by animal brains cause pain to the tempest. Tempests may be related to skriaxits, the living sandstorms of the deserts. No tempest has ever been known to encounter a skriaxit, and their relationship and possible interactions are completely unknown.

Tempests feed on the moisture found in animal bodies. Though unable to cause harm to living creatures by draining their moisture, they hover close to the ground after a battle to suck the water from dead opponents, as well as any water they may have precipitated during the battle. They are sometimes found scavenging after great battles between humans. By removing water from a corpse, they render it inviable to return to life via a raise dead spell, though raise dead fully and other spells work normally. When a tempest is killed, a silver residue rains down from its form. If carefully gathered, this residue provides a mass of silver equivalent to 3d6 silver pieces. Though valuable as a precious metal, the silver can also be used as a component in making a wand of lightning. Bits of the silver are also useful for making other weather or elemental related magical items. Elementals are enemies of tempests; they often attack them, and tempests respond in like manner. However, some elemental creatures, especially djinn and marids, keep tempests as pets, training them as guards and to attack. Tempests can be quite devastating to a local ecology if annoyed, and can cause great damage with wind, rain, and other attack forms. Living storms are never found inside buildings or underground.

Terrain: Any except Cavern or Arctic

Arctic Tempest

This is a variety of tempest found only in arctic regions and some of the colder temperate lands. While they are similar to tempests in most respects, their special powers differ. They cannot use the whirlwind or lightning bolt powers of the standard tempest. Instead, they can either cause snow to fall or cast ice storm spells. It can cause very cold snow to fall, inflicting 9d4+9 points of cold damage to those beneath it. Victims who make a successful saving throw vs. spells suffer only half damage from the attack. Like the standard tempest, the arctic variety can make only two attacks per round, one using a wind power, such as gust of wind or wind wall, and one using a cold-based power, such as ice storm or cause snow. It may also substitute an electrical attack for either of its normal attacks, causing damage as a shocking grasp spell for 1d8+9 points of damage.

Terrain: Arctic 

Temple Critter*

	Armor Class
	5

	Hit Dice
	3+1(S)

	Move
	150' (50')

	Attacks
	2 claws, 1 bite

	Damage
	1d2/1d2/1d4

	No. Appearing
	1d4 (1d4)

	Save As
	F3

	Morale
	10

	Treasure Type
	L

	Intelligence
	14

	Alignment
	Neutral

	XP Value
	50


Monster Type: Construct (Rare)

These 1-foot-tall constructs resemble gargoyles. They were created by clerics of the Savage Coast to serve as spies, servants, and watchdogs in their temples. These creatures are fashioned from either rock or hard clay, always possessing a gray or black cast. Their forms are rarely that of a traditional gargoyle, though. Instead, they are more often modeled after standard religious icons like cherubs and little demons; sometimes, they are even formed into replicas of native races such as manscorpions and enduks. Often, features such as hands, feet, and ears are exaggerated. Though many temple critters have wings, none can actually fly. Temple critters move very quickly for their size, darting from place to place with sudden bursts of speed. They can even jump up to four feet into the air, landing on tables and shelves or using their claws to dig into walls or doors.

Regardless of their morale, temple critters generally avoid combat whenever possible. Except in large numbers, they are too small to be much more than a nuisance. However, if commanded into combat by their creator, a temple critter unhesitatingly attacks with a ferocity that surprises many people. Emitting a high-pitched shriek, it jumps onto its opponent and scrambles around to any unprotected areas, attacking with both claws and teeth. A temple critter can also wield a dagger or knife if one is handy, causing damage according to weapon type. Once the battle has begun, it will not stop unless destroyed or commanded away by its master.

Temple critters are highly intelligent but remain under the complete power of the cleric who created them. As artificial servants, they do not concern themselves with family or social behavior; temple critters get along with each other merely because their master orders them to. These creatures live in the shadowy recesses of temples, cathedrals, and crypts. They are full of nervous energy and usually roam about aimlessly. When spying, they often attempt to pass themselves off as normal sculptures, but they are unable to stay completely still for more then a few minutes at a time. Temple critters watch for people who wander into off-limits areas or those who cause mischief of some kind. Narvaezan, Hulean, and Nimmurian clerics often set them to guard precious items. Temple critters can sound very effective alarms by employing the same high-pitched shriek used in combat. They often enjoy eating but do not require food to sustain them. By design, the temple critter enjoys its life and serves its master well. Temple critters can only be hit by magic weapons.

Terrain: Any

Thought Eater

	Armor Class
	9

	Hit Dice
	3*(S)

	Move
	60'(20')

	Attacks
	Nil

	Damage
	Nil

	No. Appearing
	0 (1d3)

	Save As
	F3

	Morale
	4

	Treasure Type
	Nil

	Intelligence
	Not ratable

	Alignment
	Neutral

	XP Value
	50


Monster Type: Planar Monster (Rare)

Thought eaters are natives of the ethereal plane, and can only survive in ethereal form. They appear as a sickly gray skeletal body with an oversize platypus head (to those who can observe it). They have webbed skeletal paws, suited to swimming through the ether. A thought eater has only one desire in its existence, and that is to avoid death. For some reason, they die almost immediately on the Prime Material plane. Fortunately for them, they have several psionic powers that help them prevent this from happening.

Thought eaters have no combat abilities except for their psionics. Thus, they can be quickly and easily slain if encountered ethereally. They are not harmless, however. Thought eaters are unique in that heir psionic powers can extend into the Prime. This is the only known case of such a cross-over. Thought eaters always have a unique psionic sense operating. Because of their unique nature, they can sense psionic ability in the Prime as well as the Ethereal. When they detect any activity, they proceed (ethereally) to the area. Their only "attack" is to absorb psionic energy. They can perform this function when within 60' of a true psionicist or psionic creature, or within 10' of a wild talent. They drain 10 PSPs per round. They can also absorb any spell cast in the area as well as memorized spells (they get 5 points per spell level). Finally, they can feed upon Intelligence, with each point converted to 10 PSPs that they absorb. They will thus feed until all victims die or escape, or they are sated. They are sated at a number of points equal to their PSP maximum. Although they feed on brain power, thought eaters are essentially stupid. Because they lack intelligence, they are immune to all telepathic attacks and controls (psionic or otherwise). They always feed in this order of precedence, even if it's illogical: 1) psionic points being expended (causes power to fail), 2) magical energy being expended (causes spell to fail), 3) PSPs, 4) memorized spells, 5) Intelligence. Note that if a thought eater eats all of someone's Intelligence, they will become a vegetable (effectively dead). Also, the Intelligence loss is permanent, unless it is relieved by restore or psychic surgery. Spells can be rememorized, and PSPs recovered naturally. All this feeding has the sole purpose of keeping thought eaters in the ethereal plane. Their bodies process PSPs the way people process food, expending 3 PSPs/hour. If they ever run out of points, they will drop out of the ether into the Prime and instantly die. Note that ethereal beings are invisible to creatures on the Prime, so it is likely that the thought eater will attack uncontested until sated, or its victims outdistance it. Although it only has a movement rate of 60'(20'), this is etehreal movement, allowing it to move through trees, walls, etc as if they didn't exist. Any defense mode except those with a 0 maintenance cost will prevent the thought eater from feeding. This includes spells such as mind blank, and magical devices that thwart psionic attacks.

Thought eaters have 1d100+100 PSPs, with a score of 18. They boast a special form of psionic sense, which operates continuously with no PSP cost.

Terrain: Ethereal plane
Tiger, Ebon

	Armor Class
	6

	Hit Dice
	6*(L)

	Move
	150'(50')

	Attacks
	2 claws/1 bite

	Damage
	1d4/1d4/2d4

	No. Appearing
	1 (1)

	Save As
	F3

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	500


Monster Type: Monster (Very Rare)

These fearsome magical creatures look like great cats wholly composed of black fire. Physically, an ebon tiger resembles a normal tiger, except that its body is uniformly black with no stripes. Lighter patches of darkness mark the creature's eyes, teeth, and whiskers. These areas sometimes faintly sparkle with magical energies, especially when the ebon tiger is angry or excited.

Ebon tigers are masters of stealth. Their shadowy bodies give them a 100% chance to hide in shadows. Ebon tigers are insubstantial and virtually weightless; their nonmaterial bodies make them immune to normal weapons and allow them to move silently 100% of the time. Ebon tigers can pass through small openings, even mere holes or cracks, with ease. Their senses extend into the Ethereal Plane and they can attack (and be attacked by) ethereal and out‑of‑phase creatures at all times. Areas guarded by ebon tigers frequently are lit by flickering torches or oil lamps that create many shadows. Intruders who venture into these areas often suffer a nasty shock when the ebon tiger leaps to the attack; the victim suffers a ‑3 penalty to his or her surprise roll due to the difficulty in detecting the creature's silent approach. Ebon tigers attack with their claws and teeth. An ebon tiger's bite can cause blindness in addition to normal damage. Any creature bitten must roll a saving throw vs. poison; if the saving throw fails, the victim's sight begins to grow dim and he or she feels disoriented. During the next round, the victim suffers a ‑1 penalty to attack rolls, ability score checks, and saving throws. This penalty increases by a point per round until it reaches ‑4. Any type of magical healing (cure wounds spells, neutralize poison, cure disease, etc.) removes the effect, provided it is applied before the penalty reaches ‑4. Once the penalty reaches ‑4, the victim is completely and permanently blind; thereafter, only a cure blindness or cureall spell will restore sight.

Ebon tigers are solitary hunters that roam the Prime Material, Ethereal, and other inner planes. Ebon tigers prefer thickly overgrown places where trees and shrubs provide shadowy conditions even during daylight. Ebon tigers are by reputation very territorial, bad tempered, and ruthlessly vicious. This reputation is not entirely deserved. Wild ebon tigers tend to be shy and reclusive, attacking only when hungry or threatened. Being shy, however, they are quite likely to regard any intrusion as a threat. It is not clear where ebon tigers originated. It is possible that they first came from the Ethereal Plane; it is equally possible that they owe their existence to ancient magical experiments made by an unknown cleric or wizard. Rakasta clerics often use ebon tigers as guards to protect important places or treasures. Their stealth and utter fearlessness as guard beasts has gone a long way toward establishing the ebon tiger's reputation as a heartless killer.

Ebon tigers do not appear to require water or sleep. They spend their lives endlessly prowling. They require freshly killed meat from time to time but can go for months without eating. They prefer to kill their food themselves and consume every last scrap, even the bones. Captive ebon tigers, however, will accept fresh meat from their keepers. Ebon tigers fed in this manner need food about every six weeks. In spite of their possibly artificial origins, ebon tigers are a viable species. Their annual mating season is about six weeks long. During this time, they ignore their normal hunting territories as males and females seek each other out. After a brief mating, the pair splits and the female gives birth to 1d3 cubs 10 to 12 weeks later. The mother protects the cubs for two years while they grow to about half their adult size and learn to stalk and hunt. The cubs split up to pursue their own lives when the mother leaves them. Ebon tiger fat, what little of it there is, is sometimes used to make oil of etherealness. Some mages also suggest the breath of the ebon tiger can be used for oil of etherealness.

Terrain: any

Tomb Tapper

	Armor Class
	-2

	Hit Dice
	8+8*(L)

	Move
	100'(33')

	     Burrowing
	40'(13')

	Attacks
	2 hands/1 bite or 1 hammer

	Damage
	4d6/4d6/1d12+9 or 1d12+6

	No. Appearing
	1d12(1d12)

	Save As
	F8

	Morale
	10

	Treasure Type
	Vx4

	Intelligence
	13

	Alignment
	Lawful

	XP Value
	1,400


Monster Type: Giant Humanoid (Very Rare)

Tomb tappers (Thaluud) appear as tall, naked, sexless, hairless humanoids with hard, smooth blue-gray skin, claws that can dig through solid rock, and great toothed mouths in their bellies. Their featureless heads have earned them the nickname “the faceless.” They communicate by means of a humming sound created by skin vibrations (a language partially understood by mind flayers) and by 120’-range telepathy.

A tapper attacks with iron-hard, long-fingered hands that deliver 4d6 points of damage each, and it also hurls itself atop opponents to bite with its abdominal mouth (crushing and tearing armor, rock, and bone, one bite doing 1d12+9 points of damage). If it doesn’t want to close with opponents, it swings a great hammer for 1d12+6 damage. A tapper can wield this weapon one-handed (-2 to hit) and throw it with great accuracy (+2 to hit, range as throwing hammer). Tappers see by sonar (emitting inaudible sound much like a bat) that is accurate up to 440 feet, making them susceptible to silence spells. This sense enables them to locate invisible and displaced creatures and objects, and it makes them immune to visual illusions and other vision-related spells. Tappers can animate rock for 1d4+2 rounds once every 2 hours (determine duration randomly each time used) and can detect magic at will. They’re immune to spells with mind-affecting or charming effects, such as hold monster, geas, and similar spells. They’re also immune to all fire- and cold-based attacks. Electrical attacks cause only one-half damage or - if a saving throw succeeds - no damage. They save vs. petrification at -2. When killed, they permanently turn to stone within 1d2 rounds. 

Tomb tappers received their name from their habit of burrowing into the depths to plunder tombs, temples, and caves in search of magical items, which they bear off. They usually try to seize magic from beings that they encounter. Magic is sacred to tapper; they never use any magic gained, instead choosing to protect and venerate such items. Tappers spend their long lives in the search for The Source of All Magic, which they believe to be hidden deep in the earth. They’re in awe of earth elementals, believing them to be created at this mysterious source, and are reluctant to attack them. Tappers keep as treasure (owned by the clan as a whole), all magical items. They guard these watchfully. As personal treasure, they keep pretty rocks, like quartz, jade, agate, and amethyst. These are stored in caverns of glowrock in the utter depths.

Wrought from the fusion of magic, elemental earth, and the bodies of nine volunteers from the poor districts of Nithia’s cities, the wizards created the first Thaalud. These faceless warriors were given a lust for magic, an inherited memory (giving access to the recollections of their ancestors), an ideology of the purity of magic, and an insane hatred for nonhuman spellcasting creatures. Their union with elemental earth turned the Thaalud into ground-dwelling beasts - delivering them into the realms of the phaerimm. The Nithians hoped the Thaalud’s vestal hatred of magic would make them attack the phaerimm, with whom the Nithians had had many clashes. During the tappers’ excursion into the deep earth, they’ve run afoul of illithids, hook horrors, and bainligor. Because of their incredible recollection, the actions of these races have never been forgotten, or forgiven. Their primary enemy is the phaerimm, and they attack these conical beasts over all other targets. Tapper skin varies in porosity at will; through it, they take in needed water. Their jaws can crush rock to extract mineral sustenance. They can digest iron from blood and marrow if available—but they do not hunt to eat. They wield great, 10-foot-long hammers of arenite, a magma alloy harder than most rock. Tappers can dig through rock with their claws, but use their hammers to split rock when a smooth surface is desired. 

Terrain: Subterrenean
Troll, Legacy

	Armor Class
	2

	Hit Dice
	6+12(L)

	Move
	30' (10')

	     Swimming
	120'(40')

	Attacks
	2 claws, 1 bite

	Damage
	1d4/1d4/1d8+8

	No. Appearing
	0 (1d8)

	Save As
	F6

	Morale
	10

	Treasure Type
	D

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	650


Monster Type: Giant Humanoid (Rare)

Legacy trolls are aquatic trolls altered over the generations by the vermeil muck lining the floor near their homes. These trolls have a variety of Legacies. These deformed trolls often raid coastal villages looking for food and cinnabryl. These aquatic trolls come in both freshwater and saltwater varieties. Legacy trolls are over eight feet tall. Their arms are thin and frail, but their mouths are wide and lined with dozens of needle-sharp fangs. The color of the Legacy troll ranges from blue-green to olive, tinged with a bit of red. Legacy trolls also regenerate 3 hp per round when immersed in water. Even though they have gills, Legacy trolls can survive out of water for short periods (one hour or less) and often come ashore in search of prey. Legacy troll shamans have access to all clerical Elemental (water) spells. Legacy trolls are always deformed by prolonged exposure to seed of cinnabar. 

Legacy trolls are found in small colonies containing 1d8 trolls. Groups of more than two are always led by a large female troll, who acts as a chieftain and shaman. She is always the most hideously deformed of all. Legacy trolls do not lose ability points because of the Red Curse, so they do not desperately need cinnabryl. However, they sometimes seek cinnabryl to prevent the lifespan effects of cinnabar. Legacy trolls are found up and down the Savage Coast, in rivers, lakes, and along the seashore. Some also live in the Bayou. Most live in groups of underwater nests composed of debris glued together with glandular secretions. Solitary legacy trolls will sometimes lair in small caves in large coral reefs. In such cases, the troll is 50% likely to have a moray eel companion. Their exact life span is unknown but is believed to be in excess of 150 years (assuming the can obtain cinnabryl).

Terrain: Ocean (coastal), River/Lake

Trollhound

	Armor Class
	5

	Hit Dice
	3+3**(M)

	Move
	150'(50')

	Attacks
	1 bite

	Damage
	1d4+1 (see below)

	No. Appearing
	4d6 (4d6)

	Save As
	F2

	Morale
	8

	Treasure Type
	C

	Intelligence
	3

	Alignment
	Chaotic

	XP Value
	100


Monster Type: Monster (Very Rare)

A trollhound looks like a large, ugly dire wolf with black pits for eyes. Most trollhounds stand between 4' and 6' at the shoulder and bulge with thick muscles and tendons. The skin of a trollhound is a vile mix of violet, gray, and green flesh with patches of coarse, spiky black or gray hair. The lips, tongue and teeth of trollhounds are inky black. They always smell of waste, death, and decay. Trollhounds have infravision to 60'. Trollhounds are vicious canines that prefer to strike as a pack, if possible. They charge as a chaotic mass, biting and tearing any opponent they can reach. On a natural attack roll of 20, the trollhound has locked its jaws upon an opponent's limb. During such a "lockbite", the hound causes damage automatically on each successive round until it is removed or the victim dies. The hound's jaws are quite strong and can't be pried open while the beast is still conscious. If it is killed or knocked unconscious for one full round the jaws may be forced apart. Ten percent of all trollhounds carry a nonmagical disease of the DM's choice. When a trollhound bites a foe, there is a 1% chance per point of damage of infecting the victim. During a lockbite, this chance increases to 2% per point of damage. In both cases, this chance is non-cumulative. Trollhounds regenerate one hit per round, starting immediately after being wounded. They cannot regenerate fire or acid damage. If they do suffer damage from such attacks and survive, they heal incredibly fast - six points per day, regardless of rest. Trollhounds have very keen senses and are excellent hunters. Food dropped in their way will often (95% chance) distract them. Trollhounds form close-knit familial packs. The pack stakes out a large territory and roams it constantly. Trollhounds keep several burrows and lairs in their territory and retreat to the closest when sunrise nears. Trollhounds hate the day, and will not venture under the sun's light willingly. Sunlight and continual light spells hurt a trollhound's eyes and make it fight with a -1 penalty. Trollhounds have a great affinity for trolls, and can often be found in their company. In a lair of four or more trolls, there is a 30% chance that 2d4 hounds are present. They act as sentries during the day, and join the hunt in the night.

Trollhound bite table (roll 1d4)

1    Weapon arm: no attack possible with that arm

2    Shield arm: no shield bonus if applicable

Leg (either): movement reduced by half, +2 to AC

Terrain: Cavern, wilderness (Any)

Trosip

	Armor Class
	9

	Hit Dice
	1/8*(S)

	Move
	30' (10')

	Attacks
	1

	Damage
	0

	No. Appearing
	4d6 (4d6)

	Save As
	NM

	Morale
	2

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	6


Monster Type: Monster (Very Rare)
Trosips look like dark gray dust bunnies and are found along the Savage Coast. They blend in very well with ordinary cave, dungeon, or household dust. Trosips are attracted to the body heat of sleeping creatures. They snuggle up to these creatures to stay warm, suffocating the victim in the process. Trosips have had a profound effect on households throughout the Savage Coast region. Even the poorest Savage Coast hovel is kept spotlessly clean, lest it provide a habitat for these deadly creatures.

Trosips attack only sleeping creatures. They have the ability to detect vibrations and motion within a 60-foot radius, ignoring invisibility and similar spells. They do not move if somebody is awake within the range of their senses. When they are not moving, trosips are indistinguishable from normal dust. They become effectively invisible, although they can be detected with any spell or device that allows the user to detect invisible creatures. Some animals, such as cats, can see trosips. Trosips also move silently 95% of the time. When the trosips attack, the victim must make a successful saving throw vs. paralyzation (only magical protection bonuses apply) or suffocate in his sleep in 1d4+1 rounds. Once the victim is dead, the trosips leave the cooling body and fade back into the background dust. If the saving throw is successful, the victim wakes up in time to wave off the marauding trosips. The creatures quickly flee. While they cannot cover long distances at any speed, they can move very quickly in short spurts. Often they are gone and hidden before the victim fully awakens, leaving the victim out of breath, thinking he must have suffered from a nightmare about being suffocated. It takes at least four trosips to launch an effective attack against a man-sized creature. A group of 24 trosips could thus attack a group of six sleeping adult humans. If more than twelve trosips attack a single creature, the victim must make two successful saving throws in order to survive. Babies, small children, and invalids are especially vulnerable to this menace.

Trosips always congregate in groups. Where one trosip is found, others will surely be nearby. Trosips were discovered by Tobin, a noted biologist-sage of the time. Tobin used an unknown magical means to mask his presence and observed these deadly creatures in action. Learned folk call these creatures trosips, but common folk often call them "deathdust" and "breath-stealers." Assassins have been known to use these creatures to kill their victims.

Left to themselves, trosips multiply quickly. A single trosip invading a home can multiply into a horde of 24 or more within a matter of days. In addition to the energy that they draw from the body heat of their victims, trosips also feed on bits of dirt and refuse dropped on the floor. If they were less deadly, they would make highly effective household cleaners. These creatures provide an excellent reason to keep the house spotlessly clean. The Savage Coast obsession with cleanliness has had several side effects, most noticeably a drastic drop in the occurrence of disease.

Terrain: Any

Tyminid

	Armor Class
	5

	Hit Dice
	3*(S)

	Move
	120'(40')

	     Flying
	120'(40')/MF 1(b)

	Attacks
	2 claws, 1 bite

	Damage
	1d4/1d4/1d4+1

	No. Appearing
	1 (1)

	Save As
	F3

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	50


Monster Type: Animal (Rare)
Tyminids are intelligent and very cunning wolverinelike creatures that live in the remote mountains of the Arm of the Immortals. The tyminid is a heavyset beast with short, thick legs; long, curved claws; and a short, bushy tail. Its head is blunt and rounded, its eyes are set widely apart, and its ears barely peek out over its fur. Its mostly dark brown body fur is composed of long, glossy hairs, but it has a light stripe down each side. A tyminid typically has a wingspan equal to twice its body length (2'-4').  Tyminids acquire Legacies and require cinnabryl. However, most are not able to procure this metal, so these creatures have an extremely high rate of affliction.

Tyminids are adept at hunting from both the ground and the air. Because of the thin mountain air and their relatively high body density, Tyminids require either a long running start or a strong updraft in order to get aloft. Once aloft, they are very maneuverable, able to flicker and dodge from point to point. A tyminid can usually fly only 100 to 200feet above the ground and only for about 30 minutes at a time before having to land and rest for two to three hours. Tyminids cannot carry any weight when flying. Tyminids do not engage in aerial combat. However, they will tuck their wings and drop on their prey. If the prey was merely flying at a lower altitude, both the tyminid and its prey go crashing into the ground. The prey cushions the tyminid's fall, so the tyminid takes no falling damage, but the prey does. Tyminids receive a +2 bonus on drop attacks. If the attack succeeds, the tyminid also inflicts double damage on its three subsequent attacks. Tyminids have a 20% chance to sense invisible or hidden creatures within 30 feet, which allows them to successfully hunt the elusive mythuínn. In melee combat, the tyminid can spray an opponent with a noxious scent. The spray affects anyone within a 20' radius of the tyminid. Victims must make a successful saving throw vs. poison or be blinded for 1d4 hours and lose 25% of their Strength and Dexterity for 1d4 turns, due to nausea. Even if the saving throw is successful, the Strength and Dexterity penalties still apply. The scent cannot be removed from cloth or leather. Such items must be destroyed. Victims must be thoroughly scrubbed to remove the foul stench.

Tyminids are loners. Once a female becomes pregnant, she runs the male off (he is happy to go). The young are born in the spring, usually two or three to a litter. The female stays with her kits until they are weaned(or until she gets annoyed with them), then leaves. The kits adapt quickly or die. Tyminids are mean, nasty, and can nurse a grudge for years. If bothered by a hunter, for example, they are perfectly capable of destroying all of his traps or tracking him down and attacking him in his sleep.

Tyminids feed on a variety of plants, birds, and even large mammals, such as reindeer and caribou. Two of their favorite foods are ee'aar and mythuínn folk. While feeding, tyminids will often dismember a carcass and hide the parts in various locations for later consumption. In addition to hunting, tyminids are also scavengers. They are even adept at robbing traps. The tyminid has thick, frost-resistant fur, so its hide is valuable for making cold-weather garments and can be sold for10 gold pieces per hide.

Terrain: Mountain, Woods

Urd
	Armor Class
	8

	Hit Dice
	2 to 5(S)

	Move
	60'(20')

	     Flying
	150'(50')/MF 1(b)

	Attacks
	1 weapon or 1 rock

	Damage
	1d3 or 2d4

	No. Appearing
	3d100(3d100)

	Save As
	F2-F5

	Morale
	4

	Treasure Type
	J (Qx5)

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	20, 35, 75, or 175


Monster type: Humanoid (Very Rare)
Urds are distant relatives of kobolds. Three feet tall, with short ivory horns, their bodies are frail and covered with mottled yellow to brick red scales. Their leathery, batlike wings span 8 feet. Urds have 60-foot infravision and prefer to hunt at night, dropping jagged stones (2-3 pounds each) from the air. Unsuspecting victims are AC 9 for the attack roll. Actively dodging opponents are considered AC 2 before modifications to Dexterity. Some urds (25%) carry light spears (1d4 damage). A band of 20 urds is accompanied by a subchieftain (AC 7, 7 hp). Urd flocks of 100 or more include the chieftain (10 hp, 50% have magical leather armor). Urd lairs contain 1d6 shamans able to speak with bats as per speak with animals. Urd life spans can exceed 100 years, but they rarely live past 50.

Terrain: Hills, Mountains
Ursoi

	Armor Class
	6

	Hit Dice
	5(L)

	Move
	90'(30')

	Attacks
	1 bite/2 claws or 1 weapon

	Damage
	2d8/1d6/1d6 or by weapon

	No. Appearing
	1d8 (1d8)

	Save As
	F5

	Morale
	10

	Treasure Type
	20% chance for L each

	Intelligence
	6

	Alignment
	Neutral

	XP Value
	175


Monster type: Humanoid (Very Rare)
Ursoi are a race of bears that have evolved into an intelligent, social species. They live and work together in a tribe, use tools and sometimes weapons, and hunt cooperatively for food. The typical ursoi looks a great deal like a bear - up to nine feet tall when standing on its rear legs, with thick shaggy fur and four paws. The front paws have longer, better articulated irfingersld than the typical bear, to better use tools and weapons. Ursoi also wear jewelry, leather belts, and even, on special occasions,  ceremonial clothing. 

While an ursoi can use weapons, there are few weapons more effective than this creature's own fangs and claws. It attacks three times per turn, but it cannot split its attacks against multiple opponents. If both claw attacks hit an opponent in a turn, on the next turn the ursoi may (50% chance) opt for a hug attack. This requires another attack roll, and it is the only attack the ursoi can make that turn. If it succeeds, the victim suffers 2d4 points of crushing damage each suc cessive turn. In addition, the ursoi can bite a hugged victim with a +4 bonus to the attack roll. An ursoi will not release a hugged victim until the ursoi has fewer than 10 hit points left, or the victim dies. A hugged creature may not attack or throw spells. An ursoi can hug only those creatures smaller than itself. The ursoi are fearless fighters and do not back down from a challenge. However, they are also smart enough to flee when things start going badly for them. Though their morale is high, they do not fight to the death against impossible odds. 

Ursoi are known to live only in remote poler caves, but there is no reason they could not live on the surface. They would prefer colder climates, however, staying in arctic or temperate forest regions. They have developed a tribal society, with a chieftain, a tribal shaman (some sages who have studied the ursoi say that the shamans will soon develop spellcasting ability), and several sub-chieftains. Their primary occupation is hunting - while ursoi are omnivorous, they greatly prefer fresh meat to leaves and berries.

Ursoi are intelligent and have a highly-developed sense of personal honor. Under the right circumstances, a person could persuade an ursoi to serve as a bodyguard, sentry, or other sort of fighter. One example might be if a person were to save an ursoi's life and demand a payment on the "debt of honor". The period of service would have to be for a short, specified time (no more than a year), and the ursoi would have to be treated with honor and respect (no suicide missions). Communicating with the ursoi would have to be done magically, as no non-ursoi has ever learned their language, and ursoi cannot form human speech sounds and cannot speak common (Intellectually, ursoi have the capability to understand common when it is spoken to them, but there is no proof to date that any have learned it).

Terrain: Arctic, Woods

Utukku*
	Sphere
	Entropy

	Status
	Mortal

	Power Points
	0

	Anti-Magic
	50%

	Armor Class
	-2

	Hit Dice
	10+5******(L)

	Move
	150'(50')

	Attacks
	2 claws/1 bite

	Damage
	4d4/4d4/3d4

	No. Appearing
	1 (1)

	Save As
	F10

	Morale
	10

	Treasure Type
	F, S, O

	Intelligence
	16

	Alignment
	Chaotic

	XP Value
	5,900


Monster type: Planar Monster (Very Rare)
Utukku usually inhabit the planes of Entropy, but on rare occasions they will come to the Prime Material Plane, inhabiting caverns or pits in desolate regions. On the Savage Coast, they are most often found in the deserts around the Horn and the Land of the Shifting Dunes, near Trident Bay.

Utukku are roughly humanoid in shape, standing about 12 feet high. An utukku has the head of a lion, with long quills in place of a mane, and a scaled humanoid body. It also has huge, white claws on its hands and feet. These creatures are mostly dark red in color, but their faces are a golden-red. An utukku's eyes are bright yellow with catlike blue pupils. Utukku have their own language, which resembles low growls and is composed of very few words; meaning is conveyed by tone and inflection. They also have their own written language—a harsh and angular script, which bears some resemblance to the enduk writing style. Utukku are unaffected by the Red Curse.

Utukku use their hands to slash at opponents in battle. Utukku can also use the following powers at will: detect invisibility, read languages, know alignment, and detect magic. They can use the following abilities three times per day: teleport without error (carrying up to 15,000 cn), cause fear, create darkness (30-foot radius), and lightning bolt (12d6 points of damage). Once per day, utukku may use a symbol of discord and control weather as an 18th-level magic-user. Once per week, an utukku may cause disease (by touch) and polymorph self into a human or humanoid form for a full day. All utukku have infravision to 120 feet and have a limited form of telepathy, which allows them to communicate with intelligent creatures. The harsh and deadly nature of the utukku's home environment has forced them to develop resistance to certain magical attack forms. From lightning, fire, or poisonous gas attacks, they take half damage if they fail a saving throw and one-quarter damage if they succeed. They also gain a +4 bonus on saving throws vs. poison. Utukku are immune to any sort of mental probing, such as ESP and telepathy. They can be hit only by magical weapons.

Once per century, each utukku can plane shift itself into the Prime Material Plane; it can remain on the Prime Material Plane for one year, after which it automatically shifts back to its home plane, taking up to 40,000 cn of material with it. Because of its relatively short stay on the Prime Material Plane, its lairs are hastily made, and its defenses will not be very complex. On the Prime Material Plane, utukku use their powers to spread misery and evil through nearby humanoid communities. They do not attempt to gain followers or lead humanoids, preferring to work alone. They attack other creatures from the Outer Planes on sight, regardless of alignment or plane of origin, unless they are outnumbered.

Unlike some extraplanar creatures, utukku are mortal, but they have a life span of several thousand years. Rumors claim that the utukku are the minions or servants of a long-forgotten Immortal that was either destroyed or imprisoned by the enduk patron Immortal. The enmity between this shadowy Immortal patron and Idu would certainly explain the utukku's fierce hatred for the enduks.

Terrain: Any

Vaati

	Sphere
	Thought

	Status
	Exalted

	Power Points
	0

	Anti-Magic
	0

	Armor Class
	see below

	Hit Dice
	see below

	Move
	120'(40')

	     Flying
	240'(80')/MF 5(a)

	Attacks
	1 weapon

	Damage
	by weapon

	No. Appearing
	1d4 (1d4)

	Save As
	as class

	Morale
	see below

	Treasure Type
	A (Vx2)

	Intelligence
	18

	Alignment
	Lawful

	XP Value
	as class (+ two asterisks)


Monster type: Humanoid (Very Rare)

The vaati (VAH-tee), or Wind Dukes, are a race of immortals dedicated to Law. Vaati look like statuesque humans. They are tall, muscular, and androgynous. As a rule, they wear no clothing, but usually wear belts or harnesses to carry weapons and equipment. Vaati have smooth, ebony skin, brilliantly white eyes that sparkle with inner light, and velvety black hair (which usually is kept closely shaved). Vaati speak their own language, which is very rhythmic and melodic. It also contains many complex whistling sounds. A group of vaati talking produce something that sounds more like chanting or wind whispering through the trees than conversation. Vaati adventurers also speak the local common tongue. When surprised or exited, however, a vaati tends to let out a whistle rather than use an exclamation peculiar to its adopted language. 

Vaati are peaceful and prefer to negotiate rather than fight. If pressed into action, or faced with chaotic foes, they display considerable strength and ingenuity in combat. All vaati have the following spell-like powers usable at will: control temperature 10’ radius, dust devil, gust of wind, and feather fall. They can fly at a speed of 240'(80'), although strong head winds reduce their movement by half. They can use their gust of wind ability to double their flying movement for one round. Their spell-like powers function at 4th level or at their character level, whichever is higher. Vaati are immune to all forms of aging and are resistant to attacks based on the element of air. No air elemental creature will attack a vaati or even approach within 5’ unless the vaati attacks first. Even then, vaati receive a +2 bonus to all saving throws, Armor Class, and ability checks involving air-based attacks of any kind, and any damage suffered is reduced by —2 die (minimum of one point of damage per die). Vaati have infravision with a 90’ range and can see though fog, dust, and similar air-based impediments to vision. If they cannot avoid a fight, vaati usually try to gain a height advantage over their foes. They bombard the enemy with spells and missiles; they also use their feather fall ability to foil incoming missile attacks. More powerful vaati have additional class and spell-like abilities based on their castes, as detailed below. The level ranges given are only typical values, and higher or lower level vaati are possible. A vaati’s flesh is resistant to blows and provides an excellent Armor Class. More powerful vaati have even better Armor Classes. If a vaati wears armor, he receives either the Armor Class bestowed by the armor or his own Armor Class, whichever is better. Bracers of defense and other protective items that bestow a fixed Armor Class work the same way. An unarmored vaati wearing a ring of protection or a similar item gets the full benefit from the item. Vaati have a base morale of 8, which improves by one for each level beyond 4th for a maximum of 12 at 8th level.

Most vaati live in the Valley of Aaqa, a secluded vale ringed with protective mountains. The valley is completely sealed to all means of transit except flight. Teleportation is ineffective, though there are several gates to the Astral plane. The valley’s exact location is a well-kept secret (somewhere in the Wyrmsteeth range). The Valley of Aaqa is a well-regulated paradise with a constant temperature of 22 degrees, manicured fields and gardens, and stately pavilions surrounded by exquisite rock gardens. In the entire vale, there is not single blade of grass or leaf out of place. The valley could easily support 10 times more vaati than currently reside there, and most of the pavilions stand empty. Vaati society is divided into seven castes. The exact criteria the vaati use to assign castes is unclear to outsiders. All vaati are born into the wergadeam (worker) caste. Sometime after adolescence, a young vaati either joins another caste or remains a wergadeam. In times of need, some members of the wergadeam join other castes where they can be more useful. The other six castes are the houdeam (civil and military leaders, guards, and soldiers), the haikjadeam (teachers, investigators, and lorekeepers), the trygrideam (farmers, animal keepers, and judges), the kheirdeam (physicians and counselors), the vindeam (philosophers, guardians, and advisors), and the bledrudeam (also philosophers, guardians, and advisors). There is an another, unofficial, caste as well: the wendeam, who are wanderers that fight Chaos in the outer world. The wendeam are independent beings and essentially outcasts. The wergadeam never leave the Valley of Aaqa. The other castes, except for the wendeam, tend to remain in the valley unless sent away to handle some matter of vital interest to the race. The wendeam wander the Prime Material Plane and almost never set foot in the Valley of Aaqa. The vaati employ no badges or markings to indicate caste. To a vaati, another vaati’s caste is immediately obvious. To most observers, even the most open-minded, vaati seem stuffy and overconcerned with formal rules. They are excruciatingly regular in their personal habits and they have rules governing everything. They are quick to criticize any lapse in etiquette. Very lawful creatures usually are impressed by their behavior, but others find it tiresome.

Though fairly large and powerful, vaati eat very little. They seem to exist primarily on air. The Valley of Aaqa, however, produces a wide variety of foods, and the vaati can offer the occasional visitor a sumptuous repast. Although they can be slain or laid low by disease, vaati are immortal. Most vaati are at least 3,000 years old, and many are much older than that. Vaati birth rates are very low; there are no more than one or two vaati children born in a century. 

Wergadeam

Most vaati belong to this caste. They have Strength scores of 17, giving them a +2 bonus to attack and damage. They are typically armed with staves and knives. If prepared for war, they carry long swords and long bows. They have no special powers beyond those common to all vaati. They have an AC of 5.

Houdeam

The houdeam conduct the vaati’s civil and military affairs. They are primarily charged with guarding the Valley of Aaqa and keeping a wary eye on visitors to the valley. Houdeam are fighters of 5th—14th level (1d10+4). They have Strength scores of 18. Their base armor class is 3, and it improves by 2 for every three levels the houdeam has gained beyond 4th. A houdeam is usually armed with a two-handed sword, a long bow, and several daggers. The sword and bow have a +1 enchantment when used by a vaati, and the enchantment improves by one for every three levels the houdeam gains beyond 4th, to a maximum of +4. In the hands of a non-vaati, the weapons not only lose their enchantment, but also corrode, falling to pieces in 2d6 months. All houdeam are trained in the two-handed sword (maximum Weapon Mastery for their level). Even if unarmed, houdeam can make open handed attacks at the standard rate for their fighter levels. These can be resolved as Striking attacks or as lethal attacks that inflict 1d4+4 points of damage. Houdeam have the spell-like powers common to all vaati, and can make their two-handed swords dance (as swords of dancing) three times a day. A houdeam typically makes open handed attacks while his sword dances.

Haikjadeam

The haikjadeam serve as record keepers, police, and teachers. Haikjadeam are paladins of 9th—13th level (1d4+8). They have Strength scores of 19. Haikjadeams are more concerned with Law and Chaos than good and evil. They can command or turn undead (as an avenger), depending what action they deem most lawful under the circumstances. Haikjadeam have a base Armor Class of 3, which improves by 1 for every two levels the haikjadeam has gained beyond 3rd. Haikjadeam are armed just as the houdeam are, though they do not have weapon mastery, open hand attacks, or the ability to make their swords dance. In addition to the spell-like abilities available to all vaati, haikjadeam can reveal truth and calm air three times a day. Reveal truth functions as a dispel magic spell, but is effective only against illusions and other forms of magical deception. The spell can destroy illusion magic of all kinds, force polymorphed or shape changed creatures back into their true forms, reveal invisible beings, and so on. If cast directly on a creature, the target must attempt a saving throw vs. spells or be forced to speak only the complete truth for 2d4 rounds, The target can refuse to speak, but evasions of the truth are not possible. Calm air quiets all forms of wind in a 30’ radius around the haikjadeam. All winds, magical or natural, are reduced to gentle breezes. Creatures from the elemental plane of air cannot enter the radius — the circle of calm collapses if deliberately forced against a creature that normally would be hedged out, just as a protection from evil spell does. All sound-based attacks are negated within the radius. The effect lasts three rounds per level of the haikjadeam.

Trygrideam

The trygrideam are charged with tending all the plants and animals in the Valley of Aaqa. It is they, and teams of wergadeam working under their direction, who maintain the valley’s park-like appearance. The trygrideam also mediate any disputes that might arise between vaati, and pass judgment on visitors who break vaati law. Trygrideam also secretly keep contact with the wendeam. Trygrideam are druids of 4th-13th level (1d10 +3). They have Strength scores of 16. Trygrideam have full druid abilities and can cast spells from the sphere of Law in addition to the spheres normally allowed to druids. Trygrideam have a base Armor Class of 3, which improves by 1 for every two levels the trygrideam has gained beyond 3rd. They carry druidical weapons, but favor staves. Despite their Lawful alignment, trygrideam follow the druidical ethos. They differ from other druids in that they view nature and see proof of a universal order, not a cyclical reality. To them, order is the natural state of the universe and Chaos upsets that order, bringing destruction. In addition to their druidical abilities and the spell-like abilities common to all vaati, trygrideam can use the following powers three times a day: solid fog, cloudkill, and calm air (see above). Once per hour, a Trygrideam can summon a vortex blade. A vortex blade is similar to the magical weapon created by the 2nd level clerical spell flame blade except that it is a blast of high-pressure air that inflicts 1d4+6 points of damage. It has no effect on air elemental creatures, and inflicts double damage (2d4+12) on earth-based creatures. Once a day, a trygrideam of 8th level or higher can summon one to seven powerful whirlwinds. Each whirlwind is seven feet tall and three feet wide at the top. They fly at a speed of 210'(70') (MF 5), have a THAC0 of 10, 30 hit points, and their creator’s armor class. They attack once a round for 4d4 points of damage. The creator can direct the whirlwinds at any distance as long as he keeps them in sight. Controlling the whirlwinds requires minimal concentration. Damage to the creator does not dispel the whirlwinds, but the creator can take no action other than movement while controlling them. If the creator is killed or loses consciousness, the whirlwinds dissipate. A whirlwind can freely attack gaseous creatures; it can also disperse magical clouds. Magical clouds with instantaneous durations, such as green dragon breath, are unaffected. Permanent clouds are dispersed only as long as the whirlwind remains in their areas of effect. If skimming along the ground in an area covered with fine dirt, sand, dust, ash, or the like, a whirlwind picks up the loose material, creating an opaque cloud with a 15’ radius. Creatures caught in the cloud are blinded while they remain inside and for one round after they leave.

Kheirdeam

The kheirdeam are the vaati’s physicians and spiritual counselors. They tend other vaati the way the trygrideam tend the animals and plants in the Valley of Aaqa. Kheirdeam are clerics of 5th—14th level (1d10+4). They have Strength scores of 16. Kheirdeam can cast spells from the sphere of Law in addition to any others. Kheirdeam have a base Armor Class of 3, which improves by 1 for every two levels the trygrideam has gained beyond 3rd. They carry clerical weapons, but favor staves. In addition to their clerical abilities and the spell-like abilities common to all vaati, kheirdeam can reveal truth and calm air three times a day as the haikjadeam do. They can command or turn undead, depending what action they deem most lawful under the circumstances. 

Vindeam and Bledrudeam

These two castes are the vaati’s wizards. When not busy casting spells, they function as scholars, philosophers, and advisors. They stand ready to defend the Valley of Aaqa. They also conduct most of the vaati’s business outside the valley, serving as ambassadors and troubleshooters. Vindeam and bledrudeam are wizards of 4th—13th level (1d10+3). They have Strength scores of 15. Vindeam specialize in spells involving the element air or gas. Bledrudeam are defensive specialists. Vindeam and bledrudeam are Armor Class 4; their armor does not improve as they increase in level. They carry wizard weapons, but favor staves. In addition to the spell-like abilities common to all vaati, vindeam can cast solid fog and cloudkill once a day and can summon whirlwinds three times a day as trygrideam can. Bledrudeam have the spell-like powers common to all vaati and can cast spell turning once a day. They can also cast reveal truth and calm air three times a day as haikjadeam can. 

Wendeam

The wendeam are a handful of wandering vaati who strive to uphold Law outside the Valley. Other vaati see the wendeam as renegades and outcasts; only the trygrideam truly understand how valuable the wendeam’s efforts are. Wendeam are knights of 9th—13th level (1d4+8). They have Strength scores of 19. The wendearn are much more inclined to good than the other castes (which does nothing to improve their reputation among other vaati). Wendeam have a base Armor Class of 3, which improves by 1 for every two levels the wendeam has gained beyond 3rd. Wendeam prefer lightweight weapons. Most carry long bows, darts, a dagger, and two short swords. They take full advantage of their knight abilities and use a melee weapon in each hand when unarmored. Wendeam usually have at least one enchanted melee weapon of +1 or greater. Wendeam of 10th level or higher have a +1 weapon of some type and a 60% chance for another weapon of +2 or better. Wendeam of 11th level or higher have one or two +1 weapons and a 60% chance for another weapon of +3 or better. Wendeam weapons are standard magical items that do not become nonmagical or corrode if separated from their owners. Wendeam have all the spell-like powers common to all vaati. In addition, they can follow any teleporting creature if they can find its tracks, as per a teleport trace spell. When following a teleporting creature, a wendeam can carry 2,500 cn of additional weight, plus an extra 1,500 cn for each level the wendeam has attained beyond 10th.

Terrain: Any (Wendaem) or Vally of Aaqa (all other castes)

Vagabond

	Armor Class
	As host

	Hit Dice
	As host

	Move
	As host

	Attacks
	As host

	Damage
	As host

	No. Appearing
	1 (1)

	Save As
	As host

	Morale
	7

	Treasure Type
	As host + see below

	Intelligence
	18

	Alignment
	Any

	XP Value
	As host + 3 asterisks


Monster Type: Monster (Very Rare)

It is difficult to say what a vagabond really looks like, because they can mimic countless other creatures in form. They are an alien life force of unknown origin. They are always encountered in the form of an intelligent, corporeal creature indigenous to the area (a creature with a minimal Intelligence of 1). Vagabonds can assume such forms in one of three ways. First, they can simply form the bodies with their unusual powers. When this occurs, the vagabond looks like a small blob of ink that appears on the ground, and quickly enlarges into three dimensions. Secondly, vagabonds can take over a freshly dead body, curing it of all its ailments. Lastly, they can take over a living body. In this last form, they are like back-seat drivers who make strong suggestions; they cannot do anything that the host life force does not want them to do. Thus, a possessed horse would not jump over a cliff unless it felt safe or confident about the jump. As noted above, vagabonds take the form of any creature with animal intelligence. They rarely inhabit forms of higher intelligence, such as player characters. Once they have assumed a form, vagabonds are locked into it and cannot leave, except with psionic powers such as switch personality (which is one of their favorites). If they are communicated with, it quickly becomes apparent that something is amiss, for they have none of their form's knowledge as to speech, behavior or expectations. However, they are able to use all of its attack and defense forms as well as movement and essential functions. Of course, many of these will be performed in strange and unique ways.

Vagabonds fight with the same skills as their form has. They are also immune to all forms of mental attacks and control that are not strictly psionic. Besides these adjustments, all vagabonds are psionically endowed. If their host body is slain, they will depart, never to return.
	Psionic Summary:

	Level
	Dis/Sci/Dev
	Attack/Defense
	Score
	PSPs

	12
	4/6/19
	see below/All
	=Int
	1d100+200

	

	  Vagabonds never have psychokinetic powers. They have a particular affinity for these:

	  Clairsentience: Any power that lets them learn things

	  Psychometabolism: Any power that allows the to change form or travel difficult terrain

	  Metapsionics: They are masters of this discipline, having access to all its powers without regard to their total number of sciences and devotions

	  Telepathy:  The creature can use any telepathic power to communicate or gain information, plus enough attack forms to psionically defend itself

	  Psychoportation: Any power that allows them to travel


A vagabond's society and habitat match the host's. Vagabonds are never encountered together. All vagabonds can detect each other's presence up to a mile; at this point, they will separate if feasible.

Vagabonds seem to have come to the prime material plane to gain information. They are extremely curious and inquisitive, often about mundane or personal detail. If given a chance to adventure with the party, they are 90% likely to join. In exchange, they will use their considerable power to the party's benefit. Lawful and Chaotic vagabonds tend to side with forces of similar alignment, both aiding them and learning of their ways.

Terrain: as host

Vampiric Mist

	Armor Class
	4 (8 when substantial)

	Hit Dice
	3(L)

	Move
	120'(40')/60'(20') when substantial

	Attacks
	1

	Damage
	1d8

	No. Appearing
	1d3

	Save As
	F3

	Morale
	8

	Treasure Type
	(D)

	Intelligence
	9

	Alignment
	Chaotic

	XP Value
	35


Monster Type: Monster (Very Rare)

These gaseous monsters prey on all living creatures, enveloping them with their gaseous tendrils, then draining their blood for food. Vampiric mists appear as thick, billowing clouds, 5 to 8 feet in diameter. Color ranges from pale pink when hungry to crimson red when sated. Vampiric mists speak no language, but they communicate through a limited form of telepathy. These creatures reek of old blood and are often smelled before seen.

Vampiric mists automatically sense the presence of any warm-blooded creature within 50 feet. Hungry mists take the shortest route possible to the victim, navigating by touch, flowing easily over water or through narrow cracks. Their path can be blocked by nonporous obstacles, but vampiric mists are intelligent and if any reasonable path exists they will find it. All vampiric mists have maximum hit points (8 per die) when full, but they are almost never encountered in this state. For each 12 hours a mist goes unfed, it loses 1 hit point. Vampiric mists whose hit point totals reach 0 due to starvation die. To regain hit points, vampiric mists must drain fresh blood from living victims (hence the mist's name). For each 2 hit points of blood drained, the mist regains 1 hit point. A vampiric mist may attack one victim per round by reaching out with a gaseous tendril. Targets of a vampiric mist are treated as AC 9. Modify this number by the victim's Dexterity, and by the magical protection worn (+1, +2, etc.) but ignore magical shields. The touch of a vampiric mist drains 1d8 points of blood. A hit 4 above the needed to hit number means the mist has enveloped its victim. Enveloped victims are automatically hit each round until either the mist dies, finishes feeding, or retreats. Attacks by other characters against an enveloping vampiric mist divide their damage evenly -- half against the mist, half against the victim. Only the enveloped victim may attack the mist without harm to himself, However, because of the disorienting effect of rapid blood loss, enveloped victims may not use any spells or magical devices that require concentration. 
While blood draining is mainly used to feed, the ability can also be used in defense by sated vampiric mists. Extra blood is simply dumped upon the ground. Normally, a vampiric mist is damaged only by magical weapons or by spells that effect air. Lightning bolt and magic missile are also effective. However, immediately after reaching maximum hit points a vampiric mist takes on substance. This substantial stage last 1d6 turns. During this time the mist's movement rate slows to 60'(20'), its AC drops to 8, and it may be hit by normal weapons. Blood draining is not a form of regeneration; a mist that loses hit points in combat must heal those points normally. Keep track of a mist's current hit points and its maximum possible for that combat (this total starts at 24 and goes down with damage caused to the mist). Each time the mist is wounded, reduce both the current hit points and the maximum. If the current hit point total ever reaches 0, the mist dies. Hit points gained by draining blood are added to the current hit points, which cannot exceed the maximum total (24 minus damage to the mist). Hit points lost due to starvation are subtracted from the current hit points only. The current hit points may never exceed the mist's maximum hit point total. (After the current battle is over, the maximum hit point totals for any surviving mists return to 24.)

These dread monsters inhabit both swamps, where they creep along mixing in with morning and night fog, and subterranean caverns, where they stalk prey in absolute darkness. Vampiric mists attack at night or early morning, flowing over the ground in search of warm-blooded victims. They prefer lone victims, but hungry mists sometimes raid towns at night, slaying livestock and draining victims in their sleep, before slipping out at dawn.

First thought to be immature forms of crimson death, it is now known that these fiends were deliberately created by a powerful vampire wizard. Vampiric mists reproduce by division. A mist is 10% likely to divide during its substantial stage immediately after feeding. The two mists created have 3 Hit Dice each, but only 4 hit points per die (thus they are born ravenously hungry). Vampiric mists prey on all warm-blooded creatures. No animals hunt vampiric mist deliberately, though stirges, leeches, and other bloodsuckers are sometimes drawn (fatally) to their smell. Vampiric mists have no known life span. They live until they starve, are slain, or reproduce.

Terrain: Swamp, Subterranean

Velya, Swamp

This form of velya is found in marshes, fens, and bogs. Its non-human forms include an albino crocodile (movement rate 60'(20'), swimming rate 120'(40')), a giant white eel (swimming rate 90'(30')), or a water current (swimming rate 180'(60')). Swamp velya can summon 3d6 normal crocodiles, which arrive in 1d4 rounds. Swamp velya are otherwise identical to ocean velya.

Verbeeg

	Armor Class
	4 or lower

	Hit Dice
	5+5(L)

	Move
	180’(60’)

	Attacks
	1 weapon x2

	Damage
	1d6+3/1d6+3

	No. Appearing
	1(1d6)

	Save As
	F5

	Morale
	8

	Treasure Type
	B, K, L (Sx5)

	Intelligence
	10

	Alignment
	Chaotic

	XP Value
	225


Monster Type: Humanoid, Giant (Rare)

Known as “human behemoths”, these human giants inhabit areas infested with hill giants and ogres. Verbeeg vary in height from 8 to 10 feet tall, and weigh between 300 and 400 pounds. They are unusually thin for their height, although this does not inhibit their fighting ability. Some have minor deformities, such as club foot, uneven eyes, hair lips, etc. In all other respects they appear human, including skin, hair, and eye color. They wear as much protective clothing and armor as they can obtain, which isn't much. Usually they wear furs and hides with pieces of metal armor stitched into strategic places. They almost always carry shields and have the best weapons they can steal. Typically this means clubs and spears.

Verbeeg are smart enough to let others soften up the enemy first. This does not mean that they are cowards, only selfish and practical. Since they are commonly found with hill giants and ogres, in the first few rounds of combat verbeeg drive their less intelligent companions before them into battle. This is accompanied by many curses, oaths, and highly descriptive accounts of the giants' and ogres' parentage. Once the battle has begun, the verbeeg take on the stragglers and use their missile weapons, usually spears. Armor is always at least the equivalent of AC 4, and sometimes better, although never better than AC 1.

Verbeeg are found in the same climates as ogres and hill giants. These human behemoths are never found wandering alone. Thirty percent of wandering verbeeg encounters find 1d6 of these giant-kin with 1d4 hill giants or ogres (equal chance), which also share their lair; 50% of the time 1d6 verbeeg are with 1d6 wolves or worgs (in polar climes winter wolves or polar bears); the rest of the time (20%) 1-2 of them are encountered with a normal sized group of wandering monsters found in that area (DM must use reasonable judgment in this case). A verbeeg lair is usually an underground place, such as a cave or inside old ruins. There 5d6 of them can be found, an equal number of females (equal to males in combat), and 2d6 young. Half the young fight as bugbears, the other half fight as goblins. A lair usually includes 2d4 wolves (75% chance) or 1d4 worgs (25% chance). In arctic climes substitute 1-2 polar bears for wolves, and 1-3 winter wolves for wargs. There is a 2% cumulative chance per giant of a shaman with the tribe. The verbeeg are jointly ruled by the shaman (if there is one) and a warrior chieftain. The shaman can be up to 7th level. The warrior chieftain always has no fewer than 40 hit  points. The chieftain is responsible for all activities involving hunting, war and negotiations with strangers. The shaman is responsible for all activities inside the tribe, dispensing judgments concerning law and all magic. Any magical items in the tribe belong to the shaman; he has a 90% chance of knowing how to use these. Most magical items that he does not understand are thrown into the tribal refuse heap before too long.

Verbeeg eat almost anything, but they love flesh of all sorts. They maintain a mutually beneficial relationship with the giants and ogres that share their lair. The verbeeg provide the intelligence and direction that these giant types lack, and the giants provide protection by their greater fighting prowess. To watch a group in action can be hilarious, so long as you are not their intended victim. Hill giants and ogres are too stupid to think much on their own. They tend to follow directions too literally. This usually infuriates the verbeeg. They hop back and forth from foot to foot screaming insults at the befuddled giants that tower over them in height and size, as even the simplest instructions are misinterpreted by these denser humanoids.

Terrain: Arctic, Hills

Vizier's Turban

	Armor Class
	see below

	Hit Dice
	see below

	Move
	30'(10')

	Attacks
	0

	Damage
	0

	No. Appearing
	1 (1)

	Save As
	see below

	Morale
	8

	Treasure Type
	Nil

	Intelligence
	17

	Alignment
	Any

	XP Value
	10


Monster Type: Monster (Very Rare)
The vizier's turban is a symbiotic creature which attaches itself to a magic-user and provides its partner with greatly enhanced spellcasting potential and magic resistance. In return, the magic-user agrees to a permanent loss of hit points, which are used by the creature to sustain itself. The potential power to be gained by bonding with a vizier's turban far outweighs the sacrifice to the wizard. Vizier's turbans look like a turban (of any color) secured by two bright jewels (its eyes). Their skin resembles fine cloth. They can change color to suit their partners' attire and can reshape themselves somewhat to look more like a scarf or veil for female magic-users who prefer such attire to turbans. A vizier's turban enjoys watching what goes on around it from its vantage point atop its partner's head and communicates telepathically with its host. The magic-user decides how many hit points (up to a maximum of 10 hp) to permanently give up to his or her vizier's turban. One hit point may be given to the symbiote whenever the magic-user gains a new level, so it is possible to find an 11th-level magic-user whose vizier's turban has 10 hit points, or a 9th-level magic-user who has one with only 2 hp. The number of hit points the symbiote has is a function both of how many its magic-user sacrifices to it and at what point in the magic-user 's career the vizier's turban met and bonded with the magic-user.

Vizier's turbans make no attacks and cause no damage. For all practical purposes, the vizier's turban and its host function as a single being. The symbiote is content to let its partner control the thinking, movement, and body functions. It will give advice only if specifically asked. The potential power which a vizier's turban can bring to its magic-user is a function of how many hit points it has. It saves as a magic-user of the same level as it has hit points, so a vizier's turban with 4 hit points would save as a 4th-level magic-user. It also provides its host with 5% anti-magic for every 2 hit points it has, up to a maximum of 25%. Vizier's turbans cannot have more than 10 hit points; extra hit points sacrificed to it are lost as if the magic-user were wounded and can be healed normally. For every hit point it receives, the creature enhances its chosen magic-user 's spellcasting abilities, as detailed on the following chart:

1 hp = 1 extra first-level spell per day

2 hp = 5% anti-magic

3 hp = 1 extra second-level spell per day

4 hp = 10% anti-magic (total)

5 hp = 1 extra third-level spell per day

6 hp = 15% anti-magic (total)

7 hp = 1 extra fourth-level spell per day

8 hp = 20% anti-magic (total)

9 hp = 1 extra fifth-level spell per day

10 hp = 25% anti-magic (total)

The maximum benefit a magic-user can derive from a vizier's turban is thus one 1st-, one 2nd-, one 3rd-, one 4th-, and one 5th-level spell per day plus 25% anti-magic. Vizier's turbans do not know any spells themselves, nor can they give their partners access to spells the magic-user does not already know or is not usually allowed to cast. The vizier's turban in no way allows its partner access to clerical spells. Damage to its host from weapons, whether normal or magical, has no effect on a vizier's turban. Even if struck directly by a weapon, the damage passes right through the creature and affects its host instead. Secondary effects which emulate spell effects (such as an electrical attack which occurs when the sword strikes) are handled similarly to magical attacks against the symbiote or its host. Spells and magical items which produce spell-like effects may affect a vizier's turban. Single target spells (such as charm person) and nondamaging area-of-effect spells (such as chaos) have no effect on a vizier's turban, even if the creature is the primary target of such a spell. If its partner fails the anti-magicroll provided by the vizier's turban and also fails his or her saving throw vs. a damaging area-of-effect spell, then the symbiote must also make a saving throw vs. spell. If it fails its save, the creature is affected by the spell as a separate entity, which almost guarantees its demise. If it makes the save, it is affected as if it were a natural part of its partner, with its hit points being the last to be lost. For example, a host mage with 24 hp has given 2 hp to his vizier's turban, leaving him with 22 hp. The mage is hit by a fireball for 23 points damage and fails both his anti-magic check and saving throw, meaning he takes full damage. The symbiote now saves and, if successful, takes only 1 point of damage (the amount by which the spell damage exceeded the mage's hit point total). Since it would still be alive, it could find another host. Had the fireball done 24 or more points, the symbiote would be dead. If it had caused 22 or fewer points, the vizier's turban would have been unharmed. Had the mage made his saving throw or his anti-magic check, the vizier's turban would have been completely unaffected, even if its host had been killed by cumulative damage. If the vizier's turban has more than 1 hp left at any time that its host magic-user is badly injured (i.e., reduced to half or less of his or her hit points total), it can return all but 1 of its hit points to its host. These regained hit points function just as if a healing spell had been used on the magic-user and had restored that many hit points to him or her. Once the magic-user is restored to full hit points, he or she must return these hit points to the symbiote. One hit point is always lost permanently in this exchange, reducing the magic-user 's total by 1, so this exchange is not made frivolously. Furthermore, returning the hit points to his or her symbiote wounds the magic-user for that many points of damage - damage that can only be healed magically. The 1 hit point lost in this exchange cannot be restored by any means short of a wish.

There are several theories as to the origin of vizier's turbans. One theory contends that vizier's turbans were originally just that - magical headgear which somehow developed both intelligence and a sense of self while retaining their magical properties. The theory which has gained the most acceptance is that the creatures were originally some sort of familiar. Whatever their origin, vizier's turbans do not appear to reproduce in any discernible manner, and no mated pairs have ever been found. When two vizier's turbans meet (usually while traveling with their bonded magic-user s), they will greet one another politely but refrain from long conversation, as though they had no interest in one another. They seem to have no differentiation of sex, adopting a male or female outlook to match that of their host. It has been theorized that the creature may reproduce by fission, forming a duplicate which is then left to fend for itself. Until it bonds with a magic-user, the vizier's turban is considered to have only a single hit point. Though it recognizes that it is a separate being from its host, a vizier's turban takes its personality and reactions to situations directly from its partner. It will never disagree with a decision made by its host unless asked to give its own opinion. It has no opinions about what spells the magic-user should study or which ones he or she should cast in a given situation, since it does not itself have any spellcasting talent. It does not understand and cannot read the spells which its magic-user learns but instead derives a sense of satisfaction from feeling its magic-user 's emotional response to both learning and casting spells. The vizier's turban seems to have no fixed ethical sense, changing alignment to match that of its host and adopting his or her point of view. When not with a host, the creature alignment detects as being Neutral. If a vizier's turban changes hosts, it will change its alignment to fit that of its new host, if different. A vizier's turban exists on the hit points given to it and on the companionship of its chosen magic-user. It eagerly engages in philosophical discussions with its host if the magic-user initiates the conversation. It has no need to eat or drink but does enjoy being bathed, and it likes to rearrange itself into different styles of turbans when given the chance. Keenly curious, a vizier's turban is always happy to travel with its host to see new places and things. It is very observant, though it reacts to stimuli with a never-ending sense of wonder rather than logically. If it sees a lion charging its magic-user, for instance, it does not warn the magic-user but rather goggles at the wondrous creature rapidly approaching. A vizier's turban is least happy when separated from its partner, and mourns if it is taken off and left behind when its magic-user goes out. A vizier's turban that is ignored by its magic-user becomes depressed, and if not allowed to participate more fully in its magic-user 's life will eventually leave and seek a new partner. If a vizier's turban leaves its magic-user, it takes half the hit points it has received away with it. The magic-user regains the other hit points but permanently loses those retained by the turban. Although they can be found almost anywhere, it takes a keen eye and a desire to bond with one to locate a vizier's turban. Even then, its rarity makes it unlikely that a magic-user who is not spending every waking hour searching for one will find one. They are virtual masters of disguise since they look like strips of material when unwound and like scarves, turbans, or veils when posing. This odd creature does not detect as magical but can be found via spells or devices which detect life or alignment. Its sense of humor is such that it is amused by the antics magic-user s go through to locate it. Indeed, its attempts at disguise and camouflage may be a test to see if a particular magic-user is clever enough to find it and therefore worthy to become its partner. When its eyes are closed, it is indistinguishable from any other item of clothing. Favorite hiding places for vizier's turbans are at cloth markets, inside wardrobes, atop the cloth coverings which shade suqs, in rag bags, and among caravan trade goods. Since it can change color at will, it can be quite difficult to spot one should it wish to remain hidden. 

Vizier's turbans have no real effect on their environment other than upon the wizards they bond with. They occupy a unique niche. No one has ever seen a vizier's turban die of natural causes, so it is impossible to estimate how long they live. They might even be immortal.

Terrain: Any

Voat

	Armor Class
	7

	Hit Dice
	1/2**(S)

	Move
	120' (40')

	     Swimming
	60'(20')

	Attacks
	1 bite

	Damage
	1d3

	No. Appearing
	5d10 (5d10)

	Save As
	NM

	Morale
	3

	Treasure Type
	C

	Intelligence
	3

	Alignment
	Chaotic

	XP Value
	7


Monster Type: Monster (Common)
The voat is a nocturnal ratlike creature about the size of a cat that exists throughout the Savage Coast. Voats are aggressive, insatiable scavengers, found wherever food is stored. They area bane for vessels carrying foodstuffs or warehouses storing grain and other perishables. Many a ship captain has cursed the voats upon finding that all the foodstuffs in the cargo have been devoured or spoiled. A voat can eat vast amounts of food or refuse (as much as ten times its weight every day), fouling and destroying far more. Voats have coarse, greasy, gray fur, grizzled with black and sooty white. They have disgustingly pink scaly tails that flick about constantly. These creatures have large ears, pointed snouts, and extremely powerful teeth, which they use to gnaw through wooden planks to get at stores of food.

All voats have a Legacy. Many voats tend to acquire the Red Blur Legacy. For this reason, most of them have soft, puffy flesh with grotesquely distorted form and features. This distortion makes them even more repulsive than they would otherwise be. These voats tend to sink into solid matter if they spend more than a moment in any one place. Voats do not usually wear cinnabryl, so they are either afflicted by the effects or they pick up what little they need from the trace amounts present in scarlet pimpernel.

Voats are typically much more aggressive than their giant rat cousins. They will attack small farm animals and domestic animals, such as poultry and cats. They will even attack humanoids given the opportunity. Their tremendous appetites cause them to regard just about anything as food. To a voat, two things exist in the world: things it can eat and rocks. Voats carry diseases just like rats, so their bites have a 5% chance of infecting victims with a serious disease (such as the plague or typhus fever) unless a successful saving throw vs. poison is made. Voats, like giant rats, are excellent swimmers and can attack in water as well as on land.

Voats exist to eat. They even eat in their sleep. Most voats use the Red Blur Legacy to enter buildings or ships containing foodstuffs or remote caves containing scarlet pimpernels, where they will make a nest for a short time before moving on. A voat nest may contain some treasure. Voats collect bright and shiny objects, and sometimes their victims have belongings.

Voats are as prolific as rats, breeding three to five times a year, with anywhere from eight to twelve offspring per litter. Voats have a life span of two to four years. Voats particularly love to eat scarlet pimpernels. A nearly a foolproof way to tell the difference between crimson delight and scarlet pimpernel is to release a voat near a patch of the plants and observe which plants the voat tries to eat. Any plant that the voat tries to eat is a most assuredly a scarlet pimpernel. The only difficulty is then getting the voat off the scarlet pimpernel before it consumes the whole plant. Cardinal ticks often infest these creatures. As a result, swarms of voats will often form symbiotic relationships with one or more Saragón lyra birds. Voats can be controlled by the use of traps or poison. However, most voat poisons are extremely toxic to humans and demihumans and should be used with caution.

Terrain: Any

Voat, Herathian

	Armor Class
	5

	Hit Dice
	7+3**(L)

	Move
	100' (33')

	Attacks
	2 claws/1 bite

	Damage
	1d6/1d6/2d10

	No. Appearing
	0 (1d3)

	Save As
	F4

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	3

	Alignment
	Neutral

	XP Value
	1,500 + 475/Legacy


Monster Type: Monster (Rare)

Also known as Slagovich juggernaut, this meat-eating horror is the product of yet another ancient Herathian experiment. It is also one of the Savage Coast's most destructive monsters. Herathian voats are twisted, hairless voats grown into giant proportions. It is a bipedal monster which lumbers awkwardly along on two huge feet but is capable of short bursts of speed (Movement Rate of 60' for three rounds) if it drops down on all fours. It has no tail, but it has large, black eyes and a blunt muzzle filled with sharp teeth and an impressive set of fangs. Its arms are thin compared to its legs, though still corded with muscle and ending in a set of raking claws. The juggernaut's thick skin hangs loose as if portions of it might slough away at any time.

The Slagovich juggernaut gains multiple Legacies, all from Table 3. Amber Paralysis, and War Cry are the most common. The creature does not require cinnabryl. In an attempt to overwhelm its opponents, the juggernaut often uses up all of its Legacies quickly.

The Slagovich juggernaut wades into battle with a high-pitched screeching, forcing all opponents within 30 yards to make a successful saving throw vs. paralyzation or be stunned for 1d4 rounds, losing all attacks. It can use this stun attack only once per turn. It depends on its tough skin for protection while attacking with its claws and teeth. The creature regenerates at a rate of one point per turn. Once battle has begun, the Herathian voat does not flee until its opponents are dead. During the initial few rounds, if faced with more than one attacker, the creature will attack the largest opponent, perceiving it as the biggest threat and the better meal. If any opponent consistently inflicts large amounts of damage or ever hits for more than 15 points of damage in a single round, the juggernaut will turn on that opponent. Using this criteria, the creature moves from one attacker to another until none are left standing.

The Slagovich juggernaut was created to solve the Herathian voat problem. The juggernaut was infused with a taste for voats and was supposed to hunt them to extinction. This worked until the creatures learned that other food was more plentiful and just as good. Over the centuries these creatures have developed their own migratory routine. They travel to Herath for one month in the spring to mate and roost within the forest. They then spread back out onto the Yazak Steppes and migrate back toward western Hule. It is fortunate for the races along the Savage Coast that very little of the juggernaut movement actually cross the borders of the various coastal kingdoms. Herathian voats will attack and eat anything. They feed on juhrions and neshezu when in the right area for them. Juggernauts are also a problem for goblinoid settlements on the Yazak Steppes and communities in Western Hule. The Slagovich juggernaut is a predator of the highest order. Prides of feliquine occasionally take one down, but not without cost to themselves. Perhaps because of the ancient magics which twisted their fates, Herathian voats appear to have no redeeming qualities at all. Alchemists cannot even find an application that takes advantage of its limited regenerative power (Blood from other regenerating beasts is a prime ingredient in potions of healing).

Terrain: Woods, Open

Vulturehound

	Armor Class
	5

	Hit Dice
	2(L)

	Move
	100' (33')

	     Flying
	180'(60')/MF 1(b)

	Attacks
	2 talons/1 beak

	Damage
	1d3/1d3/1d4

	No. Appearing
	0 (4d6)

	Save As
	F1

	Morale
	6

	Treasure Type
	C, Jx10, Kx10, Lx5, N

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	20 + 5/Legacy


Monster Type: Monster (Rare)

A vulturehound is a bizarre combination of vulture and wild dog, perhaps engendered by some overly-curious Herathian mage. Vulturehounds have long, gray, shaggy hair on their bodies. Like vultures, they have naked heads, which are usually either black or red. They have doglike legs, ending in sharp, curved talons. Protruding from their sides are small, feathered wings, and they have sharp, hooked beaks in place of muzzles. Vulturehounds are scavengers found in Renardy and the Yazak Steppes.

Although the vulturehounds that inhabit the Yazak Steppes are not directly under the influence of the Red Curse, those in Renardy do acquire Legacies. However, vulturehounds never suffer from Affliction. The most common Legacies for vulturehounds include Amber Paralysis, Enhanced Corrosion, and Gaseous Form.

In battle, vulturehounds will rear up on their hind legs by flapping their wings, allowing them to attack with their two front talons and their beak. If unable to rear up, they can only employ their beaks. These creatures have a high Armor Class rating due to their speed and Dexterity. Vulturehounds cannot fly after they lose more than 75% of their starting hit points. Vulturehounds are poor at aerial combat, but packs of them can manage it. In the air, vulturehounds rely on their front talon attacks.

Vulturehounds foray out from their dens (like hounds) in hunting packs to search for food, which they drag back to their lair to devour. The scant treasure found there will be from previous victims. Vulturehound lairs have a 50% chance of containing 3d4 pups. Pups have 1d4 hit points, cannot fly, and bite for 1d2 points of damage. Pups, if taken young enough, can be trained for war or hunting. These animals have a keen sense of smell. A trained vulturehound tracks with a score of 13 or adds a +3 bonus to any companion's tracking skill. Vulturehounds have a definite hierarchy. The smaller specimens have to wait to eat until the more powerful vulturehounds are finished. Any given vulturehound is 50% likely to be infested with cardinal ticks.

Vulturehounds feed on a mixture of carrion and live prey. They are known to attack sick or isolated prey, including batracines and caniquines. Vulturehounds hunt using a combination of keen eyesight, soaring and watching for vultures descending to feed, and a keen sense of smell. Unlike most vultures, vulturehounds have well-developed voices, with a baying call similar to that of a hound. Vulturehounds are immune to vermilia, and vulturehound blood can be used as a component for medicine used to combat vermilia infection. Each vulturehound yields enough blood to manufacture 1d6 doses of antivermilia medicine. Manufacturing the medicine requires a magic-user of at least 9th level with an alchemical laboratory. The finished medicine is very expensive, often commanding prices in excess of 150 gold pieces per dose. However, the medicine is very effective. A single dose will completely cure a man-sized or smaller creature of vermilia infection.

Terrain: Open

Wall Haunt*

	Armor Class
	-5 (see below)

	Hit Dice
	7***(L)

	Move
	240'(80')

	Attacks
	1

	Damage
	1d6 + see below

	No. Appearing
	see below

	Save As
	F7

	Morale
	11

	Treasure Type
	H

	Intelligence
	14

	Alignment
	Chaotic

	XP Value
	1,650


Monster Type: Monster (Very Rare)

Wall haunts are malevolent beings of the astral plane.  In their natural form, wall haunts are smoky white blobs of amorphous quasi-matter. They haunt the walls, ceilings and floors of man-made structures, phasing into them and moving throughout the structure at will.  From this vantage-point, they can feed off of and otherwise torment beings in the prime material plane. 

Wall haunts attack by creating a pseudopod from a wall or ceiling and lashing at a victim.  This pseudopod can be up to 10 feet in length.  Items in a room can also be animated in this way. Victims struck by a pseudopod must save vs paralyzation or be unable to move for 2d4 rounds.  The haunt will then either drain the victim's life energy on the spot (1 hit die/round) or draw the victim through the wall or ceiling into the astral plane to be devoured at its leisure.   The haunt cannot drain levels unless the save vs paralyzation has been failed.  A common wall haunt tactic is to seize victims while they are sleeping, and helpless.  Any creature drained by a wall haunt is irrevocably slain.  Creatures seeing a wall haunt in action must save vs spells or flee in terror. Wall haunts have limited telepathy, and can communicate with inhabitants of the building (usually to terrorize them).  They also have telekinesis, and can produce a wide variety of acoustic and physical effects.  When relevant, their telekinesis is the equivalent of strength 12.

Detecting wall haunts is difficult.  The area will have a slight but noticeable patina of evil, and unexplained moist or cold spots may tend to appear in dark corners of the building.  Wall haunts can only be directly attacked on the astral plane, or by weapons whose effects extend into that plane.  There they have an effective AC of -5.

These creatures haunt occupied buildings and caverns.  The number of haunts a building will have varies with the number of people it can support. As a rule of thumb, there is rarely more than one haunt per 10 people.  Wall haunts are solitary creatures with no known culture.

Wall haunts feed of the life forces of the living, but they are not undead.  They attach themselves to a building, and parasitize those within.  It takes 24 hours for a wall haunt to leave a building; burning it down will utterly destroy the haunt.

Terrain: Any with buildings, Astral plane

Warthog

	Armor Class
	7

	Hit Dice
	3(M)

	Move
	120'(40')

	Attacks
	2 tusks

	Damage
	2d4/1d8

	No. Appearing
	1d6 (1d6)

	Save As
	F2

	Morale
	6

	Treasure Type
	Nil

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	35


Monster Type: Animal, Normal (Common)

These tropical beasts are aggressive only if their territory is threatened or if cornered. They make two slashing attacks with their large tusks. Male and female fight equally. If more than 2 are encountered the balance will be young (1-2 hit dice, 1-3 / 2-5 points of damage per attack). 

Terrain: Any tropical

Whipsting

	Armor Class
	7

	Hit Dice
	1+4*(S-L)

	Move
	90'(30')

	     Gliding
	90'(30')/MF 1/2(c)

	Attacks
	1 bite/2 stings

	Damage
	1d2/1/1

	No. Appearing
	1d6 (1d6)

	Save As
	F1

	Morale
	7

	Treasure Type
	Nil

	Intelligence
	1-12

	Alignment
	Neutral

	XP Value
	19


Monster Type: Monster (Rare)

The whipsting is a vicious predator found on rocky ledge caverns, and among ruins all across Mystara. It is named for its lashing attack, in which it tries to drive an envenomed sting into an opponent. The strike of an attacking whipsting makes a loud, whiplike crack audible up to 70’ away. Whipstings have wrinkled, spherical bodies 6”-12” in diameter. From opposing sides of a whipsting’s ball-like form protrude two dexterous, tapering tentacles. These are usually about 5’ long, but some whipstings fought by adventurers have had tentacles up to 20’ long. Both tentacles end in sticky tips that aid the whipsting in grasping and climbing, each tip having a fixed, bony sting protruding at an angle just beside the leathery tentacle tip. Amid the “wrinkles” (skin flaps) of the muddy-gray body of a whipsting are many eyes. A whipsting has both normal vision and infravision effective to 120’. On the underside of a whipsting is a sucking mouth dominated by three shark-like teeth set in a triangle. The teeth can move independently of one another and are capable of gnawing through armor plate. When they close together, they meet to completely seal the whipsting’s mouth. A whipsting eats any meat it, can, living or dead, gorging itself tirelessly. Its elastic body can expand to contain meals of up to 10 times its own size. 

A whipsting usually waits for prey with one tentacle curled underneath itself to form a natural spring. If facing a large foe, a whipsting often avoids attacking or seeks to flee altogether by using this curled tentacle to leap about in a constant bobbing or bouncing pattern, like a pogo stick. Otherwise, its initial attack consists of suddenly straightening this tentacle to propel itself from its ledge or fissure in a wild spring that ends in a lashing whip of the whipsting’s body, which drives its envenomed sting deep into the opponent ( +4 to hit). The whipsting then tries to constrict, smother, or strangle prey by remaining attached to it, slapping with its tentacles to drive home its two stings. A whipsting’s sting strikes for 1 hp damage. A strike also injects its venom into or onto its prey (the poison is effective both internally and by skin contact). The prey must save versus poison at -2 to avoid the venom effects. If the save fails, the prey shudders uncontrollably on the round following the sting-strike. Nausea and weakness ruin all attacks and spellcasting attempted by the victim on that round, and cause the automatic dropping of all wielded or carried objects. Tasks requiring high manual dexterity, such as picking a lock or writing a message, are impossible. The victim also suffers a one-round armor-class penalty of 1. On subsequent rounds, the victim can move normally but is still weak; attacks are at a -3 penalty to attack and damage rolls initially, -2 on the round following,-1 on the next round, and normal thereafter. Each successful whipsting strike results in another round of shuddering (as described above) unless saved against. Every successful whipsting attack must be saved against even if the target creature has previously escaped venom effects by a successful saving throw.

Little is known about these predators. They are believed to be hermaphroditic and to vary widely in intelligence. Whipstings lay eggs (large and rubbery like turtle eggs, often green-white or dun in color) in caves or dark crevices. These eggs are edible but have no market value. Whipstings are more often found in groups than alone, and they peacefully coexist with each other. They are thought to live many years. 

Some whipstings have been domesticated as pets or guards; others are used as unwilling guardians. In some places, whipstings are imprisoned in small coffers atop treasure as a deterrent to thievery. Intelligent monsters often use whipstings to guard their lairs. Hippogriphs and griffons are known to eat whipstings, biting off the stings with their first attacks to avoid the venom. Whipstings are themselves immune to the effects of all whipsting venom. Whipsting venom is an ingredient in the making of rings of weakness and nausea-inducing medicines.

Stingwings: Approximately 10% of all encountered whipstings have gauzy, fragile wings that allow them to glide down from heights without damage or jump farther than wingless whipstings, up to 60’ horizontally. Such wings can be regenerated in 1-3 days if damaged. The wings cannot be targeted in combat, but a captured “stingwing” could have its wings cut off (wings have AC 9 and 1 hp), and they will automatically be destroyed by any sort of area-effect flame spell.

Terrain: Broken, Caverns

Wurmling

	Armor Class
	5

	Hit Dice
	10-15(L)

	Move
	240'(80')

	     Burrowing
	30'(10')

	Attacks
	1 bite/1 tail

	Damage
	2d8/1d8

	No. Appearing
	1 (1)

	Save As
	F10-F15

	Morale
	11

	Treasure Type
	A, D

	Intelligence
	15

	Alignment
	Lawful (evil)

	XP Value (10 HD)
	4,000

	                  11 HD
	5,100

	                  12 HD
	5,625

	                  13 HD
	7,050

	                  14 HD
	7,500

	                  15 HD
	9,000


Monster Type: Monster (Very Rare)

Wurmlings are large, intelligent worms, often found at the helm of evil brotherhoods (such as assassins' guilds) and crime syndicates. They rule through a combination of physical presence, intellect, cunning, intimidation, and blackmail. Wurmlings are utterly greedy masters of subterfuge and blackmail, skillful at acquiring wealth and manipulating pawns. Wurmlings have an unparalleled ability to pay attention to details. They have phenomenal memories and never forget anything. Wurmlings grow up to 45 feet long, gaining in length and bulk as they age. A mature wurmling (10 Hit Dice) weighs about eight tons and gains 1 ton per Hit Dice thereafter. They are brown in color, with a tough, leathery hide. The top of the wurmling is usually a darker shade than its underside. They have small spindly arms, a long whip-tail, and a prehensile tongue. They have large, yellow eyes and can see quite well in a wide variety of ambient lighting conditions, from bright sunlight to a single flickering candle.

Each wurmling gains Legacies as if having a contamination degree equal to half its Hit Dice (round up). Thus, a 10 Hit Die wurmling has four Legacies. A 12 Hit Die wurmling has five Legacies, and a 15 Hit Die wurmling has seven Legacies. A wurmling requires essence of cinnabar to activate all Legacies after the first. Also, the wurmling requires cinnabryl to support its Legacies. 

A wurmling rarely enters melee combat, but it does have a ferocious bite and a whip-tail that it can use in an emergency. While its arms are small and spindly in comparison to its massive body, its great weight and bulk give it an effective Strength of 20 for purposes of holding on or grabbing things. In spite of their bulk, wurmlings are extremely quick. If they have enough room, they can roll over on up to three man-sized or smaller opponents. If the victim makes a successful saving throw vs. paralysis, he avoids the attack. If the saving throw fails, the victim takes1d4 points of damage per Hit Die of the wurmling. If the wurmling stays on top, the victim continues to take this damage each round. Additionally, if the victim fails the initial saving throw, all of his items must make a successful damage check or be demolished.

Wurmlings are immune to the hallucinatory effects of scarlet pimpernel and will often use this substance to augment their Legacies. Wurmlings have the following thief abilities as a thief of equivalent level: open locks, find/remove traps, move silently, hear noise, and read languages. Wurmlings are skilled with languages and are able to fluently communicate in one language per 2 Hit Die. They also have the equivalent of the lore spell and the local history skill. A wurmling gains additional information-related skills as a thief of equivalent level. Wurmlings are immune to any mood-altering abilities or skills such as fast talk, intimidation, or a bard's charm ability. They also get a +3 bonus on all saving throws against mind-altering spells such as charm person, emotion, forget, and suggestion. 

Wurmlings, while evil, are scrupulously fair in their business dealing. They do not cheat, although sealing a bargain with them is a tricky business. Wurmlings thrive on the seamy side of business, and they drive extremely hard bargains. Wurmlings do not tolerate competition, especially from other wurmlings. Each wurmling establishes a clearly defined territory. Conflict between wurmlings is always fatal to at least one of the wurmlings involved. Wurmlings always have bodyguards. They are never found alone. There will always be at least 1d4 trusted guardians around the huge, bloated creature. In many cases, they have as many as 4d10 guardians. Typical guardian creatures include orcs, trolls (if properly trained), gnolls, evil humans, etc. Typically, a wurmling also has 100 to 200 retainers, servants, and assorted underlings. A wurmling pays its people very good wages, which helps to ensure loyalty. The paranoid wurmling does not rely on that, however. Wurmlings seem physiologically incapable of trust. Instead, it supplements the wage-loyalty with magical conditioning, drug addiction, and blackmail. It typically knows 1d4 scandalous secrets about each of its servants. Wurmlings sometimes obtain krolli bodyguards. The two races are compatible enough that the wurmling rarely has to blackmail or coerce its krolli bodyguards. Wurmlings are typically involved with a host of illegal and reprehensible activities, including blackmail, black marketing, bootlegging, bribery, copyright infringement, drug-trafficking, extortion (exorbitant charges for services rendered), gambling, money-laundering, assassination, prostitution, "protection" schemes, racketeering, and smuggling. Wurmlings are unlikely to kill or maim a defaulter. Dead people do not repay loans. They are, however, relentless in pursuit of a jumper. Wurmlings typically have considerable influence in the local police force, military, trade and merchant's guilds, and political offices.

Wurmlings are hermaphroditic; they have both male and female reproductive organs, although they are not self-fertile. Mating between wurmlings occurs only after long and arduous negotiations (carried out through intermediaries),followed by the signing and witnessing of elaborate, intensely detailed contracts and agreements. Wurmlings will mate only after they are absolutely certain that they are not currently (and will never be) competing. The mating always occurs in neutral territory. Since wurmlings weigh several tons and their mating is very energetic (coupled with the spontaneous and unpredictable firing of their Legacies), it can be very dangerous to be anywhere near a pair of mating wurmlings. After mating, both wurmlings become pregnant and have one offspring after a gestation period of about two years. The immature wurmling stays with its parent until it reaches 10 Hit Dice (about 100 years), learning the business before it strikes out on its own. A wurmling can live to be over 1,500 years old. After its death, a wurmling's decayed remains turn into steel seed.

The only widely known wurmling resides in Eusdria. This may seem like a strange place for a wurmling, but it works; Eusdria gave up contact with the Heldann freeholds years ago, so the wurmling supplies a steady and illicit trickle of red steel. The wurmling poses as a legitimate business owner, but its legitimate businesses are only the tip of the iceberg. The wurmling's organization is also bound by a rigid code of business conduct, similar to the Warrior's Code. Eusdrian officials have tried for years to pin a criminal conviction on the wurmling, but have so far been unsuccessful.

A typical wurmling lair is underground, in a city or other center of commerce. A wurmling lair will always be well-defended, with lots of open space, traps, guards, and detection points. Trick floors, pressure plates, false doors, and trip-wires are also common. The lair usually includes one or more special holding cells for use by the wurmling's information retrieval technicians. The lair will also include quarters and accommodations for the wurmling's servants and guards. Anyone looking for written records will be sorely disappointed. Wurmlings never write anything down, relying on their flawless memory to keep books, juggle accounts, etc. 

Wurmlings can burrow, albeit slowly. They take advantage of their long life span and burrowing ability to carve intricate networks of secret tunnels beneath their lairs.

Terrain: Any hot

Wynzet

	Armor Class
	7

	Hit Dice
	1*(S)

	Move
	120'(40')

	Attacks
	1 bite

	Damage
	1d8 + see below

	No. Appearing
	0 (1)

	Save As
	F1

	Morale
	7

	Treasure Type
	C, J, K, L, N

	Intelligence
	1

	Alignment
	Neutral

	XP Value
	13


Monster Type: Monster (Common in Robrenn, otherwise Very Rare)
Wynzets are large, furry creatures commonly found in Robrenn forests. They tend to have the form of either gray squirrels or rabbits, but other forms have been found. A wynzet is cute and fluffy and appears to be very docile. Many humanoids find the appearance of the wynzet quite appealing, and wynzets will approach humanoids without fear. They are very docile and will allow themselves to be petted and fed quite tamely. They have soft fur and large, wide eyes. This cute, tame appearance is very deceptive, however. The wynzet is a magical creature, empowered by the druids of Robrenn to help defend the forests. The wynzet is an extension of the forest that it lives in, and it taps in to the very "being" of the forest. Normally, its docile, pleasant appearance is quite true. It will happily play and frolic with nature-lovers. However, if the wynzet encounters a despoiler of the forest, its special powers come into play. It will approach such a despoiler, act cute and fluffy, and generally try to befriend the despoiler to get him to drop his guard. Wynzets are unaffected by the Red Curse.

Once it has secured the friendship of someone who has been despoiling the forest, the wynzet uses its bite to attack the person's throat. The wynzet can perform a lightning-fast leap of up to 15 feet to make this attack. The wynzet must make a successful attack roll with a +4 bonus to implement this attack. On the wynzet's first successful attack, the victim must make a successful saving throw vs. paralyzation (dexterity bonuses apply) or die. If the saving throw succeeds, the victim still takes double normal damage from the first bite attack (2d8 damage).

The wynzet usually behaves like the creature it resembles. A squirrel-form wynzet behaves like a squirrel, and likewise for a wynzet that has a rabbit-form. A wynzet breeds as the creature it appears to be (squirrel or rabbit), but only about 5% of its offspring will be wynzets. The wynzet restores ecological damage caused by despoilers of the forest. If marauders damage the forest, the wynzet kills them. Their bodies then decay and replenish the forest's ecology. In Renardy, this creature is sometimes known as le lapin mortel.

Terrain: Woods

Yeshom*

	Armor Class
	7

	Hit Dice
	14*****(M)

	Move
	10'(3')

	Attacks
	1

	Damage
	see below

	No. Appearing
	1 (1)

	Save As
	M14

	Morale
	11

	Treasure Type
	A

	Intelligence
	19

	Alignment
	Chaotic

	XP Value (14th lvl)
	6,500

	                  15th+ lvl
	7,500


Monster Type: Undead, Enchanted (Very Rare)
Yeshoms are the undead remnants of aranean mages who sought power, got it, and paid too high a price. In its normal form, the yeshom resembles a large puddle of oily, black tar. Yeshoms came into being about 1,500 years ago, when a group of Herathian mages cooperated in an effort to gain immortality, augment the natural shapechanging abilities of the aranean race, and gain additional spellcasting power. Their research effort succeeded in all three of these goals, discovering a method by which a powerful aranea could be transformed into a new form with vastly greater power. A number of Herath's best and finest mages volunteered for the treatment and were transformed into yeshoms, before the process's horrible side effects were discovered. At first, the Herathian volunteers were able to retain their original alignments through force of will. However, the undead form carried a subtle evil warping influence, which slowly made the yeshoms psychotic and bitter. All of them eventually became insane, humanoid-hating recluses. Yeshoms each have six Legacies (as per contamination degree 7). They do not require cinnabryl.

Yeshoms are quite willing to engage in combat. Killing assuages their terrible boredom and hatred. A yeshom casts spells as a 14th- to 18th-level magic-user. It also has the following permanent magical abilities: infravision, comprehend languages, detect evil, detect invisible, detect magic, protection from evil, protection from normal missiles, read magic, tongues, and unseen servant. With a successful attack (ignoring armor bonuses), a yeshom can choose to either do damage as a black pudding or envelop its victim. If the yeshom chooses to envelop its victim, a victim that does not make a successful saving throw vs. spell is thrust into an interior pocket-dimension and put into a state of suspended animation. Once a victim is placed in this state, the yeshom knows everything the victim knows. The victim can then be killed at the whim of the yeshom. This horrible undead form amplifies the natural shapeshifting abilities of the araneas. The yeshom can assume the form of any man-sized or smaller creature, but each form retains its characteristic shiny, black, liquid texture. Yeshoms are immune to any form of energy discharge, including lightning, fire, cold, and magic missile. They are also immune to any form of sleep, charm, and hold spells and death magic. They are also immune to poison. Holy water from the temple of a Lawful Immortal will inflict 2d4 points of damage per vial. Anyone killed by a yeshom is gone forever, beyond resurrection, raise dead, and wish.

Yeshoms are extremely solitary; they have no retainers or undead followers. The yeshom is also cruel, irrational, and bored. Yeshom prefer to draw out the agony of a death, prolonging the victim's terror. Yeshom are not prone to travel. They inhabit isolated regions and regard anyone or anything that wanders into their territory as prey. They especially like to prey upon araneas, a form of revenge for the failed experiment. Araneas try desperately to hide the existence of this creature from outsiders. Because the yeshom tends to stay in one place, the araneas simply avoid those places. Also, the secretive araneas rarely feel obligated to warn outsiders.

Yeshom have little impact on the local ecology. They do, however, have large treasures, the belongings of their fallen victims.

Terrain: Any

Zombie, Absorbing

	Armor Class
	8

	Hit Dice
	3*(M)

	Move
	60'(20')

	Attacks
	1 fist

	Damage
	1d8 + see below

	No. Appearing
	2d10 (2d10)

	Save As
	F2

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	0

	Alignment
	Neutral

	XP Value
	50


Monster Type: Undead, Enchanted (Very Rare)

Absorbing zombies are the bane of wizards, as they are immune to spells that cause damage, actually absorbing their power. They appear to be regular zombies, except for their eyes, which glow with an unnatural silvery light. When charged with magical energy, small sparks are constantly emitted from their flesh. 

These zombies suffer no damage from spells that would normally cause direct damage. Every 2 hp damage is converted into 1 hp electrical energy. This energy is stored up to a maximum of 24 hp total, then discharged the next time the zombie makes contact with a creature.

Terrain: Any

Zombie, Acid

	Armor Class
	8

	Hit Dice
	4*(M)

	Move
	60'(20')

	Attacks
	2 fists

	Damage
	1d8/1d8

	No. Appearing
	2d10 (2d10)

	Save As
	F2

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	0

	Alignment
	Neutral

	XP Value
	125


Monster Type: Undead, Enchanted (Very Rare)

Acid zombies are almost pure white, all color having been bleached from their flesh by the acid oozing from their pores. Their skin glistens, as though sweating. When not fighting, the zombies moan softly, as though they are in constant pain. During combat, the moan becomes louder. Acid zombies tend to be created from taller creatures to take advantage of their longer reach. They are generally used against individual fighters, rather than as massed troops. Like zombies, they always lose initiative.

As their name implies, acid zombies exude a powerful acid from their skin. In melee combat, this acid causes 1-4 hp damage in addition to any normal damage caused by the zombie’s fists. Unlike regular zombies, acid zombies have two attacks per melee round. Both occur at the end of the round, but if both hit, the zombie is able to bear hug its victim, doing an additional 3-12 hp damage. A victim of this hug must make a Strength check to escape. Those who fail automatically suffer an additional 3-12 hp damage the next round. Anyone touching an acid zombie with bare flesh suffers 1-4 hp damage. No acid of any kind can harm an acid zombie.

Terrain: Any

Zombie, Ju-ju*

	Armor Class
	6

	Hit Dice
	3+12(M)

	Move
	90'(30')

	Attacks
	1

	Damage
	3d4

	No. Appearing
	1d4

	Save As
	F3

	Morale
	10

	Treasure Type
	Nil

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	50


Monster Type: Undead (Very Rare)

These creatures are made when a wizard drains the life force from a man-sized humanoid creature with an energy drain spell. Their skin is hard, gray, and leathery. Ju-ju zombies have a spark of intelligence. A hateful light burns in their eyes, as they realize their condition and wish to destroy living things. They understand full-sentence instructions with conditions, and use simple tactics and strategies. Since they became zombies at the moment of death, their bodies tend to be in better condition. Ju-ju zombies use normal initiative rules to determine when they strike. They are dexterous enough to use normal weapons, although they must be specifically commanded to do so. These zombies can hurl weapons like javelins or spears, and can fire bows and crossbows. Their Dexterity allows them to climb walls as a thief (92%) and they strike as a 6 Hit Die monster. Ju-ju zombies are turned as specters.

The animating force of a ju-ju zombie is more powerful than a normal zombie's. The result is that only +1 or better magical weapons can harm them. Regardless of the magic on the weapon, edged and cleaving weapons inflict normal damage, while blunt and piercing weapons cause half damage. In addition to normal zombie spell immunities, ju-ju zombies are immune to mind affecting spells and psionics, illusions, and to electricity and magic missiles. Fire causes only half damage.

Terrain: Any

Zombie Lord

	Armor Class
	6

	Hit Dice
	6**(M)

	Move
	60'(20')

	Attacks
	2 fists

	Damage
	2d4/2d4

	No. Appearing
	1

	Save As
	F6

	Morale
	6

	Treasure Type
	A

	Intelligence
	10

	Alignment
	Chaotic

	XP Value
	725


Monster Type: Undead (Very Rare)

The zombie lord is a living creature that has taken on the foul powers and abilities of the undead. They are formed on rare occasions as the result of a raise dead spell gone awry. Zombie lords look as they did in life, save that their skin has turned to the pale gray of death, and their flesh is rotting and decaying. The odor of vile corruption and rotting meat hangs about them, and carrion feeding insects often buzz about them to dine on the bits of flesh and ichor that drop from their bodies.

The zombie lords can speak those languages they knew in life and they seem to have a telepathic or mystical ability to converse freely with the living dead. Further, they can speak with dead merely by touching a corpse. Zombie lords are turned as vampires.

When forced into combat, it relies on the great strength of its two crushing fists. The odor of death surrounding the zombie lord is so potent it causes horrible effects in those who breathe it. On the first round a character comes within 30 yards, he must save vs. poison or be affected in some way. The following results are possible:

1d6 Roll
Effect


1
 
Weakness (as the spell).


2
 
Cause disease (as the spell).


3
 
-1 point of Constitution.


4
 
Contagion (as the spell).


5
 
Character unable to act for 1d4 rounds due to nausea and vomiting.

6
 
Character dies instantly and becomes a zombie under control of the zombie lord.

All zombies within sight of the zombie lord are subject to its mental instructions. Further, the creature can use the senses of any zombie within a mile of it to learn all that is happening within a very large area. Once per day, the zombie lord can animate dead to transform dead creatures into zombies. This works as described in the Cyclopedia except that it can be used on the living. Any living creature with fewer Hit Dice than the zombie lord can be attacked in this manner. A target who fails a saving throw vs. death is slain. In 1d4 rounds, the slain creature rises as a zombie under the zombie lord's command.

Zombie lords seek out places of death as lairs. Often, they live in old graveyards or on the site of a tremendous battle -- any place there may be bodies to animate and feast upon. The mind of the zombie lord tends to focus on death and the creation of more undead. The regions around their lairs are often littered with the decaying bodies, half eaten, of those who have tried to confront the foul beast.

The zombie lord comes into being by chance, and only under certain conditions. First, an evil human must die at the hand of an undead creatures. Second, an attempt to raise the character must be made. Third, the corpse must fail a Constitution check. Fourth and last, an Immortal of Entropy must show "favor" to the deceased, and curse him or her with the "gift of eternal life." Within one week of the raise attempt, the corpse awakens as a zombie lord.

Terrain: Any

Zombie, Quick

	Armor Class
	4

	Hit Dice
	2*(M)

	Move
	240'(80')

	Attacks
	2 fists

	Damage
	1d8/1d8

	No. Appearing
	2d10 (2d10)

	Save As
	F1

	Morale
	12

	Treasure Type
	Nil

	Intelligence
	0

	Alignment
	Neutral

	XP Value
	25


Monster Type: Undead, Enchanted (Very Rare)

Quick zombies are thinner than regular zombies, and they constantly twitch and jerk, even when ordered to stand still. In combat, they run as swiftly as horses and are used as shock troops. Quick zombies decay very rapidly, lasting no more than a few months before crumbling into dust.

Quick zombies have two attacks per round and always strike first.

Terrain: Any

Zombie, Red

	Armor Class
	8

	Hit Dice
	2*(M)

	Move
	90'(30')

	Attacks
	1

	Damage
	1d8

	No. Appearing
	1d6 (1d6)

	Save As
	F2

	Morale
	see below

	Treasure Type
	Nil

	Intelligence
	6

	Alignment
	Chaotic

	XP Value
	25 + 5/Legacy


Monster Type: Undead, Enchanted (Rare)

Red zombies are usually formed when a wicked mage or priest uses the spell animate dead to enchant the corpse of a person afflicted by lack of cinnabryl (5% chance, otherwise the corpse is a normal zombie). A red zombie will sometimes spontaneously form when somebody dies from the "redblight," a form of illness that causes cinnabryl-wearing creatures not affected by seed of cinnabar to lose 1 point of Constitution per week until dead. A person who dies from the red blight and is not blessed during the burial has a 10% of rising one day later as a red zombie. Red zombies ceaselessly pursue cinnabryl-using creatures. Because the malady that killed them was caused by wearing cinnabryl, they are obsessed with destroying as much of the magical metal as they can. Regardless of the creature's alignment in life, the desire for destruction warps the red zombie into an evil creature. Their dim intelligence and ability to follow complex orders makes them slightly more useful than normal zombies to the evil mages and priests who animate these creatures. Still, their obsession with cinnabryl makes red zombies difficult to control. While under the control of a priest or mage, a red zombie is allowed a saving throw vs. spell once every four weeks. If the saving throw succeeds, it escapes control and turns on its master. A red zombie looks much as it did at the moment of its death, except for its dull red skin. It also emanates a bright red glow from the eyes and mouth. Red zombies are usually deformed from cinnabar exposure.

A red zombie that was a non-Legacy-using creature in life never acquires any Legacies. However, a red zombie that did have Legacies in life retains them in undeath.

Red zombies behave much like standard zombies in combat. They are slow and unsteady, so they strike last in the combat round. They claw and gouge the flesh from their victims, eating it as they go. Red zombies prefer to attack creatures carrying cinnabryl. Red zombies are immune to sleep, charm, hold, death magic, poisons, and cold-based spells. A vial of holy water inflicts 2d4 points of damage (as acid) if it successfully strikes a red zombie. Red zombies also deplete cinnabryl. They do this by eating the raw flesh of their victims. For each point of damage the red zombie inflicts, it depletes one day's worth of cinnabryl from its victim. A victim struck for 7 points of damage would immediately lose 7 day's worth (1 ounce) of cinnabryl. In addition, the red zombie gains 1 hit point for each full Ci of cinnabryl that it depletes from its victims. These extra hit points are temporary and vanish when the sunrises the next morning. A red zombie will keep attacking relentlessly, stopping only when all of its potential victims are dead. Red zombies also suffer double damage from weapons forged of red steel.

Red zombies congregate near sources of cinnabryl and pursue creatures who use cinnabryl. They have the ability to automatically detect this magical metal. Each red zombie is an individual creature; they rarely act as a group unless controlled by some outside force. They can be controlled by evil mages and clerics.

Terrain: Any Cursed

Zombie, Sea

	Armor Class
	7

	Hit Dice
	5**(M)

	Move
	60'(20')

	     Swimming
	120'(40')

	Attacks
	1 weapon

	Damage
	1d10

	No. Appearing
	2d12

	Save As
	F5

	Morale
	12

	Treasure Type
	M

	Intelligence
	6

	Alignment
	Chaotic

	XP Value (no spells)
	425

	      with spells
	550


Monster Type: Undead (Very Rare)

Sea zombies (also known as drowned ones) are the animated corpses of humans who died at sea. Although similar to land-dwelling zombies, they are free-willed and are rumored to be animated by the will of the Immortal Saaskas the Destroyer (or another similar evil Immortal). The appearance of drowned ones matches their name: they look like human corpses that have been underwater for some time; bloated and discolored flesh dripping with foul water, empty eye-sockets, tongue frequently protruding from between blackened lips. Their visage and the stench of decay surrounding them are so disgusting that anyone seeing a drowned one or coming within 20 feet of one must roll a saving throw vs. poison. A failed saving throw indicates that the character is nauseated, suffering a -1 penalty to his attack roll and a +1 penalty to his AC for 2d4 rounds. On land, drowned ones move slowly, with a clumsy, shambling gait, always losing initiative. In water, however, they can swim with frightening speed (roll for initiative normally). Drowned ones have an abiding hatred for the living and attack them at any opportunity. These attacks often show surprising cunning (for example, luring ships onto the rocks and attacking the sailors as they try to save themselves from the wreck). Drowned ones take advantage of their swimming speed by attacking ships as they lie at anchor - climbing aboard the vessel and trying to drive the sailors overboard, where they can deal with them more easily.

Drowned ones attack with the weapons typical of sailors: short swords, daggers, hooks, clubs, belaying pins, etc. Because of the unnatural strength of the creatures, these weapons all inflict 1d10 points of damage. The putrid water that drips from the drowned ones contains many bacteria, so any successful hit has a 10% chance of causing a severe disease in the victim. The water-logged condition of the creature's flesh means that fire and fire-based magic cause only half damage. Lightning, electrical, and cold-based attacks inflict double damage. Drowned ones are immune to sleep, charm spells, illusions, and other mind-altering spells. They are turned as wraiths.

Many of the humans who become drowned ones were clerics while alive, and they retain their powers as undead. There is a 50% chance that each drowned one encountered is a priest of level 1d3+1. These creatures are granted their spells directly from Saaskas (or a similar Immortal), receiving only baneful spells.

Drowned ones congregate in loose packs. Their only motivation is their hatred for the living. They have no need to eat, although they rend and chew the flesh of their prey (this is probably just to strike terror in others). Underwater, drowned ones are active around the clock and are often found in the sunken wrecks of the ships in which they drowned. They are active above the surface during the night. Drowned ones normally stray no more than 100 yards from the water. If the wind drives the fog onto the coast, however, they can roam inland as far as the fog reaches. When the fog retreats, or when the sun is about to rise, they must return to the water.

Drowned ones communicate among themselves by a form of telepathy; they have no need of a spoken language (other than for spellcasting). The verbal components for spells are spoken in unintelligible whispers.

Terrain: Shallow water
Creatures from other sources

	
	Creature
	Source

	1 
	Animal Herd, Cows
	PC4 Night Howlers

	2 
	Animal Herd, Elk
	PC4 Night Howlers

	3 
	Animal Herd, Fallow Deer
	PC4 Night Howlers

	4 
	Animal Herd, Goats
	PC4 Night Howlers

	5 
	Animal Herd, Moose
	PC4 Night Howlers

	6 
	Animal Herd, Mountain Goats
	PC4 Night Howlers

	7 
	Animal Herd, Pigs
	PC4 Night Howlers

	8 
	Animal Herd, Sheep, Domestic
	PC4 Night Howlers

	9 
	Animal Herd, Sheep, Wild
	PC4 Night Howlers

	10 
	Animal Herd, Yaks
	PC4 Night Howlers

	11 
	Animal Spirit, Greater
	GAZ12 The Golden Khan of Ethengar

	12 
	Animal Spirit, Lesser
	GAZ12 The Golden Khan of Ethengar

	13 
	Archaeopteryx
	Hollow World Boxed Set

	14 
	Archelon
	HWR1 Sons of Azca

	15 
	Auratus
	M4 Five Coins for a Kingdom

	16 
	Auroch
	Hollow World Boxed Set

	17 
	Baluchitherium
	HWR1 Sons of Azca

	18 
	Bat, Zargosian
	HWR3 The Milenian Empire

	19 
	Beetle, Spitting
	Quest for the Silver Sword

	20 
	Bison, Giant
	Hollow World Boxed Set

	21 
	Boneless
	GAZ13 The Shadow Elves

	22 
	Bounder
	Hollow World Boxed Set

	23 
	Brownie
	PC1 Tall Tales of the Wee Folk

	24 
	Camarilla
	DA3 City of the Gods

	25 
	Cestian Gobbler
	Champions of Mystara

	26 
	Chimer
	HWR2 Kingdom of Nithia

	27 
	Choker
	GAZ6 The Dwarves of Rockhome

	28 
	Coin-Sith
	PC1 Tall Tales of the Wee Folk

	29 
	Coltpixy
	PC1 Tall Tales of the Wee Folk

	30 
	Cyborg
	DA3 City of the Gods

	31 
	Darksnap
	GAZ13 The Shadow Elves

	32 
	Deep Glaurant
	GAZ8 The Five Shires

	33 
	Dimetrodon
	X1 The Isle of Dread

	34 
	Dragon, Night
	Champions of Mystara

	35 
	Dream-Hunter
	HWR2 Kingdom of Nithia

	36 
	Dusker
	M5 Talons of Night

	37 
	Eater of Magic
	CM8 The Endless Stair

	38 
	Elf, Shadow
	GAZ5 The Elves of Alfheim

	39 
	Elven War Horse
	GAZ5 The Elves of Alfheim

	40 
	Faenare
	PC2 Top Ballista

	41 
	Faun
	PC1 Tall Tales of the Wee Folk

	42 
	Feathered Serpent
	HWA2 Nightrage

	43 
	Feywing
	GAZ8 The Five Shires

	44 
	Flapsail
	Hollow World Boxed Set

	45 
	Flying Viper
	Hollow World Boxed Set

	46 
	Frog Folk
	DA2 Temple of the Frog

	47 
	Golem, Armor
	Quest for the Silver Sword

	48 
	Golem, Ice
	Quest for the Silver Sword

	49 
	Grazer
	DA3 City of the Gods

	50 
	Great Annelid, Large
	HWA2 Nightrage

	51 
	Great Annelid, Small
	HWA1 Nightwail

	52 2
	Guardian Hand
	CM8 The Endless Stair

	53 
	Hound, Amorian
	HWR3 The Milenian Empire

	54 
	Hyenodon
	HWR1 Sons of Azca

	55 
	Ichthyosaurus
	Hollow World Boxed Set

	56 
	Imp, Blue
	GAZ3 The Principalities of Glantri

	57 
	Imp, Red
	GAZ3 The Principalities of Glantri

	58 
	Jellyfish, Agrisian
	HWR3 The Milenian Empire

	59 
	Killer Frog
	DA2 Temple of the Frog

	60 
	Kubitt Riding Animal
	Hollow World Boxed Set

	61 
	Lake Klintest Monster
	GAZ6 The Dwarves of Rockhome

	62 
	Leprechaun
	PC1 Tall Tales of the Wee Folk

	63 
	Lizard, Rockhome
	GAZ6 The Dwarves of Rockhome

	64 
	Lizard, Thumper
	Hollow World Boxed Set

	65 
	Mammoth, Wooly
	Hollow World Boxed Set

	66 
	Manikin
	GAZ3 The Principalities of Glantri

	67 
	Megalith
	Immortals Gold Box

	68 
	Moan Bird
	HWR1 Sons of Azca

	69 
	Moonflower
	PC4 Night Howlers

	70 
	Mugumba Mud-Dwellers
	Champions of Mystara

	71 
	Nightgleet
	GAZ8 The Five Shires

	72 
	Nipper
	Immortals Gold Box

	73 
	Nosferatu
	GAZ1 The Grand Duchy of Karameikos

	74 
	Nothosaurus
	HWR1 Sons of Azca

	75 
	Pachycephalosaurus
	Hollow World Boxed Set

	76 
	Phobosuchus
	Hollow World Boxed Set

	77 
	Pisanosaurus
	Hollow World Boxed Set

	78 
	Pony, Krugel
	Hollow World Boxed Set

	79 
	Pooka
	PC1 Tall Tales of the Wee Folk

	80 
	Protean
	Immortals Gold Box

	81 1
	Prying Eyes
	CM8 The Endless Stair

	82 
	Pteranodon, Giant
	Hollow World Boxed Set

	83 
	Ratling
	Quest for the Silver Sword

	84 
	Refractor
	HWR2 Kingdom of Nithia

	85 
	Reindeer, Giant
	Hollow World Boxed Set

	86 
	Repeater
	Immortals Gold Box

	87 
	Robot, Dbot
	DA3 City of the Gods

	88 
	Robot, Ebot
	DA3 City of the Gods

	89 
	Robot, Sbot
	DA3 City of the Gods

	90 
	Robot, Ubot
	DA3 City of the Gods

	91 
	Rockfang
	GAZ8 The Five Shires

	92 
	Sand Folk
	DA3 City of the Gods

	93 
	Sand-Star
	HWR2 Kingdom of Nithia

	94 
	Seergar
	GAZ8 The Five Shires

	95 
	Shaggy Auroch
	HWR3 The Milenian Empire

	96 
	Sidhe
	PC1 Tall Tales of the Wee Folk

	97 
	Silk-Spider
	Dawn of the Emperors

	98 
	Skinwing
	GAZ13 The Shadow Elves

	99 
	Skullwraith
	CM8 The Endless Stair

	100 
	Sky Wyrm
	Champions of Mystara

	101 
	Somnastis Plant
	Hollow World Boxed Set

	102 
	Soo
	Immortals Gold Box

	103 
	Spider, White Widow
	Quest for the Silver Sword

	104 
	Spirit Lord
	GAZ12 The Golden Khan of Ethengar

	105 
	Spirit, Evil
	GAZ12 The Golden Khan of Ethengar

	106 
	Spirit, Nature
	GAZ12 The Golden Khan of Ethengar

	107 
	Stegosaurus
	Hollow World Boxed Set

	108 
	Sun-Wight
	Hollow World Boxed Set

	109 
	Tanystropheus
	HWR1 Sons of Azca

	110 
	Tepictoton
	HWR1 Sons of Azca

	111 
	Tonal
	Immortals Gold Box

	112 
	Trachodon
	X1 The Isle of Dread

	113 
	Tzitzimitl
	HWR1 Sons of Azca

	114 
	Werejaguar
	HWR1 Sons of Azca

	115 
	Were-Sabretooth
	Hollow World Boxed Set

	116 
	Wolf, Arctic
	Hollow World Boxed Set

	117 
	Wolfsbane
	PC4 Night Howlers

	118 
	Wychlamp
	GAZ8 The Five Shires

	119 
	Zargosian Changeling
	HWR3 The Milenian Empire

	120 
	Zombie, Frost
	Hollow World Boxed Set

	121 
	Zzonga-Bush
	Dawn of the Emperors



