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Welcome to Creature Collection I1: Dark Me-
nagerie! Justafew words before you dive into the nest
of fiends thar follows. First, for those of you who
missed Creature Collection and Relics & Rituals,
you should know that the creatures that follow were
designed for use in any fantasy campaign setting. Part
of their description shows you how the creatures
specifically relate to Sword & Sorcery Studio’s Scarred
Lands setting, and you can use as much or as little of
that information in your own campaign as vou like.

Second, let us invite you to visit
www.swordsorcery.com. Here's why:

1. Free source material on the Scarred Lands
setting, including a downloadable color map of the
Ghelspad continent.

2. Free 24/7, on-line roleplaying. Join the ongo-
ingchronicle setin the Scarred Lands city of Fangsfall.

3. Forums. Ask questions of the Sword & Sorcery
Studio designers, and let us know what you think of
the books.

R O SRR T e B e L

4. Product schedules and previews of all the
books coming from Sword & Sorcery Studios.

5. Open Writer Calls inviting you to contribute
to Sword & Sorcery Studio projects.

Finally, we're having great fun producing and
publishing our line of 3rd edition compatible books
and Scarred Lands campaign setting books. We'd
really like to thank all the fans who have jumped on
board early and given their support to the Scarred
Lands through DM’ing the on-line Fangsfall cam-
paign, starting up websites, and just badgering us to
get these books produced faster!

We'dalsolike rothank some folks at Wizardsof the
Coast, including Ryan “Hard Eight” Dancey, Cindi
“Roswell” Rice and Keith “The most powerful one-
armed man in gaming” Strohm, who have had the
bravery to make the Open Game License a reality. It's
more fun to grow the pice than fight over slices.

And finally, thanks to all the writers who have
responded to our Open Writer Calls and contributed
their own creativity to the Scarred Lands. Keep it
coming, folks!

Enjoy!

The Producers, Developers and Editors at

Sword & Sorcery Studios
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Abyssal Lamprey

Small Outsider (Chaotic, Evil)

Hit Dice: 3d8 (13 hp)

Initiative: +1 (Dex)

Speed: 5 ft., swim 40 ft.

AC: I7 (+1 size, +5 natural, +1 Dex)
Attacks: Bite +4 melee

Damage: Bite 1d3

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

Special Attacks: Improved grab, spell-like abilities
Special Qualities: Damage reduction 5/silver. SR 5, poi-
son immunity, fire resistance 20

Saves: Fort +3, Ref +4, Will +5

Abilities: Str10,Dex13,Con 1, Int 17, Wis 15, Chal5

Skills: Concentration +5, Hide +3, Listen +4,
Knowledge (Blood Sea) +5. Spot +5

Feats: Toughness

Climate/Terrain: Any aquatic

Organization: Solitary

Challenge Rating: 4

Treasure: None

Alignment: Always chaotic evil

Advancement Range: 4-6HD (Small): 7-12HD (Medium-size)

Description

On the Blood Sea, tales abound of ferocious beasts
— normal sea creatures changed into ferocious killers
with deadly magical abilities. Many have speculated on
the cause of these creatures’ appearance hostile
spellcasters, a plot by the brine hags, the mutartive
qualities of the Blood Sea, and other theories are all
popular. Whatever the truth of these other theories,
one real source of the beasts is the demonic creatures
known as abyssal lampreys.

Abyssal lampreys are spawned in a particularly
dark river in the Abyss. Attracted by the evil and
corruption of the Blood Sea, these creatures often
accompany summeoned demons or slip into the Scarred
Lands through planar rifts. Once in the Blood Sea, a
lamprey immediately finds a host and uses its abilities to
enhance the host. The enhanced host is then set to
work, spreading destruction and terror throughout its
range, allowing the lamprey to feed from both its meals
and the fear that it creates. Abyssal lampreys frequently
jump from host to host, which makes them very diffi-
cult to catch.

The lamprey drives all of its host creatures to acts
of unnatural ferocity and violence. Intelligent prey is
favored, as the lamprey gains sustenance from the fear
that the host creates. Dominated sharks attack lone
fishermen and bathers. Giant squid assault shipsand try
to drag them down, then devour the survivors. Whales
ram large vessels or smash small ones to kindling with
their tails. All of these creatures attack with suicidal
ferocity, driven on by the lamprey, which can simply
detach and swim away if its host is killed.

Combat
The abyssal lamprey avoids sentient hosts, attack-
ing only animals directly. Once attached to a hose, the

lamprey can then use its magical abilities to take
control and force the creature ro attack other (usually
sentient) creatures. [fitis attacked when it has no host,
the abyssal lamprey will do everything in its power to
flee, including using its transmutation abilities.

Improved Grab (Ex): To use this ability, the
abyssal lamprey must hit witch its bite. Once success-
ful, the abyssal lamprey can use dominate animal to
control an animal victim. It can also use its other
spell-like abilities on the host animal, as described
below. The abyssal lamprey will not knowingly use
this ability against intelligent opponents.

Spell-Like Abilities: At will — Dominate ani-
mal; 3{day — alter self, barkskin, bull's strength, cat's
grace, darkvision, endurance, enlavge, expeditious re-
treat, magic fang and shocking grasp; 1/day — blink,
greater magic fang, poison and haste.

Barkskin, dominate animal, poison, magic fang and
areater magic fang are as the spell cast by a 15th-level
druid (save DC 12 + spell level). The rest of the abilities
areas the spell cast by an 8th-level sorcerer (save DC 12
+spelllevel). The abyssal lamprey'sabilities affectitself
and its host. The host does not receive a saving throw
to avoid the affects of these spell-like abilities. These
abilities trear the lamprey and host animal as one
creature. For example, if the lamprey activates shocking
avasp, its host can attack ro discharge the spell. Simi-
larly, if an ability such as barkskin is activared, it affects
both the lamprey and its host. When the lamprey is
separated from the host animal, all spell-like effects are
likewise removed from that animal, but remain with
lamprey. If the lamprey reattaches, it must reactivate
these abilities for them to affect the animal.

R, W TP Sl |\ S, o T SN S T
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of what they have become, these creatures are mindless

Ade Shamb_ler killers, and the fact rthat they often travel in packs

Hit Dice:
Initiative:
Speed:

AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:
Special Qualities:
Saves:

Abilities:
Climate/Terrain:
Organization:
Challenge Rating:
Treasure:
Alignment:

Advancement Range: 3-6 HD (Large)

Description

The acid shambler is one of many horrors
spawned in the aftermath of the Divine War, as the
wild energies released by the titans’ defear and im-
prisonment warped living — and unliving — martrer
in their vicinity and gave rise to whole new races
of loathsome monsters. The shamblers
are corpses brought back to horrific,
agonizing life by a strange transfor-
mation of their blood. The thick
reddish-black ichor thar surges
through their dead veins both
animates and deteriorates them,
eating them from the inside
out due to its highly acidic
properties. Since adventurers
often encounter shamblers in
the vicinity of a bane cloud
(q.v.), some scholars believe that
shamblers are the unfortunate vic-
tims of the deadly elemental’s
poisonous vapors. No one can say
for certain, however, if shamblers
are animated intentionally or as a
terrible side effect of the cloud’s

powers.

Because of the acid shamblers’
transformation, their limited ex-
istence generally lasts
only a number of days
before theacid destroysthem. Dur-
ingthattime, they lashout, without
hesitation or desire for survival, at
living creatures they encounter.
Driven by painand hatred

makes them exceedingly dangerous to unprepared or
ill-equipped opponents. Even well-armed soldiers have

Medium-Size Undead

chIIZ (7he) fallen, as the shamblers’ corrosive blood eatsaway at the
30 ft. toughest swords and armor with frightening speed.

10

2 claws +2 melee Comb at

Claws 1d4+1 Acid shamblers attack living beings regardless of
5 ft. by 5 ft./5 ft. size, tearing at them with their hands and teeth and
Acidic blood, acidic vomit dissolving them with the ichor that coats their bodies.
Immunities, undead They have no concept of tactics or any sense of self-
Fort +0, Ref +0, Will +0 preservation. The creatures rush en masse at any
Str 12, Dex 10, Con—, Int 6, Wis 4, Cha 15 potential victim and flail at icuncil it is overwhelmed or
Any land and underground they themselves are destroyed.

Solitary, pack (2-5) Acid shamblers are often encountered in the same
:\ione area as a bane cloud, and the poisonous cloud is sometimes

Al rditral e drawn l.‘u the sounds f}i:n.hlm? struggle, \mfting among the
combartants and adding its strength to the bartle.

Acidic Blood (Ex): The acid shambler’s blood has
been transformed into a thick, highly corrosive ichor
that seeps from open wounds in the zombic's skin and
coats much of its body. When an acid shambler makes a
successful melee attack, the victim must make a Reflex

save (DC 11) or receive an additional 1d6

points of acid damage. Furthermore, any

non-magical weapons or tools with a

hardness of 10 or less that strike an acid

shambler receive 1d4 points of damage
with cach successful hit.

Acidic Vomit (Ex): Once per
day, the acid shambler may vomit
forthastreamofacidasperthespell
acid spittle as cast by a Znd-level

SOTCerer.

Immunities (Ex): Acid
shamblers are immune to all acid
and fire attacks.

Undead: Immune to poison,
sleep, paralysis, stunning, death or
necromantic magic (thatdoesn’t spe-
cifically affect undead per the spell’s
dl.?.\k:l‘i]\l ion) and disease.
- Not subject to critical
hits, subdual damage,
ability damage, encrgy
drain or death from
massive damage

trauma. Immune toany
effect which calls for a Forti-
tude save to resist unless the effect
specifically affects objects. Not
affecred by artacks or spells of
mind-affectingnature (for
example enamoring or
charming spells).
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Arcane Devourer

Medium-Size Outsider (Evil)

Hit Dice: 6d8+12 (37 hp)

Initiative: +0

Speed: 30 ft.

AC: 18 (+8 natural)

Attacks: 2 claws +10 melee, bite +8 melee

: Claw 1d6+4, bite 2d4+2

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

Special Attacks: Spell-like abilities, drain magic

Special Qualities: Damage reduction 10/+1, SR 15,
darkvision 60 ft.,immunities, planeshift,
skills

Saves: Fort +7. Ref +5, Will +5

Abilities: ISérl‘?,Dexll.ConIS,Int].’),Wis?O, Cha

Skills: Concentration +18, Hide +6, Knowledge
(arcane) +18, Listen +8, Move Silently
+0, Spellcraft +18, Spot +7

Feats: Multiattack. Power Attack

Climate/Terrain: Any land and underground

Organization: Solitary. brood (2-5). band (6-14)
Challenge Rating: 5
Treasure: None

Always neutral evil

Alignment:
Advancement Range:  7-7HD (Medium-size): 10-18HD (Large)
Description

The arcane devourers are scavengers of larent
arcane energy who were created by Mesos to collect
and return the errant arcane energy that flowed from
the titan. Despite Mesos’s death, the arcane devourers
continue their task of searching out arcane energies,
devouring them and storing them within their own
badies. They travel the astral and physical plane
searching out such energies, and they are attracted
to sorcerers, wizards and magical items that store it.

Arcane devourers are tall, loathsome humanoids.
Their long arms and fingers end in deadly talons, but they
have no mouths and are assumed to feed only on the arcane
energies they absorb from any source they touch. They carry
large erystalline cysts on their backs, which glow with
magical power and flash with blinding light whenever a
devourer absorhs arcane energy.

Scholarsat Darakeene's Phylacteric Vaule who
plumb the astral depths  have reported seeing
hordes of devourers constructing giant
crystallinestructuresintheastral realm.
They hypothesize that the devourers
encountered in the Scarred Lands
are but the workers collectingen- <%
erey to take back to these
crystalline hives. The devourers
presumably desire to concentrate
enough arcane energy, enough of
Mesas" very essence, to restore their
sundered creator.

Combat iy

Arcanedevourers will detece magic
before combat, and focus on the foe
bearing the most magic oronarcane 2
spellcastersifsuch can be idlentified.

They are intelligent creatures, and they will use their plane
shiftability toretreat fromahopelessbattle, drainingasmuch
magic as they can before doing so.

The erystalline cyst on the back of an arcane devourer
can be used as material components for many magic items
suchasioin stones, and it is worth 500 gp. Sorcerers may also
sharter the crystal of a dead devourer to try to absorb the
magic contained therein, A shattered crystal will restore
used spell slots to the sorcerer up to a total number of spell
levels equal to half the arcane devourer’s HID. Lowest level
spell slots are restored first; partial levels are ignored. For
example, a sorceress shatters the crystal of a 6 HD arcane
devourer and absorbs its magic successtully. She restores 2
Ist-levelspellslotsshe hadused, but the 3l spell level (6 HD
halvedis 3 otal spell levels regained) is ignored since she has
nomoreavailable Lst-level spellslotsand the one remaining
spelllevel will not restore a 2nd-level spell. Upon shattering
the crystal, the sorcerer must pass a Fortitude save (DC 10+
half the devourer's HD), otherwise the sorcerer is blinded
anddeafened by thereleased energy. Regardlessof the saving
throw, the sorcerer is stunned for 1d4 rounds.

Spell-like abilities: Av will — detect magic, dispel
magic, identify, see invisibility as cast by a 6th-level sorcerer
(save DC 10 + spell level).

Drain Magic (Su): Anarcane devourer who makes
two successful claw attacks in the same round on an
opponent can drain magic as a free action. If the victim
isaspellcaster, then he isdrained of 1d3 of hismemorized
spells (if a wizard) or 1d3 of his unused spell slots (if a
sorcerer), beginning with the highest level spells and
moving down. Determine randomly which spells of a
given level are drained. The spellcaster is unable to
prepare or cast replacement spells for 1d4 days.

Ifthe spellcaster has no memorized spells, or the victim
isnotaspellcaster, thenall spells or magical effects upon the
victim (e.g. stoneskin or commanding presence) are drained
instead as if the arcane devourer had succeeded at
casting dispel magic on them.

If the victim has no spells to
drain, nor spell effects to drain, then

any magic items worn or held by
2 the victim are effected next. See
core ruleboolk | page 150 for the
N orderinwhich magic items are
> 'f\_ affected by the drain attack.
Such items are affected as
though the arcane devourer
" had cast Mord's disjunction on
i them (Will save DC 13).
Anytime a devourer
7™ drains arcane energies, the
7 web-like veins on the surface
/ of the devourer’s skin glow and
the crystalline cyst on its back
flashes with light. Treat the effects of
this light as the spell flash.
\ Yok Plane Shift (Su): This abil-
\(:5:- ity affects only the arcane
\ devourer. It is otherwise similar to
the spell of the same name.
e/ Immunities (Ex): Arcane de-
vourers are immune to poison, cold,
sleep and effects dealing with exhaustion, hunger,
asphyxiation or drowning.
Skills: Arcane devourers receive a +8 racial
bonus to Concentration, Spelleraft and Knowledge
(arcane) checks.

23
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rogether to ambush the titan under the direction of
the gods. Even the symbiotes, creations of Mesos

Arcane Symbiote

Diminutive Aberration himself, felt the cause was just — some out of loyalry
H'_tp“fe-' 4d8 (18 hp) to their hosts and some out of revenge for being
Initiative: -3 (Dex) abandoned by the Titan.
Speed: 1ft. = :

AC 18 (+8 size) Many of the archmages did not survive the
. + y e
Abbacks: Bite.ch melse battle, although some few of their arcane symbiotes
0 Bite | did. Now these creatures can be found, albeit rarely,

o : without a host, or more commonly attached to a
Face/Reach: 0 ft ¥
A ; e howerful magical creature or arcane caster. Some
Special Attacks: Spell-like abilities g t I o I & X §
Special Qualities: SR 8, fast healing I, symbiotic relation- aging \\’lz'ards have been known to pass symbiotes
ship, telepathy down to favored apprentices.
Saves: Fort +1, Ref -2. Will +4
Abilities: Str I, Dex 4. Con 10, Int 15, Wis 11, Cha  COMbat
) ” I ) e Relatively useless in combat, the arcane sym-
Skills: re"::ati;;? (g"sLtis‘:';lr):)' (I)'I‘ge;ﬁ’r L’;:”g Di- biote relies on its host to provide it protection and
*0, +0, il i i
i Masiiniize Sbel Quick::n Spell. Spell mobility. Instead, it enhances its host through the use
L Mastery peS Py of its magic and special abilities. Normally hidden
i Aoy eneath the robes or armor of the host, it is exceed-
Climate/Terrain: Any land b ‘i_ the rol f the host, it d
Organization: Solitary ingly difficult to spot and more so to hit during
Challenge Rating: 1 or adds +1 to host’s CR combat, even when an opponent knows its location.
Treasure: None Therefore, it attempts to remain hidden while pro-
Alignment: Usually neutral viding its host the use of its powers and abilities.
Advancement Range: None Spell-like Abilities: All arcane symbiotes can
— draw upon mystical energies similar to that of a
D eSCf]p‘] on sorcerer. Although theyare able to cast spells asa 4th-

Many of the Scarred Lands' more ambitious
mages seek out the arcane symbiote and allow the
creature to attach itself to them. The resulting sym-
biotic relationship between arcane caster and
titanspawn aberration makes each more powerful.

These small creatures were created by the titan
Mesos ages ago in one of the titan of magic’s attempts
to join beings of magic with those of flesh. Mesos
discarded many of the attempted creations, bursome
of these entities survived even after their creator
shunned them. Little more than castoff shellsand bits
of dried out flesh from the initial creations, these
creatures contained a spark of magic and clung to life
out of sheer will. Unable to influence others or act
under their own abilities, they eventually formed a
symbiotic relationship with any magical being rhat
came across them. In exchange for joining with a host
creature, these arcane symbiotes offered to enhance
their hosts' arcane abilities. Some declined such a
union; others accepted, thereby allowing the arcane
symbiotes to enter the world and begin to influence
it. With time, many of the symbiotes came o find
placesamong the mightiest mages and magical beings
in the world of Scarn. In exchange for their abilities,
both the host and the symbiote prospered.

Then the Titanswar erupted. The gods under-
stood thatany attempt to wrestle control of the world
from the titans’ grasp lay in the destruction of the
titan Mesos. To achieve that goal, the gods sum-
moned their greatest followers. The mightiest of
archmages, many of which possessed symbiores, joined
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level sorcerer, they may only cast a single spell from
cach level once perday. Each symbiote knows several
spells (equal to asorcerer of 4th level). The symbiote
casts these spells asif it were using the Silent and Still
meta-magic feats.

Symbiotic Relationship (Ex): Adventurers en-
counter the arcane symbiote by itself only rarely. It is
usually foundattached toamagical creature orarcane
spelleaster. The symbiote physically attaches to the
host rather like a large tick, with the symbiote attach-
ing into a nerve trunk of its host. The five-minute
actachment process is not pleasant for the host, and
it causes | point of temporary Constitution damage
and excruciating pain. However, the symbiote is
essentially incapable of attaching to an unwilling
host unless the host is comarose or paralyzed.

Hosts that take on the symbiote get access to
some of the symbiote’s abilities in exchange for feed-
ing the symbiote both physically from the host’s body
and also from the arcane energies in the host. The
host loses one spell slot from each spell level that the
host is capable of casting, except the host’s highest
spell level. Wizards are unable to prepare these spells,
and sorcerers are unable to cast them. Magical crea-
wures either lose spellsor lose spell-like abilities (GM's
decision). In exchange, the symbiote allows the host
to utilize its feats as if they were the caster’s own
abilities, and the symbiote will generally use its own
spell-like ability to aid the caster. This action can
create an event, which will appear to observers as
though the host is evoking two spells virtually simul-



CREATURE COLLECTION I1: DARKE MENAGERIE
B W S, el S, P 2 IR W

Combat

tancously — one from herself and one from the

unseen symbiote. Additionally, the host benefits
from the symbiote’s spell resistance.

While attached to a host, the symbiote must use
the host’s Reflex saves as its own, but it uses its own
Fortitude and Will saves where appropriate.

If a symbiote dies while attached to a host or is
forcibly removed, the host takes 1d6 points of damage
plus 2d12 additional points of subdual damage. The
symbiote may remove itself voluntarily over the course
of aday while its host rests without causing damage to
the host.

Spell Resistance (Ex): Although both the sym-
biote and its host benefit from the symbiote’s spell
resistance, this quality sometimes interferes with the
host's ability to cast spells. To determine if his own
spell or spell-like ability works, the host must make a
resistance check (1d20 + caster level) against the
symbiote’s spell resistance. If the result is equal to or
greater than the symbiote’s spell resistance the spell
is cast normally. Otherwise, the symbiote’s resistance
interferes and the spell diffuses without effect.

Telepathy (Su): Arcanc sym-
biotes do not speak, but they may
communicate telepathically with
anysentient creature within 30 feet.
In addition, due to the symbiotic
nature of the pairing, the symbiote
knowsexactly what the hostis think-
ing and hearing at any given
moment. Although it is unable to
speak, the symbiote may utilize its
link with the host to make its
thoughts and observations known.
Therefore, if it notices something
that the host overlooks (using its
Listen check, for example), it may
project this information into the
host's consciousness.

Arcane Parasite

The arcane parasite was once
an arcane symbiote thar has since
been corrupted during the battle of
the gods against the titan Mesos. It
was during this battle that the
archmages who served as hosts to a
symbiote could feel the bonds that
tied them together being pulled and
distorted by the presence of Mesos.
In an attempt to stave off his defeat,
the titan turned some of the sym-
biotes against their hosts, thus
creating the arcane parasites.

Forall intents and purposes, an arcane parasite is
similar to the arcane symbiote except as noted here.
The parasite is usually neutral evil, it possesses a spell
resistance of 20, and it consumes 1d4 spells per spell
level from its hosts instead of one per level.

In order for the host to rid itself of the parasite,
the parasite must be charmed or otherwise convinced
to detach itself. However, the telepathic link be-
tween host and parasite prevents the host himself
from effectively charming and then convincing the
parasite to detach. Removing the parasite forcibly
will kill che host. Killing the parasite while actached
will also slay its hostunless the host makes a Fortitude
save (DC 12).

Finally, the parasite will atcempt to control its host
whenever it senses that the host is plotting to kill or
remove it. The host must succeed ar a Will save (DC
12) toresistthe controlattempt. A controlled host may
make a new Will save each day to break the control.
The parasite can attempt control only once per day.
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Arch Lurker

Large (Long) Aberration
Hit Dice: 10d8+20 (65 hp)
Initiative: +7 (+3 Dex, +4 Improved Initiative)
Speed: 30 ft., climb 30 ft.
AC: 17 (-1 size, +3 Dex. +5 natural)
Attacks: 2 hooks +13/+8 melee. 2 tentacles +8/
+3 melee. bite +8/+3 melee
Damage: Hook 2d6+7, tentacle |d6+3, bite 2d8+3
Face/Reach: 5 ft. by 10 ft./5 ft.

Special Attacks: Improved grab
Special Qualities: Elastic skin, camouflage, darkvision 60°

Saves: Fort +5, Ref +6, Will +8

Abilities: Str 25, Dex 17, Con 14, Int 12, Wis 12,
Cha ¢

Skills: Balance +3,Hide +7, Jump +7, Listen +l,
Move Silently +3, Spot +1

Feats: Combat Reflexes, Improved Initiative,

Power Attack
Climate/Terrain: Any land

Organization: Solitary

Challenge Rating: 5

Treasure: Standard

Alignment: Usually chaotic evil

Advancement Range: 11-20 HD (Large); 21-30 HD (Huge)
Description

An arch lurker has a spider-like body with four
tentacles radiating from its central mass. Two tentacles
are used to grab and draw prey to the creature’s fanged
mouth, while the other two end in long bone hooks. The
creature walks on four clawed legs thar retract into its
body when the monstrosity stalks prey or climbs.

Created by Gaurak the Glutton to do his bidding,
the arch lurkers' ravenous appetite nearly rivaled chac
of their creator, and the beasts consumed the morsels
they captured rather than deliver them to their master.
Angered when his minions failed to follow his simplest
orders to bring him sustenance, Gaurak abandoned his
spawn in favor of more obedient, less voracious servants
(if one can even imagine that some of the Glutton
creation's are even more ravenous than others).

These titanspawn were first loosed upon the coun-
tryside of Ghelspad to attack whomever or whatever they
encountered, whether adherents of the gods or even the
creations of other titans. The highly adaptive arch lurkers
did not die out once condemned, however. Theyfollowed
their prey into the cities that were rebuilt after the
Titanswar, crafting nests high above the heads of citizens,
taking refuge in high towers or in the nooks and crannies
of rooftops.

The spawn come out at night, when they can blend
into the shadows and snatch the unwary from streets,
taverns, inns or even their own homes. Most victims
never even know what has seized them, as the crearure
strikes without warning and kills just as quickly. Remains
are hidden with some care, as the lurker does not wish to
give away any clues regarding it or its lair.

Mothers often scare their children with horrible
stories of these predators, describing them as hideous
bogeymen lurkingabove doorways, ready tosnacch vouths
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away when they enter strange buildings or rooms into
which they're not supposed to go. Pity that these child-
hood nightmares are dismissed when citizens grow older.
Later in life, disappearances of children or adults are
attributed to the evils of man or spirit rather than to real-
life fairy tales.

Combat

Anarch lurker attacks from ambush, snatching up
people, animals and anything else living. The creature
anchors itself from high ceilings or eves using its hooks,
lowers its body with its tentacles until closer to floors,
streets and prey and then waits. Its color changes to
match its roost, making it look like an odd gargoyle or
ormament carved on a wall. An arch lurker artacks by
using its tentacles to grab lone vicrims
when they emerge from an opening
beneath it, then pulls itself and its
victims to a rooftop, where it can un-
hook its bone claws and attack from
its perch. The creature fights with
its clawed tentacles to weaken
its prey, then draws an in-
tended meal to its mouth.

Improved Grab (Ex): To
use this capability, an arch lurker
must successfully strike (do even
one point of damage to) a Me-
dium-sizeorsmalleropponentwith
a tentacle attack. The monster
thenpullsitvictim to the rooftops.
Anarch lurker can lift 400 pounds
of additional weight. A Strength
check (DC 22) is required to
break a lurker’s grip (and
even then, a liberated
target may fall from
a considerable
height).

Elastic
Skin (Ex):
An arch
lurker's
skin is rub-
bery, granting it
a +5 natural armor
class bonus.

Camouflage (Ex): An
arch lurker can change
the pigment of its body
to blend into a hiding
place. Itappears as
acarvedorcrafted
decoration to
those whodon't
look closely
(Spot check —
DC26). Anarch
lurker gains a +5 ra-
cial bonus to Hide checks
(incorporated under Skills, J
above) due to the adaptation :
of its skin.
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Assassin’s Bane

Small Magical Beast
Hit Dice: 1d10 (4 hp)
Initiative: +7 (+3 Dexterity, +4 Improved Initia-
tive)
Speed: 40 ft.
AC: 16 (+1 size, +3 Dexterity. +2 natural)
Attacks: Bite +0 melee
Damage: Bite 1d4-2
Face/Reach: 5 Ft. by 5 ft./5 fe.
Special Qualities: Detect poison, immunities
Saves: Fort +2, Ref +5, Will +0
Abilities: 2tr 6,Dex 17.Con 1, Int 5, Wis 10, Cha
Skills: Move Silently +5. Spot +5
Feats: Improved Initiative
Climate/Terrain: Warm plains
Organization: Solitary, pack (2-8)
Challenge Rating: 2
Treasure: Standard
Alignment: Always neutral good
Advancement Range: 2-3 HD (Small)
Description

The assassin’s bane is a rodent common to the
Sweltering Plains, and it is considered a good-luck
symbol by the forest dwellers, who know that as long
as the animal is near, they have nothing to fear from
the venomous snakes or other reptiles thac kill many
hunters and farmers every year. The assassin’s bane
huntsand eats even the most poisonous reptiles alive,
and its saliva can even neutralize the poison in the
wounds of others, which makes these rodents highly
prized among the merchants of Shelzar and the
“nobles” in Fangsfall.

An assassin’s bane is similar to a common ferret
orweasel, with dark red fur and large, lambent yellow
eyes thatseem to glow in the light of afire. In the wild,
adults spend much of their time seeking snake meat
to feed their voracious appetite and to carry back to
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their young. The rodents have a very keen sense of
smell, and they track venomous reptiles by the scent
of their poison sacs. When an assassin’s bane smells
poison, it becomes extremely agitated, which is why
the animals are so popular in more sophisticated
societies where assassination is common. It is said
tharKing Virduk himself keeps aservant nearby atall
rimes with one of the animals in a gilded cage. Food
and drink are passed under the animals nose, and woe
unto the cook if the creature bares its teeth.
Anassassin’s bane ishighly intelligentand keenly
perceptive of its surroundings, and whatever instinct
it has toward killing poisonous creatures goes beyond
merely hunting for food. There are numerous ac-
counts of entire family groups coming to the aid of
travelers beset by venomous creatures, attacking the
monster fearlessly until it is driven off or dead, then
fading silently back into the forest. It is not uncom-
mon to find small ¢clay shrines at regular points along
forest paths, shaped in the form of an assassin’s bane,
with abowl setaside so that travelers can leave berries
or bits of fruit o stay in the rodents’ good graces.

Combat

The assassin’s bane is generally docile, even
playful, unlessits heightened senses pick up the scent
of poison. Then the creature becomes extremely
agitated, baring its teeth and chattering at the source
of the smell. If the source is a snake or other living
creature, the rodent will attack it without hesitation
whether it has a realistic chance of defeating its
opponent or not. [t will allow the snake or animal to
ger in a bite, usually receiving little or no damage
thanks to irs thick, loose hide, then digs its fangs into
its opponent’s throat.

Detect Poison (Su): The assassin’s bane can
smell poisons up to 30 feer away.

Immunities (Ex): The assassin's bane is immune
to all forms of poison, as well as paralysis and sleep
effects.
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: : Treasure: Double Standard
Athentia the Great Sphinx sl ot
Gargantuan Magical Beast Advancement Range: None
Hit Dice: 28d10+168 (322 hp) o
Initiative: +4 (Improved Initiative) Descr lphon
Speed: 60 ft, ﬂ_)’ 110 ft. (poor) Athentia the Great Sphinx is one of the most
AC: 2_2 (-4 size, +16 natural) feared, but also revered, creatures in the Scarred
Attacks: Bfte +35 melee, 2 claws +33 melee Lands. Sages, spellcrafters and the desperately curi-
g‘mﬁ‘:@ ggztzga';é* ;’:3‘;’5256*5 ous seek her out for her knowledge, but all fear the
ace, : - by 19T ice of learning such knowledge, for Athentia is
! price of learning such knowledge, for Athentia is
Special Attacks: Pmmmzc{&&spel,b Scommndnuncirse known to lay an enigmatic curse upon those who seek
Saves: Fort 424, Ref #10, Wil 324 her knowledge. Such victims are cursed to become
Abilities: Str 32, Dex 10, Con 23, Int 38, Wis 42, bi o S e
Cha 36 bizarre conundrums, petrified yet animate versions of
Skills: Alchemy +15, Animal Empathy +5. Ap- themselves, who must solve a riddle in order to
praise +25,Balance +12, Bluff +28, Climb restore themselves tolife. But t.hmic hungry forknowl-
+6, Concentration +30, Decipher Script edge will brave such a curse for the chance to draw
:2& Dg’hﬁ?’? *2;” ?athe" ];Fm'"i'g‘ upon Athentia’s seemingly boundless knowledge of
ion +5, Hide +3, Innuendo +17, ot ORI R T S Sy
Intimidete +24. Intit Direction +16; .sptflinmll m.l{._r,n. 1tltj'n c.nn;r}blfumn,‘l&acru}n hfatury cII?{:
Jump +20, Knowledge (aﬂ) +28, Listen ;_run;_rrnp_wm prescient advice on what the future wi
+22, Move Silently +11, Perform +17, bring. Down to the most minute details of any
Read Lips +10, Scry +29, Search +16, individual’s life, it seems that nothing is beyond her
S;‘f‘sg M"t“"r?*ia ﬁP"-“C"a HLJZ 7. gg"t ken and her divinarory magic.
Fostss ;Ie;tn:;? Ere’w I;ot?::escsom;;t*(\ast- Finding the great sphinx is often a quest in itself.
ing, Craft Wordrous I.tem, Empower She roams the entirety of the Scarred Lands’” warmer
Spell. Flyby Attack, Great Fortitude, regions, staying mostly to the plainsand hills, far from
Improved Initiative. LightningReflexes, the cities of civilized humanoids.
g"gltl'aéi:i‘é ;c‘:mfr Attack, Quicken Itis said thar Athentia has a thirst for knowledge
: : e of the Slarecians and will barter for their artifacts.
Climate/Terrain: Warm and temperate land e i beanisial ted ar the Garvn-of Sacle srel
Organization: Sotary (tigue) . lc. as x.u? sig llf.t. I:I}(..lt‘ t C;]t ..}}mm_u - uuf s .m;
Challenge Rating: 20 other temperate arcas where Slarecian ruins are found.

As Athentia finds arctic climes uncomfortable, she is
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known to make agreements with explorers to inves-
tigate the Slarecian ruins found in such climates or to
simply lay a geas upon someone to force them to
explore for her.

No one knows Athentia’s age, although tales of
her date back to over a thousand years before the
Divine War. No one is sure just how such a greac
beast, undoubredly crafted by the titans, survived the
Divine War. As the great sphinx does not involve
herself in the politics of mortals or gods, perhaps she
was left ro go about her way. Some few speculate that
she blackmailed a god into sparing her by making
conundrums of some of the god's favored mortals,
conundrums so enigmatic that even the god himself
could not solve them bur awaits Athentia to restore
them to life.

Combat

Athentia possess an intellect and wisdom far
beyond almost any other mortal creature. This men-
tal faculty combined with her frequent use of powerful
divinatory magic allows her to foresee violent con-
frontation developing in time to avoid them if she so
chooses. If she is engaged in combat, the smallest

", W S, il S, L TS, I W

clues let her know what array of powers and tactics
her opponents would have at their disposal, and she
acts accordingly. Most often, she simply hovers in
flight and use her spells and her conundrum curse to
ruin any who would violently oppose her. She does
not seek to slay her opponents, unless she has no
other viable alternatives.

Pounce (Ex): If Athentia leaps upon a foe dur-
ing the first round of combat, she can make a full
attack even if she has already taken a move action.

Rake (Ex): Against Large or bigger opponents,
Athentia can make an extra rake attack with her
hind claws. Attack =18, Damage 2d6+5

Spells: Athentiacastsspellsasa 1 2th-level druid
and a 20th-level sorceress.

Conundrum Curse (Sp): Athentia may pro-
nounce a curse on any living creature within 60 feet.
That curse transforms the target creature into a
conundrum version of itself unless it succeeds in a
Will saving throw (DC 37). If the curse is successful,
the new conundrum creature immediarely disas-
sembles into pieces. See the conundrum creature
template for more information.
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Bane Cloud

Medium-Size Elemental (Air)

Hit Dice: 4d8+4 (22 hp)

Initiative: +4 (Improved Initiative)

Speed: Fly 20 ft. (poor)

AC: 17 (+7 natural)

Attacks: Buffet +4 melee

Damage: Buffet 1d3+1

Face/Reach: 10 ft. by 10 /15 ft.

Special Attacks: Poison cloud

Special Qualities: Vulnerable to sunlight, immunities, el-
emental

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

Abilities: Str12,Dex11,Con 13, Int 7. Wis 15,Cha 7

Skills: Hide +8, Listen +5. Spot +5

Feats: Improved Initiative

Climate/Terrain: Any underground

Organization: Solitary

Challenge Rating: 4

Treasure: None

Alignment: Always chaotic evil

Advancement Range: 5-7 (Medium-size): 10-14 HD (Large)
Description

The bane cloud, first encountered on the battle-
fields of the Divine War, was first thought to be
nothing more than a byproduct of the decay of
certain species of malevolent titanspawn, deadly bur
nothing more than a localized hazard thar could be
avoided and would eventually disperse. In reality,
these clouds are formed by air clementals warped by
the wild energies of the titans, mixed with the poison-
ous gases of decaying titanspawn, to create a sentient
cloud of death. The malevolent energies thar create
these clouds turn the elementals into cruel killers,
existing only to fill the lungs of the living and to feed
upon their liquefying flesh.

A bane cloud first appears to be little more than
a low-hanging fog moving sluggishly over the earth.
Upon closer inspection, however, an astute observer
may notice that the cloud is a vivid greenish-yellow
color, and that it can move against the wind. Fortu-
nately, the toxins present in the cloud make it much
heavier than the surrounding air, limiting its speed
and allowing alert individuals a chance to escape
before it’s too late. Once swallowed in the cloud’s
poisonous gases, few living creatures are strong enough
1o escape.

Since scholars have begun recording instances of
bane cloud sightings, a connection has been made to
attacks by a new form of undead known as the acid
shambler. It is now believed that the shamblers are
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victims of the bane cloud that are somehow brought
back as undead monsters, though no one is certain
how or why this occurs. (see Acid Shambler, for more
information.)

Combat

Since the bane cloud is slow and highly vulner-
able to sunlight, the elemental prefers to linger inside
buildings or in the depths of caves or tunnels where
it can concentrate its poisons in asmall area. [t avoids
light sources whenever possible, preferring to flood
over its unaware victims and deliver a powerful dose
of incapacitating poison before they can react.

Poison Cloud (Ex): The bane cloud is capable of
filling a volume of 30 cubic feet with a highly poison-
ous cloud. Victims caught in the cloud must succeed
at a Fortitude save (DC 14) or suffer 1d6 hit points of
damage and lose 1d2 points of temporary Constitu-
tionand Dexterity perround of exposure. A successful
save still inflicts half damage.

Vulnerable to Sunlight (Ex): The bane cloud
suffers 1d4 points of damage per round thar it is
exposed to direct or reflected sunlight.

Immunities (Ex): The bane cloud is immune to
physical and acid-based attacks.

Elemental: Immune to poison, sleep, paralysis
and stunning. Not subject to critical hits or flanking.
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Bitter Tree

area. In addition, these corrupted ones defend the
bitter tree from assault, attacking any who threaten

Huge (Tall) Plant to destroy it and working to save it from forest fires
Hi_t D'°° 14d8+70 (133 hp) or other natural disasters.
Bciutres; =1 (Dex) Evil groups and individuals often tend bitter
i%?ed: 3(?(.-2 eeog T eal lrrcebsap[ings‘ ?md transport them to pCilt%eflll areas,
Attacks: Dbty e woping to disrupt trade and sctrlcnwrfr:a. A hlt.r.cr
Damage: Slom 2d6+9 t'Fcc’s truitbc-fm also be fermented intoan intoxicating
Face/Reach: 10 ft. by 5 ft. / 15 ft. l:quf)r which possesses the same corrupting power.
Special Attacks: Spells l?rutd cults of Mormo harvest the frmt.tn I)rf.:w such
Special Qualities: Charm, corruption, plant, half damage liquors and spread them through their regions, as

from piercing well as using the fruit and the distilled drink as part
Saves: Fort +14, Ref +3, Will +6 of their own rituals to willingly corrupt themselves.
Abilities: Str 29, Dex 8, Con 20, Int 12, Wis 15, Onseveral occasions, isolated villages have fallen

; Cha 17 under the sway of a bitter tree after the inhabitants,

Skills: L,ISte"] +6, Spelleraft +10, Concentra- driven by hunger, made a steady diet of the fruit or
Feats: :Ion+ 8 when the people were poisoned with bitter tree
Climate/Terrain: Aﬂ;eforest liquor. Ta.lcs still r::ircu.lm'e of small towns that lure
Organization: Solitary or grove (2-5) l'fil\’t{l(fl'b' into r.]wllr midst and .thcn murder them,
Challenge Rating: 10 offering up their lives to the bitter tree that holds
o aTa: Double stendard sway over the town.
Alignment: Always evil

Advancement Range: 15-20 HD (Gargantuan)

Description

Some say bitter trees are treants that were cor-
rupted when Mormo'ssevered heartspilled its tainted
blood through the Hornsaw Forest, while others

claim the infernal trees are a product
of Chardun’s hells since devils are
rumored to plant their seeds in the
forests of the Scarred Lands. What-
ever the source, once a bitter tree "3k« >
takes root, the surrounding floraand  “S7¢t =
fauna are doomed to its corruption. i

A bitter tree appears as a with- s, b
ered, twisted old tree bearing fruit '
that looks vaguely like human heacs
howling in pain. Bitter trees slowly cor-

7

rupt their environment,
blighting other plant life
near them until the bitter
tree becomes the only sourc
of edible material in the arca. The R
bitter tree’s fruit, while ghastly in appearance, is . ¥
quite succulent and sweet to the taste, but ulri- e
mately bitter to the soul.

Any creature that eats a bitter tree’s fruit
becomes enamored of the tree and slowly
transforms into an infernal creature. Over
time, the forest around a bitter tree be-
comes overrun with such
unfortunares. Once-
peaceful  creatures
become aggressively
violent, slaughtering
any who pass through the
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piece or drinking cach cup. Once a creature is

Combat

In battle, bitter trees rely on their magic and the
animals and other creatures they have corrupred o
defend themselves.

Spells: Bitter trees can cast spells as a ninth-
level sorcerer.

Charm (Su): Any creature that consumes more
than three picces of the bitter tree’s fruit, or more
than three cups of bitter tree liquor, in the space of
aweek must make a DC 20 Will save or fall under the
tree's influence as though charmed. This is a super-
natural magic cffect, not a poison.

If not in the presence of the tree, a charmed
victim begins to search it out. If in the presence of
the tree, the victim takes orders from the tree. If the
tree should be threatened by any source, such as a
natural disaster or direct assault, the charmed victim
defends the tree to the best of its ability, even giving
its life to ensure the tree lives.

Should a creature make the save but continue ro
consume fruit or liquor before a week elapses, it must
make another DC 20 Will save after eating each
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charmed, it remains charmed so long as it cats one
picce of fruit or drinks one cup per week. Should the
creature miss the fruit for a week, it is allowed a DC
20 Will save to break the charm. A dispel magic may
be cast against a DC of 20. A single bitter tree
produces enough fruit to keep a number of medium-
size creatures equal to twice its HD under its sway.

Corruption (Su): Any creature charmed by a
bitter tree for more than a month changes to evil
alignment if not evil already. This effect disappears
immediately if the creature frees itself from the bitter
tree’s charm, cither by avoiding the fruit or through
the use of a dispel magic. Paladins, clerics and others
may need to atone for such alignment changes.

Plant: lmpervious to critical hits. Not affected
by spells of mind-altering nature (for example enam-
oring or charming spells not specifically designed for
plants), paralysis, poison, sleep, polymorphing, and
stunning.

Half damage from piercing (Ex): Bitter trees
take half damage (minimum one point) from piercing
type weapons due to the tree’s anatomy.
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Blade Beast

Large Magical Beast
Hit Dice: 4d10+12 (34 hp)
Initiative: +1 (Dex)
Speed: 40 ft.
AC: 17 (-1 size. +1 Dex, +7 natural)
Attacks: Bite +7 melee, 2 claws +2 melee
Damage: Bite 1d8+4, claw 1d6+2
Face/Reach: 5 ft. by 10 Ft./5 ft.
Special Attacks: Project blade
Special Qualities: Absorb blade, bladed body
Saves: Fort +7, Ref +5. Will +1
Abilities: Str 18, Dex 12, Con 17, Int 6, Wis 10, Cha 8
Skills: Listen +7, Move Silently +5. Spot +6
Feats: Alertness
Climate/Terrain: Any plains, forest, hill or mountain
Organization: Brood (1-6)
Challenge Rating: 3
Treasure: 1d10randombladed weapons, 5% chance
of magic per weapon
Alignment: Usually neutral evil

Advancement Range: 5-¢ HD (Large); 10-12 HD (Huge)
Description

The blade beast is a quadruped creature vaguely
resembling a panther or other large feline. Upon close
inspection, however, the differences between the two
creatures become clear. The creature’s jet-black skin is
hard and rough like stone, and it is covered in a pattern
otfine cracks. A faintred glow, just like the one from the
creature’s sinister eyes, emerges from these cracks.
Some of the glowing cracks seem to form strange runes
and symbols on the beast’s hide.

The creature carns its name from its strange ability
toabsorb and integrate any form of bladed weapon into
itsown body. The blades can then be projected from the
creature’s hide like elongated metallic spines. It is
rightly feared by weaponsmiths in small hamlets whose
shops are sometimes raided by blade beasts in search of
swords and daggers.

Golthagga of the Forge created blade beasts some-
what whimsically. The titan found it perversely
amusing that his beasts could steal enemies’ weap-
ons, then turn those weapons against their
owners. Once a blade beast had stolen a
sufficient number of weapons, /
Golthagga directed his min- oS
ionstoslay the creature, then
gather up the absorbed 4
weapons. In this fashion, 4
Golthagga kept his ar-
mories full, and he was
also able to examine
many magical weapons,
learning the secrets of their
creation.

Combat

Blade beasts are ag-
gressive by nature, ancl
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they attack without provocation. If potential victims
carry swords openly, the beast will certainly attack if it
thinks it can win. Blade beasts are both brutish and
stupid, and they usually attack their prey without any
subtlety or tactics.

When a blade beast dies, its body splits open and
shatters, leaving the creature’s accumulated blades
intact amid the smoldering shards of its skin. Any blade
tharwas absorbed during the fight with the beast can be
found among them.

Absorb Blade (Su): The blade beast can absorb
bladed weapons into its body. Each time a sword or
similar weapon strikes the blade beast in battle, the
wielder must succeed at a Scrength check (DC 13) to
avoid having his weapon absorbed by the monster. An
absorbed weapon is lost, and it cannot be recovered
unless the blade beast is slain.

A given blade beast will have absorbed 1d10
weapons. Roll on table 8-12 in core rulebook 11 to
determine the weapons’ types. There is a 5% chance
that a given weapon will be magical. Determine magi-
cal weapons' properties using table 8-15 in core rulebook
11 or table 5-3 in Relics & Rituals.

Project Blade (Su): Instead of attackingnormally,
the blade beast may attack by projecting one of its
absorbed blades from its body in order to strike a foe.
Trear this attack as if the blade beast made a regular
attack with the weapon in question, using the creature’s
normal +7 melee bonus and +4 damage. The beast will
attack with any magical weapon or — if it has not
absorbed any — with the weapon thar inflicts the most
possible damage.

Bladed Body (Ex): In combat, the blade beast
slides the sharp tips of absorbed blades through the
cracks of its skin. Anyone who strikes the beast while it
is thus protected risks cutting himself on the beast’s
bladed body. When hitting the beast with a weapon
with arange increment of five feet or less, a 209% chance
exists that the attacker will suffer 1d2 points of damage.
Unarmed or grappling attacks that strike the beast deal
[d2 points of damage to the attacker automatically.
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Blood Barnacles

Fine Vermin Hazard

Description

The ichor and blood of Kadum poisoned the seas
them. This bane of Blood Sea merchants and sailors
boat or wharf. The presence of the barnacles

brings about a blood rage, making sailors or
dock workers go into berserk homicidal fury.

with a thousand new terrors, blood barnacles among

hecomes dangerous when it colonizes the botrom of a

CREATURE COLLECTION 11: DARKI MENAGERIE
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On the open sea, the crew of an afflicted vessel
usually wipes itself out, causing the ship to become a
derelict and possibly haunted by blood zombies (q.v.).
Woe betide the crew of any other ship that boards and

Combat

Blood barnacles are non-combative themselves,
vet some raint of Kadum allows them to invoke blood
rage in creatures near them. Sages are not sure how
they do this, but any sailor worth his salt can tell you
atale of these nasty parasites and the effects they have
on a crew. Some pirate crews hire on a cleric to
animate corpses, which then clean the botroms of
their ships, on a regular basis. Maintenance seems to
be the best preventative against these barnacles build-
ing up enough to invoke a blood rage.

Invoke Blood Rage (Su): The blooad barnacles
invoke blood rage twice a day at high tide. Anyone
within 30 feer of a patch (even through the ship's
hull) of at least 100 blood barnacles must make a Will
save versus a DC of 135, Those who fail to resist the
rage attack the closest personfereature for 2d6 min-
ures; enraged victims receive a +2 morale bonus ro
Strength and Constitution, a +1 morale bonus to
Will saves, and a -1 penalty to AC. Those not
affected are left defending themselves against their
berserk comrades.
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Blood Crone
Large Humanoid (Hag)

Hit Dice: 15d8+15 (82 hp)

Initiative: +6 (+2 Dex, +4 Improved Initiative)
Speed: 35 fe.

AC: 21 (-1size, +12 natural)

Attacks: 2 claws +14 melee

Damage: claw 2d6+4

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

Special Attacks: Domination, spells

Eyes of blood, damage reduction 20/+1,
fast healing 5, horrific countenance

Special Qualities:

Saves: Fort +8. Ref +7, Will +14

Abilities: Str 18. Dex 15, Con 13, Int 22, Wis 20,
Cha 21

Skills: Concentration +18, Listen +12, Move

Silently +12, Sery +16, Sense Motive
+12, Spellcraft +17. Spot +12

Feats: Improved Initiative. Great Fortitude,
Maximize Spell, Quicken Spell

Climate/Terrain: Any forest

Organization: Unique

Challenge Rating: 15

Treasure: Standard

Alignment: Always chaotic evil

Advancement Range: None

Description

Although her remains are scattered and she herself is
gone from the Scarred Lands, the spirit of Mormo, Queen
of Serpents lives on through the many twisted creatures
spawned from the black blood that pumped from her heart
and spilled throughout the Hornsaw Forest. Chief among
these creatures is the one known as the Blood Crone,
believed by many to be a living avatar of the slain titan. It
issaid that the Blood Crone was originally an ordinary hag,
but she came upon a living piece of the titan in the
afrermath of Mormo's destruction and devoured it. Trans-
formed by the titan's flesh, the hag gained incredible
powers, as well as a portion of Mormo's consciousness.
Since then, she and her servitors have continued to dwell
in the heart of the Homsaw, their power and thirst for
Vengeance growing stronger.

The crone controls many of the creatures in her
portion of the Hornsaw through her domination power,
andshekeepsaclose watchonall intruders. She and her
minions scour the forest constantly, searching for por-
tionsof Mormo's corpse. Indeed herrickety shack inthe
middle of the deepest part of the forest, it is said that she
has bottles of blood and vessels filled with Mormo'’s
fleshy organs.

Combat

The Blood Crone prefers tostay outof sight, using her
minions to track and terrify anyone in her realm. Ifshe feels
that intruders are useful, she has her servitors attempt to
capture them; othenwise she simply watches with pleasure
asherservitors hunt the strangers down and slay them. Her
servitors bring captured prisoners to the crone, and she uses
her domination power to control them. She does not enter

combart unless she is confident of victory, and if she is
threatened with defeat, she teleportstosafety immediately.
She will not leave the Homnsaw.

Horrific Countenance (Su): The hideousappear-
ance of the Blood Crone is such that all who gaze upon
her for the first time must make a Will save (DC 22) or
be affected as if by a fear spell cast by a 15th-level
sorceress. Subsequent viewings of the crone have no
further effect.

Spells: The Blood Crone casts spells as a 17th-
level sorcerer.

Domination (Sp): It she can obtain a sample of a
victim’s blood, the crone can transform him into a minion
creature under her control. As the process involves an
hour-long ritual, the victim is usually restrained. First, the
crone cuts the victim with her claws and allows a small
amount of blood to fall on her open palm. She then
proceeds with the ritual, creating a magical bond between
herself and the victim. At the end of this time, the victim
must make a Will saving throw (DC 22) or be under the
crone’s control as per a chanm spell. She can then also use
the eyes of blood ability through the victim. The spell lasts
until removed, and it requiresnofurtherattention from the
Blood Crone. Victimsalwaysactasordered, evenkilling or
betraving friends in the name of their new mistress. The
crone can end the domination
voluntarily, or a success-
ful dispel magic or remove
aase spell can end the
effect.

Evyes of Blood
(Su): The Blood
Crone needs only con-
centrate to use one of her
minion’ssensesas
longasitiswithin
25 miles of her
current location.
She can only bor-
row the senses of a
single minion at once,
and she is only vaguely

aware of her own sur- }é/

-

roundings while she is
doing so. If attacked in
this state, she is consid-
eredflac-foored, and she
takes 1d4 rounds to
come out of her trance
before she can attack.
She defends
normally.
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Blood Maiden

Medium-Size Monstrous Humanoid

monstrous faces with their hair, while luring their
victims closer with their eerie magical song. When
the victim is close enough, the blood maidens spring,

Hit Dice: gﬁgua(;'? hoping to carch their prey by surprise.
Inlittia;?:t;: .5 (+(| lej, A imroved Iritiative) Once bal'tle'ensurc..x‘_, h[tlll)d }ﬂ;lidt:ﬂ:i abandon all
Speed: 30 ft.. swim 50 ft. semblance of logic. Their thirst for b[.(md causes them
AC: 11 (+] Dex) to attack wantonly in cagerness to feast.
Attacks: Bite s 2iialus Siren’s Call (Su): The song of a blood maiden has
Damage: Bite 1d6 magical qualities. Anyone who hears it must succeed at
Face/Reach: 5ft.by5Fft. /5t a Will save (DC 13) or be attracted to the blood
Special Attacks: Siren’s call, drain blood, improved grab maiden. This is a sonic, mind-affecting effect. Affecred
Special Qualities: Blindsight, blood scent creatures feel an uncontrollable urge to approach the
Saves: Fort +0. Ref +4, Will +5 maiden. The effect is broken when the victim sees the
Abilities: Str10,Dex 13, Con 1. Int 10, Wis 14. Cha blood maiden’s face or she stops singing. Victims are
) 14 ) always flat-footed the round the spell isbroken. A blood
‘FSkI]t]Z: ?r”ﬁ +4’d[ils,t?” ‘+4‘ Spot +4 maiden cannot sing while fighting.
C‘lai:la;:e Terrain: Tn;:;:fa ten;tc;zzlt\;:{’r contidllad | Drain Blood (Ex): By biting a victim ;?nd mak-
Orgentastion: Sliamormromio b inga suclcert;sful arapple check, the blood maiden may
Challenge Rating: 12 start draining blood from the wound. A person thus
e Standard pinned is drained of [d2 temporary Constitution
Alignment: Usually chaotic evil points each round in addition to normal bite damage.

— P, O\

Blindsight (Ex): A blood maiden can orient

Advancement Range: By character class
herself through nonvisual means, though no one is

Description
The blood maidens were once a race of henevo-
lent aquatic beings related to the fey. Sadly, the

certain how she does this. This ability has a range of
100 feet.

Blood Scent (Ex): Blood maidens have an ex-
cellent sense for smelling blood and can track any

waters where they dwell became pollured with the
wounded creature as if they possessed the Track feat.

blood of Kadum, warping and twisting these creatures
beyond recognition. Exposure ro the ichor of Kadum
has made the blood maidens thirst for the blood of
living creatures. Indeed, the blood maidens regard
their transformarion as a blessing, and drink the
blood of other creatures in the misguided hope of
receiving even greater powers.

Blood maidens look like comely human females,
clad only in longribbons or strips of white cloth. They
have long black hairand pale skin with a green or blue
tint toit. When seeing the face of a blood maiden, the
creature’s monstrous nature becomes clear. Instead of
a normal face the blood maiden has only a giant
circular maw, like that of a lamprey. With no eyes or
nose, the blood maiden orients itsell through un-
known means.

Because the blood maiden population is entirely
female, it is uncertain how they reproduce. It is
theorized that a child produced by a blood maiden
and any humanoid race will yield a pureblood blood
maiden, though it is unclear why anyone would mate
with these repulsive creatures.

Blood maidens inhabit coastal areas around the
Blood Sea, preying on travelers and sailors.

Combat
The blood maidens’ preferred tactic when prey-
ing on mortals is to draw them closer by pretending to
be ordinary women. They attempt to hide their
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Blood Moth

Fine Vermin
Hit Dice: 1/8 d8 (1 hp)
Initiative: +2 (Dex)
Speed: 1ft., fly 30 ft
AC: 20 (+8 size, +2 Dex)
Attacks: Bite +3 melee
Damage: Bite |
Face/Reach: 1/6 ft.
Special Attacks: Blood drain
Special Qualities: Armor penetration
Saves: Fort +3, Ref +2. Will +0
Abilities: ]SStr 1, Dex 14, Con 11, Int—, Wis 10, Cha
Skills: Hide +3, Listen +4, Spot +2
Climate/Terrain: Warm and temperate forests and plains
Organization: Swarm (10-50)
Challenge Rating: /4
Treasure: None
Alignment: Always neutral
Advancement Range: 1/4d8 (Tiny)
Description

Blood moths resemble butterflies with broad,
beautiful wings with elaborate, colorful pat-
terns. These patterns change and %
shift subtly as an ob-
server watches, and

p L
after a few mo- ‘ J~ 21
ments, they form ar @’* 5
images of skulls, de- % § \twp'))})/)‘
monic faces and \\‘_\ S
staring, bestial eyes. ] :

-

Blood moths are
thespawn of Gaurak,
created by the Vo-
racious One in
order to devour
prey, then return
to their master.
The Glutton
would then con-

sume them
himself, enjoy-
ing the

varied
tastes of
t h e
l! [ 0o l.l
moths’ =
vicrims.

Unforcu-
nately, the
blood mothslivedoneven
after their master’s dismemberment, and they fly in
beautiful (if deadly) swarms near such aberrant loca-
rionsas the Hornsaw Forestand the Perforated Plains.
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Combat

These creatures sometimes trouble the nomads of the
Plains of Lede as well, but the local artisans take
advantage of this fact. They harvest the wings from
slain blood moths and transform them into jewelry
and other works of art.

A single blood moth is not much of a threat, but
these creatures never travel alone. Swarms of 10-50
blood morhs lurk in fields, glades or woaods, flitting
about harmlessly until suitable prey approaches. One
or two scouts ateack first, distracting the victim, then
the rest move in, attaching themselves to their prey
and gorging themselves on its blood.

Blood Drain (Ex): When it scores a successful
hit, a blood moth attaches itself to its prey. Each
round thereafter, the blood moth drains one hit point
fromits victim. Afterinflicting four points of damage,
the blood moth is gorged, after which it detaches and
flies away. While attached, a blood moth is an easier
target, so it has an AC of 14.

Armor Penetration (Ex): Blood mothsare small
enough that they can bite victims through chinks and
openings in armor, so they ignore all modifications to
AC due to armor when attacking. Natural armor,

toughness and other modifications to
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Blood Reaper

Large Aberration
Hit Dice: 12d8+60 (114 hp)
Initiative: +11 (+7 Dex, +4 Improved Initiative)
Speed: 60 ft.
AC: 26 (-1 Size, +7 Dex, +10 Natural)
Attacks: 4 razors +14; or slam +14
Damage: 4 razors 1d8+6; or slam 2d6+9
Face/Reach: 5 ft. by 5 ft./5 ft.
Special Attacks: Blood loss, blood fire
Special Qualities: Scent
Saves: Fort +7. Ref +11, Will +7
Abilities: Str 22, Dex 25, Con 20, Int 13, Wis 8,
Cha 8
Skills: Hide +10, Intuit Direction +8, Listen
+15, Spot +14, Wilderness Lore +15
Feats: Dodge, Improved Initiative, Mobility,
Spring Attack, Tracking
Climate/Terrain: Any land and underground
Organization: Solitary
Challenge Rating: 10 b
Treasure: None ' o
Alignment: Always neutral evil \\%_%% X 7
Advancement Range: 13-20 HD (Huge) Nk )
BT : 3
Description 0

Many horrors lurk in the
depths of the Hornsaw Forest,
but the blood reapersarc among -
the worst. The creation of the é \ g
titan Hrinruuk, reapers are in- 8
fused with a ferocious bloodlust
and an insatiable desire to hunt.
Hrinruuk’s motivation for creat-
ing these fearful creatures was
twofold. Bored with mundane
prey, he wanted a greater chal-
lenge for his hunts, and he |
also simply enjoyed the /
prospect of seeing how his
creations ravaged the countryside and
its inhabitants. Hrinruuk summoned
dozens of reapers for his hunts, and his
attentions kept them limited to the
vicinity of the Hornsaw. With the
titan’s fall, however, the reapers’only
real predator was gone, and they
emerged from the forest, killing
and despoiling. They remain there

ey

today, a danger to anyone unfortunate enough to
travel in the vicinity of the Hornsaw. The only good
thing about blood reapers is that they are rare.

Reapers stand cighr to ten feer in height, and
they resemble a foul union of human and mantis.
They are the color of dried blood, with armored
exoskeletal bodies covered in sharp spines and barbs
that can impale enemies. Reapers’ long, insect-like
skulls frame black, empty eyes and end in jagged
mandibles. Each of a reaper’s four arms ends in long
retractable scythe-like blades that cause fearful dam-
age in combat.

Combat

Reapers are drawn to blood, and they can smell
fresh gore from up ro two miles away. A blood reaper
is a ferocious fighter that leaps into hattle fearlessly
and wounds all possible opponents with its scythe-
like bladed arms. It will then use its blood fire artack
to incapacitate its foes and slam anyone who remains
standing with its spiked exoskeleron. Blood

reapers never retreat from combat.
Blood Loss (Ex): If all four of a reaper’s
attacks strike the same target, the vic-
tim is considered wounded, and he
loses an additional 1d4 hit points per
round due to bleeding (see wound-
ing p. 187 of core rulebook 11).
Eurther successful quadruple hits
cause additional bleeding damage.
This bleeding can only be stopped
b ya successful Heal check (DC
15) or the application of any
curespellorother healingspell

(heal, healing circle, erc.).

O Blood Fire (Su): A
_7' reaper’s essence causes the
wounds that it inflicts to burn
with agonizing pain. A blood
reaper may invoke this power
once per day. When the blood fire
has been invoked, any opponent
who has taken a wound (which re-
mains unhealed) from the reaper
within the past hour must make a For-
titude save (DC 24) or be stricken with
racking pain and incapacitated for 1d6

g

rounds. Incapacitated characters lose all dexterity
bonuses to AC, and they can take no actions.
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Blood Sea Jellyfish Description

These seemingly docile red and black jellyfish

Hit Dice: g:;g:b\im;)(:lquatlc) can be seen t"rom adistance floating lazily a.llnn gin
Initiative: 22 (Dex) the Blood Sc'n. However, anyone straying too
Speed: Swim 10 ft. close quickly finds they are far from lazy. They are
AC: 7 (-2 Dex, -1 Size) capable of expelling a jet of water, enabling them
Attocks: 4 stinging tentacles +1 melee to skim across the surface of tlln: water ;n.ui sud-
Damage: Stinging tentacle 1d4 and poison denly close range to snare prey with their poisonous
Face/Reach: 5 ft.by 5 ft. /10 ft. tentacles.

Special Attacks: Paralyzing poison Blood Sea jellyfish prefer warm waters and
Special Qualities: Jet, watersense often hunt in shallow water. Swimmers, passen-
Saves: Fort +5, Ref -1, Will +1 gers in small skiffs and even dock workers at high
Abilities: gtrlo. Dex 6, Con 15, Int -, Wis 10, Cha tide have been attacked by these jellyfish.

Skills: Listen +4 Combat

Elei::::teﬂerrain: 'Nl':::)erate S S Blood Sea jcllyfish float lazily unless they are
Orgenization: Selibart i pod (B 18) w.ith?in jet range of \-'icl'i‘ms. (.)nc.c they jet to a
Challenge Rating: 1 victim, they atrack anything within range of their
o= Nona tentacles, in or out of the water, to paralyze it and
Alignment: Always chaotic evil then begin to slowly consume it.

Advancement Range: 4- 7HD (Large); 8-12 HD (Huge) Jet (Ex): The jellyfish can jer once every

1d4+3 rounds ataspeed
of 120 feet as a full
movement action.

Paralyzing Poison
(Ex): The tentacles of
the jellyfish release a
contact poison on
touch, Fortitude save
(DC 17) initial dam-
age 2d6 temporary
Dexterity, secondary
damage 1d6 temporary
Dexterity.

Watersense (Ex):
The jellyfish can sense
any creature within 120
feet that is in contact
with the water.

q |

i

O
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Blood Sprite

Small Fey
Hit Dice: 2d6 (6 hp)
Initiative: +8 (+4 Dex, +4 Improved Initiative)
Speed: 20 ft., climb 1S ft.
AC: 15 (+1 size, +4 Dex)
Attacks: Bite -1 melee; dagger -1 melee
Damage: Bite | point and paralyze; dagger |d4-2
Face/Reach: 5Fft.by Sft./5ft

Special Attacks: Paralyze, improved grab, blood drain
Special Qualities: SR

Saves: Fort +0, Ref +7, Will +3

Abilities: Str7.Dex18,Conll,Int 12, Wis10,Chal3

Skills: Bluff +5, Climb +6, Hide +5, Listen +4.
Search +4, Spot +4

Feats: Dodge, Improved Initiative

Climate/Terrain: Any forest and mountains

Organization: Gang (2-4), band (6-11 blood sprites,

with one 4HD thug/leader)
Challenge Rating: 1/2

Treasure: Standard
Alignment: Usually chaotic evil
Advancement Range: 3-4 HD (small)
Description

Rising out of the chasm where Gormoth’s
separate halves are imprisoned, blood sprites are
mockeries of what were once some sort of pixie.
Their wings gone, blood sprites now hunt on the
ground. They are vicious little creatures thar would
seem better suited as Gaurak’s brood, however,
they have inherited Gormoth's spite and enjoy
playing deadly tricks on
others. Their favorite

game is luring prey into \ ,

complacency,

attacking from
the shadows, &

@@

and then play- \~ = “‘“‘é. _ \
ing with their - _- 4

f()()t!- N\ B o
. W

Too disorganized t¢
form large communities,
bands are generally led by a
sprite tougher and craftier
than the rest. Blood sprites
rarely make per-
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manent havens, roaming in packs, sometimes ac-
companied by murdersprites.

Blood sprites appear as gaunt children, their
cherubic faces now thin and pale. When a blood
sprite is fully fed on blood, the whites of his eyes
turn red.

Combat

Blood sprites lure travelers to them by having
one fake injury, portraying himselfas a hurt child that
has been either abandoned or lost. They also like to
prey on children, revealing themselves when adults
are not around, befriending the child and convincing
her to come “play” in the woods. When their prey's
defenses are down, they artack en masse (coming out
of hiding), attacking one target at a time (more if
their numbers permit), paralyzing their target, and
thenatracking the nextuntil they are either forced to
retreat, are sated and leave, or kill their enemies.
They only fight to the death if cornered.

Paralyze (Ex): On a successful bite, the blood
sprite injects a paralytic poison into the bloodstream
of its victim. The victim must succeed on a Fortitude
saving throw (DC 11) or be paralyzed for 2d4 rounds.

Improved Grab (Ex): To use this ability, the
blood sprite must hit with its bite attack. If it gets a
hold, it can begin draining blood.

Blood Drain (Ex): A blood sprite can suck blood
from a living victim after it bites by making a success-
ful grapple check. If it grabs its foe, it drains blood,
inflicting 1d4 points of temporary Constitution drain
cach round the pin is maintained. Each point of
Constitution drained heals the blood sprite; Consti-

tution that adds above the blood sprite’s
’ maximum hit points is treated as tempo-
- rary hit points.
S rnvhicr
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Blood Zombie

Medium-Size Undead

Hit Dice: 2d12+3 (16 hp)
Initiative: -1 (Dex)

Speed: 30 ft., swim 30 ft.

AC: 11 (-1 Dex, +2 natural)
Attacks: Slam +2 melee

Damage: Slam 1d6+1

Face/Reach: S5ft.bySft./5ft

Special Attacks: Wood bane

Special Qualities: Undead, partial actions, rage
Saves: Fort +0, Ref -1, Will +3
Abilities: Str13,Dex 8. Con -, Int -, Wis 10, Cha |
Feats: Toughness

Climate/Terrain: Any aquatic

Organization:

Crew (2-5), squad (5-20) or ship (21-
40)

Challenge Rating: 1

Treasure: Standard
Alignment: Always neutral
Advancement Range: 3-7 HD (Large)

Description

These are the undead spirits of sailors who died
on the Blood Sea, especially those who died violently
on a vessel overcome with blood barnacles (q.v.).
Blood zombies lurk near the scemingly abandoned
ships they once crewed, massing up out of the water
to scale other boats that come near their haunt and
attack any living creature they find. Due to the wood
bane touch of the blood zombies, their attack often
leaves a even new vessel’s hull cracked and leaking.
Even if the blood zombies themselves are repelled,
survivors of the attack may have little choice but to
transfer to the blood zombies’ original ship— the one
encrusted with blood barnacles....

Blood zombies appear much like other zombies,
save that their bodies are bloated with blood-tinged
seawater and smell of brine and decomposing flesh.

Combat

Blood zombies are mindless. Nothing draws them
as strongly as the warmth of a living being, though,
and they attack any nearby. The blow from a blood
zombie’s fist not only bludgeons opponents, bur also
sends a bone-numbing cold through them. This has
been called the “Chill of the Deep.”

Wood Bane (Su): Blood zombies have a super-
natural power to warp any wool they touch or that
touches them. The effects of this power duplicate the
spell warp wood, as if the blood zombie were a third-
level druid. Primarily this ability causes the hull of a
ship they assail to warp, eventually sinking the ship,
but wooden weapons used against blood zombies will
also be affected.
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Partial actions (Ex): Blood zombies are slow and
can take only a partial action each round (move or
attack, not both unless charging).

Rage (Ex): The same blood barnacle rage thac
led to many blood zombies’ first death still overtakes
them in undeath. Once engaged in battle for at least
one round, a blood zombie rages for 2d6 minutes,
during which time it receives a +2 morale bonus to
Serength (so +1 to attack and damage rolls), a +1
morale bonus to Will saves, and a -1 penalty to AC.

Undead: Immune to poison, sleep, paralysis,
stunning, death or necromantic magic (that doesn’t
specifically affect undead per the spell’s description),
and disease. Not subject to critical hits, subdual
damage, ability damage, energy drain or death from

massive damage trauma. Im-

mune to any effect which
calls for a Forritude save
to resist unless the effect
specifically affects ob-
jects. Not affected by
attacks orspells of mind-
altering nature (for
example enamoring or

)

Y
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charming spells).
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Bloodfly
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Tiny (Vermin)

Hit Dice: 1d8 (4 hp)

Initiative: +4 (Dex)

Speed: 20 ft,, fly 40 ft. (good)

AC: 19 (+2 size. +4 Dex, +3 natural)

Attacks: Stinger +1 melee: 2 claws +1 melee

Damage: Stinger 1d3: claw 1d2

Face/Reach: 21/2ft.by 21/2%./ O ft.

Special Attacks: Ability damage. improved grapple. fear,
poison

Special Qualities: Immunity to mind influencing spells,
darkvision 60

Saves: Fort +2. Ref +4. Will +0

Abilities: Str 7, Dex 17.Con 11, Int -, Wis 2,Cha 3

Skills: Hide +4, Listen +2, Move Silently +2

Feats: None

Climate/Terrain: Any temperate or tropical (especially
forest)

Organization: Solitary, swarm (5-30)

Challenge Rating: 1

Treasure: Standard

Alignment: Always neutral evil

Advancement Range: 1-2 HD (Medium-size); 3-5 HD (Large)

Description

A bloodfly looks like acombination of adeer tick
and a bumblebee, and carries the traits of both. The
loud buzzing of a swarm of bloodflies heralds the
approach of these stinging, blood-draining vermin.

These dreadful pests were one of the many resules
of Mormo's blood corrupting and warping the simple
creatures of the Hornsaw Forest. The bloodflies have
since spread to all but the coldest areas of the Ghelspad
continent where they plague livestock and wild crea-
tures alike. While most would prefer to see bloodilies
exterminated wherever theyare found, bloodflies” anti-
coagulant venom is much sought after by medicinal
herbalists as well as by blood witches and Mormo-
worshipping druids.

The bloodfly is shaped much like
the bumblebee but with the flatter di-
mensions of the tick, Black stripes cover
its white body from head to abdomen
where its hollow, syringelike stinger is
located. It has a double set of transparent
wingsand makes adistinct hum when inflight.
Its legs end in barbed hooks that
allow it latch onto its prey.

Combat

Whendisturbed, bloodflies
launch themselves after their prey,
giving off a frightfully loud buzz-
ing. They attack by clawing their
victims, then by latching on. If
successful in latching onto their
victims, they sting them and begin
draining their blood. This will con-
tinue until the bloadfly is removed or has

drained enough to satisfy its appetite. If the bloodfly is
pulled off, the victim suffers claw damage from the
bloodily’s hooked clawsand the effects of the bloodfly’s
anti-coagulant venom. Bloodflies do not attack unless
angered or very hungry, preferring to enter a camp ar
nightand atach themselves to warm sleeping bodies in
order to feed.

Improved grab (Ex): When it succeeds in an
attack, a bloodfly may attempr a grapple with its victim
as an automatic free action. It must succeed in its
grapple in order to sting its victim on the following
round. A bloodfly already attached to an opponent
deals 1d4 points of tearing damage to the victim if
forcefully removed. Bloodflies may use their improved
arab regardless of their victim's size, but cannot grapple
with more than one opponent nor take any actions
against other opponents while engaged in a grapple.

Ability Damage (Ex): Once attached to its vic-
tim, the bloodfly automatically stings him and sucks
blood through its hollow stinger for 1d3 points of
temporary Constitution damage each round. Thiscon-
tinues until rhe bloodfly has finished eating
(Constitution damage equal to double the bloodfly’s
hit points) or when the victim or bloodfly are dead.

Buzzing (Ex): The effect of the buzzing noise
given off by a swarm of five or more bloodflies causes a
fear effect. Victims must make a Will save vs. DXC 11 or
be shaken by the effect. (-2 1o moral penalty to attack,
damage and saves).

Anti-Coagulant (Ex): The bloodfly’s stinger car-
ries an anti-coagulant toxin which helps the fly's prey
bleed more freely and the blodfly feed much faster.
Unfortunately for the victim, this toxin remains effec-
tive evenafter the bloodfly hasfinished feeding, orafrer
it has been removed from the victim. In such cases, the
victimmust makea Fortitudesave (DC 1) orsuffer [d3
points of Constitution damage and a similar save a
minute later or suffer an additional 1d3 points of
Constitution damage. This effect can be avoided by a
cuwre wounds or minorvestorationspell sealing the wound.




Hit Dice:
Initiative:

Speed:

AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:
Special Qualities:

Saves:
Abilities:
Skills:

Climate/Terrain:
Organization:
Challenge Rating:
Treasure:
Alignment:

Advancement Range: 6-10 HD (Medium-size)

Description

Living masses of blood, broken bone
and shattered organs, the bloodmen were
created by the wicked titan Mormo to
terrorize her enemies. They appear as
vaguely humanoid masses of crimson #
liquid with rudimentary limbs and ¥
heads that are little more than round
extrusions with gaping holes where their U
eyes and mouths should be. Bloodmen
move with a shambling, limping gait, and
they leave trails of scarlet behind them.

Bloodmen can also assume a purely
liquid state, appearing as an oily pool
of dark fluid. Groups of bloodmen live
in colonies of 4-8 individuals. Such
aroups can gather together in asingle
large pool, and they normally rravel
together in this state.

Bloodmen need fresh blood
tosurvive, and they move about
constantly in search of victims.
Small animals are sufficient to
keep a bloodman alive, but nor-
mally acolony prefers larger prey.
They can detect blood within a
one-mile radius, and they always
move toward the nearest source.

Combat

Bloodmen conceal them-
selves in liquid form to await
the approach of a victim. When
prey comes within 20feet, the bloodmen

CREATURE COLLECTION I11: DARK MENAGERIE

Medium-Size Aberration

5d8 (22 hp)

-1 (Dex)

10 ft. / 20 Ft (liquid)

16 (-2 Dex, +8 Natural)

2 touch attacks +2 melee

Touch 1d4+1

5ft.by 5 ft/5ft.

Steal blood

Duplicate, liquid form, weapon immuni-
ties and vulnerability

Fort +1, Ref +0, Will +0

Str 8, Dex 8, Con 10, Int 3, Wis 3, Cha 3
Hide +2, Listen +2, Move Silently +7,
Spot +2

Any warm or temperate land

Colony 4-8

5

None

Usually chaotic evil

N
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Bloodman

take on their humanoid form and atrack with their
steal blood power.

Duplicate (Su): A bloodman colony that col-
lectively possesses 22 extra temporary hit points from
stolen blood may sacrifice those hit points to create a
new 3-HD bloodman, who rises from the colony’s
pool in 1d4 rounds.

Steal Blood (Su): Bloodmen’s touch attacks
ignore armor, shield and narural armor bonuses. A
successful strike inflicts 1d4+1 points of hleeding
damage that the blood man instantly absorbs. Stolen
hit points first restore any of the bloodman’s lost hit
points and then accumulate as extra temporary hit
points.

Weapon Immunities and Vulnerability (Su):
A bloodman’s liquid body is immune to non-magical
slashing and piercing attacks, but it rakes normal
damage from bludgeoning weapons. Bloodmen take
damage from magical slashing and piercing weapons
equal to the weapon's magical bonus. A longsword
+3, for example, would inflict only three points of
damage on a bloodman.

Bloodmen suffer twice the normal damage
each round from bleeding from any weapon
or attack that has a wounding effect.
Liquid Form (Su): [n liquid state,
bloodmen cannot attack, but they
_ moveatdouble movement rate and
@ retain theirnormal AC and immu-
3 nities. A colony’s hit points are
equal to the sum of all its mem-
bers, and if attacked, damage is
divided equally among all of
the colony’s individuals. If at-
\ /' tacked in liquid state, the
bloodmen immediately take on
humanoid form to defend them-

selves.
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Bonewing
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tims. Ghouls and bonewings have been known to
fight over kills, allowing other potential victims to

Large Undead escape.
Hit Dice: 8d12 (52 hp)
Initiative: +3 (-1 Dex, +4 Improved Initiative) Combat
peed: ft.. fly 40 ft. (good : :
> 20 J (good) Bonewings swoop down from the night sky,
AC: 14 (-1 size, -1 Dex, +6 natural) SR : :
A Bk 08 oo Do F it o rending victims with beak and claws or stabbing with
ttacks: + . + s = = . r e
sting +6 melee their poisonous stingers. After the initial assault,
Damage: Bite 1d8+5, claw 1d6+2; or sting 1d10+5 bonewings often cil'clc."n\'crhc:ul. waiting for their
and poison poison to do its work. If the victim fails to succumb,
Face/Reach: 10 ft. by 5 ft./S ft. the bonewing swoops in to attack once more, doing
Special Attacks: Poison so until its target is dead or helpless, after which the
Special Qualities: Darkvision, undead, immunities creature lands to feed.
Sa\‘r??: Fort +2, Ref +1, Will +5 : Undead: Immune to mind-influencing effects,
Ab"]'t'&“ Sf'rZO. Dex 7,Con—, Int 6, Wis 8,Cha 8 poison, sleep, paralysis, stunning and discase. Not
Skills: Listen +5, Spot +3 subject to critical hits, subdual damage, ability dam-
F Flyb k. Tmproved Initiati ] : ;
e yoy Attack, Improved Initiative, age, energy drain or death from massive damage.
Multiattacl : &Y
Clirnate/ Terrain: Any land Immunities: Immune to cold. Half damage from
Organization: Solitary or flock (1-4) piercing or slashing weapons.
Challenge Rating: 3 Poison: A bonewing's piercing stinger carries a
Treasure: None venom, DC 13, initial and secondary damage 1d6
Alignment: Always neutral Strength.

Advancement Range:  10-12HD (Huge): 13-15HD (Gargantuan)
Description

Bonewings are fearsome undead
predators that resemble skeletal raprors
with elongated skulls, jagged beaks and a
bony tail tipped with a wicked black
barb. They fly at night on ratrered, parch-
ment-thin wings and descend on lone
travelers or other helpless victims. They
sport two wicked, bat-like claws at the

top of their wings, and use these to inflict
serious slashing damage.

Like undead ghouls, bonewings are
driven to devour the flesh of the living.
Scholars speculate that they were once
normal raptors or other predatory birds,
changed by contact with a titan, or
changed by the fearful magic unleashed
during the Divine War or the Dead Tide
of Agavir. They are most common in
those regions damaged in the war such as
the Hornsaw and Scrub Forests, the Glut-
tonous Caves, the Spires of Gaurak and
the Festering Fields. They are sometimes
found near old, isolated sires such as
foreotten cemeteries, caverns and an-
cient ruins.

Bonewings also serve powerful
undead creatures such as liches, wraiths
and vampires guarding their lairs or
swarming out to harvest victims as food

for their masters. Bands of ghouls some-
times lurk near bonewings' lairs, following
the flocks, hoping to feed off slain vic-
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Burmed Ones

Medium-Size Undead

Hit Dice: 8d12 (52 hp)

Initiative: +6 (+2 Dex, +4 Improved Initiative)

Speed: 30 ft.

AC: 18 (+2 Dex, +6 Natural)

Attacks: 2 claws +7 melee

Damage: Claw Id6+3

Face/Reach: 5Fft.by 5ft./5Ft

Special Attacks: Hellfire, immolation, improved grab

Special Qualities: Undead, create spawn, +4 turn resis-
tance, damage reduction 10/+2

Saves: Fort +2, Ref +4, Will +9

Abilities: Str 16.Dex 15, Con -, Int 7, Wis 16, Cha 14

Skills: Listen +3, Spot +3, Climb +3, Hide +2,
Intimidate +6, Move Silently +3

Feats: Improved Initiative

Climate/Terrain: Any underground

Organization: Solitary or cluster (2-5)

Challenge Rating: 4

Treasure: Standard

Alignment: Always lawful evil

Advancement Range: None

Description

The faithful of Vangal are granted powerand strength.
In the name of their god, they crush all who oppose them.
For this, the priests of the Ravager are reviled and feared
throughour the Scarred Lands, but woe ro the servant who
turns his back upon his dark god, or who commits sacrilege
in his quest for power. Those who have used Vangal’s
priesthood as a means to power and then commit an act of
betrayal against the Ravager find themselves stripped of
their powers and hunted by their former brethren. If
captured, these ex-priests are subjected ro a ritual which
leaves them nothing but a burned husk, destined to roam
the earth tormented in an agony of eternal flames. Their
only thought is to inflict their curse upon members of
other holy faiths. These priests and their unholy progeny
are known as the burned ones.

Burned onesappearashumans who have been burned to
the bone, eternally seared by the scorching judgment of
Vingal. Their faces are scorched and eyeless skulls, with lips
stretched rightand leatheryacrosstheirjaws, blackened by the
eternal fire in which they writhe. They exude the stench of
burning flesh, which alerts all wary creatures within 60 feet,
and rhey leave traces of soot wherever they step. They are in
constant pain, forever tormented by the sensation of being
burned alive, a feeling which drives them utterly insane in
their undying existence. Their unlives are consumed by a
single desire — to make others suffer the way that they have
been foreed 1o suffer, to burn for all ctemity. Incapable of
speech with scorched lips and tongue, burned ones moan
pitifully or scream in fury in combar.

These abominations are drawn to deserted temples
and places of worship, whether erypts beneath thriving
cities or abandoned temples lost to the wildemess. There
they sralk, eternally paying penance for their sins, destroy-
ing all humans who come within their territory. Tales are
told of ancient churches and cathedrals swallowed up in
the war between gods and tirans, which are now populated
by the once-faithful begging to be released from their
erernal torment.

Combat
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Burned ones prefer
to attack from ambush.
They tear into vic-
tims with wicked
claws, stripping
flesh away from bone. If
theoddsofbartle seemagainst
them, burned ones summon
hellfire to their hands. They attack
withour fear of dying, as they are
forced to live in eternal torment. If
killed by conventional means, they rise
again in 24 hours ro continue ro stalk their haunt. Burned
ones are permanently destroyed only by having their
remains consecrated by a cleric after the burned one has
been reduced ro zero hir points.

Improved Grab (Ex): If borh claw attacks hit, a
burned one will attempr to grapple. On the following
round, if its victim is a good-aligned divine spellcaster, the
burned one will often invoke its Immolation ability.

Hellfire (Su): Burned ones can surround their hands
in globes of hellfire, angry red flames that burn all the
bumed one rouches. This adds 2d6 supernatural fire
damage o irs damage roll, but the pain creates a -2
circumstance penalty to its attack roll.

Immolation (Su): Usually after a burned one suc-
ceeds in grappling a creature, it may choose to immolate
irself, consuming irself and irs victim in flame and smoke.
This immolation attack leaves the burned one helplessin
agony; however, during the round in which it immolares
itself, it deals 8d6 points of supernatural fire damage to
both itself any ercature which it has locked in a grapple
(Fortitude save at DC16 for half damage) each round of
immolation. During this Immolation, the burned one can
take no action other than to hold on to its foe; however,
anyone within five feet of the burned one sustains 2d6
points of damage from the flames. Furthermore, the flame
and smoke completely obscure the burning bodies, and
any attack against the burned one has an equal chance of
hitting its victim.

Create Spawn (Su): When burned ones attack, they
often try to grab a cleric and Immolate her. If such an
Immolation attack succeeds and reduces the cleric to -10
hp, the cleric bums up ro a withered husk. Unless the
remains are consecrated or a protection from evil spell is cast
on the remains, the cleric rises up in 24 hours to stalk the
nights as a burned one herself.
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Carnival Krewe, Bone Bosun

Small Monstrous Humanoid

Hit Dice: 1d8+3 (7 hp)

Initiative: +1 (Dex)

Speed: 25 ft.

AC: 12 (+1 size, +1 Dex)

Attacks: Small scimitar -1 melee; or 2 fists -I
melee

Damage: Small scimitar 1d4-2; or fist | point

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

Special Attacks: Summon blood kraken

Special Qualities: Lrnmunity to mind control. fortitude of

one

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

Abilities: Str7,Dex 13, Con 16, Int 6, Wis 7. Cha 3

Skills: Balance +2, Swim +2

Feats: Blind Fight

Climate/Terrain: Any aquatic

Organization: Flotilla 20-40

Challenge Rating: 1/3

Treasure: None

Alignment: Usually chaotic evil

Advancement Range: 2-3 HD (Small); 4-6 HD (Medium-size)

Description

Bone bosuns are the sailors of the Blood Bavou’s
navy. They sail the great bone ships of Queen Ran that
bring “converts” over from far away lands to “enjoy” the
Jubilee promised by the heron priests.

These creatures are four-foot-tall humanoids with
suckered hands and feet that allow them to cling to the
bone frame and masts of the slime-covered bone ships.
The hairon their heads is long and slimy, looking much
like sea algae. Their complexion is an anemic pale.
Nonetheless, like most of the minions of the Jack of
Tears, they are clothed in colorful carnival clothing. In
what can only be called self-mockery, they appear as
clownish sailors clad in horizontally striped shirts with
cloths tied around their heads in pirate fashion. Some
wear eye patches and have peg legs.

Rumors hold that bone bosuns are the fiendish
transformations of a humanoid race thar Queen Ran
enslaved and pressed into service. Others claim that
they are the undead remnants of sailors lost to the
depths of the Blood Sea. Whatever the case, they are
not undead, but in some ways they mighr as well be.
They do not speak, nor can they be affected by mind-
controlling powers, for they are utterly under the sway
of Queen Ran. They have the ability to call upon the
vile blood krakens, much to the terror of foolish crews
who have either attacked a bone ship or tried to close
with one to investigate it.

Bone ships and their crews are rarely sighted in
civilized lands. This is not surprising, for their missions are
rather straightforward. Bone bosuns take the heron priests
away from the Bay of Tears and bring their converts back.
They defend the Blood Bayou from the incursions of
unwanted trespassers, be they pirates, explorers orunfortu-
nate ships blown off course by storms.
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great \\‘

boneships "\ \geet”
are literally

crafted of the bones of
countless creatures .

giant and small. (,/ ;"‘
While the bone 1"
structure of the bone
ships is covered in algae and slime, the bone bosuns fly
colorful pennants and flags from the mast, bow and stem,
and festoon the ships in all manner of camival décor.
Bone bosuns are cursed todie acsunrise if they are not
attached to a bone ship, thus ensuring their loyalty. They
almost never leave their ships unless commanded to doso
by a blood kraken, Queen Ran or the Jack of Tears himself.

Combat

[n combat, bone bosuns prefer to areack with small
scimitars, but they can also attack with their thick,
suctioned hands.

Immunity to Mind Control (Su): Queen Ran has
established a supernatural bond of obedience within
her navy. This bond cannot be infringed upon through
mind control.

Fortitude of Bone (Ex): While physically touch-
ing the bone structure of a bone ship, a bone bosun
possesses its normal Constitution score at 16. Should it
lose physical contact with the bone ship, its Constitu-
tion falls 10 8.

Summon Blood Kraken (Sp): Once per day, a
bone bosun may attempt to summon a blood kraken
witha 10% chance of success. The bosun calls for these
aquatic beasts by keening. To hear a whole flotilla of
bosuns wailing their calls for blood kraken is an cerie,
blood-curdling experience. The summoned kraken ar-
rives in 2d4 rounds.
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Camival Krewe, Heron Priest

Medium-Size Monstrous Humanoid

Hit Dice: 5d8 (22 hp)

Initiative: +1 (Dex)

Speed: 30 ft.

AC: I1 (+1 Dex)

Attacks: 2 fists +5 melee

Damage: Fist 1d3

Face/Reach: 5 ft. by 5Ft./S ft.

Special Attacks: Spells, spell-like abilities

Special Qualities: None

Saves: Fort +1. Ref +5, Will +6

Abilities: Str 10, Dex 12, Con 10, Int 10, Wis 14,
Cha 17

Skills: Bluff +7. Concentration +4, Diplomacy
+6, Disguise +4, Knowledge (Blood
Bayou) +4. Spellcraft +4

Feats: Combat Casting

Climate/ Terrain: Any

Organization: Single, pair, covey (2-5)

Challenge Rating: 2

Treasure: Double standard

Alignment: Usually neutral evil

Advancement Range: 6-8 HD (Medium-size)
Description

The heron priests are the
birdlike clergy-ambassadors
of the Jack of Tears. These
strange and costumed /
creatures hold embassy for (/; \
the Laughing Man in for- '._ff}{ IRTEN

filled to quota. % B 3 ‘\\ o

Iris the explicir task N
of these bird-men to hold }
embassy on behalf of the Momus “:‘;:&; i
in the lands nearthe Bay of Tears, :*{‘;:}'_-
including the city-states of the \f‘\g
Blossoming Sca. The avowed pur- "Gi':
pose of the Bayou's embassies is to g

iy

keep watch on the maritime activi-
ties of the scagoing nations
Ghelspad and Asherak.

Be that as it may, these min-
isters have a much deeper and
perverse goal, for the embassies of
the Jack of Tears are but covers for |
the active “recruiting” of souls to join
the Momus's minions in Blood Bayou.
The priests of the Momus are en-
dowed with powers that allow them
to “preach” the blessed news— that
agrand carnival awaits those willing
to leave their current lives be-

. .:. ] . i\ :

eign lands and also ensure /) K\\ NN M
that his dark krewes are %ﬁ:—;‘ 7 Y/
& ~ NS

. ! ::‘"\\ il . 4

hind and set sail to the “blessed lands of joy” where
celebrations take place day and night and all worldly
cares are left behind.

Depending upon the locale in which they
reside, the heron priests may be seen in the streets
going about their mission of preaching what they
call “the Jubilee.” In Rahoch and Fangsfall, their
activity is more controlled and secretive, but in
decadent Shelzaar the colorfully dressed birdmen
are seen roaming the city streets, exhorting the
city’s downtrodden to join them in the happy
lands beyond the sea. Once “converted,” creatures
enticed to join the Jubilee sail to the Blood Bayou
where they are hideously transformed (either be-
fore or after being slain) and conscripred inco the
krewes of the Laughing Man.

In their nacural forms, heron priests are seven-

foot-tall, thin bird-men
= with white feathers. Al-
({ / s though they keep

f-\' ‘
1 / themselves clean, the
§ ) ) natural appearance of
A —..  theheronpriestsisatonce
e { o | S
K Lo o’ 2 bothgrotesqueand intimi-
S N __%-.':s dating. Not surprisingly,
NN —— =

orful costumes of the
carnival. The habits of these
clerics are fashioned of pure white
\ cloth and highlighted with colorful
embroidery, making them appear like

s o . the priests of the Momus
TR N (\ garb themselvesin the col-
2 S \ 3 R o

i -" playing cards. The heron priests always wear

colorful, humanoid masks or hold them over
their beaked faces to conceal their avian fea-
rures.
When seen on the streets of Ghelspad,
heron priests are always surrounded by two
1O SixX merry converts.

Combat

Heron priests prefer not to fight.
They'd rather use their powers of per-
suasion to convince enemies not to
fight, and perhaps even enjoin them
to consider a new life in the Blood
Bayou.

Spell-like abilities: 3/day:
charm person (“charm of the
jubilee™), rend the sovereign
soul, suggestion (“call of the
carnival”). These abili-
ties arc as the spells
cast by a 5th-level sor-
cerer (save DC 13 + spell

level).
Spells: As a 5th-level sorcerer.
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Camival of Shadows, Combat

Dark Harlequin

Medium-Size Humanoid

Dark harlequins can fight with normal weapons,
and they characteristically carry a masterwork rapier.
When they need to drive home a particularly impor-

Hit Dice: 5d8+20 (42 hp) tant point for their master, harlequins use their touch
Initiative: +5 (+1 Dex, +4 Improved Initiative) attacks. These attacks occur at the harlequin’s will; if
Speed: 30 ft. a harlequin so desires, it needs not deliver either
AC: 14 (+3 natural, +1 Dex) pleasure or pain with its touch.
Attacks: Masterwork rapier +7 Touch of Pain (Su): A dark harlequin’s red-
Damage: g‘:ﬂem«k rapier 1d6+3 gloved left hand delivers a jolt of crippling pain to its
gacdﬂlezd;:ks T t. ?‘y ?Ft"fS ft. hof i ik target. If the harlequin hits its target with a touch
pecial Attacks: al:‘v)ii;'t:ieso pain, touch of joy, spell-like attack, the victim must make a Fortitude save (DC
S Fort +5. Ref +5. Will +1 17) or fall to the ground, writhing and helpless (core
Abilities: Str- 16, Dex 13, Con 17, Int 10, Wis 10, rulebook I, p. 84?, for 2@4 mund:s.l Ongce the pain has
Chal6 gonge, the target is considered fatigued.
| lered f: {
Skills: Balance +7, Bluff +6, Diplomacy +8, Touch of Joy (Su): When a harlequin touches
Innuendo +6, Intimidate +5, Jump +4, a target with its white-gloved right hand, it causes
.'T.:":ae*fése"se Motive +6, Spot +3, pleasure and tranquility. At the harlequin’s discre-
Feats: Improved Initiative & tion, the nm{f Uf Joy f.ar;
Climate/Terrain: Any land o : ‘l;'le ;_]l;{' &
Organization: Solitary or Crew (2-5) T T ) !\t 2l O“t 2
Challenge Rating: 4 o \Q c“@“‘(&’““'\) o8\ ingeffects
Treasure: Standard ‘\.\ N1 o N 0 as per
Alignment: Always chaotic evil S masl € h e
. spell: calm

Advancement Range: By character class

emotions,
emotion

DeSCﬂptjon (friendship or
The twisted Carnival of Shadows, hope), guidance,
prayer or

a dark mockery of human joy and cel- ~ ~ y
cbration, rules the region known as Blood
Bayou. The Carnival’s undisputed ruler is Jack

i tongues. All
such spell ef-
= fects are as a
Sth-level sorcerer
(save DC 13 + spell
" level).
Spell-Like Abili-
ties: 3/day — discemn
 lies, enkili’s prank,
tasha's hideous
laughter, asa 5th-
v\ level sorcerer
(save DC 13
+ spell
level).

and subtle, Jack maintains control over his subordi-
nates with an iron hand, and he maintains his secrer
empire with help from his personal bodyguards, the
dark harlequins. When performing errands for their
master, dark harlequins are often accompanied by a
retinue of 1-4 shadowjesters (q.v.).

Harlequins appear as gaunt figures clad in dark
motley and red foolscaps, their wan faces painted like
laughing or crying clowns, depending upon Jack’s
mood when he dispatches them. A harlequin’s right
hand is always covered in a white glove, and its left is
gloved in red. Their symbols of office are brightly
colored wands topped with laughing jester’s heads. A
harlequin speaks in a voice that matches its face —
bright and sunny when smiling, dark and sorrowful
when crying. Regardless of its relative mood, the
appearance of a dark harlequin is almost always cause

. . . . . \ *
for despair, for harlequins’ joy is a mask for subtle 5 '\ W
wickedness, and their sadness is often a prelude o f \ }\

/ Vi
e s Cf‘f@/

A
£

- - - I '
sadistic violence. A
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Carnival of Shadows,
Shadowjester

Small Humanoid

Hit Dice: 2d8+2 (11 hp)

Initiative: +1 (Dex)

Speed: 20 ft.

AC: 12 (+1 size, +1 Dex)

Attacks: Dagger +2 melee

Damage: Dagger 1d4

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

Special Attacks: Confusing gibber, maddening laughter

Saves: Fort +1, Ref +4, Will -1

Abilities: Str10.Dex 13, Con 13, Int 7, Wis 7. Cha ¢

Skills: Balance +1, Climb +1, Hide +3, Jump +1,
Listen +2, Move Silently +3. Spot +2,
Tumble +2

Feats: Alertness

Climate/Terrain: Any land

Organization: Band (2-8)

Challenge Rating: 1

Treasure: Standard

Alignment: Usually chaotic evil

Advancement Range: By character class

Description

The court of the creature known as the Momus or,
more commonly, Jack of Tears isa strange place, where
pain and sorrow are treated as joyous emotions. These
diminutive creatures inhabit Jack’s rickety palace in

messengers for Jack and his officers.

Shadowjesters appear as black silhouettes of
misshapen, dwarfishbeings, cladinjester’s
costumes, with

foolscaps or dunce @
caps on their 5 =

large numbers, and they act as servants and

heads, and jester- i G
headed wands ~ YO
clasped in their hands. \.-':‘
They are constantly in
motion, dancing and 1 .=
caperingabout withend- 2%
less energy, chattering and o
gibberingnonsensical syllables
constantly.

Adventurers encounter
these creatures most often

travel in the retinues of powerful
membersof Jack’sentourage. Dark
harlequins (q.v.) are often accom- V7
panied by several of the creatures, \
and Jack himself sometimes brings
several when he visits foreign

courts or embassies, amused /,

)

by the chaos that they bring. &

On occasion, the Momus
offersoneortwoof the lietle v ¢
d

beings to foreign rulers as court fools or entertainers, but so
far, no one has accepred.

Shadowjesters live to entertain, serve and cause
mischief (when they can get away with it). Normally
of minimal intelligence, jesters are possessed of low
cunning and a cruel sense of humor. They delight in
setting traps, playing practical jokes and hurting
other beings. Their wild, maddened laughter echoes
constantly through the halls of the Momus’ palace,
and trouble and chaos inevitably follow when they
are allowed into others” homes, palaces or fortresses.

A shadowjester who visited King Virduk's court
in the company of the dark harlequin Sashima, for
example, caused so much disorder and mischiefin the
kitchens that the royal chef himself pursued the
creature out and down a hallway. As he ran, though,
he blundered into a tripwire that dropped a huge load
of utensils, pots and saucepans on his head. The
unfortunate man barely survived the encounter. For-
runately for the shadowijester, King Virduk himself
found the incident endlessly amusing.

Combat

Jesters don't like to fight; they prefer instead to
goad foes into attacking. They then flee and lead their
victims into booby traps such as deadfalls, tripwires and
the like. When forced to fight, shadowijesters jab with
small dageers and use their special attacks to confuse

and confound their foes.

Confusing Gibber (Su): A
shadowjester's bizarre gibberish
causes opponents o grow
confused and unable to
= | concentrate, especially in
= [ combat. Any creature
fighting ashadowjesterre-
ceivesa-2attack penalty
due to the discon-
certing noise of
2 this sonic, mind-

affecting power.
Maddening
“ Laughter (Su):
Once per day, a
shadowjester can un-
leash a wild,

< o i
screeching, cackling
laugh that causes tempo-
rary confusion and dementia.

Anvyone within 45 feet who
7 hears this laugh must make
/ a Will save (DC 1Q) or be

5/ affecred by the laughter. Vie-

- %5

o

v 7 timsarcaffecred asby aconfusion
V /A spell. They may attempt a new
/ Will save (DC 10) every three
. rounds until they resist the effect
successfully and end their
confusion. This isasonic,
mind-affecting power.

i
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Despire their grandeur, however, carnivo-
rous trees are deadly. Any creature that wanders

Carnivorous Tree

into a tree’s hollow — which can be as small as
o Huge Plant t holl hicl | 11

H'_tp'fe: 20d8+60 (150 hp) a barrel or as large as a small room — can

Initiative: -3 (Dex) become a victim of the plant. These hollows

i%eed: 25&‘ e e 0 l seem particularly inviring in harsh weather con-

- -2 size, -  + i _ :

(€ e = Dei 220 natiral) ditions such as storms, cold or extreme winds,

Attacks: — : o e e

S under all of which a carnivorous tree thrives.

! =9 Indeed, some carnivorous trees may grow where
Face/Reach: 10 ft. by 10 ft./0 ft. : } i | - : y.81¢ l :

i S : no other plants can — s g as 4 als are
Special Attacks: Criehing acid 0« tlur P u}.t; can .lm_ Ull:ih s anima ; ire
Special Qualities: Plant, fire vulnerability, resistant to RISYRICAL ARG EEHNIL T REEE DLOVECAGD en

piercing attacks the elements. Some flesh eaters are even known
Saves: Fort +15, Ref —. Will +3 to retain their leaves in winter when food is
Abilities: Str 24, Dex 4, Con 16, Int —, Wis 4, abundant.
Cha — A few carnivorous trees are truly prosper-
C['matfrr.m'“: A")" forest ous because they have been chosen as the foci
Organlzation:. Solitary or grove (5-12) of worship by druids. Adherents of the ritans
Ei'_ha"enge Rating: g o believe these trees to be symbols of the ongoing
S ks power of the ritans in the world. As long as
Alignment: Always netral chosen carnivorous trees tlourish, the titans are
o € . b o . 3 . € 2
AdvancementRange:  21-40HD(Gargantuan); 41-60HD (Colossal) belic T : _ ; :
selieved to still be alive, even though impris-
DeSCﬂphon oned. Druids therefore make frequent offerings

to their trees, especially in the form of worship-
ers of the new gods.

Combat

When a creature enters the hollow of a car-
nivorous tree trunk, which is usually at or near
ground level, tiny changes in the water pressure of
the wood and in surface roots cause the bole walls
to expand rapidly until the opening has swollen so
tight that it doesn’t allow for the passage of warer
or air, trapping the creature inside. The wood
inside the trunk continues to distend, crushing
the occupant to a bloody paste, just as a thick
acidic sap fills the chamber to digest the prey. It
takes 30 points of damage inflicted to one spot on

Carnivorous trees are large, old trees, most
commonly oak — but possibly hawthorn, maple,
walnut or other deciduous varieties thar have
been rendered carnivorous by exposure to the
blood or remains of titans. Any forest can har-
bor carnivorous trees, though they are most
commonly encountered in the thickest tangles
of the Hornsaw and other tainted woods.

The first carnivorous trees were exposed to
the fresh-spilled blood of the defeated tirans, so
they are at least 150 years old. Others that have
grown since are either the product of an exist-
ing flesh earer, have germinated from a ravenous
seed or have emerged as the corruption of the

interred titans has spread. In the former case,
an older tree often overlooks a surrounding
grove of its flesh-eating “offspring,” all of which
develop larger hollows, ones facing away from
prevailing winds or within the canopy to con-
rend for and aceract different kinds of prey.
Since they sustain themselves on prey in ad-
dition ro soil nutrients, carnivorous trees tend to
be stronger and healthier than the mundane kind

a tree to create a hole large enough to extract a
Medium-size victim from the trunk.

Crushing (Ex): Once a carnivorous tree traps
a creature within its trunk, it does 3d4 hit poinrs
every round, automatically. Trapped victims do
not have the room ro stage their own attacks ro
escape. Spells with semantic components cannot
be cast. Nor can most that require material com-
ponents or foci that cannot be reached. Even

around them. Even in forests where most trees are
somewhat stunted due to the effects of the
Titanswar or other cataclysms, carnivorous trees
are healthy and possess thick, green foliage. Some
of these stunning trees are found in the hearts of
inviolate forests and reach heights of hundreds of
feet, with trunks so large it takes a man a full
minute to encircle them.

spells with only verbal components require suc-
cessful Concentration checks, as if the caster were
entangled (see core rulebook 11, p. 84), to be cast.

Acid (Ex): The acidic sap exuded into the
trap chamber does an additional 2d4 hir points of
damage to a creature every round, in addition to
the crushing damage. After four rounds, the cham-
ber is full (trapped victims who have not been

T O D LR, I e A e P O )
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crushed and/or digested at this point may drown/
suffocate — see core rulebook 11, p.85). Non-magi-
cal possessions may also be destroyed ar the Game
Master's discretion; paper, cloth and leather dis-
solve within a round. Metal corrodes and melts
away within six. Anything that breaches the trunk
(inflicts 10 points of damage in a single spot)
releases a spray of acid that does 2d4 points of
damage to anyone outside of the tree who's stand-
ing within 10 feet.

TP Sl S, T, TN, IR e

Plant: Carnivorous trees are impervious to
critical hits, subdual damage and death from mas-
sive-damage trauma. They are immune to poison,
sleep, mind-influencing effects, paralysis, stun-
ning and polymorphing.

Fire Vulnerability (Ex): Carnivorous trees take
double damage from fire attacks unless the attack
allowsasave, in which case they take double damage
on a failure and normal damage otherwise.

Resistant to Piercing Attacks (Ex): Carnivo-
rous trees take only half damage from piercing attacks.
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Carrion Hound
Large Beast

and patches of rotting flesh. Here and there the skin
and fur have peeled away, baring bone and naked
muscle. Where the head of a dog would be, the
carrion hound has a mass of enormous writhing
maggots. These maggots, roughly a dozen in number,
serve as the heads of the monster. Because of their
maggot heads, some inhabitants of lands where car-
rion hounds are common have taken to calling them
maggot hydras.

As their name implies, carrion hounds mostly
feed on carrion and enjoy the taste of rotting flesh.
However, their constant hunger prods them to some-
times create their own cadavers by killing other
creatures and letting their corpses fester. Carrion
hounds are likely to attack potential prey unless
grossly outnumbered.

Carrion hound behavior is a function of pure
instinet and makes no use of any advanced tactics.
Sometimes, the creature likes to ambush its prey by
burrowing out of the ground beneath it. :

Hit Dice: 5d10+23 (50 hp)

Initiative: +0

Speed: 30 ft., burrow 10 ft.

AC: 13 (-1 size, +4 natural)

Attacks: Bite +10 melee, 2 claws +| melee

Damage: Bite 2d6+4; claw [d6+2

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

Special Attacks: :hlltiple heads, improved grab, flesh  Combat

urrow

Special Qualities: Immunity

Saves: Fort +10, Ref +4, Will +1

Abilities: ISérl‘f.DexlO.Con 18, Int 2, Wis 10, Cha

Skills: Climb +6, Listen +2, Spot +2

Feats: Great Fortitude. Toughness

Climate/Terrain: Any underground

Organization: Solitary or pack (5-10 plus one 8 HD
pack leader)

Challenge Rating: 3

Treasure: None

Alignment: Always chaotic evil

Advancement Range: 6-10 HD (Large): 1115 HD (Huge)
Description

The carrion hounds are loathsome and disgust-
ing beasts thar primarily dwell below ground. Created
by the gluttonous titan Gaurak during the Divine
War, carrion hounds scavenged the land for food,
which they consumed only to return to their master
and disgorge it for his consumption. Now these rav-
enous beasts are usually found tunneling beneath the
surface of the Scarred Lands, presumably in search of
their buried master.

A carrion hound is truly ghastly to behold. It
resembles a large mangy wolf or dog covered in sores

Multiple Heads (Ex): Even though the carrion
hound has many heads, its bite is treared as a single
attack. Because of the many individual heads in-
volved in the atvack, the beast gets a +4 racial bonus
to its bite atrack roll.

Improved Grab (Ex): To use this ability, the
carrion hound must hit with its bite attack. If it gets
a hold, it can start to burrow into the victim’s flesh.

Flesh Burrow (Ex): The maggot heads of a
carrion hound can burrow into the flesh of held
opponents. With a successful grapple check, it deals
4d6+8 points of damage to a grabbed victim.

Immunity (Ex): Carrion hounds are immune to
non-magical discases.

T O AR I i e W L N R
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Blindsight
(Su): The globe
has nosensory
organs, but it
locates ob-
jects and
crearures
within
90 feet
with a
com -
Fplex
WP form  of
d magical
sensitivity.
This sensi-
tivity makes
the globe difficulr ro
fool, but it also means that
a spelleaster who dispels the
power successfully renders

P Sl S, TS TR0, IR e

Chaos Globe
Large Construct

Hit Dice: 8d10 (44 hp)

Initiative: +0

Speed: fly 25 ft. (perfect)

AC: 22 (-1 size, +13 natural)

Attacks: Slam +5 melee

Damage: Slam 2d6

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

Special Attacks: Chaos strike

Special Qualities: Blindsight. construct, damage reduc-
tion 10/+1

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

Abilities: Str 10, Dex 10, Con —, Int —, Wis 10,
Chal

Climate/Terrain: Any

Organization: Solitary, pair, sentinel group (3-5)

Challenge Rating: b

Treasure: None

Alignment: Always neutral

Advancement Range: None

Description

Magical constructs that apparently originated
from the same creators as the thunder orb, chaos
globes are smooth spheres, 10 feer in diameter, whose
surface swims with a rainbow of strange, random
patterns. Most exist as guardians of wizard’s homes
and workshops, or in ancient fortresses or tombs. A
chaos orb moves in toral silence, floating three to six
feet off the ground.

Combat
Totally dedicated ro their task as guardians,
chaos orbs attack intruders without hesitation. They
fight until destroyed or until they defear their foes.

the globe blind for 2d4

rounds.
Construct: Im-

pervious to critical
hits, subdual damage, energy drain, stunning and
death from massive damage trauma. Immune to any
effect thar calls for a Fortitude save to resist unless the
effect affects objects specifically. Not affected by
attacks or spells of mind-altering nature (for example
enamoring or charming spells).

Chaos Strike (Su): Each round, the chaos globe
emits a field of random magical instability, inflicring
random magical effects on anyone within a 30-foot
radius. Roll 2d10 on the following table to determine
the effect.

Die Roll Effect

7 5d10 points of random type damage (roll 1d4 1 — fire. 2 — cold. 3 — electrical, 4 — sonic): Reflex save (DC
14) halves damage

3 4d10 points of random type damage (roll Id4 1 — fire, 2 — cold. 3 — electrical, 4 — sonic): Reflex save (DC
14) halves damage

4 3d10 points of random type damage (roll 1d4 1 — fire. 2 — cold. 3 — electrical, 4 — sonic); Reflex save (DC
14) halves damage

6 Id4 points of temporary damage to randomly determined ability: Fortitude save (DC 14) negates

7 | point of temporary damage to randomly determined ability; Fortitude save (DC 14) negates

8 1d8 points of sonic damage; Fortitude save (DC 14) halves damage

7 1d6 points of sonic damage; Fortitude save (DC 14) halves damage

10 Id4 points of sonic damage; Fortitude save (DC 14) halves damage

Il 1d6 points of sonic damage; Fortitude (DC 14) halves damage

12 Target rendered deaf (40%): Fortitude save (DC 14) negates

13 Target renderedblind and deaf; Reflex save (DC 14) negatesblindness, and Fortitude save (DC 14) negates
deafness

14 Target fatigued; no save allowed

15 Target exhausted; no save allowed

16 1 negative level: Will save (DC 14) negates

17 1d3 negative levels; Will save (DC 14) halves level loss

18 1d6 negative levels; Will save (DC 14) halves level loss

19 Target randomly polymorphed: Fortitude save (DC 14) negates

20 Target teleported without error 2d10 miles in a random direction; Will save (DC 14) negates

Tl NI T




CREATURE COLLECTION I1: DARK. MAENAGERTE
L SR AR, T e e s P, N

Ch em fs Ch]'ldre-n Often, the mere threat of an approaching swarm

is enough to cause an entire settlement to flee. These

Huge Vermin creatures are especially common on the Bleak Savan-
Hit Dice: 14d8+14 (77 hp) nah and the Perforated Plains, where isolated
Initiative: -1(-1Dex) communities and tribes have limited access to magic
Speed: 5t ) or aid from civilized regions to fend off such swarms.
AC: 10 (-2 size, -1 Dex, +3 natural)
Attacks: 1 or 4 bites +8 melee Combat
?amE:ach' gste deb Chern’s children rely on numbers and unthink-
ace : pecia . ;
Special Attacks: i 1ng%y relentles& assaults Itu overpower their prey. A
Special Qualities: S b typical swarm is 20 feet in diameter.
Saves: Fort +10, Ref (fails), Will +2 Swarm (Ex): A swarm of Chern’s children may
Abilities: Str10,Dex 8, Con 12, Int—, Wis 6, Cha make onearrack each round against any creature that
6 comes within five feet of it. Any creature that actu-
Climate/Terrain: Any ally enters the swarm suffers four atracks per round.
Organization: Swarm (1) Treat the swarm as a single individual for purposes of
Challenge Rating: 6 attack and damage; the swarm is destroyed if its hir
Treasure: Standard points drop to zero. The swarm fails all Reflex saves
Alignment: Always Neutral automatically, asitis impossible for such alarge group
Advancement Range: 15-20HD (Gargantuan): 21-30HD (Co- of ereatures to avoid such effects.

lossal)

Slime Trail (Ex): The slime left behind by the
Descrjpﬁ on swarm is toxic and noisome. Anyone whostepsin the
slime must make a Fortitude save cach round (DC 18)
thatheisin contact ortake 1d4 damage. Anyone who
attempts to move faster than half speed in the slime
must make a Reflex save (DC 18) or fall into the
slime. Falling causes no additional damage, but the
foul stench of the slime adheres to the victim, causing
a temporary loss of 1d6 Charisma. This effect lasts for
1d4 days, after which the character’s Charisma re-
turns with no chance of permanent loss.

The pestilent titan Chern created many races of
vermin that still infect the Scarred Lands. Among
these races are the creatures known as Chern’s chil-
dren. Rather than being a single creature, Chern's
children move in swarms of thousands of individuals.
Swarms of Chem’s children inhabit wastelands and
wilderness areas, devouring everything in their path
and leaving a trail of foul-smelling slime in their
wake.
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Cloudsting

Huge Elemental {Air)

Hit Dice: 10d8+10 (55 hp)

Initiative: +3 (Dex)

Speed: fly 60 ft. (average)

AC: 11 (-2 size, +3 Dex)

Attacks: 8 tentacles +7 melee

Damage: Tentacle 1d6+2

Face/Reach: 10 ft. by 20 ft./10 ft. (100 ft. with
tentacles)

Special Attacks: Ele«;tric discharge, thunder, favorable
winds

Special Qualities: Gold sense, electricity sense, electric-
ity resistance 30, transparency,
elemental

Saves: Fort +4, Ref +10, Will +3

Abilities: ISItr 15,Dex 16,Con 12, Int 7, Wis 10, Cha

Skills: Hide +20, Knowledge (geography) +9,
Move Silently +11, Spot +8, Listen +5

Feats: Flyby Attack

Climate/Terrain: Any except underground

Organization: Solitary

Challenge Rating: 6

Treasure: Gold coin only and see below
Alignment: Usually chaotic neutral
Advancement Range: 11-15 HD (Huge)

Description

These floating creatures, once the spies of the
titaness Gulaben, seem to be made of congealed
air. Cloudstings wandered where their mother's
will took them, drifting upon the air currents
eventothasedistant landsof which the peoples
of Ghelspad know nothing. With the defeat of
Gulaben, the cloudstings’ prowess has dimin-
ished, but these elemental creaturesstill threaten
the Divine races. They predominantly haunt
thevicinity of Kelder Mountain gold mines but
haveattacked caravansacrossthe Scarred Lands.

Merchants and travelers upon the roads
of the Scarred Lands rtell tales of the
cloudstings’ uncanny knowledge of where
gold is hidden. Sometimes, the creatures float
low toplay the part of the sncak-thief and take
bags of coins while a caravan slumbers. Other
times they raid wagons laden with ore return-
ing from mines. Though they are elemental
creatures of air, cloudstings apparently ingest
gold forreasons unknown. Theirability tofind
stores of gold have led some merchants to
label them “gold hounds” and pay ex-
plorers to track cloudstings in the wild
in the hope that the elemental will be
drawn to locations where a new gold
mine might profitably be established.

Among alchemists and potion-brewers, the

gelatinousichorofacloudsting’s body fetches
as much as 5,000 gp and is a powerful
ingredient for any levitation potion or
items of similar power. Cloudstings do

notspeak any known language, though they seem tobe
able to communicate with each other.

Combat

Cloudstings avoid combat al-
together, preferring tospyon their
prey, following them ar a dis-
tance and choosing

opportune moments toab-

scond with gold. If
discovered, the cloudstingen-

gages in melee only if pressed, using its
thunder capability if the numbers are
small and only using its chain-lightning
effect if confronted with larger numbers

orsignificantly more powerful opponents.
Once its most powerful attack is used, the
cloudsting soars out of range and flees,
perhaps returning later once a camp is at
rest again.

Electric Discharge (Su): The cloudsting’s
body stores electrical energy, discharging it
through its barbed tentacle. Once per day (or

more, see below), when the cloudsting makes a
tentacle rake, it may discharge 6d4 points of elec-

trical damage at one opponent and 3d4 points of

clectrical damage to six other targets in an effect
similar to chain lightning.

Thunder (Su): Any opponent who receives
damage from one of the cloudsting’s arm attacks must

succeed at a Fortitude save (DC 16) or be stunned for

1d6 rounds and deafened for 1d4 minutes by a sudden
{ clap of thunder. This is considered a sonic attack for
purposes of a bard's countersong ability.

Favorable Winds (Su): Drawing upon the favor of
Gulaben, the cloudsting may control the flow of winds,
summoning gusts of up to 60 miles an hour. This power is
used mostly for locomotion, though a clowdsting under
artack may use its power offensively generating an effect as
thespell gustof windcast bya [Oth-level sorcerer. Use of the
ability is a standard action.

Gold Sense (Su): The cloudsting possesses the
ability to detect gold at distances of up to 1,000 feet.
This may include even ores and traces of the precious
metal in its unprocessed form.

Electricity Sense (Ex): The cloudsting is able
to sense the presence of electrical energy at a dis-
tance of 1,000 feet.

Electricity Resistance 30 (Ex): Thecloudsting

actually absorbs the electricity it resists, and if it
resistsfabsorbs 30 points or more of electrical “dam-
age,” it may use its electric discharge power again,
even if it has already done so in the past day.
Transparency (Ex): Any attack made
against the cloudsting’s transparent bodly is made
as if the cloudsting were under nine-tenths conceal-
ment. Thus, any attack made against the main body
suffers a 40% chance of failure. The cloudsting
also receives a +10 bonus to its Hide skill.
Elemental: Immune to poison, sleep,
. paralysis and stunning. Not subject
VAL to critical hits or flanking.
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Corpse Whisperer

this death general has proven quire difficult.
Orther corpse whisperers are encountered march-

Medium-Size Monstrous Humanoid ing legions of corpses across the Ukrudan desert,
Hit Dice: 5d8+15 (37 hp) presumably to use the undead as building blocks for
Initiative: +5 (+1 Dex, +4 Improved Initiative) Dunahnae’s infamous Wall of Bones. What pacts or
Speed: 30 ft. agreements these whisperers have with Dunahnae
AC: 11 (+1 Dex) remains unknown.
Attacks: 2 Claws +8 melee A corpse whisperer appears as an intact zombie,
Desringes: Claw 1d6+3 although there is a malevolent intelligence burning
Faoe{Read!: St b’_' > ﬂ'{? Ft‘ in the creature’s eyes. It usually dresses in rags or
SPec?' Atl:ale.ts: Spellie abilities whatever is appropriate for the climate.
Special Qualities: Undead spawn
Saves: Fort +4, Ref +5, Will +7 ' Comba"
Abilities: Str16.Dex12,Con 17, Int 19, Wis 17, Cha 13 : ! , :
Skills: Hide 5, Knowledge: (any.orie) +5, Lis- F,llrp:ic wl‘nspcrcrs are found with !cg._mns_nf
ten +6, Move Silently +4 undead, directing ‘[hcm into battle. When its min-
Feats: Improved Initiative ions bring down a foe, the corpse whisperer's abilities
Climate/Terrain: Any land and underground come into play, allowing the creature to raise the
Organization: Solitary deadasaloyal follower. A corpse whisperer attacks by
Challenge Rating: 4 getting close to avictim and using its touch artacks to
T aerg: Standard augment its claws.
Alignment: Always neutral evil Spell-like Abilities: At will: armor of undearh,

Advancement Range: 6-10 HD (Medium-size); 11-15 HD

Description

(Large)

The corpse whisperers are a titanspawn race
adopted long ago by Belsameth and empowered
to raise armies of undead to lead against the
death goddess’s enemies. There is a connec-
tion between the living and the dead that a
corpse whisperer exploits, breathing new

unlife into the recently departed so that
it joins the corpse whisperer’s ranks of
the walking dead. The corpse
whisperer irself, however, is not
undead, butratheramimiccrafred
to resemble the undead, allow-
ing it to gain an advantage over
those who believe the risen
dead to be mindless automa-

rons.

A number of corpse
whisperers live on the out-
skirtsof the Hornsaw Forest,
especiallynear Glivid Autel.
Vigilant patrols around the
Hornsaw Forest have been

grim feast, inflict moderate wounds, sleep of
the dead, zombie form. These
abilities are as spells cast by a
Sth-level sorcerer (Save DC

11 + spell level).

Undead spawn (Su): As a
standard action, a corpse
whisperer canrevive the recently

dead by speaking directly into

their cars, creating a new
follower that immedi-
ately the
creature’s minions

v against its former
'«‘\ friends. The effecr is
A similar to animate
dead, except the
undead are al-

i : » vays zombies,
/ the corpse
must be no
more than one hour
old for the whisperer
to animate i, and
there is no limit to
the number of

joins

1 undead the corpse
y ' whisperermaycon-
trol. The undead
have the standard
abilities of a zom-
bie dependent on
their size, and
unerringly fol-
low the orders
of the corpse
whisperer.

beset by multiple armies of _
shambling undead. Whether a 3
single corpse whispererhas taken
control of the many undeadora
number of the creatures are /
working together is unclear, '
but a figure dressed in full

military regalia has been
spotted directing the
undead during these battles.

So far, finding and stopping
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Daemon, Grisly Minstrel
Large Outsider (Evil)

Hit Dice: 4d8+8 (26 hp)

Initiative: +3 (Dex)

Speed: 40 ft., climb 20 ft.

AC: 17 (-1size, +3 Dex, +7 natural)
Attacks: 2 Claws +8 melee. bite +6 melee
Damage: Claw 1d6+5, bite 1d4+3
Face/Reach: 5 ft. by 10 ft./5 ft.

Special Attacks: Spell-like powers. spells. music

Special Qualities: Damage reduction 10/+1. SR 18, jump-

ing, immunities, resistances. see in

darkness, telepathy

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

Abilities: Str 20, Dex 16, Con 15, Int 11, Wis 10,
Cha 19

Skills: Climb +12, Concentration +8. Jump +22,
Listen +8. Move Silently +7, Perform
+8, Sense Motive +6, Spot +5

Feats: Iron Will, Multiattack

Climate/ Terrain: Any land and underground

Organization: Solitary, team (2-4) or squad (6-10)

Challenge Rating: 4

Treasure: Standard

Alignment: Always neutral evil

Advancement Range: 5-8 HD (Large);
9-16 HD (Huge)

Description

The bards of the lower planes,
arislyminstrelsare frequently found
in the company of other dacmon
ornearroads and byways where
they lure travelers off the
road to ghastly fates. Evil
clericswiseenoughtoun- N
derstand their value,
summon grisly minstrels
to augment their forces, and
Belsameth also sends the minstrels
to the physical plane to cor-
rupt, torment and kill bards
and musicians faithful to Tanil.

A grisly minstrel resembles
the bastard offspring of a giant
cricket and a rortured human soul,
usually a musician who, wittingly or not,
bartered her soul to Belsameth and now pays the
price for her bargain. The human torso of the
minstrel has daemonic features, seen most clearly
in the creature’s obsidian or dark crimson col-
ored skin, pointed ears, baleful eyes and
flesh-rendingly sharp teeth. The minstrel’s
hindquarters are those of a giant
cricket, complete with powerful 4
hind legs used for jumping butalso
ribbed to produce the minstrel’s
unholy music when they are rubbed together. In

addition to the music the dacmons produce with their
insectoid legs, the grisly minstrels earn their name
from the harps they play. Constructed from the bones
and torn out vocal cords of mortal bards whom a
minstrel has slain, the harp sings when strummed,
recreating the haunting voices of the murdered mu-
sicians whose remainsadorn the gruesome instrument.

Combat

Grisly minstrels typically stay toward the back of
any encounter, supporting their allies with either
spells or bardic music. When forced into combat and
unable to flee, the daemons artack with their front
pair of clawed insectoid legs and their bite.

Spell-Like Abilities: Once a day —dimension door.
This ability is as the spell cast by a 4th-level sorcerer.

Spells: A minstrel has the spell-casting ability of
a 6th-level bard.

Music (Su): The grisly minstrel has the ability to
use bardic music in the same manner as a bard of level
equivalent to the daemon’s hit dice plus four. The
music is produced by rubbing its hind legs together and
is treated as a free action. The music does not interrupt
the minstrel’s melee attacks or spell-casting, although

it cannot move while playing its unholy music.
Jumping (Ex): The cricket-like legs of the grisly
minstrel propel it in enormous jumps. Its Jump skill
is augmented as noted above, and it has no maxi-
mum jump distances (see core ridebook I, p. 70).
Immunities (Ex): Daemons are immune
to poison and electricity
Resistances (Ex):
Daemons have cold, fire,
and acid resistance 20
See In Darkness
(Su): Daemons have
the supernatural ability
to see perfectly in dark-
ness of any kind, even
deeper darkness spells.
Telepathy (Su):
Daemons have the su-
pernatural ability to
communicate tele-
pathically with any
creature within
100ft. so long as
the creature
speaks a lan-
guage.
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Daemon, Moon

Large (Tall) Outsider (Evil)

Hit Dice: 12d8+36 (70 hp)

Initiative: +2 (Dex)

Speed: 40 ft.

AC: 26 (-1 size, +2 Dex, +I5 natural)

Attacks: Bite +15 melee, 2 claws +13 melee

Damage: Bite 2d4+4, claw 1d12+2

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

Special Attacks: Rend, trip, curse of lycanthropy, fear
howl, spell-like abilities

Special Qualities: Alternate form, damage reduction 20/
+2 or silver, SR 22, regeneration 6,
immunities, resistances, see in dark-
ness, telepathy, summon daemon

Saves: Fort +11, Ref +10, Will +10

Abilities: Str 19, Dex 14, Con 17, Int 16, Wis 14,
Cha 1

Skills: Bluff +12, Concentration +10, Disquise
+9, Escape Artist +7, Hide +6, Listen
+14, Spot +10, Wilderness Lore +11

Feats: Mobility, Multiattack. Track

Climate/Terrain: Any land

Organization: Solitary or pack (2-4)

Challenge Rating: 8

Treasure: Standard

Alignment: Always neutral evil

Advancement Range: 13-14 HD (Large): 15-18 HD (Huge)
Description

Moon daemons serve the goddess Belsameth.
When they are not roaming their goddesses outer
plane or racing across her moon, they can be found in
the wilds and in the cities of the Scarred Lands,
spreading lycanthropy. Moon daemons are the pri-
mary servants of Belsameth for sowing lycanthropy
among the Scarred Lands, and as such, the servants of
Tanil hunt moon daemons wherever and whenever
they are sighred.

Moon daemons typically appear in the guise of
beautiful or handsome humanoids, dire versions of
their chosen animal or in monstrous, black-furred
half-man, half-beast lycanthropic forms. Unless
cloaked by illusion, the pupils of a moon daemon's
eyeswillalwaysreflect the current phase of Belsameth's
moon, i.e. full black at new moon, full white at full
moon, crescent shaped at waxing and waning, etc.
Moon daemons come in many variants, as many as
there are types of lycanthrope. When they do appear
in the physical plane, most commonly it is wolf moon
daemons (such as presented here) in rural and wilder-
ness areas or rat moon daemons in larger cities.

Summoned ro the world by the mortal servants
of Belsameth, these creatures are then let loose on the
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world to spread their goddess’s curse. They accom-
plish this through flirting and courting other
humanoids or through wounding them or wounding
animals. Wherever a moon daemon passes, lycan-
thropy breaks out and savagery and death ensue.

Combat

Though savage fighters, moon daemons have
cunning minds to go with their wicked hearts. They
will use their shape changing and minor illusionary
powers to conceal themselves from detection for as
long as possible. If confronted, they will transform
into theirdemonic half-beast state and rend their foes
limb from limb.

Rend (Ex): A moon daemon in its natural form
that hits an opponent with both claw atracks in the
same round latches onto the opponent’s body and
rends him for an additional 2d8+6 points of damage.

Trip (Ex): If a moon daemon hits with its bite
attack in werewolf or wolf form, it may take a free
action to attempt to trip its victim (see core rulebook
I, p. 139). It does not have to make a touch artack nor
does this provoke an attack of opportunity, and
should the trip fail, the victim may not react to trip
the moon daemon.

Curse of Lycanthropy (Su): Anyone struck by
the moon daemon’s claws or bite while in its dire
animal or lycanthropic forms or anyone kissed by a
moon daemon while in its humanoid form must pass
a Fortitude save (DC 18) or contract lycanthropy.
The form of lycanthropy contracted is determined
randomly by the Game Master (i.e., it is not necessar-
ily wolf lycanthropy).

Fear Howl (Su): Anyone hearing the moon
daemon’s howl (which normally has a range of 600 ft.
if unobstructed by soundproof walls) must succeed at
a Will save (DC 20) or be affected as though by fear
cast by a 12th-level sorcerer. A successful save indi-
cares that creature cannot be affected again by that
moon daemon'’s fear ability for one day.

Spell-Like Abilities: At will —change self, charm
monster, desecrate, detect good, detect magic, magic circle
against good, see invisibility, tongues; 3/day— Belsameth’s
blessing, summon monster V (fiendish animals only);
1/day — teleport without ervor (self plus 50 pounds of
objects only), unholy blight. These abilities are as the
spells cast by a 12th-level sorcerer.

Alternate Form (Su): A moon daemon canshift
between its wolf, werewolf and humanoid forms at
will as a standard action, similar to a polymorph self
spell cast by a 12th-level sorcerer. In wolf form, it
appears similar to a dire wolf and has a move of 50 ft.
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and a +10 attack bite thar delivers 1d8+ 10 damage.
In humanoid form, it will use any gear and weapons
at its disposal. [ts werewolf form is described by the
statistics above.

Immunities (Ex): Daemons arc immune to poi-
son and electricity.

Resistances (Ex): Dacmons have cold, fire and
acid resistance 20.

Sce In Darkness (Su): Daemons have the su-
pernatural ability to see perfectly in darkness of any
kind, even deeper darkness spells.

DARK MENAGERIE

Telepathy (Su): Daemons have the supernatu-
ral ability to communicate telepathically with any
creature within 100 ft., so long as the creature speaks
a language.

Summon Daemon (Sp): Once a day a moon
daemon can atrempt to summaon 1-3 other moon

i/

daemons, with 1 50% chance of success, or Belsameth's

herald, with a 10% chance of success.
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Combat

Daemon, Plague Angel

Medium-Size Outsider (Evil)
Hit Dice: 7d8+14 (45 hp) their best advantage, typically striking at night.
Initiative: +3 (Dex) They usually travel alone only when an indi-
Speed: 30 ft., fly 40 ft. (poor) vidual has been assigned a particularly daring
AC: 21 (+3 Dex. +8 natural) or provocative mission, such as striking down a
Attacks: ng slap +7/+4 melee; or 2 claws +7 priest of Hedrada or devoted follower of Tanil.
exe Wh s SrAte as : angels m: se
: en they operate as a group, angels make use
Déimage: Wing slop 1d4+2; claw 1632 f their si:uilplr \ppearance : » create the illu
< - 5 dar Aaf > e 2 [( cAare G =
Face/Reach: 5 ft. by 5 ft./5 ft. e PP i | e :
s . 510 ) arge or sme ers, de o d
Special Attachs: Cuni s Lostass sion ol I\I‘,..l,(. or -m“t- num l.I‘i- < lrtm,,hm ne
Special Qualities: Immunity, resistances, damage reduc- out of shadows in different places or showing
tion 10/+1, SR 14, invisibility, telepathy, themselves only one at a time but seeming
see in darkness. summon daemon extremely persistent and pervasive for only a
55"95 Fort +7, Ref +8, Will +7 _ “single” pursuer. Either tactic is intended to
Abilities: g;" I% Dex 17, Con 14, Int 14, Wis 15, frighten prey, and both are used in combination
a -
; ; o with the ability to inspire fear supernaturally.
Skills: Hide +13, Intimidate +10, Knowledge fov ¥ i f i )
(Religion) +12, Listen +12, Move Silently Cause Disease (Su): As the contagion spell,
+13, Search +12, Spot +12 effective any time a plague angel inflicts five or
Feats: Dodge, Mobility more damage with a claw attack. With each at-
C"matf"rm'“: Any land tack, the Game Master should choose randomly
&?ﬁmut‘;";. gharged (1). Brood (3). Swarm (4-8) from the spell’s list which discase is transmitred,
S or he can use campaign-appropriate plagues. Oth-
Treasure: None } ) ;
: ; erwise, successive attacks can simply make one
Alignment: Always neutral evil :

Advancement Range: 8 HD (Medium-size), 7 HD (Medium-

size)

Description

Among the fearsome minions of Belsameth
are the plague angels. Fashioned by Vangal
and given as gifts to his sister, plague angels
are formed from the souls of Madriel’s healers
whom Belsameth succeeded in corrupting dur-
ing their mortal lives. These daemons are often
summoned by priests or sent as gifts to favored
worshippers. When they're seen at all, they
appear as shapely women with bat wings, but
they are completely enshrouded in darkness
save for their glowing red eyes. They seem
almost like ebony succubi, yet, while succubi
are tempters, plague angels are destroyers, At
their goddess’ command, they descend upon
those who are irksome to their patroness. Whis-
pered stories tell of people struck down by
discase on the wings of darkness. Far more
disturbing are tales of Belsameth’s challengers
who are left alone at night, even simply ro
sleep, and are never seen again. It is uncertain
what these creatures take as sustenance, al-
though some speculate that it’s the fear of
their prey.

N " T AR, N

Plague angels use their shadowy nature 10

disease increasing more virulent.

Fear Aura (Su): On first sight of a plague
angel (or after the first atrack staged by one
that remains hidden), targets must succeed on a
Will save (DC 14) or suffer a -2 morale penalry
to saving throws, ability and skill checks and
attack rolls for the duration of the encounter.
One Will save lasts for an entire encounter
against a single plague angel, but it must be
rolled against each angel in a brood or swarm.

Invisibility (Ex): At night or in deep shad-
ows, a plague angel is effectively invisible, as
per the invisibility spell, although staging ac-
tacks in darkness does not make it visible. If an
angel dares act under rorch or daylight, it can
still use its dark form to hide in shadows, using
its Hide skill rating.

Immunities (Ex): Dacmons are immune to
poison and electricity.

Resistances (Ex): Dacmons have cold, fire
and acid resistance 20.

See in Darkness (Su): Dacmons have the
supernatural ability to see perfectly in darkness
of any kind, even in deeper darkness spells.

|
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Telepathy (Su): Daemons have the super-
natural ability to communicate telepathically with
any creature within 100 feet as long as the crea-
ture speaks a language known by the daemon.

Summon Daemon (Sp): Once a day, a plague
angel can attempt to summon another 2d 10 plague
angels with a 50% chance of success, or a moon
giant with a 35% chance of success.

The Unshrouded

When not on missions for their goddess, plague
angels can assume seeming human form, appearing as
actractive but callous women. Theironly exceptional
characteristic is the red irises of their eyes. They often
dressas priestesses of Belsameth and blend in with her
followers, but they resume their shadow forms as soon
as they're attacked or whenever they're called on a
mission by the goddess.

Sy

oA

T

LA

T W WP S, el ™ S5, P T N S




CREATURE COLLECTION I[1: DARK MENAGERIE

T OO AR I T S s L )

Dananshee

Fascinated victims are lured to a secluded spot, then
slain by the dananshec and her beasts. [f the dananshee

Medium-Size Fey is not hungry, she might spare a male victim with a
Hit Dice: 2d6 (7 hp) high Charisma score and keep the victim dominated
Initiative: +1 (Dex) for several days.
: 30 ft. Physically weak, dananshee are often accompa-
AC: 11 (+1 Dex) niced by woodland creatures, whoslay the dananshee’s
Attacks: Dagger +1 melee victims, then share in the subsequent feast. These
Damage: Dagger 1d4 creatures are twisted by contace with the dananshee.
Face/Reach: 5 ft. by 5 ft./5 ft. \_thn a dananshee is encountered, roll 1d20 on the
Special Attacks: Song of fascination, spell-like abilities following table ro determine its companions:
Special Qualities: Low-light vision, skills Die Roll Woodland creature companion
Saves: Fort +2, Ref +4, Will +6 I-5 None
Abilities: Str 10, Dex 13, Con 10, Int 16, Wis 17,  6-10 I-4 dire rats
Cha 18 1-14 I-3 dire weasels
Skills: Animal Empathy +7, Craft (any one) or  15-17 I-4 wolves
Knowledge (any one) +8, Escape Artist  18-19 -2 black bears or | brown bear
+5, Hide +6, Listen +7, Move Silently 70 Roll twice
;SS'SSEE:: 'f,? tive +6, Spot +10, Wilder- o Sonﬁ{ Off I)nnli?ation l(S!.! ): All characters wilthin
. 50 feer who hear a dananshee’s song must succeed at a
Fe‘ats: . Alertness, Dodge, Great Fortitude Will save (DC 15) or be affected as by adominate person
Cllmatfaf'l'lerram: Any land spell. The effect lasts for 2d4 days. The dananshee
Organization: ] Solitary commandshervictim toher lair, where she usually slays
Challenge Rating: 2 and devours him with the aid of her animal compan-
Treasure: Standard ions. The victim can only defend himself if he isable to
Alignment: Always neutral evil overcome the dominate person as described under the
Advancement: 3-6 HD (Medium-size) spell description. Even though the dananshee does nor
e continue singing once a victim is dominated, a bard’s
Descr lpTJOI"I countersong ability still allows a dominated creature 1o

Thedanansheeare supernaturally beautiful faerie
creatures, kin to the dryad and nymph. They have
delicate features, dark skin and hair of red, gold or
light brown. Their eves are emerald green, blue or
amber. They appear dressed in very little clothing,
and what they do wear is always the color of the
forests (green, brown, golden). Although they are
creatures of nature, dananshee embody the savage,
merciless side of the natural world, and they are
particularly hateful toward races that they consider
foes of nature — i.e., dwarves, humans and goblinoids.

Unlike her relatively benign cousins, the
dananshee is evil, and she seeks to lure adventurers
(particularly male adventurers) to theirdeaths. Many
tales speak of lone travelers enchanted by the sight of
a beautiful creature and enraptured by her lovely
song, only to be lured into asecluded grove or cavern,
then slain and devoured. Other tales suggest that
dananshee partake of physical pleasures with their
victims before killing them, leading some scholars to
speculate that this is how the species reproduces.

Combat

Dananshee avoid melee combat if ac all possible,
preferring instead to lure an unwary traveler to his
demise through her singing. Driven by hatred of
“unnatural” races, dananshee prefer roattack dwarves,
humans, goblinoids and other creatures. Elves and
other sylvan races are usually lefr unmolested unless
the dananshee is particularly hungry. She will not
attack a group of individuals on most occasions.
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reattempt his Will save once.
Spell-Like Abilities: At will — speak with animals;

once per day — dimension door as cast by a Tth-level

sOrcerer.
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Dark Womb

Large Monstrous Humanoid (Hag)
Hit Dice: 10d8+70 (115)
Initiative: -3 (-3 Dex)
Speed: 10 ft.
AC: 11 (-1 size, natural +5, Dexterity -3)
Attacks: Bite +7 melee, 2 claws +4 melee
Damage: Bite 1d3, claws Id4
Face/Reach: 5 ft. by 10 £t./S ft.
Special Attacks: Poison. spells

Special Qualities:
Saves:

Darkvision 70ft., cloning. charm
Fort +10, Ref +4, Will +11

Abilities: gg 10, Dex 5, Con 25, Int 15, Wis 15, Cha

Skills: Bluff +8, Concentration +10, Gather In-
formation +7, Intimidation +8, Spellcraft
+7, Spot +7

Feats: Chain Spell, Combat Casting. Iron Will,
Spell Focus (Necromancy)

Climate/Terrain: Any underground

Organization: Hive (1 dark womb + 2d12 cloned ser-
vants)

Challenge Rating: 6

Treasure: Double standard

Alignment: Always evil

Advancement Range: 11-16 HD (Huge): 17-18 HD

Description

When one of Mormo’s hags thought herself

good enough to dabble ar creating her own life forms,
just as the Mother of Serpents did, Mormo put the
haughty child back in her place, transforming her
into Scarn’s first dark womb. The hag’s new form
allowed herto create all the life she wanted, butnone

v | T

of it would be new. The things she created would be
merely clones of that which the gods and titans saw
fit to create.

Now, dark wombs can be found in secluded
caverns throughout the Scarred Lands, attended by
ahostof cloned children that serve theirdark mother's
every need. And needs these monstrous hags have in
plenty, from greed for treasures to desire for magical
knowledge and items to gnawing hunger to its desire
for tissue samples of creatures that would make prized
children for the dark womb. Any tissue from a living
creature that the hag consumes can be used to gestate
acloned child of such aliving creature. The resulting
clone children then serve their dark womb mother to
their deaths.

Powerful dark wombs create large broods of
children todefend their lairs, toseek out treasures for
their hag mother, or even to assassinate and replace
otherhumanoids in broader political power schemes.
To such ends, a dark womb sends its servants out to
collect pieces of other creatures, be those pieces
strands of hair from a brush, blood from aslain victim
or samples gained through more passionate means.
The servant child then brings back the sample that
the dark womb devours to produce a cloned off-
spring.

Dark wombs appear as corpulent hags from the
waist up with a huge, translucent, bulbous sac for an
abdomen. The overall appearance is half-hag and
half-termite queen.
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abilities, and statistics of the original creature. They

Combat

A dark womb loathes combat, preferring to let its
“children” do its dirty work. It usually supports its
children from a safe vantage with its sorceress spell use.
[t particularly favors disabling or weakening opponents
with necromantic spells such as metamagically chained
rays of enfeeblement to make combar easier for its chil-
dren or to weaken opponents enough so thar the her
own venom can paralyze them.

Cloning (Su): A dark womb may devoura tissue
sample (blood, hair, nail cutrings, etc.) of another
creature, then gestate and hatch a cloned version of
the creature. The gestation period is one week for
creatures size Tiny or smaller, and one additional
week for every additional size caregory above Tiny
(i.e., two weeks for Small creatures, 3 weeks for
Medium-size creatures, erc.). The dark womb may
not clone anything larger than one size smaller than
itself. Therefore, a Large dark womb may harch only
Medium-size or smaller clones.

When birthed from the dark womb, the cloned
creature is of the same age and maturity as the cloned
creature was at the time the tissue sample was taken.
Cloned creatures possess the same level of Hir Dice,
natural armor, natural actack forms, extraordinary
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do not possess any skills, feats, knowledee of spell-
casting, spell-like abilities, supernatural abilities,
personal identity or history information from the
original ereature. Atany one time, a dark womb may
not have more than one living clone child cloned
from the same individual creature,

Very rarely, a female creature that is cloned by
a dark womb spontaneously murates into a dark
womb herself and becomes free of the charm link to
her mother dark womb. Such offspring are usually
killed or exiled to start their own Hive, if they don't
kill their own mother first.

Charm (Su): Any cloned offspring hatched by
adark womb behaves as though charmed by her. This
effect is permanent, although it may be suppressed by
effects such as anti-magic fields.

Poison (Ex): The dark womb’s bite carries a
powerful, enfeebling venom. Victims must make a
Fortitude save (DC 22) or take 2d6 points of tempo-
rary Strength damage. One minute later, the target
must make a second saving throw or suffer an addi-
tional 2d6 points of temporary Strength damage.

Spells: All dark wombs cast spells as a sorceress
of level equal to its Hir Dice.
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Darklingsenhnel Crystalline armory (Su): Darkling sentinels

may form weapons from their crystalline bodies as a

Medium-Size Outsider (Evil, Lawful) free action. They may form any simple or martial
H'.t P".—‘: 7d8+7 (47 hp) melee or thrown weapon. They commonly form dark
Initiative: +0 crystal greatswords for melee or use crystal shards
ipceed‘ 32 HIB = equivalent to throwing axes for ranged attacks.
: 3 natura e
s Supernatural Senses (Su): Sentinels can sense
Attacks: By weapon +14/+7 melee; by weapon : i S
+9 ranged the presence and location of anything within 60 ft.
Damage: Weapon type +5 (greatsword 2d6+5 or Shatter (Su): When struck, darkling sentinels
throwing axe 1d6+5) may voluntarily shatter under the force of the blow as
Face/Reach: 5ft. by SFt/5 ft. a free action. The sentinel’s body fragments into a
Special Attacks: Crystalline armory shower of mineral shards and then reforms immedi-
Special Qualities:  Supernatural senses. shatter. SR 17, jely afterward. The sentinel takes no damage from
- ;nmunr:'h:s. ftle!epz,th\);‘! s the blow but does suffer 1d4 damage from the shatter-
o Ok ko eseR o St ‘ ing cffect plus any damage from energy effects from
Abilities: Str 20, Dex 10, Con 13, Int 10, Wis 14, e st NP
Cha 12 such weapons as flame tongues. If struck by a concus-
Skills: S Motivedd sion effect spell or magical effect, even one which

Feats: Conbat R efoxes: Power At normally harms crystalline creatures (e.g., shatter),
the sentinel may also shatter to avoid damage from

Climate/Terrain: Any land and underground

Organization: Patrol (2-5) or watch (3-18) the effect.

Challenge Rating: 7 Immunities (Ex): Darkling sentinels are im-

Treasure: None, except triple gems mune to acid, asphyxiation, hunger, thirst, poison,

Alignment: Always lawful evil blindness, deafness and discase.

Advancement Range: 10-12HD (Medium-size): 13-15 (Large) Telepathy (Su): Sentinels have the supernatu-
A ral ability to communicate telepathically with any

DCSCf]pT] on creature r\-'ilhin 40 ft., so long as the creature speaks

Darkling sentinels are outsiders who make their a language.
home on the astral plane or on the Scarred Lands’
primary moon, unless they are drawn to the physical
plane by a summoning. Wherever they are found,
they are usually involved in pacts with other evil
outsiders or mortal wizards ro guard strongholds against
intruders. Sentinels are most often found serving in
Belsameth's plane of Tarterus, at her throne on the
dark side of the moon or in the rowers of the death
gockdess’ more powerful wizards and sorcerers.

Sages believe thar darkling sentinels belonged to
some unknown race, perhaps a slave race to the
Slarecians, who lived on the dark side of the moon
long before Gaurak laid waste to it and before
Belsameth set her throne on the moon’s dark side.
Theirdark, crystalline bodies are alien enough, show-
ing no signs of sensory organs, although the sentinels
detect other creatures perfectly well. Their silent,
methodical approach to duty causes many to mis-
judge them for mindless constructs, instead of the
able tacticians they truly are.

Combat

Darkling sentinels atrack anyone who would
unlawfully attempt to pass the sentinels designated
watch but will not seek to attack anyone else. They
normally patrol “unarmed,” forming weapons as soon
as combat is engaged. The sentinel will focus its
attacks on any opponent who demonstrates an ability
to hurt the sentinel with attack forms that circum-
vent its shatter defense.
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Demon, AbyssalLarva
Small Outsider (Chaotic, Evil)

Hit Dice: 3d8 (13 hp)

Initiative: +5 (+1 Dex, +4 Improved Initiative)
Speed: 25 ft., climb 20 ft.

AC: 12 (+1 size. +1 Dex)

Attacks: 2 feelers +4 melee

Damage: Feeler Slap 1d3 and paralysis
Face/Reach: 5 ft. by 5 ft./5 ft.

Special Attacks: Spell-like abilities, paralysis, madden-
ing gaze, empathic link

Special Qualities: Damage reduction 5/silver, SR 8, im-
munities, resistance, telepathy

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

Abilities: Str 10, Dex 12, Con 10, Int 10. Wis 10,
Cha 12

Skills: Hide +6, Listen +2, Move Silently +3

Feats: Improved Initiative

Climate/Terrain: Any land

Organization: Solitary

Challenge Rating: 2

Treasure: Standard

Alignment: Always chaotic evil

Advancement Range: 4-6HD (Small)

Description

Experts in demonic lore believe the vile, crab-
like parasites known as the abyssal larvae are
spirits that have never known the pleasures of the
flesh and, as such, envy the physical sensations of
humanoids. Common belief regarding the larvac
states that these despicable demons are given the
same regard amongst the denizens of the Abyss
that a person would give a cockroach; thus, the
larvae seek out weak places between the worlds to
burrow through and infest new prey.

Abyssal larvae constantly seck new experiences
and sensations, which they experience vicariously
through victims they mentally dominate. The
larvae wait patiently in dark
places, in 'da_nk alleysor i'll'mt‘!- =
doned buildings, and use their ==
magical abilities to lure likely
victims into their grasp. In dim
light or from a distance, a fleshy growth on a
larva’s back resembles a naked human baby; by
the time the victim is close enough to see
through the ruse, the creature is able to lash
out with one of its feelers and paralyze its prey.
Once paralyzed, the victim is powerless to
prevent the crea-
ture from
attaching itself
by sinking its |
clawedlegsinto
the vicrim's
back and in-
serring its
proboscis deep
into the victim’s
brain in an attempt

to dominate him. The larva then uses the dominared
victim as its vehicle to explore — and through its
empathic link to with the victim, to vicariously partake
in — all manner of violence and debauchery.

Certain unscrupulous wizards in the Scarred
Lands summon these extraplanar creatures in hopes
of possessing a demon familiar, but often, itis the host
who is used by the larvae and discarded once he
becomes tiresome.

Combat

A larva will usually lure a new host by using its
ghostsound ability to mimic acrying infant. Once prey
wanders within range, the larva will lash out with its
gaze and paralysis artacks in order to have the time to
link itself to a victim. When forced to do battle, the
larva will command its host through its empathic link
(see helow).,

Abyssal larvae speak Abyssal, Common and the
language of their present host (if any).

Spell-like Abilities: The abyssal larva may cast
ghost sound at will as a 3rd level sorcerer.

Paralysis (Ex): If an abyssal larva successfully
hits an opponent with one of its feelers, the victim |
must make asuccessful Fortitude check (DC 11) orbe
paralyzed for 2d4 rounds.

Maddening Gaze (Su): An opponent who meets
an abyssal larva’s eyes must make a successful Will
check (DC 12) or behave as though affecred by a
confusion spell as cast by a 3rd-level sorcerer. This is
a mind-affecting gaze attack.

Empathic Link (Su): Against a helpless or para-
lyzed foe, the abyssal larva may insert its proboscis
into the victim and attempt to establish mental
domination. The victim receivesa Will save (DC 12)
toresist and be free of such control for a day (although
victims that resist often simply get killed by the larva
to ease its frustration). Those that fail are affected as
by dominate person as cast by a 3rd-level sorcerer. In
addition, the larva establishes a telepathic and em-

pathic link ro the victim which allows it to control
the victim from 300 fr. away regardless of

whether the larva can see the victim or

not. Establishing the link requires a full
round action, during which the larva is

subject to attacks of opportunity. The probos-
cis deals 1 point of damage to the host.

Immunities (Ex): Demons are immune to
poison and electrical artacks.

Resistance (Ex): Demons have cold,

fire, and acid resistance 20
Telepathy (Su):Lar-

vae  have  the

= )A—' supernatural ability
4 7

to communicate
telepathically
with any crea-
ture within
300 ft. so

; 5\ long as the
0l z’}, creature

=

speaks a lan-

guage.
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Demon, Blade

Medium-Size Outsider (Chaos, Evil)

Hit Dice: 7d8+18 (58 hp)

Initiative: +3 (Dex)

Speed: 35 ft.. fly 70 ft. (poor)

AC: 23 (+3 Dex. +10 natural)

Attacks: 2 scythehands +14 (special) melee and braid
flail +8 melee; or wing buffet +13 melee

Damage: Scythehands 1d8+6 (special). braid flail
1d6+2; or wing buffet 2d6+4

Face/Reach: 5 ft. by 5 Ft./5 ft. (flail 10 ft.)

Special Attacks: Reaching flail. magical scythehands,
wounding wings

Special Qualities: Damage reduction 20/+2, SR 22, battle
soul, sense weakness, immunities, re-
sistance, telepathy, summon demon

Saves: Fort +8, Ref +7, Will +6

Abilities: Str 18, Dex 17, Con 15, Int 9, Wis 10, Cha 10

Skills: Intimidate +12, Listen +10, Spot +12

Feats: Combal Reflexes, Weapon Focus

(scythehands), Weapon Specialization
(scythehands)

Climate/Terrain: Any

Organization: Solitary or pack (2-8)
Challenge Rating: 12

Treasure: None

Alignment: Always chaotic evil
Advancement Range: None
Description

The dark god Vangal, never sated in his hunger for blood
and barele, has created many depraved and brutal beasts o
plague the world of Scam. Among his most vicious, the blade
demonsappearas twisted humanoids withseythes forhandsand
bizarre bladed wings. With blackened iron visors covering their
faces, blade demons are silent, expressionless killing machines.

A blade demon isa horror to beholdl. Trs wings are made of
human flesh strerched over a skeleton of bones and seythe
blades. Its facial visor glows with the heatof freshly forged meral,
perpetually searing itself to the flesh of the demon. Blackened
stumps at both wrists close around curving blades of dark steel.

Oftensummoned by the herald of Vangal or the war god’s
mostsenior prieststhrough a lesser planarally spell, blade demons
arcutterly focused on the task of combat. When not engaged in
bartle, they remain in Scarn only if directly ordered 1o do so.
Eveniftheyare tasked rolingeroutside of combat, blade demons
are impatient, furtive beings prone to random acts of violence
and bloodshed.

Combat

Blade demons always, unless ordered 1o attack immedi-
ately, spend the fint round of any conflict studving their
opponent and fighting with the rotal defense combar option.
This scrutiny gives them the opportunity to use their sense
weakness ability. Then, in the next round, they change their
seythehandhs (see below) obest takeadvantage of that weakness
and attack their rarget.

Blade demons were ereated for batele and have no pity or
fear or merey. They always choose the full attack option if
available once their seythehands have been attunald to their
opponent’s vulnerabilities. They never retreat or relent in a
punuitunlessorderad todosoby theircommanderorsummoner.

Reaching Flail (Ex): A blade demon’s braid flail can
extend upro 10 feetasa frec action. This reach allows the blade

demon to take an attack of opportunity with the flail asif it had
arcach of 101t Only the flail can be used for this special attack.

Magical Scythehands (Su): Bothofabladedemon’shands
are +4 weapons. This +4 enhancement bonus can beselected as
anormul attack and damage enhancement bonus andfor any of
the bonus options on Table 8-15 of core ndebook 1T (page 1853).
Any nomal enhancement bonus to the seythehands is not
calculared in the blade demon’s attack and damage statistics
above and should be added to those. The blade demon can
change the nature of his scythehands as a move equivalent
actionatany time, but theseythehands musealways haveat least
a+ | (ofthe +4 wtal) enhancement bonus toattack and damage.
Forexample, a blade demon can make itssevthehands +2 inholy
{which counts as +2 bonus per Table §-15) weapons. This
setting is a blade demon's default choice. However, any combi-
nation up to a +4 toral bonus is possible, and both of a blade
demon's seythehands can have different combinations,

Wounding Wings (Su ): The wing buffets of a blade
demonareconsideredwounding. Eachwoundinflicted by them
causes an extra point of damage each round thereafter, This
damage can only be halred by a 1XC 15 Heal check orany e
or heal spell.

Battle Soul (Ex): Once a blade demon has acted in
combat (is no longer flatfoored or surprised), it cannot be
affected by compulsion or mind-affecting spells.

Sense Weakness (Su): After observing an individual for
one full round action, a blade demon can make a Spot check
against DC 2025 ifthe targetisconcealed byany formof illusion)
toderermineany formofartack fromwhich the subject takesmore
or less damage or from which the subject suffers extra effects.

Immunities (Ex): Demons are immune to poison and
clectrical avtacks.

Resistance (Ex): Demons have cold, fire and acid resis-
tance 20,

Telepathy (Su): Demons have the supernatural ability to
communicate telepathically withany creature within 100ft., <0
long as the creature speaks a language.

Summon Demon (Sp): Once a day a blade demon can
attempt togate in 2d 10drerches or 1 hezrou, witha 50% chance
of success, orthe herald of Vangal, witha 20% chance of success.
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Demon, Blood Horror

Medium-Size Outsider (Chaos, Evil)

Hit Dice: 8d8+16 (52 hp)

Initiative: +0

Speed: Fly 30 ft. (good)

AC: 18 (+8 natural)

Attacks: Bite +7 melee, 2 claws +7 melee

Damage: Bite 1d8+1. claw Id6+]

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

Special Attacks: Spell-like abilities, frightful presence,
stigma

Special Qualities: Damagereduction 20/+2, SR 23, immu-
nities, resistance, telepathy, summon
demon, vulnerability

Saves: Fort +8, Ref +6, Will +10

Abilities: Str 13, Dex 11, Con 15, Int 16, Wis 18, Cha 21

Skills: Concentration +%, Hide +11, Listen +5,
Move Silently +11, Search + 7, Sense
Motive +2, Spellcraft +7, Spot +3, Wil-
derness Lore +4

Feats: Combat Casting, Multiattack, Tracl

Climate/Terrain: Any land and underground

Organization: Solitary or pack (2-5)
Challenge Rating: 10

Treasure: None

Alignment: Always chaotic evil
Advancement Range: 7-13 HD (Medium-size)

Description

Those of Vangal's priests who displease him are
visited with a horrible version of the bleeding disease that
forms unstanchable wounds on the priest, who bleeds
until his corpse is a husk. When his soul is greeted in the
Abyss, things only get worse, as his soul is crafted into a
demon known in the Scarred Lands as a blood horror.

Thesedemonsareoffered intotheservice of Vangal's
mortal priests in the physical plane as instruments of
Vangal's wrath. Blood horrors are reasonably proficient
hunters and are often set on the trail of some enemy of
Vangal, such as highly revered members of a good or
neutrallyaliened religion. When the blood horrorstrikes,
it does not always slay its victims outright, preferring to
leave the victim suffering from stigma wounds thar, like
the blood horror'sdeath wounds initsformer life, cannor
be stanched (save by rare means). The bloody woundson
the victim are a visible reminder to all of what happens
to those who displease the god of destruction.

Blood horrors are mostly amorphous creatures with a
roughly humanoid shape and a blood red o inky obsidian
color. They do have a perceptible maw filled with jagged
teeth and distinguishable arms ending in long, thin hands
with oozing claws. While they have no true legs or wings,
they are able to fly by supernatural means.

Combat

The bload horror uses cunning rather than brute force
when “fighting.” The blood horror’s greatest weapon is his
cold, caleulatingability to waitand watch hischosen victim
for long periods of time. Using its etherealness and invisibil-
ity, the blood horror will trail a victim until an opportune
moment presents itself. [t loathes paladins and gooxd clerics
and will seek them out above all other targers.
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Spell-Like Abilities: At will — Beeding disease, detect
good, detectmagic, grim feast, mwisibility; 3fday— bloodstorm; 1/
day — ethereainess. These abilities are as the spells cast by a
16th-level sorcerer.

Frightful Presence (Ex): A blood horrorunsettles foes
withitsmerepresence. Thisability takeseffectautomatically
whenever another creature within 30 ft. beholds the blood
horror or a pack of blood horrors for the first time. Such
creaturesmustattempta Will save (DC 19) toovercome the
fear effect. On a failure, creatures with fewer HD than the
blood horror become panicked (see corerudebook I1,p. 85) for
5d6 rounds. All others who fail are shaken (see core rulebook
11, p. 85) for 2d6 rounds. Blood horrors ignore the frightful
presence of other blood horrors.

Stigma (Su): Thewoundsinflicted by the bloodhorror's
claws and fangs do not heal normally. Natural healing will
not restore any hit points lost to these attacks, and magical
healingwill restoreall butone hitpoint perclaw or biteattack
that damaged the victim, For example, a figher is hit by 2
clawsandabitefor 5,4 and 4 points of damage; these wounds
can be healed magically except for 3 hit points (1 perwound)
that cannot be healed. Such unhealed wounds will continue
1o bleed, and the vietim will lose one hit point per day per
open wound. This daily bleeding damage can be magically
healed again, but the damage acerues anew each day. The
only known method of fully healing a blood horror’s stigma
wounds is a heal spell cast as the domain spell slot (not a
regular spell slot) froman appropriate cleric (which closesall
wounds on the victim).

Immunities (Ex): Demonsare immune to poison and
electrical attacks.

Resistance (Ex): Demons have cold, fire and acid
resistance 20.

Telepathy (Su): Demonshave thesupernatural ability
tocommunicate telepathically withany creature within 100
ft., so long as the creature speaks a language.

Summon Demon (Sp): Onceaday, abloodhorrorcan
attempt tosummon another of its kind, with a 50% chance
of success.

Vulnerability (Ex): Ciring spells harm a blood horror
as though it were undead. y
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Hit Dice:
Initiative:
Speed:
AC:
Attacks:

Damage:

Face/Reach:
Special Attacks:
Special Qualities:

Saves:
Abilities:
Skills:

Feats:

Climate/ Terrain:
Organization:

Challenge Rating:
Treasure:

Alignment:
Advancement Range:

Description

Thefierce leonine demonsare mighty
warriors found in the service of Vangal.
Scholars believe that
Vangalmay havecre- 7
ated these demons 4 1

as his personal
shock troops
from the dead
souls of his

mighriest
manticora war-
riors. No one has been
able to question the
demons about their
origins, but they are
rarely encountered in
the physical plane.
When theyare summoned
by Vangal's priests, they of- 7.
ten serve as trackers for the
Horsemen of Vangal or as van-
guard troops for pitched battles
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Demon, Leonine

Medium-Size Outsider (Evil, Chaotic)
6d8+24 (51 hp)

+3 (+3 Dex)

35 ft.

21 (+3 Dex, +3 natural, +5 armor)

2 claws +11 melee, bite +6 melee; or tail
rvhip +|1 melee; or 2 battleaxes +12 me-
ee

Claw 1d6+5, bite 1d4+2; or tail whip
2d6+5; or battleaxe 1d8+5

5 ft. by 5 ft. / 5ft. (10 Ft. tail whip)
Spell-like abilities, roar

Damage reduction 15/+1, SR 16, immu-
nities, resistance, telepathy, summon
demon

Fort +7, Ref +8, Will +5

;:';StrZO.Dex 16, Con 19, Int 8, Wis 11,Cha
Balance +4, Climb +5, Hide +6, Intimi-
date +7, Listen +8. Move Silently +6,
Spot +6, Wilderness Lore +5

Cleave, Power Attack, Track, Weapon
Focus (battleaxe)

Any land and underground

Solitary, hunting party (2-5) or pride
(6-10)

6

Standard

Always chaotic evil

7-9 HD (Medium-size); 10-12
HD (Large)

/

against Vangal's foes, \ﬂ

Lconine demonsare tall and powerfully muscled,
appearing much like manticora but with even grim-
mer, demonic features and even fuller manes of hair.
Their powerful, serpentine tail is covered in sharp
barbs. They are always armed with twin battleaxes in
the style of their god.

Combat

Leonine demons fight with fervent dedication
and ferocity. They will usually roar a challenge ro
their foes and then wade into battle and attack with
their massive weapons and deadly rails against any
foes who did not flee in terror.

Spell-Like Abilities: At will — batclecry, detect
good, dimensional anchor, locate object, see inuisibility,
and shatter as a 6rh-level sorcerer.

Roar (Su): As a supernatural sonic effect, a
leonine demon can emit a bone-shaking roar, Treat
the roar as a cone effect 30 feet long from the demon.
Anyone caught in the effect must make a Fortitude
save (DC 17) or be deafened for 2d6 minutes and
must makea Will save (DC 15) or suffer the roar’s fear
effect, becoming frightened for 2d6 minutes (see core
rulebook 11 p. 84 for effects of being deafened and
frighrened).

Poison (Ex): A lconine demon’s tail barbs are
poisonous. Any opponent damaged by the tail whip
must also make Fortitude save (DC 17). Initial and
secondary damage 2 points each of Strength,
Dexterity, and Constitution tempo-
rary ability damage.

Immunities (Ex): De-
mons are immune to poison
and electrical attacks.

Resistance (Ex): De-
mons have cold, fire and
acid resistance 20.

Telepathy (Su):
Demons have
the supernatu-
ral ability to
communicate
telepathically
with any crea-
ture within 10Q feet as
long as the creature speaks a
language.

Summon Demon
(Sp): Onceaday,

7 a leonine de-
/,% mon can
,J-f// attempt to sum-
" mon 3d10

N T T == dretches, 1d4 leonine

SR W Ry A
demons, or | hezrou with a

50% chance of success, or the Herald of Vangal with
a 10% chance of success.
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Demon, Locust

Large Outsider (Chaotic, Evil)

Hit Dice: 10d8+40 (85 hp) fe

Initiative: +0 I

Speed: 30 ft.. fly 70 ft. (average)

AC: 22 (-1 size. +13 natural)

Attacks: 4 Claws +15 melee, bite +13 me-
lee. and sting +13 melee

Damage: Claw 1d10+6, bite 2d6+3. sting
1d8+3

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

Special Attacks: Spell-like abilities, poison,
seed of blight

Special Qualities: Damage reduction 20/+2,
SR 19, immunities. resistance, darkvision
120ft., telepathy, summon demon, in-
sect vision

Saves: Fort +11, Ref +7, Wil +10

Abilities: Str 22. Dex 11. Con 18, Int 10, Wis 16,
Chal13

Skills: Balance +8, Concentration +11, Hide + 5,
Knowledge (planes) +10. Listen +II,
Search +%. Spot +15

Feats: Cleave. Flyby Attack, Multiattack, Power
Attack

Climate/Terrain: Any land and underground

Organization: Solitary. swarm (5-20)

Challenge Rating: 12

Treasure: No coins; double items; double magic

Alignment: Always chaotic evil

Advancement Range: 11-13 HD (Large): 14-18 HD (Huge)

Description

These creatures were created by the titan Chernto
spread blight and disease to plant life. In the war with
the gods, these creatures lay waste to the farms and
fields of the Divine Races, changing once-populous
lands into places filled only with undead plant life and
cerie quict. When Chern was destroyed, the general of
the locust demons, the demon lord Tzzt, swore an oath
of allegiance to Vangal, and, although Tzzt appears to
have remained true to his word thus far, who can say
what value lies in the oath of a demon.

The locust demons appear as great golden locusts
that have flashes of metallic purple on their chitin
hides. Each sports a long, prehensile stinger at the end
of its abdomen.

The demon locusts are experts at navigating
through the astral plane, since they normally reside
there or in Vangal's abyss. However they enjoy the
opportunity to visit the Scarred Lands and spread
blight. Locust demons are occasionally summoned by a
witch or wizard to blight an enemy’s fields, to act as a
flying mount or to provide information about planar
travel and geography.

ombat

Aboveall else, locust demons prefer to bire and rend
the flesh of their opponents. They will often atcack from
the air, using a flyby atrack to grapple and then carry
their hapless, possibly paralyzed victim high into the air
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(7" to be devoured

on the wing. [f facing many L

foes, they will often attack under |

the cover of an insect plague. J
Spell-Like Abilities: At will — des- /
ecrate, detect good,, dispel good , magic circle against
good (self only), shout, summon insects, teleport without ervor
(self + 50 pounds of objects only); 3fday — deeper dearkness,
insect plague as cast by a 10th-level sorcerer (DC 11 + spell
level).

Seed of Blight (Su): Once per month, the locust
demon may use its stinger to plant a seed of blight in the
carth. Once planted, theseed spreadsasupernatural sickness
toall plantswithin aradius of 100 feet perhitdic of the locust
demon. The sickness (called demon blight) alters the plant
life growingintheregionsothatinsteadofbeinginfused with
positive life energy, it becomes infused with the negarive
energy of death. Within a day of being infected, a plant will
begin to turn gray and brittle. Within three days, it will have
wined entirely gray, and it will crumble todust at the touch,
leaving behind a black and white spectral image of iself as
it was in life. The plant is now a spectral plant (q.v.), and
poses a grave danger to any who enter the blighted zone.

Poison Sting (Ex): Fortitude save (DC 19); initial
damage 2d8 temporary Dexterity, secondary damage
1d8 temporary Dexterity.

Improved Grapple (Ex): If the locust demon should
score hits with three or more of its claws, it grapples its
opponent automatically. Starting the next round, it will
automatically hitwithitsbiteandstingeachandeveryround
until the opponent is free (or eaten).

Immunities (Ex): Demons are immune to poison
and electrical attacks.

Resistance (Ex): Demons have cold, fire and acid
resistance 20. Locust demons also have sonic resistance 20.

Telepathy (Su): Demonshave thesupernatural ability
tocommunicate telepathically with anycreature within 100
feet as long as the creature speaks a language.

Summon Demon (Sp): Once per day, a locust
demon may attempt to summon 1-2 more locust de-
mons. Ithasa 50% chance of success. Locust demons will
rarely summon their fellows, however, because to doso
means that they must share the tasty sentient flesh that
is their victory's reward.

Insect Vision (Su): Locustdemons can see through
the eyes of unintelligent insects within a 120-foot radius
of themselves. Doing so gives them an additional +4 ro
Spot checks when there are insects about, and it makes
all nearby clouds of insects transparent to them.
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Deryth (Disjoined)

Hit Dice:
Initiative:

Speed:
AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:

Special Qualities:

Saves:
Abilities:

Skills:

Feats:
Climate/Terrain:
Organization:

Challenge Rating:

Treasure:
Alignment:

Small Aberration

18 (4 hp)

+0

40 ft., climb 10 ft.

11 (+1 size)

Slam +0 melee

Slam 1d4-1 + poison

5 ft. by 5 ft./5 ft.

Poison

Amorphous, melding, Fortification
Fort +0, Ref +0, Will +5
Str7,Dex 10, Con 10, Int 8, Wis 12, Cha
4

Climb +3, Hide+3, Move Silently +4,
Spot+3

Iron Will

Any land or underground

Solitary

1/4

None

Usually neutral

Advancement Range: None
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shattered their bodies, separating them into their
parts (skin, bone, blood, muscle and nerves) and
flinging the separate picces to the far ends of the
world, while feasting on the entrails that remained.
Golthain used his remaining power to transform the
disjoined pieces of the deryth into separate living
entities. From that point onward, disjoined yet still
living fragments of the deryth have wandered the
Scarred Lands, searching desperately for the unity
that has been denied chem.

The deryth achieve unity through their ability to
meld with other living creatures. The powers that a
melded deryth grants its host makes the deryth sought-
after companions, at least initially. Many a host has
regretted his decision as more and more disjoined
deryth meld with his body until his own identity is
lost and he becomes host and unifier to one of each
type of disjoined deryth.

The disjoined deryth appears as a small amor-
phous blob, with colors matching its corresponding
subtypes. The colors of each type are as follows: skin
— light blue; bone — pale yellow; blood — deep
crimson; muscle — deep forest green; nerve — bright
violet. Each has four small sensory organs located

Description
The deryth were the final creation of the titan
Golthain before the other titans stripped him of his

equidistant around its body.
The deryth feel an overwhelming need to be
rejoined as a people. They can accomplish this union

senses. As further punishment for his compassion to only by bonding with sentient life forms. Any life
the lesser races, the titans gathered up the deryth and form above 5 intelligence is a likely candidate for
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bonding. Disjoined usually bond with sleeping hu-
manoids, as they make easy targets.

A disjoined rarely enters combat. When forced
tofight, adisjoined’s typical tactics are to paralyze the
strongest threat, then flee. If conflicr is the only
option, the disjoined lashes out with a weak pseudo-
pod that does minimal damage. A deryth (joined or
disjoined) will never attack another derych, nor al-
low another derych to be harmed.

Poison (Ex): A disjoined deryth’s poison is a
contact sedative. Any creature hit must make a
Fortitude save (DC 10) or be completely sedated for
2d4 minutes. A disjoined deryth that is melded with
a host may inject poison in its host automatically ac
any time, no attack roll required. A melded disjoined
will almost always attempt to sedate its host in the
presence of another deryth (joined or disjoined)
especially in the presence of another disjoined of a
type that the host does not currently carry. The host
may well wake up with a new disjoined inside.

Amorphous (Ex): A disjoined is not subject to
critical hits, and it cannot be flanked.

Melding (Ex ): The disjoined can meld with any
motionless living creature, usually ones affected by
the disjoined’s sedative poison. The disjoined melds
with the creature’s body, digesting away the new
host’s natural tissue that matches the disjoined’s
type. The creature may attempt a Fortitude save (DC
10) to resist the invasion. A successful save destroys
the disjoined.

Once melded, the disjoined can be removed
with awish, limited wish, miracle or similar magic, or by
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Disjoined Type
Skin The host’s skin toughens and tints blue.

Blood

Muscle

Nerves

YN
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casting regenerate upon the host. Regenerate entitles
the host to a new Fortitude saving throw. If that save
is successful, any one disjoined within the host is
destroyed and the host regenerates its now missing
body tissue. A host that gains regeneration through
some other means or has it innately can make one
such save attempt each day.

Each successive disjoined of a different type that
melds with the same host increases the Fortitude save
(+4 penalty to DC per disjoined in the host’s body) to
resist a new disjoined’s melding or to expel any of the
disjoined via regenerate.

Any host who possesses all five types of disjoined
becomes a deryth, effectively becoming an NPC.

Fortification (Ex ): After successfully melding
with a creature, the disjoined bestows upon its “host”
some benefits and disadvantages.

Effect

The host gains 1/- damage reduction but
suffers a —3 circumstance penalty to
any Charisma checks involving social .
interaction.

Bone The host gains a +1 enhancement bonus

to Constitution but gains 20% more
weight from the bone density. givingita
—1 penalty to all fatigue rolls, as well as
Climb, Jump, Swim and Tumble checks.
Thehost doublesitsnatural healingrate.
However. curespells applied to the host
heal one less point of damage per die.
The host gains a +1 enhancement bonus
to Strength, but has its base movement
rate reduced by 5 feet.

The host gains a +| bonus to Initiative
and darkvision 60ft.. but receives no
Fortitude saving throw against future
uses of the disjoined’s sedative poison.
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Deryth (Joined)

Hit Dice:
Initiative:
Speed:

AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:

Special Qualities:

Saves:
Abilities:

Skills:

Feats:
Climate/ Terrain:
Organization:

Challenge Rating:

Treasure:
Alignment:

Medium-Size Humanoid

5d8+15 (38 hp)

+2 (Dex)

25 ft.

19 (+2 Dex, +7 natural)

2 slams +7 melee

Slam 1d8+4

5ft.by S5 Ft/5ft.

Poison. spells, stunning fist, spikes

Damage reduction 3/-, darkvision 100
ft.

Fort +7, Ref 3, Will +I
Str18,Dex 14,Conl16,1Int 13, Wis11,Cha
15

Bluff +2, Concentration +4., Sense Mo-
tive +2, Spellcraft +4

Combat Casting. Power Attack

Any land or underground

Solitary or pair

4

Standard

Usually chaotic neutral

Advancement Range: By character class

Description

A fully joined deryth is a rare sight in the Scarred
Lands. Although they are not prone to vio-

lence, they are titanspawn. As such, they are

not welcome in most civilized arcas. This suits

the deryth fine, as they are nomads at heart,
wandering the face of the Scarred Lands,
searching for the whercabouts of more
of their race. A joined derych pri-
marily engagesitselfin collecring
and reuniring more of irs
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disjoined race. This goal often involves the deryth
findingand collecting itsdisjoined brethren and then
kidnapping creatures to become hosts to the frac-
tured deryths, especially if the creature is already host
o one or more disjoined deryths.

Deryths are humanoids with powerful, impres-
sive physiques. They stand around six feet tall. A
deryth's skin varies from light blue to violet, and
small grey spikes adorn most of its body. Horns
protrude from just behind the deryth’s ears, curving
roward the forchead to almost join in the middle.
Between these horns is commonly set a precious or
magical stone. Deryths have pointed ears, and their
eves range from gray to deep sea green.

Combat

Deryths are not violent by nature, and they
normally only engage in combat to protect them-
selves or other deryths, or ro further their goal of
rejoining more of their race.

Poison (Ex): Anyone damaged by aderyth’s fists
must make a Fortitude save (DC 15) or be paralyzed
by a powerful sedative for 2d6 rounds.

Spells: Deryth cast as sorcerers of level equal to
half their Hit Dice.

Spikes (Ex): The deryth’s body is covered by

small spikes that are treated as armor spikes (see
core rulebook 1 p. 105) in grappling. Opponents
damaged by the spikes will also be subject to the
deryth’s poison.
Stunning Fist (Ex): Twice per day, the
deryth may use the Stunning Fist feat in
its slam attacks (see core rulebook I
page 85). Fortitude save (DC 13) to
resist the stun.
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overcome. Despairs most often attack from ambush,
using their claws and infectious bites on hapless
victims, then fleeing immediately, allowing their
disease to do its work. Despairs can only fly and use

Despair
Medium-Size Outsider (Evil)

H'.t D e 7d8+21(52 hp) their natural weapons in their true forms.
Initiative: +6 (+6 Dex) i : e S
S Poison (Ex): Bite, Fortitude save (DC 16);
peed: 30 ft., fly 70 ft. (good) T T
AC: 29{56 Dax, +5 nébre) initial damage 1d3 temporary Constitution second-
Attacks: s+ B ek bt i iclee ary damage 2d4 temporary Constitution.
Damage: Claw 104\T. bite Td2cl and disesse and Disease (Su): Bite, Fortitude save (DC 16);
poison incubation period 1d4 days, damage 1d4 temporary
Face/Reach: 5 ft. by 5 ft./5 ft. Strength and [d4 temporary Charisma. This rotting
Special Attacks: Spell-like abilities, induce despair, poi- discase is called “titan’s pestilence.” The muscles of
son, disease the stricken person slowly liquefy, exuded through
Special Qualities: Damage reduction 20/+2, SR 22, re- the skin as a foul pus. The pus is extremely infectious;
generation 5, telepathy, resistances, anyone who comes into contact with it must make a
|mmuL\|t|es, keen vision, limited poly- Fortitude save (DC 16) or be infecred.
g Induce Despair (Su): spair can create utte
) : pair (Su): A despair can create utter
ﬁvr: . g?:tlga[‘)Re;H&f“I{g?]nt 18. Wis 14 depression and hopelessness in its victim by making
RS, Cha 16 RS : - eye contact. Any victim that the despair chooses to
Skills: BIuff +10, Concentration +10, Diplomacy use 1']1i§ power on. must make a Will save (DC 15)‘ or
+9, Hide +8, Intimidate +10, Listen +8, be subject to crushing despair and sadness, which
Move Silently +7, Search +6, Sense Mo- renders him unable to take any voluntary actions. .
tive +9 Victims do not even feed themselves, and they will
Feats: Skill Focus (BIuff), Skill Focus (Intimi- eventually perish of starvation
date) (corerulebook 11, page 86). The
Climate/Terrain: Any land and underground victim can attempt to over-
Organization: Solitary come the despair by making
Challenge Rating: 7 “another Will save every three
Tr:easur e: Standard . days. The effects of this ability
Alignment: Always neutral evil are dispelled instantly by the

Advancement Range: 8-15 HD (Medium-size); 16-25 HD
(Large)

aura of hope creared by a despair’s
nemesis, a hope.
Spell-Like Abilities: Continu-

Description CACICS
e p ous: detect good, see invisible. At will
Grim and corrupted counterparts of " _ bane, bestow curse, charm person,
Madriel’s hopes, despairs were twisted _ death knell, deeper darkness, desecrate,

o 1 ™ L1 " H » - 4 - o
h.*nm their creator’s intent by the _ ¥ (T > scare; 3/day — contagion, enervation;
titan Chern at the outset of the =z, 1/day — unholy blight, dispel good

(4

Divine War. Chernspread hisfoul- I:‘ ;
ness through the ranks of hopes to
subvert them tohis own willand use
them as instruments to discourage and destroy the
morale of the gods’ followers. Serving in large numbers,
most despairs were slain at the defeat of their master.
However, a few escaped, and they continue to spread
pain and hopelessness throughout the Scarred Lands.
Shy and cowardly, despairs focus their attention
on isolared settlements and distant locations, where
the threar of organized resistance is minimal. Whole
villages are often targeted by a despair, who spreads
disease and doubt among the popularion, revel-
ing in the darkness and sorrow that it creates.
After a despair has visited a place, it
leaves behind a single dirty gray feather.

N These abilities are as the spells cast by
¥\ a 7th-level sorcerer (save DC 14 +
¥ spell level).

Telepathy (Su): Despairs have
the supernatural ability to commu-
_ o nicate telepathically with any
wip creature within 100 feet as long as

(% &:
)& the creature speaks a language.

Resistances (Ex): De-
 spairs have cold, electricity,
acid and fire resistance 20.
Immunities (Ex): Despairs are
immune to poison and discase.

A Keen Vision (Ex): Despairs have
¥ lowlight vision and 90-foot darkvision.
J Limited Polymorph (Su): Despairs
Combat P 4 >/ can assume the appearance of any hu-

manoid race at will, and they retain all

Despairs are cowards. If threatened, they prefer
flight over combat. They will only attack isolated
individuals or those they are certain thar they can

IR SR AR T e N e P O A

statistics save those related ro size. This
ability works as if it were a spell cast by a
Tth-level sorcerer.
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Devil, Heartclutch

Tiny Outsider (Evil, Lawful)

Hit Dice: 4d8+4 (22 hp)

Initiative: +9 (+5 Dex, + 4 Improved Initiative)

Speed: 20 ft.. fly 30 ft. (poor)

AC: 19 (+2 size, +5 Dex, +2 natural)

Attacks: Bite +11 melee, 2 claws -1 melee

Damage: Bite 1d4-2, claw 1d4 -2

Face/Reach: 21/2ft.by 21/2ft/0 ft.

Special Attacks: Sneezing death

Special Qualities: Immunities, resistance, see in darkness,
telepathy, summon devil. SR 8. damage
reduction 5/silver, vulnerability. spell-
like abilities

Saves: Fort +5, Ref +7, Will + 4

Abilities: 3lr 6, Dex 20, Con 13, Int 7, Wis I1. Cha

Skills: Bluff +4, Diplomacy +1, Escape Artist
+3, Hide +6, Intimidate +6, Listen +3,
Search +5, Sense Motive + 2, Spot +2

Feats: Improved Initiative, Weapon Finesse
(bite)

Climate/ Terrain: Any land or underground

Organization: Solitary, pair or gang (3-6)

Challenge Rating: 4

Treasure: None

Alignment: Always lawful evil

Advancement Range: 5-6 HD (Tiny)
Description

The heartclutch was created by greater devils 1o
send messages between their servants, to deliver wamn-
ings to those who displease them or to serve as spies,
watchdogs or even familiars to the greater devils’ fa-
vored mortal minions. Like most devils, heartclutches
are fond of tormenting the weak. They particularly
enjoy intimidating those they have subjected to their
insidious sneezing death. They love to exact bargains
from victims in the midse of dying, then release the
victim from their sneezing death. Imminent death
makes negotiation so much easier.

[t is well known among Scarred Lands priests and
doctors thatif many
people inan

h"ﬂ‘-’.’."‘:& S TN W

area die of sneezing fits, then likely the community has
done something to raise Chardun’s ire, and he has sent
these lesser devils as messengers to give notice of his
displeasure. Either that, or someone has curried the
favor of an evil outsider and received the services of a
heartclutch demon to assassinate her enemies.

A heartclutch devil appears as small imp-like
creature with frail-looking wings. [ts body looks like wet
clay with a smooth slime coating it. lts face is serpen-
tine, long with finely shaped scales. lts eyesare typically
black and glossy, but they glow with an eerie light when
the heartclucch is excited.

Combat

These devils tend to avoid combat by flying away,
especially if faced by any holy opponent such as a
paladin. If forced into combat, they invoke their sneez-
ing death on one or more opponents and then again
attempt to escape.

Vulnerability (Ex): The heartclutch cannor go
near an area subject to the hallow spell, and it cannot
affect people who are under the effects of the bless spell
with its sneezing death if the bless spell was cast by a
good-aligned priest.

Sneezing Death (Su): Once every three rounds, a
heartclurch can invoke this power on any living crea-
ture within 20 feet. The victim must make a Fortitude
save (DC 11) or begin sneezing uncontrollably. Sneez-
ing victims are —4 toattack, AC, saves and skill checks.
They can take only a partial action each round. The
victim suffers no damage the first minute of sneezing,
but thereafter suffers 1 point of temporary Constitution
damage per round. Should a creature’s Constitution be
brought to O by this power, it dies of a massive heart
failure. The effect lasts until the creature dies, the effect
iscancelled by the heartclutch, or the effectisdispelled.
(The effect can be dispelled similar to a bestow curse.)
Creatures that do not breathe and sneeze are immune

tothisattack. Once

the victim stops
sneezing, the Consti-
tutiondamage is restored at
arate of one pointevery 10 min-
utes.

Immunities (Ex): Devils are
immune to fire and poison.

Resistance (Ex): Devils have cold
and acid resistance 20.

See in Darkness (Su): Devils have the
supernatural ability to see perfectly in darkness
of any kind, even deeper darkness spells.

\ Telepathy (Su): Devils have the super-
. ‘&nzltuml:lhiliiyl'uc-.unml.miczltcrclcmthicaﬂy
g _\/)with any creature within 100 feet, as long as

the creature speaks a language.

Summon Devil (Sp): Once a day, a
heartclutch can attempt to summon 1d4
lemures, one imp or one hearteluteh with a 35%
chance of success.

Spell-like Abilities: At will — detect

goad, detectmagic, invisibiliey (selfonly), sneeze.

'l'nféth'
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Devil, Iron
Large Outsider (Evil)

Hit Dice: 12d8+72 (114 hp)

Initiative: +0

Speed: 30 ft.

AC: 25 (-1 size, +16 natural)

Attacks: Huge scythe +19/+14/+7 melee

Damage: Huge scythe 1d12+10

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

Special Attacks: Breath weapon, spell-like abilities

Special Qualities: Immunities, resistance. see in darkness,
telepathy, damagereduction 20/+2, fear
aura, pain transference, rage, SR 20

Saves: Fort +14, Ref +8. Will +10

Abilities: Str 24, Dex 1. Con 22, Int 12, Wis 14,
Chal5

Skills: Climb +10, Intimidate +11, Jump +5, Lis-
ten +6, Spot +7

Feats: Cleave, Great Cleave, Power Attack,
Weapon Focus (scythe)

Climate/Terrain: Any

Organization: Solitary

Challenge Rating: 10

Treasure: Standard

Alignment: Always neutral evil its visor, revealing its flaming, smoldering visage and

Advancement Range: 13-18 HD (Large): 1-36 HD (Huge) unleashing a 30-foor cone of fire. The fire inflicts 8d8
points of damage. A successful Reflex save (IDC 22)

halves this damage.

Description

Foul creatures driven by pain and rage, the race
of irondevils was created by the titan Thulkas asserve
him as an clite, fearless corps of enforcers. They are
tall, muscular humanoids with jet black skin and
thick iron plates literally riveted into their flesh.
Their heads smolder and burn, imprisoned within
horned, devil-visage helms.

With Thulkas banished at the end of the Divine War,
iron devils swore allegiance to Chardun. They now serve
powerful devil-lords, by tormentingsouls orenforcing their
masters’ edicts. They are spurred on by their own agonies,
anditisonly through inflictingsufferingon others that iron
devils gain any smallamount of respite. Although Thulkas
created them, the iron devils feel no loyalty or affection
toward him. Instead, they hold him responsible for their
constant suffering.

Those who seek vengeance or retribution some-
times call iron devils to the Scarred Lands. Such desires
are dangerous, as many have discovered after calling up
aniron devil and being unable todismiss it. Such adevil
will turn on its summoner, inflicting horrific rorment
before returning to its home plane voluntarily.

Combat

Iron devils fight in melee with massive two-
handed scythes. They enjoy inflicting pain on their
opponents, and they derive improved combat abili-
tiesasaresult. [ron devilsare also impatient, however,
and a victim who does not succumb quickly causes
the devil to grow frustrated and enraged.

Breath Weapon (Su): Every 1d4 rounds (no
more than five times per day), an iron devil can open

Fear Aura (Su): [rondevils exude an aura of fear
in a 20-foot radius. The aura is otherwise identical to
fear castby a 1 2th-level sorcerer (save DC [8). [f that
save is successful, that creature cannot be affecred
again by that iron devil's fear aura for one full day.

Rage (Ex): After 3d4 rounds of combat, the iron
devil flies into a berserk rage, gaining +4 Strengrh, +4
Constitution and a +2 morale bonus on Will saves,
but suffers a -2 penalty to AC. The rage lasts until the
end of combat, or until the iron devil is killed.

Pain Transference (Su): [ron devils derive re-
lief from their constant pain by inflicting pain on
others. Each combat round, an iron devil receives a
+1 to its attack rolls for every victim that it wounded
on the previous round.

Spell-Like Abilities: At will — burning hands,
create undead, dimension door, desecrate, detect good,
detect magic, fly, magic circle against good, protection
Jfrom good, teleport without ervor (self plus 50 pounds of
objects only), unholy blight; 1/day — incendiary cloud.
These abilities are as the spells cast by a 12th-level
sorcerer (DC 12 + spell level).

Immunities (Ex): Devils are immune tofireand poison.

Resistance (Ex): Devils have cold and acid
resistance 20.

See in Darkness (Su): Devils have the super-
natural ability to see perfectly in darkness of any kind,
even deeper darkness spells.

Telepathy (Su): [ron devils have the supernatu-
ral ability to communicate relepachically with any
creature within 100 feet aslong as the creature speaks
a language.
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Dragon, Slarecian

Dragon
Any land or underground
Wyrmling, very young. young, juvenile
and young adult: solitary or clutch (2-
5); adult, mature adult, old, very old,
ancient, wyrm or great wyrm: solitary.
pair or family (1-2 and 2-5 offspring)
Wyrmling 2: very young 3: young 5;
juvenile 7: young adult 10; adult 13; ma-
ture adult 15; old 17; very old 18; ancient
20; wyrm 22; great wyrm 24
Double standard
Alignment: Always neutral evil
Advancement Range: Wyrmling 4-5 HO (Tiny): very young 7-
& HD (Small); young 10-11 HD
(Medium-size): juvenile 13-14 HD (Me-
dium-size); young adult 16-17 HD
(Large); adult 17-20 HD (Large): ma-
ture adult 22-23 HD (Huge): old 25-26
HD (Huge): very old 28-27 HD (Huge);
ancient 31-32 HD (Huge); wyrm 34-35
HD (Gargantuan): great wyrm 37+ (Gar-
gantuan)

Climate/ Terrain:
Organization:

Challenge Ratings:

Description

Legend holds that, centuries ago, the ancient
race of Slarecians dwelt on Scarn and practiced dark
and wicked magic. The Winged Tyrants, one of the
few Slarecian texts that survives in the common
tongue, tells of a cult of Slarecian spellcasters who
transformed themselves into draconic form in order
to better cast certain spells, as well as for their own
protection.

As yaars pﬂﬁ}il}ti‘ ['ht.‘:%(.‘ casters spent more and

more time in dragon form, finally abandoning their
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original bodies altogether. These powerful beings
grew to near godlike status, ruling vast underground
kingdoms, emerging now and then to gather slaves
and sacrificial victims from the surface races. They
warred ceaselessly, against both cach other and other
Slarecians. The Winged Tyrants even implies that it
was the growing power of these Slarecian dragons
that caused the gods and titans to unite and destroy
the Slarecian race.

Images of Slarecian dragons are rare, but a mo-
saic uncovered inaruined palace deep in the Ukrudan
Desert shows them as vast reprilian beasts with
cracked, multi-hued skin, draconic faces with
Slarecian features, cach sporting a single jeweled
horn in the center of its forehead. The mosaic also
portrays these dragons presiding over the sacrifice of
humans, elves, dwarves and ores, making their rrue
natures manifest.

Weakened by internecine warfare, the dragons fell
hefore the onslaught of the gods and titans, and they
were slain or scattered. A few are said to live on deep
beneath the surface of the Scarred Lands, in hidden
Slarecian labyrinths or fortresses, dreaming of a return
to their ancient glories. Since the Divine War, of
course, half of the dragons’ most hated foes have
perished or been permanently exiled, leaving only the
gods to fight these beasts should they ever return.

Combat

Slarecian dragons are physically weaker than
most dragons, but they are magically more adept than
most. The mostancient can remember theirstrugeles
against their race’s archmages, and they are experi-
enced in combating spellcasters.

Slarecian dragons possess the standard attacks,
skills, qualities and feats of dragons (see core rulebook
11 p. 61) in addition to the powers listed here.

Magic Reservoir (Su): A Slarecian dragon’s
jeweled horn acts as a reservoir of magical energies in
the same way as described under rod of absorption (see
core rulebook 1) . It does not absorh magic, but it can
store a number of levels equal to the dragon’s Intelli-
gence score. Expended spell levels are regenerated at
a rate of one level per day.

The horn from a slain dragon continues to fune-
tion in the same fashion when carried or worn, storing
anumber of spell levels equal to the Intelligence of the
slaindragon. These items were highly prized by Slarecian
archmagi, ferching 10,000 gp for every spell level they
are capable of storing. The horn from a very old
Slarecian dragon, for example, can store up to 26 spell
levels, making it worth 260,000 gp.

Breath weapon (Su): A slarecian dragon’sbreath
weapon is a cone of disjunction. As per the spell
Mord’s Disjunction (sce corve rulebook [ p. 230).

Other Spell-Like Abilities: 3/day — polymorph
self; 2/day — anti-magic field; 1/day — foresight.
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Slarecian Dragons by Age

Age Size Hit Dice (hp) AC Attack Bonus Fort Save RefSave WillSave BreathWeapon(DC) Fear DC
Wyrmling T 3d12+3(22) 14 (+2 size, =2 natural)s 4 3 5 Special (12) -
Veryyoung S 6d12+6 (45) 16 (+1size. =5 natural)8 6 5 8 Special (14) -
Young M 2dI2+18(76) 18 (+8 natural) 11 8 6 1 Special (16) "
Juvenile M 12d12+24 (102) 21 (+11 natural) 15 10 8 12 Special (18) -
Young adult L 15d12+45(142) 23 (-1 size. +14 natural)18 12 q 16 Special (20) -
Adult L 18d12.72(187) 26 (-1size. +17 natural)23 15 n 16 Special (23) -
Matureadult H  21d12+105 (241) 28 (-2 size. +20 natural)27 17 12 17 Special (25) -
Old H  24d12+120 (276) 31 (-2 size. +23 natural)31 19 14 21 Special (27) -
Very old H  27d12+162 (337) 34 (-2 size. +26 natural)35 21 5 23 Special (27) -
Ancient H 304124180 (375) 37 (-2 size, +27 natural)37 23 17 26 Special (31) -
Wyrm G 33d12-231(445) 38 (-4 size, +32 natural)4l 25 18 28 Special (33) -
Great Wyrm G 36d12+288 (522) 41 (-4 size, +35 natural)45 28 20 31 Special (35) -

Slarecian Dragon Abilities by Age
Age Speed Str Dex Con Int Wis Cha Special Abilities Caster Level
Wyrmling 60 ft., Il 10 13 14 15 14 Cold immunity -
fly 150 ft. (average).
swim 60 ft.,
burrow 6O ft.
Very young 60 ft.. 13 10 13 16 17 16 - -
fly 150 ft. (average).
swim 60 ft..
burrow 60 ft.
Young 60 ft., 15 10 5 16 17 16 - 2nd
Hy 200 ft. (poor).
swim 60 ft.,
burrow 60 ft.
Juvenile 60 ft., 17 10 15 18 19 18 Magical Reservoir Ath
fly 200 ft. (poor),
swim 60 ft,
burrow 60 ft.
Young adult 60 ft.. 17 10 17 18 17 18 Damage Reduction 5/+1  6th
fly 200 ft. (poor).
swim 60 ft.,
burrow 60 ft.
Adult 60 ft.. 23 10 17 20 21 20 - 8th
fly 200 tt. (poor).
swim 60 ft.,
burrow 60 ft.
Mature adult 60 tt., 27 10 21 20 21 20 Damage Reduction 10/+3  10th
fly 200 ft. (poor).
swim 60 ft.,
burrow 60 ft,
Old 60 ft., 29 10 21 24 25 24 Polymarph self 12th
fly 200 ft. (poor).
swim 60 ft.,
burrow 60 ft.
Very old 60 ft.. 31 10 25 26 27 26 Damage Reduction 15/+3  14th
fly 200 ft. (poor).
swim 60 ft.,
burrow 60 ft.
Ancient 60 ft., 33 10 23 28 29 28 Anti-Magic Freld I6th
fly 200 ft. (poor).
swim 60 ft.,
burrow 60 ft.
Wyrm 60 ft.. 35 10 25 30 3l 30 Damage Reduction 20/+4 18th
fly 250 ft. (clumsy).
swim 60 ft.,
burrow 60 ft.
Great Wyrm 60 ft., 37 10 7 32 33 32 Foresight 20th
Fly 250 ft. (clumsy).
swim 60 ft.,
burrow 60 ft.
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Dream Folk

Medium-Size Outsider

Hit Dice: 6d8-12 (15 hp)

Initiative: +4 (Dex)

Speed: 30 ft.

AC: 20 (+4 Dex, +6 natural)

Attacks: Gore +4 melee

Damage: Gore 2d6-2

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

Special Attacks: Dream feasting, spell-like abilities

Special Qualities: Dreamsight, dreamwalk. spoken dream

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

Abilities: Sﬁt’r 6,Dex 18, Con 6, Int 16, Wis 13, Cha
|

Skills: Bluff +8, Diplomacy +8, Listen +4, Sense
Motive +8, Spot +8

Feats: Alertness, Dodge

Climate/Terrain: Any land

Organization: Solitary

Challenge Rating: 4

Treasure: Standard

Alignment: Usually neutral
Advancement Range: 7-12 HD (Medium-size)
Description

Whether dream folk are born of dreams or
merely shaped by them is unknown. Lurking in
the daydreams and nightmares of mortals, dream
folk come in a wide variety of shapes. Some sow
discord and suffering, so that they may feast
more richly on the vivid dreams thus created;
others bring peace and succor to those in need.

Dream folk can walk in physical form, but
they require time in the astral realm of dreams to
maintain their vitality. Dream folk have differenc
sizes, varying ability scores and skills, and differ-
ent natural or manufactured weapons. The statistics
above describe a typical dream folk.

Among the ritanspawn, where dreams and
visions are powerful magic, shamans whisper
that the dreamfolk were creared when the titan
Mesos was slain. These shamans explain that
dreamfolk work to gather the dispersed par-
ticles of Mesos, and many of these pieces have
become lodged in the dreams of titanspawn and
divine beings alike.

Combat

Dream folk prefer to avoid combat, although
the darker sort enjoy provoking violence in
others. Dream folks particularly fear confront-

"
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ing beings that are unaffected by mental effects
or beings who do not dream.

Dreamsight (Su): Dream folk have the
ability to sense the presence of any being that
dreams within 100 feet, and they can effec-
tively “see” the being even if it is invisible or
cthereal.

Dreamwalk (Sp): This quality funcrions
like astral projection, except that the subjects
directly enter the realm of dreaming within the
astral plane, and they may not venture from the
dreaming to other parts of the astral plane. A
dreamwalk can only begin if there is a dreaming
being within view. This person acts as a gate-
way to the dreaming. If the dreamer is unwilling
to have the dreamwalkers invade its dream, it
may attempt a Will save (DC 17) to resist and
cause the dreamwalk to fail. Dreamwalkers may
not attempt to enter that same dream again.

Dream folk that use this ability disappear,
entering dreams directly. Other subjects brought
along leave their physical bodies in a deep
sleep, while only their astral dream selves enter
the dreamwalk. Once a dreamwalk has begun,
the dreamwalkers may enter other parts of the
dreaming. They return to their physical bodies
any time they choose, whenever their dream
self is destroyed or whenever a dream they are
in collapses as the dreamer awakens or has its
dream self or physical body slain. Dream folk
that die while dreamwalking are truly dead.

Once in a dream, dreamwalkers may en-
counter other creatures of the dreaming there
such as dreamsnakes, night hags or the cre-
ations of the dreamer himself. They may also
communicate with a dreamer as if using the
dream spell. A dreamwalker may also seek out a
particular dreaming character (Scry check with
an extra +5 circumstance penalty to the DC)
and then lead other dreamwalkers there. Dream
folk ger a racial bonus of adding +10 to their
Scry skill for such checks.

Dream Feasting (Sp): Dream folk within a
particular character’s dream may feast on that
characrer. The victim must make a Will save
(DC 17) or suffer one point of Wisdom drain.
Dream folk may attempt to feast once each
dream. Victims who suffer from the dream feast
will awaken afterward as if from a horrid night-
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mare, and they will know that they have been  dream folk’s Hit Dice. Beings that do not dream
assaulted in their sleep. succeed automatically at their saving throws

Spell-Like Abilities: Twice per day — alter against any of a dream folk’s spell-like abilities.
self, charm monster, emotion, invisibility, major Spoken Dream (Su): Dream folk can con-

image, mirage arcana, modify memory, phantasmal ~ verse telepathically with any being within 100
killer, nightmare, scare, seeming, sleep, suggestion  feet who dreams.
and veil as by a sorcerer of a level equal to the
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Dreamwrack

Medium-Size Outsider
Hit Dice: 4d8+4 (22 hp)
Initiative: +3 (Dex)
Speed: 40 ft.
AC: 17 (+4 natural, +3 Dex)
Attacks: =L
Damage: -
Face/Reach: 5ft.by 5 ft./5 ft.
Special Attacks: Emotion
Special Qualities: Intimate knowledge, empathic link, damage

reduction 10/+1, ethereal
Saves: Fort +5, Ref +7, Will +5

Abilities: Str 10, Dex 16, Con 13, Int 6, Wis 12, Cha 20
Climate/Terrain: Any

Organization: Solitary

Challenge Rating: 3

Treasure: Standard

Alignment: Always chaotic neutral

Advancement Range: ~ 5-15 HD (Medium)
Description

Amidthe blue lotus-addled ramblings of the priestsof Erias,
the demigod of dreams, lie stories of the demigod's displeasure
with those mortals who touch too deeply into his realm. Mortals
whowould seek toupset the stuffof dreams may find theirdreams
coming back to them in the waking world. Dreamwracks are
spirits created when the realm of dreams is disturbed by arcane
magic. The half-formed fabric of the disturbed dreams does not
dissolve as it should. Instead, it coalesces into an amalgam of
dream imagery that is linked to the dreamer from whose dream
the wrack was formed. Certainly, the oneiromancers, the dream
wizards of the Phylacteric Vaulr in Darakeene, canattest tobeing
haunted by dreamwracks frequently as they delve deep into Erias”

ralm in their arcane research.

Once formed, a dreamwrack secks out its connected dreamer
inthe physical world, drawn tohimempathically by itsneed and the
dreamer’s subconscious need to resolve the dream from which the
dreamwrack sprang. This misguided hunger for completion drives
the dreamwrack to actions that haunt and disturb its dreamer.

Dreamwracks come in three varieties — nightmare, erotic
andanxiety —dependingon the nature of the dream from which
they were formed. Regardless of type, when they appear in the
physical plane, their forms are a shadowy collection of shifting
images taken from the dream from which the dreamwrack was
bom. The dreamwrack will even call out in voices imitating the
friends, foes and loved ones of the dreamer as the wrack’s image
forms in those visages. The dreamwrack might also play out
scenes of fright, lust or failure as the deepest subconscious of the
dreamer might have crafted them. Those who witness the
dreamwrack’s manifestations will be given glimpses of the sub-
conscious of the dreamer, often in details the dreamer would
rather have left to the privacy of his subconscious mind.

A dreamwrack’s only goal is to make manifest the feelings
and mind state in their dreamer which he had during the
dreamwrack’s creation dream, and thereby complete themselves.
Sometimes, doing so involves “haunting” the dreamer for weeks
on end, sometimes it’s solved in a single visitation.

Combat

Dreawracks do not really engage in combat per se, although
they cancertainly be destroved by it. Ifinjured, they will instinctively
turn cthereal and flee.

The dreamwrack’s only goal is to find comfort through mani-
festing emotions in their dreamer, so they typically track and follow
theirdreamer from the ethereal plancand then appear wheneverthe
dreamer s inasitcuation similar to the emotion that the dreamwrack
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desires to call forth. For example, a nightmare might manifest when
its victim is ina dangerous combat, an erotic mightappear when the
victim is in a romantic situation or is alone, and an anxiety might
appear just before the victim is facing adifficult task (such asa high-
DC skill check). Once it manifests and touches its dreamer once, it
will typically fade back to the ethereal and end thar particular
haunting. Unless itis destroyed sooner, adreamwrack will normally
fade away once its dreamer fails to save against the dreamwrack’s
emotion effect 1d4 times.

Dreamwracks are formed at the GM’s discretion whenever
subjects enter the astral realm of dreams or whenever spells such a
dream, phantasmal laller or almost any illusion spell is used. They are
created spontancously as well when a dreamer faces a powerful fear,
lust or anxiety.

Intimate Knowledge (Ex): Formed from the subconscious of
a dreamer, the dreamwrack possesses intimate knowledge of its
dreamer. The dreamer has a +4 circumstance penalty to the DC of
any Willsaves from the dreamwrack’s powersoronany Intelligence-
Wisdom-orCharisma-based skill check involving the dreamwrack.

Empathic Link (Su): The Dreamwrack always knows the
general direction of its dreamer, and it can track him faultlessly.

Ethereal (Su): The dreamwrack can shift between ethereal
and physical as a standard action,

Emotion (Su): The dreamwrack can make touch attacks to
invoke emotions in its victims (any victim, not just its connected
dreamer). A Will save (DC 17) is required to resist these mind-
affecting powers.

Nightmare: Dreamwracks formed of nightmare fragments in-
voke fear in those whom they touch. Victims who make their save
arestill shaken; those who fail tosave are frightened (see core nidebook
I page 84-83). Either fear effect lasts for 2d6 minutes,

Erotic: Dreamwracks born of romantic or erotic dreams invoke
such passions with their touch. Victims who fail to save against this
effect will be enamored with the first suitable mate they see. This
effect remains very powerful (similar to a cham spell) for 1d4 hours
and then begins to wane over 2d6 days. Unfortunately, this effect is
characterized more by the primal lustsof thesubconscious mind than
the romantic ideal of courtship.

Anxety: Dreamwracks bom of anxiety dreams are akin o
nightmares. However, instead of confronting a victim head-on with
frightful imagery and sound, the anxiety amplifies the dreamer’s
worricsandself-doubt. Thosewhofail theirsave toresist theanxiety's
touch suffer a -2 morale penalty to attack, damage and saves, as well
asa-5Smorale penaley toskillchecks for [d4 hours. Also, victims with
the Leadership feat are treated as though they do not have that feat
for the same duration. The anxiety's touch is based more on despair,
s0 it is not a fear effect for purposes of such immunities.
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Dreamwraith

Hit Dice:
Initiative:
Speed:
AC:
Attacks:
Damage:

Face/Reach:
Special Attacks:
Special Qualities:

Saves:
Abilities:

Skills:
Feats:

Climate/Terrain:
Organization:

Challenge Rating:

Treasure:
Alignment:
Advancement:

Description

Dreamwraiths are the second most powerful
group of outsiders that serve Erias, the demigod of |
dreams. Whenever Erias decides mortals have
tread too deeply upon the sanctity of his realm of 1+
dreams and the dreamwracks caused by such an
incursion are not sufficient penalty, the god dis-

Medium-Size Outsider

(Chaotic, Incorporeal)

8d8 (36 hp)

+6 (+2 Dex, +4 Improved Initiative)
40 ft., fly 80 ft. (good)

15 (+2 Dex , +3 deflection)
Incorporeal touch +10 melee
Incorporeal touch 1d4 and Charisma
damage

5 ft. by 5 ft./5 ft.

Charisma damage, dreamslip

Incorporeal, spoken dreams,
dreamsight, merge with illusion
Fort +6, Ref +8, Will +8

Str—,Dex14,Con1,Int 16, Wis 14, Cha
16

Bluff +6, Hide +5, Knowledge (dreams)
+11, Listen +6, Search +10, Sense Mo-
tive +11, Spot +9

Alertness, Improved Initiative

Any land and underground

Solitary or gang (2-4)

?

None

Always chaotic neutral
7-12 HD (Medium-size); 13-16 HD
(Large)

patches dreamwraiths to seek out such mortals to
force them into slumber and into the realm of
dreams, where they will be held accountable for
their deeds. Dreamwraiths are also dispatched by
Erias or his herald to bring a mortal to the astral
realm of dreams should the demigod or his herald
desire to speak with the mortal. Usually, only Erias’s
own priests or arcane oneiromancers who have
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courted favor with the god are chosen for such audi-
ences and then imparted with prescient advice or
tasked with a mission on behalf of the god.

Like most other outsiders that serve Erias,
dreamwraiths are not formed from the souls of de-
ceased mortals, but rather from the stuff of dreams
itself. They are the embodiment of dreams and night-
mares, given form and sentience by the demigod.
When called to the physical plane, dreamwraiths
take on a ghostly, slowly shifting form like a roiling
fog. The ancient wizards of Scarn were first to dis-
cover, call and bind dreamwraiths to their will, and
spelleasters, especially illusionists and oneiromancers,
still call upon these creatures to enhance their illu-
sions or grant them vivid
dreams and enhanced
emotional experi- . r S
enees. -
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Combat

Dreamwraiths shun direct attack, preferring to
merge with subjects and feed on their emotions. If
pressed into combart, a dreamwraith uses its Cha-
risma-draining touch.

Charisma Damage (Su): Living creatures hic by
a dreamwraith’s incorporeal rouch attack must suc-
ceed ar a Will saving throw (DC 17) or take 1d6
points of temporary Charisma damage as irrational
fears and insecurities are revealed and magnified.
Lost Charisma returns at a rate of | point per hour. A
character reduced ro O Charisma is unconscious, as
described on page 72 of core rulebook I1.

Dreamslip (Su): With a touch, a dreamwraith
may attempt to settle into a creature’s dreams, feed-
ing upon its psyche and secret emotions. If the subject
fails a Will save (DC 17)
this

against

mind-affecting, sleep effect, the dreamwraith has
merged with it. The victim immediately falls into a
deep sleep, full of vivid dreams. This sleep brings
improved natural healing that restores an extra 1 hit
point per level for every eight hours of uninterrupted
slumber. A merged creature will not awaken volun-
tarily, save to fulfill bodily needs. If subjected ro loud
noise, jostling, hunger, thirst, or attack, the sleeping
character has a 20% chance per minute of waking for
1d6 minutes before falling back into a slumber. A
merged wraith can be driven out with a dispel chaos,
dictum, banishment or similar spell. Elves and other
creatures that do not sleep are immune to this effect.

Merge with Illusion (Su): Sometimes, a
dreamwraith can be persuaded ro merge with an illu-
sion to increase its believability, adding +4 to its DC for
the purposes of disbelief. The following spells can be
affected by a dreamwraith — change self, hallucinatory
tervain, hypnotic pattern, major image, minor image, mi-
rage arcana, nightmare, permanentimage, persistentimage,
programmedimage, rainbow pattem, reverse illusion, screen,
seeming, silent image and veil. For spells with extended
durations, the drecamwraith will only affect it for a
maximum of one day.

Incorporeal: Can be harmed only by other in-
corporeal creatures, +1 or better magic weapons, or
magic, with a 50% chance ro ignore any damage from

a corporeal source. Can pass through solid objects at
will, and own attacks pass through armor. Always
moves silently.

Spoken Dream (Su): Dream folk can con-

. verse telepathically with any being within 100

N f. capable of dreaming. Such communica-

tion manifests in the being as vivid dream
or daydream images and sounds.
Dreamsight (Su): Dream folk have
- the ability to sense the presence of any
! being capable of dreaming within 100

A ' fr. and can effectively “see” the being

¢ 7/ evenif he is invisible or ethereal.
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Huge Outsider (Lawful, Evil)

Hit Dice: 10d8+50 (75 hp)

Initiative: -2 (Dex)

Speed: 15 ft.

AC: 8 (-2 size, -2 Dex, +2 natural)

Attacks: Bite +13 melee

Damage: Bite 2d6+5 and disease

Face/Reach: 10 ft. by 20 t./10 ft.

Special Attacks: Disease, spell-like abilities, death throes

Special Qualities: Immunities, resistance, see in darkness,
summon devil, SR 13, damage reduction
10/+1, half damage from bludgeoning.
regeneration 5

Saves: Fort +12, Ref +5, Will +7

Abilities: IStr 20.Dex6,Con20,1nt 7, Wis 10, Cha
4

Skills: Concentration +4, Knowledge (lower
planes) +5,Listen+5, Spellcraft +1, Spot

Feats: Cleave, Power Attack

Climate/ Terrain: Any land or underground

Organization: Solitary

Challenge Rating: q

Treasure: Standard

Alignment: Usually lawful evil

Advancement Range: 11-13 HD (Huge); 13-17 HD (Gargan-
tuan)

Description

Those mortals who act cruelly and immorally in

life are damned to have theirsouls appear in Chardun's
Hell, Belsamerh's Tarterus or Vangal's Abyss as a
larval maggot. Save for the few that graduate up to

become more powerful servants of

these evil gods, such souls are
tormented eternally in the

afterlife. Nowond
thatr  during

Titanswar, when un- b
precedented magical —_ 7/ W\
energies were un- L :

e

leashed and the very
cates of Hell were _
/'-

besieged by the

titan forces, ~~ |

some few o
these tor-

mented

souls

found -
4

(
-~

erthen
the

('}

/| qd
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theiropportunity to escape from the lower planes and
make their way back to the physical plane. Numerous
souls of the damned, locked in the form of worm-like
larvae, still dwell in the Scarred Lands roday.

Most of these larvae live in the shadows, hiding
from mortals and the notice of the agents of the ourer
planes. A few of these wretched creatures, however,
have grown to monstrous proportions. These elder
larvae can grow to 20 feet in length and tower as high
as 10 feet. Elder larvae resemble oversized, bloated
grubs with slimy, rranslucent skin and wild, mad-eyed
human faces.

These crearures are often served by a rerinue of
lesser evil outsiders or mortal humanoids, who are
attracted to the creature'sdiabolical eneray. Of course,
elder larvae have no real loyalty to their followers,
and members of these retinues often end up as snacks
for their hungry masters.

Combat

Elder larvae are lazy and rarely initiate combat.
If accompanied by a retinue, the elder larva prefers
that its companions bring prey to it. Elder larvae will
also wait to be atracked and defend themselves wich
their potent offensive abilities.

Death Throes (Ex): When killed, an elder larva
explodes, splashing disgusting slime and corrupt body
fluids over a wide area. Any creature within 30 feet of
the exploding elder larva must make a Reflex save
(DC 20) or suffer 4d8 points of acid damage. A
successful save halves this damage.

Disease (Ex): Any opponent bitten by an elder
larva must make a Fortitude save (DC 20) or become

infecred with a wasting discase that changes the
victim into a dretch (50%) or lemure (50%).
Only one successful save is necessary to
avoid the disease — subsequent bites
do not require a saving throw.
The disease’s incubation pe-
riod is 2d4 days, during
which time the victim suf-
fersfrom high
fever

and
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nausea (-2 to Strength, -6 to Constitution). At the
end of this time, the victim is fully cransformed into
its new form. During incubation, a successful cure
disease will reverse the process and restore the victim
to full health, but once the transformation is com-
plete, only a wish or remove curse can restore the
victim to his original form.

Half Damage from Bludgeoning (Ex): Blunt
weapons, even magical ones inflict only half damage
against an clder larva’s rubbery hide.

Spell-Like Abilities: Ar will — darkness, des-
ecrate, telekinesis and teleport without evvor (self plus 50
pounds of objects only); 1/day — cloudkill. These
abilities are as the spells cast by a 10th-level sorcerer
(save DC 12 + spell level).

Regeneration (Ex): Takes normal damage from
holy weapons, a paladin’s smite evil artack and from
any weapon blessed by a divine spell or created by a
divine spell (such as magic weapon or spiritual weapon).

Immunities (Ex): Elder larva are immune to
poison and disease.

Resistance (Ex): Elder larva have fire and acid
resistance 20 and cold resistance 10.

See In Darkness (Su): Elder larva have the
supernatural ability tosee perfectly in darkness of any
kind, even deeper darkness spells.

Summon Devil (Sp): Once aday, an elder larva
can attempt to summon 1d6 lemures with a 50%
chance of success.
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Face Stealer

Medium-Size Monstrous Humanoid

Hit Dice: 3d8 (13 hp)

Initiative: +0

Speed: 30 ft.

AC: 11 (+1 natural)

Attacks: 2 claws +4 melee

Damage: Claw 1d4+1

Face/Reach: S5ft.by 5Ft. /51t

Special Attacks: Steal visage, improved grab

Special Qualities: None

Saves: Fort +1, Ref +3. Will +4

Abilities: 'i‘;;r 12, Dex 11, Con 11, Int 8, Wis 12, Cha
Skills: B’I?uff +12, Disquise +5*, Listen +7, Spot
Feats: Alertness

Climate/Terrain: Any land and underground
Organization: Solitary

Challenge Rating: 1

Treasure: Standard

Alignment: Usually chaotic evil

Advancement Range: 4-7 HD (Medium-size)
Description

In its natural form, the face stealer looks like a
tall lanky humanoid covered in shaggy hair. Its body
proportions seem slightly distorted, with unnarurally
long arms and a head that seems too small for its body
resting on a long thin neck. [ts broad bearlike hands
end in twisted claws and a warped useless horn adorns
its grinning ferretlike head.

The creature is seldom encountered in this
form, however, as it has the ability to supernatu-
rally steal the visages of others. The creature
magically peels away a victim’s face as though it
were a mask, leaving the unfortunate soul with
no facial features, just raw flesh covering his
head and two nostril holes where his nose used
to be. Meanwhile, the face stealer may artach
the new face and meld it to its own flesh so as to
impersonate its vicrim.

Using this ability the face stealer rakes advan-
tage of its victim’s wealth and preys on her friends and
loved ones while keeping the victim locked away
(occasionally torturing the victim for information
the face stealer needs to better impersonate them).
The sadistic face stealer spends weeks oreven months
disguised as a normal person, carefully destroying the
victim's life inside and out before it starts killing. It
enjoys wrecking the reputation and career of its
victim almost as much as it enjoys the taste of human-
oid flesh. Eventually the temptation to kill becomes
irresistible, and the creature begins killing and con-
suming the victim’s circle of friends,
starting with causal acquaintances and =%~
gradually moving toward family mem- .
bers and lovers. It usually takes steps not
to be discovered so it can continue pick-

=
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ing off friends and family undisturbed. Should the
monster's crimes be revealed, it tries to return its
victim's face then steal another face and flee, leaving
the original victim to face the criminal charges and
other consequences of the face stealer's actions in the
vietim's guise.

Combat

Despite its vicious appearance the face stealer is
an awkward fighter. Itusually avoids physical conflict
where possible, preferring to ambush a victim and
render her helpless by removing her face.

Steal Visage (Su): If the face stealer succeeds at
grapple check against any size Large or smaller hu-
manoid, its victim must make a Fortitude save (DC
12) or have its face removed. The victim is left
blinded, deafened and mure. As the victim has no
mouth, it will risk starvation if its face is not restored.
The face stealer may choose to discard the stolen face
or apply it to its own face as a standard action and
thereby take on the likeness of the victim, including
the victim’s speaking voice. The face stealer may at
any time peel off a stolen face it wears andfor reapply
a face (any face) to a victim. Apart from having the
face stealer reapply a victm's face, it requires a regen-
eration (e.g. spell regenerate or ring of regeneration)

effecrtorestore the victim's face, just

as if it were a severed limb.
Skills: Face stealers
get a +7 racial bonus to
Bluff checks. *When
imitating a person
~=_ whose face they are
\ wearing face steal-
"":‘ ers get a +15
"5 circumstance bl‘l-
nus to Disguise
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Filcher

objects like coins and jewels, which they either throw
away later or bring back to line their communal nest.

2 Small Monstrous Humanoid For reasons unknown, filchers seem to have asoft
H'_t D b 1d8 (4 hp) , A spot for children of any race, and have been known to
vy :iZe(;S DSOS/ So & mpioved:Iintis: shelver and protect lost or injured young ones until
Speed: 25ft.. climb 20ft. they can be found. Rumors and ravern tales are rife
AC: 14 (+1 Size, +3 Dexterity) with stories of ambitious thieves befriending filchers
AHacs: Bite+| meloe and employing them as partners in crime. The leg-
Damage: Bite 1d4-2 endary Silver Shadow of Calas is reputed to be one
Face/Reach: Sft. by SFt./Sft. such enterprising soul, seemingly able to be in three
Special Attacks: None places at once because he is a friend of energetic
Special Qualities: Effortless climbers filchers.

Saves: Fort +1, Ref +5, Will +1
Abilties: Str 6, Dex 16, Con 10, Int 9, Wis 8,Cha  COMbat
3 10 ; ] Filchers avoid combart at all costs, preferring to
Skills: ’:Bdalanc;rS."Esc;p;_Tgst ;2‘ H%d';*?’t‘ take the goods and lead pursuers on a merry chase
+2{j‘:l?un:lfl: 3{ b SUEOCRLESaope rather than fight for them. When confronted, they
Feats: Improved Initiative pelt opponents with whatever projectiles are at hand,
Climate/Terrain: Any land but if pressed they drop whatever they've su.)lcn and
Organization: Solitary, pack (2-4) bolt through a nearby window ro escape. If caught,

they lash out wildly with tooth and claw, but eventu-

Challenge Rating: 174

Treasure: Double standard allysettle intoamorose kind of caratonia if it becomes
Alignment: Often chaotic good obvious that escape is impossible. Filchers never live

more than a few days in captivity, though jailers
cannot explain why.

Advancement Range: By character class

Description

The filchers are the remnants of a servitor race
created by one of the titans — perhaps Denev the
Earth Mother herself — before or during the Divine
War, though the reasons for their creation are now
lost to the mists of time. Despite their animallike

Effortless Climbers (Su): Filchers possess the
supernatural ability to climb any surface, no matter
how sheer or steep. They can climb glassy surfaces,
even scuttle across ceilings as effortlessly as a spider.
The filcher must have bare hands and feer for this
ability to function.

appearance, filchers have astrong affinity for civiliza-
tion, and can be found in nearly every major city of
the Scarred Lands, collecting in communal colonies
and scavenging what they need from the detritus of
human society. With their nimble hands and phe-
nomenal agility, filchers are the scourge of market
places and bazaars from Calastia to Darakeene.

Filcher Characters

Filchers' preferred class is rogue.

Filchers are similar to lemurs, standing nearly
three feet rall, and cheir long, lanky bodies are cov-
cred with black, gray or russet fur. Their hands are
long-fingered and delicate, and their striped tail is
highly prehensile, often standing in as an extra hand
or foot when necessary. Though they are equally
active during the day or night, filchers generally
preferdarkness, where their large reddish-orange eyes
give theman advantage over humans. Over the years,
filchers have displayed a surprising degree of intelli-
gence, able to use simple rools and even making use
of discarded weapons like daggers or darts when
threatened. Though they do not seem to speak any
language except their own, filchers can understand
the common tongue, and are capable of following
fairly complex commands when the mood suits them.
Though not inherently malicious, filchers enjoy steal -
ing what they can from city dwellers, especially bright
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HO]ﬁDg Dreodno-ugh-l- also ingest some amount of metal ore or merallic

goods.

Huge Aberration
Hit Dice: 15d8+75 (142 hp) Combat
Initiative: +1 Dex) Created to be a weapon of war, the flailing
Speed: S ft. fly 40t (average) dreadnought is a fierce, if not very bright, opponent
AC: 31 (-2 size, +22 natural, +| dexterity) P o il e ] -
Ak Bite + 17 melee It_ always engages in combat, roaring and biting, and
Damage: Bite 2d8+12 if it has several opponents near it unleashes its flails.
Face/Reack: 10 ft. by 10 ft. /10 ft. Blindsight (Ex): The flailing dreadnoughr is
Special Attacks: Flailing fury blind, but it can sense objects ‘“'fd living beings by
Special Qualities: Blindsight, magnetic perception, SR 18 their particular electromagnertic fields in a 200-foot
Saves: Fort +10, Ref +6, Will +9 radius. The monster cannot be ambushed (although
Abilities: Str27,Dex12,Con 21, Int 4, Wis 10, Cha it can be caught flat-footed in the first round by

14 winning the initiative roll).
Skills: Intuit Direction +4, Listen +8 Magnetic Perception (Ex): The whole body of
Fe‘ats: ; Power éttad‘(. Cleave, Great Cleave % 1, flailing dreadnought is very sensitive ro elecrro-
Cllmat‘eﬂ"erraln: A")_‘ plains, !'ulls or underground magnetic fields, it can discern the position and
gl"grnlzatlon: v ISoIltary, Pt condition of every mertal object in a 200 foor radius.
Treal:ung:: Rating: ngublestandard(metalObjectsand . This gives the monster an uncanny sense of orienta-

only) tion and +4 racial bonus to Intuit Direcrion
Alignment: Always chaotic neutral rolls. '

Flailing Fury (Ex): Once every

1d4 rounds, as a full-round action, the

dreadnought can separate the metal
plates that cover its body, releasing doz-
ens of merallic tentacles
tipped with blades,
barbs and spikes. In
that round the ren-
taclesflail inevery
” direction, striking
and tearing apart

Advancement Range: 16-22HO (Gargantuan)

Description
The flailing

dreadnought is the twisted
creation of Golthagga. In
the last days of the Divine
War, the titan forged
dozens of the crea-
tures and threw
them into the
battle to shred
through the ranks of
divine race armics.
Now with the warover
and theircreator gone,
the flailing
dreadnoughts dwell in
remote areas, especially
underground near large
concentrations of metal
ore such as abandoned
mines or ruined wasteland
cities.

Dreadnoughts resemble
huge floating eggs covered in
segmented metal plates.
One side of the body is
dominated by an enormous
fanged maw that can be extended
like a proboscis when bit-
ing. Dreadnoughts cat

every being in a
30-foot  radius
from the monsrer.
The dreadnoughr
makes a +17 melee
attack against every
creature in the area
of effect and any-
one struck rakes
| 2d12+8 damage. For
the duration of the
flailing round, there is
a -8 penalty to ranged
weapon atrack rolls
against the
dreadnought as missile
are batred aside by the
whirling rentacles. However,
also during this round, the
dreadnought’s natural armor is

halved (effective AC of 20) as its armored

R : 1icdde has bee NOTIE 1S » rentacles.
nearly any living thing and hide has been opened to unleash the rentacles

attack anything that comes in their vicinity. They
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Flayed Giant

to the Blood Sea clings to much of the giants’ bodies
and gives them the appearance of being on fire.

Large Giant (Aquatic)
Hit Dice: 7d8+36 (76 hp) Combat

Initiative: 10 : While not known for their intelligence, flayed
i%“d :ISO(Etl“s?z‘:r:Eg:;ral) giants can still be relatively cunning. Most often they
Attacle: Huge tident <1419 inelee; 2 Fiets 412 wait below the water's surface for a ship to pass
melee; trident +7 ranged overhead. Then, at the right moment, they swim
Demage: Huge trident 2d6+9, fists 1d10+7 upward and picrce the hull of the ship with their huge
Face/Reach: 5 ft.by 5 ft./ 10 ft. tridents. While the ship's crew tends to the damage,
Special Attacks: Capsize, trident expertise the flayed giants attempt to capsize the vessel, for prey

Special Qualities: Rock catching are casier targets in the water.
Saves: Fort +10, Ref +3, Will +4 Capsize (Ex): To use thisability, the flayed giant
Abilities: Str24,0ex10,Con17,Int6,Wis12,Cha  must hit with both fist attacks. The flayed giant may
: ‘9 . . use this ability on sea-going vessels of any size, though
Skills: E'di "g‘ Listen +2, Move Silently +3, a properly placed fist attack may destroy a small one-
Feats: C::Jaw;, Pavar AEad: manned vessel in licu of a capsize atrempt. If successful,
Climate/Terrein: Tombarate and warm aciatic .. on the next round the flayed giant may attempt to

P q . ‘ . 2 i o

Organization: Solitary or gang (2-5) (_:t / capsize the ve‘»at.:l by making a Strength ‘(.hve(.i( \':fltl‘l
Challenge Rating: 6 ) @ DC 10 to capsize rafts, rowboats and sim .||;'u' sized
s Standard [ & one- to four-man vessels; DC 15 to capsize small
Alignment: Always evil M A o barges and similar four- to12-man vessels; DC 20 to
Advancement Range: By character class 2 i~ capsize a large barge, small warship and
I NS 2 similar 12- to 24-man vessels; DC 25
Description —={ "e tocapsize medium-sized warshipsand
Once the chosen warriors of Kadum, o\ similar 24- to 50-man vessels; DC 30

giants roamed the land as they wished,
crushing the diminurtive soldiers of
the gods as a child would squash
an ant. Then the day of bleeding <
came, when the insolent gods
bound Kadum to the bottom of the
deepest ocean chasm. In that day,
the little races rose up against the
giants, driving them from their &
mountains and lands. Without the
power of Kadum, the giants became
easy prey. The few that remained
were forced to rake refuge in the
Blood Sea that had become their

master's coffin.
The Bleeding One’s ichor
Ak
/8 )
A
7

-

(7

has made cach giant’s skin
transparent and as resilient
assteel. Webbing complete
with gills hangs loosely
around the flayed giants’
necks, and semi-functional
fins protrude at odd angles
from their extremities. An O
eerie, neon-red glowing algae endemic /

o

T W W N Sl " S, P L 0, SR

3| to capsize large warships and simi-
lar 50- to 200-man
vessels. The DC is re-
duced by 4 for each
flayed giantaiding in the
capsize attempt.
Trident Expertise
(Ex): Flayed giants are
adepr at the use of huge spe-
cially made tridentsand receive a
+2 racial bonus to attack and dam-
age rolls when attacking with a
huge trident. Treat these tri-
\ dents as piercing, large size
\
S

weapons, usable in both
melee and ranged combat
I
) )
Q 20 and be of at least
Large size to use these

with a range increment

of 30 feet, damage of
) huge tridents as ranged
weapons.

2d6, and critical x 3.
Creatures must have
Strength of at least
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Flesh Strippers

Diminutive Beast
Hit Dice: 1d10+1 (6 hp)
Initiative: +1 (Dex)
Speed: 40 ft,
AC: 18 (+4 size, +1 Dex, +3 natural)
Attacks: Bite +0 melee
Damage: Bite 1 point and peison
Face/Reach 1ft. by 1ft./ 0 ft.
Special Attacks: Poison
Special Qualities: Scent
Saves: Fort +3, Ref +3, Will +O
Abilities: gtr 2.Dex13,Con 12, Int 2, Wis 10, Cha
Skills: Jump +20 (no limit), Balance +3, Move
Silently +5
Feats: None
Climate/Terrain: Any temperate and warm land
Organization: Pack (5-10) or swarm (10-50)

Challenge Rating:

Treasure:
Alignment:

1/4
None
Always neutral

Advancement Range: 1-3 HD (Tiny)

Description

Flesh strippers are horrid pack rodents which are

a bane ro wild animal herds and domesticated live-
stock across the Scarred Lands. Packs of the hungry
beasts have even been known to prey on other preda-
tors and humanoid travelers.

The beasts’ name comes from frequent sightings
of the rodentlike creatures stripping the flesh from
the bones of a grazing animal, while the animal,
anesthetized by the flesh strippers’ poison, continues
to graze or sleep. Often the flesh strippers prey never

S T R AR I i S W L R

feels anything until the beasts consume some vital
organ and kill their prey.

Flesh strippers resemble small, sleek rats with
short, coarse fur that varies from tan to dark brown to
black. They have powerful rear legs which propel
them into amazing jumps, thus earning them the
nickname “flying wraths” when a swarm of them are
seen bounding through the tall grass toward their
prey. They drool profusely as their venom is carried in
their saliva. Herbalists and doctors pay as much as
five gold for a vial of flesh stripper saliva, as it makes
an excellent topical anesthetic.

Combat

Flesh strippers’ usual tactics are to have a single
pack member bite potential prey. The pack then
waits for the anesthetic to work and for the prey to
forget about the initial atrack before stalking and
beginning to feast on the unaware creature.

Poison (Ex): Those bitten by a flesh stripper
must make Fortitude saving throw (DC 11). Those
affected become completely numb to pain, pressure
and even remperature. Victims also lose 1d4 tempo-
rary Dexterity, and they effectively gain the ferocity
extraordinary power, enabling them to fight even
while disabled or dying (see core rulebook 11 p.84) as
they donotsuffer from shock while anesthetized. The
effect lasts 2d4 hours. Numbed creatures do nor
notice being injured unless they visually witness the
injury, hear it or observe some other phenomenon
(such as their bodies moving from the concussion of
a bludgeoning blow). GMs are advised to track hit
point loss for numbed characters and keep such totals

a secret,
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Forest Walker

Children of the Earch Mother Denev, the forest
walkersare [5-foot-tall giants seemingly made of rough
woaod, sprouting patches of moss, creepers and even
mushrooms or flowers all over their bodies. Every
walkerhasarich erowth of leaves from itshead like long
verdant hair, and brilliant blue eyes.

As the children of the other titans ravaged the
land, Denev created the forest walkers as guardians of

Huge (Tall) Giart the wilderness. During the Divine War, the forest
Hit Dice: 12d8+48 (102 hp) walkers fought ceaselessly to protect their lands from
Initiative: +1 (Dex) encroachment. When Denev's weariness caused her to
Speed: 40 ft. retreat to the heart of the world, the walkers remained
AC: 19 (-2 size, +1 Dex, +10 Natural) behind, continuing their role as wardens and guardians.
Attacks: 2 Fists +14 melee; huge greatclub +14 Since the war, the walkers have grown more
melee hostile tootherspecies. They feel especially betrayed by
Damage: Fists 2d4+7; huge greatclub 2d6+10 the humans, whom the walkers feel have turned their
Face/Reach: 10 ft. by 10 ft. /15 ft. backs on Denev. Today, they dwell in Ghelspad’s
Special Attacks: Druidic spells, spell-like abilities, tree remaining woodlands such as the Ganjus, Khetand the
form Fouled Forest. They were driven from the Hornsaw, but
Special Qualities: Damage reduction 10/+1 a few may linger, and rumors persist of these creatures
Saves: Fort +12, Ref +5, Will +8 being sighted in such cursed regions as the Spine Forest
Abilities: Str 24, Dex 13, Con 18, Int 13, Wis 19, and the Stricken Woods.
Cha 10 Walkers are highly protective of their forests, and
Skills: Animal Empathy +10, Balance +3, Climb normally only elves, druids of neutral alignment and
+7, Heal +3, Hide +6, Intimidate +5, certain nature-worshipping barbarian tribes can pass with-
Jump +4, Listen +11. Move Silently +6. outchallenge. Good-aligned walkersallow travelers topass
Sense Motive +3. Spot +8. Swim +3, if they can demonstrate their benign intentions, while evil
Wilderness Lore +15 walkerssimplyattack any whoenter theirrealms unbidden.
Fe.ats: . Cleave, Power Attack, Track Those who damage a forest by cutting trees, starting fires or
Climate/Terrain: Any forest killing animals needlessly earn the ire of any forest walkers
Organization: Solitary in the vicinity.
Challenge Rating: 10
Treasure: Standard Combat
Alignment: Often neutral Forest walkers prefer to strike at foes from a dis-
Advancement Range: II 3"? HD (Gargantuan); 19-25HD (Co- tance, using their l‘rc{; form ability to hide while casting
esal) druidic spells and summoning forest creatures to harass
Descri ph on their foes. If their spells and attacks by their woodland
allies fail, walkers attack directly, pounding foes with

their knobby fists or swinging great wooden clubs.

Spells: Forest walkers cast divine magic as 10th-
level druids. Save DC is 14 + spell level.

Spell-Like Abilities: 3/day — summon nanwe’s ally
1I; 1day — summon natwre’s ally VI as a [0th-level druid.
Tree Form (Su): At will, forest walkers can take
the form of the most common tree species in their
forest. In this form, they are almost totally indistin-
guishable from any other tree (requiring a spot roll at
DC 30 to detect). While in tree form, a forest walker
gains an additional +5 AC (fora
total AC of 24), damage
reduction of 15/+1 and
regenerate 10 hit
points perround. Fire
and acid cause nor-
mal damage. Forest
walkers in tree
formcanalsocast
*their  druidic
spells and sum-
¥ mon woodland
creatures asusual. Ifa
forest walker wishes toat-
\ tack, it must change to its
\|  normal shape and loses
the benefits of being
in tree

form.
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Gallows Eye

Medium-Size Aberration

Hit Dice: 6d8+12 (37 hp)

Initiative: +5 (+1 Dex. +4 Improved Initiative)

Speed: 45 ft., climb 30 ft., fly 70 ft. (good)

AC: 17 (+1 Dex, +6 natural)

Attacks: 6 tentacles +6 melee

Damage: Tentacle 1d3+2

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

Special Attacks Constrict, death touch, enervation gaze.
improved grab, spell-like abilities

Special Qualities: Darkvision 120 ft., flight, necromantic
immunity, anatomy

Saves: Fort +4, Ref +3, Will +8

Abilities: TS’!Er|5,Dex 12,Con15,Int 18, Wis17,Cha

Skills: Alchemy +5, Concentration +6, Hide
+6, Intuit Direction +5, Knowledge
(arcana—necromancy only) +7, Listen
+5, Move Silently +8, Search +6,
Spellcraft +8, Spot +13*

Feats: Combat Casting, Flyby Attack, Improved
Initiative, Spell-like Ability Focus (nec-
romancy)

Climate/Terrain: Any land and underground

Organization: Solitary, pair, or covey (3-5)

Challenge Rating: 8

Treasure: Double standard

Alignment: Usually neutral evil

Advancement Range: 7-10 HD (Large)

Description

Only a handful of these horrors have ever been
encountered and left witnesses, so little is known
about the gallows eye. They have been encountered
only in the subterranean ruins of the now extinct
slarecians., Some sages speculate that the gallows
eyes, or “slarecian sentinels” as they are called in
certain circles, were created by the titan Mesos as
wardens of the dark slarecian cities to keep out the
curious from things best left undisturbed. Others
believe that the twisted slarecians themselves cre-
ated the monsters using lost necromantic arts.

Whatever their origin, gallows eyes are known
to covet the relics and lore of the slarecians. A few
explorers have encountered small groups of gal-
lows eves working together to protect newly
discovered slarecian ruins by driving away inter-
lopers from the surface world. These coveys of
gallows eyes are sometimes aided by animarted
corpses and even stranger necromantic monstrosi-
ties that are unique to slarecian ruins.

A gallows eye’s body is dominated by a large (3-
foot diameter), slightly reptilian eye that glows with
adeep violet light. A vein-covered stalk connects the
back of the eye toa black bulbous mass from which six
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[0-foot-long tentacles emerge. A gallows eye has no
discernible front, back or flank, and the stalk on
which the eye isattached bends to allow the creature
a view from any direction.

Combat

Gallows eyes prefer to attack by surprise and ara
distance. They usually hang from cavern ceilings and
other hard-to-reach places, using their spell abilities
and gaze attack to weaken their opponents. If oppo-
nents close to melee distance, the suspended gallows
eye strikes with its tentacles, attempting to grab
opponents and lift them into the air, hanging them
until they are dead. It also uses its horrible death
touch on the most formidable opponent near ir.
Gallows eves often have an entourage of undead
servants, and they always have a pre-planned means
of escape.

Constrict (Ex): A gallows eye inflicts 1d3+2
points of damage with a successful grapple check”
against any living, breathing creature. Ir wraps its
tentacle around the victim's neck, so a crearure held
by a gallows eye cannot speak or cast spells with
verbal components. Gallows eyes attacking from
above its opponents will also lift its constriction
victims a few feet off the floor.

Death Touch (Su): Once per day, one round
after making a successful grapple attack on an oppo-
nent, a gallows eye can deliver a death effect similar
to the spell slay living. The victim must succeed at a
Fortitude save (DC 16) or be instantly slain. On a
successful save, the victim suffers 3d6+6 points of
damage instead.

Enervation Gaze (Su): The gaze attack of the
gallows eye causes 2d4 negative levels of energy drain
to anyone who does not succeed at a Forritude save
(DC 16). Also, a spellcaster loses one spell or spell
slot from her highest available level as per the spell
enervation (core rulebook I, p. 199). The level drain
lasts 6 hours when all negative levels are restored (no
Fortitude save required, no chance of level loss). The
gallows eye does not gain hit points from energy
drains caused by its gaze atrack.

Flight (Su): A gallows eye is affected by a perma-
nent fly spell. This is a supernatural ability that does
not function in areas where magic is suppressed or
negated (like an antimagic field).

Improved Grab (Ex): If a gallows eye's tentacle
attack hits a size large or smaller opponent, the
creature can make an immediate grapple check (with-
out provoking an attack of opportunity). If successful,
the tentacle wraps around the opponent’s neck (deal-
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ing normal damage). One round after a successful
arab, the gallows eye can use its death touch (sce

> \ above). The opponent can escape with a successful
. / grapple check or Escape Artist check, but the gallows
& 2 eve has a +2 circumstance bonus for each tentacle

holding the opponent.
Necromantic Immunity (Su): Gallows
eyes are immune to necromantic spells and
death effects, except that it still receives
= any heneficial effects from
/C72 its own necromantic
6 spell-like abilities.
\ Skills: *A gal-
' lows eye receives a
+8§ racial bonus to
Spot skill checks.
G [ Anatomy (Ex):
“ Gallows eyes have no
rear or side and cannot
be flanked.
,_ Spell-like Abilities: At will:
| cause fear, disrupt undead, inflict minor
/ wounds, ray of enfeeblement; 3 times/
day: animate dead. enervation, ghoul
touch, shadow touch, spectral hand, vampiric
touch; 2 timesfday: leech field as an Sth-level sor-
cerer (save DC 13 + spell level).




CREATURE COLLECTION [1:DARK. MENAGERIE

Gallows Vine

S T AR, I i o s P ST e

Combat

Giallows vines are not intelligent enough to actively

Hit Dice: 53%9;5’?;5 hp) engage in combat, W hcﬂ_likuly prey hmshc._s agalimt their
e .0 trailing vines, they constrict x%nd he st the victim up. "[I—hc
Sheact St plant can lose any srallof its vines wi Ehluut suffering lasting
AC: 16 6 et damage, though if tl‘}c main b{‘)dy is seriously damaged, Fhe
plant releases any still-struggling prey and attempt to sink
Sttacks: :cne into its sheltering hollow.

F::;?;: b 5;3:;)’ 56t./30 ft. ‘ ‘Conlstricting Vines (Ex): 'Thc. ;:fllh ws vine has II'JS
Soocial Attacks: b |'r:11|mj;3 vines lowered at any given time, and constricts
posa a0 gv them individually based ona particular degree of body heat
Special Qualities: Tremorsense, p Ia"‘t and vibration. Anything from a small dog to prey the size
Saves Fort +7, Ref +1, Will -2 ; of a man may be attacked. When the vine constricts, the
Abilities: Str 21, Dex 10. Con 16, Int —. Wis 4, victim is allowed a Reflex check (IXC12) to attempt to
. Chal evade the attack; if it fails, the prey is hauled up and vakes
Skills: None 1d4+5 damage each round. Victims cannot pull them-
Feats: None selves free from a vine; both the vine and the victim’s own
Climate/Terrain: Warm forest weight work against such an action. The only option is to
Organization: Solitary severthe vine, whichrequires [Qor more pointsof slashing,
Challenge Rating: I acid, cold or fire damage. '
Treasure: Standard Tremorsense (Ex): The gallows vine is capable of
Alignment: Always neutral detecring fine changes in air pressure, temperature and

Advancement Range: 5-8HD (Huge)

Description

The gallows vine is a common hazard to travelers

braving the depths of the Scarred Lands’ forests. The
4 it

plant typically takes root high in the boles of goliath

vibration through its trailing vines, allowing it to detect
prey up to 10 feet away.

Plant: Impervious to critical hits. Not affecred by
spells of mind-altering nature (for example enamoring
or charming spells not specifically designed for plants),
paralysis, poison, sleep, polymorphing and stunning.

trees and extends long, coiling vines down to
the forest floor. The long green vines mix
easily with other natural vines and under-
growth, until living prey attempts to push
them aside; then the vines constrict, wrapping
themselves around the victim and lifting her
high into the air. Once airborne, the victim'’s
weight and the strength of the vines conspire
to strangle or asphyxiate her. After death, the
body continues to hang in its green noose,
slowly twisting in the breeze as fine feeding
tendrils sprout from the vine and slowly cover
the corpse. As the body decays, the tendrils
absorb the badily fluids, allowing the plant to
grow more vines and begin the process anew.
Plants that have grown for years accumulate a
collection of dangling skeletons, giving rise to
its grisly name.

The gallows vine has a central body shaped
like an oval seedpod, approximarely three feet
across. Asa seed it is blown into hollows and tree
holes, and as it grows it becomes firmly wedged
into the narrow space, providingneeded leverage
and protection from predators. Vines are as thick
asa human thumb and may grow up to 30 feet or
more in length. When they constrict, the vines
are capable of lifting up to 250 pounds to a height
of 25 feet and holding it there indefinitely. Vic-
tims are left with the happy choice of being
suffocated or cutting themselves loose and suffer-
ing a potentially bone-breaking fall.
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Gaun”jng Feeding Frenzy (Ex): When in battle, the

gauntling enters a state of frenzy akin to the rage of a

2 5. Large Aberration barbarian. A gauntling's feeding frenzy begins invol-
Hl_t Diw 5d8+20 (42 hp) . untarily, immediately upon entering combat. A
Initiative: +5 (+1 Dex, +4 Improved Initiative) frenzied gauntling adds +6 to its Strength and Con-
Speed: fo &I. o stitution scores and +2 temporary hit points per hit
AC: y B3 (v size, +1 Dex, +3 natural) die (core rulebook 1 p.129). These bonuses disappear
gattacks. B;:: ;3 bm::ee when the rage ends after 1d6+4 rounds.

Face fReacg.h: 5 ft.by 5 ft./ 10 ft. Bite of‘the'Starved (S.u)_: The bire ofa ;j.mmt!ing
Special Attacks: Feeding frenzy, bite of the starved drains the life force from living creatures. Each time
Special Qualities: Noie the gauntling’s bite deals damage the victim suffers
Savess Fort +7. Ref +2. Will +5 one negative level. A Fortitude save against a DC of
Abilities: Str 19, Dex 12, Con 19, Int 11, Wis 12, Cha L1 is required to remove the negative levels.
8
Skills: Intimidate +7, Intuit Direction +5, Lis-
ten +7. Move Silently +3, Spot +7
Feats: Great Fortitude, Improved Initiative
Climate/Terrain: Any land and underground
Organization: Solitary
Challenge Rating: 4
Treasure: Standard
Alignment: Usually neutral evil
Advancement Range: 6-8 HD (Large): 7-15 HD (Huge)
Description

Although the titan Gaurak remains buried be-
neath the surface of the Scarred Lands, his cruel will
continues to be exerted upon his servants. The
wretched creatures known as gauntlings are what
remains of fatlings who attempted to partake too
heavily of their master’s essence, succeeding only in
bringing too much of Gaurak’s essence into them-
selves. Gauntlings are doomed to a life of endless
hunger, devouring everything in their path, desper-
ately attempting to regain Gaurak’s favor, which they
feel they have lost.

[t is hard ro believe that these creatures were
once fatlings. Emaciated skeletal beings, gauntlings
are tall and crooked, with almost transparent skin. A
gauntling’s mouth is abnormally large, filled with
mismatched teeth of different shapes and sizes.

Gauntlings are driven by hunger and the desire
to redeem themselves in Gaurak’s eyes. All they eat
is considered a tribute to the titan, but their ravenous
hunger can never be satiared, and no martter how
much a gauntling consumes, no flesh is ever added to
its wasted frame. Other servants of Gaurak feel con-
tempt, or at best pity, for gauntlings. The thought of
one so honored falling so low is repulsive to them.

Combat

Though they have lost most of their creator’s
blessings, including access to spells, gauntlings re-
main formidable opponents. Anything living is
considered food for the gauntling, who attacks with
blind ferocity.
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Gaurak Troll Combat

Huge (Tall) Giant

Gaurak trolls attack anything that they believe they
can eat without regard for tactics or survival. A Gaurak troll

H"t .D'fe: 12d8+48 (102 hp) first hurls any available large rocks at its prey, then rushes
Initiative: -1 (Dex) forward to finish off the victim with its teeth and claws.
Speed: 40 ft. Gaurak trolls refuse to retreat from a battle, no matter how
AC: 15 (-2 size, +7 natural) grave their injuries — they kill and eat their prey or die
Attacks: 2 claws +14 melee, bite +7 melee; rock trying.
+3 ranged Armor Damage (Ex): A Gaurak troll’s immense
Damage: Claw 2d4+7, bite 1d8+3; or rock 2d6+7 strength and frenzied attacks are capable of tearing an
Face/Reach: 10 ft. by 10 fe./15 ft. opponent’s armor apart so the troll can get to the meaty
Special Attacks: Armor damage, improved grab, rock interior of its intended meal. If the opponent has both
throwing armor and a s‘hicld._n Il 1D6: A roll of 1-4 affects the shield
Special Qualities: Regeneration 5, darkvision 60 ft., rock and a roll of 5-6 affecrs the armor. Otherwise the attack is
catching directed at an opponent’s armor. Whenever the Gaurak
Saves: Fort +12, Ref +3, Will +3 troll hits with a claw attack, make a grapple check, adding
Abilities: Str 24. Dex 7. Con 19. Int 6. Wis 7. Cha any m‘agical bonus for armor or shield to the opponent’s
B K L : roll. If rhT t]mll} wlin;(.) tl;c affcctcd shici.'ld m"l armor is tt;\m
S i : away and hurled 30 feet in a random direction. An
Skills: Intimidate +6, Listen +4, Spot +2 armorsmithing or tailoring check DC 8 is required to repair
Felats: " Power Attack the straps of such torn-away armor (20 minutes to repair)
Cl““at‘en-. errain: A“)f land and shields (five minutes to repair).
Organization: Solitary or gang (2-4) Regeneration (Ex): A Gaurak troll regenerates five
Challenge Rating: 8 points of damage per round, and can
Treasure: Standard regrow asevered limb in 5d6 min-
Alignment: Always chaotic evil utes. Damage caused by fire or

acid attacks cause normal
damage and cannot be
regenerated. A
Gaurak troll can

= reattachasev-
ered limb

Advancement Range: 13-24 HD (Gargantuan)
Description

Legends say that in the years after the gods buried
Gaurak the Gluttonous deep within the bowels of the

carth, a pack of hungry trolls stumbled upon the /£ instantle
titan's little finger, jutting up into a narrow cavern By el el
miles below the ground. The voracious monsters s
gorged themselves on the titan's flesh, and as they Sakp

did cheir bodies were warped by Gaurak’s power,

causing them to swell in size and strength — and

appetite. The more they ate, the more they grew,
and the more they hungered. Once they gnawed
the finger down to the bone they hunted through
the caverns, secking anything to quell the in-
cessant ache in their bellies. Before long they
were driven to the surface in search of food,
and since then the Gaurak trolls have spread

S
.J,Q

)\ )

like a plague across the countryside, killing \ Y
and eating everything in sight. 1 \ L '
Gaurak trolls roam the countryside by hg: '
night, hunting in packs and devouring (= h\& \
S \

anything that crosses their path. What-
ever self-awareness these creatures once
possessed has been worn away by their inces-
sant hunger, driving them o attack even §
large, fortified settlements in search of suste-
nance. Because of their fearlessness and physical
power, Gaurak trolls are sometimes accompanied
by & numbser of lesser trolls, hoping for casy pickings in the
wake of the giants’ depredations. More often than not these
opportunists are themselves eaten when food is scarce, as
the Gaurak trolls even turn upon one another when their
hunger overwhelms them.

Gaurak trolls closely resemble their smaller kin, buc
stand 12 feet tall, with powerful shoulders and long arms
that reach nearly to their knees. Their faces are gaunt
and their bellies are always shrunken, no matter how
much they eat.
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GOJ.em C rysta l by the spell freezing ciorse (Fortitude save DC 16) in
!

addition 1o any critical damage sustained.

i -w Large Construct Construct: Impervious to critical hits, subdual
Hr,t D 1 12d10 (66 hp) damage, energy drain, stunning and death from mas-
Imt'at'.w": :?lc’(Dex) . sive damage trauma. Immune to any effect that calls
:%“d 2% :E‘I{:i::.t-:ul;lx, Y14 nadiraly for a Fortitude save to resist unless the effect specifi-
P« s e e e
Damage: Slams 2d10+7 (+1d6 cold d e i et o S SNATMONIS
Face/Reach: 5 ft. by 5 ft.!l(() ft. e charming spells).

Special Attacks: Chill Aura Magic Immunity (Ex): A crystal golem is im-

Special Qualities: Construct, magic immunity, ice walking, mune to allspells, spell-like abilities and supernatural

damage reduction 20/+2 effects, except as follows: any fire- or heat-based spell

Saves: Fort +4, Ref +3, Will +4 or magic (e.g., a flaming burst weapon’s fire damage)

Abilities: Str 25, Dex 7, Con —, Int —, Wis [l affects the golem normally, though the golem ignores
. Cha | the first 10 points of damage it would normally suffer

Skills: None from such attacks. Shatter and other spells that affect

E"'fats’ T Eone dlond § d crystalline creatures affect the golem normally.

O:t_r:iezati;?m. Sr:{t::y ora :ai:r SRS ‘ Ice Walking (Ex): Crystal golems never slip or

Ohallenge Rating: 1 slide on ice or snow. rj

Treasure: None

Alignment: Always neutral

Advancement Range: 15-21HD (Large)

Description

A towering humanoid construct fashioned from
ice, this golem has shining sapphire blue eyes and
great macelike fists for hands. The crystal golem,
sometimes called an ice or quartz golem, is both a
wonder to behold and a deadly adversary. Fashioned
from pure ice, these golems stand over 9 feet tall and
weigh in excess of 2,000 pounds.

Crystal golems are thought to have been created
by the Slarecians themselves, as the golems are often
found near Slarecian ruins in the wastelands of Albadia
and other arctic areas of the Scarred Lands. Crystal
golems follow instructions given to them centuries
ago, instructions as basic as killing anything that
passes their warded domain to programmed, complex
behaviors inexplicable to observers.

The methods for creating these servants has long
since been lost, and no new crystal golems have heen
successfully creaved in recent centuries.

Combat

When motionless in arctic conditions, the crys-
tal golem is almost impossible to spot (DC 25). This
natural camouflage means the golem often surprises
its victims, bursting forth from snow or even from the
sides of glacial walls to strike powerful blows with its
icy fists.

Chill Aura (Su): The crystal golem emanatesan
aura of glacial chill about it in a 15-foot radius. All
within this area suffer 1d3 cold damage per round.
The golem’s attacks also carry an extra 1d6 points of
cold damage as if they were frost weapons. If the
golem lands a critical blow, the target is affecred as if
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Golem, Quicksilver

Medium-Size Construct

Hit Dice: 10d10 (55 hp)

Initiative: +8 (+4 Dexterity. +4 Improved Initia-
tive)

Speed: 60 ft.

AC: 30 (+4 Dex, +4 haste, +12 natural)

Attacks: 2 slams +9/+4 melee

Damage: Slam 1d6+2

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

Special Qualities: Construct. darkvision 60 ft.. speed. mir-
ror dependence, spellimmunity. damage

reduction 30/+2

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

Abilities: Str 14. Dex 18, Con —, Int —, Wis 14,
Chal

Feats: Improved Initiative

Climate/Terrain: Any land

Organization: Solitary

Challenge Rating: 4

Treasure: None

Alignment: Always neutral

Advancement Range: 11-15 HD (Medium-size), 16-25 HD
(Large)

Description
Quicksilver golems are craftier versions of the more
common, bulky golems created to protectareas. A quicksilver
golem ar rest is nothing more than a large, beautiful mirror,
usually mounted on a wall. When a situation occurs that
activates the golem (such as when an intruder enters the
room), aduplicate of whomever standsforemost in the mirror
leapsoutandattacksthe offender. Theattackingimagefeolem
may be thar of the offender himself, or anyone else casting a
reflectionat the momentof the triggeringevent, although the
figure must be humanoid.

Quicksilver golems are sometimes used to
guard throne roomsand otherfine places,
since they are unobtrusive when
not in use and they seemingly
pose no threat until they are
activated. In the city-state of
Mithril, one is supposed to
guard the high priest’s
bedehamber (though
against intruders unin-
vited by he or his wife,
no one knows). One
is also rumored o
overlook the bath-
house to protect
Derigesh's daughters
from observers and
would-beabductors. Of
course, in an ostenta-
tious palace such as
Mithril’s, with its elabo-
ratearchitectureanddesign,
there’s no relling which of
the building’s many mirrors is
actually a golem, if there are any
atall. And if the man on the street
knows the legend of the quicksilver
euardians, would the high priest really

position such mirrors where anyone would know they casta
reflection?

Combat

Quicksilvergolemsareasstraightforward inactionasany
golem, just much, much faster. They attack one oppenent
until it’s dead, then move on to the next, unless called off by
their creator or someone to whom control has been passed.
However, the golems’ limited range of motion and weakness
to being blocked sometimes causes them to be undermined by
clever foes.

Speed (Su): Quicksilver golems are as fast as the metal
for which they're named. They're always considered to be
under the effects of a haste spell (+4 AC, extra partial action),
and they have Improved Initiative.

Mirror Dependence (Su): The humanoid form of a
quicksilver golem is generated by its mirror. A golem can
therefore only move into places that are reflected in the
mirror. [t cannot exist or travel beyond the mirror's range of
reflection, Likewise, if the mirror were shattered or covered
completely, a projected golem would cease to exist. If the
mirrorisuncovered, anew, “offending” humanoid would need
to cast a reflecrion for a new golem to manifest.

Construct: Impervious to critical hits, subdual damage,
energydrain,stunninganddeath frommassive-damage trauma.
Immune to any effect that calls for a Fortitude save to resist,
unless the effect affects objects specifically. Not affected by
attacks or spells of mind-aleering nature (enamor or cham
spells, for example).

Spell Immunity (Ex): Quicksilver golems are immune
toallspellsand spell-like effects exceprasfollows. An eleciric-
ity effect removes it natural speed advantage for three rounds,
with no saving throw. A fire effect counteracts the slowing
caused byelectricity and restoresone hitpoint perthree points
of damage that are dealt by the fire effect.

Construction

Quicksilver golems are created by the use of a special
tome or by arcane spell casters of at least 16¢h level. The
processdrains 1,600 XPand requiresthefollowingspells:haste,

mirror image and limited wish. Creating the mirror and ma-
nipulatingothercomponentsinvolvedrequires80,000¢p
and a Craft (Gemeutting or Blacksmithing) check

(IXC20).
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Golem, Serpent

Medium-Size Construct
Hit Dice: 10d10 (55 hp)
Initiative: -1 (Dex)
Speed: 20 ft. (can’t run)
AC: 17 (=1 Dex. +10 natural)
Attacks: 2 slams «13 melee
Damage: Slam 2d8+6
Face/Reach: S ft.by 5 Ft./10 ft.
Special Attacks: Poison, entrancement
Special Qualities: Construct, magic immunity. damage re-
duction 15/+l
Saves: Fort +3, Ref +2. Will +3
Abilities: Str 23, Dex 7, Con —, Int —. Wis 11.
Cha l
Skills: None
Feats: None
Climate/Terrain: Any land and underground
Organization: Solitary or gang (2-4)
Challenge Rating: 6
Treasure: None
Alignment: Always neutral

Advancement Range: 11-18 HD (Large): 17-30 HD (Huge)

Description

The druids of Mormo use the magic granted to
them by their hideous mother to create these terrifying
monsters. Serpent golems are writhing, man-shaped
piles of venomous snakes, even more potent than the
lesser venom golems also manufac-
tured by Mormo'sdruids. Serpent
golems defend the hidden
shrines to Mormo thatdor .
the Hornsaw Forest and
the  wastelands  of €
Ghelspad.

A serpent golem
is created through
the use of dark ricu-
als in which a humanoid
corpse is submerged in a
pit of vipers, cobras and
asps. These serpents
provide the bulk of the
golem’s form.

Combat

Being non-intelli-
gent  constructs,
serpent golems pur-
suetheiropponents

B, WD S o S, P T S, P S

with frightening determination. Their potent venom
and entrancement effect tend to quickly finish off all
enemies.

Poison (Ex): Slam, Fortitude save (DC 13); initial
and secondary damage 1d6 temporary Constitution.

Entrancement (Su): Theslithering, coiled snakes
that comprise a serpent golem’s body have a hypnoric
effect on those viewing their writhing forms. Upon
seeing aserpent golem, all creatures must succeed ara
Will save (DC 13) or be dazed and unable to take any
action except todefend themselves. Vigorous shaking
will free any creature from this effect; otherwise it lasts
for 1d3 rounds after which the vicrim must save again
if it views the golem again, Opponents who success-
fully save cannot be affected by the same golem’s
entrancement for one day.

Construct: Impervious to critical hits, subdual
damage, energy drain, stunning and death from mas-
sive damage trauma. Immune o any effect that calls
for a Fortitude save to resist unless the effect specifi-
cally affects objects. Not affected by attacks or spells
of mind-altering nature (for example enamoring or
charming spells).

Magic Immunity (Ex): Serpent golems are im-
mune to all spells, spell-like abilities and supernatural
effects, except as follows. Calm animal will slow the
golem for 2d4 rounds. A charm person or animal spell
inflicts 1d6 damage. A dominate animal spell inflicts
2d6 damage and causes 1d2 points of temporary
strength damage. Summon nature's ally heals the golem

4 hit points for every 1 HD of vipers summoned and
commanded to join the golem’s body.

Construction

A serpent golem costs 65,000 gp
to create, which includes 1,000
ap for the serpents. Assem-
bling the body requires a
successful Craft
(leatherworking) check

(DC 15).
Thecreator must
be a 15th-level druid
who can cast the fol-
lowing spells: dominate animal,
mormo’s sexpent hands, poi-
son and reincarnate.
Completing the ritual
drains 1,100 XP from
the creator.
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Golem, Sword

Large (Tall) Construct (Golem)

Hit Dice: 10d10 (55 hp)

Initiative: +0

Speed: 30 Ft. (can’t run)

AC: 28 (-1 size, +1 natural)

Attacks: 2 blades +8 melee, kick +3 melee, bite
+3 melee

Damage: Blade 2d6+2, kick 1d8+1, bite 2d4+]

Face/Reach: 5 ft. by 5 f£./10 ft.

Special Attacks: Shards

Special Qualities: Construct, damage reduction 20/+2,
magic immunity

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

Abilities: Str 15, Dex 10, Con —. Int —. Wis 10,
Chal

Climate/Terrain: Any

Organization: Solitary, patrol (1d2+1)

Challenge Rating: 8

Treasure: Triple items (swords or daggers) only

Alignment: Always neutral

Advancement Range: 8-12 HD (Large)

Description

During the Divine War, Corean the Avenger

taught his most powerful priests how to create golems
from the shatrered swords of his fallen warriors in order
to protect his temples. After hundreds of warriors mer
their dooms on rhe battlefield, Corean’s clerics dili-
gently collected their swords and created powerful
sword golems to exact revenge.

Sword golems obey simple commands up to a
sentence in length given by their creator. Alterna-
tively, they will obey another servant of Corean if
ordered to do so hy their creator.

Swaord golems are huge objects made from the
shattered remains of blades of all types. Typically, the
arms of these creatures are made from greatswords, and

longswords jut up from the golem’s knees. Most fright-
ening of all, however, is the creature’s maw, which is
made of broken daggers and constantly emits a terrible
grinding and moaning sound.

Combat

Sword golems attack rather straightforwardly in
combat, using all their attacks against one opponent
until that opponent falls.

Shards (Ex): Once every 2d6 rounds, the sword
golem may release a spray of metal shards as a standard
action. This artack deals 5d6 damage to all opponents
in a cone extending 30 fr. Those affected may make a
Reflex save (DC 15) in order to take only half damage.

Construct: Impervious to critical hits, subdual dam-
age, energy drain, stunningand death from massive damage
trauma. [mmune toany effect that calls fora Fortitude save
to resist, unless the effect specifically affects objects. Not
affected by attacks or spells of mind-affecting narure (for
example, enamoring or charming spells).

Magic Immunity (Ex): A sword golem is immune
to all spells, spell-like abilities and supernatural effects,
except as follows: A pillar of atractionfrepulsion affects -
the golem normally, as if it were wearing heavy metal
armor; flame swike and purifying flames heal the golem |
point for every 3 points of damage it would normally
take; chill metal reduces the golem’s damage reduction
to 5/+ | and slows the golem for the duration of the spell.

Construction

Construction requires 40,000 gp and four months
of gathering broken swords once used in battle. The
cost may be reduced to 20,000 gp if an additional two
months is spent gathering shards. Creating the body
requires an Craft (weaponsmithing) check (DC 18).
The ritual requires a [4th-level character who can
cast divine spells. Completing the ritual drains 1,000
xp from the creator and requires blade barrier, bless,
commune, prayer, reswrrection and sacred weapon.
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Golem, Tar

Large Construct
Hit Dice: 4d10 (22 hp)
Initiative: +0
Speed: 20 ft. (can’t run)
AC: 16 (-1 size, +7 natural)
Attacks: 2 slams +7 melee
Damage: Slam 1d8+5
Face/Reach: 5 ft.by 5 ft./10 ft.

Special Attacks: Immobilizing attack, flaming pitch

Special Qualities: Construct, damage reduction 20/+1 vs.
bludgeoning, 15/+1 vs. slashing, and 10/
+| piercing, camouflage, darkvision 60
ft., magic immunity

Saves: Fort +1, Ref +1, Will 0

Abilities: Str 21, Dex 10, Con—, Int—, Wis 7,
Chal

Climate/ Terrain: Any

Organization: Solitary or gang (2-4)

Challenge Rating: 3

Treasure: None

Alignment: Always neutral

Advancement Range: 5-8 HD (Large). 7-15 HD (Huge)

Description

Standing 10 feet or taller and weighing as much as a
heavy warhorse, the vaguely humanoid tar golem is a
hulking creation built upon the skeleton of a recently-
deceased ogre or hill giant. Through magical processes
known only to the druids and necromancers of the Khan
Thet swamps, great quantitics of tar are attached to the
skeleton, then two quality gems (usually rubies or
diamonds of 1000+ gp value) are set into the
golem's skull to activate the construct. All wold,
each golem requires a total of 20,000ep worth of
material components to create, but its complete
resistance tomoisture makesitavaluedservant
in the Khan Thet's humid environment.
When complete, the tar golem resembles
little more than a roughly hewn
statueofaman,carved fromglossy, @
black stone. Because of its bitu- /gy v,
minous covering, the golem is 4
highly resistant tophysical dam-  \\SPY)
age, and it is capable of trapping ¥
an opponent’s weapon each time ®
one strikes it. The golem cannor
speak or make any vocal noises,
and it obeys only its creator.

Combat

\‘“\

Tar golems attack victims 3" | }'
with their broad, warry ﬁsl:&ﬂ Do e
Each succesful attack leaves {276 s ——

=

behind a parch of thick, cling-
ing tar, which slows the victim down until it is finally
immobilized. Onceanopponentisunable tomove,
the golem switches targers immediately. The
golem continues thus until every combatant
has been killed or immobilized.

Construct: lmpervious tocritical hits, subdual
damage, energy drain, stunning and deach from massive

B, W W

damage mauma. Immune to any effect that calls for a
Fortitude save to resist unless the effect affects objects
specifically. Not affected by attacks or spells of mind-
alteringnature (forexample enamoringorcharmingspells).

Magic Immunity (Ex): A tar golem is immune to all
spells, spell-like abilities and supermatural effects, exceptas
tollows: Cold-based spellsdo no damage, but reduce the tar
golem’s Dexerity by 1 (treat as temporary damage) per 4
points of damage the golem would have taken otherwise.
Fire-based attacks cause no damage themselves, bue they
reverse the effects of any previous cold-based attack imme-
diately, restoring one poine of lost Dexterity for every 4
points of fire damage the golem would have taken other-
wise. Additonally, any fire attack that would have deale 10
or more points of damage to the tar golem ignites it. The
resulting fire causes two points of damage per round to the
golem, and submersion in water is the only way to extin-
cuish the flames. Finally, tansmute rock o mud, some rocks
and a Heal check (IDC 10) can be used to heal the golem
back o its full health.

Immobilizing Attack (Ex): Each time a tar golem
makes a successful attack, the victim must make a Reflex
save (DC 12), or lose 2 temporary points of Dexterity due
tothegolem’sclingingrar. Irtakesonefullround of scraping
to remove enough tar to regain 1 Dexterity point. If a
vicrim’s Dexterity reaches 0, he is immobilized.

Flaming Pitch (Ex): If the golem is ignited (sce
above), any successful attack by the construct that leaves
the golem’s victim covered in tar (i.e., the victim fails the
Reflex save against the immobilizing attack) now leaves
the victimcoveredin flaming pitch. Unlessseraped off (see
Immobilizing Attackabove), the pitch causesan extra 1d4
pointsofflame damage for three successive rounds; damage
from multiple globs of flaming pitch is cumulative. Note
that the victim still suffers the effects of immobilization in
addition to the flames, even after the flames die out.
Submersion in water orsimilar suffocation is the
only way to extinguish the flame.

Damage Reduction (Ex): The golem
ignores the first 20 pointsof damage from
bludgeoningweapons, 15 pointsofdam-

age from slashing weapons and 10
Y points from piercing weapons. Addi-
tionally, any successful attack
(whether it causes damage or not)

requires the attacker to make a

successiul Strength check (DC 20/

15/10bludgconing/slashing/pierc-

ing) to free the weapon from the
golem’s body. Otherwise, the char-
acter is disarmed and the weapon is
embedded in the golem. A successful
grappleattack against the golem willallowanother
Strenethcheck tofreean embedded weaponfrom
an active golem.
Camoulflage (Ex): Targolemsoperatingin
an ourdoor environment tend to collect dirt,
leaves and other detritus against their sticky
hides, providing an inadvertent natural

v

A 5,‘\ +3 when standing still.

L3

P B SR W e

camouflage and an effective Hide skill of
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Golem, Venom

Medium-Size Construct

Poison (Ex): Anyone hit by a venom golem must
make a Fortitude save (DC 10) or suffer 1d3 temporary
Constitution damage. Secondary damage is 1d2 tem-

Hit Dice: 2d10 (11 hp) porary Constitution.
Initiative: 0 Spit l’uison. (Ex): A venom golem may spit poison
Speed: 40t asastandard action once per n_)uml. up to a range of 30
% feet. Anyone directly hit by this ranged touch attack is
AC: 15 (+5 natural) A e : 2
; ; poisoned as if bitten or clawed as described above. This
Attacks: Bite +2 melee. 2 claws +2 melee; spit . 2 S
posson:+| ranged fouch attack is a grenadelike attack and does one point of
. ; initial and secondary temporary Constitution damage
Damage: Bite 1d3+1 and poison, claw Id4+| and e ! I S St
. A5 SPEas « « « (-
SEah as splash damage to anyone within five feet of the
FlocalRaadt g ft by S ft./5 ft target, unless they also make the Fortitude saves.
Special Att ; it Pl e Construct: Impervious to critical hits, subxlual dam-
Spec. | Qualii j D P 5 tion 15/41 P age, energydrain, stunninganddeathfrom massive damage
PCt \eaTICS: wamage‘ o= uc.tm" L ,:.‘ co:_a; 2l trauma. [mmune to any effect which calls for a Fortitude
£ eapo{l; ';‘";u"é y\’;_}l 9'0 IS save to resist unless the effect specifically affects objects.
Sa'. o ort +0, Rer +0, Will+ ) Notaffected byattacksorspellsof mind-altering nacure (for
N’.’I't'*‘ Str 12, Dex 10, Con -, Int -. Wis 10, Cha| example enamoring or charming spells).
Skills: None Magic Immunity (Ex): A venom golemisimmune to
Feats: None allspells,spell-likeahilities,and supernatural effects, except
Climate/Terrain: Any as follows: Slow potson acts as a slow spell upon a venom
Organization: Solitary golem. Newuwralize poison deals 1d6 damage per caster level
Challenge Rating: 1 up to 15d6 damage upon a venom golem. Poison heals the
Treasure: None golem 1d6 damage per caster level.
Alignment: Always neutral

Construction

A venom golem costs 10,000 gp to create, which
includes 3,000 gp for the serpent venom. Assembling
the body requires a successful Craft check (DC 15) and
one month's labor.

The creator must be a 11th-level druid who can
cast the following spells: Mormo's sexpent hands, poison
and reincamate.Completing the ritual drains 300 XP
from the creator.

Advancement Range: 3-6HD (Medium-size),7-9 HD (Large)
Description

During the final months of the Divine War, the
servants of Mormo Mother of Serpents discovered the
means to replenish their depleted ranks by collecring
the bodies of their fallen warriors and combining them
to create venom golems, constructs of serpent flesh and
fluid venom. In the short time these creatures were
employed, they managed to cause untold carnageamong
the armies of the gods, and might well have prolonged
the conflict had Mormo not fallen a short time later at
the hands of her own son, Chardun the Slaver. The
divine races made a special point of destroying any
tomes they found that detailed the construction of
these hideous constructs, but it is believed thar the
knowledge still remains among the titan's most fervent
worshippers, and that they have in fact improved upon
the magical methods to construct the even more potent
serpent golems.

Venom golems are human-sized constructs fash-
ioned from a conglomeration of snake hody parts held
together by fluid venom. Their lower body is that of a
giant snake, with the upper torso of a human and a
human-sized snake’shead. Their coloration varies from
coppery brown to pale green to lustrous black, depend-
ing on the snake parts used in their construction.

Venom golems can perform fairly complex instruc-
tions up to about a sentence in length given by their
creators. Additionally, these golems serve any worshipper
of Mormo if ordered to by the golem’s creator.

Combat

Venom golems enter combat by spitting poison
from range, then engaging the nearest opponent with
claws and teeth.

Weapon Immunity: Venom golemsare malleable,
making them immune to non-magical blunt weapons.
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Grotesque Combat

The grotesque do not fight with complicated

Hit Dice: r’g;“zﬁs'::; Abscrsten tactics, nor can they be marshaled into anything akin
Initiative: -1 (Dex) roan atrack formation. Individually, they fight mind-
Speed b 20 ft lessly for their survival and the destruction of their
’ 5 foes. As a herd, they rampage mob-like at those who

AC: 13 (1 Dex, +4 naturs) stand in their path.
Sttacks ég:‘r:.g';ml;tﬁ:fz-‘ mele Taint Power (Su): All grotesque have one taint
Fm:ach- S ft by 5 Ft.IS ft power for every HD they possess (these powers are

: ; o YRR cumulative, so a two-HD grotesque could possess Fast
Spec!al Attaf:l.&s: Ta!"l Power Healing 4). The powers for a specific grotesque may
Special Qualities: Taint Power ‘ be chosen or determined randomly.
Saves: Fort +4, Ref +0, Will -2 DIO Roll Taint Power
Abilities: Str 19, Dex 11, Con 17, Int 3, Wis 3, Cha ]

3 | Fast healing |

Skills: Inuit Direction +3, Swim +4 2 Fast healing 3
Feats: Toughness, plus see below 3 Regeneration |
Climate/Terrain: Any temperate or warm land 4 SR5
Organization: Solitary (or see Grotesque Herder) 5 SR 10
Challenge Rating: 1/2 6 Damage reduction 3/+1
Treasure: Standard 7 Damage reduction 6/+1
Alignment: Usually chaotic neutral 8 Half damage from bhunt or piercing weaports
Advancement Range: By character class q Acidicblood: Slashingor piercing weap-

Description
Unfortunartely, the effects of an environment

pollured by the blood of godly creatures and radiating
the after-cffects of the most powerful magics rarely
results in new and betterraces of beings. Whetherarace
like the Slitheren is truly new and better is a matter of
debate, but there can be no doubt that from their own
perspective, the Divine War improved this people.

The bulk of the inhabitants of the Scarred Lands
affecred by the pollutants of the Divine War end up
more like the red pisceans, those members of that
underwater race that have been so saturated by
Kadum's blood that they have become distinct
outsiders among their own kind. The war-like
pisceans have found a means to put these members
of their society to useful ends, but most surface-
dwellers who become heavily tainted are
ostracized by their neighbors, assuming that they
are notsimply killed or die of unnatural causes.

Those who survive after being turned
out from their homes are the ones who,
although perhaps mindless, have gained
augmented physical characteristics that
allow them to fend for themselves in the 3
harsh environmentof the Scarred Lands.
Those who live this way long enough are =2
inevitably found and gathered by the herd-
ers and join the ranks of the grotesque.

Though they can be of virtually any intel-
ligentrace, the grotesque are typically the resule
of a humanoid who has been over-exposed to a
pollutant of the Divine War, whether from eating too
many fish from the Blood Sca or living ina community
established on the site of powerful magics. Whatever
their former characteristics, the grotesque are now
mindless aberrations thae seek food and sometimes
shelter, and that often fight at the behest of their
masters who are not quite so mindless.

ons are destroyed if they inflict damage
(magic weapons receive a DC 10 save)
and the attacker must make a Reflex

save (DC 10) or sustain 1d4 damage
10 Radiate magic: Any non-tainted being
within 10 feet of the grotesque sustains
Id4 damage per round, automatically.
SR 1+ completely negates this damage.
Feats: Whileall grotesque have the Tough-
ness feat, most also have at least one of these
feats as well: Endurance, Great
Fortitude, Multiattack, Power
Arttack and sometimes Cleave.
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Grotesque Herder

Medium-Size Outsider (Evil, Lawful)

Hit Dice: 6d8+37 (66 hp)

Initiative: +7 (+3 Dex, +4 Improved Initiative)

Speed: 30 ft. (bipedal), 50 ft. (four-legged)

AC: 19 (+3 Dex, +6 natural)

Attacks: Bite +2 melee; bite +2 melee, 2 claws +0
melee

Damage: Bite 1d8+3; bite 1d8+2, claw 1d6+2

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

Special Attacks: Howl to blood, taint

Special Qualities: Immunities, resistance, see in darkness,
damage reduction 10/+2, regeneration
8,5R12

Saves: Fort +12, Ref +8, Will +6

Abilities: Str 15, Dex 17, Con 21, Int 15, Wis 13, Cha 17

Skills: Animal Empathy +4, Balance +6, Intuit Di-
rection +6, Listen +8, Move Silently +8,
Spellcraft +4, Spot +8, Wilderness Lore +2

Feats: Dodge, Endurance, Great Fortitude,
Multiattack, Run, Toughness (x3), Track

Climate/Terrain: Any land

Organization:

Pair, pack (5-8), troupe (5-8 herders, 5-
100 grotesqueand |-6 grotesque parasites)
or migration (3-18 herders, 5-500 gro-
tesque and 1-12 grotesque parasites)

Challenge Rating: 5

Treasure: Standard

Alignment: Always lawful evil
AdvencementRange:  6-7 HD (Medium-size). 10-15HD (Large)
Description

Among the most predatory and unstoppable

creatures of the Scarred Lands, the fiends known as
grotesque herders are the bane of all who travel or
dwell in the wilderness. While these beings are some-
times encountered in pairs, they're more likely found
among the grotesque, those poor humanoids over-
come by the aftereffects of the Divine War and that
are now pressed into service by the herders (who also
utilize these beings as food when they do not hunt).

A grotesque herder can take the form of eithera
humanoid with a wolf's head or as a particularly
fearsome wolf that bears a resemblance to a dire wolf.
Their exact history is unknown. It's believed that
these cunning creatures call the Scarred Lands home
after forsaking their home plane. It is said that the
herders are ambitious creatures, determined not to
obey whatever titan created them and refusing to
submit to any of the gods. Whatever their history,
herders clearly bear many of the characteristics of
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outsiders even though they now dwell exclusively in
the Scarred Lands. They have evidently lost any
spell-like powers they may have once possessed, how-
ever, with the exception of their howl to blood. Also,
while not verifiably immortal, herders are extremely
long-lived.

Stories of the herders are pervasive, but because
many of them feature a hero outwitting or otherwise
escaping the beasts, the tales are probably likely false
in most cases. One such story is about a rivalry
between a particularly large and powerful herder
known as Kretis who haunts the plains near the Blood
Basin and the lands of Arod Baton, the leader of one
of the companies of the Beltanian Vigil of Vesh. One
chapter of the story describes how Baton and Kretis
fought for several days in the Northen Kelders. A
pitched battle had left Arod’s men and the remainder
of Kretis’ pack dead, and the two evaded each other
thereafter, neither giving in to his wounds or fatigue.
When a pair of other herders found Kretis, Arod was
forced to retreat to Vesh.

Combat

The most important thing to understand about
grotesque herders is their belief that time is on their
side. They do not press too hard in any conflict,
because they feel safe in the knowledge that by
continuing to inflict as well as they receive damage,
they will outlive their foes thanks to the creatures’
amazing healing capabilities. Any situation that de-
mands immediate action usually signals the herders
to send a herd of the grotesque at their foes, with the
masters waiting to strike or retreat as appropriate.
Theyare cunning in the extreme and certainlyamong
the most dangerous foes in the Scarred Lands.

Howl to Blood (Su): The sound of a grotesque
herder’s howl acts as a long-lasting charm against any
creature that is tainted by titans blood. The effect is
not very powerful, requiring only a Will save (DC 8)
to resist, but those who fail may roll again only once
per week thereafter to break the charm. Those af-
fected are under the absolure control of the herder.
They go so far as to follow obviously suicidal com-
mands. Those who save versus the howl cannot be
affected by it for the remainder of that day.

Taint (Su): Having feasted so often on those
rainted by the magical and biological pollutants of
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the Divine War, the herders have gained the ability
to pass some taint along with their bite (not claw
attacks). Those bitten must make a Fortitude save
(DC 18) ro resist this poison effect. Those who fail
the save are considered rainted for purposes of the
herders’ howl to blood and also lose 1-6 permanent
points of Intelligence in return for a special quality
determined by the same 1d6 roll (i.e., only a victim
who loses six permanent points if [ntelligence gains
regeneration 1)

D6 Roll Taint Acquired
1-2 Toughness Feat
3-4 Fast healing |

5 SR5

6 Regeneration |

L aFl o

If all lost Intelligence points are restored some-
how, the raint isremoved but soare any of its benefits.
A victim maybe affected by a herder’s taint power
more than once, simultaneously.

Immunities (Ex): Herders are immune to fire
and poison.

Resistance (Ex): Herders have cold and acid
resistance 20.

See In Darkness (Su): Herders have the super-
natural ability tosee perfectly in darkness of any kind,
even deeper darkness spells.
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Grotesque Parasite

Tiny Outsider (Evil, Lawful)
Hit Dice: 2d8 (7 hp)
Initiative: +0
Speed: 10 ft.
AC: 14 (+2 size, +2 natural)
Attacks: 2 Claws +3 melee; blade +3 melee
Damage: Claw 1d4-1, blade 1d6-1
Face/Reach: 2.5 ft.by 25 ft./0 ft.

Special Attacks: Concentration, parasitic dominance,
spell-like powers

Special Qualities: Immunities, resistance, see in darkness,
damage reduction 5/+1, regeneration 1,
SR6

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

Abilities: 1Sjr 8,Dex 10,Con 1, Int 17, Wis 15, Cha

Skills: H]ige +8, Listen +10, Spellcraft +8, Spot

Feats: Alertness, Great Will

Climate/Terrain: Any land and underground

Organization: Solitary or see Grotesque Herder

Challenge Rating: 3

Treasure: Standard

Alignment: Always lawful evil

Advancement Range: 3-5 HD (Tiny), 4-8 HD (Small)
Description

If possible, even less is known of the origin of these
devils than of their herder masters. Rarely found alone,
grotesque parasites are encountered almost exclusively
in the company of herders and the grotesque after
which they are named. Presumed 1o be tagalongs or
perhaps devils banished at the same time that the
herders were, the parasites are literally such now.

Grortesque parasites typically stand shy of two feet tall.
They are spindly and physically unimpressive, except for
theirhuman-sized headsand theirwickedly fangedmouths.
Parasites are very crafty and have a number of spell-like
powers that make them dangerous opponents.

These creatures are not usually found existing
independently, however. They typically partly inhabit
the bodies of other beings. The process by which they
take control of another is grisly. It requires the victim's
decapitation. The parasite then slithers
its slender lower extremities into the
frame of the host until its own head
rests where the victim's had.

[n this way, a grotesque parasite
canassume virtually any form, but the
creatures typically inhabit the bodies
of various grotesque within a herd.
Andyet,acunningparasiteor
two may travel with
a herd in some
other guise
such as that
of an animal
native to the
area or even as some
other being thar fell
prey to the herd but
was not consumel.

o~
o
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Combat

[f caught outside the body of a host, a groresque
parasite is generally concerned only with its safety and
uses whatever means at its disposal to escape. Its mind-
control powers can be very effective in covering a
retreat, even from a number of foes. If within a frame,
aparasite can wade into melee where icuses its spell-like
powers to make its physical attacks more effective, such
as commanding a victim to “freeze” so that he might be
struck soundly.

Concentration (Ex): Since a grotesque parasite is
usually within the body of another being and often does
not sustain direct damage (sce below), no Concentra-
tion check is required to use its spell-like abilities unless
it does sustain direct damage.

Parasitic Dominance (Su): After removing the
head (a process which requires d6 minus the victim's
size modifier in rounds) of any helpless Tiny to Large
animal, beast, fey (human-shaped only), giant, human-
oid or monstrous humanoid, a grotesque parasite is able
to slip its extremities inside the wound and assume
control of the victim’s body. The grotesque parasite
now has the Strength and natural artacks of its prey, as
wellas any Special Attacks or Special Qualities, thardo -
not dependon the head of the victim (e.g., it does retain
a grotesque’s fast healing or a lamia’s wisdom drain
touch, but not a medusa’s gaze attack or any being's
spells or spell-like abilities).

A parasite must wriggle into a new host body
within an hour after the victim's death or it will not be
able to animate the corpse with this power.

Additionally, it's difficult o harm a parasite that's
inside another body. Any attack to the head damagesir,
of course, but bludgeoning artacks cannot otherwise
hurt the parasite atall, and the parasite is considered to
have nine-tenths cover against slashing attacks and
three-quarters cover against piercing attacks. Blows
that miss the parasite may still damage the host frame.
A host frame is considered to have a number of hit
points equal to its HD in life, plus its former Constitu-
tion score, plus any natural armor rating (e.g., a gnoll

host has 16 hp for 2 HD + | natural armor + 13
> Con).

SRS Spell-like Abilities: At will — de-

: tect good and detect magic; three times

per day — charm person, command and

suggestion. These abilities are used as if

cast by a Sth-level sorcerer (save DC 12 +
spell level).

Immunities (Ex):
Parasitesare immune
to fire and poison.

Resistance
(Ex): Parasites have
= cold and acid resis-

tance 20.

See In Darkness
(Su): Parasites have the
supernatural ability to see

perfectdy in darkness of any
kind, even deeper darkness
spells.
Telepathy (Su): Parusites have the super-
natural ability to communicate telepachically
with any creature within 100 feet so long as the
creature speaks a language.

N
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Guardian of the Damned

Large (Tall) Outsider (Lawful)

Hit Dice: 14d8+70 (133 hp)

Initiative: +2 (-2 Dex, +4 Improved Initiative)

Speed: 40 ft.

AC: 29 (-1 size, -2 Dex, +22 natural)

Attacks: 2 Punches +21 melee

Damage: Punch 2d8+8

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

Special Attacks: Spells

Special Qualities: Damage reduction 30/+3, SR 26, re-
generation 7, resistances, immunities

Saves: Fort +14, Ref +7, Will +19

Abilities: Str 26, Dex 7, Con 20, Int 18, Wis 30,
Cha 20

Skills: Bluff +11, Concentration +15, Diplomacy
+16, Intimidate +13, Intuit Direction+14.
Knowledge (religion) +15, Listen +10,
Srgse Motive +16, Spellcraft +15. Spot
+

Feats: Empower Spell, Extend Spell, Improved

Initiative, Power Attack, Sunder
Climate/Terrain: Any

Organization: Solitary

Challenge Rating: 13

Treasure: Standard

Alignment: Always lawful neutral
Advancement Range: None
Description

After the gods threw down the titans during the
Titanswar, the lawful gods Corean, Hedrada and
Chardun met in secret to ensure thar the titans would
never be free again. [t was decided that the three gods
would pool their powers to create sixteen guardians,
one to watch over each of the fallen twelve titans and
one to watch over each of the elemental djinn cities.
Corean gifted the guardians with their beautiful and
lifelike adamantine and michril bodies, Hedrada im-
bued the guardians wich a devotion to law and duty,
and Chardun granted the guardians their thirst for
vengeance. Some might say in a hushed voice, lest
the gods hear it, that even the gods did not account
for what happened next.

Almost as soon as they were created, the guard-
ians seemed to go rogue. Instead of guarding the
titan'sremains and the sealed gates of the djinn cities,
they left to wander the land on seemingly trivial and
inscrutable quests. Now, guardians are as likely to be
found arranging for a certain crop to be grown in a
village's fields or hiring adventurers to find a particu-
lar magic item as they are to be found hunting down
titanspawn or physically guarding their charges. Some
sages have theorized that guardians are so dedicated
to law that they can see larger patterns than mere
mortals (or perhaps even some gods) are able to
understand. They are locked in a struggle against the
titans and djinn that is so long term and subtle that
their actions seem unfocused and chaotic to those
who cannot see the larger patrern.

IR, W Sl | S, 2 G W

Guardians of the damned have finely chiseled
adamantine bodies designed ro look like large, hair-
less human males. Their features are stern and do not
seem to show any emotion. Fine mithril veins are
marbled throughout the guardians and their eyes are
composed of solid mithril. Guardians often change
their appearance with magic when they must deal
with other races.

Combat

Though they have impressive physical abilities,
guardians prefer to incapacitate their opponents with
spells rather than attack directly. If forced into physi-
cal combar, guardians use Power Arrack to destroy
enemy spellcasters and Sunder to nullify the combat
ability of warriors. Guardians are excellent tacticians
and will usually manipulate circumstances to avoid
combat if possible; if not possible, they usually have
foreseen the conflict and are armed with extended
duration versions of Knowledge and Protection spells
such as true seeing and divine raiment.

Spells: Guardians are
powerful spellcasters, able
(N to cast spells as a 14th-
AN levelwizard. Inaddition,
&8 each guardian may cast
Il T ) spells as a [4ch-level
Vv y/ cleric from the domains
) ’ﬁ I\ of Law, Strength, Knowl-
A+ ') edge, Warand Protection.
y / Resistances (Ex): All
Y guardians of the damned
/ have fire and cold resis-
tance 20.

Immunities
(Ex): Guardians
are immune to poi-
‘Y son, disease,
paralysis, blinding,
deafness and
drowning/suffoca-
tion. In addition,
they are impervi-
ous to subdual

damage.

N
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Small Humanoid (Hag)
Hit Dice: 2d8+2 (11 hp)
Initiative: +0

Speed:

20 ft., fly 35 ft. (qgood — storm and
moon haglings only). swim 30 ft. (brine
hagling only)

AC: 13 (+1 size. +2 natural)

Attacks: Bite +1 melee. 2 claws -4 melee

Damage: Bite Id3-1, claw Id3-1

Face/Reach: Sft.by5ft. /51t

Special Attacks: Spells, sneak attack, hagling powers

Special Qualities: Dark stalking, darkvision 60 ft.

Saves: Fort +1. Ref +3, Will +1

Abilities: lS?fr 9.Dex11,Con 13, Int 10. Wis 12, Cha

Skills: Hide +5, Jump +2, Move Silently +5,
Sgellcrafh], Swim +2, WildernessLore

Feats: Dodge

Climate/Terrain: Any

Organization: Solitary, pair or brood (3-6)

Challenge Rating: 2

Treasure: Standard

Alignment: Usually chaotic evil

Advancement Range: 3 HD (Small)

Description

Even crones as wicked as the Scarred Lands’ hags

can be affected by a maternal urge. Some satisfy this
instinct by kidnaping children from other humanoid
races and forcing the children to pretend that the crone
is their mother, while feeding the children the same
concoctions thatare used to transform women into hags
(see Creature Collection, p. 94). Though the hag usually
satisfies her brief urge for motherhood and eats her
captive children long before the concoction rakes full
effect, some children do survive long enough for the
brew to change them into haglings.

Hags that are of a personality bent to
keep meddlesome children about long
enough for them to become haglings
usually keep them for quite
some time afterward.
Some hags even collect
a brood of children ro
attend them. Most £T
haglings eventually get g
tired of their*mother's”
cruelry and risk her
disfavor by run-
ning away and
hoping the hag
does not carch
them. Such
haglings wander
on the edges of soci-
ety, stealing food and
committing mischievous
pranksof vandalism. However,
sometimes, their pranks
turn brurally violent
and murderous.
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Many times they also have been used as spies for their
hag mothers, bait for woodland traps and as messen-
gers to those a hag wishes to terrify.

Allhaglings appear asdirty, scruffy, little children
witha gleam of malice in their eyesand fingernails that
are now sharp talons. They do not seem to age physi-
cally or mature mentally. Their physical aspect and
theirminorsorcerous powers are further defined by the
type of hag that transformed them into haglings:

Brine haglings have gray-green skin, matted black
hair and pronounced webbing between fingers and toes.
They are usually children presumed drowned but actu-
ally taken from fishing villages by brine hags. These
haglings have a penchant for drowning small children
andd animals and for vandalizing fishing boats.

Cavern haglings are nearly blind but have already
developed their hag mother’s acute sense of smell.
Their skin is crusty, as il the haglings are always
covered with dirr; they have little of their original hair
left; and they possess sharp teeth. These haglings often
come from miners' children who are lost in cave-ins
actually caused by the cavern hag to cover her abduc-
tion. Cavern haglings are known for skinning and
tanmning their victim’s flesh and using it as hide armor.

Ice haglings have pale blue skin and hair as white
as fresh snow. They dress is cast off pieces of animal fur
that have been poorly tanned. Albadian children are
warned by their parents not to wander too far from
home lest an ice hag abduct them; unfortunately, the
warning rings true — it’s not a mere fairy tale used to
scare children. Ice haglings are known to collect the
bones of small animals and children, which they are
happy to show anyone whom they wish to entice away
from home to become part of the collection them-
selves.

Moon haglings have dark skin with large, yellow
eyes. These haglings are particularly rare as moon hags

seldom bother with children. Moon
haglings are known for col-
lecting the skulls of their
victims and displaying
them around their
“mother's” lair.

Stormhaglings can actu-
ally appear quite charming if
they consciously hide their
feral, malicious nature. Their
skin is silvery, and their hair

colden. Theireyes are

bright like flashing
= lightning and
theirskinnotso
gauntasother
haglings.
Sl ¢ h
haglings
comefromchil- dren stolen from
theirroomsonstormynightswhen
theshutterswerenotfastenedtight
to keep the storm hags out. Storm
haglings themselves enjoy entering
children’s rooms to torment them
during severe storms; they especially
like to return to their former homes to
plague their normal siblings.
Swamp haglings are
corpulent little children
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Spell-like Ability: 1/day —
magic stone. These abilities are as
the spells cast by a 2Znd-level

sorcerer.

with jaundiced skin cov-
ered in rashes. They enjoy

leading unwary SR
travelers into T, L)
= B
i) 9
.'_/ \*_ ¥
swamp hazards ‘a":'v W)
% \\h
such as sink )

holes, quicksand or
slitheren dens. They
also have an affinity

for poisonous snakes

and enjoy playing tricks
by putting vipers into
travelers’ backpacks {f
while they sleep.

traps  and ; 3
snares they 3. lce Haglings
havesetorinto Y Immanities

(Ex):Immunetocold,
paralysis and sleep.
: N2 Vulnerabil-

hqv) ity (Ex): Takes
D s double damage
= from fire or heat.
- Icy Touch
N (Su): The ice
A" haglings natu-
ral claw and
hite attacks
also deal an
additional 1d4
points of cold

Combat
Haglings do ¢
notreallyinvolve

themselves in damage.
combat if they Icy Breath (Su):

Once a round, the ice
hagling can breathe a 15 ft. cone of

donothave to;
theyare,forthe

most part, too weak. They prefer to harass and escape, cold air that deals 1d3 damage unless a Fortitude save
dogging their chosen “playmates” until they prove too (DC 12) is made.

boring. If they are feeling violent, haglings will use their
stealth tostrike from hiding, and if they cannotkill their - Moon Hag[ings
BEEY gm"“l\](\; r]}w{ﬁi{‘{hr{?s fle. tasitled Flight (Su): At 35 ft. as a supernatural ability.
HIS S H Aag ISAre treated as [sE-1evel s - 5 B o . .1
SDE D/ DN IS MR S SORCA Spell-like Ability: 3/day — disappear. These abili-
ers with twice the normal number of cantrips per day. P B R R Y [N
Skt AttacloB) iAs 5 Lot levelnopin, <196 dinipe ries are as the spells cast by a ind-level sorcerer.
S A e et Staggering Touch (Su): The natural claws at-

i l_-lagl]m;i; .l;.“}w?: Ll:“' [h"l"r SIS h:;.zlmgs have tacks of the moon hagling stagger an opponent for 1d6
i"'TI['I“fm f' A ,Ilt“""“ RISEELOILENCIT CICA O OEC HrcK AL rounds (see core rulebook 1, p. 83) unless they pass a
lawordetats, Ly " Fortitude save (DC 12). Staggered victims may only

Dark Stalking (Su): This ability reflects haglings talent, take a partial action each round.

when inthe shadowsorindarkness, forappearing to come from
all around a victim, giving them a +8 racial modifier when  Storm Hqghngs
hiding in shadows and moving silently. Flight (Sii): AsB5 1. as 2:supernatiralabilicy
Brine Hagling Spell-like Ability: 3/day — flash; 2/day — shock-
sing : - S
) ) y ing grasp. These abilities are as the spells cast by a
Water Breathing (Ex): Brine haglings can breath Yad leva] sorcerer.
underwater, swim at 30 ft. and use their other
powers normally underwater.
Spell-like Ability: 1 /day—wa-
pe ty }
ter breathing as castbya 2nd-level
SOTCEIC.

Swamp
Haglings
Immunities
(Ex): Immune to

Cavern Hagling poison and non-
Cavern haglings magical disease.
often wear hide ar- Qe Skills: +6bhonus

/ / to Animal Empathy
4 (swamp reptiles only),
FHandle Animal (swamp
reptiles only), Balance
and Hide (when in
swampy terrain).
Spell-like Ability:
At will — detect snares
and pits; 1/day — frog
tongue, Sethvis's potency
and snare. These abilities
are as the spells cast by a
2nd-level sorcerer.

mor which gives [ -
them an additional

+3 1o AC. 3
Blindsight (Ex): &&

Cavern haglings can de-
tect the presence of
creatures within 60 ft. by scent
and hearing. Possesses the
Blind-Fight feat.

Scent (Ex): As the

Track feat using its sense of
smell. &
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Hope

Hit Dice:
Initiative:

Special Attacks:
Special Qualities:

Saves:
Abilities:

Skills:

Feats:

Climate/ Terrain:
Organization:
Challenge Rating:
Treasure:

Alignment:
Advancement Range:

Description

Medium-Size Outsider (Good)

6d8+12 (37 hp)

+5 (+5 Dex)

30 ft., fly 70 ft. (good)

19 (+5 Dex, +4 natural)

+ | composite longbow +11/+6 (+12/+7
within 30ft.) ranged

Arrow 1d8+1

5 ft. by 5 ft./S ft.

Spell-like abilities, spells

Damage reduction 15/+2, SR 20, aura of
hope, regeneration 5, telepathy, resis-
tances, immunity, keen vision, limited
polymorph

Fort +7, Ref +10, Will +7

Str 10, Dex 20. Con 14, Int 18, Wis 18,
Cha 22

Concentration +7, Diplomacy +%,
Knowledge or Craft (any three) +6, Lis-
ten +6, Perform +%. Search +6, Sense
Motive +6

Point Blank Shot, Skill Focus (Diplo-
macy)

Any land and underground

Solitary

6

Standard

Always neutral good

7-10 HD (Medium-Size); 10-20 HD
(Large)

The angelic beings called hopes were among the
divine hosts created by the goddess

Madriel. Intended to grant inspi-

ration, healing and comfort

to Madriel’s followers, - -
hopes served in many ;
battles against the ti-
tans, improving the
morale of Madriel's
troops, and many
were slain by the
titans and their 7
minions. A few
hopes linger on to-

day, still serving
their creator and
providing aid to the
goad races, helping to
restore hope and confi-
dence in the future of the

rd

Scarred Lands. In this ef-

fort, they are opposed by the
remaining despairs,
servitors of the ti-

tan Chern. Hopes /

e e
i A -
4 P
e gih w oo
v L
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often pose as wandering bards or serve as diplomarts
and mediators.

Afrer a hope has visited a place, it leaves behind
a single pure whire feather.

Combat

Hopes avoid combar, seeing bloodshed as a fail-
ure and option of absolute last resort. When forced to
fight, a hope will use its magical abilities first, and
then avoid physically damaging atcacks unless abso-
lutely necessary. Hopes can only fly in their true form.

Aura of Hope (Su): All characters of good
alignment within 100 feet of a hope in its true form
receive a +2 morale bonus to attack, damage, saving
throw and skill check rolls. Additional hopes do nor
increase this bonus. The aura of hope also dispels the
effect of the induce despair ability of the hope’s oppo-
site numbers, the despairs.

Spell-Like Abilities: Continuous — detect evil,
see invisible; at will — aid, bless, charm person, conse-
crate, continual flame, hold person, remove blindness/
deafness, remove curse, remove disease, remove fear,
remove paralysis; 3fday — cuve light wounds, cure seri-
ous wounds, restovation; 1 /day —atonement, dispel evil,
sunspear. These abilities are as the spells cast by a 6th-
level sorcerer (save DC 16 + spell level).

Spells: Hopes can cast divine spells from the
cleric listand from the Good and Healing domains as
a 6th-level cleric (save DC 14 + spell level).

Telepathy (Su): Hopes have the supernacural
ability ro communicate telepathically with any crea-
ture within 100 feet as long as the creature speaks a
language.

» Resistances (Ex):

A 3 Hopes have cold, elec-

tricity, acid and fire
resistance 20.

Immunity

(Ex): Hopes are

immune to poi-

son.
Keen Vi-
\ sion (Ex):
) Hopes  have
A lowlight vision
\ and 90-foot

darkvision.
Limited Poly-
morph (Su): Hopes
can assume the shape
of any humanoid race
_ atwill and for as long
B as they desire, and
they retain all their
original statistics, save those
related to size. This ability is treared as if
cast by a 6th-level sorcerer.
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abomination to attack less powerful opponents with

HOWhngAbom]nahon relative impunity. If ourmatched, an abomination

Huge (Tall) Outsider (Chaos, Evil) flees, but often shadows its foes and atracks again
Hit Dice: 10d8+30 (75 hp) when the opportunity presents itself.
Initiative: +5 (+1 Dex, +4 Improved Initiative) Sneak Attack (Ex): When attacking with sur-
Speed: 60 ft. : prise, the howling abomination gets a sneak attack
AC: 15 (-Zsize, +1 Dex, +6 natural) bonus as a 10th-level rogue, inflicting +5d6 damage.
Afcks; :::iege'tes tlomelosiidd:-2 CRRC i Frightful Presence (Ex): All those within 30
Damage: Bite 2d6+8: Claw 1d6+4 feet of a howling abomination must make a Will save
Face/Reach: 5 ft.by 5 Ft. /5 ft. (DC 12') upon first viewing it or hearing it. Oppo-
Special Attacks: Sneak attack, frightful presence, death nents of less than iO!-[D_ur levels who fail to save are

warp shaken for 5d6 rounds suffering a -2 morale penalty to
Special Qualities: Spell-like abilities artack, weapon damage and saving throw rolls.
Saves: Fort +10. Ref +8, Will +7 Death Warp (Su): When the howling abomina-
Abilities: gtr?_?, Dex12,Con 16, Int 7, Wis 11, Cha tion is slain, its pocket dimension collapses violently.

; , > All those within 30 feet that fail to make a Reflex save

Hols: Llstgn +5, Searchi+12, SP"_t _+”' . (DC 18) will be randomly moved 3d6 ft. Those that
Fests: mfltr::;:jaél:ltllgﬂg\;ﬂ C{;;tn::iézlfsi): materialize inside a solid object are affecred as per a

et i Blink spell.
Climate/Terrain: Any land Spell-Like Abilities: Continuous — blink

Organization: Solitary or bevy (2-5)
Challenge Rating: 8
Treasure: Standard
Alignment: Always chaotic evil .
Advancement Range: 11-18 HD (Gargantuan): 17-27 HD (Co-

lossal) / ;-\
Description :

Fearsome creations of the titan Mesos, how|-
ing abominations resemble roiling distortions
in the fabric of space that sprout the limbs
and jaws of dozens of different creatures.
Their name derives from the wild screeches
and ululations thar emerge from the churn-
ing mass.

The abomination itself is unstable
and incapable of existing on the mate-
rial planc for more than an instant, but
is surrounded by a pocket of dimension
that helps protect it from attack, while
allowing the abomination rosavagely lash
out at its foes. The true size and shape of the
abomination cannot be determined, but the region of
distortion that marks its presence is 8-10 feet in diam-
eter, floating a few feet off the ground.

While highly intelligent, howling abominations
show no desire to communicate with other beings.
They appear to operate under the control of a single
intelligence, which some scholars speculate is a rem-
nant of the slain titan. Howling abominations seem
particularly savage in their pursuit of the servants of
Corean and Vangal, two of Mesos’ arch-foes.

Combat

The howling abomination prefers to atrack by
surprise, attacking spellcasters and clerics first if
possible. lts continuous blink ability allows the
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Hrinruuk’s Hound

Hit Dice:
Initiative:
Speed:

AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:
Special Qualities:

Saves:
Abilities:

Skills:

Feats:
Climate/Terrain:
Organization:
Challenge Rating:
Treasure:
Alignment:

LT R S AR, R e S s L O S
twin heads set on thick necks and razor sharp teeth.
Its four crimson eyes glare balefully around it, betray-
ing a hint of intelligence. The hounds can sense the

Large (Long) Magical Beast

5d10+10 (37 hp) bl presence of creatures who use magic and hunt them
gg (f+] Dex, +4 Improved Initiative) to the exclusion of all other prey.

t.
13 (-1 size, +1 Dex, +3 natural) Combat
gitt,:‘leds g?bmelee Hrinruuk'’s hounds attack in packs, targeting any
5 ft. by 10 ft./5 ft arcane spellcasters or creatures with spell-like abili-
Trip, rend £ies:
Bloodscent, darkvision 120 ft., enhanced Blood Scent (Su): Once it has cither rasted or
senses, SR 22 smelled the fresh blood of a living being, a hound can

Fort +6, Ref +5, Will +2 instinctively locate that rarget. This power only
Str18,Dex 13, Con 15, Int 6, Wis 12, Cha works if the distance between the hound and the

10

Intuit Direction +3, Listen +7, Spot +7,
Wilderness Lore +5
Improved Initiative, Track

target is no more than 50 miles.

Enhanced Senses (Su): Hrinruuk's hounds have
superior senses in every way. They gain a +4 bonus to
Listen and Spot (included above) and a +8 bonus ro

Any land : : ;

Packs (2-12) Wilderness Lore when tracking by scent (not in-
5 cluded above). The hound does, however, suffer a —4
None penalty to its saving throw against attacks which

Usually chaotic evil

Advancement Range: 6-7 HD (Large)

Description

Itissaid that the titan Hrinruuk
rook offense to a barbed re-
mark from the titan Mesos

implying

Hrinruuk's daughter
Tanil was a superior
hunter to her father.
Enraged, Hrinruuk
raped his own daugh-
ter, as il to prove his
mastery over her, and then,
as repayment for Mesos’
insult, created these
magic-impervious hounds
to hunt the arcane races of
Scarn that Mesos had cre-

ated.

A Hrinruuk’s hound
is a huge wolf-like crea-
ture that grows about nine
feet longand about five feet
high. Its fur is the colour of
rust, with occasional patches
of black and brown. It has

that

blind or deafen and any sonic attacks.
Additionally, Hrinruuk’s hounds can sense the
presence of arcane magic as if they had a perpetual
detect magic effect and can identify whether any
creature in sight is an arcane spellcaster or possesses
spell-like abilities.

Trip (Ex): If a Hrinruuk’s hound hits with a
bite attack, it may attempt to trip its victim as a free
action (sce core rulebook I, p. 139). This trip attempt
does not require a touch attack or provoke an attack
of opportunity. If the trip
attempt

fails, the
Bvictim
cannot
counter
and attempt
to trip the
hound.
Rend
(Ex): If a
Hrinruuk’s hound
~ hits the same oppo-
nent with both bite
attacks, it immediarely
2 rends the victim for an
additional 2d8+12 damage

TR A AR o e S W L O
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loun Beholder

Diminutive Construct
Hit Dice: 4d10 (22 hp)
Initiative: +3 (Dex)
Speed: Roll 30 ft., fly 50 ft. (good)
AC: 28 (+4 size, +3 Dex, +11 natural)
Attacks: Eye rays +10 ranged touch; 8 rakes +5
melee
Damage: Rake |
Face/Reach: S ft. by 5 Ft./S ft.
Special Attacks: Rainbow pattern, eye rays, suggestion
Special Qualities: Construct, magic immunity, damage re-
duction 10/+1, all-around vision, fly,
scrying
Saves: Fort +1, Ref +4, Will +6
Abilities: Str 6, Dex 16, Con -, Int 14, Wis 16, Cha
16
Skills: Scry +8, Search +7, Spot +10
Feats: Iron Will
Climate/Terrain: Any
Organization: Solitary
Challenge Rating: 7
Treasure: None
Alignment: Usually
neutral 11
evil 1
Advancement Range: 5-12 W =
HaiD) \
(Di-
minutive)
Description

The ioun beholder
is an exceedingly rare,
intelligent construct
whose origin isunknown
to the scholars of the
Scarred Lands. Most as-
sume that the creatures
were created by the de-
stroyed Slarecian race
and that only now, as [J
treasure seckers plumb
the depths of Slarecian

ruins, have these constructs been loosed

upon the world. The ioun beholder is also known as
the crystal beholder, since the creature’s core body
looks identical to a crystal ball. When encountered,
dormantioun beholders are often mistaken for crystal
balls and brought out of ruins by unwary treasure
hunters and into cities to be sold. Once activated, an
ioun beholder's primary goal seems to involve un-

I, WP N Sl S, i T, TR SRS e

leashing other buried Slarecian constructs, and it will
use its abilities to force others to help it fulfill its task.

Combat

loun beholders are often found dormant, as they
require at least eight ioun stones to be within 100 ft. of
them roactivate. In its dormant form, the body of the
ioun beholder acts as a crystal hypnosis ball (see core
rulebook 11, p. 234), implanting suggestions in its user
to find enough ioun stones so that the beholder might
complete itself. Once there are eight or more ioun
stones within 100ft., the ioun beholder may instantly
take control of all such ioun stones and come to life.
An active ioun beholder appears as a floating
crystalline orb circled by multi-hued ioun stones that
trace orbits around the central sphere. Each ioun
stone serves as a “secondary eye” for the ioun be-
holder. The ioun beholder's eye ray attacksand magic
immunities depend on the number and nature of its
ioun stone secondary eyes. It rarely en-
gages in melee combat, though, when
cornered, it may rake with its secondary

eves as they swirl in orbit.

Although it rakes cight
ioun stones to activate a dor-
mant ioun beholder, once
activated, it will stay active
until all of its secondary
eyes are destroyed or

until its central eye is
destroyed. Grabbingan
ioun stone does not
stop it from function-
ing as an eye, but each
may be targeted and de-
stroyed individually
(AC 24, 10 hp, hardness
5). If the central eye is de-
stroyed, any remaining ioun
stones thathad servedas sec-
ondary eyes are drained of
power and become dull gray.
q Below is a list of possible
ioun stones the ioun beholder may
possess as its secondary eyes and their effects. The
Game Master should select or roll randomly the
secondary eyes the beholder possesses. The beholder
will have one HD for every 2 secondary eyes it
controls. It may possess multiple secondary eyes of
the same type.
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Roll loun Eye Color Effect Type Effect

1 Dull gray eyeray Mage Hand

2 Dusty rose eye ray Color Spray

3 Clear eye ray 1d6 subdual damage (starvation and thirst)
“ Pale blue eye ray 1d6 Strength damage

5 Scarlet and blue eye ray 1d6 Intelligence damage

6 Incandescent blue eye ray 1d6 Wisdom damage

7 Deep red eye ray Id6 Dexterity damage

8 Pink eye ray 1d6 Constitution damage

q Pink and green eye ray 1d6 Charisma damage

10 Dark blue eye ray Blindness

1l Vibrant purple eye ray Stored spells (6 levels)

12 Iridescent eye ray 1d6 subdual damage (low oxygen)
13 Pale green eye ray Doom

14 Pearly white fast healing Recover | hp per round

15 Pale lavender absorption Absorb spells up to 4th level

16 Lavender and green absorption Absorb spells up to 8th level
17-20 Dull gray unless a dull gray has already been rolled in which case reroll

Rainbow Pattern (Su): The continual and scin-
tillating orbits of an ioun beholder’s revolving eyes
create a rainbow pattern as per the spell as cast by a
13th-level sorcerer. The effect is always centered on
the ioun beholder itself.

Eye Rays (Su): Each secondary eye capable of
producing an eye ray may do so once a round, even
when the ioun beholder is attacking physically or
moving at full speed. The freedom of its orbiting eyes
permits the ioun beholder to aim any number of eyes
simultancously in any direction. Where applicable,
each eye’s effect resembles a spell cast by a 13th-level
sorcerer but follows the rules for a ray (see “Aiming a
Spell,” p. 148 in cove rulebook I). All rays have arange
of 150 feet and a save DC of 15.

Ability Damage: These eye raysdeal 1d6 points of
temporary ability damage to a living foe unless the
victim succeeds at a Fortitude save. This damage
heals ar a rate of one point per hour of rest and has no
chance of becoming permanent.

Subdual Damage: These eye rays deal 1d6 points
of subdual damage of the appropriate type. Subdual
damage from starvation or thirst cannot be recovered
until the characrer gets food or warer, as needed. Low
oxygen subdual damage heals normally.

Blindness: This ray works like the spell. The
target must succeed at a Fortitude save to resist.

Doom: This ray works like the spell. The target
must succeed at a Will save to resist.

Color Spray: This ray works like the spell, except
it affects one creature. The target must succeed at a
Will save to resist.

Mage Hand: This ray works like the spell.

Stored Spells: The last spells stored in the vibrant
purple ioun stone (up to 6 spell levels) may be used as
amagical ray or to affect the ioun beholder itself. One
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spell-like effect may be used each round and works
just like the spell, except it follows the rules for a ray.
where applicable.

Absorption: The ioun beholder may draw spells
or spell-like abilities into itself, as per a rod of absorp-
tion. Depending on the type and number of ioun
stones, it may absorb spells up to 4th level (pale
lavender) for 20 spell levels per day or up to 8th level
(lavender and green) for 50 spell levels per day.

Construct: Immunc to poison, disease and simi-
lar effects. Notsubject to critical hits, subdual damage,
ability damage, energy drain or death from massive
damage. Unlike most other constructs, the ioun be-
holder is intelligent and is affected by mind-affecting
magic.

Magic Immunity (Ex): The ioun beholder is
immune to all magic except magic that specifically
affects objects (e.g., disintegrate) or crystalline crea-
tures (e.g., shatter) and mind-affecting magic (e.g.,
charm monster). Also, if affected by an anti-magic
effect, the ioun beholder must make a Fortitude save
or instantly become dormant for 3d6 rounds or as
long as the anti-magic effect persists.

All-Around Vision (Ex): loun heholders are
exceptionally alertand circumspect. Their many eyes
give thema +4 bonus to Spot and Search checks, and
they can’t be flanked.

Flight (Su): An ioun beholder may fly magically
as the spell at will, at a speed of 50 feet.

Scrying (Su): At will, an ioun beholder may scry
as per the spell seryingas cast by a 13th-level sorcerer.

Suggestion (Su): Whether dormant or acrive,
an ioun beholder may use its central eye to implanta
suggestion once per round as a [3th-level sorcerer.
The suggestion is given telepathically and is therefore
not language-dependent.
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Jron Dragon

Diminutive Construct

Hit Dice: 4d10 (22 hp)

Initiative: +1 (Dex)

Speed: 20 ft., fly 60 ft. (good)

AC: 23 (+4 size, +1 Dex, +8 natural)

Attacks: Bite +8 melee, 2 claws +3 melee

Damage: Bite 1d4+1, claw Id3

Face/Reach: 1ft.by 1 ft./O ft.

Special Attacks: Breath weapon

Special Qualities: Construct, magic immunity, damage re-
duction 15/+1, telepathiclink, true seeing

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

Abilities: Str 13, Dex 13, Con —, Int —, Wis 11,
Chal

Skills: None

Feats: None

Climate/Terrain: Any land and underground

Organization: Solitary

Challenge Rating: 3

Treasure: None

Alignment: Always neutral

Advancement Range: 5-6 HD (Tiny): 7-10 HD (Small)
Description

Iron dragons were designed before the Divine
War to be faithful protectors and guardians. Few
survive to the present day — they are most often
found in the art collections of the rich, or as guardians
and status symbols among the most powerful clerics
and wizards. A few iron dragons can still be found in
ancient tombs, faithfully guarding the remains of
their masters, even after uncounted generations.

Each iron dragon is a work of art, gilded with
gems and inlaid with precious metals, primarily sil-
ver. When an iron dragon takes flight, it is a model of
grace and beauty. Despite their apparent fragility and
their diminutive size, iron dragons are deadly in a
fight with razor-sharp teeth and claws.

Ownership and control of an iron dragon is
conveyed by the speaking of a command word that
was established when the iron dragon was first cre-
ated. The command word funcrions only if the iron
dragon currently has no master. A master can also
voluntarily release ownership of the dragon by speak-
ing the command word again.

Asawork of art, the iron dragon is worth at least
25,000 gp. As a magical device and guardian, it is
virtually priceless. Construction of new iron dragons
is possible, but many of the secrets were lost in the
Divine War. A manual describing iron dragons’ cre-
ation is rumored to have existed, but no copies have
ever been found.

Combat
[ron dragons were created for the sole purpose of
cuarding and defending their masters. In the event of
a threat, they interpose themselves berween their
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master and the threatening creature. They attack
with claws, teeth and poisonous gas if the enemy
continues to behave in a threatening manner.

Breath Weapon (Su): Every 1d4 rounds, aniron
dragon can breathe a cloud of poisonous gas in a 10-
foot cube directly in front of itself as a standard
action. Anyone inhaling the gas must succeed at a
Fortitude save (DC 12) or be paralyzed for 2d8 rounds.

Construct: Impervious to critical hits, subdual
damage, energy drain, stunning and death from mas-
sive damage trauma. Immune to any effect that calls
for a Fortitude save unless the effect specifically
affects objects. Not affected by attacks or spells of
mind-altering nature (for example enamoring or
charming spells).

Magic Immunity (Ex): An iron dragon is im-
mune toallspells, spell-like abilities and supernatural
effects, except as follows: rusting grasp affects it nor-
mally; electrical attacks slow it for 2d4 rounds, fire
effects end any slow effect on the iron dragon and heal
I point of damage for every 3 points it would other-
wise inflict.

Telepathic Link (Su): An iron dragon has a
limited telepathic link with its master, can respond to
simple commands (“Go over there and fetch that
flask,” “Stay here and admit no one,” etc.) and
convey images of anything they see with their true
seeing ability, such as invisible creatures, illusions or
polymorphed individuals.

True Sight (Su): An iron dragon's sight is
enchanted with true seeing, which funcrions as the
arcanc spell as cast by a 4th-level sorcerer.
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KO dum’s ]_ev]o-'h an it is now studded with sharp, deadly reeth.

_ The blood of Kadum taints the waters of the
Colossal (Long) Undead (Aquatic) Blood Sea, twisting and deforming the creatures that

Hi_t .Dis.:e: 40d12 (260 hp) it comes in contact with. The leviathan is the most
Wifiative: ;3 FDex) fearsome of all the beasts known to roam the Blood
Sp?ed: l‘;vér-“{%]‘ii(::,t- 5 D, 420 rabural) Sea, but il'is tl.mnkfully rare. So rare, if‘ fact, that
Attacks: Ram +26 melee: or bite +26 melee, tail many consider it to be a myth, or an extinet form of

Il nelee undead created when the corpse of an ardinary whale
Damage: Ram Ad12421:or bite 2d6s M and swale comes in contact with Kadum’s blood. Legend holds

low whole. tail 1d12+7 thar these vast creatures can swallow ships whole,
Face/Reach: 40 ft. by 80 ft./15 ft. and that their cavernous gullets, hollowed out by the
Special Attacks: Ram. rending bite. gaping maw, swallow loss of their living organs, contain notonly vast riches

whole but also scores of undead sailors consumed by the

Special Qualities: Blindsight. darkvision 120 ft., fast heal- sreatwwhalo.
ing 10, create spawn, undead =

Saves: Fort —. Ref +10, Will +26 Combat
Abilities: Str38.Dex 4.Con—,Int 2, Wis12,Cha : 5 ,

6 When it encounters a foe, the leviathan imme-
Skills: Intuit Direction +7, Listen +7, Spot +6 diately uses its ramattack, stunning a living opponent
Feats: Power Attack and damaging or destroying a vessel. Once its
Climate/Terrain: Any aquatic opponent is disabled, the leviathan uses its
Organization: Solitary bitcartack, swallowing smaller f S
Challenge Rating: 15 targets whole or rearing T ﬁ// {/’//
Tr.easure: Double stand:‘ird ‘ larger ones to pieces. f*’ / =
Alignment: Always chaotic evil The leviathan j 2

Advancement Range: 41-45 HD (Colossal)

does

Description
A creature that becomes one of //} 5 :
Kadum’s leviathans might once have  ~— o =3
been a majestic whale, but the bload B s L —
of the sunken titan transforms e -}','_';'3--*"' P et
oi e o - e
it into a vast undead co- / o s ’JE: T
-~ e~ — - 0y
lossus. Its  bones A T e
¥ . // 5 e "“{-\“V g
emerge from its - £ G o
rotting hide, fus- Sre- b T
3 - e e 2 i
ing together to form =
: h. e A //;“—‘:‘ -\’yg A 4
jagged armor. Verte- Y

jut from its belly,

. o /

s’ \ VN
bralspilestisets i ‘_/"-%' |.\ c‘/ fl’/"” o ,. / | Ay
sral spikes rise from ‘ : {2?‘;)/ 50 4 . I T
its spine, its ribs £ 7 ; \\ ). Jb L

Z //m’ '
£t j
» e

anditsfinsare elon- " (4 e, .‘ { /}/’I ‘ [ i m ,H;“‘b 3
gated, razor-sharp £ ';""_3‘5// ]

bony weapons. uQ) Yo \ i /Qj :: &k w)
The bones of its 9‘ o T\\ \',‘ i » f fu) L‘ !
head  have S e :
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not stop its attacks until all its opponents are de-
stroyed or devoured.

Ram (Ex): The leviathan’s ram attack has a
critical threat range of 18-20/x2 on living opponents.
Against ships, a critical hit by the leviathan’s ram
arcack inflicts x3 damage, usually enough to destroy
or cripple any but the most powerful vessels.

Rending Bite (Ex): The leviathan'’s razor-
sharp teeth inflict fearsome damage. Any
living target that is bitten by the levia;
than loses an additional 2d6 poines «
of damage per round due to bleed-
ing. A successful Hleal check (DC
15) or cure wounds spell stops
the bleeding.

)

et e
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G
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Gaping Maw (Ex): In addition to its improved
grab and swallow whole abilities, the leviathan’s maw
is so large that when a creature (or an object) is
Medium-size or smaller, the leviathan simply swallows
its victim whole whenever it succeeds in biting them.

Swallow Whole (Ex): The leviathan can swal-
low a grabbed opponent of size Gargantuan or smaller

by making a

\ successful
/) grapple
check.
Once  swal-
lowed, a victim
suffers 1d4 points of per-
7 manent Constitution drain
cach round in the leviathan's
gullet. A swallowed vietim can
cut its way out of the leviathan by
inflicting 100 points of damage to
O // the interior of the creature’s gullet.
“ Other victims may use the same tear
to escape, though such exit wounds close rap-

/ f idly due the leviathan’s fast healing or the hit
/ /’ points it absorbs from Constitution drain.
/

Create Spawn (Su): Any humanoid slain by

the leviathan's Constitution drain becomesawight

in 1d4 rounds. Other living creatures become zom-

bies. These spawn are not in the leviathan’s control

and do not possess any of the abilities they had in life.

There are usually 2d6 wights and 1d6 zombified

aquatic creatures of various sizes

already inside the leviathan that

attack any living creature the
= whale swallows.

Undead: [mmune to poison,
sleep, paralysis, stunning, death or necro-
mantic magic (that doesn't specifically affect
undead per the spell’s description) and disease. Not
subject to critical hits, subdual damage, ability dam-
age, energy drain or death from massive damage
trauma. Immune to any effect that calls for a Forti-
tude save to resist unless the effect specifically affects
objects. Not affected by attacks or spells of mind-
affecting nature (forexample, enamoring orcharming
spells).
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Keel Crusher Combat

Regardless of whether their prey is above or

Gargantuan Beast _

Hit Dice: 16d10+112 (200 hp) below water, keel crus.hcrs attack \_ﬂth the same
Tritiative: -2 (Dex) brutally effective style. In the case of a sailing ship,
Speed: 10 Ft.. swim 60 Ft. the keel crusher will rush headlong at the vessel,
AC: 22 (-4 size, -2 Dex, +18 natural) retracting its head and forelegs into its armored shell
Attacks: Bite +20 melee just before impact and driving a huge hole deep into
Damage: Bite 2d8+18 the ship’s hull. The keel erusher then pulls itself out
Face/Reach: 20 ft. by 40 £t./10 Ft. (bite) of the cavity and lets the water rush into the ship,
Special Attacks: Ramming attack while it circles the arca and eats the crew as it leaps
Special Qualities: Armored shell, vulnerable to cold into the sea.

Saves: Fort +17, Ref +8. Wil +5 Ramming Attack (Ex): After taking one round
Abilities: 2“35‘ Dex6, C0n24,]nt2,Wis|0¢Cha to alm, a keel crusher may retract all but its rear
Skills: b B schions, Listen 410 Srigt 2 flippers EITIL] c;]'mrg_c at :1_.~.in;;]c |'::Irgc[ at least 120 E'[',_
Climate/ Terrain: Wil away. Thisattack is [.&rt'fui':lau.d w_uh amelee [mm_us of
Orumiimiion: Sl +8 and does 4d6+18 bludgeoning L?}]]l]l'rlj_{(?. (I}[[:un.
Challenge Rating: g this artack will be used on the hulls of ships, splitting
Thoamirs: Ko them like twigs.

Alignment: Always neutral Armored Shell (Ex): Keel crushers may take a
Advancement Range: 17-24HD (Gargantuan); 25-30HD (Co- full move and retract all of their appendages into

lossal) their shell, gaining a +8 AC honus but forfeiting any -
S attacks that round.
DeSCﬂphon Vulnerable to Cold (Ex): Keel crushers rake

double damage from cold-based arracks.

Dozens of new horrors rise cach day to terrorize
sailors on the Blood Sea, but few are as horrifying or
as deadly as the leviathans that sailor’s legends simply
call keel crushers. Some compare
these beasts to massive blue-black
tortoises due to theirimmense shells
and four gigantic flippers, but the
keel crusher’s bony head conrains
row upon row of jagged, shark-like
teeth, which it employs against sea
creatures and ships alike. The keel
crusher’s immense size requires a
constant intake of food, requiring
the beast to huntalmost constantly
and to attack anything that offers
the prospect of an casy meal.

Keel crushers skim just under
the surface of the waves, their bodies
propelled atsurprising speed by their
powerful clawed flippers, Often their
shells will emerge above water, mak-
ing them appear to be tiny, fast
moving islands. They hunt the shal-
low crimson waters near the coast,
scarching for creatures large enough
tosate their constant appetite or the
shadows of ships foolish enough to
enter their domain.
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Leeching Willow

Huge (Tall) Plant

Hit Dice: 10d8+50 (95 hp)

Initiative: +0

Speed: 0O ft.

AC: 20 (-2 size, +12 natural)

Attacks: 2 branches per opponent in reach +II
melee N

Damage: Branch 1d6+6

Face/Reach: 10 ft. by 10 Ft./15 ft.

Special Attacks: Improved grab, blood drain

Special Qualities: Half damage from piercing. fire vulner-
ability, plant

Saves: Fort +12. Ref (fails), Will +3

Abilities: Str 22, Dex —, Con 20, Int 7, Wis 10,
Cha 10

Climate/Terrain: Temperate and warm forest and swamp

Organization: Solitary

Challenge Rating: 7

Treasure: Standard

Alignment: Always neutral evil

Advancement Range:  11-15HD (Huge); 16-20 HD (Gargantuan)

Description

The raint of Mormo's spilt blood reveals itself

predominantly through the mutations that have arisen
in the Hornsaw Forest. However, when the gods
hacked the Queen of Witches apart, her body was
strewn across the Scarred Lands, and other arcas have
also been blighted by her blood. Yugman the Sage
claims that it was one such part, perhaps no more
than a severed tongue or finger

that found its way
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into the Swamps of Kan Thet. The willow trees there
soaked some of the Witch Queen’s blood into their
roots and have ever since possessed an insatiable
thirst for the stuff.

From a distance, a leeching willow is indistin-
guishable from any normal willow tree, but up close,
the differences are easily seen. Unfortunacely, how-
ever, anyone close enough to make out the crimson
stains on the leaves and bark of this sentient tree is
already too close for his own good. Any creature that
strays too near a leeching willow is certain ro become
a target for its bloody appetite. Leeching willows will
feed upon the creature’s blood and leave the carcass
to decompose and fertilize the ground around it, a
practice that often leaves interesting treasures to
attract the next victim to the tree.

Combat

Even though they cannot move from the place

formidable combat porential. A number of its long
drooping branches are actually thin, hollow tubes
that it lashes about, furiously attacking any living
creature that comes within its reach, atrempting to
grasp its victims and then drain their blood.
Leeching willows have a number of attacking
branches equal to twice their hit dice. They may only
direct up to two new branch attacks (not counting
any branches already grappling the victim) arany one
opponent each round, but they may double artack all
creatures within their reach cach
round — utilizing up to their
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maximum number of attacking branches.

A leeching willow may not have more than one
branch grappling a Tiny creature and one more
branch maximum for each size level above Tiny (i.c.,
two for Small, three for Medium-size, four for Large),
except that it has no limit on targets size Huge or
larger.

Branches are AC 18, hardness 2 and may sustain
10 points of slashing damage before they are severed.

Improved Grab (Ex): To use this ability, the
leeching willow must hit with a branch attack.

Blood Drain (Ex): Each round that one of the
leeching willow’s branches grapples a creature, in
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addition to its normal grappling damage, the branch
drains blood for 1d3 temporary Constitution damage.

Half Damage from Piercing: Piercing weapons
deal only half damage to leeching willows, with a
minimum of 1 point of damage.

Fire Vulnerability (Ex): A lecching willow
takes double damage from fire atracks unless the
attack allows a save, in which case it takes double
damage on a failure and no damage on asuccess. Nore
the willow cannot move and always fails Reflex saves.

Plant: Immune to mind-influencing effects, poi-
son, sleep, paralysis, stunning and polymorphing.
Not subject to critical hits.
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Legion of One

Huge (Tall) Aberration
Hit Dice: 12d8+60 (114 hp)
Initiative: +1 (Dex)
Speed: 40 ft.
AC: 21 (-2 size, +1 Dex, +12 natural)
Attacks: Bite +15 melee, 2 claws +13 melee
Damage: Bite 2d8+8; Claw 2d4+4
Face/Reach: 10 ft. by 10 £t./15 ft.

Special Attacks: Acid spew
Special Qualities: Generate spawn, regeneration 8,

darkvision 60 ft.

Saves: Fort +7. Ref +5, Will +7

Abilities: {S?:: 21? Dex 12, Con 20, Int 14, Wis 12,

a

Skills: Climb +12, Intimidate +10, Listen +11,
Move Silently +7, Spot +11

Feats: Cleave, Great Cleave, Multiattack, Power
Attack, Sunder

Climate/Terrain: Any land and underground

Organization: Solitary

Challenge Rating: 10

Treasure: Double standard

Alignment: Usually chaotic evil

Advancement Range: 13-20 HD (Gargan-
tuan); 21-30 HD
(Colossal)

Description

A legion of one ap-
pears as a monstrous
goblin-like creature with
dull, gray skin; red, beady
eyes and massive, iron
fangs. Its long, lanky arms
end in wicked, black claws. Con-
stantly roiling and shuddering,
the creature’s flesh is rubbery and
slimy to the touch, and small hu-
Illlln“id creatures can I_')C seen
pushing ourward against its
skin, occasionally breaking
halfway outand blearing piti-
fully before disappearing
back into the legion’s body
with asickeningslurping noise.
If the legion so chooses, it can
allow these crearures to escape from
its body and go forth to do its bid-
ding. Many legions use these spawn
to scout out arcas for potential
targets.

A legion of one is typi-
cally lazy and greedy, often
dependingon itsspawn
to bring it food and to
maintain its lair. Le-
gions of one delight

in torturing and devouring humanoids, especially
dwarves, and will sometimes work with humanoid
tribes or evil overlords in exchange for treasure and
food. Enterprising legions sometimes send their off-
spring into human towns to search out particularly
rich residents and steal their treasure. If the risk is
warranted, a legion sometimes stomps into town
personally and rtakes what it wants, relying on its
spawn to scout out its path so it might strike at the
most opportune moment. Some legions direct their
spawn to start fires or launch diversionary attacks,
allowing the legion enough time to storm into town,
grab the loor and flee for the hills before the town
guard can react. The connection between the legion
and its spawn allows them to work together in a
highly coordinated and effective manner.

The legions of one are the remains of several
tribes of goblins that lived along the shores of the
Blood Sea. When Kadum was first sundered and
chained in the depths of the sca, a massive tidal wave
of his blood washed over the goblins’ enclave, killing
the goblins and wiping their settle-
ment from the face of Scarn.
The blood melted the gob-
lins rogether. Blended with

the essence of Kadum'’s
foul being, the first le-
gions of one emerged
from the resulting
puddle of organic
matter. Some legions
claim to receive vi-
sions from the titan and
work to return him to
his former glory.

>

New legions are
formed when a legion’s
spawn somehow breaks
free of its creator, This
event occurs naturally
about once every five
years for each legion
and can also occur
when a legion of one
is slain while it still has
active spawn, in which
caseall suchactive spawn
become free. A freed
spawn quickly begins to
devour everything it
_ canfind, slowly bal-
. looningtothesize
L3 of a new legion
; of one. The lo-
cal population
oflegionsof one can
explode very quickly if
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but a single legion is slain while it still has dozens of
active spawn.

Combat

In battle, a legion of one relies on its spawn to
shield itself from attacks, using its long reach to rake
foes bogged down in combat with its spawn. If threat-
ened directly, it uses its acid spew to wear down
enemies. If sorely threatened, a legion will beg for
mercy, offering bribes in return for its life. However,
if spared, the legion will dispatch a few of its spawn to
monitor the victors, carefully warching for its chance
ar revenge.

Acid Spew (Ex): The legion of one can vomitup
asickening stream of stomach acid at targets up to 30
feet away. The spew is treated as a ranged touch
attack with a +8 atrack bonus and inflicts 3d8 points
of damage. In addition, the target must make a
Fortitude save (DC 21) or suffer -2 to all skill checks
and attack rolls due to the intense burning pain
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caused by the acid. This penalry lasts 2d4 rounds and
does not stack if a target is hit multiple times.

Generate Spawn (Su): The legion of one can
squeeze small humanoids from its body that look like
smaller versions of the parent creature. These crea-
tures have statistics idenrical to goblins. The spawn
remain in constant mental contact with the legion
that created them, and while capable of independent
action, they obey the legion’s mental orders without
question. A legion can spenda partial action to create
1d6 spawn. A legion of one may use this ability up to
six times per day, and may have no more than three
timesits HD inactive creatures under its command at
any time. Experience for defeating spawn is not
included in the legion of one’s CR above.

Regeneration (Ex): Fire, acid, cold and electric-
ity deal normal damage to a legion of one.

[falegionofone losesalimb or body part, the lost
part regrows in 3d6 minutes. The legion of one can
reattach the severed member instantly by holding it
to its stumnp.
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Lightning Hawk

Small Magical Beast
Hit Dice: 1d10 (5 hp)
Initiative: +3 (+3 Dex)
Speed: 10 ft., fly 80 ft. (average)
AC: 15 (+1 Size. +3 Dex, +I natural)
Attacks: 2 talons +1 melee
Damage: Talons 1d3-1
Face/Reach: 5 ft. by 5 ft./5 ft.
Special Attacks: Electrical bolt
Special Qualities: Electricity resistance 20
Saves: Fort +2, Ref +5, Will -1
Abilities: ?lr 8.Dex 17, Con 11, Int 3, Wis 10, Cha
Skills: Spot +6
Feats: Flyby Attack
Climate/Terrain: Any plains
Organization: Solitary, pair
Challenge Rating: 1
Treasure: None
Alignment: Always neutral

Advancement Range: 2-3 HD (Medium-size)
Description

Among the barbarian tribes of Albadia, it is con-
sidered a mark of high honor among voung warriors to
be presented with the black feathers of a lighting
hawk. The feathers represent courage and ferocity in
thefaccofaseemingly overwhelmingopponents, evoca-
tive of the lightning hawk’s ability to attack — and kill
— much larger prey by virtue of its natural aggressive-
ness and magical powers.

Lightning hawks hunt alone
overthe vast Albadian plains
and seek out large birds,
haresorevenyoungdeer
to feed it and its
young. Though
smaller than
many species
of hawk or
falcon, the J,
lighting
hawk stuns :
orkills its prey with !

a single bolt of | Ao
lightingbetorediv-

ing on it with
talons ourstretched.
The bird then finishes off the vicrim
with a few swift blows and eats its
fill. Carrion caters such as wild dogs
are well advised to keep their dis-
tance by the crackling air of ozone
around a feeding lightning hawk.
The bird will fiercely defend
its prize with further
lichting strikes if
pressed.
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The barbarians of the steps prize the lightning
hawk for its powers, believing the bird to be aservant of
Denev, the Earth Morher. Lightning hawks make their
nests in grassy burrows in remote parts of the plain, and
tribesmen are often sent by their parents to gather
young chicks, which can be trained to hunt for the
tribe’s chieftan and family. Lightning hawks are sources
of great wealth to the tribes, even more so than their
precious horses, and a chieftan’s status is most often
measured by the number of hawks he owns. Hawk
chicksare worthup to 500 gp worth of trade items toany
barbarian tribe and can fetch as much as twice that
amount in the permanent cities to the south.

Lightning hawks are capable of being trained like
any hunting raptor, though special care is required with
respect to its electrical attacks. Albadian rangers often
keep them as companions, and once a lightning hawk
has forged a bond with its owner, the two are insepa-
rable. These hawks are very small, standing lictle more
than a foor tall, with dark black feathers shor through
with vivid blue-white markings.

Combat

Lightning hawks attack their prey by striking it
withaboltof electricity, then diving on icand finishing
it off with their talons. Once the prey has been slain, a
hawk will then land and begin feeding, bur will not
hesitate to fire other bolts at any large animal (or
person) who approaches within 10 feet of its kill.
Lightning hawks raise their young cooperatively — the
female guards the burrow, while the male hunts for
food. If the burrow appears threatened, the female
hawk will attack the largest opponent first, hoping to
knock itout immediately and thus scare off any smaller
attackers. It will defend the burrow to the death,
no matter the odds.

Electrical Bolt (Su): Three times
per day, the lightning hawk can emit a
ray of electrical energy at an oppo-

nent. The bolt deals 3d6 damage or
half upon aReflex save (DC 11),
The bolt has a
300 ft. range.
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Lurker Below
Medium-Size Magical Beast (Aquatic)

Hit Dice: 3d10+3 (17 hp)

Initiative: +2 (Dex)

Speed: Swim 40 ft., burrow 5 ft.

AC: 16 (+2 Dex, +4 natural)

Attacks: 2 tentacles +5 melee, bite +1 melee

Damage: Tentacle 2d4 and poison: bite 1d8

Face/Reach: 5 ft. by 5 ft./5 ft. (10 Ft. reach with
tentacles)

Special Attacks: Poison

Saves: Fort +4, Ref +5, Will +1

Abilities: Str10,Dex 15, Con 12, Int 3, Wis 10, Cha
8

Skills: Hide +6, Spot +4

Feats: Multiattack, WeaponFinesse (tentacles)

Climate/Terrain: Any aquatic

Organization: Solitary

Challenge Rating: 3

Treasure: None

Alignment: Always neutral

Advancement Range: 4-10 HD (Large); 10-20 HD (Huge)

Description

The lurker below was once a relatively benign
species that inhabited shallow areas of the Blood Sea,
hunting small fish and posing lictle threat toanything
else. However, exposure to Kadum'’s blood twisted
and warped these creatures into deadly predators.
They developed barbed rentacles that harbor a pow-
erful paralytic poison and now seek to paralyze, drown
and devour swimmers and fishermen.

Lurkers below are a menace to coastal communi-
ties along the Blood Sea, especially those that fish or
harvest from shallow waters. As victims often do not
see the threat immediately, many villages assign at
least one person to keep careful watch for lurkers
when villagers go swimming or wade into the shal-
lows to gather food.

Lurkers are popular as guardians; wizards, war-
lords, merchants and others who desire security and
privacy often place them in moats, pools and water-
based traps. Live lurkers ferch up to 500 gp each, but
capturing them isa dangerous proposition, and would-
be lurker hunters often end up as a meal for their
intended prey.
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Combat

Lurkers lie in wairt, half buried in the sandy sea
bottom, then lash out with their tentacles if prey
comes close. Although they prefer targets that are
swimming or wading, lurkers can also strike victims
in boats or on piers, their tentacles reaching up above
the water to attack. Attacks against targets that are
above the surface of the water are ar -4 to hit.

The lurker's poison paralyzes its victims, render-
ing them helpless and allowing the lurker to use irs
bite attack. The lurker must succeed in a grapple
attack (core rulebook I, p. 137) to drag down paralyzed
victims who are in boats or above the surface.

Poison (Ex): Anyone struck by the lurker's
tentacles must make a DC 13 Fortitude save to resist
the poison’s effect, or be paralyzed for 3d6 minures.
Swimmers or waders will then be subject to rules for
drowning (core rulebook 11, p. 85), while paralyzed
targets who are above the surface must be dragged
into the water, as described above. Victims must save
cach time they are hir.
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Mirror Fend

H'_t 'D'F": 10d8+30 (75 hp) with each touch leaving groups of allies wondering
Initiative: +2 (Dex) who they should be attacking. As soon as the fiend's
iPCuﬁ: ;g ft'z Dexs10 I true identity is revealed, it imitates and jumps to the
: ex, natur: S : ? iy
[ +10/naturs) next closest person, and so on. Being artacked by a
Attacks: 2 claws +14 melee: or by weapon type ; y SRTiee :
3 y group of mirror fiends only multiplies the chaos.
Damage: Claws 2d4+4 and mirror possession; or ri : s
weapon type +4 Previously, mirror fiends were known as Enkili's
Face/Reach: 5 ft. by 5 ft./5 ft. spies and scouts in the Divine War. The goddess
Special Attacks: Mirror possession, spell-like abilities, would send these creatures into titanspawn camps to
summon fiend discover plans or to cause confusion with guerilla
Special Qualities: Alternate form, fast healing 5. damage raids. Now that the fiends have found new portals to
g&iﬂdtltz;ttonll()h}l; immunities, resistances. the physical plane, they are more commonly discov-
e ke ’Itoe eRpaFt 2; Will + ered making off with a wizard's treasure stores from a
'es: ore +I1U, ner + 1+ . 7 § e
(il ) , mirror safe and then blending into mortal societies.
Abilities: Str 18, Dex 14, Con 17. Int 14, Wis 14, % ; ]
L Cres S dys 1 8 C L
Chal3 Though the crearure is always found in the form of
Skills: Bluff +12, Concentration +9, Disguise some other ercature whose appearance it has mim-
+20, Hide +8, Jump +6, Knowledge icked, the mirror fiend rarely sets out to specifically
(arcana) +13, Listen +10, Move Silently cause the mimicked person trouble via the imitation.
+6, Search +10, Spot +13 Also, the fiend is rarely in one form long enough to
Fe.ats: ) Dodge, Mobility, Silent Spell cause prolonged problems and confusion for the true
glmat.eﬂ" ervan: 2;")‘ land or underground owner of its identity. However, mirror fiends have a
Chrgrl:::zah;:t' 0 itery love for odd and wondrous magical items and don’t
proonts e think twice about stealing any they find, a habit that
Treasure: Double standard
Alignment: Always chaotic neutral
Advancement Range: 11-15HD (Medium-size) SS ~

Description
The Phylacreric Vaulr in
Darakeene claims that mirror fiends
were rare indeed in the Scarred Lands,
until one of the wizards among the
Scaled developed the spell mirror safe.

Medium-Size Qutsider (Chaotic)
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swap minds with any creature they touch. The pure
chaos they cause in melee as they take the form of an
opponent and then swap minds with him, or not,

Some aspect of that spell seems o
grant mirror fiends passage from
their home plane to the physical
plane through the mirror enchanted
by the spell. Since the spell has recently
come into the possession of the Phylacteric ﬁ*—
Vault, they are studying the exact means of |
cgress, so as to perhaps redesign the spell without
such an unfortunate, albeit thankfully rare, side

effect.

Mirror fiends are consummate shape chang-
ers as one might expect from any creature created
by the goddess Enkili. Indeed, no one is certain what
the true form of a mirror fiend is, as they are con-
stantly assuming the likenesses of anything near
them, right down to the clothing and gear. While
clearly the mirror fiend is capable of controlling its
shapechanging power, the power often seems to func-
tion autonomously, changing the fiend'’s appearance
to whatever creature is closest to it.

Despite its shapechanging, the most frustrating
and dreaded power of these fiends is their ability to
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does sometimes come back to haunt a creature one
has mimicked.

Combat

Mirror fiends seldom have cause ro fight, bur
when theydo, they treat it like they domostany other
thing, asa game. They will swap bodies and identities
with as many opponents as possible, admiring the
confusion this effect causes in enemy ranks. If a
mirror fiend’s foes seem informed of its mirror posses-
sion power or catch on to the fiend’s tricks as the
battle ensues, it will become more cunning still. For
example, if its victims have already shouted to their
comrades about the possession subsequent to being
possessed, the fiend will strike opponents but not use
its possession and vyell ro its “allies” that it is their
friend thar was mirror possessed.

Mirror fiends attack with whatever weapon their
current form possesses or by forming wicked claws on
their hands.

Mirror Possession (Su): This confusing ability
lets the mirror fiend attempt to swap mind and soul
with any opponent it strikes, whenever the fiend
chooses to use the power upon such a strike. Any
being hit by the claws or by a touch atrack from the
mirror fiend must make a Will save (DC 16 — the
GM is advised to roll this save in secret on the
character's behalf) to avoid transfer. If the save fails,
the mirror fiend's body immediately assumes the form
of the victim (if it had not already) and the minds of
the victim and the fiend switch bodies. The fiend is
now in control of the victim's body and the target is
in control of the fiend’s body. During the passage of
minds between bodies, the mirror fiend is able to read
the surface thoughts of its victim similar to the third
round effects of the spell detect thoughts.

The victim will be dazed for one round after the
transfer. However, the mirror fiend is well used to the
transfer and suffers no disorientation. [t can make full
use of all its new form’s abilities, as well as retaining
its spell-like abilities, although it may refrain from
using these so as to maintain its deception.
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Note that the victim of a transfer enters a body
that is essentially a basic duplicate of his own, so that
slaying the mirror fiend that has possessed the victim's
original body will usually have little lasting effect on
the statistics of the vicrim. However, he will have to
recover the real versions of any of his magical or
precious gear.

Spell-Like Abilities: At will — detect magic,
dispel law, fly, identify, invisibility, magic circle against
law, mirror image, mirror safe, protection from law, see
invisibility, shatter; 3fday — chaos hammer, lishtning
bolt, misdivection; 1f/day — animate objects. These
abilities are as the spells cast by a 15th-level sorcerer
(save DC 12 + spell level).

Summon Fiend (Sp): Once a day, a mirror fiend
can attempt to gate in another mirror fiend, with a
30% chance of success, or Enkili’s herald, with a 10%
chance of success.

Alternate Form (Su): A mirror fiend can shift
between its current form and that of any size Small to
Large humanoid form at will as a free action, up to
once per round. It can take the exact likeness of any
creature it can see within 60 feet, including trans-
forming its own personal clothing and gear to
non-magical, non-precious replicas of the mimicked
creature’s outfit and equipment. Any magical items
the fiend itself is carrying when it shifts forms do not
transform. A mirror fiend can remain in any form
indefinitely, though it usually bores of any one visage
quickly. The ability is otherwise similar to a poly-
morph self spell cast by a 10th-level sorcerer.

Immunities (Ex): No mortal magic can fix a
mirror fiend's form. Effects such as polymorph force
the creature into the new shape for a moment, but it
may immediately return to its natural form as a free
action. Mirror fiends are immune to petrification and
sonic and elecerical effects.

Resistances (Ex): Mirror fiends have acid, cold
and fire resistance 5.

Telepathy (Su): Mirror fiends have the super-
natural ability to communicate telepathically with
any creature within 100 ft., so long as the crearure
speaks a language.
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Mist Reaper
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asking price, the kidnapers drowned the man in the
sea and prayed to Enkili that his body be washed far

S Medil.nn-Size'Undeed out, never to be found again. Outraged, Belsameth
Hit Dice: ﬁ‘"z (thP) “:ic"rP“"e""i 6d12+24(66 cursed the killers and the corpse to suffer the exact
Foats p) manifeste opposite fate. The next night, when a thick fog rolled
Initiative: =1{(Dex) over the city, a vengeful spirit roiled in with it. To
Speed: 30 ft., fly 100 ft. (poor), swim 50 ft. i e =
- : Belsameth's delight, the councilor’s ghost visited
AC: Il incorporeal (-1 Dex, +2 deflection): 3 SEw : :
IS manifested (-1 Dex, +6 natural) himself upon each of his killers in turn, murdering
Attacks: Punch +7 melee; or short sword +7 me- them in various gruesome manners. To Belsameth's
lee surprise, the spirit continued its rampage by killing
Damage: Punch 1d8+4; or short sword 1d6+4 the family members who refused to pay its ransom. It
Face/Reach: 5 ft. by 5 ft./5 ft. seemed  thespirit's thirst forrevenge exceeded even
Special Attacks: Choke the goddess’ expectations. Indeed, so fiery
Special Qualities: Dark;ision 60 Zt.. undeadaincorporeal‘ was the world’s desire for revenge that
manifestation, damage reduction, gen- she didn’c create a single angry
erate fog s v 4 : . R
e ot G e ot b bt
Abilities: Str — (18), Dex ¢, Con — (18), )@* R e
Int 14. Wis 16. Cha 6 o i people killed by drown-
Skills: Intimidate +6, Intuit Direction ' f o ing, people who never
+8 + I received proper buri-
. Spot +I, Wilderness ¥ ' ived proper buri
Lore +2 b % als or whose
Feats: Toughness, Track Sy, essence
Climate/Terrain: Any land or ol woas
aquatic Ny
Organization: Solitary -
Challenge Rating: 3 . &
Treasure: Standard &/ ‘
Alignment: Always neutral _&F " YL
evil = B
Advancement Range: 7-12 HD (Medium- 7
size) i
Description i

Murder is all too common across the

face of the Scarred Lands. In a world still
recovering from a cataclysmic war between
gods and titans, where monsters lurk and
make war upon civilization, the death or
disappearance of the occasional person is
often overlooked — or never even noticed.

Belsameth, however, numbers every murder. The . o3
goddess of death takes stock of every soul that enters e

her realm and knows the means by which it arrived. - o

Some beings die by war and are the province of ' e
Chardun. Orhers perish to discase and are the stock B o

and trade of Vangal. But people stuck down by
unseen attackers, smothered in their sleep or forcibly
plunged into the depths are the chattel of the Assas-
sin herself, and she is jealous of every soul that
belongs to her.

Thus is her wrath invoked when killers, murder-
ers and cutthroacs fail to venerate her when they
perform their trade. Even worse is when they commit
a murder under her province and seck approval for
the act from another of the gods. In one particular
case, a councilor of Shelzar was kidnaped and held
ransom. When his family refused to pay the
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never shepherded to the gods.

Now, ondifferent nightsacross the Scarred Lands,
angry ghosts continue to emerge from the sea, from
lakes and even from town wells to stalk and kill those
who dispatched them — or those whom a spirit
misguidedly believes was involved in its demise.
Some walk the land under cover of fog and are the
most infamous of these restless dead. But some have
been known to emerge under full moons, new moons
or hunter moons — under whatever aspect of
Belsamerth was significant on the night of their mur-
der.

It's commonly believed thar a mist reaper con-
tinues to emerge from its watery grave under each
appropriate night until it claims the lives of all its
offenders or until its body can be recovered and put to
rest properly. While incorporeal, reapers have been
known to travel hundreds of miles in a single night,
making no land-locked locale safe from their wrath
— and sometimes, they have even struck by day.

Reports leaked to Vesh’s Vigils tell of a ship that
was attacked without provocation as it neared
Calastian waters. The order was supposedly given by
Duke Traviak of Lageni himself, and the ship was, in
fact, on a diplomatic mission of peace. Now, on
certain nights of the year, an entire ship’s crew is said
to come ashore to raid Calastian villages, with chal-
lenges to Traviak left written in the sand. Whether
this is the work of a group of mist reapers or pretenders
seeking to undermine the hegemony's morale in
unknown, but the Vigils strive to find out (and would
perhaps lend assistance to the “ghost crew”).

Combat

A creeping fog usually precedes the mist reaper's
arrival at its destination, which can also forewarn the
wary or prepared of its presence. The spirit then closes
in on its target and manifests for the kill, using its bare
hands or perhaps a discarded weapon broughr up from
the depths. A reaper ignores all other people except
its target, unless someone gets in its way or intercedes
directly, in which case the spirit tries to strike or push
the person aside. It reserves its choke attack for its
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intended targer and does not let go or even move
once the target is held.

Choke (Ex): A reaper has a critical hit range of
18-20 with its bare hands (not with weapons). If a
critical hit is achieved, the target is grabbed by the
throat and double damage is inflicted. The creature
maintains its grip over successive rounds and delivers
maximum melee damage (12 hit points) automari-
cally to the victim each round. A Strength check
(DC 18) breaks the monster’s hold. So does inflicting
10 or more points of damage in a single blow, after all
the reaper’s protections are accounted for. A choked
victim behaves as if grappled (core rulebook I1, p. 84).

Undead: Immune to poison, sleep, paralysis,
stunning, death or necromantic magic (that doesn’t
specifically affect undead per the spell’s description)
and disease. Not subject to critical hits, subdual
damage, ability damage, energy drain or death from
massive-damage trauma. Immune to any effect that
calls for a Fortitude save to resist, unless the effect
specifically affects objects. Not affected by attacks or
spells of a mind-altering nature (enamoring or charm
spells, for example).

Incorporeal: Can be harmed only by other in-
corporeal creatures, +1 or better magic weapons or
magic, with a 50% chance to ignore any damage from
a corporeal source. Can pass through solid objects at
will, and own attacks pass through armor. Always
moves silently.

Manifestation (Su): A reaper can become cor-
poreal at will, usually only in the presence of its
intended victim. If destroyed while manifested, the
spirit merely resumes incorporeal form and returns ro
its resting place for 2d20+ 10 nights. After that time,
it returns to land in search of its prey once again.
Abilities listed in parentheses, above, apply to mani-
fested form only.

Damage Reduction (Su): An incorporeal reaper
hasdamage reduction 10, inaddition to its protection
for being insubstantial. When manifested, a reaper is
considered to have reduction 20/+1.

Generate Fog (Su): Treat as fog cloud. If magic is
used to see through the fog, an incorporeal reaper is
still considered invisible in it (core rulebook 11, p- 84).



Hit Dice:
Initiative:
Speed:
AC:
Attacks:

Damage:
Face/Reach:
Special Attacks:
Special Qualities:
Saves:

Abilities:

Skills:

Climate/Terrain:

Organization:

. Challenge Rating:
Treasure:
Alignment:

Advancement Range: 17-23HD (Gargantuan)
Description

Moon giants are not actual
giants, but rather outsiders cre-
ated by Belsameth to aid her in
the battle against the titans. It
was they who helped the goddess
establish a realm on the dark side of
the near moon — an important strate-
gic and spiritual location in regard to
the underworld (and the waking world,
given the moon's proximity and in-

fluence).

In the aftermath of the
Titanswar, the moon giants
now serve as Belsameth’s
guardians. Some live
on the dark side of
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Moon Giant

the moon where they watch over the goddess’ ebon
throne. Others have been placed at key gateways to

1848 C:;l;ld%?(Ehwl) the heavenly orb, or near sacred temples or covens.
2(0: ) (075 When executing their duty, moon giants seem se-
+ X

renely still. They come tolife only once a transgressor
is, in their eyes, beyond forgiveness — usually when
he makes an overt act against the goddess’ followers
or temples. Then a moon giant works with diabolical
obsession to ensure that a transgressor comes to a
quick death.

Unlike other places related to the underworld,
the dark side of the moon can be reached via the
shadow plane by stepping from the shadows of this

world to those of Belsameth’s kingdom. Any
being with the ability to traverse
shadows, including moon
+ giants  and

t.

40 ft,, fly 40 ft. (average)

24 (-2 size, +2 Dex. +14 natural)

Huge morning star +28/+23/+18/+15
melee; boulder +18/+13/+8 ranged
Huge morning star 4d6+12; boulder
2d8+12

10 ft. by 10 fE./15 ft.

Spell-like abilities

Spellturning, displacement, immunities,
see in darkness, telepathy

Fort +17, Ref +13, Will +15

Str 35, Dex 14, Con 22, Int Iy
17, Wis 18, Cha 17

Sery +20, Spot

+12, Listen +12, *

Concentration
+20, Perform (Po-
etry,  Ballad,
Eulogy, Lamen-
tation, and six
others) +10,
Knowledge *
(Moon)  +15,
Knowledge
(Planes) +10,
Spellcraft +10,
Jump +10

Combat Reflexes,
Power Attack, Quicken
Spell-Like Ability,
Sunder

Cold or temperate moun-
tains. moon

Solitary

10

Double Standard

Always neutral evil
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Belsameth's other moon-dwelling servitors, can travel
between the dark side of the moon and the Scarred
Lands. Unless a shadow walker knows a great deal
about the various passages through that realm, how-
ever, he must pass through one of the gates of bone:
that of the murdered or of the forlorn. Both gates are
guarded by moon giants.

Moon giants have round, bald heads and shock-
ingly wide, circulareyes thatswirl with hallucinogenic
turmoil. Their bodies are thick, stocky and round.
They wear no clothes and have no body hair. Their
skin is ablative white, with highlights of pale blue and
dusty gray. They seem to shimmer under light sources.

Though prone to anger and violence, moon giants
are content to be left to the service of their goddess. It's
prophesied, however, that when both moons rise full in
the night sky, the moon giants will go mad and turn
against all who serve Belsameth. The goddess is said to
anticipate this seeming treachery as a test of her various
followers’ loyalty and strength, as though she already
intends to forgive her guardians’ betrayal (or use it to
eliminate the undeserving who supplicate her).

Combat

Despite moon giants’ great physical power, they
prefer trickery to direct confrontation. They gener-
ally attempt to remain unseen via inuisibilicy and use
illusions to dispose of intruders quickly.
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Displacement (Su): Even when a moon giant is
spotted, it is difficult ro discern its true location. Any
melee or ranged attack directed at a moon giant has a
50% chance to miss, unless the moon giant can be
located by some other means than sight. True seeing
discerns a giant’s location, but detect invisibility does not.

Immunities (Ex): Immune to cold, immune to
poison, doesn't breath (immune to gases, drowning, etc).

See In Darkness (Su): Moon giants have the
supernatural ability to see perfectly in darkness of any
kind, even deeper darkness spells.

Telepathy (Su): Moon giants have the super-
natural ability to communicare relepathically with
any creature within 100 feet so long as the creature
speaks a language.

Spell-Like Abilities: The following effects can
be used at will: deeper darkness, detect good, detect
iwisibility, detect magic, dispel magic, faerie fire, invis-
ihility, silence, silent image. The following effects can
be used three times a day: dimension door, nsanity,
major image, Otiluke's freezing sphere, projected image,
serying. The following effects can be used once per
day: reverse gravity, shadow walk. These abilities are
used as spells cast by an 18th-level sorcerer (save DC
13 + spell level).

Spell Turning (Su): Every round, a moon giant
turns the first 10 spell levels directed at him, exactly
as though spell nurning was cast on him



Hit Dice:
Initiative:
Speed:
AC:
Attacks:

Damage:
Face/Reach:
Special Attacks:
Special Qualities:
Saves:

Abilities:

Skills:

Feats:

Climate/Terrain:

Organization:

Challenge Rating:
Treasure:
Alignment:
Advancement Range: 10-13 HD (Large): 14-24 HD (Huge)
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Naga, Crown

Description

Crown nagasare what re:ut:lfiux‘t foneof tll'u]: most pnlnul
and] venerated abominations of serpent and human that
7d8+36 (76 hp) . crawled the surface of Scam. cht.'l?ds‘ from the Titanswar
+6 (+2 Dex, +4 Improved Initiative) hold that Mormo selected her favorites among the woman-
40 ft. headed-serpents to use as javelins against the goddess Tanil.
19 (-1 size, +2 Dex. +8 natural) The titan drew her obedient naga taut and hurled them at
2 bites +7/+4 melee herassailant. Everalert, however, Tanil cleaved cach snake
Bite 2d6+4 and poison in twain and cast it asicle as the battle between ereator and

15 ft. by 15 ft. (coiled)/10 ft. usurper waged on. y .
Poison, spells Althoughclefealmostintwo, the nagas that Mormo
Immunity, SR 12, tense body threw were not tlt‘.\'-l'!'( n,'t.:tl. Rather, they slithered oft in
: ’ shame for failing their mistress, and sought out holes and

Large Aberration

Fort +7, Ref +7, Will +7 Wi burrows in which to hide from her wrath and the might
g:.r ';‘Z; Dex 15, Con 18, Int 18, Wis 12, of the assembled gods. Sequestered thusly, the crown
a

nagas survived the Titanswar. [t wasonly much later that
some were discovered again, quivering in their dark
holes. Druids dedicated to the Serpent Mother coaxed
the creatures from their hiding places with promises that
the beasts could carn Mormao’s favor once againby aiding
the effort to restore the dismembered ritan.

Bluff +4, Concentration +6, Diplomacy
+2, Hide +6, Listen +8, Move Silently
+4, Sense Motive +12, Spot +8

Alertness, Dodge, Improved Initiative,
Lightning Reflexes, Quicken Spell,

Spring Attack Some crown nagas are now protected and served by
Temperate and warm land and under- Mormo'sdruids. The fell worshippers feed and house the
ground serpents, and provide them with mates. In return, the
Solitary or nest (crown naga plus 2-12 nagas lay nestsof writhingoffspring. The titan'sdevotees
young) have taken to using the small, two-headed snakes much

5 in the way their Mother did, as poisonous javelins and

Standard arrows against the followers of the accursed gods. By
1 rerforming such service for Cif Creator, Crown nagas
Usually neutral evil perl g sucl for th t g

regain some of the renown that they possessed hundreds
of yearsago. Theyalso gaininfamy among enemies of the
druids, who lose numerous warriors and knights to
fanged barbs and bolts. Vesh's Vigilant particularly
dread such living weapons being turned against them,
and kill whatever two-headed serpents they encounter.

Some crown nagas still exist in hiding across the
Scarred Lands, unaware of what has transpired above.
They shelter in their unnels, feeding off rodents and the
occasional intruder. These beasts would attack anyone
bearing a sign of Tanil on sight, but would also do
anything to placate an interloper who claimed to be the
hand of Mormo come to exact retribution for the nagas’
ancient failure. Underhanded animal handlers and war-
lords sometimes go in search of crown naga lairs for the
bounty of their young.

Combat

Adult crown nagas use their speed to their greatest
advantage in combat, slithering quickly among oppo-
nents to snap at multiple targets with successive bites.
The creatures seek to poison as many enemies as possible
as quickly as possible. If opponents prove immune or
resistant to aserpent’s bite, they retreat into their lairs to
harass pursuers with spells.

Immunity (Ex): Immune to poisons.

Poison (Ex): Crown naga venom is deadly. It
automatically inflicts 1d6 damage per HD of the
crown naga to anyone bitten who fails a Fortitude
save (DC 12 + HD). Even succeeding at the roll

/ results in half normal damage.
/ Spells: Crown nagas can cast spells as ninth-
7 _a level sorcerers.

Tense Body (Ex): Crown nagas can make their
bodies rigid and hard, whether coiled or straight. They can
doso for as many rounds as they have Constitution points.
They may not move or perform actions in such a state,
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beyond casting spells with only a verbal component. Inthis ~ Young Crown Naga
state, their AC receives a +15 bonus (not reflected, above)  Medium-Size Aberration
and they receive damage reduction 15/+2. Hit Dice: 3d8+6 (17 hp)
Initiative: +7 (+3 Dex, +4 Improved Initiative)
Newborn and Young Crown Nagas Spec: 30 ft. :
Newborn and young serpents can be harvested, AC: 17 (+3 Dex, +6 natural)
commanded to become rigid and be used as weapons by Attacks: 2 bites id melee
trainers or by allies of their mother. They do not perform Damage: Bite 1d6+2 and poison
as weapons for Inl‘hcr people or intended targets who Face/Reach: 5 ft. by 5 ft. (coiled)/5 ft.
hope to return fire. v :
i : ; T Special Attacks: Poison, spells
Young nagas stolen from their mothers must be Special Oualities: I ity. SR 8. ¢ bod
trained to assume weapon form, calling for successive  2P€C1@ Qualities: VAT 4 NIAELR0CY.
Animal Empathy or Handle Animal checks (DC 14) Sa‘f‘.ﬁf Fort +3, Ref +4. Will +3 ;
over weeks. Casting animal friendship allows asnaketobe  Abilities: Str 14, Dex 16, Con 15, Int 14, Wis 10,
used as a weapon immediately, although not if the Cha 10
mother is present; her will overrides any magic used to Skills: Bluff +1, Concentration +3. Diplomacy
influence an offspring. +1,Hide +4. Listen +6,Move Silently +4,
Newborn Crown Naga Sense Motive +8, Spot +6
Tiny Aberration Feats: Alertness, Dodge. Improved Initiative.
B Lightning Reflexes. Quicken Spell,
Hit Dice: 1d8 (4 hp) Sori
S Sk pring Attack
Initiative: +8 (+4 Dex, +4 Improved Initiative) : ]
st 20 it Climate/ Terrain: Tempjrate and warm land and under-
e s groun
AC: L {+2 size, edDex, 2 natixal) Organization: Solitary or nest (crown naga plus 2-12
Attacks: 2 bites +2 melee other young) ‘
Damage: Bite 1d4 and poison Challenge Rating: 2
Face{Reach: 2.5_ ft. by 2.5 ft. (coiled)/0 ft. Treasiro: None
SPBC!" Attacks. Pmson_ Alignment: Usually neutral evil
Special Qualities: Immunity, SR 6. tense body Advancement Range: 4-8 HD (Medium-size): 7-13 HD
Saves: Fort +0, Ref +6, Will +0 (Large): 14-24 HD (Huge)
Abilities: Str10.Dex 18, Con 10, Int 8, Wis 6. Cha
8 _ _ Combat
Skills: l;'det' +g' Listen +4. Move Silently +6, Young crown nagas can lend themselves to be used
el Ty as tridents and javelins in the hands of allies or trainers,
Feats: Alertness, Dodge, Improved Initiative, oras melee and ranged weapons. They atrack and inflict
” ’ Lightning Reflexes, Spring Attack damage as the normal weapons, based on the wielder's
Climate/Terrain: Tempjrate and warm land and under- scores, except they also deliver poison damage upon a
groun: successful hit. As dangerous monsters in their own right,
Organization: Solitary or nest (crown naga plus 2-12 young crown nagas that are no longer used as weapons
other newborns) may remain on the scene and fight opponents under
Challenge Rating: 1/2 their own power. They rypically do their best to defend
Treasure: None their mother or commander.
Alignment: Usually neutral evil Immunity (Ex): As adult.

Advancement Range: 2-8 HD (Medium-size); 7-13 HD
(Large); 14-24 HD (Huge)

Combat

Newborn crown nagas tend to scatter when at-
tacked, defending themselves only asnecessary. [frooted
out of hiding spots, they resort to their tense-body
capability or attack tenaciously. Newborns make ideal
missiles for bows, crosshows and similar weapons. They
attack and inflict damage as the normal weapons, based
on the wielder's scores, except they also deliver poison
damage upon a successful hit. They cannot be used as
javelins or melee weapons while tensed. After firing,
they slither off as quickly as possible, perhaps to return to

Poison (Ex): As adulr.
Spells (Sp): A young crown naga can cast spells as
asixth-level sorcerer.

their mother and her nest or to survive and create their %

Own nests.

Immunity (Ex): As adult.

Poison (Ex): As adulr.

Tense Body (Ex): As adult, excepr AC receives a
+5 bonus and they have damage reduction 5/—.
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Tense Body (Ex): Asadult,

" ~ A
except AC receives a +10
bonus and they have

damage reduction 10/
el
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Naga, Hollow

Large Aberration
Hit Dice: 8d8+16 (52 hp)
Initiative: +6 (+2 Dex, +4 Improved Initiative)
Speed: 35t
AC: 19 (+2 Dex, -1 size, +8 natural)
Attacks: Bite +6 melee
Damage: Bite 1d6+1
Face/Reach: 5ft.by 5ft./5ft

Special Attacks: Poison, spells, spit, charming gaze
Special Qualities: Regeneration 2, shed skin

Saves: Fort +4, Ref +4, Will +7

Abilities: 'ISérIS,DexI'S.ConIf-’l,lnt 14.Wis17.Cha

Skills: Bluff +11, Concentration +10, Hide +9,
Listen +11, Sense Motive +6, Spellcraft
+11. Spot +11

Feats: Combat Casting, Hide Spell, Improved
Initiative, Silent Spell

Climate/Terrain: Temperate or tropical forest or under-
ground

Organization: Solitary or coven (13)

Challenge Rating: .

Treasure: Standard

Alignment: Usually neutral evil

Advancement Range: 7-14 HD (Large)

Description

During the Divine War, when Denev's wood
elven druids of Vera-Tre joined with their titaness to
wage war on the other titans, Mormo took it upon
herself to punish Denev's chosen. Mormo transformed
and corrupred some of these wood elven druids into
nagas. The resulting aberrations have plagued the
Hornsaw Forest and other
areasoftheScarredLands =5 =
ever since. »

These nagas are
known by many
names, includinghol-
low nagas, devil nagas or
even hollow devils.
They resemble
large cobras with
monstcrously r
t'rnns[hrmcd ¢lven "~.‘ ! 7 >
faces and thickly &4 -V :
scaled skin. They loathe —
wood elves, druids of
Denev  and  also
Mormo  herself,
though their hatred
of the Mother of Ser-
pents does  not :
8]t} =C W ne LAy
Llixli:li\l:i'aIzI]l\r;E‘ll‘:!h!L\:.I: . __:‘:"--Z’" }*‘h\\ :

‘ 2 A

Hollow nagas often - ==
manipulate orher €4 o
servants of Mormo,
caring licle for the lives of others, even of those pledged
to aid them. They are ardent schemers and habitual

liars, and anyone dealing with hollow nagas finds a time
will come when the naga decides its servants and
associates have outlived their usefulness.

Hollow nagas are rarely found in covens of 13,
usually gathered to enact some true ritual or for some
other insidious purpose that satisfies the hatred in their
corrupted souls.

Combat

Hollow nagas prefer to use their spells and charm-
inggaze toovercome opponents. They oftenuse improved
invisibility to cast hidden and silent spells on their
enemies while the nagas’ servants combat enemies
directly. If the nagas’ presence is revealed, they shed
their skins and attempt to escape.

Poison (Ex): Venomous bite, Fortitude save (DC
16); initial and secondary damage 2d4 temporary Con-
stitution.

Charming Gaze (Su): As charm monster witha 30
foot range, Will save (DC 18).

Shed Skin (Su): This ability allows the naga to
dimension door out of its own skin, leaving its shed skin
behind. The shed skin continues to function, artacking
the nearest living creature for another 2d6 rounds or
until it is destroyed. A successful Spot check (DC 13)
by anyone within 10 feer of the animated skin reveals
that the naga itself is no longer in its now-hollow skin.

The animated skin has 15 hit points and the same
armor class, attack, damage and saves as the naga itself.
[t also has the immunities of a construct creature (e.g.
immune to mind-affecting magic, anything requiring a
Fortitude saving throw that does not affect an object,
ctc.). Theanimated skin’s bite only carries poison forits
first successtul bite atrack.

After using this ability, the naga'’s natural armor is
reduced toonly a +4 bonus to AC as its skin is no longer
as thick. The naga can regenerate its flesh back to full
thicknessin 2d6 minutesand can-
not use its shed skin
ability again until it
hasrestoreditsskin.

Spells: As a

sorcerer of level

equaltothenaga’s

hit dice, and as a
druid of level equal
to half the naga’s hit
dice.

Spit (Ex): The
nagacanspitits venom
up to 30 feet. Treat as a
aanged touch attack; vic-
tims hit by the spittle must
attempt a Fortitude save
Ve ;fgainsr the naga'’s poi-

son.
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Combat

All night-touched share these basics qualities:
Burning Chill Aura (Su): All night-touched

Night-Touched

Description

The night-touched are one of the many varietics
of creatures that were created by Hrinruuk to amuse
himself on his hunts. The night-touched were an
experiment that combined the essence of outsiders
with that of the undead. The results were monstrous
creatures thar were almost alive, almost demon and
almost spirit. Needless to say, Hrinruuk was very
pleased with his creations, and he spread them
throughout the realm.

Physically, night-touched are very strange crea-
tures. In its natural stare, their “skin” is extremely
smooth with an almost rubber feel to it. [t's always a
deep obsidian color with seems to absorb any light
that touches it. When the night-touched move, the
area directly around them blurs and darkens. The
night-touched do not have any internal organs, but
they are filled with a thick dark green blood.

Although night-touched are very intelligent,
their minds do not work in any comprehensible
pattern. They arc generally solitary, paranoid crea-
tures whoassume that everything they cannot control
must be destroyed. However, sometimes they will
join other creatures and form extremely powerful
bands that ravage nearby regions. Night-touched can
be found anywhere, but they prefer locations in
which they can remain in darkness at all times due to
their hatred of sunlight.

Hrinruuk creared several breeds of night-touched,
cach of which was granted different powers to make
the chase more interesting.
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radiate a 30-foot radius aura of “burning cold.” Char-
acters within this aura feel alternately chilled and
seared. Only living things are affected by this aura,
and those within the area of effect must succeed ata
Fortitude save (DC 10 + half the night-touched’s HD
+ the night-touched’s Charisma bonus) or else sus-
tain 1d6 hit points of damage. Thisaura is cumulative
for multiple night-touched, and the save must be
made every round.

Aversion to Daylight: Night-touched hate light.
If exposed to natural daylight, they suffer a -2 morale
penalty to all atrack rolls.

Immunities (Ex): Night-touched are immune
to cold and fire.

Resistances (Ex): Night-touched have an acid
resistance of 10,

Telepathy (Su): Night-touched have the super-
natural ability to communicate telepathically with -
any creature within 50 feet as long as the creature
speaks a language.

See in Darkness (Su): All night-touched can
see perfectly in darkness

Demon’s Blood (Ex): While night-touched are
technically considered undead, they are demon
enough to be considered outsidersas well. So, if aspell
or effect only affects outsiders, then a night-touched
is a possible target.
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Night-Touched Controller

Medium-Size Undead

Hit Dice: 8d12 (52 hp)

Initiative: +2 (Dex)

Speed: 30 ft.

AC: 18 (+6 natural, +2 Dex)

Attacks: 2 claws +6 melee

Damage: Claw 1d6+2

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

Special Attacks: Control, spell-like abilities, summon
undead, control undead and outsiders

Special Qualities: Night-touched qualities, undead, sum-
mon and control pool

Saves: Fort +2, Ref +4, Will +11

Abilities: Str 15, Dex 14, Con—, Int 20, Wis 20,
Cha 18

Skills: Concentration +10, Listen +8, Move Si-
lently +12, Scry +8, Spot +12

Feats: Alertness, Combat Casting

Climate/Terrain: Any land and underground

Organization: Solitary, group (2-4)

Challenge Rating: 1

Treasure: Standard

Alignment: Always chaotic evil

Advancement Range: 7-12 HD (Medium-size) 13-18 HD
(Large)

Description

The controller night-touched were supposed to

have the ability to control all forms of life, but for some
reason, they ended up being able to manipulate only
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a 1d4+4 per HD it has. (Roll when the creature is
created and add an extra die if it gains HD.) The
Controller can spend points from this pool to either
summon undead or control outsiders or undead. The
controller regains all of its SP after one day.

Summon Undead (Sp): The controller can sum-
mon as many undead of whatever type it desires, buc it
must pay one SP for each HD of ¢creature it summons.
(No individual creature can have more HD than one
half the controller.) The undead arrive in 1d10 rounds
and serve forone hour oruntil released. [fthe controller
wishes, it may spend two SP per HD, which allows the
undead to remain for one day.

Control Undead and Outsiders (Sp): If the con-
roller can see an undead or an evil outsider, it can
spend SP equal to the HD of the creature in an attempt
control that creature. The controller can attempt to
control as many creatures as it wishes, and it can even
attempt to control the same creature twice, but it may
make only one attempt on a given creature in a round.
If the targeted creature wishes, it can make a Will save
(DC 18) toresist. If the targeted creature succeeds, the
controller still loses the SP, but it may try again next
round. Creatures controlled in this way serve for one
hour oruntil released. As with the summon ability, the
controller can pay twice as many points to control the
creature for one full day. Note that if the controller
atcempts 1o control again after one day, the creature
gets its usual save.

Sense Unnatural (Su): The controller is capable
of sensing all undead and outsiders within a radius of
miles equal to its Sery skill. Three times a day, the
controller can make a Scry check (DC 10 + HD of
creature) to “see” an unnatural creature within this
range. If successful, the controller can attempt to con-

unnatural orsupernatural creatures. However, the crea-
tures’ mastery over thesupernatural became so powerful
that they could even force spirits back into the marerial
realm in the form of undead.

Controller night-touched have a vaguely human-
oid shape, although they usually have a hunched back
and abnormally large clawlike hands.

Night-touched can read and understand nearly all
languages. However, they can only communicate with
others by relepathy.

Combat

Controllers generally do not engage indirectcombat.
They prefer tosummon or create the appropriate creatures
todefeat whatever obstacles are present. When forced into
combat they attack with their clawlike hands.

Undead: Immune to poison, sleep, paralysis, stun-
ning, death or necromantic magic (which doesn’t affect
undead specifically per the spell’s description) and disease.
Norsubject tocritical hits, subdual damage, ability damage,
energy drain or death from massive damage trauma. Im-
mune to any effect that calls for a Fortitude save to resist
unless the effectaffects objects specifically. Not affected by
attacks or spells of mind-affecting nawre (for example
enamoring or charming spells).

Spell-Like Abilities: At will —darkness, confusion
and cause disease; 3/day — animate dead. All are cast as
asorcerer whose level equals the controller’s HD (save
DC 14 + spell level).

Summon/Control Pool (Ex): The controller has
afixed amount of control/summon points (SP) equal to

trol the creature per its ability above.
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N ] ght_’]'ou Ch e d I_I oun d druid’s ability to pass without trace) or aerial or magi-

cal transport will allow a victim to evade a

Medium-Size Undead night-touched who has locked onto it.
Hit Dice: 4d12 (26) Undead: Immune to poison, sleep, paralysis,
Initiative: +7 (+3 Dex, +4 Improved Initiative) stunning, death or necromantic magic that doesn’t
Speed: 60 ft. affect undead specifically per the spell’s description,
AC: 17 (+3 Dex, +6 natural) and disease. Not subject to critical hits, subdual
Attacks: Bite +5 melee damage, ability damage, energy drain or death from
Damage: Bite 1d6+4 massive damage trauma. Immune to any effect that
Face/Reach: 5 ft.by S ft./5 ft. calls for a Fortitude save to resist unless the effect

Special Qualities: Night-trur_:hed q“;'“tieds' 3"5:?;""3“‘3 affects objects specifically. Not affected by attacks or
scent oSty apeety Wicenc, SUM spells of mind-altering nature (for example enamor-

Saves. Fort +1, Ref +4. Will +5 : ing or charming spells).

Abilities: Str 16, Dex 16, Con—, Int 6, Wis 12, . 4 e n,
Cha 13 Skills: Night-touched hounds have +2 racial

Skills: Hide +6, Listen +12, Move Silently +8, bonuses to Hide, Listen and Move Silently checks,
Spot +14, Wilderness Lore +6 and a +4 racial bonus to Spot checks. They also have

Feats: Improved Initiative a +4 racial bonus to Wilderness Lore checks when

Climate/Terrain: Any land or underground tracking by scent.

Organization: Solitary or pack (1-8)

Challenge Rating: 2

Treasure: None

Alignment: Always chaotic neutral

Advancement Range: 5-7HD (Medium-size). 8-10HD (Large)
Description

Alternately called the Little Garabrud or even
Hrinruuk’s Hounds, these canines are actually night-
touched created ages ago by Hrinruuk. Stories still
told by those titanspawn who still worship Hrinruuk,
claim chat the titan created these hounds as compe-
tition for himself. He would set them loose after the
same prey he sought, and then challenge himself to
capture the prey before the hounds tracked it down.

Because of their aversion to sunlight, night-
touched hounds typically harry their prey only after
sundown. However, they are intelligent animals, and
if they have reason to believe that their prey is aware
that it is being followed, then a hound will suffer the
effects of sunlight. Capture of its prey is always a
hound’s first priority.

Combat

Night-touched hounds are always ready and will-
ing to attack the prey they hunt, but more often, they
are accompanied by more dangerous allies who may
be less capable of finding the prey. Otherwise, there
is nothing ingenious in a hound’s attempr to savage a
victim with its teeth until one of them is dead.

Closing Speed (Ex): Wheneveranight-touched
hound has finally neared prey it has hunted forat least
10 minutes, then the fervor of the hunt seems to
generate the capacity for a burst of tremendous speed.
The first time the hound closes with such an oppo-
nent, it may take a charge action to move at 10 times
its normal speed.

Unshakable Scent (Ex): Once a night-touched
Hound has scented out its prey, then it will never lose
that scent. It will eventually find its way to its prey.
Only magical means of hiding the scent (including a
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Pestilite Pestilite Characters

Small Aberration
Hit Dice: 3d8+7 (22 hp)
Initiative: +3 (Dex)
Speed: 20 ft., climb 20 ft., fly 60 ft. (good)
AC: 20 (+1 size, +3 Dex, +6 natural)
Attacks: 4 claws +2 melee, sting -3 melee, bite -
3 melee
Damage: Claw Id3, sting 1d6, bite 1d4
Face/Reach: 5ft.by SIS ft.

Special Attacks: Cadence, pestilite fever, poison
Special Qualities: Darkvision 60 ft., hive mind, immuni-
ties, resistances

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

Abilities: Str 7, Dex 17, Con 16, Int 10, Wis 14, Cha 15

Skills: Alchemy +7, Animal Empathy (vermin)
+5, Climb +6, Hide +8, Listen +5, Move
Silently +5, Spot +4

Feats: Flyby Attack

Climate/Terrain: Temperate or tropical land

Organization: Brood (2-5). swarm (6-15), flight (16-

25), plague (26-35)
Challenge Rating: 1
Treasure: Standard
Alignment: Always lawful evil
Advancement Range: By character class

Description

Pestilites are a well-oiled machine of malevolence
created by the titan Chem. Theyare as much a cult as
they are a plague of vermin. These foul insectoid
abominations are completely devoted o un-
earthingChem'sleprousbody fromthe Mourning ;
Marshes and restoring his power. The Cult of '
Pestilence (as the creatures call themselves) be-
lieves thar the key to reviving their creator is to
infect other creatures with the gift of disease. The
cult preaches that Chem is healed by devouring the
souls of beings that die of horrid discases. No one
knows if this tenet is true, although the Cult of
Pestilence'seffortsarewidelyopposedinGhelspad.
TheOrderofthe MomingSkyisamong
the pestilites’ most formidable en- . o
emies. g

Cule members are divided into
groups of up to 35 pestilites, called
“plagues,” cach of which is led by a
“plaguemother.”Cultistsrevere their _
plaguemothers as spiritual leaders .
and die toprotect them if necessary. \

Theaverage pestilite is an insectoid abomina-
tion with the body of a locust, a hornet's stinger and
amantislike head. Each stands just under five
feer rall and usually walks upright. A
sickly yellow carapace covers most
of its body, which offers it some
protection. The creature’s eyes are
large and black. Pestilites some-
times move through human ciries
undetected by wearing long robes
or similar clothing.

"

Pestilite leaders are always female and usually
druids, rangers, rogues or sorceresses.

Combat

A pestilite is almost never encountered alone.
Theyswarm theiropponents while using their cadence.
Thecreatures swoop down to infect targets with pestilite
fever as quickly as possible and then move on. Pestilites
know that most infection victims do not live long, so
they can retreat and return later to feed upon freshly
killed or weakened adversaries.

Cadence (Ex): A dozen or more pestilites can
create a deafening cadence as a free action. All other
creatures within 60 feet must make a successful Will
save (DC 14) or be deafened and shaken (core rulebook 11,
page83). These conditions persistas longasthe pestilites
make their piercing noise, plus 1d6 rounds. Creatures
that save successfully cannot be affected by the same
group’s cadence for one day. This is a sonic, mind-
affecting attack.

Hive Mind (Su): All pestilites within 30 miles of
their plaguemother are in constant communication. If
one is alerted to danger, they all are. No pestilite in a
group is considered flat-footed or flanked unless all are.

Immunities (Ex): Pestilites have disease and poi-
son immunity.

Pestilite Fever (Su): Anyone who suffers damage
from a pestilite’s natural weapons must make a success-
ful Fortitude save (DC 14) or contract a
horrible contagion. Pestilite fever at-

tacks the victim's internal organs,
eating them like a cancer, and causes
) pus-filled boils to appear on the
£ victim’s skin. The incubation period
! is only 1d6+6 hours. Damage is 1d6
temporary Constitution damage and
1d3 temporary Charisma damage per
day of infection, unless a success-
ful Fortitude save is made. A
victim must make three suc-
cessful Fortitude saves in a
row, rolling once per day,
to overcome pestilite fe-
ver.

Resistances (Ex):
Pestilites have sonic resis-
tance 20.

Skills: A pestilite re-

ceives a +4 racial bonus

to Alchemy (poisons

only), Animal Empa-

thy (vermin only),

Climb and Hide

checks — all shown

under Skills,
above.

Y
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Pilfer Sprite

features. Each has a single set of wings that produces
asmall glitter trail about two feet behind it as it flies.

Tiny Fey Once asprite is revealed, it flees with its familiar-host

Hit Dice: 1d6-1(2 hp) if it can, artacks with aspellcaster’s own magic if it has

Initiative: +7 (+5 Dex. +4 Improved Initiative) to, or abandons a familiar’s body altogether and

Speed: 10 ft., Fly 35 ft. (good) retreats to find another meal.

AC: 18 (+5 Dex, +2 size, +| natural)

Attacks: 2 Claws -1 melee, bite -6 melee Combat

E:cn;jg:ach: gl:: ;;I 75 3}5;]53 These insidious creatures can hinder ar{d annoy

Special Attacks: Familiar possession, intellect drain, spell b‘[:"L‘“C:-lSl'CI’S or h.e a serious threat to powerful magi-
stealing cians or those with unique, rare or potent familiars.

Special Qualities: SR 20, damage reduction 5/+1, spell- Detect Arcane Link (Su): A pilfer sprite uses
like abilities, faerie glamour, detect this capability to sense whether a creature is an
arcane link . arcane wizard’s familiar. Range is 30 feet.

i::;es ;:rr;: Biegaféz:lg}i £13. Wis I1. Cha . lleerie .Gl,ill'lltjlur (Su): The dust that trails t'rm‘“n
8 a pilfer sprite’s wings acts like a powertul narcoric

Skills: Animal Empathy +10, Hide +4, Knowl- when directed at small animals, making them passive
edge (arcane) +4, Listen +4, Move and agreeable. A familiar sprayed with faerie glamour
Silently +4, Perform +10, Search +4, must make a Will save (DC 10) or become docile and
Spellcraft +4, Spot +4, Wilderness lore easily to possess. Only one such attempt may be made
a2

Feats: Improved Initiative Sk gy

Climate/Terrain: Any forest

Organization: Solitary

Challenge Rating: 1/4 (higher if using
familiar possession)

Treasure: Double Standard

Alignment: Always chaotic evil

Advancement Range: 2-3 HD (Small), 4-6
HD (Medium-size)

These wicked and devious little
faeries are said ro be the brood of the
titan Mesos, who used rthem to steal
magic from the world and make those
who practiced the arcane arts miser-
able beyond compare. Now the sprites
roam the Scarred Lands looking to
consume those of arcane devotion.

Pilfer sprites artack the familiars
of arcane spellcasters, possessing the
creatures to get to the animals’ mas-
ters. When a sprite encounters a
familiar, it uses its magic and perfor-
mance skills to lull the creature into
complacency before it spreads faerie
glamour over the victim. Once en-
sconced, the sprite steals spells and
intellect from the wizard in question,
while simultancously disrupting his
spellcasting capacity. Such theft and
assault is committed while a victim
tries to rest. The wizard is plagued by
nightmares and does not get a good
night's sleep.

Pilfer sprites appear as little hu-
manoids with angular and devious
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Familiar Possession (Su): A pilfer sprite may,
after causing a familiar to relax its guard with faerie
glamour, physically assume residence within the crea-
ture, establishing a link with the familiar’s master.
The sprite is in complete control of the familiar. This
being may be recognized with a detect chaos or detect
evil spell cast on the familiar. Dismissal or exorcism
spells force the faerie from the animal. A possessing
pilfer sprite may not be separated from its target
spellcaster by more than half a mile, or its control of
the animal and connection to the wizard is broken. A
pilfer sprive attacked physically while in a familiar’s
body is immune to harm; all damage is inflicted upon
the animal.

Spell Stealing (Su): In the first week thaca pilfer
sprite joins a familiar, the spellcaster experiences
difficulries using magic. A concentration check is
required to cast any spell. The DC is 5 in the first
week, and it increases by five for each week thereaf-
ter, to a total of 20 (week one: 3, week two: 10, week
three: 15, week four and thereafter: 20). This effect
can be attributed to the spellcaster’s troubled sleep.

Intellect Drain (Ex): Pilfer sprites roban arcane
spellcaster of his intellect while he sleeps, at a rate of
one Inrelligence point per week. (This loss is re-
cordedsecretly by the Game Master, whoalso increases
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the pilfer sprite’s Intelligence by one point per week.)
The wizard suffers nightmares, which seem to be the
source of his woes. A bystander witnessing the intel-
lect theft notices the familiar perch over the
spelleaster, staring at him intently. The magician
shows obvious signs of discomfort and pain in his
sleep. A pilfer sprite that does not feed loses a point
of stolen Intelligence for each week that passes. Lost
points return to whomever they were stolen from.
The sprite’s Intelligence score does not drop below its
normal starting level. If a pilfer sprite is slain, all
stolen Intelligence returns to spellcaster vicrims. A
lesser vestoration spell also restores 1d4 points of [ntel-
ligence to a spellcaster, but these points are not
cumulative with any regained from a starving or
killed sprite.

Ifaspellcaster loses sufficient Intelligence points,
he may forget his highest level spells, as chosen by the
Game Master. These spells are recouped if the adven-
turer regains his Intelligence points.

Spell-Like Abilities: A pilfer sprite gains the
same spelleasting capability as the wizard to whom it
has an attachment, as if that wizard possessed his full,
undrained Intelligence score. The capacity to cast
spells is lost if the sprite ever travels more than a half-
mile from its associated wizard.
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Piscean

Description

The mighty aquatic race known as the pisceans
(pronounced “pie-seen™) is a highly organized mili-
tary autocracy that dwells within the cliffs of the
Scarred Lands’ continental shelf. There, in the depths
of the ocean, these beings carve immense and fantas-
tic cities into cliff faces. From these great underwater
ridges, the pisceans interfere with and insome places
control surface shipping (such as between Ghelspad
and Termana where only the vessels of King Virduk
seem guaranteed passage).

Although piscean sertlementsare scatrered, they
maintain constant contact with one another through
a series of tall coral warchrowers thar are linked by
some as yet unknown communication methaod.
Through this network of warchtowers, the pisceans
organize blockades against surface ships, blockades
that have become so common that they are now
expected by sea-faring races. Rather than fight the
pisceans any longer, Scarred Lands merchants and
explorers have come to acceprt tributes paid to the
aquatic race as just another business expense.

When an ocean-going vessel nears certain re-
gions of the ocean that are used for continental trade,
it is signaled and surrounded by a piscean collections
party. The undersea people maintain detailed records
of merchant vessels and have pre-established fees, so
any ship that travels a regular route through piscean
waters pays an established tax — whether in coins,
cargo that can endure underwater or in metals that
will rust slowly without exposure to air.

The piscean people allow ships safe passage once
the crew has paid tribute, but woe to anyone who seeks
to escape or who simply cannot pay. If a vessel is not
forthcoming, or if any resistance is offered, the collee-
tion party withdraws only to be replaced by a war party.
Members of the piscean war party board and attack all
crewmembers and passengers, taking whatever they
like and leaving a skeleton crew aboard to spread the
tale of the consequences of non-compliance.

Pisceans have an ancient and highly stratified
society. Codes of conduct and deference among the
people are enforced rigidly, and even minor infrac-
tions of social grace are punishable. The pisceans are
patriarchal; males may take up to three wives and
cight concubines. Inheritance is passed down by
primogeniture. As piscean society is militaristic, so-
cial classes are stratified by rank.

The piscean grand capital is Kiccoopul, where
Kiccooma, Devil Lord of the Deep, reigns. Kiccooma
is served by nine ministers who govern piscean soci-
ety across nine ocean regions. Four to 16
plenipotentiaries serve each minister, and six to 12
consuls serve each plenipotentiary in turn.
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The ancient society of the pisceans transformed
somewhat after the Divine War. As many of the race’s
larger cities were in the ocean that is now called the
Blood Sea, the pisceans who resided there were sorely
afflicted by the titan Kadum's blood as it seeped into
those waters. At first, the blood only served to augment
the pisceans, imbuing them with magical powers as it
tainted their bodies and blackened their scaly hides.
The black pisceans emerged as a mutated oftshoot of
the race, and they quickly became the ruling caste of
piscean society. However, in their pursuit of more
power, some black pisceans exposed themselves to too
much of the Bleeding One’s ichor and were thereby
transformed into the monstrous red pisceans.

Most inhabitants of the Scarred Lands know the
pisceans best for their blockades of shipping, but
many also remember the assaules that the pisceans
made on coastal cities during the blood monsoon
some decades ago. Armies of pisceans and other less
powerful aquatic races (which the pisceans subjugare
intoslavery) stormed coastal cities while a supernatu-
ral storm of hurricane winds and blood rain swept in
from the Blood Sea. Scarred Lands scholars have yet
to determine why the amphibious pisceans would
want to capture land-based cities or so thoroughly
disrupt their profitable network of shipping rariffs.
Some speculate that the blood mutated black piscean
leaders became enraged during the blood monsoon
and marshaled their race into a senseless war. Others
conjecture that the black pisceans themselves may
have conjured the blood monsoon with some un-
known true ritual.

Pisceans speak their own aquatic language, and
most collectors and bloodfin lieutenants know Com-
mon as well.

Piscean Characters

Green pisceans” favored classes are fighter and
barbarian. Black pisceans' favored classes are sorcerer
and druid with blood witch and sea witch prestige
classes being common advancements. Red pisceans are
not intelligent enough to advance in character classes.

Combat

Pisceans haveahighly organized military, and they
use complex tactics during battle. They utilize trained
sea animals in combat as well as bands of soldiers from
lesser aquatic humanoid races that the pisceans have
enslaved, but green pisceans still from the bulk of their
troops. Red pisceans are treated as assault beasts, and
piscean leaders unleash these beasts on opponents with
no expectations that the red pisceans will be capable of
participating in any tacticsonce they are enraged by the
battle. Black pisceans will take up the rear and cast
spells from distance.



Hit Dice:
Initiative:
Speed:

AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:

Special Qualities:

Saves:
Abilities:

Skills:

Feats:

Climate/ Terrain:
Organization:

Challenge Rating:

Treasure:
Alignment:

Advancement Range: 11-18 HD or by character class
Description

The first pisceans to ex-
plore the deep ocean trench
where the gods sank the
bleeding ritan Kadum came
back infused with the im- X
prisoned ritan's blood. | ""r
Reveling in the power of
such blood, these pisceans
murated under its influence,
growing larger and smarterand el
learning ro channel the primal
power of the titan into magical abilities.
The blood also pigmented their hides a shade of
crimson so dark as to be almost black.
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Piscean, Black

Large Humanoid (Aquatic)
10d8+30 (75 hp)

+1 (Dex)

20ft., swim 60 ft.

16 (+1 Dex, -1 size, +6 natural)

2 claws +10 melee, bite +5 melee
Claw 1d8+4, bite 1d8+2

5 ft.by 5 ft./10 ft.

Spells

Voice of the sea, cold resistance 10,
damage reduction 6/- (bludgeoning or
subdual only). amphibious, fast healing 2
Fort +6, Ref +8, Will +6

Str 19, Dex 13, Con 17. Int 16, Wis 16,
Cha 18

Animal (aquatic) Empathy +11, Appraise
+3, Bluff +2, Concentration +11, Diplo-
macy +7., Handle Animal +4, Intimidate
+7.IntuitDirection +3, Knowledge (sea)
+11, Listen +7. Move Silently +2. Search
+2, Sense Motive +6, Spellcraft +10,
Spot +5

Combat Casting, Craft Rod, Empower
Spell. Point Blank Shot, Weapon Focus
(harpoon)

Any ocean or coastal

Solitary, plus see piscean. green
7

Double standard

Always lawful evil

As the pisceans rulers recognized the power
coming from Kadum’s blood, they began pilgrimages
to the depths of the blood-tainted waters while ban-
ning those of lower station from traveling too far into

those depths lest they also become infused and
advance themselves into black pisceans. How-
ever,once the first black pisceans further murated

intoa monstrous red piscean, the pilgrimages stopped
in favor of more measured doses of Kadum's power.
Now the pisceans organize the transport of the ichor
throughout the oceans of the Scarred Lands that their
lord Kiccooma and the ministers, plenipotentiaries
and consuls might infuse themselves with the blood
without ever traveling to the Blood Sea and risk
being tainted oo strongly by its waters.

Black pisceans stand 10-11 feet tall and adorn
themselves with riches to better denote their superior
status. They typically wear no armor and carry no
weapons, although they are proficient with the piscean
harpoon. All black pisceans study magical craftsand are
capable druids and sorcerers. They often use their
talents to forge magical items such as rings, rods and
wands.

Combat

Although custom mandates that they still mas-
ter the rraditional piscean harpoon, melee combat is
beneath the black pisceans, so they are almost never
seen armed with the weapon. Such combat is for their
arcen and red brethren or for the slave races. Black
pisceans will use their spells form a distance, retreat-

ing immediately should their soldiers fall in combat.

Spells: Black pisceans cast spells as druids of
level equal to their Hir Dice and as sorcerers of
level equal to half their Hit Dice.

Voice of the Sea (Su): The pisceans
are able to communicate with all
aquatic creatures at will. They use

\ this ability to command various

\ undersea animals to do their
N\ A\ bidding. Some are brought to

bearas weapons of war, while
most are domesticated as
food sources.

Amphibious (Ex):

Pisceans can breathe air

for one hour per point of

Constitution before they
begin to *drown.”

Cold Resistance (Ex): From
living in the cold depths of Scarn’s
oceans, pisceans have natural re-
sistance to cold, ignoring the
first 10 points of cold damage
each round.

\ Damage Reduction 6/-

(Ex): Due to the tremendous

N pressure of the ocean depths
and their cartilaginous skel-

ctons, pisceans ignore the first

6 points of damage from any

bludgeoning weapon or any at-

tack dealing subdual damage.
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Piscean, Green

Hit Dice:
Initiative:

Speed:
AC:

Attacks:

Damage:

Face/Reach:
Special Attacks:

Special Qualities:

Saves:
Abit

Skills:

Feats:

Climate/Terrain:
Organization:

Challenge Rating:

Treasure:
Alignment:

Large Humanoid (Aquatic)

5d8+10 (32 hp)

+| (Dex)

20ft., swim 60 ft.

16 (+1 Dex. -1 size, +3 hide armor, +3
natural)

2 claws +6 melee, bite +| melee; or
harpoon+7 melee; or harpoon +3ranged
(+4 at point-blank range)

Claw 1d6+4, bite 1d6+2; or harpoon
1d8+4 (1d8+5 when thrown at point-
blank range)

5 ft.by 5 ft./10 ft.

Envenomed weapon
Voiceof the sea, cold resistance 5, dam-
age reduction 5/- (bludgeoning or
subdual only), amphibious

Fort +3, Ref +5, Will +2
Str19,Dex12.Conl5, Int 12, Wis12.Cha

10

Animal (aquatic) Empathy +7, Ap-
praise +1, Bluff
+1, Diplo-
macy +4,
Handle Ani-
mal +5,
Intimidate +2.
Intuit Direc-
tion +3.
Knowledge (sea)
+b, Listen +6, Move Si- /)
lently +2, Search +2, [f
Sense Motive +3, Spot |
+5 i|I
Point Blank Shot,
Weapon Focus (har-
poon)

Any ocean or coastal
Solitary, hunting party (2-
5), collections party
(6-12. with one 8 HD Col-
lector). raiding party
(13-25, two 7 HD bloodfin
lieutenants and one black
piscean), war band (25-100, one
7 HD bloodfin lieutenant per 10
troops. oneblack pisceanper 25
troops, and | red piscean per 50
troops), or tribe (100-400,
one 7 HD bloodfin lieutenant
per 10 adults, one 8 HD col-
lector per 50 adults, one
black piscean per 25 adults,

I red piscean per 50 adults.

and one I3HD black piscean
consul or one 16 HD black
piscean plenipotentiary)

2
Double standard
Always lawful evil

Advancement Range: 6-7 HD or by character class |

Greens pisceans average nine feet tall, with
streamlined but powerful bodies, covered in
emerald scales. Each one wears armor made
from shark cartilage and hides and fangs usually
crafted from the shark that the piscean killed as
its rite of passage from child ro adult. Pisceans
carry harpoons to the exclusion of all other
weapons, relying on their own elaws and reeth
as secondary weapons and tools for skinning
prey.

Tariffs extolled on surface ships have made
most pisceans wealthy with land-dweller goods
in addition to the pearls and other aquatic
treasures they hoard. Their perceived mastery
over surface dwellers who bow to their tariffs,
combined with their mastery over and enslave-
ment of other

aquatic
races
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makes the pisceans haughty and overbearing
toward any other race. They are often surprised
to meet any serious resistance to their demands.

Combat

Pisceans wield wicked, razor-sharp harpoons
that they poison with venom harvested from
various aquatic predarors. When assaulting a
surface ship, pisceans will swim near the ship
and hurl rheir harpoons at any crew on deck,
then drag their victims into the water with the
harpoon’s towline to finish the unfortunate off
with claws and teech.

A piscean's harpoon is a large, exotic
weapon (1d8 damage, Critical x2 damage, range
increment 20ft., weight 91bs.). When the har-
poon strikes, it lodges in the victim. Pulling out
a harpoon is a move action requiring a Strength
check (DC 12), and the harpooned victim suf-
fers 1d4 damage if the check fails and 1d8
damage if it succeeds and the harpoon is ripped
free. The harpoon has a 60-foot towline that
the piscean can use to reel in a harpooned
victim. As a move action, the piscean can at-
tempr a contested Strength check with the
harpooned victim. If successful, the piscean
can pull an opponent up to 15 feet.

Voice of the Sea (Su): The pisceans are
able to communicare with all aquatic creatures
at will. They use this ability to command vari-
ous undersea animals to do their bidding. Some
are brought to bear as weapons of war, while
most are domesticated as food sources.

Amphibious (Ex): Pisceans can breathe air
for one hour per point of Constirution before
they begin to “drown.”

Envenomed Weapon (Ex): Piscean har-
poons are usually envenomed with a paralytic
poison extracted from man-o-war jellyfish. The
first time a piscean hirs with its harpoon, the
victim must attempt a Fortitude save (DC 14)
or be paralyzed for an initial period of 1d6
rounds. When the initial paralysis period ends,
the victim must attempt another Fortitude save
(DC 14). If this second save fails, then the
victim will be paralyzed for an additional 2d6
minutes.

Cold Resistance (Ex): From living in the
cold depths of Scarn’s oceans, pisceans have
natural resistance to cold, ignoring the first 5
points of cold damage cach round.

Damage Reduction 5/- (Ex): Due to the
tremendous pressure of the ocean deprhs and
their cartilaginous skeletons, pisceans ignore
the first 5 points of damage from any bludgeon-
ing weapon or any attack dealing subdual
damage.
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Piscean, Red

Huge (Tall) Humanoid (Aquatic)
Hit Dice: 15d8+60 (127 hp)
Initiative: -1 (Dex)
Speed: 30 ft., swim 70 ft.
AC: 17 (-1 Dex, -2 size, +10 natural)
Attacks: 2 claws +17/24 melee, bite +17/22 me-

lee: or harpoon +19/24 melee: or
harpoon +8 ranged

Damage: Claw 1d10+10/15, bite 2d6+5/7; or har-
poon 1d10+10/15
Face/Reach: 10 ft. by 10 Ft./15 ft.

Special Attacks: Rend

Special Qualities: Voice of the sea, cold resistance 10,
damage reduction 10/~ (bludgeoning or
subdual only), amphibious, regeneration

5, blood strength

Saves: Fort +7, Ref +8, Will +4

Abilities: Str30/40.Dex 8. Con 18, Int 6. Wis 8,
Chall

Skills: Animal (aquatic) Empathy +8, Intimi-

date+15. Intuit Direction +7, Knowledge
(sea) +7, Listen +7. Move Silently +2,

Spot +5

Feats: Cleave, Greater Cleave, Multiattack,
Power Attack

Climate/Terrain: Any ocean or coastal

Organization: Solitary, pair, plus see green piscean

Challenge Rating: 12

Treasure: Standard

Alignment: Usually neutral evil

Advancement Range: 16-17 HD
Description

Red pisceans are monstrous brutes, so infused with
Kadum’s blood that they have taken on his aspects of
strength and rage. Not only does the chained titan’s
blood cry our for vengeance against the gods who
imprisoned Kadum, but the red piscean’s anger is fur-
ther fueled by distant memories of the elite black
piscean status that each monster once held before being
overcome and transfigured.

Red pisceans now serve their race by venturing
into the depths of the Blood Sea to collect water rich
with Kadum’s ichor so that the potent mixture can be
transported to all the black pisceans throughout the
-ace’sunderwater empire. Since the deepest trenchesof
the Blood Sea are home to predatory creatures that
make the red pisceans seem small by comparison, and
since the red pisceans are already so thoroughly tainted
by the blood water, the black piscean rulers are content
to have the brures fulfill this duty.

Of course, such strength and savagery has other
uses as well. In times of conflict, red pisceans are the
forefront of piscean battle lines. The red pisceans’ love
of bloodshed is so great in fact that they will often
venture away from piscean communities, even ventur-
ing on to coastal lands, to find things to slaughter.

Combat

The red piscean is not particularly intelligent or
cunning. It enters battle with a rage born of its tainted
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blood, usually hurling its harpoon and then closing to
melee with its opponents.

Thered piscean’s harpoon isa huge version of the
green piscean weapon (1d10 damage, Critical x2
damage, range increment 20ft., weight 141bs.), but it
lacks the towline.

Blood Strength (Su): Once perday, asafreeaction,
the red piscean may call upon the strength of its titan-
tainted blood ro give itself a +10 enhancement bonus to
Strength for 2d4 rounds. All relevant Strength, attack
and damage statistics provided here show the pisceans
statistics beforefafter such Strength enhancement.

Rend (Ex): If the red piscean hits with both
claw atracks on the same opponent, then it gains
an automatic rending attack on its victim for
an additional 2d10+15/22 damage.

Voice of the Sea (Su): The pisceans
are able to communicate with all aquatic
creatures at will. They use this ability to
command various undersea animals to
do their bidding. Some are brought to
hear as weapons of war, while most
are domesticated as food sources.

Amphibious (Ex): Pisceans
can breathe air for one hour per
pointof Constitution before they
begin to “drown.”

Cold Resistance (Ex):
From living in the cold depths of
Scarn’s oceans, pisceans have
natural resistance to cold, ignor-
ing the first 10 points of cold
damage each round.

Damage Reduction 10/-
(Ex): Due to the tre-
mendous pressure of
the ocean depthsand
their cartilaginous
skeletons, pisceans
ignore the first 10
points of damage
fromanybludgeon-
ing weapon or any
attack that would
normallydeal subdual
damage. However, the
red piscean does not
have damage reduc-
tion against normal
attacks thatare treated
assubdual solely due to
the piscean’s regenera-
tion ability.

Regeneration 5 (Ex): Fire
andacid cause normal damage. The red pisceans
may regenerate lost body parts in 2d4 hours.
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Preychaser

Medium-Size Magical Beast
Hit Dice: 4d10+4 (26 hp)
Initiative: +1 (Dex)
Speed: 50 ft.
AC: 15 (+1 Dex, +4 natural)
Attacks: Bite +5 melee
Damage: Bite 1d8+1
Face/Reach: 5 ft.by 5 ft./5 ft.
Special Qualities: Fear, low-light vision
Saves: Fort +5, Ref +5, Will +1
Abilities: gtr 13,Dex 13,Con 13, Int 3, Wis 10, Cha
Skills: Hide +2, Intimidate +4, Jump +4, Listen

+2, Move Silently +I, Spot +7
Feats: Endurance, Run, Running Attack (treat

as Ride-By Attack)
Climate/Terrain: Any plains
Organization: Pack (3-12)
Challenge Rating: 1
Treasure: None _ ; ] :
Alignment: Always chaotic neutral mined l"x:mg alone to seek casier targets. Then again,
Advancement Range: 5-6 HD (Medium-size) they might not.

As preychasers” territory spreads, the ores of Lede

Description have taken to training and breeding them as war

hounds. What better attacker to set upon the Riders of
the Kelder Steppes or the Proud than one that runs
quarry into the ground? The ores have been known to
track their hounds for days in the wake of a particularly
good chase, finally coming upon a half-eaten carcass or
even an exhausted and severely weakened victim.

Preychasers, sometimes known as “red hounds”
or more recently as “orc hounds,” are cunning if not
very creative predators. They seem to derive from the
stock of wild dogs, but they have obviously been
changed by some means. The animals are rust-red in
color with thick, mane-like fur dominating their
front quarter and short hair in the back. They are Combat

powerful runners, with thick rails and jagged, almost ’
reptilian tecth. Red hounds hunt by their sense of sight rather

than smell, having little patience to pursue some-
thing they can’t see and chase. They are impulsive
and energetic, with seemingly no pecking order or
organization. Pack leader seems to be whichever
animal is closest to prey being pursued, which also
tends to be the first hound to howl at a potential
victim and give chase. Hound reproduction is a
mystery to civilized people, as the dogs aren’t known
to take permanent hunting grounds or lairs, and
nothing but adults have ever been seen among them.
Despite the creatures’ chaotic behavior they rarely
ficht amongst themselves, not even over food.

Preychasers are believed to be a recent phenom-
enon. At least, no one has reported sighting them
before a few years ago. They're now known to roam the
Plains of Lede and even turn up on the fringes or in
inhospitable and poor regions of castern towns such as
Mansk and Mullis Town. Locals believe that pack dogs
from the plains have been tainted by the waters of
Blood Basin or the springs that derive from it, or that
strays from urban arcas have been similarly changed
and seek territory abroad or food where they can find it
in ghettoes. Either way, horsemen, herd animals, shep-
herds and fearful townsfolk have all found themselves
on the run from these tenacious predators. Fear (Su): A preychaser can instill panic in those
who hear it, unless a successful Will save is made (DC
13). A pack is able to affect two Hit Dice worth of
creatures for cach dog in the group. Therefore, a pack
of six affects creatures with 12 or fewer Hir Dice.
Those who fail the save but can’t see the hounds are
shaken for 2d6 rounds. Those who fail the save and
who see the dogs are panicked, and they run aimlessly
for 2d6 rounds. If a creature has sufficient endurance,
and it can be frightened repeatedly, it may be pursued
for an extended period (see rules for running, core
rulebook I, page 127).

Preychasers always hunt in packs. They never
kill a foe outright, preferring to toy with it, instead.
This murderous play usually involves chasing and
nipping, running a creature to exhaustion before
finishing it off. Preychasers are adept at biting prey
while both are at a sprint and without ever breaking
stride. The beasts literally swarm a victim as it flees,
using their exceptional speed to pace and harass their
quarry with deliberate near misses and chaotic, terri-
fying howls. Indeed, the animals’ calls are enough to
set potential victims into flight, and then the chase

begins. Those few opponents who do stand their Low-Light Vision (Ex): Red hounds have ex-
ground usually give preychasers pause, and the hounds ceptionally keen eyesight and can spot prey even at
might leave such a potentially formidable or deter- night. Their low-light vision has a range of 120 feet.
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Quicksilver Stalker Combat

The quicksilver stalker favors arracking from

Medium-Size Aberration

Hit Dice: 8d8+24 (60 hp) invisibility for surprise, then becoming invisible once

Tiitintive: +9 (+5 Dex, +4 Improved Initiative) more when the opportunity presents itself. Though

Speed: 40 ft. individual styles of combat seem to vary based on who

AC: 20 (+5 Dex, +5 natural) the creature was in life, each of these beings is aided

Attacks: 2 Claws +12 melee by an impressive array of instinctual fears. Many

Damage: Claw 1d8+3 prefer to move into the midst of a party and let loose

Face/Reach: 5 ft. by 5 ft./5 ft. with a whirlwind arrack, hoping to take down mul-

Special Attacks: None tiple foesand then use itsseveral attacks of opportunity

Special Qualities: mial:fl"ls'itght’ damage reduction 5/+1,in- o confront those that attempt to flee.

i : Invisibility (Sp): At will, the creature can be-

i;‘:::m ';?rrtl g?bt:FZ‘g‘C\fr:“I(:blnt 10. Wis 10 come invisible. There is no limit to the number of
Cha6 ’ ’ ' : times per day this can be accomplished. However,

Skills: Balance +4, Climb +6, Escape Artist +11, cach use requires a full action and funcrions in all
Jump +5, Listen +8, Spot +8, Swim +10, respects as the invisibility spell as cast by an 8th-level
Wilderness Lore +8 sorcerer.

Feats: Ambidexterity, Combat Reflexes, Blindsight (Su): Quicksilver stalkers have no
Dodge, Expertise. Improved Initiative, ves oF ear: but thev peiceive their s T
Mobility, Spring Attack, Track, Weapon eyes or ears, but they perceive their surrounding
Finesse (claws), Weapon Focus (claws), through mystical means. Within an nnt'nnaglc'hcid
Whirlwind Attack or other such negation, a quicksilver stalker-fights

Climate/Terrain: Any land and underground with all appropriate penalties for complete blindness

Organization: Solitary or pack (2-4) and deafness.

Challenge Rating: 6

Treasure: None '

Alignment: Always chaotic evil |

Advancement Range: 7-16 HD (Medium-size) J

Description

Believed to be the result of an alchemical trans-
formation, perhaps at the hands of the dark elves of
Dier Drendal — these creatures exist only to hunt
and kill. The alchemical ingredients needed to create
a quicksilver stalker are mostly unknown aside from
quicksilver and titan’s blood—specifically, the blood
of Hrinruuk the Hunter. Though rare, quicksilver
stalkers can be encountered in any land inhabited by
humanoids and in underground areas, especially near
dark-elven communities.

Quicksilver stalkers vary in appearance, having
the build of humanoids of any race, size or gender —
which feeds speculation regarding the true nature of
the beasts or their creation. They are distinguish-
able by their hairless, metallic skin and utter lack of
features on the smooth orbs that serve as their
heads. These silver monstrosities wear no clothing
and carry no equipment, attacking only with the
long talons that their fingers have become. They
seem to gain their sustenance from the very act of
killing, though Yugman claims this supposed “truth”
was merely an offhand hypothesis he ventured.

Some wizards have tried to reverse the process
that creates a quicksilver stalker (especially notable
was the attempt on one believed to have formerly
been the Veshian vigilant Cres Caldan, onetime
leader of the Ganjus Vigil), but there have been no

known successes.
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Ratman, Daywalker

Hit Dice:
Initiative:
Speed:
AC:
Attacks:

Damage:

Face/Reach:
Special Attacks:
Special Qualities:
Saves:

Abilities:
Skills:
Feats:

Climate/Terrain:
Organization:

Challenge Rating:

Treasure:
Alignment:

Medium-Size Monstrous Humanoid
2d8+6 (15 hp)

+3 (Dex)

30 ft., climb 15 ft., burrow 10 ft.

15 (+3 Dex, +2 natural)

Bite +2 melee, 2 claws -3 melee;
shortspear +2 melee: javelin +5 ranged
Bite Id3, claw Id4, spear 1d8: javelin
Id6

5 ft. by 5 ft./5 ft.

Leap attack

Darkvision 60 ft.

Fort +3. Ref +6. Will +3

Str 10, Dex 16, Con 16, Int 12, Wis 10,
Cha 12

Climb +2, Hide +3, Jump +10. Move Si-
lently+3, Search+2, Spot +3, Wilderness
Lore (desert) +3

Spirited Charge. Track

Any desert

Solitary. pair, band (3-30 ratmen. plus |
4th level fighter leader), war band (10-
120 ratmen, plus | fighter leader of 4th
to 7thlevel per 30 ratmen. plus 1 8th- to
10th-level druid per 100 ratmen)

1

Standard

Usually neutral evil

Advancement Range: By character closs

Description
Of all Slitheren, Daywalkers® existence has
perhaps changed most from their days as noc-
turnal vermin. They once spent their days
sheltering from rhe deserr heat, emerging
only at night to fer-

ret out
drying and
decaying
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carcasses o eat. Now, as ratmen, Daywalkers stride
under the burning wasteland sun in tribute to the
titan Thulkas, whom they venerate. These ratman
tribes gather around the smoldering embers that were
scattered when Corean forged the Father of Fire into
an arrow before Tanil then fired the titan into the
sun. Indeed, the Daywalkers believe that all deserts of
the Scarred Lands were created where such sparks
landed, which may be true, for these Slitheren are
found in most arid lands.

The transformation that created Daywalkers re-
sulted more from magic than from feasting upon titan
remains. They gained supernatural capabilities from
the burning embers around which their rribes emerged.
To this day, each tribe feeds Thulkas' fire by gather-
ing all wood and combustible materials they can find
mn r]1C WasLes, n ll'i.]'!lltu o l‘l‘lt.‘il‘ master. SL‘HSUI‘](‘.(]
desert travelers who see light on the night horizon
know to avoid ix, for fear that the ratmen may try to
use them to fuel Thulkas' rage.

These sun-bleached Slitheren gain their name
for foregoing their nightly existence and honoring
their new lord by traveling under the sun by day, so
that he may see them, know they worship him and
take solace in his imprisonment. Daywalking is not
pleasant to these vermin, however, and they often
wrap themselves in strips of cloth and gauze, even if
for psychological rather than physical com-
fort from the burning heat.

Combat

Daywalkers are skilled predators, making as-
tounding leaps over dunes to artack caravans,
seemingly from out of nowhere. They can also burrow
through the sand and spring upward from the ground.
Although they attack for food, their most cherished
prizes are wagons, chests and barrels — materials
made of wood that can burn for a long time. The
ratmen typically use spears made from fire-hardened
bone — the remains of travelers used to
ease Thulkas’ suffering.

Resistance to Eneray (Ex): Thanks to
Thulkas’ blessing, Daywalkers resist the first 10 points
of fire damage inflicred upon them each round.

Leap Attack (Ex): Daywalkers can leap
extended distances and make the equiva-
lent of a Spirited Charge attack
with their spears (inflicting
triple damage; double dam-
\ age withany other weapons)

W at the end of such a maneu-
ver, without penalty. They
have a +8 racial bonus to
B their Jump skill and have no maximum
Jump distance (see the skill in core

yulebook 1).
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Ratman, Stalker

Medium-Size Monstrous Humanoid

ever laid eyes on a ratman. These vermin occasion-
ally visit establishments of ill repute in the worst
sections of towns. They are almost common in the

Hit Dice: 2d8+6 (15 hp) cities ruled by Virduk, as the king's bounty on Vigil
Initiative: +3 (Dex) medallions and his need for trackers keeps the rats
Speed: 30 ft.. climb 15 ft. profitably employed.
AC: 16 (+3 Dex. +I natural. +2 leather armor) Cloaked in the dark hoods and capes they prefer
Attacks: Bite +2 melee, 2 claws -3 melee, or when dealing with civilization, Stalkers may be on

?::;'thara-.? melee, or hand crossbow +5 the hunt or in sc;lrc‘h of new targets when encoun-
Daiione: Bite I3 et iR e B l'crcti._Musl' humanoids prefer to avoid rh_c nmn-suc_d.

ko aray-furred killers, no matter whar their agenda is.
Eacelloucke 5 ft. by 5 ft./5 ft. Thisisnotdue 50[5‘[)’ to the rats’ reputation as bounty
Special Attacks: Pator hm_‘nl‘uns, but © Sralkers’ response Lo anyone who
Special Qualities: Darkvision 60 Fr..skills -.!cimus one of their number. Soon after the kill, other
S Forts Bar+6 Wiilss Stalkers hunt the individual responsible. They are
Abilities: Str 10, Dex 16, Con 16, Int 12, Wis 10, not interested in revenge rh?y sg:ck to prove

Cha 12 themselves against one capable of defeating one of
Skills: Animal Empathy +8, Bluff +3, Climb +5, their own.

Escape Artist +2, Handle Animal +8,

Hide +4, Jump +2. Move Silently +3, Combat

Search+4. S,POt +3. WI.HEI'HESIS Lore+4 In combat, Stalkers are much like other Slitheren,
Feats: Ttr_ac\l;“and e[tl;er ? mbidexterity or Ex- preferring to strike from ambush. When possible, they
it/ Tarra OA;; ]a:jpon SNy 111'u].1:|rc a sc.rics of traps and drive thc_‘.'ir pl:ey il‘_ll'() them,
Ohatizalior Seihary (ol 16 sl v/ ant e |t:ltm§_: devices and shares do the fighring for the.m.

mals) Sr:llk.crs also use their animal packs to harass mtul \'_'i]'ll\'e
Cisllenge Risting; | prey into traps. They always carry some sort of missile
Tiastine: Standard or throwing weapon, almost certainly coating the pro-
Alignment: Usually neutral evil jectile with a poison. In melee, they use any kind of

Advancement Range: By character class

weapon that'savailable, but prefer wielding weapons in
both hands such as two daggers, or use exoric weapons

Descri p']'] on such as a ner or
: o S : whip.
Unlike most Slitheren, Stalkers are — ¥
loners who travel the Scarred Lands
tracking and slaying prey. Some- i
times they hunt for money, By .
sometimes simply for the thrill of olsone
Weapons  (Ex):

the chase. [n this, they are true to
theirsupposed heritage as the

scions of Hrinruuk. =3

These ratmenclaimto
have been created f

when rats feasted

Through their
# many cmploy-
ers, Stalkers
have access to
_a large variety
2\ of poisons with

i S e W L N

upon the titan's
headless body, as

o which to coat

2/

it occasionally ;’( their weapons
rested during its A and traps.
searchforitsskull. | - TIlcsu are app_llcd
Thisheritage would ’ ¥ specifically to obtain a

particularresult, fromdeath
to spasms to paralysis. A Forti-
tude save (DC13) is generally

required to resist the
results, although
weak orstrong poi-
apply

certainly explainthe |1
Stalkers’ uncanny
tracking abilities and
innate ability to tame and
control wild beasts, as the
Hunter could.

Stalkers are the
Slitheren that city dwellers
are most likely to have en-
countered, if such people have

©osons
modifiers.
Skills: Stalkers have
a +0 racial bonus to Animal
Empathy and Handle Animal.
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Ratman, White Wraith

Medium-Size Monstrous Humanoid

PR " W W S, Y S, T NG, SR e

place at the feet of the bound Gulaben. The Wraiths
believe it is he who grants the priesthood the ability
to summon the two types of creatures traditionally

Hit Dice: 2d8+6 (15 hp) called for battle: skeletons for combart and air spirits
Tnitiative: +2 (Dex) for use as spies and messengers. White Wraith sha-
Speed: 30 ft., climb 15 ft. mansalsoofficiate overritualsin which living prisoners
AC: 16 (+2 Dex, +4 natural) are boiled or burned alive and their naked skeletons
Attacks: Bite +4 melee, 2 claws -1 melee, or are raised to become servants of the warband, while
Scimitar +4 melee, or javelin +4 ranged their ghosts are bound as scouts.
Damage: Bite Id3+2. claw 1d4+1, scimitar 1d6+2,
e javelin 1d6+2 Combat
Face/Reach: 5 ft. by 5 ft./5 ft, In combat, White Wraiths tform a skittering,
Special Attacks: Paralysis howling horde that typically strikes from ambush,
Special Qualities: Darkvision 60 ft. using the rats’ amazing running speed to outmaneu-
Saves: Fort +3, Ref +5, Will +3 ver targets. The ratmen prepare ambushes near battle
Abilities: Str14.Dex15,Con 16, Int 7, Wis 10, Cha 8 sites or graveyards, where they hide themselves and
Skills: Balance +2, Climb +5, Hide +3 (+10 their skeleton slaves among the bones of the fallen.
among the dead). Intimidate +1, Move They try to strike along with their skeletons in a
Silently +3, Jump +3, Spot +2, Wilder- confusing whirl of bones and weapons. This tactic
ness Lore +2 gives them an additional +2 to AC (not included
Feats: Dodge, Run above) as long as skeletons fight alongside them.
Climet'ef'ﬁerrain: Anyland Paralysis (Ex): White Wraith shamans know
Organization: Solitary, pair, band (3-30 ratmen, plus | the secret of a foul paste that these ratmen apply to
4th level fighter leader), war band (10- their weapons before battle. Those hit by a weapon
lggtﬁtx:rl‘)gl?(; :;%fi:‘t:;‘[;ﬁelr{iﬁﬁg coated with t}lis substance must succeed at a Forti-
|0th-level adept/blood witch per 100 tude save (DC 12) orbe p;lrulyzed for 1d4+2 minutes.
ratmen, and 4-24 skeletons) (Omfu a suc;csstui save is pmdc. no further saves are
Challenge Rating: 1 req uired against tht,: paste in the same encounter. ) _Ir
Tressurs: Standard is rumored that this paste was provided to certain
Alignment: Usuunlly lowskovl shamans who forgedalliances with the necromancers
of Glivid Aurel, bur its use

Advancement Range: By character class

Description

Truly the most bizarre of the ratmen, White

Wraiths appear to be animated Slitheren
skeletons. All their fleshy parts are trans-
lucent to the point of invisibility. They
often wear tatrers of cloth as protection

- Vi o r w \ ¥
from the elements, and totemic bits of \\‘__\\J M)
hone and unworked gems as jewelry, \’".t‘\\i..

AN

on the defenses created by their mu- @7

but avoid armor. They prefer to rely -'*3&_,-(\ 2

tated forms.

these twisted creatures came, but White
Wraiths’ legends speak of the day when their
greatest war band will be judged worthy to
return to their Great Shaman and fight in a battle
to free their titan creator Gulaben, Lady of the
Winds, from her imprisonment by the gods.
Their barbaric packs range across the Scarred
Lands, ambushing caravans in the wilderness
and howling our of the hills to ravage settle-
ments, hoping to be found worthy to join the

No book of lore records from whence \
W
(N

y

has since spread

throughout the war
1
\g&\.}w hands.
# “;
"5

LA

Grear Shaman.

The White Wraith priesthood consists of many
shamans who grimly drive their bands o greaver and
arcater heights of pillaging, each priest trying to prove
his band and himself to the legendary Grear Shaman.

The Grear Shaman is a mythical figure de-
scribed as a giant half-rat/half-whirlwind that
watches and judges all White Wraiths from his
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Razorfin Dolphin Combat

Medium-Size Magical Beast

The razorfin dolphin usually begins combat by
charging and delivering a gore atrack with its dorsal

Hit Dice: 4d10+8 (30 hp)
hiEatives +4 (Dex) fin. The creature uses its speed to great effect, darting
Speed: Swim 80 ft. in and artacking with bite, side fin and tail. It prefers
AC: 18 (+4 Dex, +4 natural) to tear open its prey and cloud the waters with blood
Attacks: Bite +6 melee, fin +4 melee, tail +4 that might well limit visibility for the prey. [t uses its
melee: or gore +6 melee sonic cone only i the prey appears too strong to
Damage: Bite 1d6+2, fin 1d4+1, tail 1d6+1; gore defeat with fin, or if it loses half its hit points.
BT sk édf(t),?y 5 /5 ft. E.Eonic Ct‘ll‘ll.: (Su): The razorfin dolphin can emit
Sl Ak S o asoniccone from a mound on its head once every l_d‘]-
Special Ouelities: Blindsight, skills t(';unds. This cone extends outward to a distance of 30
i Fort +6, Ref +8, Will +1 feet, and does 3d6 damage to anything within the
Abilities: Str 15, Dex 18, Con 14, Int 4. Wis 10, Cha area. A successful reflex save (DC 14) halves the
14 ' damage.
Skills: Listen +7, Spot +9 Blindsight (Ex): Razorfin dolphins can “see” by
Feats: Multiattack emitting high-frequency sounds that allow them to
Climate/Terrain: Any aquatic locate objects and creatures underwater within 120
Organization: Solitary, pod (2-10) feet. A silence spell or similar magic negates this
Challenge Rating: 2 ability, forcing the razorfin to use its eyes, which can
Treasure: None see about as well as a human.
Alignment: Always neutral evil

Advancement Range: 5-6HD (Medium-size); 7-12HD (Large)

Description

Dolphins have always
been welcome sights on the
seas of Scarn. Since the |
Tiranswar, though, the dol- /\
phins of the Blood Sea have
become a hazard, dramarically
changed by the blood of
Kadum. Where once they were 7
friendly, helpful creatures,
razorfin dolphins are now
bloodthirsty predarors of the 2
sea. :

While the razorfin re- /J

sembles a normal dolphin, all
of its fins are serrated and very L
hard. The teeth of the razorfin e
are longerand sharper. [tshide
is darker and stronger, but the
most notable difference is the
tail. The razorfin dolphin has
adouble-finned rail in the form
of a cross, with wickedly sharp
edges on each fin. A typical
razorfin is six to seven feet
long, and weighs from 160 to
220pounds. They prey onany-
thing with blood in the warers,

and in pods will even chal-
lenge some of the larger sharks
and whales.
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Sagon

Medium-Size Monstrous Humanoid

Hit Dice: 1d8+1 (5 hp)

Initiative: +3 (Dex)

Speed: 30 ft.

AC: 13 (+3 Dex)

Attacks: 2 Claws +4 melee: bite +0 melee

Damage: Claw 1d6; bite 1d4

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

Special Attacks: Rend 2d6

Special Qualities: None

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

Abilities: ?tr 10,Dex16,Con 12, Int 8, Wis 10, Cha

Skills: Listen +2, Spot +2, Hide +4, Move Si-
lently + [, Jump + 1

Feats: Weapon Finesse (claws)

Climate/Terrain: Temperate and warm land

Organization: Band (3-18)

Challenge Rating: 112

Treasure: None

Alignment: Usually neutral evil

Advancement Range: By class

Description

The sagon are a race of gaunt,
emaciated humanoids that some-
times pass for skeletons at first
glance. Theirmuscles are wiryand
strong, however, and they have
no trouble marching the average
human in strength. Their most
notable feature — and the one
that certainly makes the most im-
pact on their enemies — is their
long, steel-strong claws. Each finger
ends in a two-foot-long claw that ei-
ther drags the ground or forces the sagon to
walk with its arms bent up.

The sagon organize themselves by bands
that are led by the most vicious and cunning
member. They make no distinction regarding
gender except when mating. They possess the
ability to speak any language and usually know
one of the local languages passably well with
perhaps rudiments of others, but they have no
language of their own. In combat, though, they
don't seem to need a language any more than
usable hands; they seem able to communicate well
enough toorganize pack-tactic assaultssimply through
the use of grunts and crude animal and bird calls. Sagon
prefer intelligent prey, and despite their builds, they
are ravenous eaters; they often begin feasting before
the meat has finished bleeding to death.

A nomadic race, the sagon infest areas until
they are run off. While able to wreak havoc on small
communities, they are usually driven off by any

organized armed resistance. Because they must con-
stantly be on the move for their preferred prey, they
can be found almost anywhere in the Scarred Lands.
Their bands vary in culture very little, however,
because they have apparently given up on language,
tools and all other trappings of civilization. Specula-
tions as to why they are so animalistic vary, but most
people agree that they were created by one titan or
another, and after the fall of the titans they gave up
their civilization out of feelings of despair. Yugman
the Sage feels this is a weak-minded idea, and has
convincingly argued that the sagon are the spawn of
a demon he refuses to name even on paper that was
trapped in this world after the Divine War.

Tempered Sagon
Tempered sagon (named after their attitude) are
the very rare older brothers of the sagon race. Physi-
cally identical to their more savage brethren, tempered
sagon are mild-mannered, calm, patient and fair.
They are more intelligent than their kin and speak
their own language and Sylvan. They maintain a
rich, full history of their people, including the times
when both sagon races were one. While the majority
of the race became bitter toward the tool-users that
destroyed their creators, the tempered withdrew to
the Homsaw Forest, where the few remaining bands
of them exist in peace with the races around them.
Yugman the Sage claims these “tempered sagon” are
actually a potion of the demon-spawned sagon that
were purfied by the gods and given the task of
bringing all the sagon to the worship of the

gods.

Combat

Sagon always try to flank their prey,
leaping on it from many sides. They like
to employ ambushes, but are unable to

construct the traps that make other
evil humanoids feared. They gener-
ally save their bire artacks for after
the prey is mostly disposed, prefer-
ring to use their claws exclusively.
Lacking fingers much less oppos-
able thumbs, sagon find it extraordinarily
difficult to use any tools or items.

Rend (Ex): If a sagon hits with both
claw attacks in one turn, it automatically
rips out flesh, dealing an additional
2d6 damage.

N R W WD Sl |\ S, v L TSR W




CREATURE COLLECTION II: DARKI MENAGERIE

ST SR AR o L i A s L O R

Sand Mummy

Medium-Size Undead
Hit Dice: 6d12 (37 hp)
Initiative: +1 (Dex)
Speed: 20 ft., burrow 5 ft. (sand only)
AC: 17 (+1 Dex, +8 natural)
Attacks: Grasp +4 melee
Damage: Grasp d3+1 and dehydration
Face/Reach: 5 ft. by 5 Ft./5 ft.

Special Attacks: Fear, dehydration

Special Qualities: Undead, darkvision 60 ft., resistant to
blows, damage reduction 5/+1

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

Abilities: Str 13, Dex 12, Con —, Int 6, Wis 14,
Cha 15

Skills: Listen +8, Spot +8, Wilderness Lore
+8, Move Silently +6, Hide +6

Feats: Track, Improved Unarmed Strike

Climate/Terrain: Any desert

Organization: Solitary hunters

Challenge Rating: 3

Treasure: None to Standard (only portable items)

Alignment: Usually neutral evil

Advancement Range: 7-12 HD (Medium-size)
Description

Visitors to the desert who anger the Ubantu
tribesmen are left to the mercies of the Onn waste-
land. Those who survive are deemed to have been
spared by the gods and usually earn the respect of the
Ubantu, while others die a terrible death for want of
water. Sometimes a spirit feels so strongly that it was
wronged in its banishment that it rises from the sands
and stalks the living, possessed of an eternal thirst it
can never slake. Or so the Ubantu believe, and their
understanding of the fearsome sand mummies may be
correct for the Desert of Onn. But little do the
tribesmen understand that the same mummies also
appear in Ghelspad's Ukrudan Desert, far from Ubantu
territory and experience. What this means for the
Scarred Lands’ true understanding of these lingering
spirits is unknown, yet the undead continue ro stalk
the sun-soaked deserts in search of prey.

Deprived of life by relentless sun and unforgiving
sand, these naturally mummified corpses crawl from
the dunes, granted an eerie unity with the elements.
Wasteland dwellers have yet to determine if sand
mummies are granted unlife by one of the evil gods or
by a vengeful titan. All that's known for sure is the
creatures stalk those who must travel trackless deserts
between cities and oases, and either leave their vic-
tims dried husks or worse vet chase them to death in
the blazing heat. The mummies’ thirst would appear

TN O AR o I i S N W L S

to derive as much from a desire for revenge or murder-
ous rage as for precious warer.

Sand mummies are usually encountered wearing
the same clothes and carrying the same equipment
they wore in life. They usually discard weapons that
don’talso serve some purpose as a tool and cast armor
aside as too encumbering. Old sand mummics may
adopt garb stolen from slain Ubantu and other no-
mads as their own wears away and they realize the
utility of the desert natives. Some even manage to
briefly join caravans wrapped carefully in native garb,
and wreak terrible havoc.

Combat

Sand mummies stalk the caravan trails of the
desert. They are cunningly adept ar rracking down
small groups or stragelers and slaying them one ar a
time. They depend upon stealth as long as possible,
but are also devilishly clever ar using the fear they
inspire to separate victims from groups. They inten-
tionally circle a foe and approach from a direction
intended to drive him as far away from safety as
possible. Victims are snatched, drained of all of their
life-giving fluids and discarded. If given rhe chance,
a sand mummy forces a target to flee into the desert
and trails after him mercilessly, never letting the
victim rest until he or she perishes in the baking sun.

Fear (Su): A terrible hatred and hunger for
revenge radiates from a sand mummy in a palpable
aura that's difficult to withstand. Anyone viewing a
sand mummy closely enough ro identify ir as undead,
rather than some turbaned figure, must succeed ar a
Will save (DC 15) or flee at maximum movement
rate for six rounds. Panicked creaturesflee in arandom
direction away from the mummy, suffer a -2 morale
penalty to all saving throws, are 50% likely to drop
anything they hold and also remain panicked, fleeing
from all threats for the duration.

Dehydration (Ex): A sand mummy’s touch can
drain the moisture out of a living victim upon making
a successful grapple check. If it pins the foe, it desic-
cates him, inflicting 1d6 points of temporary
Constitution damage each round the pin is main-
tained (doubled on a critical hit). A victim reduced
to zero Constitution dies. For each successful dehy-
drationattack, asand mummy recovers five hit points
(10 onacritical hit), assuming it has lostany. Victims
suffering lost Constitution can heal it at a rate of one
point per day only if they have access to prodigious
quantities of water, an unlikely prospect in the unfor-
giving desert. Magical restoration proceeds as normal.

Undead: Immune to mind-effects, poison, sleep,
paralysis, stunning and disease. Not subject to critical
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hits, subdual damage, ability damage, energy drain or Unholy Ones
death from massive damage. (G :
- reater Sand Mummies)

Resistant to Blows (Ex): The leathery, unliving
The Ubantu say truly old or ancient corpses still

flesh of a sand mummy causes it to suffer only half
walk rhe desert, and that these spirits have developed

damage from physical attacks. Apply this effect be-
fore damage reduction. further unholy powers, granted to them as they con-

Holy Water Vulnerability (Ex): Sand mum- tinue to seck revenge upon the living and serve
whatever dark force has given them unlife. These
creatures are thought to be able to perform the
following treacherous acts.

mies are unnaturally bound rto water and take double
damage from all holy water atracks. [cis worth noting,
however, that they are no more vulnerable to fire
than any normal creature due to their connection to Corrupt Water (Sp): This evil power lets an

the fiery desert. unholy sand mummy taint water in up to six contain-
ers, containing no more than a total of six gallons,
with adisease. Anyone drinking the water must resist
blinding sickness, core rulebook I1, p. 78. The mummy
must be able to see the water container and be within
40 feet of it. This effect occurs as a spell-casting
action. Sand mummies cannot affect holy water with
this power.

Fruit of the Wastes (Sp): As a free action, an
unholy sand mummy automatically counters all cre-
ate water, purify food and drink, bless water and create
food and water spells cast within 120 feet of it,
whether it knows of the casting or not.

Fect of the Camel (Su): An unholy sand
mummy may move with the speed of a camel.

{  Increase its base speed to 50 feer. It may also
W choose to leave tracks as though it was a
. human or a camel, a power it employs to
\ trick victims. This talent can be used at
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Sand Wyve m again provides a reason: greed. Each of the long,

brilliant gem-scales on a male sand wyvern’s tail is
Large Magical Beast worth anywhere from 50 to 200 gold coins depend-

Hi,t ,Di{,:e: 4d10+8 (30 hip) ing on how far one travels from the desert fringe
!Sr:te‘::re: ;,; g?e:l) 70 . (poor) towns to sell it, Tribes of hardened wasteland no-
AC: i 15 (_i siz ol D es. 3 S ratirel) mads who live along the Splintered River in the
Abttacks: Bite +5 melee, 2 claws +3 melee, sting Ukrudan desert make their living hunting sand

+3 melee (Females only); or 2 claws +5 wyverns, which they call Angels of Sand.

melee Divine War legends describe asaathi training
Damage: Bite 2d6+2, claw 1d8+1, sting 1d4+1 sand wyverns as war mounts. Asaathi children rode
Face/Tlosch: 3 ft.by 10ft./10ft the beasts into battle until they grew too large for the

Special Attacks: Breath weapon, poison
Special Qualities: Sandstorm

beasts to bear. Rumor holds that the Dunahnac army
is trying to replicate this training process.

Saves: Fort +6, Ref +5, Will +1
Abilities: ﬁtr 14, Dex 12, Con 14, Int 4, Wis 11, Cha Combat
Skills: Listen +3, Spot +8 When attacking on the wing, the sand wyvern
Feats: Flyby Attack, Multiattack may use only its claws or breath weapon. On the
Climate/Terrain: Temperate and warm desert ground, sand wyverns attack with a fury of slashes from
Organization:. Solitary. mated pair, flock (3-12) its hind claws and its bite; females will sting as well.
ghr:t:?:: it i/lales: 504 ik Al o per D The only commonly speculated way to avoid an
Alignment: Always neutral attack by sand wyverns is to “play dead.” Though
Advancement Range: 5-7 HD (Large): 8-10 HD (Huge) they are carnivores at heart, these creatures will pass
right over anything that appears to already have
Descr ]pf] on been killed, preferring to tear into living flesh. This

tactic may seem far preferable to confronting an

Sand wyverns are large winged reptiles that
angry flock of wyverns, but lying down in the desert

scream across the surface of the Scarred Land's deserts,
flying at altitudes of only a few dozen feet. Flocks of
these magical beasts fly in formations over the desert
surface, throwing up huge sandstorms to drive poten- Breath Weapon (Ex): When confronted with
tial prey out of hiding. obviously powerful or numerous foes, the creature
unleashes a massive blast of sand expelled from the
sacs on each side of its neck. The sand blast’s area of
effect is 10 feet wide by 10 feet per HD of the wyvern.
This breath weapon is powerful enough to knock

and then having a sandstorm pass over often results
in being buried alive.

Sand wyverns' mottled brown and dark yellow
flesh is exceedingly tough, as are their leathery
wings, which stretch across their upper arms. Their
long, narrow mouths are filled with dirty, jagged
teeth and their large black eyes are covered with a
cransparent lid. Their rear feet end in wickedly
curved claws that they use to scoop prey off the land
to take back to their acries to consume. Their long
tails end in a stinger for female dust wyverns and in
brilliant gem-scales for males. When sand wyverns
travel in large flocks, they have been known to kick
up such a grear quantity of sand that travelers often
mistake their approach for a sandstorm.

even the largest armor-clad man on his back and
cause 4d6 points of damage in addition to blinding
and knocking prone all subject to it. A successful
Reflex save halves the damage, and two Fortitude
saves can be made to resist the blindness and to keep
one’s footing. All saves are made at DC 14. The
blindness (see core rulebook 11, p. 83) lasts for [d6+2
rounds or until the victim’s eyes can be washed out.
Losing one’s footing means the victim is knocked
prone and dazed for 1 round (see core rulebook I1, pp.
84-3). The sand blast can be used but once per hour
and then only if the wyvern has had a chance to refill
its sand sacs.

There is rumored to be a great nest in the side of
a cliff face somewhere in the Ukrudan desert where
hundreds, perhaps thousands, of sand wyverns roost
during the night. [f such were the case, then only the
most foolhardy (or desperately greedy) adventurer
would ever venture to the place. As for why anyone
in his or her right mind would undertake such a
journey, humankind's oldest internal motivator once

Sandstorm (Su): Sand wyverns may generate
an effect similar to gust of wind when they fly. The
wind effectively originates 200 feet behind the wyvern
and blows in the direction of the wyvern’s flight,
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trailing off 100 feer ahead of the wyvern. When
flying low over sandy or dusty ground, the wind effect
creates a sandstorm cloud that travels with the sand
wyvern. Anyone caught in such a storm must suc-
ceed at a Forritude save or be blinded while in the
arca of effect and for 1d6+2 rounds after leaving the
area. A full round spent washing the sand from the
victim's eyes restores vision if she is outside the area
of effeet.

A S W S, el S, P 2 IR S

A Spot check at DC 22 is required to notice the
difference berween a normal sandstorm, if the on-
looker has ever seen one (DC 27 if he hasn't), and
the wake left by a hunting flock of sand wyverns.
Once the storm is close enough to obviously derer-
mine that it is being caused by such creatures, they
are already in range to attack.

Poison (Ex): Female sand wyverns’ stingers are
envenomed. Initial and secondary damage is 1d6
Dexterity. Fortitude save DC is 14.
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ScarTwin

Medium-Size Monstrous Humanoid

Hit Dice: 6d8+30 (57 hp)

Initiative: +4 (Dex)

Speed: 30 ft.

AC: 16 (+4 Dex, +2 natural)

Attacks: Short sword +8/+3 melee; or 2 claws
+8 melee

Damage: Short sword 1d6+2; or claw 1d6+3

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

Special Attacks: Wound mimicry

Special Qualities: Fast healing 5, damage reduction 1/-,
hardened skin

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

Abilities: Str 15, Dex 18, Con 20, Int 16, Wis 13,
Cha?

Skills: Balance +7.Climb+%.Escapeartist +7,
Hide +7, Listen +5, Move Silently +5,
Search +7, Spot +8

Feats: Ambidexterity, Cleave, Dodge. Mobil-
ity, Power Attack

Climate/Terrain: Any coastal land

Organization: Solitary

Challenge Rating: 3

Treasure: Standard

Alignment: Usually neutral evil

Advancement Range: 7-12 HD (Medium-size)

Description

Scar twins appear as normal humans, and go out
of their way to imitate humans when they can. Only
when ascar twin removes its clothing is its monstrous
nature revealed: White scar tracings of old wounds
and sores cover its body, cach healed but still visible
against its pale skin. The torso of many scar twins is
a raw mass of healed scar tissue.

Scar twins are humans who have lived their lives
near the Blood Sea. For years, these unfortunates
have been eating the fish of the sea, tainting them-
selves with Kadum’s lifeblood. They have bathed
repeatedly in the bloody waters churned from the
depths by the titan’s thrashings. Some claim Kadum
finally calls to the loneliest of these men and women
and makes them scar twins to fulfill his vengeance.

Most of the time, a scar twin is a hidden danger.
Often they eke out what passes as a normal life, never
botheringanyone until something angers them. Many
never leave their ancestral homes after their turning,
though they often find themselves ostracized by fam-
ily and friends who do not realize the depth of the
change that has occurred. This isolation often makes
ascar twin mentally unstable and creates a murderous
rage within the creature to punish those it once
embraced as neighbors.

At night, the agile scar twin finds its way into
neighboring homes, intent on stealing a precious
object from cach of the occupants. This might be a
brooch from the woman of the house, a favored pipe
from the man or even a stuffed teddy bear from a
child’s room. The scar twin then returns to the
comfort of its home, where it adopts the new item as
its own. Scar twins often have rooms of seemingly
useless junk, most of it stolen.
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The scar twin is sated for
a day or so after its mid-
night thieving, but the rage

recurns  twofold  soon
enough. This time, the scar twin takes
outitshatredon itself. Angryarnot firtingin,
at being something less than human, even at.
the thought of skulking around ar nighr sreal-
ing from friends, the scar rwin rears at its
skin, ripping and gouging bloody hunks
from its body.

But because of the nature of Kadum’s
blood, this damage does no great harm to the scar
twin. Instead, the wounds are transferred rto the
person whose stolen items are currently favored by
the scar twin. The scar twin eventually heals; its
victim is not so fortunate. Many a horrified wife has
awakened to find her husband dead from slashing
tears without a known cause... and few suspects for
the murder save herself.

Combat

A scar twin forced into melee attacks with a
short sword or other weapon. It much prefers hiding
and using its wound mimicry ability to destroy those
around it.

Wound Mimicry (Ex): A scar twin rears at its
own skin after possessing an item stolen from some-
one. The person who lost the item bears the brunt of
the damage the scar twin does to its own body.
Wounds open across the victim’s body for as long as
the scar twin possesses the victim’s belonging. Both
the victim and rthe scar twin sustain claw damage as
indicated above. Scar twins will not kill themselves
this way, but they often come close. Only when the
victim dies or the stolen item is recovered is the link
broken. The link also can be broken if the victim
moves more than 10 miles from the scar twin.

Hardened Skin (Ex): A scar twin has thicker
skin and a body desensitized to pain and injury from
years of self-flagellation and mutilation. This pro-
videsa +2 natural armor class bonus, damage reduction
1/- as indicated above and also gives the scar twin
increased resistance to critical hits. Whenever an
opponent threatens a critical on a scar rwin, the scar
twin is treated as having a +5 bonus to its AC for
purposes of the second roll to determine if the threat-
ened critical was indeed a eritical hit.
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Seeker'sBane

Medium-Size Undead (Incorporeal)

Hit Dice: 3d12 (17 hp)

Initiative: +0

Speed: 30 ft.

AC: 11 (+1 deflection)

Attacks: Chill touch +1 melee touch

Damage: Chill touch 1d6 and possible Strength
damage

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

Special Attacks: Spell-like abilities

Special Qualities: Undead. incorporeal

Saves: Fort +1, Ref +1, Will +4

Abilities: }Sér-. Dex 10,Con -, Int 14, Wis 10, Cha

Skills: Bluff +4, Intimidate +2, Listen +4,
Search +2, Spot +3

Feats: None

Climate/Terrain: Any underground

Organization: Solitary

Challenge Rating: 2

Treasure: None

Alignment: Always neutral evil

Advancement Range: 4-6 HD (Medium-size)

Description

For every adventurous soul who finds his way

into a ruined tower and returns laden with riches,
there are an unknown number who suffer a terrible
fate, slain by lurking monsters or caught in lethal
traps. A seeker’s bane is the spirit of one of these

lost adventurers, twisted and embittered by its A

lonely death. These malicious spirits haunt
the broken halls and darkened caverns
where they died and seek to trick other
adventurers into suffering a similar face.

After long years of lingering near its
once-living body, a secker's banc be-
comes intimately familiar with the
details — and hidden perils — of its
environment. It knows what monsters
make their lairs nearby, where traps are
hidden and how they are sprung, or where
to step when crossing a narrow ledge to
avoid falling into the chasm below. Later,
when other eager and adventurous souls
find their way into the spirit’s demesne,
the secker’s bane uses its illusory pow-
ers to lure the adventurers to their
deaths.

Combat
The secker's bane avoids di-
rect combat, instead singling out
an individual and altering its shape
to win that person’s compassion or
trust. The spirit might appear as a
wounded fellow adventurer pleading
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for help, or an attractive stranger requesting help in
return for treasure or items. Then the secker’s bane
leads the adventurer away from the rest of the party,
using its illusory powers to guide the victim over a
precipice, ontoa boobytrap orintoamonster's lair. The
spirit often casts convincing illusions over waiting
monsters, causing them to appear to be injured adven-
turers orcorpses. Many of the more intelligent monsters,
suchasores orbugbears, come to learn the spirit’s habits
and often play along with its subterfuge as much as they
are able. Once the trap is sprung, the spirit retreats toa
safe distance, feeding on the negative energy generated
by the victim’s suffering.

Undead: Immune to poison, sleep, paralysis,
stunning, death or necromantic magic (that doesn’t
specifically affect undead per the spell’s description)
and disease. Not subject to critical hits, subdual
damage, ability damage, energy drain or death from
massive damage trauma. Immune to any effect which
calls for a Fortitude save to resist unless the effect
specifically affects objects. Not affected by attacks or
spells of mind-affecting nature (for example enamor-
ing or charming spells).

Incorporeal: Can be harmed only by other in-
corporeal creatures, +1 or better magic weapons or
magic, with a 50% chance to ignore any damage from
acorporeal source (except magical force effects). Can
pass through solid objects at will, and own atrtacks
pass through armor. Always moves silently.

Spell-Like Abilities: The sceker’s bane may

cast chill touch or alter form at
3 will, as per the spells
./ n of the same
name. Once per
©day it may cast per-
sistent image. These
abilities are as the
spells cast by a third-
level sorcerer (save

DC 10 + spell level).
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Shackledeath

Large Outsider (Evil, Lawful)

Hit Dice: 6d8+12 (39 hp)

Initiative: +3 (Dex)

Speed: 30 ft.

AC: 17 (-1 size, +3 Dex, +5 natural)

Attacks: 2 Claws +10/+5 melee, 4 shackles +5
melee

Damage: Claw 1d6+5, shackle see below

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

Special Attacks: Shackle, punishment

Special Qualities: Immunities, damage reduction 10/+1,
spell resistance 5, resistance, see in
darkness

Saves: Fort +7, Ref +8. Wil +10

Abilities: Str 20, Dex 16, Con 15, Int 16, Wis 16,
Chal6

Skills: Concentration +10, Escape Artist +8,
Knowledge (arcana) +7., Knowledge
(law) +12, Listen +11, Move Silently +8,
Search +11, Sense Motive +12, Spot +11,
Wilderness Lore +6

Feats: Iron Will, Track

Climate/Terrain: Any land and underground

Organization: Solitary or punishment squad (2-5)

Challenge Rating: 8

Treasure: Standard

Alignment: Always lawful evil

Advancement Range: 7-12 HD (Large): 13-18 HD (Huge)
Description

Easily mistaken for undead, shackledeaths are
actually extraplanar creatures in service to Chardun.
They resemble tall humanoid skelerons with green
glowing eyes. Their collarbones are abnormally long
and thick, extending roughly two feet from each
shoulder. From each of these collarbones hang two
chains, each about six feet in length. These chains
end in manacles or shackles of black iron.
Shackledeaths sometimes wear the tattered remains

of what may once have been robes worn by clerics of

Chardun. They walk with ashambling gait that belies
their speed and agility.

Shackledeaths enforce the will of Chardun in
the mortal world and act as enforcers and execution-
ers of people that offend the god or fail in their duties
to him. They are often sent to punish rather than kill;
Chardun is a deity of oppression rather than wanton
slaughter. Offenders are left with their lives and the
knowledge of what awaits them should they fail
again. [t's possible that truly devour or zealous follow-
ers of Chardun have been granted the service and aid
of shackledeaths, and keep them as guardians. The
Slaver is particularly watchful of these blessed min-
ions, however. They might be prominent among his

followers, but they also have farther to plummer if
they fall from grace. Chardun tolerates no sympathy
or compassion among his clite and expects his
shackledeaths in the service of such turncoarts ro
deliver punishment.

Legend has it that many different kinds of crea-
tures similar to shackledearhs exist beyond the realm
of the Scarred Lands. If these stories are true, even
more terrible creatures may afflict the world’s people.
Only time will reveal the truth of the matter.

Though they hardly ever speak, shackledeachs are
fluent in Common, Celestial, Infernal and Abyssal.

Combat

Shackledeath duties usually involve erippling or
intimidating rather than inflicting lethal injuries.
They have no qualms abour killing if they feel the
need, however, such as when a follower of Chardun
defies the punishment he deserves. Shackledeaths
are fanatically dedicated to their work and do nort
retreat unless they face urter defeat. In such cases, -
they are intelligent enough to fall back in order ro
regroup, but they always seck alternative ways ro
fulfill their missions, watching and stalking their
victim for all his nacural days if need be.

Shackle (Ex): A creature hit by ashackledeath’s
chain atrack is considered caught in lieu of suffering
damage. The manacle at the end of the chain clasps
around the victim’s arm or leg. A trapped victim’s
movement is impaired, reducing it by one-quarter for
each chain attached to him, resulting in a -1 penalty
toallattack rolls and skill checks for each shackle (for
each shackle attack that has struck him). A person
caught in the monster’s shackles may free himself by
succeedingata Strength check (DC 18) per manacle.
Trying to break free is a partial action.

Punishment (Sp): Trapping an opponent in a
manacle allows a shackledeath to use its magical
powers on him. As a standard action, a shackledeath
may use one of the following spell-like abilities on a
shackled creature, depending on how many shackles
in which it is caught. Persons caught in a single
manacle are subject to chill tuch, ghoul twuch or
blindnessfdeafness. Two shackles: vampiric touch or
contagion. Three shackles: bestow curse or hold mon-
ster. Four shackles: finger of death. These spells are
treated as if cast by an 8th-level sorcerer. Availability
of effects is cumulative; a shackledeath with three
manacles on a victim can apply any spells for having
one, two or three chains on that target.

Immunities (Ex): Shackledeaths are immune to
cold and poison. Furthermore, a shackledeach’s skel-
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etal form takes only half damage from piercing or See in Darkness (Su): Shackledeaths have the
slashing weapons. supernatural ability tosee perfectly in darkness of any
Resistance (Ex): Shackledcaths have acid resis- kind, even in deeper darkness spells.

tance 20.
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Shadow lord

Hit Dice:
Initiative:
Speed:
AC:
Attacks:
Damage:

Face/Reach:
Special Attacks:

Special Qualities:

Saves:
Abilities:

Skills:
Feats:

Climate/Terrain:
Organization:

Challenge Rating:

Treasure:
Alignment:

Medium-Size Undead (Incorporeal)
5d12 (32 hp)

+6 (+2 Dex, +4 Improved Initiative)
30 ft., fly 40 ft. (good)

15 (+2 Dex, +3 deflection)

Incorporeal touch +4 melee
Incorporeal touch 1d6+2 temporary
Strength

5 ft. by S ft./5 ft.

Strength damage, create spawn
Undead, incorporeal, awaken shadow,
shadow puppet, summon shadows, +4
turn resistance

Fort +1, Ref +3, Will +5

Str —. Dex 15, Con —, Int 12, Wis 13,
Chalb

Disguise +11. Hide +10. Intuit Direction
+8. Knowledge (religion) +8, Listen +8,
Spot +8

Dodge. Improved Initiative

Any land and underground

Solitary

5

None

Always chaotic evil

Advancement Range: 6-12 HD (Medium-size)

Description

The origins of shadow lords are uncertain. A

variety of cxp]:m:u'iuns are suggested |‘,y SAges, Necro-

mancers and others interested in such things — or
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who even know thar these beings exist. Some claim
they are the spirits of members of the infamous Culr
of Ancients. These assassins made a pacr with
Belsameth in life to continue to serve her in death.
Orthers suggest, though discreetly, that a rerrible
accident ar Hollowfaust (or an intentional event at
Glivid Autel) allowed the release of particularly
malicious ghosts. Finally, it’s believed that once in
the Scarred Lands’ two full moons, someone is born
whose hatred isso grear that he makes it his life’s work
to snuff out the lives of others — and continues rodo
s0 from beyond the grave.

Shadow lords wield great power over darkness
and have the ability to summon or creare undead
shadows to serve them. [t would seem that shadow
lords are jealous of the living, their physical forms and
their possessions. Lords often covet the same things
they did in life — sex, wealth or power — and hunt
and kill those who exemplify those qualiries. It's as if
the lords find some satisfaction in assuming the
shadow forms of such people, and even more in
killing victims after “walking a league in theirshoes,”
50 to speak.

Shadow lords can understand the languages they
knew when alive, typically Common, and can speak
in a soft whisper.

Combat

Shadow lords are twisted, evil beings composed
of darkness. They can assume the shape of any me-
dium-sized creature’s mundane shadow, bur their evil

)
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nature tends to reveal itself by the subtle twisting and
warping of the image’s form. Though difficule to
perceive in the dark, lords are apparent under bright
light. Unlike their lesser brethren, they are cunning
in their attacks.

Shadow lords rarely attack spontancously or
immediately. They usually stalk a target. When an
opportunity presents itself, they awaken the target’s
normal shadow, command it to leave and then take
its place. A lord usually waits until a rarget is in a dark
arca or is otherwise occupied before impersonating
his shadow. A mimicking lord learns everything it
can about a target — where he lives, who his associ-
ates are, what his profession is — before acting.
When alord believes its subject is most vulnerable —
far from help, at night and perhaps already injured —
the lord creates and summons undead shadows to
attack, or it possesses the rarget and leads him to his
doom.

Strength Damage (Su): With asuccessful touch
attack, a shadow lord causes 1d6+2 points of tempo-
rary Strength damage toa creature. A creature reduced
to zero Strength dies.

Create Spawn (Su): A humanoid reduced to
zero strength by a shadow lord rises as a shadow (see
core tulebook 111, p. 161) in the next round and is
under the shadow lord’s control.

Undead: Immune to mind-influencing effects,
poison, sleep, paralysis, stunning and disease. Not
subject to critical hits, subdual damage, ability dam-
age, energy drain or death from massive damage.

Incorporeal: Can be harmed only by other in-
corporeal creatures or +1 or better magic weapons or
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magic and hasa 50% chance to ignore any damage for
a corporeal source. Can pass through solid objects at
will and its own attacks pass through armor. Always
moves silently.

Awaken Shadow (Su): A shadow lord can
awaken another creature’s mundane shadow, turning
it into an undead shadow under the lord’s control.
This power has a range of 30 feet and can be used once
per hour as a free action. The living target must
succeed at a Fortitude save (DC 13) toresist, whether
he knows that his shadow is endangered or not. A
creature bereft of a shadow suffers a -2 luck penalty to
saving throws, ability checks and skill checks until
his negative image is reclaimed. A lesser restoration
spell is sufficient to restore a person's shadow. If a
subject’s undead shadow still exists when lesser resto-
ration is cast, that undead shadow is destroyed.

Shadow Puppet (Su): A shadow lord can at-
tempt to physically control the movements of any
creature whose shadow it has replaced and mimicked
for a least an hour. The living subject is forced to
follow to the shadow lord’s movements, which can be
self-destructive, unless she succeeds at a Will save
(DC 13). This power can be used only once per hour,
persists for 1d4 rounds and is a regular action.

Summon Shadows (Su): A shadow lord can
summon 2d6 undead shadows (if there are that many
within the power’s 500-foot range). The summoned
shadows are under the lord’s control for 10 minutes.
After this time, the shadows are released and prob-
ably return to their original locations. This power can
be used once an hour as a free action.
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Shadowcat

Medium-Size Magical Beast

Hit Dice: 4d10+4 (26 hp)

Initiative: +6 (+2 Dex, +4 Improved Initiative)

Speed: 40 ft.

AC: 14 (+2 Dex, +2 natural)

Attacks: Bite +4 melee, 2 claws -1 melee

Damage: Bite 1d6, claw 1d4

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

Special Attacks: Suffocating jaws, improved grab

Special Qualities: Natural invisibility, scent

Saves: Fort +5, Ref +6, Will +1

Abilities: Str11, Dex 15. Con 13, Int 6, Wis 10, Cha
8

Skills: Balance +6*, Climb +10*, Listen +8%,
Move Silently +8*, Spot +4, Swim +2,
Wilderness Lore +5*

Feats: Improved Initiative

Climate/Terrain: Warm forest

Organization: Solitary, daytime pack (2-6)

Challenge Rating: 3

Treasure: None

Alignment: Always neutral evil

Advancement Range: 5-8 HD (Large)

Description

The cunning and deadly shadoweat ranks among
the most dangerous nocturnal predators that stalk the
Fouled Forest and other wooded areas of the Scarred
Lands. By day, these gray felines lounge in the highest
branches of the rain forest’s mammoth trees, digest-
ing the previous night’s meal. Once the sun has set,
however, the shadowcats slip to the forest floor, ready
to hunt — and disappear from sight.

Learned men from the Phylacteriv Vault in

Darakeene have long puzzled over the shadowcat’s
* peculiar form of natural invisibility; it is widely held
that something in the animal’s fur or hide allows
weak light to slide off, like water off a seal's skin.
Sunlight is too strong for the shadowcat to defeat, so
the feline is fully visible during the day. By night,
however — particularly under the rain forest’s
heavy canopy — the shadowcat reigns su-
preme, preying on apes —
and humans — with
equal proficiency.

Because of
the shadowcat’s
intelligence and
unique capabili-
ties, the rich and
powerful of
Darakeene pay handsome
prices to adventurous souls willing
to brave the Fouled Forest and return
with shadowcat cubs. The cubs can
be raised and trained by skilled han- %
dlers to become superb guardians
and hunting cats, much to the dis-

may of Darakeene’s furtive thieves’ guilds. A young
cub in good health can ferch as much as 1,000 gp in
the Darakeene markers, though would-be shadowcat
dealers should beware — morthers who lose their cubs
have been known to track thieves across hundreds of
miles and into cities to seek revenge.

Combat
Shadowcats rely on their invisibility to creep up
on their prey unawares and strike from behind, knock-
ing their prey to the ground and locking their jaws
around the victim's throat. Like most predatory te-
lines, the shadowcat suffocates its prey by strangling
it with its birte.

Shadowcats hunt alone, but by day they congre-
gate in packs, lounging on the wide branches of
enormous trees and seeking protection in numbers.
Shadowcat cubs are carried into the trees by their
mother and kept safe in hollow parts of the tree bole.
If threatened, the cats operate as a group, using their
superior dexterity and climbing ability to launch hit-
and-run attacks on opponents. Female shadowcars
rally rodefend their cubs and abandon the youngonly
when they themselves are close to the point of death.
This is by no means the end of the battle, however;
the mothers retrear to lick their wounds and later use
their superior sense of smell ro track their attackers
and exact revenge days or even weeks later.

Suffocating Jaws (Ex): The shadowcat kills by
strangling opponents with its bite. If the shadowcat
succeeds with its improved grab grapple attack, the
victim loses 2 temporary Constitution points per
round thereafter as long as the grapple continues.
Lost Constitution returns ar a rate of one point per
five minutes once the victim is free of the choke.

Natural Invisibility (Su): The Shadowcat hasa
powerful form of natural invisibility that makes it a

deadly and efficient predator. In the ab-
sence of strong natural light, the
shadowcat can completely dis-
appear and remains invisible
even while attacking. This
ability cannot be ne-
gated by purge invisibility
( orsimilareffects. How-

ever, a very strong
source of light, suchasa

E : |
o

bonfire or a bright, full
moon causes the
animal to cast a
I——_ faint shadow.
—~__  Thisshadowcan
be detected by a
successful Spot check (DC
14).
Skills: Shadowcats gain a +4
racial bonus to Balance, Climb, Lis-
ten, Move Silently and Wilderness Lore

@36]@ checks.

R T AR o i S e P T T



CREATURE COLLECTION Il: DARK MENAGERIE

Shadowraven
(Eyes of Golthain)

Diminutive Outsider

Hit Dice: 1/2 d8+1 (3 hp)

Initiative: +5 (Dex)

Speed: Fly 60 ft. (good)

AC: 23 (+4 size. +5 Dex. +4 natural)

Attacks: Peck +10 melee. 2 claws +5 melee

Damage: Peck | point: claw | point

Face/Reach: I ft. by 1 ft./1Ft.

Special Attacks: Shadow venom

Special Qualities: Darkvision 120 ft.. ethereal jaunt

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

Abilities: IS;rI,Dex 21, Con 12, 1nt 10, Wis 13, Cha

Skills: Gather Information +5, Hide +10, Listen
+10, Move Silently +8. Read Lips +3,
Spot +12

Feats: Flyby Attack, Weapon Finesse (claw),
Weapon Finesse (peck)

Climate/Terrain: Any land

Organization: Flock (10-40)

Challenge Rating: 1/4

Treasure: None

Alignment: Always neutral

Advancement Range: 1-2 HD (Tiny)

Description

Shadowravens are tiny birds swathed in darkness.

Blood-red eyes glimmer within the folds of midnight
that make up their forms. Wisps of shadow drift from
their wings. Their exact form is vague and indistinct
because they straddle the barrier between this world
and the ethereal realm. Perhaps only an observer from
thar plane could describe the creatures accurately.
Whether shadowravens were originally natives of
the Ethereal Plane or from some darker domain is
unknown. Long before his imprisonment by the gods,
the titan Golthain the Faceless transtormed mundane
birds into the disturbing creatures thar darken the skies
of the Scarred Lands today. These “animals” were once
Golthain’ssenses, hiseyesand ears in the outside world.
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Whereverhisinfluence wasplied, aflock of shadowraven
could be found close by.

Nowadays, shadowravens can be found every-
where across the Scarred Lands. Indeed, they may have
increased their number by mating with dread ravens.
The shadow birds’ mournful eries can be heard echoing
at night as they seck out their lost master. Large
gatherings of shadowravens can be seen swooping
overhead or listening within trees at important gather-
ings or events among land-bound races. “Lest not the
cars of Golthain hear you™ is a popular saying in some
regions, as a reminder of discretion when secrets are
told or private matters are discussed.

Were it possible for the Faceless One to still
receive information learned by his creations, he might
be the most informed of all the defeared titans. That
could make him either a force for good or ill in the
world, depending on whether he still feels any empathy
for living beings or is abused by his titan brethren and
robbed of what he knows — assuming any other ritan’s
influence can even reach Golthain these days.

Shadowravens understand any number of worldly
languages but cannot speak.

Combat

Shadowravens do not normally attack targets;
they gather and observe rather than perform strikes. If
they are assaulted, they typically fly away or seem to
leave the physical realm altogether. If left no options,
they swarm oppressors, using their claws and beaks to
slash and rear. It's theorized that the birds can commu-
nicate telepathically since they seem torespond toeach
other’s actions and movements flawlessly, or maybe
theircollective intellect is acrually thar of their creator.

Shadowravens do not like brilliant lights, Sudden
flashes can scare them away.

Shadow Venom (Su): A shadowraven’sclaws and
beak are coated with an unnatural poison. Damage
inflicted by a shadowraven cannot be healed magically.

Ethereal Jaunt (Su): A shadowraven can shift
from the Ethereal to the Material Plane and back again
as a move-equivalent action (or as part of a move-
equivalentaction). Thiscapability isotherwise identical
tothe spell ethereal jaunt as cast by a 1 5th-level sorcerer.
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Shard Spider Combat

Large Magical Beast (Earth)
Hit Dice: 6d10+12 (45 hp)
Initiative: +4 (-1 size, +1 Dex, +4 Improved Initia-
tive)
Speed: 40 ft., climb 20 ft (30 ft. on web)
AC: 22 (-1 size, +1 Dex, +12 natural)
Attacks: Bite +13 melee, 2 claws +7 melee
Damage: Bite 2d8+7, claws 1d6+5 (x4 critical)
Face/Reach: 10 ft. by 10 ft./5 ft.

Special Attacks: Hardened body
Special Qualities: Camouflage, leaping, pounce, climbing.
damage reduction 5/+1

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

Abilities: 2tr 19, Dex 13, Con 15, Int 2, Wis 12, Cha

Skills: Spot +4, Hide +4/+14*, Jump +8/+187%

Feats: Improved Initiative, Multiattack

Climate/Terrain: Any land except marshes and under-
ground

Organization: Solitary or pair

Challenge Rating: 3

Treasure: None

Alignment: Always neutral

Advancement Range: 7-12 HD (Large)
Description

Some years after the Titanswar ended, these strange
beasts appeared in those lands that suffered the most
terrible devastation. The shard spider is shaped much like
a tarantula, but its body is protected by a stony shell. The
shell can be gray or black, and its surface is uneven and
jagged. From a distance, the shard spider looks as if it were
assembled from a pile of sharp stone fragments. lts man-
dibles are reinforced with metal and fearsomely sharp.

Shard spiders make their homes in the many
chasms and rents that now mar the surface of the
Scarred Lands. They spin dense metallic webs deep in
these rifts bur use these webs ashomes rather than traps.
The spiders obrain food through hunting, and they can
be truly ferocious predarors.

Sages speculate that the titan Denev
created shard spiders to heal the land's
most grievous wounds, liken-
ing their webs to a scab in
flesh. They have neverbeen
found tolairanywhere but
an unnatural rift in the

sarch’s crust, such as
around Corean’s
Cleft, although
their webs are
sometimes found
deep  under-
ground in such
arcas. The sub-
stance of their webs isof
great interest to alche-
mists, who will usually
pay well for a fresh sample.

Shard spiders prefer to lurk in rocky terrain near
their webs, waiting for prey, but are often forced o
range far for their food. When found near their webs,
they hide in the rocks and initiate combat by leaping ar
their prey. Ifthere are many opponents, they sometimes
try to bull rush one into the chasm and onto their webs.
When encountered farther from home, they are more
cautious in their attacks. A shard spider will run away
if it finds itself severely pressed.

Creatures whofall into ashard spider’s web take an
extra 2d6 damage due to the slashing action of strands.
Metallic armorreduces the extradamage to 1d6. Climb-
ing through the web is very difficult to do without
taking damage; treat the web as if it were a field of
caltrops (see core rulebook 1, p.107) for purposes of
movement, except that both hand and foot protection
is required.

Although the spiders do not collect treasure, their
mandibles are nearly as hard as adamantine and each
one can be made into a hafted weapon equivalent to a
+2 battleaxe (this bonus is not magical in nature).

Hardened Body (Ex): A shard spider’s stony armor
gives it damage reduction 5/+1. The spider’s legs are tipped
in stronger stone and are as effective as picks at piercing
armor, so its claw attacks have a x4 damage multiplier on
critical hits. Finally, the spider's mandibles are sheathed in
ametallic secretion as hard as adamantine and are equiva-
lent to +2 weapons. These bonuses are already figured into
the statistics given above.

Camouflage (Ex): *A shard spider can crouch
down and take on the appearanceof a rubble pile. This
camouflage effectively gives it a +10 bonus to Hide
checks in appropriate landscapes.

Leaping (Ex): TA shard spider has greater strength
for jumping than it does for combat and gains a +4 racial
bonus to the Jump skill (already figured into the statis-
tics given). Once per minute, it can gather itself for a
truly prodigious leap. Thisleap isafull round action, but
the spider gains an additional +10 to the roll and its

jumping distance is not limired by its height.
Pounce (Ex): If the shard spi-
derleapsuponafoe during the first
round of combat, it can make a
full attack, even if it hasalready
taken a move action.
Climbing (Ex): A shard
spider can climb even ver-
tical surfaces at half its
normal movement rate,
with no skill roll re-
quired. It
accomplishes thisby
using its legs as pi-
tons, driving their
sharp points inw the
surface. The spider can be
pried off the wall with a
successful opposed Streneth
check.



Shockbat

CREATURE COLLECTION I1: DARK MENAGERIE
B S W WD S, "l S, P, 2 N R W

Large Beast

Hit Dice: 4d10+12 (34 hp)

Initiative: +6 (Dex)

Speed: 20 ft., fly 40 ft. (good)

AC: 18 (-1 size, +6 Dex, +3 natural)

Attacks: Bite +5 melee; electrical attack +5 me-
lee touch: sonic attack +8 ranged touch

Damage: Bite [d8+4

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

Special Attacks: Electrical attack, sonic attack

Special Qualities: Blindsight, electricity immunity

Saves: Fort +7. Ref +10, Will +0

Abilities: Ztr 17,Dex 22,Con17,Int 4, Wis 7, Cha

Skills: Listen +11*, Move Silently +6, Spot +5*

Feats: Flyby Attack

Climate/Terrain: Temperate and warm desert, forest,
hill, plains and underground

Organization: Solitary or colony (3-24)

Challenge Rating: 3

Treasure: None

Alignment: Always neutral

Advancement Range: 5-6 HD (Large): 7-12 HD (Huge)

Description

Shockbats are a particularly aggressive species

that hide in the caverns and canyons of the Scarred
Lands. They are giganric, black-furred bats with dark,
feral eyes. While they fly, shockbats are surrounded
by crackling blue clouds of elecrrical energy. These
creatures are also dangerous because of their powerful
sonar, which can be used offensively to stun targets,
leaving them vulnerable to attack.

Shockbats are wild and virtually untamable, bur
certain cavern hags have succeeded in persuading

nearby shockbats not to attack them so long as they
provide the creatures with a steady supply of food.

Highly territorial and carnivorous, shockbats
move into an arca and begin toattack prey — inirially
wildanimalsand livestock. Once these are exhausted,
the shockbart colony begins to prey on local human-
oids, preferring the taste of humans and elves over
other humanoid prey.

Combat

Initially, shockbats use their sonic attack to stun
prey, then swoop in to attack with their electrical
discharge, killingor disabling their victim. The swarm
then descends to feed. Dead victims are quickly
stripped of flesh, while living opponents are dis-
patched with fierce bite attacks.

Blindsight (Ex): Shockbats can “see” by emitting
high-frequency sounds, inaudible to most other crea-
tures, that allow them to locate all corporeal objects
and creatures within 120 feet. A silence spell negates
this ability and forces the shockbat to rely on its weak
vision, which has a maximum range of 10 feet.

Electrical Attack (Ex): If a shockbat makes a
successful touch attack, its target takes 3d6 points of
electrical damage. This damage is halved if the victim
succeedsaraReflexsaving throw (DC 15). The shockbat
can discharge this attack once every 10-40 minutes.

Sonic Attack (Ex): Each round, ashockbat can turn
its natural sonar against a single targer. This is a ranged
touch attack and a sonic effect. The victim of such an
attack must make a Fortitude saving throw (DC 16) orbe
stunned for 1d3 rounds (see core rudebook 11, page 85).

Skills: *Shockbats receive a +4 racial bonus to
Listen and Spot checks. This bonus is lost if its
blindsight is negated.
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Siege Undead

Description

“Siege undead” is a collective term for three
different types of undead creatures that may be crafted
from a single corpse. The formulae for creating these
creatures was supposedly developed by Yrgdryth, a
priest of Belsameth, during a parcicularly long and
protracted siege. While the name of the caster is
known, the details of the battle are strangely lost
(which may say more about the efforts of the wizard
to claim authorship for the technique and glory for
the presumed victory tharanything about the memory
of men). The best known version of the story places
Yrgdryth inside a fortress on the plains that have
since become the Mounds of Man. Hordes of
titanspawn attacked in unending waves, and the
divine defenders were able to continue to repulse the

attacks only because of the economical creation of
replacement forces the wizard's process allowed. The
fact that these replacements were undead also al-
lowed the still living among the defenders to more
casily ration the dwindling food supplies.

In order to maximize the value of each dead
soldier who was raised to fight again for the Divine
Army, Yrgdryth devised this unigue methodology for
fashioning three undead soldiers from a single ca-
daver, all three of which are raised with a single
casting. To date, few people have replicated this feat,
and no one has discovered a way to apply this proce-
dure toanything butahuman corpse, although rumors
frequently circulate about advances in this technique
within the walls of Hollowfaust.
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* subdual damage, ability damage, energy drain or |
S]ege U‘ndeOdf Bonemon death from massive damage trauma. Immune ro any &
Medium-Size Undead effect that calls for a Fortitude save toresistunlessthe ‘
Hit Dice: 2d12 (13 hp) effect specifically affects objects. Not affected by
Initiative: +4 (Improved Initiative) attacks or spells of mind-affecting nature (for ex- 7
Speed: 40 ft. ample, enamoring or charming spells). I
AC 16 (-1 Dex. +I natural, +2 shield, +4 Immunities (Ex): Bonemen have cold immunity.
armor) Because they lack flesh or internal organs (except the |
Attacks: Sword +] melee; or 2 swords +| melee brain), they take only half damage from slashing weap-  * —‘:l .
Damage: Sword 1d8 ons and only half damage from piercing weapons, 18 P\
Face/Reach: 5 ft. by 5 ft./5 ft. unless the hitisa critical (in which case it'sassumed to 7 {“A
Special Qualities: Undead, immunities have pierced the skull and injured the brain). WA,
Saves: Fort +0, Ref -1, Will +3 Y
Abilities: Str10,Dex 7,Con—, Int5, Wis 10, Cha Y
10 N
Skills: Climb +5, Listen +4, Spot +5 . m__\ :
Feats: Improved Initiative ;' { Q‘ ;
Climate/Terrain: Any land AR
Organization: Battalion (2-20) " '\ 4
Challenge Rating: 1 oa s
Treasure: None \
Alignment: Usually neutral evil £

Advancement Range: 3-4 HD (Medium-size)

Description -
Perhaps the least unusual of the siege undead, \
bonemen are often mistaken for normal skeletons,
although there are some differences, the most 2
obvious of which is that bonemen are usually held F&Y " ' A N l‘
together with nails, rivets and bits of wire. To 7
create a boneman, a cadaver’s entire skeleton /
must be very carefully removed from the body
with the least possible damage to the skin and
musculature. Any cartilaginous or soft-tissue
attachments must be strengthened orreplaced, fﬁ-{
usually with wire or nails. ; '\F-i
Even so, bonemen are fairly jerky and {f\- ‘\‘
uncoordinated, but since the brain of the §#f 1
cadaver remains within them, they at least
possess a rudimentary intelligence and are
capable of following somewhat complex or-
ders, initiating independent actions and
formulating simple combat tactics and strategies.
Despire their lack of coordination, the absence of
bulky muscle tissue makes them surprisingly fast,
and they can easily outrun an average man.

Combat

({.
Bonemen are armed with a sword and a shield, ‘Q‘
which are both permanently wired to them and
cannot be dropped or disarmed. They are usually %‘
dressed in bits and pieces of armor, which v
generally average out to an AC 4.
Adversaries who are used to fight- 2777~y
ing normal skeletons find bonemen to
be swift and cunning opponents, at least \
as far as undead are concerned.

Undead: Immune to poi- & Y Ny Nﬁe \%‘ 1 ‘%b A
FARIIN '

son, sleep, pur;‘}lysis,b :«runn.ing, ,_;‘N
death or necromantic magic (that T

2 : : D
doesn't specifically affect undead per the spell’s de- ‘.{‘%\ .
scription) and disease. Not subject to critical hits, 151
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&.; : Rend (Ex): Ifameatman hitsasingle targerwith hoth
}_ S] ege Undeadf Meqmcn blades, it twistsand tearsat the target. Thisattack automati-

g ' Medium-Size Undead cally deals an additional 2d6+7 damage.
" Hit Dice: 4d12 (26 hp) Frightful Presence (Ex): Anyone who hasfewer
Initiative: +0 levels or hir dice than the meatman may be become
Speed: 30 ft. frichtened (see p. 84 in core rulebook IT) for 5d6 rounds
AC: 16 (+2 natural, +4 armor) unless she makes a Will save (DC 12). Any opponent
1) Attacks: 2 Blades +7 melee who successfully saves is immune to the fear effect of

. Damage: Blade 1d6+5 any meatman for a day.

Face/Reach: 5 ft. by 5 ft./5 ft. Undead: Immune to poison, sleep, paralysis,
3 A Special Attacks: Rend stunning, death or necromantic magic (that doesn’t
”’:\ { Special Qualities: Frightful presence, undead specifically affect undead per the spell’s description)
f,‘, b Saves: Fort -2, Ref +1. Will +4 and disease. Not subject to critical hits, subdual
)"} Abilities: Str 20, Dex 10, Con —, Int —, Wis 4. damage, ability damage, energy drain or death from
’;-ﬁr Cha 10 ' ' massive damage trauma. Immune to any effect that
r Any land calls for a Fortitude save to resist, unless the effect

'+ .+ Climate/Terrain:
1" Organization: Battalion (2-20)
Challenge Rating: 2
.1 Treasure: None
..©  Alignment: Always neutral

¢ Advancement Range: 5-8 HD (Medium-size)

specifically affects objects. Not affected by arracks or
spells of mind-affecting nature (forexample, enamor-

ing or charming spells).
'//?‘w‘\\{
flf & A QX
s % @)Y

Haar

| Description
The creation of a meatman requires a cadaver'’s

skin to be peeled off and then the entire skeleton to be —
very carefully removed from the body with the least
damage to the musculature. The bones are then
replaced, either with wooden rods or metal bars (the ¢
3 latter being the more common) and the muscles
~ . sewn back up. The whole body is then tightly bound up
\ ; with wire or rope to keep the sutures from splitting as

' the thing exerts itself. To avoid the complications of
N, :f trying to replace the delicate bone structure of the Jem

- hands, they are instead replaced with rough iron 255
blades, which are attached directly to the artificial

skeletal structure to enhance their durability. ;
; ¥

V)

§

7\ From a distance, a meatman may be mistaken

f‘{ for a normal man holding a blade, particularly if it
is wearing concealing armor, but at closer range, the
rotten stench is a dead giveaway, even if the skin-
less body is hidden.

Combat

Though they have no intelligence, meatmen’s
mindless hunger for living flesh makes them seem
to enjoy combar, and they can be set immediately
to that task. They are gruesome opponents, and
their vile appearance tends to wear down the
resolve of their opponents. Meatmen are also
renacious foes, hacking away at any oppo-
nent they can reach in combat. If given a

(X‘J__\ :

Fa
>
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chance to attack two targets in a round
rather than one, they will always opt for
attacking both rargets.

Mearmen are normally clad in bits
of armor, which give an armor class bonus of 4,
equivalent to a chain shirt. The blades that they
possess in place of hands preclude them carrying
any other weapons or bearing a shield.
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Siege Undead, Sandman

Medium-Size Undead
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(DC 10) 1o avoid being blinded for 1d4 rounds. The
maximum range of the spray is 10 ft.
Undead: Immune to poison, sleep, paralysis,

Hi_t Pi:':e: 5;”%(32 hp) stunning, death or necromantic magic (thar doesn’t
}smtlatlve: EO(fteXJ specifically affect undead per the spell’s deseription)
AIC' ] 10 éDex 3 bt} and disease. Not subject to critical hits, subdual
Atiacks: Sloan +5 misles, 2 punches 0/ meles dﬂm:fgc. ability damage, energy drain or death from
massive damage trauma. Immune to any effect that
Damage: Slam 1d8+3; punch 1d6+1 lis fr o E S TR i i
Eace/Ronch 5 ft. by 5 ft./5 ft. (ta s ["01 a nrnfuf Ll hcl\(, m?rém.\f, un (,l:-b.t‘lt. ali\ ‘cu
Special Attacks: Blinding .~pe6|hcal].y nffcalt:, objects. Not affected by attacks or
Special Qualities: Urdeadl aminities spells of mind-affecting nature (for example, enamor-
e Fort +1, Ref -2, Will +0 ing or charming spells).
Abilities: Str 16, Dex 5, Con —, Int —, Wis 2, Immunities: Sandmen suffer only | hit point of
Cha 10 damage from piercing melee weapons and suffer no
Climate/Terrain: Any Ia_ﬂd damage at all from blunt weapons. Piercing missile
Organlzatlon:. Battalion (2-20) weapons such as arrows, bolts and javelins become
ghal!enge Rating: l%! stuck in the Sandman and also do no damage.
reasure: one
Alignment: Always neutral

Advancement Range: 6-8 HD (Medium-size)

Description

To create a sandman, an entire skeleton must be

very carefully removed from a cadaver with the least
damage to the skin. The skin is then carefully sewn
back up, including all orifices save for the mouth, and

the seams are vigilantly sealed with tar or wax. The
whole thing is then filled with a mixture of wet
sand and small stones and the mouth is sewn
shut and sealed. The small stones mixed in
with the sand tend ro jam up around lacera-
tions, helping toseal the wound and preventing
the escape of too much sand. The result of this
process is an undead thart is slow and bulky but
extremely tough.

| Combat

Sandmen are utterly mindless and will in-
differently attack anyone who comes within
melee range. When pointed in a direcrion
and given a shove they will continue to
amble off in that direction until stopped
or destroyed. A common tactic is to
point dozens of sandmen at enemy lines
to lumber mindlessly forward, ignoring =
enemy missiles and breaking the
opponent’s formation.

The primary attack of a sandman is
a body slam, followed by a series o
pummeling attacks. Sandmen
Never Carry weapons.

Blinding (Ex): When a
sandman has been wounded,
it sprays sand out of the wound
ar the enemy that struck it. The
target must make a Reflex save

T A W T S, Sl S, o L TSR e
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Skein
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Medium-Size Monstrous Humanoid

Hit Dice: 8d8+24 (60 hp)

Initiative: +7 (+5 Dex, +4 Improved Initiative)

Speed: 30 ft., climb 30 ft.

AC: 15 (Dex)

Attacks: Webs +13/+8 ranged: or 2 claws +11/+6
melee

Damage: Webs entangle (see below); or claw
2d4+3 and poison

Face/Reach: 5ft. by 5L/t

Special Attacks: Improved grab, razor web, poison

Special Qualities: Spell-like abilities, immunities,
darkvision 60 ft.

Saves: Fort +7, Ref +11, Will +3

Abilities: Str 16, Dex 21, Con 17, Int 15, Wis 13, Cha 12

Skills: Balance+8, Bluff +4,Climb +8. Craft (weav-
ing) +5, *Hide +10, Intimidate +4, Jump +6,
Listen +6, Move Silently +4, Spot +5

Feats: Alertness, Dodge, Improved Initiative

Climate/ Terrain: Any marsh

Organization: Clutch (4)

Challenge Rating: 4

Treasure: Double standard

Alignment: Always chaotic evil

Advancement Range: 7-10 HD (Medium-size); 11-12 HD (Me-

dium-size)

Description

Three generations ago, the city of Hedrad suffered one of
its greatest humilintions when it was discovered thar the ruling
theocracy had fallen under the sway of one member’s wife,
Angal Lonin. Theselfish, petty woman was displeased with the
way her husband and his three peers ran the city, believing that
the letter of many of its laws was too restrictive and denied her
the luxuries befitring her station. Feeling oppressed, Angal
convinced the wives of the city’s other three high priests to
influence their spouses for greater liberties and special treat-
ment above the citizens. The priests were resilient at first, but
ware down in time and allowed their wives latitudes to placare
them. When Hedrada himself learned of the indiscretion
among his representatives — in his chosen city, no less—he
struck the high priests blind and banned them from office. As
punishment forthe women's intrigues, he cursed them with the
forms of web-spinning spiders and allowed the people of
Hedrad to drive the crearures from their streets. The women,
dubbed the skeins, fled to the outlimds and
eventually found shelter in the Mourning
Marshes.

Hedrada's unflinching decree has made for
an equally rigid sentence. The women still exist
today, decades later, and have learned to accept
their exile and miserable surroundings. Indeed,
theirdemeanorand spirit has grown asharshand
unyielding as the fen in which they live — and
as stern as the Judee himself,

Travelers foolish enough to do so can still
find the skeins within the depths of the marshes,
perhaps among the dry mounds in which they
have carved out caves and tunnels. It seems the
spider-women live inthe burrows— though the
trees above the muck are thick with webs and
could hide any sort of lair.

It's impossible to tell how the skeins would
receive visitors after all these years. Anyone

bearing a symbol of Hedrada is sure to drive them intoa frenzy.
It's also possible that, free of Hedrad's stifling laws, the skeins
have explored their darkest and most camal desires and are
quick to perform more with whomever they caprure.

Thefourskeinsarcagrotesque mergerof spiderand human
female. The haggard, preasy women remain bipedal, though
they are stooped and have pronounced hunchbacks as if a giant
spider's body rests just beneath theirskin. Eight hairy spider legs
protrude from the women’s backs, with the feet meeting at their
front, The women still travel on human legs bur can now spin
webs physically where they once did so metaphorically. Spider
limnbs also assist in climbing and grappling foes that come close
enough ta touch. The women tend to wear soiled and stained
robes that disguise the worst of their misshapen forms.

Combat

The skeinsneverstandstill forafight. They prefer tostudy
intruders from hiding and ambush them, covering interlopers
with webs from the canopy above or from concealed traps dug
where the ground rises above the swamp. I outnumbered, they
flee altogether, but they are absolutely devoted to each other
and seck ro save any one of their four who might be caprured
or wounded.

If intruders are defeared, the skeins do not kill them.
[nstead, they're stung repeatedly until severely weakened and
taken off one by one, in turm with each of the skeins, o be the
subject of unthinkable acts.

Razor Web (Ex): A skein canshoot a strand of razor-sharp
webbing from their lowest set of spider legs. This webbing can be
fired up to eight times per day, This attack is similar to a net, has
a maximum range of 50 feet and is effective against targets up to
medium-size. A successful attack anchors a targer in place and
inflicts 1d8 damage on those whostruggle against it as it slices into
their skin, An entangled character can escape with a successful
Escape Artistcheck (DC 19) orcan break the webwithaStrength
check (DC 17). Each 3-foot section of webbing has 14 hit points.
Skeins can move about their razor webs without any trouble.

Poison (Ex): The claws on askein’s legs nearest herhead
launch a debilitating poison. A creature must succeed at a
Fortitude save (DC 17) for each successful claw arrack. On a
failed roll, 1d4 temporary Strength pointsare lost, which can be
recovered naturally at a rate of one per day.

Spell-like Abilities: The following effects can be per-
formed once per day, as if cast by a 12th-level sorcerer: charm
person, charm monster and jump.

Immunities: Skeins are immune to poison,

Skills: #Skeins receive a +6 racial bonus to Hide checks
because of their protective coloring.
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Skeletal Host

Medium-Size Construct
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of the lower-ranking officers among the Vigil began
to suspect something was amiss. The actions of a
young officer named Katonis saved the Vigil from

:'ﬁt Dice: 7310 (38 hp)/+15 (skin) (53 hp) walking into a deathtrap.
nitiative: +
Speed: 30 ft. Combat
AC: 21 (+11 natural) ;
Skeletal hosts are adept at using the natural
Attacks: Internal weapon +9 (2 or 6 attacks) e : i
weaponry of their skin-stolen form and are proficient
Damage: Internal weapon 1d8+4 P et o dntal e e ‘l
Foco/Roachs 5 ft. by 5 Ft./5 ft. \'\-1? vsimple anc martial w L.llpnm when in humanoid
Special Attacks: Internal weapons form. [f a host's true llmruw hecomes known, th‘. kid
Special Qualities: Absorb metal, skinsteal, darkvision 60", gloves = and the skin — come off, unleashing the
magic immunity, construct, damage re- arsenal of natural weapons carried within.
duction 15/+1, fast healing 1 (skin only) Internal Weapons (Ex): Each skeletal host has
Sa‘f‘f‘ Fort +2, Ref +2, Will +2 at least one sharp object concealed in each forearm or
Abilities: 35" ]ﬁ'- %ex ;g' Con —, Int I3, hand that springs forth at will without greatly dam-
is 11, Cha ; ; : : :
. L, i aging any skin the host is wearing. If the host
: bleD : 0% : :
kil E::taenifg;i;ii{f%fg;lt1_'4 chooses to forgo .np|‘1c:1n.mccs‘ 1t -j.::m
Faate: Cleave Power Attack unleash another fourweapons 1}.1;11
Climate/Terrain: Any land and underground R are ““‘“_”“—‘d on armlike
Organization: Solitary or group (2-4) 9 3 P& limbs that deploy
Challenge Rating: 5 v % from the
Treasure: Standard ) \ host’s
Alignment: Usually neutral evil P 8 :
Advancement Range: 7-7 HD (Medium-size), 10-12 HD L2 iy \¢ %
(Corge) PGNNET _
Description \ )
-\ 2 —
A skeletal host in his natural form appears as an > /—-ﬂm \,\ \ \j\ N
o . 0 AT VR

impossible humanoid construct, a scemingly random
collection of metallic bones and struts, armor plate, = e "f
crystals and so on. Most skeletal hosts wear skin and -‘ -
clothing stolen from other creatures in order to dis-
aguise their true nature. Only in combart will the skin
rip, revealing the metal construct beneath.

Skeletal hosts are the titanspawn of Golthagga,
perhaps the most subtle creations he ever managed
(not that he strived for subtlety very often). They ate \
constructs, but they are not mindless, possessinga

willand purpose of their own. [t is rare to encounter
a“naked” skeleral host, for they have the powerto ff\ff ! \
flay the skin from living creatures to wear and ' © o
move among them. If a skeletal host is careful, it
can remain in one disguise for years, ‘}jr
Skeletal hosts despise “shambling meat,” as
they call humanoids and animals. These hateful
crearures use their influence to cause the greatest !
harm to the greatest number once they have ¢\ ) .
reached a position of power. Many a “bandit s [.l'/
lord” in the Scarred Lands carries a metallic
secret beneath their skin. ///
Most skeletal hosts are solitary. On rare % A
occasions, a small group of them work to-

sether for mutual benefit, such as the

infamous Deelerian Crystal Affairinwhich § . S
several skeletal hosts infilirated one of the [}
Vigils of Vesh and commandeered dozens

of men for nearly six months before some

I, W S, Y S, o T TS,
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chest cavity, ripping apart any skin the host is wear-
ing as they deploy. These internal weapons resemble
oddly curved knives, spiked swords or twisted, sharp,
serrated things not easily named.

Absorb Metal (Su): Skeletal hosts can absorb
meral to heal themselves if they are not covered in
skin. If the skinless host is struck with a metal weapon
that does minimum damage (a natural 1 is rolled on
each damage dice), the skeletal host and attacker
immediately resolve a contested Strength check. If
the skeletal host wins the check, it has drawn the
weapon into itself and heals a number of hit points
equal to the maximum damage of the weapon. For
example, afighter hits askeletal host with a longsword
and rolls a “1,” so the longsword is pulled into the
skeletal host as the creature heals 8 hit points of
damage. Magic items receive asaving throw (see core
rulebook 11, p. 176) to resist absorption. If the save is
successful, the item is considered to have fallen to the
ground at the skeletal host’s feet.

Skinsteal (Su): Skeletal hosts have theabilivy ro
flay the skin off a freshly killed humanoid, animal or
even magical beast of small to large size. The skeletal
host is able to reorient its metallic frame to become
the endoskeleton for the skin. Once this is done, the
skeletal host looks exactly like the source of the skin,
gaining any natural or extraordinary abilities the
humanoid or animal possessed (but not supernatural

R T A R o T T S s P N T

powers or spell-like powers). The skeletal host gains
the natural armor class and natural attacks of this new
form. The host even speaks in a similar tone to the
skin-stolen victim, but its speech patterns are differ-
ent.

Any form so stolen is ruined once the skeleral
host sustains 15 hit points of damage. These first 15
points of damage aftect (and destroy) only this exte-
rior form and do not count against the skeletal host's
own hit point total. The skeletal host receives its
damage reduction against only these first 15 points of
damage.

Magic Immunity (Ex): A skeletal host is im-
mune toallspells, spell-like abilities, and supernatural
effects, except as follows: mind-affecting magical
effects, rusting grasp, and electrical damage, which all
affect it normally.

Construct: Impervious to critical hits, subdual
damage, energy drain, stunning and death from mas-
sive damage trauma. Immune to any effect that calls
for a Fortitude save to resist unless the effect specifi-
cally affects objects. [

Fast Healing 1 (Ex): The skeletal host can only
fast heal damage to the 15 hit points of its flesh
covering, not to its real body.

Skills: *Wearing a stolen skin gives the skeleral
host a +10 bonus to Disguise.
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Skin Weaver

Medium-Size Outsider (Chaotic, Evil)

Hit Dice: 2d8+2 (11 hp)

Initiative: +0

Speed: 30 ft.

AC: 14 (+4 leathered human skin armor)

Attacks: Longsword +3 melee: or javelin +2
ranged

Damage: Longsword 1d8+1; or javelin 1d6+1

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

Special Qualities: Absorb capability, immunities. resis-
tance

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

Abilities: Str12,Dex 10, Con 13, Int 11, Wis 8, Cha
12

Skills: Craft +4, Hide +4, Listen +3, Spot +3

Feats: Power Attack

Climate/Terrain: Any land

Organization: Gang (5-20)

Challenge Rating: 1/2 or 1+ (see “Combat.” below)

Treasure: None

Alignment: Chaotic evil

Advancement Range: By character class

Description

The alien oursiders known as skin weavers are
among the most unpredictable foes travelers can en-
counter. Skin weavers received their name from their
tradition of collecting the bones, body parts and skin of
humanoid foes whom they have slain, converting the
items into gruesome armor and clothing. Skin weavers
originate from an undetermined plane
of existence. Some sages maintain
that weavers journey to the <
Scarred Lands as part of a " 0
sort of coming-of-age ¥ Y
ritual. Once they collect
enough trophies from
fallenfoes, they return
home to rejoin their
society, Many sea-
soned warriors have
had the terrifying ex-
perience of battling a skin weaver that wears
a dear friend’s face as a mask.

Skin weavers appear as strongly built
human males. Their faces are blank patches
of featureless skin, vet they seem to possessall
five senses and are vulnerable ro blindness and {&\
other sensory attacks. Skin weavers often wear &%\
gruesome masks, kilts and armor made from 2
human remains. Lacking mouths, skin weavers
communicate with a thus-far undeciphered sign
[anguage and do not need to cat ordrink rosurvive.
[nstead, skin weavers draw sustenance from the ’t\_
lingering life force stored within the trophies they )
wear. If a skin weaver goes more than a month
withoutslayingan intelligent humanoid and wear-
ing itsskinorbones, it grows weak and dies within
the space of a day or two.

Skin weavers target humanoid settlements
for raids, secking only to slay as many people as
possible and leaving behind any gold, gems or
magic items that mighr be there.

N

Combat

Skin weavers tend to use wave arracks, charging
their enemies with little organization. They are
fanarical warriors and have never been known to
retrear. A skin weaver's capacity to absorb the capa-
hilities of its victims makes the crearure unpredicrable
and dangerous.

Absorb Capability (Su): When a skin weaver
fashions an article of clothing or a picce of armor from
a fallen foe, the creature absorbs a random power or
ability from that enemy. A skin weaver can absorband
use only one borrowed capabilicy at a time and s
otherwise limited by the parameters of the absorbed
power. A weaver may absorb one ability score, one class
capability, oneskill or one magical spell fromadefeated
opponent. An absorbed ability score replaces the skin
weaver’s statistic. Thus, a skin weaver that wears the
skull of an ogre can replace its 12 Strength with the
ogre’s 21, gaining an improved attack and damage
bonus. An absorbed class ability operates as if the skin
weaver is 2nd level in the appropriate class. If the class
ability is unavailable at level two, the skin weaver uses
it as if attained at the minimum level needed to gain
access to the skill. Thus, a skin weaver that slays a
barbarian may use the barbarian’s rage special ability as
if irwerea 2nd-level barbarian. If itabsorbs a druid’s wild
shape ability, it operates as a Sth-level druid. A skin
weaver can use an absorbed skill art its victim’s ranks,
maodified by the skin weaver’s own appropriate stat
maodifier. A skin weaver may cast an absorbed spell at

the victim’s level. Once the spell is
o, cast, the skin weaver may not use it
& again.

Skin weavers may use absorbed
skills or ability scores as often as they
wish. Absorbed class skills are lim-
ited in use according ro the skill
description and rhe skin
weaver's effective class
level. A skin weaver re-
tainsa victim'sabsorbed
capability unril it
fashions a piece of
armor or clothing
from a new victim, at
J which point it has access to
an ability or power from the
latest victim. The previous

one is displaced.

A skin weaver with access to a high-
level spell or an excraordinarily high

statistic has a CR of | or more.
Immunities (Ex): Skin weavers are im-
mune to poison and electrical artacks.
) Resistance (Ex): Skin weavers have cold,
". 7 fire and acid resistance 20

i Skin Weaver Characters

A skin weaver's favored class is fighter. Some
gain levels in rogue, and a very rare few gain levels in
monk, most likely in their home plane before

i journeying to the Scarred Lands.
—J oo ——
ke
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Skiver

Large Outsider (Evil) Acidic Poison (Ex): The tail of a skiver injects
Hit Dice: 4d8+16 (34 hp) a foul acidie poison. Unless the victim succeeds at a
Initiative: +4 (Improved Initiative) Fortitude save (DC 16}, the poison causes 1d6 hit
Speed: 40 ft. points of initial damage and 1d2 points of secondary
AC: 21 (-1 size, +12 natural) abiliry drain to Str, Dex, Con and Cha as it eats away
Attacks: Tail +9 melee, 2 whips +7 melee; or slam at the body from within. This damage is permanent.
+9 melee Should any of the affecred abilities be reduced ro zero
Damage: Tail 1d8+5, whip 1d6+5; or slam 1d10+7; hecause of the poison, the vicrim dies.
Face/Reach: 5 ft. by 10 ft./5 ft. Skiver poison is incredibly valuable. A single
Special Attacks: Acidic poison. mesmerize dose can go for as much as 3,000 gp; 1d3-1 doses may
Special Qualities: Immunities, resistances. see in dark- be extracted from a dead skiver, though the extrac-
ness, telepathy. SR 7. damage reduction tion of cach dose requires an Alchemy check (DC
5/+1 15), failure indicating the dose is lost and the alche-
Saves: Fort +8, Ref +4, Will +3 mist must make a Fortitude save (DC 16) orsuffer 1d6
Abilities: Str 20, Dex 10, Con 18, Int 3, Wis 8, Cha & acid damage.
Skills: Hide +7, Listen +4. Spot +5 Mesmerize (Su): In place of its melee artacks, a
Feats: Improved Initiative, Multiattack skiver can attempt to mesmerize all opponents facing
Climate/Terrain: Any land it by swaying its upper body to and fro in a rhythmic
Organization: Solitary or pack (2-5) manner. Targets who succeed ara Will save (DC 11)
Challenge Rating: 3 are unaffecred; otherwise, the victim is unable to take
Treasure: None any actions at all for 1d3+1 rounds. The effect is
Alignment: Always neutral evil hroken if the target takes damage. :
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Advancement Range: 5-8 HD (Large); 7-12 HD (Huge)

Description

Skivers are the attack dogs of the outer realms.

where it can be finished off with a few well-placed
whiplashes.

Immunities (Ex): Skivers are immune to poison
and electricity. Skivers are also immune
S to all poisons except that from an-
. other of their kind.
Resistances (Ex):

Thearmor-plated bodies of these massive, scorpionlike
beasts are almost completely transparent. They pos-
sess a dozen pairs of legs. Rather than the pincers of
a scorpion, they have instead a pair of long, barbed,
whiplike appendages.

Skivers are rarely encountered on their own.
Instead, they are under the control of other, more
powerful and intelligent outsiders. They are trained <™
and employed by demons, devils and daomens alike
who are all known to employ spikemasters — indi-
viduals skilled in the training and control of skivers
— each of whom controls a pack of up to five skivers
in battle.

That said, solitary skivers have
been encountered all across
Ghelspad. Unaccompanied
skiversare most commonly
found in the Kelder Moun-
tains, Hornsaw Forest, ; _
Bleak Savannah, Swamps — <2ic G
of Kan Thet, Ukrudan Desert = ﬁ
and the Plains of Lede. Travelers 2
passing near or through any
of these locales should he
Wary.

Combat
A skiver’s first attack
incombatisalwaysastrike |/
with its tail. They follow
up withaslam, attempting \
to knock their opponent to the ground ' l f

2}

\\1

Skivers have cold, fire
and acid resistance 20.
See In Darkness
(Su): Skiverhavethe
supernatural ability
to see perfectly in
darkness of any
kind, even deeper
darkness spells.

{
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Medium-Size Undead

Hit Dice: 7d12 (45 hp)

Initiative: +5 (+1 Dex, +4 Improved Initiative)

Speed: 30 ft.

AC: 13 (+1 Dex. +2 natural)

Attacks: Battleaxe +4 melee

Damage: Battleaxe 1d8+1

Face/Reach: 5 ft. by 5 FE/S ft.

Special Attacks: Spells, multicast, command undead

Special Qualities: Undead, immunities, darkvision 60 ft.

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

Abilities: Str 13, Dex 12, Con —, Int 16, Wis 16,
Cha 16

Skills: Bluff +7, Concentration +7, Diplomacy
+7, Intimidate +10, Knowledge (arcana)
+8, Knowledge (politics) +13, Listen
+14*, Search +11*, Sense Motive +10,
Spellcraft +7. Spot +14*

Feats: Alertness, Combat Casting, Improved
Initiative, Leadership. Still Spell

Climate/Terrain: Any land and underground

Organization: Solitary

Challenge Rating: 3

Treasure: Triple standard

Alignment: Always lawful evil

Advancement Range: 8-14 HD (Medium-size)
Description

Skull kings are believed to be the lingering
remains of court executioners and assassins who,
in life, performed their duties with either extreme
remorse or extreme satistaction. The debate con-
tinues as to which is more likely. The former are
thought to remain in this world afrer death be-
cause they lost their souls long ago, regretting the
murders they had to perform, yet still following
orders. The latter brought such enthusiasm to the
murders they committed that their fouled spirits
kept their bodies animate after dearh. Eicher way,
skull kings collect the skulls of their mosr regret-
ted or favorite execution victims and magically
bear them on their bodies in a restless unlife.

Iaving dedicated their lives to killing on
behalf of others, skull kings dedicare their unlives
to putting others at their beck and call. Specifi-
cally, they blackmail, extort or threaten lords or
monarchs — often those whom they served before
— and become unseen powers behind thrones.
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Skull King

They essentially turn nobles and kings into their
own private executioners, but rather than order
individuals to the chopping block, the skull kings
have monarchs command entire armies to the
grave in futile battles and wars or attrition.

Perhaps skull kings manipulare living leaders
in revenge for the atrocities the creatures had ro
perform in life, or perhaps skull kings' taste for
death has yer to be sated even beyond the grave.
Either way, they can sometimes be found behind
puppet royalty in domains, counties or nations
that make war on their neighbors relentlessly and
purposelessly.

A skull king looks like a headless human
skeleton, dressed in regal vestments or bejeweled,
ornate armor. [ts clothing and equipment are per-
haps overly decorared, with all sorts of embroidery,
jewels and other signs of wealth and status. Al-
though the entiry is strictly headless, two to four
disembodied skulls float around its neck and shoul-
ders, depending on the individual. The skull king
can see, hear and speak through these skulls as
though cach were its original head.

Combat

Skull kings disdain combart; they consider it
beneath them. They let their minions, living and
undead, fight for them, while they maintain a safe
distance. Skull kings use their spells to best effect in
keeping their most powerful opponentsat bay. If they
expect trouble, they come prepared, with betrer ar-
mor and a greater number of minions. Should they be
forced into a fight, they prove powerful adversaries.

Spells: A skull king can cast spells as though it
were a sorcerer of a level equal to its hit dice.

Multicast (Ex): By chanting several spells at
once with its multiple skulls, a king can cast more
than one spell in a single action. All the heads may
cast spells simultancously, so long as they are all cast
using the Still Spell fear.

Command Undead (Su): Skull kings can magi-
cally command lesser undead to do their bidding
(consider skull kings to be the equivalent of mum-
mies). The effect works as a control undead spell cast
by a 9th-level sorcerer and is usable three times per
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day, at will. Uninrelligent undead such as skeletons
and zombies remain controlled indefinirely.
Undead: Immune to poison, sleep, paralysis,
stunning, death, necromantic magic (that doesn’t
specifically affect undead per the spell’s descrip-
tion) and disease. Not subject to critical hits,
subdual damage, ability damage, energy drain or
death from massive-damage trauma. Immune to
any effect thac calls for a Fortitude save to resist,

unless the effect specifically affects objects. Not
affected by atracks or spells of mind-altering na-
ture (enamoring or charm spells, for example).

Immunities (Ex): Being skeleral, skull kings
take only half damage from piercing or slashing
weapons. They also have cold immunirty.

Skills: *Because of their many heads, skull
kings get a +4 bonus to Listen, Search and Spot

checks, included above.



Hit Dice:
Initiative:
Speed:

AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:

Special Qualities:

Saves:
Abilities:

Skills:
Feats:
Climate/Terrain:

Organization:

Challenge Rating:

Treasure:
Alignment:
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Diminutive Vermin

1/4.d8 (1 hp)

+2 (Dex)

10 ft., swim 20 ft.

16 (+4 size, +2 Dex)

See below

See below

1ft. by 1 Ft./0 ft.

Mind control

Heat sense 60 ft.. vermin

Fort +2, Ref +2, Will +2

Str 3, Dex 14, Con 10, Int —, Wis 14,
Chal

Hide +18, Spot +7

None

Temperate and warm marsh or under-
ground

Solitary

1/4 (or by victim after infection)
None (or by victim after infection)
Always chaotic evil

Advancement Range: None

Description

Jealous of the power the upstart gods acquired

from the belief and devorion of humanoids, Chern set

out to undermine the divine usurpers by making them

question the value of their precious devotees. He

created skullworms ro infest the humanoid races and

force them to commit heinous acts against each other

and the gods, reasserting the ritans’ reign over all.
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Skullworm

Perhaps, given rime to see his plan through to its
malign fruition, Chern would have succeeded. And
vet, even though he now lies defeated beneath the
Mourning Marshes, his creations still exist and some
say take sustenance from his lingering will, continu-
ing to threaten the best intentions of man and woman.

Skullworms are maggot-like vermin, approxi-
mately six inches long at full size. In keeping with
their creator, they exist in warm, damp, festering
places such as swamps, rubbish heaps, sewers and
dumping grounds. Though they can survive in these
locales, their true purpose is to find and invade the
bodies of humanoids to control their minds. If one
reaches a person’s brain, it replaces the consciousness
of the victim with its own (or perhaps more accu-
rately a projection of Chern’s own). A worm has
access to all the memories of its host and uses them to
copy his behavior almost exactly. Then it starts to
corrupt and destroy what the host holds dear, usually
in the cruelest way possible. The victim is painfully
aware of his actions but is essentially an observer of
his body's functions and is unable to do anything
about it, which is perhaps the cruelest torment of all.
The worm uses the victim to kill his family and
friends and destroy his accomplishments.

A worm can remain in control of a host for years
unless detected magically or unless someone who
knows the person realizes that he behaves out of
character and possibly against his will.

Defenders of King Virduk of Calastia quietly
suggest that he might have been exposed to one of
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these creatures as a boy, when he murdered his father
and usurped the throne. Surely such evil could not be
the product of a young human mind alone? If this
were true, Calasria’s tyrannical rule over its surround-
ings lands might be brought to an end by anyone who
can liberate Virduk’s mind. Or, after all these years,
might the monarch’s own spirit have joined to his
potential controller’s, making him a willing partici-
pant in his domineering rule’

Combat

A skullworm does not attack per se. It climbs
onto a potential host when he enters the creature’s
domain. The worm uses heat-detecting senses to find
and wrigele onto potential vicrims. A Spor check
(DC 18) is required to notice a worm as it climbs
aboard.

Mind Control (Su): A worm wastes no time
burrowing into the flesh of a humanoid target. The
experience is extremely painful for the victim (al-
though no measurable damage is done), who must
make Fortitude save (DC 13) to remain conscious. It
takes approximately 10 minutes for a worm to reach
the brain, after which time the unconscious victim
recovers but is no longer truly himself. During the
first six rounds thar a worm burrows, it is apparent
beneath the skin and can be burned away with an
open flame. The host suffers 1d6 damage from such
treatment. The only other means of saving the host
at this point is to cast cure disease or a similar spell on
him. If the intended host is conscious and is the spell
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caster, he can attempt the spell with a successful
Concentration check (DC 15) due to the pain and
the struggle of wills that slowly begins to take place.
If no such spell is cast before 10 minutes elapses, the
target is under the worm’s control.

A worm accesses its host’s memories, thoughts
and beliefs immediately and sets our on a subtle and
gradual course of destruction, or it may occasionally
resort to such acts immediately. lts ideal is to subvert
all the good the host has done in life, especially in
regard to the gods, profaning their names. The worm
has complete access to all of the host's powers and
spells, even those derived from the gods, such as a
paladin’s or cleric's. It's only when the host performs
an act thac defies the god in question that such
capabilities might be revoked (as decided by the
Game Master).

People who know the victim recognize that he
acts out of character over the course of subtle events
with a Sense Motive check (DC 20). Overtly out-of-
character acts makes such behavior obvious. Worms
are quick to alienate their subjects’ from friends and
allies ro avoid detection. A host’s alignment detects
as chaotic evil. Only a greater restoration, wish or
miracle spell can save a person in this state.

Heat Sense (Ex): A skullworm can detect sources
of body heat at up to 60 feet away.

Vermin: Not affected by attacks or spells of
mind-altering nature (enamoring or charm spells, for
example). That means a controlled host is also im-
mune to such effects.
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Slarecian Gatekeeper

Huge Outsider (Lawful)

Hit Dice: 20d8+100 (170 hp)

Initiative: -3 (Dex)

Speed: 5 ft.

AC: 21 (-2 size, -3 Dex, +16 natural)

Attacks: Club +26 melee

Damage: Club 4d10+8

Face/Reach: 10 ft. by 20 ft./20 ft.

Special Attacks: Forcewall, electrical field

Special Qualities: Immunities, SR 20, telepathy, spell-like
abilities

Saves: Fort +17, Ref +7, Will +17

Abilities: Str 26, Dex 4. Con 20. Int 14, Wis 25,
Cha 20

Skills: Knowledge (arcana) +10, Knowledge
(geography) +20, Knowledge (the
planes) +20, Spot +20

Feats: None

Climate/Terrain: Any

Organization: Solitary

Challenge Rating: 12

Treasure: None

Alignment: Always lawful neutral

Advancement Range: None

Description

Whether the gatekeeperis truly asentient being or
simply a useful extradimensional object is a subject of
debate. What is known is that the ancienr Slarecians
originally perfected the ricuals that call up the
gatekeepers, and today they retain the name of their
first summoners.

When summoned, a gatekeeper has the abil-
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transported to the specified location when he walks
through the gate. [f the caster’smental call to his desired
location is not focused enough, the caster is transported
to a random location in the same plane.

Combat

Gartekeepersarerelatively benign but defend them-
selves fiercely if atctacked. They also attack casters who
do not provide the required payment. Once all foes are
vanquished, the gatckeeper vanishes. The garekeeper
attacks with its various supernatural powers or by
swinging a large clublike metal extrusion at targets up
to 20 feet away.

Forcewall (Su): Gatekeepers can create and main-
tain up to three walls of force (similar to a 20th-level
sorcerer). These walls can be created as a standard
action and dismissed as a free action.

Electrical Field (Su): Every 1d4 rounds, a
gatekeeper can unleash a circular field of electrical
energy, inflicting 5d10 points of damage on all rargets
withina 50-foot radius. A successful Reflexsave (DC27)
halves this damage.

Immunities (Su): Similar toconstructs and undead,
gatckeepers are immune to any effect that requires a
Fortitude save to resist.

Telepathy (Su): Garekeepers have the supernatu-
ral ability to communicate telepathically with any
creature within 200 feet, so long as the creature speaks
a language.

Spell-like Abilities: At will: gate, teleport without
error asa 20th-level sorcerer. Only useable upon itself
and anyone stepping through the garekeeper’s portal.

ity to create mystic portals between distant
locations, allowing individuals — or even armies
— topasseffortlessly and instantly from one to the
other. The true ritual that allows a gatekeeper to
be summoned is old, arcane and difficult to learn,
but once successfully cast allows the caster to take
advantage of the gatekeeper’s special transporta-
tion abilities.

Physically, a gatekeeper resembles a shifting
conglomeration of wires, gems, spheres and less
recognizable shapes made of a wide range of
materials. Roiling darkness from which vague
shapes sometimes emerge fills the gatrckeeper’s
archway. The gatekeeper requires an offering of
10,000 coins of gold, silver or mithril. If such an
offering is not present, the gatekeeper immedi-
ately attacks the summoner. Otherwise, the gift is
instantly absorbed into the substance of the
gatckeeper.

Once successfully summoned and appeased,
the garekeeper communes telepathically with the
summoner, secking an image of his desired desti-
nation. If the summoner can successfully focus on
the location of his desire, he will be instantly
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Slarecian Shadowspawn

Medium-Size Outsider (Incorporeal,Evil) thought to have richly outfitted themselves and their
Hit Dice: 3d8+3 (16 hp) = homes.
]Snlttatwe: ;E(Ff 3@;‘(;;: ]mprfovetd Initiative) A shadowspawn survives by capturing living
peed: » . (perfec e . :
AC 16 ( SDZ 3 [;:Pﬂ * )) creatures and draining their essence. It does this by
: +3 Dex, +3 Deflection i e e
A > elaie 4B mioles attacking them as they sleep. The victim of these
5 attacks becomes encased inan impenetrable, glasslike
Damage: Clow 24 kst ! penetrable, glasslik
. shell thar in turn makes them as weightless as the
Face/Reach 5 ft.by 5 ft./5 ft hell that in ummakes o htless as tf
: ! ;i - shadowstuff of the shadowspawn itself. The trappec
Special Attacks: Pass through, death shriek, shadowbind l_ ] St ff of tl : hadowsy If. Tt rp ,1
Special Qualities: Light vulnerability, incorporeal, weapon victim is then whisked away to the shadowspawn’s
resistance lair where it becomes a macabre decoration along
Saves: Fort +4, Ref +6, Will +6 with the dozens of other artifacts it has collected. The
Abilities: Str —, Dex 16, Con 13, Int 18, Wis 16, lair will normally be decorated with 3D6 of these
Cha l6 “statues” — the trapped victims in varying states of
Skills: Aappl-r'lalsmbéHgie+TOéKnowfedge(art) health. When the shadowspawn is destroyed, its
Es E : t:s:Eer -;l : po]t+ e scream breaks the shells surrounding its victims,
eats: ombat Reflexes, Improved Initiative Fonil
] . reeing them.
Climate/Terrain: Any land £ )
R : o shadowspawn is known to have been cap-
Organization: Solitary No shadowsy k I I !
o ured, although rumors abound that the Penumbra
Challenge Rating 2 tured, althougl I 1 that the P bral
[ Triple standard Lord Dar'Tan has either interrogated or befriended
Alignment: Usually neutral evil some of these elusive creatures. j

Advancement Range: 4-6HD (Medium-size): 7-10HD (Large)

decorating its lair. This desire for opulence has fueled
acceptance of Yugman's theory, for the Slarecians are

Combat

In combat, the shadowspawn attacks with its

Description

Despite many superficial similarities to the
undead shadow, a shadowspawn is

daggerlike claws; because these claws are incorporeal,

not undead at all. A shadowspawn
is a creature composed of shifting
masses of shadows held together in
the vague form of a man’s torso,
shrouded in torn and tattered robes
and floating a few feet off the
ground. Shadowspawn take up resi-
dence in ruined or abandoned
subterranean locations near to, or
preferably in, heavily populated
arcas. They will remain in the same
lair for as long as possible, moving
only if forced to do so.

The sage Yugman is respon-
sible for these creatures becoming
associated with the Slarecians. He
has theorized (and claims he has
scraps of ancient texts to support
his case) that a host of Slarecians
escaped the gods and the titans by
joining with the shadows they evi-
dently understood so well.

Strangely, despite their own
dark and terrifying appearance
shadowspawns are obsessed with
beauty; all of a shadowspawn’s
wealth is in the form of decorative
art. There will usually be dozens of
these items, all of the finest quality,
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they actually damage opponents with a numbing
touch instead of physical slashing damage.

Pass Through (Su): Instead of its normal at-
tack, the shadowspawn may instead “pass through” a
target. This attack inflicts a bone-numbing chill for
2d6+3 damage and stuns the target for 2 rounds unless
she succeeds a Fortitude save (DC 15). However, this
artack also does 1d4 damage to the shadowspawn
itself and negates the Dexterity bonus to its armor
class in the round that the pass through is performed.

Death Shrick (Ex): When a shadowspawn is
killed, it emits a rerrifying death shriek rhat can be
even more deadly than any artack possessed by the
shadowspawn while alive. Anyone within 10 feet of
the creature must succeed ata Fortitude save (DC 13)
or be deafened for 1d6 weeks. Anyone within 30 feet
must succeed at a Fortitude save (DC 11) or be
deafened for 1d6 days. Anyone within 100 feer must
succeed ar a Fortitude save (IDC 9) or be deafened for
1d6 hours. These saves are cumularive, so someone
within 10 feet of the shadowspawn when it shrieks
must succeed at all three saves or suffer some form of
deafness. If anyone should fail two or more of these
saving throws, they are deafened permanently.

As if that wasn’t bad enough, the scream causes
massive structural damage to the surrounding arca
for example, causing the roof of the shadowspawn’s lair
to collapse. Anyone in this area suffers 3d6 damage, or
1d6 damage if they succeed at a successful Reflex save
(DC 12). On the up side, the scream releases all of the
shadowspawn's shadowbound victims.

Shadowbind (Su): Any helpless, sleeping or
stunned (such as by the shadowspawn’s pass through
attack) victim rouched by a Slarecian shadowspawn
must succeed at a Fortitude save (DC 14) or become
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encased in shadows that quickly coalesce and harden
into a glassy shell. Those trapped suffer one point of
Strength drain cach day the shadowspawn feeds from
her. A single shadowspawn may only feed on one
point total per day, so two victims cannot both be
drained in the same day. However, victims encased in
these glassy shadows exist in a state of fitful sleep.
While vaguely aware of what's occurring to them and
around them, they are unable to take any actions,
save perhaps telepathic or dream communication.
Additionally, those trapped become weightless. A
shadowbind may be broken only by exposing the
glassy shell to complete sunlight or by the death
shrick of the shadowspawn.

Light Vulnerability (Ex): Any light based
spell that damages undead (e.g., searing light) also
damages a shadowspawn as though it were undead.
Also, direct sunlight striking the shadowspawn
will destroy it completely.

Incorporeal: Shadowspawn may only be harmed
by other incorporeal creatures, by +1 or better magi-
cal weapons, or magic. It has a 50% chance to ignore
damage from any corporeal source (except force ef-
fecrs), can move silently and can pass through solid
objects at will. The shadowspawn's own attacks ig-
nore opponent’s armor.

Weapon Resistance (Ex): If a magical weapon
harms the incorporeal shadowspawn, the creature
suffers only 1 point of damage per +1 enhancement
bonus of the weapon. The exceptions to thisare ghost
touch and holy weapons that inflict damage normally
if they strike the shadowspawn. A sun blade (which
does double damage per its description) can be effec-
tive as well.

R ", W WP Sl S, p A L T RN W




CREATURE COLLECTION II: DARK MENAGERIE

T OSSR, o I N s L SR R

Slarecian Worm

sinuate themselves, though the true extent of their
threat remains largely unknown because they are

B Tiny Outsider (Incorporeal) difficult to detect. Additionally, some scholars have
4 H‘_t _Du_:e: 6d8+6 (33 hp) reported certain patterns to the discovered infesta-
1S A‘ Initiative: 5(2) %De:fc]) o ) tions of slarecian worms, and this has led to concerns
5 Speed: t, Hy 40 it. (when |ncorporeal) they continue to receive direction from an inrelli-
AC: 14 (+2size, +2 Dex)/16 (+2 size, +2 Dex, s daates than chetnselvas
0\ 2 doflect el | gence greater than themselves.
+2 deflection) when incorporea i ) ) ) )
2 f. 2 Attacks: Bite +4 melee (when corporeal); spines Many of these parasites still afflict the rirans,
J ‘.‘ +4 melee (when corporeal); or feeding boring through their mammorth husks. The gods and
B ray +10 ranged touch their servants have eliminated many of their popula-
%, Damage: Bite | point: spines 1d6-4 tions, but outbreaks still oceur.
\¢ F acefReach 2ft. |.3y 5 f_t-‘( 0ft. Slarecian worms consume magical and spiritual
! gpeCfa: Attalcks. :’eednng‘ s'lle“cf e energy, so they target spellcasters, magic items or
;:_" pecial Qualities: ncorporeal, te epat‘ s YOrce innately magical beings. There isacommon traveler's
I Saves: Fort +6, Ref +7, Wil +7 tale involving titanworms. The story is set in any
5‘; Abilities: Str2,Dex 15, Con 13, Int 7, Wis 18, Cha teen Bintedand or | 'k“ R R :
ALY 14 given hinterland or backwater of Ghelspad where
b Skills: BIuff +6, Disquise +4, Knowledge (the arcane spellcasters are d1._~al'rust'c.:c| nndl exlccutcd in
K planes, religion) +4, Hide +2, Listen +6, 1:1.i'gc pits. At the bottom of the pits, squirming masses
- ‘-'-.‘"} Spot +6 of slarecian worms consume them. There is little
A I-.. Feats: Alertness, Flyby attack evidence that this really happens, but the legends
g o I Climate/Terrain: Any land or underground persist.
o Organization: Solltary.breedmgmass(Z-?()HDaduIts, Slarecian worms are fairly intelligent in their
2-40 1 HD hatchlings) Sl : . . :
1 own right, though they focus most of their efforts on

finding food. Their form often seems amorphous,
especially when they become incorporeal, but their

-2 Challenge Rating: 4

~ Treasure: Standard

" Alignment: Always neutral

¢ ‘; Advancement Range: 7-10 HD
(Small); 11-13

F HD (Medium-
' size); 14-20HD
B 1 (Large)
A ; Description

N p
y. - Ancient stories tell of be-
& _J_"'L‘ ings akin ro “lice of the titans,”

} beings that fed off of the titans’
essence with great subtlety.
These tales led to these crea-
; tures being called titansworms.
{ One such story describes these
Y divine pests as being the tool of
v X Mormo's poisoning of Gormorh,
b a black tide of worms poured
44 into his very essence. But after
the discovery of a tome in a
slarecian crypr, these creatures
F gained their current name. The
,[ tome implies that these worms
A worked at the behest of the
slarecians themselves, and there-
_\ after returned some portion of
the energy they consumed to
their masters.
After the destruction of the

f slarecians, these parasites were
| setloose upon the Scarred Lands.
X j Wherever magic is present in

any quantity, these worms in-
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natural form is that of a black worm, about 2 feet long,
with a large, roothed mouth and a series of flexible
spines. The worms emit a zone of silence when
hunting, which often makes spellcasting difficulr for
victims and opponents.

These creatures are encountered either alone or
in large masses. They alternate between foraging
periods and intense breeding, with no fixed period to
the cycle. Slarecian worms are at their most danger-
ous when breeding. Some reputable explorers claim
that in the span of a few months a mere handful of
them can grow to a population of thousands.

Combat

When attacking, slarecian worms typically use
their silence ability while still out of sight, and then
move in. Remaining incorporeal, the worm tries to
focus a feeding ray at the most promising targets.

Slarecian worms can be a bit impatient. Though
it would be prudent to find our what creatures pose
the greatest threat before closing, slarecian worms
usually artempt a feeding arrack carly, regardless of
the relative strengths of their targets.

When breeding, young slarecian worms simply
attack any possible prey. Dozens may strike a single
target at once.

Feeding (Su): Any magical forces that come in
contact with (or even near) a slarecian worm are
subject to its hunger. A worm’s touch drains arcane
and divine forces automatically, although it may
extend this effect three feet perhitdie asaray toaffect
a single target or as a sphere with a radius of the
worm’s hit dice in feet to affect multiple targets.

Qussiders, construces, elementals, fey, undead
and other fundamentally supernatural beings are sub-
ject to an effect much like enervation. This effect
applies even to undead, as this is an unraveling of
forces rather than negative energy.

Inaddition, anything soaffected is also subjectred
to a continual dispel magic, using the worm’s hit dice
as caster level. This applies to all applicable spells,
targets or items within range.

This feeding cannot be completely shut off,
though it may be dampened so that only direct

contact causes the drain. The worm is immune to its
own field.

It’s believed that older, more powerful slarecian
worms are able to make use of magical energy so
“caten,” but nothing has been substantiared. Younger
worms seem to simply use this ability ro provide for
th{‘.‘i.!' OWN sustenance.

Silence (Su): A combination of antimagic ficld
and silence can be creared by slarecian worms. This
effect extends in a 10 foot radius from the worm,
lasting one minute per hit die. The range can be
shifted at will throughout the duration, up to the
maximum 10 feet. Silence takes a full round to
activate. This ability is as a spell cast by a sorcerer of
a level equal to the worm's hit dice.

Incorporeal: Slarecian worms may switch be-
tween incorporeal and corporeal form. Switching
either way rakes one full round of action.

While incorporeal, aslarecian worm can only be
harmed by other incorporeal creatures, +1 or better
magic weapons and spells, spell-like abilities or super-
natural abilicies. It is immune to all nonmagical
attack forms and has a 50% chance of ignoring
damage from any magical corporeal source (except
force effects). The worm can pass through physical
objects, but not forces, and moves silently if it so
wishes. When moving, it uses its fly rating. Hide is at
+10 if the worm chooses 1o keep most of its body
within an object.

While corporeal, the slarecian worm moves at its
normal speed and has no access to flight. If another
being casts antimagic field or dispel magic successfully
against it, the worm takes 1d6 hp of damage and
becomes incorporeal.

Telepathy (Ex): Slarecian worms can sense or
communicate with any of their kind within one mile.

Voice (Ex): These beings can create a wide
variety of sounds while corporeal and can potentially
“speak” any language. This is handled as with normal
characters, one language plus a number determined
by the character’s Intelligence bonus. Slarecian worms
can know any spoken language, but generally know
Common and the languages of humanoid races.
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Shme Re aver from its master {who wears a similar ring). Caprured
landspawn are controlled through these slaver rings.
Small Humanoid (Aquatic) Slime reavers speak theirown language and a few
Hit Dice: 3d8+3 (16 hp) know Common.
Initiative: +2 (Dex)
Speed: 30 ft., swim 40 ft. Combat
AC: 17 (+2 Dex, +1 size, +3 natural, +3 bone The reavers excel av guerilla warfare. They rise
armor) from reeds orshallow water, attacking the most danger-
Attacks: Halfspear +3 melee: dart +5 ranged: net ous foes with nets and darts before closing in for the kill.
+5 ranged Those reavers not involved in combat concentrate on
Damage: Halfspear 1d6; dart 1d4 netting and capturing anyone who looks like slave
Face/Reach: 5ft.by Sft./51t. material. Spellcasters assist from afar. If a battle starts
Special Attacks: Poison going against them, they quickly retreat with whatever
Special Qualities: Amphibious, camouflage. leap they can, diving underwater where most opponents
Saves: Fort +2, Ref +5, Will +2 cimnot follow. Slave-rings are placed on the caprured,
Abilities: Str10.Dex 15, Con 12, Int 10, Wis 12, Cha ll and all return to the tribe.
Skills: Hide +5, Jump +8, Listen +1, Spot +2. Reavers wear bone breastplates (+3 armor bonus, +4
Wilderness Lore (undersea) ~4 maximum Dex bonus, -2 armorcheck penalty, 20% arcane
Feats: Exotic WeaponProficiency (net). Spring spell failure) often made from giane tortoise shells.
Attack (leap) Ao T S R L N s
. : : mphibious (Ex): Slime reavers can breathe both
Climate/Terrain: Warm and temperate aquatic and marsh s i e b
g air and water,
Organization: Cluster (3-6); patrol (5-8 reavers, plus

Camoflage (Ex): The reavers' skin tone and fea-

| Sth-level ranger and | Sth-level sor-
g tures grant them a +4 racial bonus to the Hide skill.

cerer); shoal (7-16 reavers, plus 2
Sth-level sorcerers and | Gth-level Leap (Ex): Because of their powerful legs, slime
druid): tribe (10-100 reavers plus reaverscan leap twice the distance indi-
noncombatants, plus 4 6th- to 4 ° cated in the Jump skill when they are
Bth-level druids, 6 5th- to 7th- doingany standing jump and triple the
levelsorcerers,and 6 5th- distance when jumping back. They

) to 7th-level rangers) also receive a +8 racial bonus to the
Challenge Rating: | Jump skill and ignore the normal
Treasure: Standard maximum distances of the Jump skill.
Alignment: Usually neutral evil Reavers are considered to have the

Advancement Range: By character

Spring Auack feat, except
class

they must use leap to gain
the effects of the fear —
jumping into combat and
then jumping back out of
combat. Atthe gamemaster's
option, reavercharactersmay
not perform a Spring Attack
until they take this fear,
Poison (Ex): Before at-
tacking, the reavers usually
coat their darts and spears
with a mild poison (Forti-
tude save, DC 14, initial
and sccondary damage
[d4 remporary
Strength). Poisoned darts
lose their potency aftera
single atrack, while spears re-
tain their poison for rwo
attacks, even if unsuccessful.

Description

Slime reavers are
amphibiousfroglike hu-
manoids that inhabit
many of the Scarred Land's
marshes, swamps and freshwa-
ter lakes. Slime reavers are
knowntooceasionallybattlewith
the Slitheren in the Mourning Marshes, but
are equally known to trade with them. The
reaversalsomake frequent slaving raids againse
the frontier settlements of Vesh that lic in or
near the marsh.

Reavers worship several ticans, most
notably Chernand Gulaben. Slime reaver
druids usually have some sorc of shrine o
these and other titans.

Slavery is not only ac-
cepredinthereaversculture, .
it is encouraged. ™
“Landspawn” craftsmen are prized
asslaves since they are set to work Z
creating items for the reavers to
use or barter to other races.
Aquatic villages of reavers have even de-
veloped magical rings of water breaching thar prevent
normal breathing and fail i the wearer ventures too far

Slime Reaver

Slime reavers favor the
rangerclass, though barbarians
are also common. Druids are
the most common spellcaster
with some few sorcerers.
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S oU 1 GU a rd]’ an roescort the mage’sastral presence past the gatckeepers

of the divine realms, giving the mages access to the

Medium-Size Outsider (Alignment Varies) home planes of the gods.

Hit Dice: 8d8+16 (52 hp)
Initiative: +8 (+4 Dex, +4 Improved Initiative) Combat
Speed: 30 ft., fly 80 ft. (good) The guardians avoid conflicts, only doing battle
AC: 24 (+4 Dex. +10 natural) to defend the souls they escort. Soul guardians wield
Attacks: By weapon +11 melee the favored weapon of the god whom they serve.
Damage: By weapon +3 Keen Sight (Ex): Guardians can see at any range
Face/Reach: 5ft.by5Fft./5Ht perfectly, though not invisible or ethereal creatures
Special Attacks: Spell-like abilities or objects nor through obstructions.
Special Qualities: Keen sight, soul sight, magic circle, Spell-Like Abilities: At will: alter self, command,
tongues, SR 17 _ detect magic, plane shift, protection from chaosfevil{good/
Sa\f‘_ﬁf Fort +8, Ref +10, Will +8 _ law, shield other; twice per day: divine raiment, protection
Abilities: Str 16, Dex 18. Con 14, Int 14. Wis 15, from elements, raise dead, teleport without error cast as an
_ C.half ‘ eighth-level sorcerer (DC 13 + spell level).
Skills: Listen+10, SenseMotive +20.Spot +10, Soul Sight (Su): Guardians know the alignment
Knowledge (planes) +10 e L s lliale e
Shcte: Al Combat Castion. 1 d of any being they view. They will also recognize a
oalx: ]ni‘::,::ii‘:s' RluatRstg: MpLovs creature’s type (outsider, humanoid, plant, etc.).
Climate/Terrain: Any ' MaglchlnlL (Sp): (P}lﬁnli;ms m:l}*{cnn.jljrf up ;
Gl Solitaiy, paie) Sgiadi(35) magic circle against any alignment, identical to a
: spell east by asorcerer with the guardian’s hir dice in
Challenge Rating: 8 ; UL G R R
level. This magic circle may be dispelled or shifted to
Treasure: Standard : SR ol
: any other type, but only one type is in operation at
Alignment: Any except true neutral Sne e &

divcenen Btate. 2 CHedilsis) Tongues (Su): Guardians have a permanent

Description tongues ability as the spell cast by a 12th-level sorcerer.
Resistance (Ex): Soul guardians have acid, cold,
electrical and fire resistance 20.

Telepathy (Su): Soul guardians have the super-
natural ability to communicate telepathically with
any creature within 100 feet so long as the creature
speaks a language,

During the Divine War, many souls were lost in
the chaos of battles throughout the astral planes.
Many mortals of the divine races who died fighting
for their deities on the physical plane never found
their way through the tumult of the astral plane to the
final rest they carned in the home plane of their deity.

To protect their charges through the passage
from life ro death (and also to make sure they had
fresh souls to fashion into celestial or abyssal troops
for the ongoing war), the gads created the soul
guardians to shepherd souls travelling through the
astral plane to their final rest. To this day, soul
guardians are responsible for transporting the souls of
the dead o their proper destinations.

Soul guardians vary widely in physical descrip-
tion, their appearance seemingly based upon the
realm to which they will escort the soul of the
departed. For example, Madriel's faithful witness an
angel with peacock wings that escorts their soul ro
theafterworld, while Chardun’s faithful are visited by
a dark shade who chains the damned and flogs them
on to their place of eternal torment. It is unknown
whether every god and goddess has their own soul
guardians or whether the guardians change aspect
depending on the soul they carry.

Those souls whose corporeal remains are sub-
jected to resurrection are also escorted by soul
guardians back from the outer planes, across the astral
plane to their corporeal remains. Such has led o
stories of soul guardians who were bribed or coerced
by powerful mages to return souls to life or to pass
messages to spirits of the dead. As guardians are given
free passage into the outer realms of the gods, some
mages are also said to bribe or coerce soul guardians
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Spectral Plant

Small to Gargantuan Undead Plant Hazard (Incorporeal)
Description

Plants, like other living things, are normally
infused with positive life energy. But certain foul
perversions of life and narure, such as the seed of a
locust demon, can corrupt a plant with the negative
energy of death. The result is a spectral plant.

While very small plants such as grasses wither
and die when subjected to such negative eneray, any
kind of flora from small bushes to gargantuan trees
might be infected with the blight that turns them
into spectral plants. The physical remains of the
plant disappear, replaced by an invisible and incorpo-
real spectre of its former nature. Spectral plants
appear only when a living creature passes through
them, and then only as flickering ghostly images.

Spectral plants are normally found only in re-
gions plagued by locust demons, or where certain
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necromantic rites have been pracriced (such as in the
vicinity of Glivid Autel or the Stricken Woods).
While the spectral plants themselves are invisible,
the area in which they exist is difficult to miss — no
living plants or animals remain in the region, only the
remains of small, withered plants and dead animals.

Combat

Spectral plants are incorporeal and immobile,
and would seem to pose little threat. Indeed, corpo-
real creatures can pass through them at will, but doing
so saps a creature’s life energy.

Spectral plants are treated as objects and have
hit points, hardness and a Forticude save DC to resist
their energy drain based on their size.

Size Hardness Hit Points Save DC
Small 4 10 1
Medium-size 5 15 13
Large 6 20 15
Huge 6 28 17
Gargantuan 7 40 17

Energy Drain (Su): Any living creature passing:
through a spectral plant must succeed at a Fortitude
save (DC per table above) or suffer 1 negative level.
The saving throw to remove each such negative level
is at the same DC. If the body of a victim who was
slain by rhis energy drain is lefr in contact with
spectral plants for the 24 hours immediately follow-
ing their death, the woeful soul returns as a spectre.

Incorporeal (Su): Spectral
plants can only be effected by
& " other incorporeal creatures, +1
Y or better magic weapons, or magic.
/ | Spectral plants have a 50% chance
to ignore any damage from a corpo-
real source. Solid objects and
creatures pass through spec-
tral plants at will.

Improved Invisibil-
S\ ity (Su): Spectral plants remain
‘ e invisible exceptforaround
P © =) in which a living creature
' passes through one and

~ suffers its energy drain.
Special Turning (Ex): Ifacleric
” or paladin uses the turn undead abil-
ity, she may destroy a region of spectral
1 plants. For every hit die that a cleric is
able to turn, she may inflict 1d8 points
of damage to any spectral plant, ignor-

ing hardness.
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Sp]ned ].]Zled row of long, sharp spines that normally lie flat when

the reptile is at rest. However, when the spined lizard

Large Beast is threatened, those spines spring erect in a fearsome
Hit Dice: 4d10+12 (34 hp) thicket.
nitistive: 1 (Dex) Because spined lizards are normally fairly slug-

Speed: 30 ft. ;
Y gish and they move along low to the ground, they are
AC: 17 (+1 Dex, -1 size, +7 natural) ; { : :
often hard to spot in the rall grasses along the shores

Attacks: Tail swipe +6 melee

Disiace: Toilswipe 1d6:6 of the marsh, and most atracks occur when travelers

Foco/Riach: 5 ft. by 5 ft./10 fit stumble onto a foraging reptile. Spined lizards are

Special Attacks: Defensive spines, tail lash casily surprised and even more easily panicked. When

Stvet Fort +7. ReF 5. Will 41 this occurs, the reprile’s spikes stand erect, and the

Abilities: Str19. Dex 13, Con 17.Int 2, Wis 10. Cha spined lizard rushes right at the potential threat,
6 intending to either scare the enemy away or rrample

g Y Y I

Skills: Move Silently +5, Spot +3 it. What's even more dangerous is when there are

Climate/Terrain: Warm marsh more than one spined lizard in the vicinity. The

Organization: Solitary, herd (2-6) warning bellow from one will ser the entire herd

Challenge Rating: 2 stampeding in every direction, impaling or flattening

Treasure: Standard everything in the way.

Alignment: Always neutral

Advancement Range: 5-8 HD (Huge) Combat

Descn‘pﬁon When threatened, the spined lizard uses its own

body as a weapon, charging its opponent and either
Theswanmplands of southern Veshand the crushing it underfoor or perforating it with its thicket
misty reaches of the Mourning Marshes _ of defensive spikes. If surrounded, the creature will
are_home 5 the spined lizard, a __y(\\jl % thrash about, lashing predators with its powerful,
large, powerful rcptilc[l}ut digs :'?5;(,2/( N club-like tail. Fortunately for hapless adventurers
in the shallow waters fm'/ /e\)}*)‘) who happen upon the beast, the spined lizard uses up
grassesand roots to eat 59, ; its stored metabolic energy after only a few minutes
and suns itself on v worth of activity, and it will attempt to retreat to
riverbanks fluring s the relative safety of deep water.
the heat of the Defensive Spines (Ex): The spined
day. Although / lizard's thicket of defensive spines pre-
theyarcappar- (77 s 5 ‘ 3 i 'I_ ol
: sents a formidable obstacle to
would-be predators,
hindering attacks
and impaling
opponents
when the rep-
tile charges.
{ If the spined
. I|' lizard charges,
) anyone in its
path  must
make a Reflex save
(DC 13) or be hit by
1d8 spikes, each inflict-
ing 1d4 points of damage.
By the same token, anyone who hitsa
spined lizard with an unarmed actack or with a
weapon with 5 feet of reach or less, must make a
feet or longer, and they have fairly flat, broad bodies Reflex save (DC 13) or be stabbed by 1d4 spines.
that give them extra buoyancy when crossing rivers
or rooting through the marsh bed for food. The
reptile’s tail is thick and muscular, ending in a large,
bony knob as deadly as any mace, but that weapon
isn't the most dangerous one in the creature’s arsenal.

e
"

1
ently sluggish %i - “1._
and obviously “-. ‘:‘l&a T~
quite stupid, \QOEZ~.
spined lizardsare
also easily pan-
ie I( e t] .
W h en-
startled,
this beast ~
cmploys its
formidable
natural defenses

to drive off or kill
any predator or hap-
less traveler that disturbs
its daily routine.

1= i
ZLCam)

Spined lizards can reach alength of 30

Tail Lash (Ex): When surrounded by oppo-
nents, the spined lizard will lash out with broad
sweeps of its powerful tail, hoping to knock oppo-
nents to the ground so it can escape. Opponents hit
‘ e : with a rail lash must make a Reflex save (DC 16) or
The spined lizard's broad back is covered by row upon i

be knocked prone.
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Stench Toad

Large (Long) Outsider (Evil)

Hit Dice: 4d8+12 (30 hp)

Initiative: +0

Speed: 40 ft., swim 25 ft.

AC: 12 (-1 size, +3 natural)

Attacks: 3 bites +8/+3 melee; or 3 tongues +4/-
1 ranged

Damage: Bite 1d8+5; tongue (see below); or 1d10
digestion

Face/Reach: 5 ft. by 10 f£./5 ft. (30 ft. with tongues)

Special Attacks: Tongues, swallow whole, stench breath

Special Qualities: Stench

Saves: Fort +7. Ref +4., Will +4

Abilities: 1S{;r 21,Dex 11,Con 17, Int 3, Wis 10, Cha

Skills: Jump +7, Move Silently +3, Spot +5,
Swim +12

Feats: Weapon Focus (tongues)

Climate/Terrain: Any marsh and underground

Organization: Solitary or pod (2-4)

Challenge Rating: 2

Treasure: None

Alignment: Always neutral evil

Advancement Range: 5-8 HD (Huge)

Description

Stench toads B

are malicious —
if stupid — crea-
tures from one of
the  infernal
planes. They have
come to this world via
SUMImMoning, as com-

panions to
more in-
telligent
extra-
planar
visitors or
through
sheer magical

accidents. Un-
fortunately,
their natural
abilities and
cruel hunting
allow
them to prosper

streak

outside theirna-
rive environment.

Though theyareca- . _

pable of eating anything and

everything, making it impossible for
stench toads to starve, they hunt
instinctively. Though they have no

R A AT -

higher reasoning, they demonstrate a distinet prefer-
ence for sentient prey. Whether this tendency is a
bred instinet or a primal evil desire to inspire fear in
prey is unknown, but the results remain the same:
Stench toads are man-eaters.

The one factor that stymies their growth and
expansion in this world is their smell. While stench
toads’ powerful reek makes them formidable oppo-
nents, it also makes them rather easy to find. Thus,
the toads are limited to making their homes in places
that stink as badly as they do. Most lair in swamps,
where marsh gas and miasma mask their presence.
More cunning specimens settle in the sewers and
dumps of cities, putting themselves in close proxim-
ity to prey and giving them an innocuous place o
hide between forays.

Combat

Stench toads try to incapacitate as many foes as
possible, as quickly as possible. Their tongues are
therefore their primary weapons. The toads try to
swallow combatants three atr a time when confront-

ing a group, belching forth their digested

remains into the midst of the sur-

vivors. Any who fall prey to

the paralytic effects of a
toad's breath are
targeted the fol-

lowing round as
tuel for the next
gas volley.
Tongues (Ex):
= A stench road often
kW opens combat by lash-
. a ingout with itssticky
tongues. It need
only make atouch
attack to snare

~1

g \'T “\ a target, and
™ ¥ A ' theattack suf-
\ﬁ/\} V' fers no range

i B increment.

I Once snared, a vic-
tim must pass an
Escape Artist check
(e “I5) or A
Strength check
(DC I?) o
escape. A
victim s
drawn 10

¥ feet roward
the toad for

every round

that he is held. A

toad’s tongue can suffer 10

i

i, 4

/
;t
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hits points of damage before being severed, which is
not counted toward the damage suffered by the toad
as a whole.

Swallow Whole (Ex): A road may attempt to
swallow a creature of up to Medium-size whole. The
road must succeed inagrapple check. [fits tongue has
snared a creature, the toad gets a +4 circumstance
madifier to the attack.

Creatures swallowed by a toad suffer Ld 10 points of
digestion damage automatically per round that they
remain in the stomach. They may attempt to cut their
way out of the monster’s belly with any small slashing
weapon providing one was readied before being swal-
lowed. It takes 15 points of damage (damaged inflicted
insicle a road is automaric) o cura hole large enough to
escape through. Once a victim is out, muscular action
in the toad’s stomach closes the hole again, effectively
sealing it shut. Each stomach is big enough to hold one
Large or two Medium-size creatures.

Stench Breath (Ex): As vicrims are digested,
they are used to fuel a noxious cloud that collects in
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the animal’s swelling throats. The toad may belch
this nauseating gas forth in a roiling cloud, filling a
10-footarea in frontof it. All caught within this cloud
must make a Fortitude save (DC 15) or be paralyzed
for 1d4 rounds as they retch and gag uncontrollably.
This gas inflicts secondary damage in the form of 1d6
temporary Strength loss to those who fail their save.

For every 10 points of damage inflicted on a
creature being digested, the toad produces one blast
of breath, and each throat pouch is capable of storing
four blasts. More than one blast may be loosed at once
should the toad so choose, creating an especially
thick and pungent cloud. For every blast beyond the
first breathed simultaneously, add 5 to the DC of the
save and accumulate dice rolled for paralysis duration
and Strength loss.

Stench (Ex): A toad’s mucus coating has a nause-
atingodorallitsown. All who come within 20feet must
make a Fortitude save (DC 12) or suffer 1d4 points of
temporary Strength loss. If the roll succeeds, an oppo-
nentresists the smellfor the remainder of the encounter.
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Stone Zombie

Medium-Size Construct

Hit Dice: 2d10+3 (14 hp)

Initiative: -1 (Dex)

Speed: 30 ft.

AC: 17 (-1 Dex, +8 natural)

Attacks: Slam +2 melee

Damage: Slam 1d6+1

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

Special Qualities: Necromantic construct, hardness 8,
partial actions only, darkvision 60 ft.,
cannot be turned

Saves: Fort +0, Ref -1, Will +0

Abilities: Str 13, Dex 8, Con —, Int —, Wis 10,
Chal

Feats: Toughness

Climate/Terrain: Any land or underground

Organization:

Gang (2-5). squad (6-10) or mob (11-
20)

Challenge Rating: 2
Treasure: None

Alignment: Always neutral
Advancement Range: 3-5 HD (Large); 6-% HD (Huge)

Description
Some unethical sorcerers in the southern city of
Fangsfall, particularly those who were a part of the
exodus from lands invaded by Calastia (and some
say Calastian exiles hiding among the refu-
gees), have discovered problems pursuing
their arcane arts. In particular, the re-
gional heat and humidity advanced
the rate of decay and intensified the
disgusting nature of undead servitors
(corpses), making them impossible
to work with or simply distasteful to
keeparound. With ritual work, how-
ever, the magicians learned how to
combine the magic of spells so
that “agents” turned ro rock, yet !\
retained their animate nature. S )
The result was the unexpected /5 Sl°

benefit of a construct that ; 1

could not be turned because
Stone zombies appear to be mo-

/3

it was no longerundead, but
thar was already enchanted
by animation magic.

bile statues, without continued rot
or stench. Creation of these servi-
tors has even assumed an artistic
quality. Once the zombies are ren-
dered into stone, some wizards
carve sigils or imagery 7
into the rocky forms /m-._b—/\
(or commission ©
craftsmen to do so, usu-
ally without explaining

the true origins of the “statues”). Particularly well-
crafted zombies can operate as guardians and double
as interesting decorations and status symbols.

How long can it be, though, before Lord Vrail
learns of the statues at large in his city and its
outlands? Would he have them destroyed and the
creators banished, or would he employ the statues as
“art” across the city, knowing secretly that they might
be used one day to control the tide of refugees pressing

his gates!?

Combat

A single creator may control only a number of
stone zombies equal to his level, assuming that they
are Medium-size 2 HD creatures, and stone zombies
will follow his commands unswervingly.

Necromantic Construct: Stone zombies are
treated as constructs and therefore are immune to
mind-influence effects, poison, sleep, paralysis, criti-
cal hits, subdual damage, energy drain, stunning,
death from massive-damage trauma, disease and nec-
romantic effects. If a stone to flesh spell is cast on one,
however, it reverts into a normal zombie, the ritual’s
magic disrupted.

Partial Actions Only (Ex): Stone zombies are
just as limited in motion as their fleshy counterparts.
They may perform only partial actions cach round,
cither moving or attacking, and they are able ro
doboth only if they perform a partial charge.

Cannotbe Turned (Ex): Stone zom-
bies are not treated as undead and
therefore cannot be turned or re-
buked. If one should be returned to
flesh form, it becomes subject to

normal clerical influence again.
Hardness (Ex): These
creatures are very difficult to
harm due to theirstone forms.
All artacks cause eight fewer
points of damage than nor-

mal.

Monstrous Stone
Zombies

Large stone zombies have
been created, but their weight is
extremely prohibitive, making them
relatively useless in buildings with
more than asingle floor. Their avail-
ability also correlates directly to the
availability of large corpses such as
those of ogres or even hill giants. Big
stone zombies simply have more Hit

Dice than usual, as indicated un-

der Advancement Range,
above,
T T SR I iy e~ e P T S
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Stormchild

watch each offspring intently for sign of a change. Other
stormchildren can be the first, seemingly spontaneous mem-

Small Outsider (Air) berofaclantobe of *higher blood.” Regardless of history, the
Hit Dice: 1d8+1 (5 hp) resultisapowerful force in afragile shell, with little focusand
O X sometimes no moral guidance. Stormehildren are known to
Initiative: 1(Dex) Fias el ek G b
s 20 fl. ﬂy 20 ft. (at 5 HD"’) ( 1 Out at those who harm (?r U[f‘])]‘(.‘&a them, ;ll]. Lt“:I never
| : find acceptance among their own people again after the
AC: 10 (+1 size. -1 Dex) 7 a Y TR A T R
Ak Pt el change. Some are killed out of fear and jealousy by villagers
: JnCiyE anaict and townsfolk, whoclaimtofearthe havoe the childrencould
Damage: Punch 1d4-1 ek
Face{'Reach: 5 ft. bﬁ_( 5 “’{BI _Ft' Clever would-be patrons make cautious efforts toreach
Spec.ral Att_a.cks: SF_’ellfl'ke _ab'ht'?‘f‘ out to these outsider youths. If such wardens succeed, they
Special Qualities: Blindsight, immunities, keen senses, SRl gaina powerful ally— or tool. If they fail, it can mean death.
Saves: Fort +3,Ref +1, Will +5 Strangely, none of Ghelspad's denizens tells of
Abilities: Str 8, Dex 8, Con 12, Int 10, Wis 12. Cha 10 stormchildren appearing as adults, as if the boys and girls
Skills: Climb+2.Hide +1,Listen+3,MoveSilently+2, cannot mature, do not age or something inexplicable befalls
= iTnse Motivle +l, f{ﬁt %;;rﬂmbledi . them before they can grow.
eats: ertness, Iron Will, Whirlwind Attac
Climate/ Terrain: Any land Combat
Organization: g Solitary Statistics are provided for a human-born stormchild, but
Challenge Rating: 1 an elf, half-elf or the rare dwarf may be possible. There are even
Treasure: Standard reportsof afew halfling-born stormehildren, though suchstories
Alignment: Usually neutral g0 hand-in-hand with whispers of how King Virduk has seques-

Advancement Range: By character class teredall familiesso“blessed” and “encourages” childbirth in said

Description

Stormchildren, with their distant gaze, wispy hair and
pale skin are feared whenever they appear, for their powers
emerge early in life, before the wisdom to bear them is
acquired.

According to legend, the titan Lethene or perhaps
Gulaben would sometimes possess the body of a woman and
walk the lands of Scam. The reasons for assuming physical
torm are unknown, though perhaps even a Dame of Storms
or Lady of Winds needed to know material existence from
time to time. Stories of such intervention usually led to the
death of the titan's host, but in a few the possessor allowed her
vessel to live and left behind some slight trace of her essence.
Overthe generations that followed,
boons appeared and reappeared in
families descended from such
“blessed.”

[n more recent years, tales of
stormehildren as titanspawn have
been contested by the priests of
Madricl. Adherents of the goddess
believe that the children are actu-
ally the chosen of the Redeemer,
children with divine blood that
makesthemneitherhumannorquite
gods. There issome hushed specula-
tion that Madriel's followers claim
the children to control their power,
making the youths mere pawns, re-
gardless of their true origins. But
with supporters of the titans out-
lawed in civilized nations, who can
argue with Madriel’s priests?

Of course, caught between
these factions are the stormchildren
themselves — youths who manifest
inexplicable powers, often suddenly
and without warning. Some fami-
lies, secretly aware of cheir lineage,

families.

Blindsight (Ex): Can see perfectly unless inabsolute light
or darkness.

Immunities (Su): Stormchildren can shrug off the effects
of weather. Their hit dice are added as a bonus to any saves
against normal weather effects, including heat and cold. They
have double spell resistance against any spell involving wind or
weather.

Keen Senses (Ex): Stormchildren have darkvision up to
60 feet and may see invisible or ethereal beings up to 60 feet
AWy,

Spell-Like Abilities: Stormchildren gainavariery of spell-
like abilities ac different hic dice levels. A child's hit dice are its
effective level for spell effects.

1-4: Control winds, control
weather and fly once each per day.

53-8: Theabove effects may be
used three times a day. Lighming
and foresight may be cast once per
day.

9+ Conwol winds, control
weather and fly are usable at will.
Lightming and fovesight can be cast
three times per day.

Stormchildren
Characters

If stormchildren truly can
grow to adulthood, they might
become members of almost any
class. The patron, if any, who
helps them control their powers
typically influences their path.
Those who follow Madriel often
become clerics, while those who
fallinamongthe titanspawn likely

. become druids. Runaway
stormehildren, withoutguidance,
arelikely tobecome rogues, rang-
ers or even barbarians,
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Sundered Mage

Medium-Size Aberration

Hit Dice: 8d8 + 40 (76 hp)/4d8 + 20 (38 hp)*

Initiative: +2 (Dex)

Speed: 30 ft.

AC: 16 (+2 Dex, +4 natural)/14 (+2 Dex, +2
natural)*

Attacks: Dagger +6/+3" melee

Damage: Dagger 1d4

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

Special Attacks: Spells

Special Qualities: Dual-form. darkvision 60 ft., regenera-
tion 6/3%, see invisible/ethereal,
all-around vision

Saves: Fort +7/+6* Ref +4/+3*, Will +10/+8*

Abilities: Str 10, Dex 14, Con 20, Int 15, Wis 11,
Cha 18

Skills: Concentration+10, Knowledge (Arcana)
+10, Search +10, Spellcraft +10. Spot
+12

Feats: Combat Casting, Enlarge Spell, Maxi-
mize Spell

Climate/Terrain: Any

Organization: Solitary. pair, circle (6)

Challenge Rating: 8

Treasure: None

Alignment: Usually neutral evil

Advancement Range: None

*Numbers after the slash refer to the sundered mage’s dual
forms. The first number refers to the mage in its single-body
form; the second te each of its two separate bedies.

Description

Sundered mages were once a race of magical
beings creared by the ritan Mesos. However, the
spiteful ritan Gormorh found the mages interest-
ing playthings and vessels to ease his own suffering
from the poisoning with which his sister Mormo
afflicted him. Gormoth bound the mages to his
own spirit, forcing them to live in endless torment
as their psychic link to the Wriching Lord dis-
persed his pain into them.

When Chardun and Vangal split Gormoth
from head to crotch in the Titanswar, Gormorth’s
link to the mages caused a ripple effect that sun-
dered their frames in twain as well. Far from dying,
the sundered mages’ physically rejoined their sun-
dered halves. However, the split in their spirits
remained, giving rise to their unique ability to
split their form into twin replicas or rejoin into
one body as they please.

In its natural state, a sundered mage resembles
asexless humanoid figure, but with two contorted,

angry faces that shift constantly about its head.

They wear wizard’s robes and often carry wands or
staves. As a rule, sundered mages hide from other
civilized races, usually in concealed lairs such as
caverns, ruins and forests,

As sundered mages remain connected to
Gormoth, they are in constant pain, which varies
from mere discomfort to wracking agony. They
suffer the psychic reverberations of Gormoths's
pain from both Mormo’s poison and also from the
agony of his two flailing halves trying ro reunire.
This constant pain has left the sundered mages
erim and callous to the pain that they inflict upon
others. They pursue any and all means of severing
their tie to Gormoth, and they mercilessly dis-
patch any who purposefully or inadvertently bar
them from exploring any means of accomplishing

their goal.

Combat

A sundered mage will be encountered in dual
form 50% of the time. As it is poor in combat, the
mage will engage enemies with spells if possible,
splitting up into its dual form as needed to confuse
and outmaneuver its foes. If one of its two bodies
is badly injured, it merges back into a single body
as quickly as it can.

Dual-Form (Su): A sundered mage is capable
of splitting into two separate bodies. This trans-
formation takes a standard action and provokes
attacks of opportunity. The two bodies can re-
unite in the same fashion.

The two bodies are completely independent
of one another in regard to movement, spell cast-
ing and combat. They share a single mind, and
they can communicate with one another instantly.
What one experiences, the other feels, and the
two hodies have full use of each others’ vision and
other senses. This ability has unlimited range, as
long as both bodies remain on the same plane of
existence.

The dual-form ability has its hazards. [f one of
the bodies is slain when the mage is split, then the
other body dies. Spells that affect the abilities or
statistics of one body affect the other body auto-
matically.

If 2 wounded sundered mage reforms into a
single body, its hit points are reunited as well. If it
subsequently splits again, divide its remaining hit
points in half for each body.
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Spells: The sundered mage’s dual form bodies
are less potent spellcasters than the sundered mage’s
unired single form. A mage in a single body casts
spells as a [2th-level sorcerer; the separate forms
cach cast at 8ch level. When the mage re-forms

into a single body, any expended spell levels
are still lost, and it must prepare its spells in
the normal manner.

See Invisible/Ethereal (Su): The
sundered mage can detect
all invisible and ethe-
real objects or beings
within 60 feet.

All-Around Vi-
sion (Ex): The mage's
faces slide and move
around its face con-
stantly. Sundered mages
receive a +4 racial bonus
to Spot and Search rolls,
and they cannot be
flanked.
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Sundered Woman
Medium-Size Fey

Hit Dice: 6d6 (21 hp)

Initiative: +5 (Dex)

Speed: 30 ft.

AC: 19 (+5 Dex, +4 natural)
Attacks: Claw +8 melee
Damage: Claw 1d4+1
Face/Reach: 5 ft. by 5 ft./5 ft.

Special Attacks: Wounding touch
Special Qualities: Spell-like abilities. monster empathy

Saves: Fort +2, Ref +10, Will +3

Abilities: Str12,Dex 20,Con 1, Int14, Wis 6, Cha
15

Skills: Climb +8, Hide + 13, Listen +6, Monster

Empathy +10, Move Silently +13, Spot
+6, Wilderness Lore +6

Feats: Dodge, Weapon Finesse (claw)
Climate/Terrain: Any forest

Organization: Solitary

Challenge Rating: 5

Treasure: Standard

Alignment: Always Chaotic Neutral

Advancement Range: 7-12 HD (Medium-size)
Description

Some of the oldest children of the forest still
suffer from the titan's influence over the world, even
all these years after the creators’ defeat. Throughout
the Scarred Lands, wherever titanspawn or the lords’
own hands have afflicred magical woods, dryads have
suffered. Where forests have been leveled, charred or
corrupted by unholy influence, the dryad kin of those
lost trees have been driven to madness. Keptalive by
some cruel twist of fate or unknowable will, the
refugee fey have been twisted into a mockery of their
former beauty. Withour the trees to which they were
bound, the wood spirits suffer a confused, wrathful
and wretched existence, ostracized from their homes
and forced to exist alone and afraid.

From a distance, these creatures appear to be
beauriful women, nymphs or hamadryads. Up close,
one sees that deep wounds mar their flesh. Their
injuries do not bleed, though, and their flesh rejoins
and splits in new places as they move.

Most sundered women seem oblivious to their
grotesque appearance. They tend to wander lost in
the forest, searching for the one tree that is their
partner but never finding it. Anyone who gets in their
way or interferes with their search is subject to their
wrath. Animals tend to avoid the delusional women
and seck shelter in their presence, much as animals
would if a violent storm suddenly arose.

Sundered women vary widely in personality and
purpose. Some are lictle more than agents of destruc-
tion, bent on inflicting harm on whatever they
encounter. Others seem kindly, but tend to break
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their “toys,” because they don’t understand the con-
sequences of their actions. A few appear rational and
purposeful but harbor subtle forms of insanity. Ad-
venturers are advised to avoid these creatures if
possible, even if they seem to promise aid or would be
better off put out of their misery.

[t's even possible to encounter one of these lost
women outside the woodlands. This creature is the
saddest of all, however, because her forest home has
been completely decimated, or she has become so lost
that she no longer knows where her home might be.
These individuals are perhaps the most dangerous
sundered women, for they have lostall bearing on the
reality they once knew. Unfortunately, they might
also be the only ones who could relate the fate that
befell their homes, and what has become of any
titanspawn responsible. Sundered women can also be
vastly knowledgeable of the world around which
their trees grew and may speak of events hundreds of
years past — if they can be communicated with and
understood.

Combat

Sundered women tend to avoid direct combar or
even ignore the presence of others — until the search
for their home is interfered with, when rhey can lash
out. Othersseek to lure intruders into traps tofind out
if these foreigners were the ones who destroyed the
local forest. No matter what, each sundered woman
hehaves in accordance with her own particular form
of insanity.

Wounding Touch (Su): The claw attack of a
sundered woman is particularly vicious. Such wounds
bleed longer than normal, inflicting an extra point of
damage on the following round before clotring. Dam-
age taken from a sundered woman’s claws is also
resistant to magical healing, so cure spells are only
half as effective as usual, and such damage is always
healed last if a subject of the spell has suffered other
wounds as well. The same properties apply to dam-
aged suffered from a sundered woman’s inflict minor
wounds ability.

For example, a character has taken 10 points of
damage from an ogre’s club and eight points of dam-
age from a sundered woman’s claws and spells. The
first cure light wounds spell cast on him heals six
points, which goes toward the damage done by the
ogre. The second spell heals eight points: four of these
heal the rest of the damage from the ogre, and the
remaining four points heal only two points of the
damage inflicted by the sundered woman. The char-
acter hassix points of damage remaining, and requires
12 points of magical healing or six points of natural
healing to recover fully.

Spell-Like Abilities: Like dryads, sundered

women can communicate with plants at will (as spealk
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with plants) and use charm person three times per day
as if cast by a 6th-level sorcerer. Sundered women
also have access to the following spell-like abilitics:
change self (3/day), mfliceminor wounds (3/day), shatter
(3/day), invisibilicy (2/day) and poison (1/day).
Monster Empathy (Ex): Sundered women have
access to this unusual variation of the Animal Empa-
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thy skill. Normal animals have a pronounced aver-
sion to their presence, so the estranged fey find
comfort with twisted creatures like themselves. This
skill operates just as the Animal Empathy skill, but
works best on aberrations. The skill can also be used
on beasts or magical beasts of a chaotic or evil
alignment with a -4 penaly to the roll.
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Surged Giant Combat

Huge (Tall) Giant Surged giants tend to have an inflated sense of
Hit Dice: 10d8 (45 hp) their own prowess. This egotism, combined with
Tnitiative: -2 (Dex) their wee intellects, makes their battle plans fall into
Speed: 40 ft. the “charge and smash with greatfist” range of com-
AC: 14 (-2 size, -2 Dex, +8 natural) plexity.
Attacks: | fist +18 melee, | greatfist +18 melee Improved Grab (Ex): To use this ability, the
Damage: Fist 1d6+13, greatfist 3d6+13 surged giant must hit with a fist atrack.
Face/Reach: 10 ft. by 10 ft./15 ft. Bludgeoning Damage Resistance (Ex): The
Special Attacks: Improved grab walls of muscle surrounding the surged giant allow it

Special Qualities: Darkvision 60 ft., bludgeoning damage

: = to ignore the first 5 points of damage from any
resistance 5/-, vulnerability. regenera- i ;

bludgeoning weapon or concussion damage effect.

tion |
G Fort +7. Ref +1. Will +1 Vulnerability (Ex): The overburdened frames
Abilities: Str37,Dex 7,Con 10, Int 7, Wis 8, Cha of the surged giant make it prone to crippling strikes.
5 Opponents may increase their critical threat range by
Skills: Jump +4. Listen +4., Spot +5, Swim +2 two when artacking surged giants (e.g., a longsword
Feats: Cleave, Great Cleave, Power Attack which normally threatens a critical on a 19-20 will
Climat.efT'er‘rain: Wa_rm and temperate land threaten a critical on a 17-20).
E)hrg;;nlzah;n:' . Zolltary, pair or clan (3-12) : e Regeneration (Ex)e Firs,
T ! en}.}: g N L R cold and acid deal normal
reasure: ane ar P e
Alignment: Always chaotic evil 2t Z il damage.
Advancement Range: 11-15 HD (Huge) = &
s /‘:’M
. . E = ‘/_'_,___'___._...f_- : —
Description i B e

Surged giants were fash-
ioned by Kadum the
Mountainshaker in one of the
monstrous titan's few attempts
at crafting mortal races. Gormoth
promptly ridiculed the creation for
itsrelative weaknessand at Gormoth's
goading, Kadum let his race feast upon
his blood and grow far stronger than
they were crafted to become. The end
result was a race of giants empowered
with far too much strength and muscle
mass than their bodies were meant to
carry.

Surged giants are massive human-
oids  with bulging, distorted
musculatures that constantly
spasm and twitch and wrack the
giant with painful cramps. Of-
ten, when it exerts its
tremendous strength, its under-
lying tendons and bones pop and snap,
as they cannot handle the stress of the
muscle action. However, the giants’ vitality
is such that their bodies mend quickly.
Surged giants are further distinguished
by their massive hand and forearm, fash-
ioned into a living battering ram and used to
bludgeon foes into pudding.
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Sutak
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Medium-Size Monstrous Humanoid

Hit Dice: 248 (¢ hp)

Initiative: +1 (Dex)

Speed: 30 ft.

AC: 17 (+] Dex. +2 natural, +4 scale mail)

Attacks: Heavy flail +3 melee: or bite +2 melee: or
shortbow +3 ranged

Damage: Heavy flail 1d10: bite 1d4: shortbow 1d6

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

Special Qualities: Fire resistance 10

Saves: Fort +0, Ref +4, Will +3

Abilities: Str1l.Dex12,Con 11, Int 11, Wis 10.Cha 8

Skills: Intimidate +7, Intuit Direction +3, Listen
+4, Move Silently +4, Spot +4, Wilder-
ness Lore +3

Feats: Weapon Focus (flail)

Climate/Terrain: Any desert

Scouting party (4-10), raiding party (10-
40, plus one 2nd-level fighter per 10
sutak), scourge (20-100. plus one Znd-
level fighter per 10 sutak, plus one
4th-level sorcerer per 50 sutak, plus one
Sth-level fighter leader), or clan (100-
300 plus one 2nd-level fighter or ranger
per 10 adults, one Sth-level champion per
60adults, one 6th-level sorcererandone
6th- to 8th-level chieftain)

Challenge Rating: |

Organization:

Treasure: Standard
Alignment: Usually lawful evil
Advancement Range: By character class
Description

Often called the “plague of the Ukrudan
Desert,” the fierce and cruel sutak are among
the most numerous and aggressive of the
titanspawn remaining in the Scarred Lands.
The favored children of Thulkas, the [ron Ti-
tan, the sutak were decimated during rhe final
years of the Titanswar, and in the aftermath of
their patron’s fall, the remnants of the race
escaped the fury of the divine races by retreat-
ing into the fiery reaches of the Ukrudan. From
there, the sutak prey upon merchant caravans
plying the trade routes between Dunahnae and
the kingdoms to the east, and they erupt from
the desert sporadically on far-ranging rampages
to sate their lust for plunder and revenge.

A sutak appears to be a well-muscled hu-
man covered in a very short coat of rust-colored
fur, with a horrible, emaciated head similar toa
horse or donkey’s. Their voices are loud and
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harsh, with an unnerving merallic dissonance
that sets a listener’s teeth on edge. Thanks to
their patron, the sutak are highly resistant to
heat, able to withstand blazing temperatures
without the slightest discomfort.

Sutak organize into nomadic clans, each
led by a powerful and ruthless chiefrain. Clan
feuds and perry rivalries are common among
the desert dwellers, often triggered by competi-
tion for the meager resources of the Ukrudan as
well as by violent inter-clan politics. Alliances
in the interests of a common goal are short-
lived, much to the relief of the human
settlements that border the edges of the desert.

Although their patron, Thulkas, has yet to
heed their prayers, the sutak continue to wor-
ship the Father of Fire. Fire-mages and sorcerers
fill the cultural role of priests, and many of
their leading warriors bear ceremonial tarroos
that they make using molren metal instead of
ink. A mighty sutak chiefrain’s chest, face and
arms are covered with savage designs of gleam-
ing bronze or gold that pronounce his devotion
to the Iron Titan.

Sutak speak Common and Sutak. Their
spellcasters, chiefrains and other high-ranking
warriors are typically well versed in the lan-
guage of elemental fire as well.

Sutak Characters

Fighters are most common among the sutak,
owing to their warlike nature. They also have a
number of desert rangers and rogues among
their number, and wizards (typically specialist
invokers who concentrate on fire spells) or
sorcerers can rise to notable rank. Like other
worshippers of the ritans, sutak have no clerics,
and druids are rare; wizards and sorcerors as-
sume the role of religious leaders in sutak society.

Combat

The sutak are most commonly encountered
in small scouting or raiding parties, but a char-
ismatic leader occasionally gathers a large
contingent of warriors to pursue a bloody cru-
sade of murder and pillage against the civilized
kingdoms beyond the desert. A sutak band com-
monly assigns a portion of its number to harass
enemy spellcasters or archers with missile fire,
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while the rest attack with flails, long sickles or Skills (Ex): Sutak receive a +4 racial bonus
vicious, scimitar-like swords. When in retreart, to Intimidate checks, due to their unserrling
sutak commonly order their rear guard to throw voices, as included above.

flasks of flaming oil into a melee, trusting that Fire Resistance (Ex): Sutak are highly resistant to
their comindes will remiint utscithed while the effects of extreme heat, ignoring the first 10 points

of such damage cach round.

their enemies burn.
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Swamp Fisher

Large Magical Beast
Hit Dice: 4d10+12 (34 hp)
Initiative: +5 (+1 Dex, +4 Improved Initiative)
Speed: Swim 10 ft,
AC: 13 (-1size, +1 Dex, +3 natural)
Attacks: None
Damage: None
Face/Reach: 5 ft. by 5 ft/10 ft.
Special Attacks: Entangling tendrils
Special Qualities: Tremorsense 60 ft.
Saves: Fort +7. Ref +5, Will -2
Abilities: 1Str 17,Dex 13, Con 16, Int 5, Wis 5, Cha
Feats: Improved Initiative
Climate/Terrain: Temperate marsh
Organization: Solitary
Challenge Rating: 4
Treasure: Standard
Alignment: Always neutral

Advancement Range: 5-8 HD (Large)

Description

Denizens of the Khan Thert swamps teach their
children very early that placid pools are rarely what
they seem. It is easy to lower one’s guard in the rare
times when one finds a pool undisturbed by dire
monitors or other predators, but the wise swamp
dweller realizes that such places are devoid of danger-
ous creatures for a very important reason. They have
all been eaten by something larger, more cunning and
far more deadly.

The swamp fisher is an unassuming predator that
lives its entire life beneath the surface of shallow
marshes and ponds, spreading its feeding tendrils in a
net that lends it its name. The webwork of green
tentacles floacs just beneath the surface of the waterand
resembles water lily vines or similar marsh plants.
When unsuspecting prey moves through the rendrils,
the swamp fisher reels them in as with a net, trapping
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the hapless prey and dragging it under, where it drowns
quickly. Once dead, the victim’s body is drawn into the
creature’s body and slowly digested overa period of days
while the predator creeps toanew hunting ground. The
swamp fisher has no natural predators, but swamp folk
hunt them with long spears, both for their meat and the
prospect of trinkets or money that sometimes turn up in
the creatures’ gullets.

The swamp fisher’s body is onion-shaped. Large
specimens measure nearly five feet across. The
creature’s hide is tough and leathery, and it is a deep
greenish-brown color, enabling it to blend in well
with the marsh bottom. Its “net” consists of dozens of
interlaced tendrils that are remarkably strong and
flexible, highly resistant to rearing or being cut.

Combat

The swamp fisher is poorly equipped for combat,
relying solely on its net to entangle and drown prey.
If a victim puts up a struggle, the fisher simply draws
in its tendrils as much as possible and pulls the
opponent deeper underwater, then simply awaits the
inevitable. If the victim manages to fight its way free
(or if multiple opponents attack the fisher), the fisher
attempts to flee. However, its slow speed rarely allows
a successful escape.

Entangling Tendrils (Ex): The swamp fisher
deploys its tendrils in a floating net with a diameter
equal to one foot per hitdie. If a victim swims or lands
in the net, the fisher makes a grapple arrack (no
opportunity attack allowed) and pulls the victim
under simultancously. (Use the drowning rules found
on p. 85 of core rulebook 11.) The victim must make an
opposed Strength check to escape the entangling
tendrils with a -4 modifier to the roll. Alternatively,
the victim may attempt to cut his way free, in which
case he must inflict 10 points of damage on the fibrous
tendrils to open a large enough gap to escape.

Tremorsense (Ex): The swamp fisher's tendrils
allow the creature to detect approaching prey by
interpreting sound and water vibration accurately to
a range of 60 feet.
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Swamp Tyrant

Swamp Mite Swampling Swamp Tyrant
Fine Aberration Large (Long) Aberration Gargantuan (Tall) Aberration
Hit Dice: 1 hp 6d8+6 (33 hp) 12d8+60 (114 hp)
Initiative: +0 +2 (Dex) -2 (Dex)
Speed: swim 20 ft. 20 ft., swim 60 Ft. 20 ft., swim 40 ft.
AC: 18 (+8 size) 18 (-1 size, +2 Dex, +7 natural) 14 (-4 size, -2 Dex, +10 natural)
Attacks: Swarm +6 melee Bite +6 melee Bite +12 melee, 4 tentacles +10 melee
Damage: Special Bite 2d4+4 Bite 2d8+7. tentacle 2d4+3
Face/Reach: 1/2 ft. 5 ft. by 10 ft./5 ft. 20 ft. by 20 ft./20 ft.
Special Attacks: Swarm Frenzy Improved Grab, Constrict, Swallow Whale
Special Qualities: None Fast healing 3 Fast healing 6
Saves: Fort -2, Ref (fails), Will =2 Fort +3, Ref +4, Will +5 Fort +9, Ref +2. Will +8
Abilities: Str 6 (swarm), Dex 10.Con 10 Str 16, Dex 15, Con 13 Str 24, Dex 7, Con 20
Int 1. Wis 10. Cha 2 Int 6, Wis 10, Cha 8 Int 8, Wis 10, Cha 10
Skills: None Listen +5, Spot +5 Hide +10, Listen +12, Spot +12
Feats: None Alertness Alertness, Improved Bull Rush, Multiattack. Power Attack
Climate/Terrain: Warm marsh Warm marsh Warm marsh
Organization: Swarm (10d10) Pack (2d8) Solitary
Challenge Rating: 1/8 3 7
Treasure: None Standard Standard
Alignment: Always neutral Always neutral Always neutral
Advancement Range: None None None
Description Swampling
Onceofthe most feared creatures native to Blood Perhaps one in a thousand swamp mites survives
Bayou, swamp tyrants are a deadly danger at each of to the next stage of development, the swampling, an

their three distinet growth stages.

Swamp Mite

Swarms of tiny tyrants, known as swamp mites,
hatch from eges laid by the adult tyrant. At this stage,
they resemble small green spheres with a spray of
tentacles and tiny, toothy mouths. These infant
tyrants swarm in stagnant ponds and backwaters,
attacking their prey with ruchless ferocity, stripping
larger creatures ro skeletons in mere minures.

Combat

Swamp mites atrack in swarms of 10d10 indi-
viduals.

Swarm (Ex): Trear each swarm as an individual
creature with hit points equal to the number of
individual mites. (A swarm of 30 mites would have 30
hp.) Each hit on the swarm kills a number of mites
equal to the damage inflicred. (Eight poines of dam-
age, for example, would kill cight mites.)

Each swamp mite inflicts one point of damage
when it bites. When a swarm hits, roll 1d100 and
treat the result as the percentage of mites thar inflice
damage. If a swarm of 40 swamp mites hits a victim,
and you roll a 50, then 50 percent of the mites inflict
damage, for a total of 20 points.

The swarm always fails its Reflex saves.
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eyeless oblong green mass with a large fanged maw,
supported by a nest of writing, root-like tentacles.

Combat

Swamplings huntin packs of 2-16, ganging up on
individual prey animals and ripping the flesh from
their bones. Competition between swamplings is
intense and during feeding frenzies, swamplings ofren
turn on each other, killing until only the strongest
SUrvive.

Erenzy (Ex): Every round that a swampling is in
combar, there isa cumulative 10% chance thar it will
enter a feeding frenzy, attacking ar +4 to hir and +4
damage. If a foe is killed or incapacirared, there is a
50% chance thar the frenzied swampling will stop o
savage the body, trying to devour it, and be unable ro
take any other actions for 1d6 rounds. (See Helpless
Defenders, core rulebook I, page 133.) Once begun, a
swampling frenzy lasts until the creature or all of its
opponents are slain. There is a further 25% chance
that, if no living opponent is nearby, a swampling will
attack one of its fellows.

Swamp Tyrant

Only afurther one in 100 swamplings survives to
become a true swamp tyrant, and these beasts are
terrifying indeed. Towering 20-30 feet high, their
mouths large enough to swallow a horse whole, sup-

;
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ported by a network of thick, ropy tentacles, swamp
tyrants are predators with few equals. A fully-grown
tyrant’s only weakness is its relative size and clumsi-
ness, but its deadly attacks easily make up for these
deficiencies.

Combat

Swamp tyrants lurk beneath the surface of the
swamp. Theyare often taken assimple piles of vegera-
tion or debris. From hiding, tyrants attack with their
tentacles, trying to drag prey to their gaping maws,
attempring to swallow their foes whole.

Improved Grab (Ex): To use this ability, the
tyrant must hit an opponent of up to Large size with
atentacle attack. If itsucceeds, the ryrantinflices bire
damage automatically, then it can constrict or at-
tempt to swallow its opponent whole.
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Constrict (Ex): A swamp tyrant deals automaric
tentacle damage with a successful grapple check
against Large or smaller creatures.

Swallow Whole (Ex): A swamp tyrant can try to
swallow a grabbed opponent of Large or smaller size by
making a successful grapple check. Once swallowed,
the tyrant’s opponent takes 1d8+7 points of crushing
damage plus 1d8 points of acid damage each round. A
swallowed creature can climb out of the tyrant’s gizzard
with a successful grapple check. Doing so returns it to
the tyrant’s maw, where a second grapple check is
required to get free. A swallowed creature can also cut
its way out using claws or a Small or Tiny slashing
weapon to deal 25 points of damage to the tyrant’s
insides (AC 18). Subsequently swallowed victims must
cut their own way out. A single tyrant can hold one
Large, two Medium, three Small, six Tiny, 12 Diminu-
tive or 24 Fine or smaller opponents.
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TarBeetle
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Small Vermin
Hit Dice: 1d8 (4 hp)
Initiative: -0
Speed: 40 ft., swim 20 ft.
AC: 17 (+1 size. +6 natural)
Attacks: 2 pincers +0 melee
Damage: Pincer 1d3-1 melee
Face/Reach: 5 ft. by 5Ft./5 ft.
Special Attacks: Tar spray
Special Qualities: Tremorsense, darkvision 60 ft.
Saves: Fort +2, Ref +0. Will +O
Abilities: Str 7,Dex 11, Con 11, Int —, Wis 10, Cha 2
Skills: Hide +6. Listen +2, Spot +4
Climate/Terrain: Temperate marsh
Organization: Solitary, cluster (2-5), nest (5-20)
Challenge Rating: 112
Treasure: None
Alignment: Always neutral

Advancement Range: 2-3 HD (Medium-size)

Description

The tar beetle is a voracious and stealthy marsh-
dwelling predator commonly found in the swamps of
Khan Thet. Typically hunting in clusters of two ro
five individuals, the beetles lie partially submerged in
pools that have been overgrown with vegertation,
which makes the beetles difficult ro detect. Upon
sensing prey, they spray a cone of tar, attempting to
immobilize the victim to a point where it can be
overwhelmed casily.

The rar beetle has a dark-green chitinous shell
with dozens of spine-like growths clustered along its
back. These spines — which normally resting flush
against the beetle’s shell, but that stand erect when
the insect is submerged — serve as breathing rubes.
The coloring of the spines also provides natural
camouflage when the beetle is hunting; with much of
its body concealed under the murky warter, arar beetle
resembles another clump of marsh grass. Solitary

males are commonly encountered during the spring
mating scason, and they are extremely aggressive.
They attack any trespassers that intrude on their
hunting ground.

Tar beetles build large nests of mud, twigs,
branches and rotting vegetation, which rise like
small hills amid swamp waters. Each nest conrains
tunnels that lead to larva chambers and waste and
storage pits, and each nest supports up to 20 beetles,
including an egg-laying queen. Tar beetle larvae
hatch during the summer and require a month to
grow to maturity, during which time they are fed dead
or immobilized prey, which are kept in the storage
pits. If the nest is threatened, the queen and half of
the adults put up a fierce defense while the remaining
heetles carry larvae to safety.

Combat

The tar beetle sprays a cone of tar at its prey and
then scuttles rapidly from irs hiding place to attack
with two pincers. Its mandibles are extremely sharp
and are equally effective at curting through armor or
flesh. Tar beetles rarely attack if outnumbered unless
trespassers wander too close to their nest. When
attacking multiple opponents, beetles ignore immo-
bilized individuals, concentrating on active opponents
when possible. Any trapped prey is later dragged back
to the beetles’ nest.

Vermin: Not affected by attacks or spells of
mind-altering nature (enamoring or charm spells, for
example).

Tar Spray (Ex): When attacking or disturbed, a
tar beetle sprays a 15-foot-long cone of tar every 1d4
rounds. Those within the cone must succeed at a
Reflex save (DC 12) or lose two temporary points of
Dexterity until the tar is removed. Creatures reach-
ingzero Dexterity arec immobilized. It takes 10 minutes
of scraping to remove enough tar to regain one point
of lost Dexterity.

Tremorsense (Ex): The tar beetle can detect
any moving creature within 30 feet that is in contact
with the ground or water.
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Tattooed Corpse

to carry out their duties even after their masters have
perished.

Medium-Size Undead
Hit Dice: 2d12+3 (16 hp) Combat
Initiative: -1 (Dex) Tarttooed corpses are often equipped with weap-
Speed: 30 ft. ons, which they are capable of clumsily wielding.
AC: 11 (-1 Dex, +2 natural) Tattooed corpses guard the place or individual that
Attacks: Slam +2 melee; or weapon +2 melee fhcy are assigned to and utilize the abilities inherent
Damage: Slam 1d6+1 or by weapon type in their tatroos as needed. ‘
Face/Reach: 5 ft. by 5 ft./5 ft. Undead: Immune to poison, .\"lecp, par;llysuf,
Special Attacks: None stunning, death or necromantic magic (that ftlnc.:sn t
Special Qualities: Undead, partial actions only, tattoos spccm_cnl[y affect umle_m‘l per rhc_ spcll s c‘lescrlptmn)
Sla Fort +0. Ref 1. Will +3 and dlscnsg.’Nnt subject to :.:rltuful hits, subdual
o 2 ! : damage, ability damage, energy drain, or death from
Abilities: g‘r 13, Dex 8, Con —, Int —, Wis 10, massive damage trauma. Immune to any effect that
. al calls for a Fortitude save to resist unless the effect
Skills: None specifically affects objects. Not affected by attacks or
Feats: Toughness spells of mind-affecting nature (for example enamor-
Climate/Terrain: Any land or underground ing or charming spells).
Organization: Gang (2-5) Partial Actions Only (Ex): Zombies have poor
Challenge Rating: 2 reflexes and can perform only partial actions. They
Treasure: None can move or attack, but can only do both if they
Alignment: Always neutral charge (a partial charge).
Advancement Range: None Tattoos (Su): A tattooed corpse bears 1 -4 magi-
- s cal tattoos. These tattoos are fully described in the
Descri ption . SN ™\ . . Relics & Rituals rulebook, but the most com-
ey of Al AP - monly used ones are listed below. Tattoos may

% —=VA ol .}
acknowledged as experts in the ar- {/ﬂ \__ 12

cane practice of tatroo magic. What
is less known is the darker side of
this skill, in which the sorceresses
combine forces with necroman-
cers or tribal shamans to
inscribe enchanted tattoos
uponreanimated corpses. Nor-
mally, Constitution governs
how many tatroos a being can
bear, but as zombies have no
Constitution score, special
skills must be used to in-
scribe the marks on their
flesh. An individual rat-
tooed corpse can bear 1-4
tattoos. Lifeless zombies suf-
fer no side effects from using
these tattoos. O
These enhanced zombies ""?"tf_’xé,-
are often sold to wealthy clients
for usc as guards. As they tend to be
expensive (1,000-6,000 gp each),
such zombies are often dressed in
armor or tunics. The creation of [}
these creatures is viewed with hor-
ror by followers of the good-aligned
godds, whoconsideritblasphemous, — ff
especially when the sacred sym-
bols of their deities are used as
tattoo marks. Ancient tatrooed
corpses, created generations &

-

ago, are sometimes encoun- {48 z

tered in ruins or the /|
wilderness, still attempting f | \
4

€ be inscribed twice, thus gaining the benefits
twice.

97 Chardun’s Might: When activated, this tat-

. . too grants the corpse a +4 enhancement to both
Strength and Dexterity for six hours. The

+ tattoo cannot be activated more than once
per day.

Corean's Forge: Thistattoo grants the corpse
the benefits of a stoneskin spell, lasting 70 min-
utes and preventing 70 points of damage before

dissipating. Such a rattoo can only be used
once per day.

Dragon: This tattoo allows the corpse to
perform a breath attack as per the spell

dragon’s breath cast at 7th level. The tattoo
is in the form of aspecific dragon type (red,
black, etc.) and duplicates the breath attack
type of that dragon (fire for a red dragon, acid
for a black dragon, etc.). This tattoo can only
be used once per day.
) Lethene’s Touch: This tattoo can be used
= twice per day. The corpse can inflict 20 points
of elecrrical damage on any target upon which it
> makes a successful touch attack. The damage is
halved if the target succeeds at a Fortitude save
(DC 13).
Muskhorn: The corpse gains the effect
of the spell bull’s strength as if cast at Tth
level. This rattoo can be used only
once per day.
Wraith Hand: The
corpse’s atracks gain the
i ghost touch power for 7
minutes  (see core
—{y\ivn—ze\a_—- rulebookil p-186). This tat:

too can be used twice perday.
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Tauron

Hit Dice:
Initiative:
Speed:

AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:
Special Qualities:
Saves:

Abilities:

Skills:

Feats:

Climate/Terrain:

Organization:
Challenge Rating:
Treasure:
Alignment:

Advancement Range: By character class

- Description

-f Stalwart and reclusive, taurons
seek shelter, power and wisdom
through the creation of vast laby-
rinths, both above and below the
surface. They are believed to be the
spawn of a Hrinruuk. Though this
seems to make lictle sense consider-
ing the current nature of the beasts,
Hrinruuk was indeed their originator.

Storiesof the ravenous hunters taurons
used to be are fresh in the memories of

many of the longer-lived races, as taurons

were dangerous huntersand foes through-
out the Divine War.

Once enormous specimens of
physical power, taurons now re-
semble a slender human with the
head and legs of a bull. They
typically mark their skin exten-
sively with extreme ritual body
modification like tattooing,
branding, scarification and se-
lective skinning; taurons
frequently cover theirentire bodieswith
complex labyrinths of scars. They sometimes
appear sickly or even emaciated, but they are
virtually rtireless and quite powerful. Suill,
they spend more time thinking about their
mazes than the nature of their next meal.

Medium-Size Monstrous Humanoid
8d8+32 (68 hp)

+1 (Dex)

30 ft.

16 (+1 Dex, +5 natural)

2 forehooves +13; or gore +13 melee
Forehoof 2d4+5; or gore 2d6+7

5 ft. by 5 ft./5 ft.

Spells, spell-like abilities

Hands to hooves, labyrinth bond, skill
Fort +8, Ref +7, Will +9

Str 20, Dex 13, Con 18, Int 13, Wis 16,
Cha 14

Animal Empathy +3, Craft (stonema-
sonry) +11, Heal +4, Intimidate +6, Intuit
Direction+15, Knowledge (architecture)
+5, Knowledge (nature) +5, Search +10,
Wilderness Lore +5
Great Fortitude, Im-
proved Bull Rush,
Inscribe Magical Tattoo,
Power Attack

Any mountains and under-
ground

Solitary

7

Standard

Usually lawful evil

- - :
1‘;" Y ."'
7 ;‘" v
" Wb

Taurons are generally not benign crearures, and
the majority of them are evil, but some few are ap-
proachable and willing to share their enlightenment
(or at least their version of enlightenment). Even
Yugman the Sage professes some degree of confusion
over the precepts of the taurons, though this is partly
because cach of them develops a very personal set of
beliefs that grows out of the labyrinth they create.

Taurons are mystics and extremists in their views,
whatever those may be, and they are stubbom in the
extreme. Theirphilosophy holds that properly constructed
labyrinths have correspondences with the body, and that
by designing, constructing and walking a sufficiently com-
plexlabyrinth, the tauroncancome toanewinderstanding
of —and control over— the flesh. The constant branding
and scarification of their skin, in addition to exemplifying
their mystic philosophies, makes taurons very tough and
resistant to pain.

Combat

Taurons find combar tedious — it distracts them
from their spiritual and architectural
pursuits. They prefer to hide at the
4 centerof their labyrinths, using spellsin
" conjunction with their labyrinth bond to
separate and weaken intruders until they
can deal with the members of an invading
party one by one. When a tauron does
enter combat, it uses its hooves, horns
& and tremendous strength to devastating
effect.

Spells: Taurons cast spells as Sth-level
druids.

Spell-like Abilities: At will —
find the path, nondetection; 3fday —
pass without trace; 1/day — screen,
confusion. These abilities are as the
spells cast by an 8th-level sorcerer
(save DC 12 + spell level).
Hands to Hooves (Su): At will and
as a free action, a tauron may
change his hands into sharp
oM hooves for the purposes of
',r combat.
V) 4 "::_?" Labyrinth Bond (Su):
~ The deep mystical bond a
Z#4  tauron has with the labyrinth it has
constructed grants the beast great
powerwithin the structure’sbounds.
The arca of effect of any spell or
spell-like ability cast by the tauron
(clairvoyance, true seeing) may af-
fect the whole labyrinth or any
portion thereof if the tauron so
wills it, even if the area is outside
the spell’s normal range and ef-
fect. Furthermore, within the
h bounds of their bonded labyrinth,
WY taurons gain the equivalent of spell
resistance 10.
Skill: Tauron have a +8 ra-

cial bonus to Intuit Direction.
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Tempus Twin

Medium-Size Shapechanger (Time)

Hit Dice: 4d8 (18 hp)

Initiative: +5 (+1 Dex, +4 Improved Initiative)

Speed: 30 ft.

AC: 16 (+1 Dex, +4 natural) (may also have
armor or shield)

Attacks: Longsword +4 melee; or 2 talons +4
melee

Damage: Longsword [d8+1; or talons ld3+1

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

Special Qualities: Time jumping, alter self, immunity,
darkvision 60 ft.

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

Abilities: Str 13, Dex 12, Con 10, Int 16, Wis 10,
Chall

Skills: Bluff+5, Climb +3, Disguise +3, Jump +3,
Listen +2, Spot +3

Feats: Improved Initiative

Climate/ Terrain: Any land or underground

Organization: Solitary

Challenge Rating: 2

Treasure: Standard

Alignment: Often chaotic evil

Advancement Range: By character class

Description

Tempus twins camed their name for their limited ability
totravel through time. Whenconfronted byafoe, atempustwin
can jump back in time to aid itself in combat, leading to the
strange phenomenon of fighting a single tempus twin and then
suddenly dealing with an identical creature as the tempus twin
jumps back in time toaid itself. Tempus twins possess the ability
to travel several seconds back in time and can travel as far
forward into the future as they wish.

Forged from the very essence of time by Golthagga, these
creatures appear as lean, tall humanoids with bulbous, bald
heads. Golthagga was briefly intrigued by the possibilities of
weaving time in a manner similar to how he shaped and forged
other materials. Though he died ar Corean’s hand before he
could complete his experiments, Golthagaa foraed enough of
the tempus twins that their still-malleable forms sustained life
and, thus, set them loose upon the world.

Tempus twins make deadly enemies. As beings forged of
the essence of time, they view organic creatures as pitiable
weaklings, albeir occasionally interesting ones. Tempus twins
will use theirshapechanging ability toentersocietiesand amuse
themselves with schemes and debaucheries with no regard for
the “lesser creatures” around them. Tempus twins especially
enjoy plaguing the chronomancers of the Phylacteric Vault in
Darakeene, those mortals wizards who attempt to master time
themselvesand who often seek out tempus twins to better study
theirchronomantic powers. Some tempus twinsstrive torestore
Geolthagga, believing that, ifrestored, the titan will complete his
work on forging them.

Combat

Tempus twins are brilliant tacticians and rarely choose a
direct assaulr.

Time Jumping (Su): Tempus twins are devastating en-
emies in combat due to their ability to physically travel five
seconds hackward in time as a free action. A twin can only use
the poweronceatatime, soitcannot consecutively jump 10, 13,
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20 seconds back in rime, and it apparently cannot have more
than two versions of itself in the same time frame at once.

Effectively, in battle, an opponent of a tempus twin winds
up facing twoopponents, the current tempus twin, plus the same
rwin that has jumped five seconds back in time toaid its past self
in combat. Beginning as soon as the tempus twin is no longer
surprised, each round on its initiative, two versions of it will be
in existence, cach capable of a full round of actions. Hits against
either of the tempus twin versions inflict damage to the same
pool of hit points, since the two are the same creature.

Each round on its initiative, the “oldest” version of the
rempus twin disappears (as it travels back in time to be the prior
round’s furure self), the second version of the twin thar had
appeared last round to aid irself stays in the current round, and
anew “future” version comes back into the past toappear in the
current round as the current temporal twin, This phenomenon
causes a lot of confusion for the twin's opponents (ok, and the
GM and players too, sometimes), as versions of the creature
appear and disappear cach round.

What's more, the version of the tempus twin that is
traveling back in time may appear up 1o 10 ft. away from the
current version of itself and usually opts to flank its opponent
when it jumps backward in time. This future version is also
armed with knowledge of whatever happened in the current
round that is about to unfold and may use this knowledge to its
benefit wherever possible. The GM should have players an-
nounce their characrers” intended actions for their coming
initiative so that the furure version of the twin can react
accordingly (since it will have witnessed the characters’actions
already — see the spell widdershins for details of a similar
phenomenon).

Theapparent paradox of killing a tempus twin yet its future
version still beingalive to have jumped back toaid itself does not
seem to inhibit this ability, although all versions of the tempus
twin are slain and all but one disappear when it is killed.

Tempus twins are also capable of traveling unlimited
amotnts of time forward as a standard action. Many rempus
twins choose to leap ahead in time if they are close to dving in
battle rather than face their deaths.

Alter Self (Su): Tempus twins are able to take the guise
of any humanoid creature of Medium-size. Changing form isa
standard action. Using this power gives the tempus twina +10
circumstance bonus to Disguise checks.

Immunity (Ex): Tempus rwins are immune to any magic
that affects time, such as time stop.

Tempus Twin Characters
The tempus twin's preferred characrer class s rogue,
though many pursue wizardly training.

Rk,
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Thought Drinker

Diminutive Aberration (Incorporeal)

thoughrt drinker as soon as they begin to form in the
victim’s psyche. While in this state of apathy, the
victim ignores all mind-affecting magic thar would

Hit Dice: 2d8 (7 hp) change his emotional state, such as charm person, fear,
Initiative: +1(Dex) emotion, etc., but not mind-affecting magic that does
Speed: Fly 30 ft. (clumsy) not have a dircct emotional effect, such as sleep
AC: 16 (+4 size, +1 Dex. +! deflection) (GM’s discretion as to which effects are ignored and
Attade: = which are not). The victim further ignores all morale
Damage: » bonuses or penalties and cannor l‘ll'i[iZ(’ emotionuli‘y
B /Rasch: [ ft. by | Ft./5 ft. |:]ri\’(:?n powers, .\‘.l‘I.Ch as a barbarian’s frenzy or a bard’s
Special Attacks: Emotion feeding inspire powers. Finally, ft_"r 1.:;1ch full .Ll:l}" the thought
Special Qualities: Breed; blindsight, invisibility, incorpo- drl‘nkcr is &-ll'!'ill.:ht‘d toa victim, the victim .fuffers one
Lai) point of Wisdom drain. The thought drinker may
Sove: Fort +0. Ref +1. Will +5 only make one attempt to umnrim‘mlly feed off of any
Abilities: Ste— Dex13. Conl0, Int 6. Wis)l.Cha victimonce per day, and may not simultaneously feed
T ' ' from more than one victim.
Skills: Listen +3, Sense Motive + 2, Spot +4 Wheneverathought drinkeremotionally leeches
£ Iron Will the last point of Wisdom from a victim, it shatters
Climete/Terrsin: Any wl'lmr remains of the victtn?‘s psyche and feasts from
Organization: Solitary or pair this last great store of emotional energy. In response,
Challenge Rating: 2 the thoughr drinker advances one hit die in its
T T advancement range.
Alignment: Always chaotic evil Breed (Ex): A thought drinker with more than

4 HD may choose to split into two thought drinkers,
so long as the total HD of the two thought drinkers
does not exceed the rotal HD of the original at the
time of the split.

Blindsight (Ex): The thought drinker “sees”
through mystical senses that read the mental energy of
any being that has a Wisdom score. The thought
drinker cannot read intentions or actual thoughts, but
it is not confused by illusions or disguises and always
derecrs hidden foes. It is immune to gaze attacks.

Invisibility (Su): The thought drinker may turn
invisible at will as though it cast improved invisibility as
a 4th-level sorcerer.

Incorporeal: Can only be hurt by +1 or better
magical weapons or magic, with a 50% chance to
ignore any damage from a corporeal source. Can pass
through solid objects at will. Always moves silently.

Advancement Range: 3-5 HD (Tiny): 6-7 HD (Small)

DeSCﬂphon

The thought drinker in its narural form looks
much like a floating blob of plasma and gas the size of
a small crystal ball. The creatures roam the physical
plane feeding on the thoughts and emotions of hu-
manoids. When they find someone in an especially
intense emotional state, they feed off those emorions.
The thought drinker often stays wirh one victim to
feed on his emotional energies, wearing down his will
to resist the thought drinker’s parasitic influence and
then sucking his psyche dry until naught is left of the
victim but a catatonic mental vegetable.

Thought drinkers will be found wherever mad-
ness and emotion abound. They particularly enjoy
brothels, dark temples, arenas and battlefields.

Combat

Though they are not capable fighters, thought
drinkers are drawn to combat to feed on the anger,
fear and exaltation that goes with such strife. If there
is a thought drinker within hearing range of combar,
it will move quickly to the bartle. This desire is so
strong in the thought drinker thatirseldom flees from
a bactle or a scene of intense emorion, even if it is
about to die itself.

Emotion Feeding (Su): The thought drinker
may attempt to psychically latch onto a humanoid,
giant or monstrous humanoid victim, who must make
Will save (DC 12) to resist this mind-affecting at-
tack. If the attack succeeds, the thought drinker may
stay psychically attached to the vierim as long as it
stays within 30 feet of the victim at all times. As long
as the thought drinker is attached, the victim essen-
dially feels no emotions, as any emotions he would
otherwise have are immediately consumed by the
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Thulkan

Huge Outsider (Fire, Law)
Hit Dice: 8d8+40 (76 hp)
Initiative: -1 (Dex)
Speed: 40 ft.
AC: 18 (-2 size, +10 natural)
Attacks: Huge hammer +15/+10 melee
Damage: Hammer 2d8+13
Face/Reach: 10 ft. by 5 ft./15 ft.

Special Attacks: Radiant heat

Special Qualities: Damage reduction 20/+2. curse item,
immunities, forge magic item, darkvision

60 ft.

Saves: Fort +11. Ref +5, Will +7

Abilities: Str 29, Dex ¢, Con 20, Int 14, Wis 16,
Cha 13

Skills: Appraise +16, Concentration +16, Craft
(Metalworking) +16. Listen +10, Sense
Motive +12, Spot +10

Feats: Cleave, Craft Magic Arms and Armor,

Craft Wondrous ltem, Improved Criti-
cal (Hammer). Power Attack

Climate/Terrain: Any mountains or underground
Organization: Solitary

Challenge Rating: g

Treasure: Triple Standard

Alignment: Always lawful evil

Advancement Range: 7-16 HD (Gargantuan)

Description
The thulkans are one of the very few races known
to have been created intentionally by Thulkas, the [ron
Titan. They were drawn from a cauldron of molten iron
and shaped for the purpose of forging mighty weapons
and artifacts to arm the titans and titanspawn during
the Divine War. Working from forges deep in the heart
of young volcanoes, the thulkans labored throughout
the long war, being fed a steady stream of raw metals by
the titans” slaves. Thanks to
theirremoteand inhospitable
environment, the
thulkans escaped the
notice of the gods at
the end of the
war, and with '
the titans’ ser-
vitors dead or
scattered, the
forgesfellsi-
lent. The /
Litats?
wepoanihs
were for-
gotten.
N(H)I'IL‘
knowsforcertain
how many
thulkans remain
in the Scarred
Land, but tales persist
among the tribes of

7
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Albadia of daring souls who have braved the
Titanshome Mountains and found a lonely thulkan
in the depths of a slumbering volcano. According to
the stories, it’s possible to barrer quantities of gold,
silver and iron in return for items of wondrous crafts-
manship and power, but in nearly every tale, the
thulkan’s creation brings its wiclder nothing but
tragedy. Although the Iron Titan’s children fulfill
any bargain to the letter, they have not forgotten the
defeat of their creator, and they take advantage of a
poorly worded deal roslip a potent curse intoany item
forged for mortal hands.

Combat

Thulkans generally avoid combar whenever pos-
sible, but when forced, they fight using their huge
iron hammers, overcoming combatants with power-
ful blows and the incredible heat radiating from their
bodies.

Radiant Heat (Ex): A thulkan radiares heat at
all times, but when angered, its heat rages with the
intensity of a furnace. Opponents in melee must
make a Fortitude save (DC 19) each round or suffer
1d6 points of heat damage. Additionally, any non-
magical weapon that strikes a thulkan and does
damage suffers 1d4 points of damage itself from the
heat.

Curse Item (Su): A thulkan can be persuaded to
create items for individuals in exchange for quanti-
ries of workable metals — typically twice as much as
isnecessary to forge the item in question. The thulkan
follows specifications to the letter, and if the indi-
vidual isnot extremely specific as to the characteristics
of the item, the thulkan lays a curse upon it during the
creation process. Cursed items follow the guidelines
described in core rulebook 11, pp. 231-232.

Forge Magic Item (Sp): A thulkan is capable of
creating magic items as though he were a spell caster
of the required
level.

Immunities
7 (Ex): Immune to poison,
sleep, paralysis,
drowningand dis-
easc. Not
subject to abil-
ity damage,
energy drain or
any attack that
must target a liv-

ing victim.
Thulkans are im-
mune to fire, but
they receive double
damage from
cold-based
attacks
upon fail-
ing a
Fortitude
save.

{
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Thunder Kite

Small Elemental (Air)

Hit Dice: 2d8+2 (11 hp)

Initiative: +5 (+1 Dex, +4 Improved Initiative)

Speed: fly 90 ft. (perfect)

AC: 12 (+1 Dex,+1 size)

Attacks: Slam +2 melee, 1-4 lightning bolts +3
ranged

Damage: Slam 1d4, lightning 1d12

" Face/Reach: 5 ft. by 5 Ft./5 ft.

Special Attacks: Electrical discharge

Special Qualities: Immunities, partial invisibility. electri-
cal absorption, darkvision 60 ft.

Saves: Fort +1, Ref +4, Will -2

Abilities: Str10, Dex 13,Con 12, Int 2, Wis 6. Cha 4

Skills: Listen +3. Sense Motive +4

Feats: Improved Initiative, Flyby Attack

Climate/Terrain: Any land

Organization: Solitary, pair, flight (3-9)

Challenge Rating: 3

Treasure: None

Alignment: Usually neutral

Advancement Range: 3-4 HD (Medium-size): 5-7 HD (Large)

Description

The thunder kite is a type of air elemental that

spends its life swooping through thunderclouds, feed-
ing on the staric charge thar builds up before and
during a storm. Normally invisible to mortal eves,
these manta-ray-shaped beings develop a shimmer-
ing blue nimbus as they draw electricity from clouds,
outlining their bodies with ghostly light. Thunder
kites are generally quite harmless, but the elementals
can become supercharged during exceptionally fierce
storms. When this occurs, the kites are drawn ever
closer to the ground, until they are finally able o
discharge their excess energy into a tree, building —
or hapless traveler. For this reason, many ships at sea
and plains villages maintain a “kire watch” during the
summer storm season, keeping an eye out for telltale
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blue lights flickering through approaching thunder-
heads and keeping fire buckets close ar hand.

Thunder kites do not speak any language, and
generally seem unaware of the inadvertent havoc
they cause. Various legends speak of storm hags who
keep thunder kites as pets or familiars, and the
elementals often follow in the wake of storm giants
when the humanoids stir from their lairs.

Combat

Thunder kites rarely atrack other beings, though
they appear oddly territorial about the stormelouds in
which they feed and attempt ro drive away perceived
threats to rheir food supply. Thunder kites make
swooping flyby attacks on opponents, discharging a
powerful jolt of electricity on impact, then dart back
into the clouds to build up another charge.

Elemental: Immune to poison, sleep, paralysis
and stunning. Not subject to critical hits or flanking.

Electrical Discharge (Ex): Thunder kites ab-
sorb electricity from the static charge of stormelouds,
and can become supercharged in severe storms, caus-
ing them to be drawn to earth until they discharge
excess electricity. When akite passes within five feet
of asuitable conductor (anything with a mass of one-
third meral or two-thirds moisture such as an armored
human or a tall tree), the kite discharges 1d4 electri-
cal bolts that strike for 1d12 damage each. The rarger
suffers only half damage with a successful Fortitude
check (DC13). Thunder kites may use this attack up
to four times before their charge is spent completely.

Electrical Absorption (Ex): Thunder kites can
absorbup to 10 points of electrical damage discharged
per round within a 10-foot radius, whether it is
targeted at them or not.

Immunities (Ex): Thunder kites are immune to
all types of electrical and sonic attack.

Partial Invisibility (Ex): Thunder kites arc
naturally invisible under normal circumstances,
bur gain a iridescent blue sheen when charged
with electricity.
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TimeKiller

other targets, but their preferred prey are those who

have lived past their allotted time. People who have

Medium-Size Outsider been saved from death, and especially those who
Hit Dice: 2d8+6 (15 hp) have been raised from it, sometimes find themselves
Initiative: +5 (+1 Dex. +4 Improved Initiative) victimized by these savage beasts. Clergy who repeat-
Speed: 20 ft. edly perform these services also occasionally find
AC: ]? (+1Dex, +4 dodge, +4 natural) these creatures at their throats. The fact that holy
Attacks: Er'ztﬁlw;"aﬂzﬁlg :;ig: dﬁﬁﬁ leesiior men can be t‘dl‘gctcdl by rhgc monsters is ‘evidencc to
Daniage: Bite 198+2 ndflash forwand: large dlaw many people that time killers are assassins to some
1d6+1; medium claw 1d4+1: small claw other power, perhaps even a forgotten race of
1d3+1 titanspawn. Others see this as proof that time killers
Face/Reach: 5 ft. by 5 ft./5 ft. are the creation of Belsameth, her wrath given form
Special Attacks: Flash forward. aging breath to avenge the thwarting of death.
Special Qualities: Foresight
SaP::s: Fort +Eg)._ Ref +4, Will +3 Combat
Abilities: Str15,Dex13, Con17, Int 12, Wis10,Cha Time Killers prefer to throw themselves into the
Skills: II..Iisten 23 Suoled mids:t of l'.hcir opponents, ,T-;rriL'ing as many fues‘ as
Pt praved Tnlbistive: Milbsthack pnssahlc with l'i1CII‘C]£lili:'s \\-'ln‘lcsmvmgcnfn‘usmn with
Clinabol Torr s Any land or tnderground ll‘l(.}ll' l‘)ltf:s. l'[o?vcvcr, |.t hunting one particular target,
Organization: Solitary or pair atime k{llcr will save its claws fnr.r.'hm- character and
Challenge Rating: 1 use its bite to remove those who interfere.
Treasure: None Because they do not have any needs or wants
Alignment: Always neutral other than destroying their prey, time killers do not

Advancement Range: 3-6HD (Medium-size); 7-14HD (Large)

Description

Time killers are creatures from the astral plane.

Except for a few odd summonings gone awry, the
presence of time killers in the Scarred Lands is rarely
a chance occurrence. Time killers can be set against

accumulate wealth. Theirbodies, however, are steeped
in temporal magic. Properly harvested (Alchemy
check at DC 10), a time killer can provide the raw
components for oils of timelessness. A time killer’s
corpse can provide enough materials for two droughts
for each hit die the creature possessed.

Flash Forward (Su): Anyone bitten by a time
killer must succeed at a Will save (DC 11) or vanish
in a puff of sand, only to reappear in the exact same
place after 1d4 rounds. The time killer will know how
far ahead in time the character has been thrown and
will not be surprised when the character reappears.

Aging Breath (Su): Those struck by the sand
gale breath of the time killer must succeed at a
Fortitude save (DC 11) or age 1d10 years. Apply all
physical changes due to aging (see table 6-5 of core
rulebook I, p. 93) immediately, but leave the mental
attributes unchanged; the character’s body has aged
but he has not gained the wisdom of those years. The
breath is a ray effect with a range of 30ft.

Foresight (Su): The time killer actually
sees several seconds in the future, allowing

it to react to events before they hap-
pen. This gives the time killer
uncanny dodge and im-
proved evasion as a
20th-level rogue (sece
core rulebook I, p.48).
Time killers also pos-
sess the Improved

Initiative feat and a
+4 dodge bonus to

its AC.
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Totem of Mormo

Tiny Construct

Hit Dice: 1d10 (5 hp)

Initiative: +5 (+3 Dex, +2 size)

Speed: 30 ft., climb 30 ft

AC: 14 (+2 size, +2 natural)

Attacks: 2 Claws +0 melee

Damage: Claw 1d2

Face/Reach: 2-1/2 ft. by 2-1/2 £t./0 ft.

Special Attacks: Spell

Special Qualities: Camouflage, regeneration . SR 7, dam-
age reduction 5/+1. construct

Saves: Fort 0, Ref +3, Will -1

Abilities: gtr 10.Dex17,Con—,Int 7, Wis 8, Cha

Climate/Terrain: Temperate forest

Organization: Solitary, pair or gang (2-6)

Challenge Rating: 1, zjiiF infused with a 3rd-level or higher
spe

Treasure: None

Alignment: Always chaotic evil

Advancement Range: 2-6 HD (tiny)
Description

The extent to which Mormo's blood twisted the
Hornsaw Forest is evident in the existence of the
rotems of Mormo. These shamanistic dolls are con-
structed from bundles of twigs and other natural
materials from the Hornsaw, and they are fully ani-
mated through an unknownritual. Each of the 12-inch
dolls bears Mormo's rune upon its forehead. They are
created by and serve high gorgons and others who
worship the Queen of Witches and stand in defense
of the Hornsaw Forest.

While of generally flimsy con-
struction, totems of Mormo can be
dangerous opponents. Theircam-
ouflage allows them rto be
virtually invisible in the
forest because theyare
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made from its natural elements. Once close, a totem
can unleash a spell attack. Totems of Mormo have
the ability to discharge a wide variety of magic, and
each seems to cast a different spell. What few realize
is that any agent of Mormo, can infuse a totem’s rune
with a single spell if they are a sorcerer or druid. The
spell offered to the totem of Mormo is lost to the
caster until it is discharged by the totem, but it is
considered a great sacrifice to the Mother of Serpents
to infuse a totem with one of the caster’s highest
skilled spells.

Combat

Totems of Mormo rarely initiate combat unless
specifically serving as a guardian. Instead, they re-
main hidden until they an opponent is close enough
to beattacked. Their first attack is often the discharge
of whatever spell has been infused in their rune. They
follow this up with their tiny scratching claws if i’s
necessary.

Spell-like Ability: The rune upon the totem of
Mormo can be infused with any one spell by a
spellcasting follower of Mormo. The totemof Mormo's
natural intelligence and cunning allows it to use this
spell in efficient and devious ways.

Camouflage (Ex): Totems of Mormo blend into
the forest. Observers must make a Spot check (DC 25
when totems of Mormo are still, DC 20 if a totem of
Mormo is slowly creeping along) to spot the totem.

Regeneration (Ex): Acid and fire deal normal
damage to a totem of Mormo and cannot be healed.
Totems of Mormo can reform a severed limb in 1d6
minutes. It can instantly reattach a limb.

Construct: Impervious to critical hits, subdual
damage, energy drain, stunning and death from mas-
sive damage trauma. Immune to any
effect which calls fora Fortitude
save to resist, unless the ef-
fect specifically affects
objects.

N T



CREATURE COLLECTION [1: DARKI NMENAGERIE

Touch Corrupter

Medium-Size Monstrous Humanoid

Hit Dice: 6d8 (27 hp)

Initiative: +3 (Dex)

Speed: 25ft.

AC: 13 (+3 Dex)

Attacks: 2 claws +8 melee, bite +3 melee

Damage: Claw 1d6+2 and disease, bite 1d6+1 and
disease

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

Special Attacks: Disease, putrefy

Special Qualities: Immunities

Saves: Fort +2, Ref +8, Will +6

Abilities: Str 15, Dex 16, Con 10, Int 15, Wis 12,
Cha 6

Skills: Disguise +7, Hide +11, Listen +5, Move
Silently +11, Open Lock +11

Feats: Dodge, Endurance, Improved Initiative,
Improved Unarmed Strike

Climate/Terrain: Any temperate and warm

Organization: Solitary

Challenge Rating: 3

Treasure: None

Alignment: Usually chaotic evil

Advancement Range: 7-7 HD (Large)
Description

Touch corrupters are walking masses of decay.
Qozing sores run rampant across their bodies. Blisters
burst in great masses on their hands and feert, leaving
a trail of disease where they walk. These hunched-
over titanspawn hide their hands and badly distorted
faces beneath rags and cowls. They often seck shelter
— and a food supply — by blending in with a colony
of lepers. Even then, they rarely fit in, as every inch
of their bodies is a plague waiting to be unleashed on
those they touch.

Touch corrupters were created early in the
Titanswar by Chern of the Last Great Sickness and
Suffering to reduce the ranks of his enemies. Chern’s
children, as they were called, partially succeeded.
Their downfall came not because of their enemies,
however, but because of infighting that decimared
their numbers when food supplies ran low.

This turn of events was Chern’s fault. He crafted
his children to destroy whatever they touched by
putrefying it. He also made sure that none of those
killed would be raised to plague him again by giving the
touch corrupters an appetite for the decayed dead.

This strategy worked fine for a while, with the
rouch corrupters working together to overwhelm and
destroy those arrayed against Chern. Unfortunately,
when the enemies ran out, so did the food supply, and
the ever-hungry touch corrupters fell on one another
in a fight for fresh foad.

Asaresulr, those touch corrupters that survived
have learned to keep fighting until all threats to them
and their meals are removed; those who survived the
Titanswar learned better than to turn their backs on
enemies for a meal lest they become the meal.

Many of these walking plague-carriers have come
to envy the dead. Chern’s final irony for his children
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was in making them immune to all diseases, including
their own and those of other touch corrupters. They
can infect one another and putrefy their dead, but
they cannot die through the diseases they spread
among themselves.

Many touch corrupters can still be found wan-
dering the Mourning Marches, especially along the
borders of Vesh, although they have been discovered
in many other regions as well. Canny touch corrupt-
ers hide in plain sight by joining roving leper bands,
following the damned from city to city. If any of the
lepers ever notice their numbers shrinking on their
trek, most assume it to be because of the death and
disease they live with daily.

The touch and bite of a touch corrupter carries
discase — the reason many are reluctant vo fight this
titanspawn. Many are content to let them live among
the lepers, finding meals among the shunned.

Combat

A touch corruprer attacks by attempring toget in
close to its victim to bite and claw, spreading disease
among its foes.

Discase (Ex): Slimy doom — claw, bite, Forti-
tude save (DC 14), incubation period | day; damage
1d4 temporary Constitution and victim must succeed
at another saving throw or | point of temporary
damage is permanently drained instead.

Putrefy (Ex): A being slain by a touch corruprer
begins decomposing at an accelerated rate, until
nothing but a bubbling pool of putrefied muck re-
mains after a 2d6 minutes. A remove disease spell cast
upon the corpse will hale the decomposition.

Immunities (Ex): Touch corrupters are immune
to disease and poison.
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Tundralord

along the plains have learned to train mammoths as
riding beasts and pack animals, they are not believed

Huge Magical Beast to have had any success with young tundra lords. At
uge Vag y ¥
Hit Dice: 10d10+50 (105 hp) least, not yet. If the ores ever did manage to turn the
Initiative: +1 (Dex) massive creatures into shambling siege engines, no
Speed: 40 ft, city in the human kingdoms could withstand them.
AC: 21 (-2 size, +1 Dex, +12 Natural)
Attacks: Gore +13/+8 melee Combat
Damage: Gore 2d8+8 The tundra lord is aggressive to a fault, attacking
Face{Reach: 10 ft. by 20 ft./10 ft. anything, including humans, that it deems a threar ro
Special Attacks: Thunderous bellow, earthshaker, trunk its herd. Tundra lords enter combat with a thunderous
_ = attack ) ‘ Y bellow and charge opponents with huge, swordlike
Special Qualities: Damage resistance 2_0"‘ +2. immunities tusks. If they miss with the tusks, the mammoths
Saves Fort +12, Ref +8. Will +3 : attempt to trample opponent beneath their huge bulk,
Abilities: IS"::F 27,Dex13.Con2l.Int 4. Wis 10, Cha or grab small prey and hurl chem high into the air.
; e Thunderous Bellow (Su): The tundra lord can
Skills: Intuit Direction +%, Search +7, Spot +5 _ _ : ( .) L_ 5 _
utter a deafening cry every five rounds that affects
Feats: Improved Bull Rush, Power Attack e : ST
5 : . opponents in the same fashion as a shout spell. Af-
Climate/Terrain: Cold plains e e ) B 3
i : fected individuals may make a Fortitude save (DC
Organization: Solitary i
g 18) to suffer half damage.
Challenge Rating: 7 X )
Earthshaker (Su): By rearing up, a tundra lord
Treasure: None : : ’ |
R Afusysineutis] may slam down its massive forelegs and cause a
g 2 shockwave effect identical to an earthquake spell. All

Advacement Renge: 11714 (Huge). 1520 (Gargantian) opponents must make a Reflex save (DC 18) or be

knocked to the ground.

Trunk Attack (Ex): Once per round, a tundra
lord may attempt to grapple an opponent with its
trunk. Opportunity attacks may be taken as normal.
[f the tundra lord grapples the opponent successtully,
it flings the hapless individual 10 to 20 feet into the
air. Resolve damage from falling as normal.

Immunities (Ex): The tundra lord is immune to
all cold-based attacks, as well as mind-influencing
effects such as charm, sleep and fear. Irisalso immune
to subdual damage and death from massive damage.

Description
There are many whispered tales of the wild and
desolate tundra in the northernmost reaches of the
Plains of Lede, where enormous ice bears and winter
wyverns hunt huge herds of shambling mammoths or
graceful reindeer. Yet not even the wildest tales speak
of the gargantuan tundra lord, a huge species of
mammoth covered in bony plates instead of insulat-
ing far, a creature that brandishes sharp-edged rusks
like twin sabers that can cut a man in half with a
single stroke.

Tundra lords are a separate species from typical
mammoths, yet the two breeds intermingle
regularly, with a single bull lord leading a
herd of female mammoths and defend-
ing his breeding rights against all
comers. More aggressive than
even the most belligerent bull
mammorh, tundra lordsdo
not hesitate toatrack
any large animal or
person that ven-
tures too close to
their herds, and
are not sarisfied
with simply
driving po-
tential threats
away. Once a
tundra lord
recognizes a threat to
his herd, he attacks
until one is slain.
While it is rumored
that the orc tribes
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TUSCGI into a race tlwfgia.nts. ThL tuscars became th:‘ S]m-'e{"s
cavalry during the Divine War, and they fought in
Large Giant many crucial battles, becoming the terror of the
Hit Dice: 6d8+12 (37 hp) titanspawn for their ferocious assaults. Many victo-
Initiative: -1 (Dex) ries were won in the name of the gods, but the tuscars'
Speed: 40t 50 it. (half-plate) losses were terrible. At the war’s end, the survivors
AC: I (-1 Oex, -1 size, #F halfEplate; 42 turned to Chardun and demanded that the curse be
natural) B : ) " il s
Atiscks: }Hge longsaesr 'Lt moles lifted. But the Slaver re'fumd, unwilling to forgive
Damage: Huge longspesr 248 +5 how icy had spurned him years before.
Face/Reach: 5 ft. by 10 ft./5 ft. Since the end of the Divine War, the tuscars
Special Attacks: None have grown bitter and evil as their numbers continue
Special Qualities: Cold resistance 15, darkvision 60 ft., to dwindle. Where they were once wary of outsiders,
death’s door now they nurture a burning hatred for mortals, de-
Saves: Fort +7, Ref +1. Will +1 lighting in pillage and slaughter. [t appears that as a
Abilities: Str 21, Dex 7, Con 15, Int 7, Wis 8, Cha people, the tuscars have given up any hope that
: 15 3 ) . Chardun's curse will be lifted, and prefer to seek
Skills: Handle Animal +3, Ride +4, Wilderness death in battle rather than watch their race’s extine-
Lore +1. Intimidation +1, Listen +1 ) 2 ; 4
Fete: Wespon Fodiis tion unfold before their eyes.
(Longspear), Ride-By i Tuscars are roughly nine feet tall, with dark, leath-
Attack, Trample, Spir- | ery flesh and eyes that are nothing but white, devoid of
S e ge:f?afge - iris or pupil. Both men and
imate/Terrain: old plains or hills _ - women have long,
Organization: E‘;‘:g:?typ(?ro‘ybg'ljgr; B\ P2 leonine manes
stronghold (ZO—IZb)
Challenge Rating: 4
Treasure: Standard
Alignment: Always chaotic evil
Advancement Range: By character class
Description

Long ago, when the titans still ruled the
land, the tuscars were a proud if barbaric
people, accupying the northernmost regions |
of Albadia. Nomadic tribesmen and horse |
breeders, the tuscars were famous for the steeds
they raised and sometimes sold at the great
markets in Amalthea. Though generally wary of
outsiders, the tuscars were a proud and honorable
people, valuing strength of arms and riding skill i
above all else.

Unfortunately for the tuscars, those very skills
brought them to the attention of the gods when the  §i\
Divine War began. Chardun appeared before the \'.\
tuscar elders and in a stirring speech called on the
tribe to fight among the ranks of his army against the
titanspawn. The tuscars, wanting no part of astruggle
hetween titans and gods, refused. Chardun, enraged,
laid a powerful curse upon the tribe, rendering every
tuscar woman barren. They could either fight the
titanspawn and risk death, or watch their tribe
vanish from the face of the world.

Once the tuscars submitted,
Chardun used his powers to enhance /
theirsize and strength, turningthem 2= 5
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of white or yellow hair, and men sport long, often
braided beards. Tuscar warriors wear bronze plate armor
in battle and wield huge longspears from the backs of
their towering warhorses.

and horse, directing their mounts to attack with teeth
and hooves.

Cold Resistance (Ex): A tuscar’s tough weath-
ered hide makes him highly resistant to the harsh

cold of his northern homeland, conferring cold resis-
tance 15.

Death’s Door (Ex): Chardun made the tuscars
incredibly difficult to defeat in combart, and en-
hanced their endurance to make it impossible for a
tuscar to stop fighting as long as there is breach in his
body. A tuscar remains conscious even after he has
been reduced to zero hit points, and continues fight-
ing until he is quite literally dead (-10 hic points).
When a tuscar’s hit points are reduced to zero or
lower, his body has taken so much damage that it
begins to fall apart, resulting in a -4 circumstance
modifier to all rolls.

Tuscar Characters
Although these people do not age, they may be
killed in combar or in accidents. Their favored class
is barbarian, although rangers and fighters are also
common. Vury rare tuscars are sorcerers.

Combat

Tuscars prefer to enter combat mounted, charg-
ing their opponents and attempting to trample them
or impale them on the points of their longspears.
Onee engaged in melee, tuscars fight with both spear
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Ukrudan Stalker

Large Monstrous Humanoid

Hit Dice: 8d8+8 (44 hp)

Initiative: +1 (Dex)

Speed: 30 ft.

AC: 17 (-1 size, + Dex, +7 natural)

Attacks: Bite +11/+6 melee, 2 claws +6/+1 melee

Damage: Bite 1d6+4, claw 1d6+2

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

Special Qualities: Regeneration 5, natural chameleon,
speak with the land

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

Abilities: ?tr 19.Dex 13,Con 13, 1nt 10, Wis 12, Cha

Skills: Listen +16. Move Silently +16, Spot + 16,
Wilderness Lore +4

Feats: Alertness, Combat Reflexes, Track

Climate/Terrain: Any desert

Organization: Solitary

Challenge Rating: 5

Treasure: None

Alignment: Always lawful evil

Advancement Range: 7-12 (Large), 13-16 HD (Huge)

Description
The Ukrudan stalker is a living legacy of the fierce
titan Hrinruuk, who created the creatures to hone his
hunting skills in nightly pursuits across the moonlit
sands. According to legend,the great hunter would
crossthedesert in the space of asingle night, armed only
with a long knife carved from a sliver of moonlight,
hunting the stalkers and being hunted in turn. These
seasonal forays kepr the stalkers’ population in check,
but when the gods rose up against
their parents and Hrinruuk was
slain, the creatures were for-
gotten. In the years since,
the stalkers have become
dominant predators
among the sands, prey-
ing on caravans,
desert tribesmen
and even other
titanspawn  who
believe thedesert
canprotectthem.
Ukrudan
stalkers were bred
to huncand kill, and
pursue any prey that
presentsasignificantchal-
lengetotheirabilities. Using
their chameleonlike abiliry
to blend with the sands and
an innate understand-
ing of their
environment, they
track their victims
patiently over leagues,
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savoring the battle of wits and strength. Like their
patron, the stalkers frequently torment their prey,
closing in until escape seems impossible and then
backing off to prolong the enjoyment of the chase. On
very rare occasions, a large, well-armed group of travel-
ers attracts the attention of more than one stalker and
the creatures operate as a pack, coordinating their
tactics to isolate and ambush solitary victims.

If the fearsome stalkers have any significant enemy in
the desert, it is another titan-spawned race, the sutak. If a
stalker is seen near one of their tribes, the sutak challenge
their young warriors to slay it and present its teeth to the
tribal elders. A riumphant warrior is presented with a
necklace made from the stalker’s black teeth, marking him
as a master hunter among his people.

Combat

Ukrudan stalkers enjoy the thrill of the chase and
pursue their prey for leagues across the desert, closing in
for the kill only when a target is too exhausted to run
any farther. When this happens, a stalker attemprts to
take the victim unawares, using irs chameleon abilities
to slip up on a victim to attack from behind or above,
tearing into him with tooth and claw. When con-
fronted with more than one opponent, a stalker uses
more cautious tactics, waiting for an opportunity to
ambush isolated individuals rather than tackle the
entire group.

Regeneration (Ex): An Ukrudan stalker heals
five pointsof damage cach round aslongasirisalive and
in direct contact with sand.

Natural Chameleon (Ex): This ability is con-
stant, allowingastalker toblend in with the surrounding

sand so well that it is effectively invisible
so long as it stands absolutely still.
The stalker reveals itself the mo-
ment it moves, but once it ceases
to move a watcher must still
make asuccessful Spotcheck
(DC13) toavoidlosingsight
of it again. This ability is
not subject to the invis-
ibiliey puvge spell.

Speak with

the Land (Su):
Ukrudan stalkers
are  mystically
linked to theirland,
giving them a +8
bonuson Spotchecks
while in contact with the
sands. This link also grants a
stalker the ability to make
Spot checksinstead of nor-
mal Wilderness Lore
checks when tracking a
creature in the
stalker’s natural
habitat,
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Unitaur
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Large Monstrous Humanoid

Hit Dice: 6d8+6 (33 hp)

Initiative: +1 (Dex)

Speed: 30 ft.

AC: 17 (-1 size, +1 Dex, +7 natural)

Attacks: Morningstar +7/+4 melee, gore +4/-1
melee: or charge +7 melee

Damage: Morningstar 1d8+4, gore 1d8+2; or
charge 3d8+4

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

Special Attacks: Charge, piercing horn

Special Qualities: Damage reduction 10/+1

Saves: Fort +3, Ref +6, Will +5

Abilities: 3tr 17,Dex 13, Con 13. Int 8, Wis 11, Cha

Skills: Hide +4, Intimidate +4, Listen +4, Spot
+6, Wilderness Lore +4

Feats: Improved Bull Rush, Power Attack,
Trample

Climate/Terrain: Warm plains

Organization: Solitary, pack (2-8) or raiding party
(4-12, plus one 3rd-level fighter per
four unitaurs and one Sth-level sor-
cerer)

Challenge Rating: 4

Treasure: Standard

Alignment: Usually neutral evil

Advancement Range: By character class

Description

Long before the Divine War, the land now called
the Bleak Savannah was dominated by a powerful
race of titanspawn that guarded the grasslands jeal-
ously, slaying mortal hunters who entered their
territory to prey on the vast herds that grazed there.
This race, known to mortals as the unitaurs, origi-
nally worshipped Denev, the Earth Mother. But
when Denev turned against the other titans, the
unitaurs turned their backs on her and sided with the
other titans. With their defeat during the Divine
War, the remnants of the race retreated back to the
Bleak Savannah, but they no longer had the strength
to keep its lands free of human interference.

Now humans and elves hunt unitaurs alike, both
for revenge and for the reputed mystical properties of
their long, black horns. But unlike the dwindling
herds of the Bleak Savannah, unitaurs refuse to go
meekly to the slaughter. Instead they attack hunting
camps and traveling parties under cover of darkness,
exacting revenge for their fallen kin.

Unitaursare hulking humanoids with thick skins
and powerful bodies. Their heads resemble those of
rhinoceroses, with a single black horn rising from
theirsnouts. Most range from dark gray to tan in color
and have large, rounded fect. Unlike a rhino, a
unitaur is an omnivore, with long, sharp fangs similar
to a lion or bear.
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While not quite as intelligentas humans, unitaurs
are naturally cunning and are exceptional trackers in
their native element. A small percentage develops
limited spellcasting abilities and rises quickly to lead-
ership positions among the scattered herds. These
sorcerers occasionally accompany large raiding par-
ties toassist their kin against camps of human hunters.

Unitaur Characters

Unitaurs' favored class is barbarian. Rangers and
fighters are also common pursuits, while sorcerers are
very rare.

Combat

Unitaurs enter combat with a thunderous bellowand
charge directly at their opponents, atcempting to gore
them. Many unitaurs also carry weapons scavenged from
formervictims, favoringcrushingtoolssuchasmomingstars.
When operating in groups, the preferred tactic is a night
assault or ambush, striking quickly and retreating into the
tall grasses 1o regroup for another charge. If there are
spellcasters within a raiding party, they use their magic to -
neutralize enemy spellcasters first and then any opponents
using ranged weapons.

Charge (Ex): Unitaurs prefer to begin battle by
charging into their opponents and trying to impale
them with their horns. This charge incurs the normal
penalties and benefits of such a mancuver.

Piercing Horn (Ex): A unitaur's long, sharp
horn is capable of piercing an opponent and causing
a gaping wound that is very difficult to heal. If a
unitaur causes a critical hit with a gore atvack, the
victim loses one hit point per round thereafter unril
stabilized by a Heal check (DC 14) or until he is
magically healed.
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Unh fe electricity feed an unlife; for each 10 points of damage
an energy-based attack would normally inflict, the
Fine Ooze unlife gains one hit point. When the number of hit
Hit Dice: 1d10 (5 hp) points an unlife possesses s larger than normally pos-
Initiative: -5 (Dex) sible at r]tle .Ullllf{..' scurrent hitdice, its int_d ice increase
Speed: Fly 20 ft. to t_hc minimum that could account fnr its hit points.
AC: 16 (+8 570,25 De%) "I_hls happens over the span of a few minutes, so the hir
; * die level does not have to be adjusted during most
Attacks: Touch -2 melee combars. If an unlife takes 10 points of damage, its hit
Damage: Cold burning effect die rating will drop accordingly. This shrinkage takes a
Face/Reach: 1/2 ft. by 1/2 /O ft. few hours. At O hp, the unlife merely dissipates.
Special Attacks: Cold burning Lifesense (Ex): An unlife senses living things or
Special Qualities: Energy absorption, lifesense, ooze, beings of magic and is drawn to them. The unlife can
unlife, cold immunity perceive a living being within 20 ft. per hit die of the
Saves: Fort +0, Ref +0, Wil +0 unlife. Other than this perception, unlives have no
Abilities: Str6, Dex 1, Con 10, Int —, Wis 10, Cha l ability to perceive matter or effects. They do perceive
Climate/Terrain: Any sunlight when it touches them and will move quickly
Organization: Solitary, pod(3-18), splintering (4-40) away from it.
Challenge Rating: 1/2 Qoze: Immune to poison, sleep, paralysis,
o None polymorphing, stunning and attacks or spells of mind-
Alignment: Always neutral evil affecting nature (ﬂ)rl ex:-upple, enamoring or cllmrming
Advancement Range: 2-27 HD (Fine to Colossal, increasing spell':i). Has no phs‘!:;fnlngl‘cal \iﬁ:-lk. points and is there-
one size per 3 HD) fore immune to critical hits. Cannot be flanked.

Unlife: Unlives have all of the characteristics of
Descripﬁon the undead, including being turned or cun{mllcd by
clerics. They take 1d6 damage per minute in regular
sunlight and are immune to poison, sleep, paralysis,
stunning, death or necromantic magic (that doesn’t
specifically affect undead per the spell’s description)
and disease. Not subject to critical hits, subdual dam-
age, ability damage, energy drain or death from massive
damage trauma. Immune to any effect which calls fora
Fortitcude save to resist unless the effect specifically
affects objects.
Unlike undead, unlives are aided by both curative
and inflict harm spells.

One of the most insidious creations of the titans,
the beings known collectively asunlivesare believed to
have been an carly attempt at creating beings of nega-
tive energy. These beings appear like vaporous balls of
darkness and are sometimes confused with shades and
other undead. Though they share many characreristics
with undead, unlives are actually oozes composed of
otherworldly energies.

Unlives seek one thing — life. They find living
things and drain their energy, growing in strength like
aforest fire. They are created as a darkspark and expand
in size and strength to become shadowbugs and then
coldshades and, finally, cold infernos, at which point it
silently explodes into darksparks, which wander away.

Corean and Madriel instruce their servants to
dispose of unlives, while Belsameth and Vangal use the
oozes for their own purposes.

Combat

Unliveshave nointelligence. Theyare drawn toward
life. Once attacking a life form, an unlife will drain energy
until the lifeform is destroyed. lewill only abandon a target
if a living being with twice as many hit points is nearby, at
which point it drifts toward the new target.

Cold Burning (Su): Any substance or being that
comes into contact with an unlife is affected as if by
inflict light wounds once per round. Any number of
targets may be affected at the same time. The caster
level for this spell effect is equal to the hit dice of the
unlife, and there is no cap on the bonus. Touching an
unlife feels like a cold fire, but this is not true fire or cold
damage. In addition, the cold burning acts as a con-
tinual dispel magic that affects anything that touches the
unlife withacasterlevel equal toor less than the hitdice
of the unlife.

Energy Absorption (Su): For each 10 points of
damage it inflicts, an unlife gains one hit point. Such
gains may take it up to and over its initial hit points.
Also, eachspell level it dispels adds a hit point. Fire and
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Vangal’s chosen are hairless humans (or half-

Vangal’'s Chosen
Medium-Size Humanoid

humans) with the symptoms of a far-advanced disease.
They are covered with hideous boils, pustules and

Advancement Range: By character class

Description

These repulsive beings once served as the en-
voys and messengers of Chern the Unclean in the
time before the Divine War, Chern would designarte
his selected proxies by afflicting them wirh a discase
that marked their bodies wirh his sign but left them

alive and subject to service — and further ailment.
Manifestation of the mark typically meant ostracism
from a village or farmstead, and the poor souls
typically resigned themselves toa life of suffering and
heavenly slavery.

In the aftermath of the Divine War, people
rarely and inexplicably developed the discase (and
still do) that marked them as Chern’s. Yet, without
atitan to command them, they were merely outcasts
and liabilities in a world lorded over by gods. The
marked still had potential in the Scarred Lands,
though. Warrior-priests of Vangal recognized the
marked’s usefulness as envoys and messengers for
their god — and as tools of destruction should discase
and mayhem need to be delivered upon Vangal’s
enemices.

The warrior-priests have therefore declared
Chern's former pawns now Vangal's chosen — rep-
resentatives of the god who are not be molested or
interfered with without invoking the Ravager's wrath.
In truth, Vangal is probably disinterested in these
pathetic souls, but they make fine political pawns for
his true followers.

ﬁ';i[:::‘;: 1%8+4 (Ghp} running sores. Disgusting scabs cover most of their
Speed: 30 ft. flesh. By order of Vangal's clerics, the chosen must
AC: 10 cover their bodies as much as possible (which usually
Attacks: Quarterstaff +0 melee amounts to filthy hoods and robes made from rough
Damage: Quarterstaff 1d6 cloth), as a reminder that Chern has indeed been
Faoe{Readl: > ft.by SF/Sft. defeated. However, the chosen must carry or bear a
g;:::: Stt;f:ess lEJFFiI:;T"“Ch sign of Vnnga! somewhere prominently on their
S : Fort +5. Ref +0. Will +0 bodies to signify their new dedication.
Abilities: Str 11, Dex 10, Con 12, Int 10, Wis 11, Cha 4 The often dispirited and broken chosen can
Skills: Bluff +2, Diplomacy +4, Disguise +3, typically be found in temples and camps occupied
Hide +2, Tnnuendo + 2, Intimidate +4, by Vangal's devotees. The marked are typically
gg:;:'ﬁjgt?vgfg?'s?gt :;} Listared, sent forth as envoys to lords, kingdoms and en-
Faate: Endurance, Great Fortitude, Toughness emies upon whom Vangal's forces intend to make
Climate/Terrain: Any land war (or sent to spread disease among intended
Organization: Solitary or band (2-4, with soldier en- targets to weaken them). Narions that defy the
s Ratie ¥0urage) ﬂ)llowers_; of Vangal often kill chosen on sight and
Treasufe: ¥ Shpiasd b‘urtl1 their remains. Lands that seek peaceful nego-
Alignmient: Usiallyrieutes] tiations (or that cannot hope to resist the war

god's host) begrudgingly allow chese afflicted
people leave within rheir borders.

[f ever encouraged to express themselves, most
chosen confess a desire to be free from their fate but
fear death even more than such a miserable exist-
ence. Some chosen, however, revel in their roles,
enjoying the harm they inflict upon others. A rare
few even seek power of their own, pitting Vangal’s
followers and enemies against each other, whether
for wealth, liberty or sheer spite.

Posing as one of Vangal’s chosen (covering the
body and bearing the appropriate sign) without suf-
fering Chern's disease is a deach sentence in any
civilized land of Ghelspad. No culture dedicated to
the gods condones such blasphemy, and Vangal's
advocates are enraged by the insult.

Vangal’s chosen typically speak the same lan-
guages a human in their region would speak.

Combat

Vangal's chosen are typically cowardly — well
aware of their lack of physical prowess. They try to
avoid conflict if possible, resorting to self-defense or,
if necessary, revealing the horrors of their tormented
bodies in hopes of frightening belligerents away. If
they must (or if commanded to), chosen will release
infections upon others— sometimes specific targets.

Unclean Touch (Ex): By making a touch at-
tack, one of Vangal’s chosen can attempt to infect a
target with a disease. If the touch hits, the victim
must make a Fortitude save (DC 10) or be infected
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with a single discase chosen by the Game Masrter.
(The disease inflicted never passes Chern's mark.
Imposing that ailment seems to be the province of
the titan himself or of some unknown power operat-
ing since his defeat.)

Effusion (Ex): When hit in combat, the boils
and pustules on a chosen’s body may ruprure, spray-
ing the assailant with corrosive pus. Each time a
chosen is struck by a melee attack, there is a 30%
chance of a pustule rupturing and dealing 1d2 points

of acid damage to the attacker.

: 7 --"‘\ Chosen Characters

e
R 4 Y Vangal's chosen still emerge in the mod-
ern Scarred Lands, mostly among humans
(though the disease that afflicts them does
manifest itself among half-eves and half-ores
from time to time, as well). Vangal's chosens'

i
v

favored class is cleric.
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Vermin Host

Description

There are many people in the rowns and cities of
the Scarred Lands that are not part of the community,
living on the margins of society and sometimes even
the urban wastes of the arca. Many give themselves
over to Vangal to survive, praying to the god of
pestilence that the rats and scavanged spoiled food
they eat to survive will not kill them.

Former worshippers of Vangal who gave them-
selves to the ministrations of a healer of Madriel
angered the god, who levied a trremendous curse those
that no longer gave him tribute. The vermin of the
cities rose up out of the sewers and cellars and bur-
rowed into the flesh of the faithless, transforming
their bodies into a haven for all that they sought to
leave behind and metamorphosing them in the crea-
tures known as vermin host.

Many vermin host look downtrodden in their
rattered cloaks and dirt-encrusted faces, but this is a
ploy to make witnesses miss the weeping sores and
scars covering their flesh. Their diseased forms belie
a great strength and forritude. Observation of a ver-
min host over time reveals his very skin crawling as
the vermin burrow in the flesh searching for a more
comfortable place to rest.

The hosts have since spread through much of
civilization, infecting others with their curse by com-
manding one of their own vermin brood to burrow
into the flesh of another. The victim discovers that
he is able to speak to others of the species of animal
thatattacked him, and upon his first atctempr todo so,
dozens of the creatures are alerted and they rush o
the victim to complete his transformation inro a
vermin host. As the feasting is completed, the infect-
ing vermin then combine rogether in asimulacrum of
the victim with his memories to form the basis of the
new intelligence.

In the beginning, the vermin hosts were only
associated with rats, but this has since spread o cock-
roaches, spiders and leeches. Scholars feel confident
that the infection will not stay limired o these species.

Combat

Abilities common to all vermin hosts are as follows:
Species Empathy (Su): Hosts can communicate
and empathize with the species to which they are a
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host. This enables them to hold simple conversations
and influence the behavior of the species similar to
speak with animals and charm animal, excepr the effects
only work on the vermin host's species (even though
the species may be vermin).

Alternate Form (Su): All hosts can transform
into a member of their species of the same size as the
host as if via a polymorph self spell. Changing between
humanoid and animalfvermin form is a standard ac-
tion. Upon itsdeath, the hostreverts to its natural form.

Split (Su): Hosts are actually the sum of all the
vermin that fed upon them. With their shape-chang-
ing abilities they can split themselves into a swarm of
their species creature. As with alternate form, this is
a standard action to change from whole form to split
fnrm OF VICC Versa.

Rat hosts and other similar hosts split into a
number of their basic creature equivalent to total hit
dice to the unsplit host. Vermin host types such as
spiders and cockroaches split into a swarm of speci-
mens. Thisswarm has effectssimilar to that summoned
by an insect plague spell with an area of effect of five
feet diameter per hit die of the vermin host. The
swarm can move 20 feet if crawling and 35 feet if
flving (if of a species capable of flight). Normal
weapon attacks do not injure a swarm, bur fire and
othe energy attacks do. The swarm always fails Reflex
saves, but otherwise saves as the unsplit vermin host.

Parasite (Su): The host can infect others with
its curse by attaching a parasite to the victim. The
creature attempts to burrow into the victim and nest.
Thisattack is successful on a victim's failed Fortitude
save (DC 10+Consitution modifier of vermin host).
The victim will rake 1d4 damage per size category of
the creature during the burrowing.

Species empathy (as above) is gained by the
victim who is not yet one of the host. Until the first
attempt to communicate with others of the infecting
species, the victim will suffer 1d4 temporary Consti-
tution damage per day until the parasite isremoved or
the vermin species is summoned. The parasite can
only be removed by either a remove curse followed
with a cure disease spell or by heal. If the infected host
speaks with another member of the infecting species,
then a swarm of such species shortly appears to
complete the infestation of the hose. Treat thisswarm
as a split vermin host of the relevant type (though it
is just a swarm)
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Vermin Host, Cockroach

Vangal's curse backfired when one of the victims

Medium-Size Shapechanger
Hit Dice: 5d8+18 (40 hp) was eaten by cockroaches. The result wasa warrior with
Initiative: +0 an amazing ability to hunt and great strength, but the
Speed: 30 ft. god quickly turned this to his favor and recruited many
AC: I5 (+5 natural) to his cause. The cockroach host organization, known
Attacks: Bite +6 melee as the Scourge of the Sun, is committed to the desecra-
Damage: Bite 1d4+4 tion of the holy places of Madriel and the infestation of
Face/Reach: 5 ft.by 5 ft./5 ft. her priests and priestesses.
Special Attacks: Disease
Special Qualities: Cockroach empathy, parasite, scent. al- Combat
G ;iir;a:;'F;L?;?ll\;}icl:a:lgwsmn o0t P iﬁ):;}:mach hosts p.rc’fcr to lfm‘n l. L:hgir Er:,w, ,Th_c‘i ll
Absiliti Str 16. Dex 10, Con 17, Int 12, Wis 12, Cha 8 € )' O turn Mo a swarm ol cockroac .t.b IS useq
Skills: Hide 8 | it Move Sty o7 both in mnbush and escape. They readily escape

Spot +5. Wilderness Lore +5 through available wall cracks and sewer grates if it
fodte: Toughness, Track means living to fight another day.
Climate/Terrain: Any land and underground Disease (Ex): Filth Fever — bite, Fortitude save
Organization: Solitary, brood (2-12) (DC 15), incubation period 1d3 days; damage 1d3
Challenge Rating: 3 temporary Dexterity and 1d3 temporary Constitution.
Treasure: Standard
Alignment: Always chaotic evil Cockroach Host Characters

Advancement Range: By character class

Acockroachhost's favored classesare rangerand rogue.
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Vermin Host, Leech Description

Common to the Blood Bayou, it is a common

Hit Dice: gﬂdeg:-l:{n'l(zszlzhep?hapechangar belief that leech hosts originated here. They actually

Titiative: +1 (+] Dex) began in city sewers like many other hosts, but

Speed: 30 ft., swim 20 ft discovered swamps were more to their liking. The

AC: 14 (+1 Dex +3 natural) leech hosts have developed quite acommunity in t'he

Attacks: Biti sl rrieksc Blm‘ad‘ Bayou aﬁnd ‘r_lzwc‘: been relatlvcly' successful in

Damage: Bite 2d4+3 avoiding the Carnival’s scrutiny.

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

Special Attacks:  Blood drain, improved grab Combat

Special Qualities: Leech empathy, parasite, scent, alter- Leech hosts see themselves as almost invulner-
nate form, split, darkvision 60 ft. able. The ability to split into a swarm allows them to

Saves: Fort +5, Ref +4. Will +3 flee in any water environment, so they will fight close

Abilities: Str 14, Dex 13, Con 15, Int 11. Wis 10, Cha 11 to the death.

Skills: Hide +6, Listen +4. Move Silently +6, Blood Drain (Ex): A leech host drains 2d4
Spot +4 points of temporary Constitution per round with a

Feats: . Toughness bite on a successful grappling check.

gllma:g;lt'i;cr;am: ?:I)i’t;ar?::;:;(;f;;gmund Parasite (Su): Leeches are natural parasites, so

GEE Rating: 2 % the leeches released by a host to infect a victim have

ST an casier time of it. No pain or damage is inflicted
Tr.easure: “hendecc e when the leech enters a victim, and often there is no
Alignment: Always chaotic evil

Advancement Range: By character class

S O AR, S i S W P N T

sensation at all. Most rargets don’t even know a leech -
has attached ro them (GM should make the saving
throw in secret).

Leech Host Characters

A Leech host’s favored class is rogue.



Vermin Host, Rat
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Disease (Ex): Filth Fever — bite, Fortitude save
(DC 13), incubation period 1d3 days; damage 1d3

Mediun-Size Shapechanger temporary Dexterity and 1d3 temporary Constitu-

Hit Dice: 2d8+4 (13 hp) tion:
Initiative: +2 (+2 Dex) Summon Rats (Sp): The rat host is able to
Speed: 30 ft., climb 10 ft summon 1d3 dire rats as per Summon Nature's Ally 11
AC: 13 (+2 Dex, +1 natural) once per day as a second-level sorcerer.
Attacks: Bite +2 melee
Darmage: Bite 1d6+1 RatHost Characters
Face/Reach: 5 ft. by 5 Ft./5 ft. A Rat host’s favored class is rogue.
Special Attacks: Disease, summon rats
Special Qualities: Rat empathy, parasite. scent, alternate
form, split, darkvision 60 ft.
Saves: Fort +5, Ref +5, Will +6
Abilities: Str12, Dex 15, Con 15, Int 10, Wis 12, Cha 11
Skills: Escape Artist +2, Hide +4, Listen +4,
Move Silently +4, Spot +4.,
Swim +3 <
Feats: Iron Will .
Climate/Terrain: Any land or underground “JEE" 7 "
Organization: Solitary. pack (2-8) s &)
Challenge Rating: 1
Treasure: Standard
Alignment: Always chaotic evil FiaoN

Advancement Range: By character class

&
Description S

The most common vari-
ety of vermin host have an
affinity with rats. Often mistaken for
wererats, these host sometimes go with the
ruse instead of drawing additional attention
to themselves. Rat hosts are the only breed
that can recall the first curse. As the infec-
tion is passed along, so are some of the
memories of the last brood. This gener-
ates astrong kinship between rat hosts,
and many can trace their brood lines
back to the same brood.

Living in the sewers or near
the docks of cities, rat hosts pre-
dominantly prey on sailors and the
homeless. These hosts are quite will-
ing tosacrifice one of theirrats to
infect new subjects out of sheer i
maliciousness. They approach  ¥3, L L s ey A
victims a few days after the in- # i B3s ' "
fection tobeguile them with stories
of having the power to speak to and
summon rats. Once the victim calls the
rats, the cycle begins again.

Combat

Rar hosts avoid confronta-
tion in their natural form 3 7
whenever possible. Ranged weapons < F7
are preferred if they must fight, and biting
is utilized only in desperation.

I R W WP Sl S, L SRS SnT Wee
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Vermin Host, Spider

Medium-Size Shapechanger

Hit Dice: 4d8+4 (22 hp)

Initiative: +3 (Dex)

Speed: 30 ft., climb 20 ft

AC: 15 (+3 Dex, +2 natural)

Attacks: Bite +5 melee

Damage: Bite 1d4+1

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

Special Attacks: Poison, web

Special Qualities: Spider empathy, parasite, scent, alter-
nate form, split, darkvision 60 ft.

Saves: Fort +5, Ref +7, Will +4

Abilities: IS;r 12,Dex17.Con 13, Int 11, Wis 10, Cha

Skills: Balance+1,Bluff +2, Diplomacy +2,Forg-
ery +1, Gather Information +3, Hide +2,
Innuendo +1, Listen +4, Move Silently
1-:?1. Read Lips +1, Sense Motive +1, Spot
+

Feats: Awareness, Weapon Focus (Bite)

Climate/Terrain: Any land or underground

Organization: Solitary, nest (I-4)

Challenge Rating: 2

Treasure: Standard

Alignment: Always chaotic evil

Advancement Range: By character class

Description

Spider hosts are the most social of the hosts. By
reducing to tiny spiders, they crawl into the courts
and listen to schemes and plots to sell to the highest
bidder. They often use the insider information to lull
a target into a trap, slowly pulling the strings until

their prey is exactly where they want them.

R RO AR, o I T B s P R S

The least likely of the vermin host to infect
others, spider hosts are very selective and choose only
those with a standing in society or access to informa-
tion that would be beneficial to the entire local
brood. Few details are known because Darakeene
shares so little in general, but by way of example, a
newly initiated member of the Phylacteric Vault was
discovered to bea spider host and promptly destroyed
(evidently without providing any clues regarding the
remainder of the brood).

Combat

Spider hosts are patient predators, whether in
social circles or in the streets. These hosts are the
most social of all the breeds, hiding their sores and
scars behind silks and lace.

Poison (Ex): The bite of a spider host and the
smallerspidersitsplits to form is venomous. Inits host
form, its poison has a Fortitude save DC 13 and deals
1d4 initial and secondary Strength damage; in its
split swarm form, its poison has a Fortitude save DC
Il and deals 1d2 initial and secondary Strength
damage to all targets damaged by the swarm. )

Web (Ex): In 2d4 minutes, the spider host can
construct a web similar to that created by the spell of
the same name, except that the web lasts for one day.
A spider host moves freely through her own web and
any others as well.

Spider Host Characters

Spider hosts are the only hosts known to show
any magical talent and include both wizards and
sorcerers among their number. Their favored classes
are rogue, sorcerer and wizard
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Ve rh gen of hotl.l fii.dtfs.t‘c‘nded tolook the other way with regard
to their tactics.
Medium-Size Humanoid Ultimately, the vertigen became victims of their
Hi,t ,Di‘_:e: 2d8 (7 hp) own success. It wasn’t long before their fearsome
Initistive: 0 reputation alerted both warring parties that the
i%eed Ig’f?(t-téstu ddedleattisr,emallshield) titanspawn served on both sides of the contflict.
: Accusations of treachery ran like wildfire through
Attacks: Longsword +| melee: or longbow +2 i & 5 :
ranged the camps. The vertigen were driven out of lu.urh
Damage: Longsword 1d8; or longbow 1d8 armies as a result, reduced to a lonely, shiftless exist-
Face/Reach: 5 ft. by 5 ft./5 ft. ence and beset by enemies on all sides. They escaped
Special Attacks: Vertigo sickness the notice of the titanspawn and the divine races
Special Qualities: None alike by retreating into the depths of the wilderness,
Saves: Fort +0, Ref +3, Will +0 emerging only after the war had run its course.
Abilities: Str 10, Dex 11, Con 11, Int 12, Wis 7, Cha @ Since the end of the war, the vertigen have
Skills: Hide +2, Listen +2, Move Silently +3, begun to wander the Scarred Lands in search of the
Spot +2 purpose for which Mesos originally intended them.
Fe.ats: . Weapon Focus (longbow) In the meantime, they do what they have always
Cllmat.ea"l'.erraln: An),' jand done: survive by any means possible. They live as
Organlzatlon:. Sl thieves and assassins, selling their skills to the highest
Cheleapeating. - 2 bidder and thinking nothing of treachery if a situa-
Treasure: Standard ; oL
Alignment: Usually chaotic neutral tion calls for it.
Advancement Range: By character class Vertigen Characters
Descrjpﬁon Vertigen's favored class is rogue and many ad-

vance into the assassin prestige class.

Combat

Vertigen have no qualms about us-

The vertigen possess the dubious distinction of
being the last race of titanspawn created by the
deadly and mysterious Mesos, Sire of Sorcery.
Naturally gifted with fluid grace and agility — and
the unusual ability to disrupt the equilibrium of
others — the vertigen seem specially made for a
crucial and selective task. Unfortunately, before
Mesos could make his wishes plain to his new

ing their unusual abilities to take
advantage of their opponents, inca-
pacitating them with waves of vertigo
and then slipping a poisoned dag-
creations, Corean and a number of other gods e bctw.cun their ribs. They are
pragmatic to a fault and do not
think twice about using “cow-
ardly” tactics such as shooting
arrows from ambush, taking hos-
tages or killing innocent
bystanders.
Vertigo Sickness (Su): The
vertigen may, at will, affect all
non-vertigen within 30feet with

destroyed him. Without any guidance or expla-
nation as to their existence, the vertigen
were swept into the chaos of the Divine
War, owing no particular allegiance to
either of the warring factions.
Friendlessand alone, the vertigen
did the only thing they could: sur-
vive. The enigmatic race scattered
across the war-torn lands, some : 3
joining the Divine Races, oth- (]?c‘.“vbClITlil1g ﬁ.‘eelmgs of spa-
erseriteringtheservice ofone tial disorientation. Unless a
ormore titans. It wasn't long
before their natural abili-
ties led them to become
scouts and assassins, spy-
ing on enemy
formations and sneak-
ing past sentries to fire
a poisoned arrow in the
heart of a hero or general.

victim succeeds at a Will save
(DC 13), he is unable to use
ranged weapons and must
% concentrate from round
2+ to round in order to re-
\ main on his feet. Affected
individuals are also at a -
5 penalty to all skill
checks, but they are al-
lowed tomake another Will save
every five rounds to overcome the
sensation of vertigo.

The vertigen went about their dishonorable
deeds with cold impartiality, feeling no guilt or
remorse. As long as they were successful, the leaders &../
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Wickerman

Huge (Tall) Construct
Hit Dice: 1410 (77 hp)
Initiative: -1(Dex)
Speed: 30t.
AC: 13 (-2 size. -1 Dex. +6 natural)
Attacks: 2 fists +17 melee
Damage: Fist 2d6+7 and 1d6 fire
Face/Reach: 10 ft. by 10 ft./15 ft.
Special Attacks: Trample, fireball

Vulnerability to water, flame immunity, con-
struct, damage reduction 10/+1, SR 14

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

Abilities: Sty 28, Dex 9, Con —, Int —, Wis 10,
Cha 6

Climate/Terrain: Any land

Organization: Solitary

Challenge Rating: 7

Treasure: None

Alignment: Always chaotic evil

Advancement Range:  15-20 HD (Huge); 21-30 HD (Gargantuan)

Description

The tradition of the wickerman is not so prevalent

these days, but the druids of Khet especially perpetuate
it, and it’s not unknown in other druidic settlements as
well. In this usually annual rite, a huge, hollow con-
struct is fashioned in the shape of a man and is then
filled with criminals convicted of the most heinous of
crimes. At the culmination of the ceremony, the souls
of the damned are consecrated to the spirits of nature
and the wicker man is set ablaze, the sounds of the
flames mixing with the screams of the condemned.
However, sometimes, mistakes are made and an
innocent man is condemned to die in the ritual. The
soul of the innocent bestows a kind of life to the
construct, which continues to burn endlessly. 1—
When this occurs, a wickerman is created. \

arbiter who declared the innocent’s guilt and the druid
who resided over the ritual, but it may also include the
dead innocent’saccusersand even powerful individuals
in the community who did nothing to prevent the
horrible tragedy.

Combat

A wickerman's only means of melee atrack is its
massive fists, cach of which is akin toaslam rather than
a punch, owing to the creature’s size and mass. A
wickerman will eschew all other opponents in favor of
a target of its vengeance quest, often simply trampling
secondary foes in the process.

Once a wickerman has exacred its vengeance, it is
instantly consumed by the fires that surround it and
crumbles into ash. This ash is incredibly valuable, as it
can be used in any number of fire-based magical prepa-
rations. Anaverage wickerman producesnearly 5 pounds
of ash, a single ounce of which can fetch 10 gold picces
or more. It is interesting to note that a wickerman that
is destroyed by other means and that does not fulfil its
vengeance quest, does not produce this ash.

Trample (Ex): A wickerman can trample any
opponents of Medium-size or less, dealing 2d6 pointsof
normal damage and 1d6 points of fire damage.

Vulnerability to Water (Ex): Suffers 1d6 damage
per round when exposed to a sizeable 10 gallons or
more) of water. Total immersion in water deals 4d6
damage per round.

Fireball (Su): Three times per day but no more
than once every 1d4+1 rounds, the fiery nimbus around
a wickerman can coalesce and launch itself into a
fireball. The effect is identical o a fireball as if cast by a
14th-level sorcerer. It should be noted the wickerman
is basically mindless and also immune to fire, so often,
the fireball detonates directly around it, if that is where
the current target of its aggression is locared.

Construct: [mpervi-
ous to
* critical hits,

A p—

(e o
The spirit of the wrongly sacrificed inno- ™ ™ L L ;,\ -y subdual dam-
cent drives the wickerman on, granting it = ™ ~{ age,energydrain,
movement and life. As long as % L s stunning and
thewickermanburns, the 1A 2 \ dem_h from
criminals who occupy it~ /. /) A L) massivedam-
continue to suffer and i A )/ age trauma.

scream, writhing in L=
endlessagony
and pray-
ingforthe |
release of RS
death. s
A wickerman is
driven by a single
desire, to exact ter-
rible vengeance
against the persons
responsibleforit’scre-
ation. Thetargetsof
revenge will al- — —
waysincludethe ~ / <
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/7 Immune to
any effect that
77 calls for a Forti-
: tude save to
resist, unless
the effect
== specifi-
cally

) affects ob-
jects. Not
affected by
< attacks or
Aa spells of mind-
)\ affectingnature
{4/ (for example,
¢ enamoring or
charming spells).
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Windrider Combat

If confronted, a windrider attempts to kill or

Medium-Size Elemental (Air, Chaos, Evil)

Hit Dice: 4d8+4 (22 hp) drive off an attacker by hurling whatever lethal
Initiative: +5 (+1 Dex, +4 Improved Initiative) objects are immediately available or by using its
Speed: Fly 80 ft. (perfect) power of suggestion to incite an innocent bystander
AC: 16 (+1 Dex. +5 natural) into fighting on its behalf. If all else fails, the elemen-
Attacks: Thrown object +3 ranged tal uses its frightful presence to freeze atrackers in
Damage: Thrown object 1d4+1 their tracks and then hurls objects at them with
Face/Reach: 5 Ft. by 5 ft./10 ft. mighty blasts of wind.

Special Attacks: Suggestion, blast of wind. frightful pres- Suggestion (Sp): This power is the same as the

ence
Assume gaseous form, damage resis-
tance 10/+1, ride the wind, elemental

Special Qualities:

Saves: Fort +2, Ref +4, Will +0

Abilities: lS?Er 13, Dex 11, Con 13, Int 14, Wis 8, Cha

Skills: Hide +10, Listen +5. Spot +5, Sense
Motive +8

Feats: Improved Initiative

Climate/Terrain: Warm aquatic

Organization: Solitary

Challenge Rating: 4

Treasure: Double standard

Alignment: Always chaotic evil

Advancement Range: 4-8 HD (Medium-size)
Description

Windriders — or Gulaben’s jesters, as they are
sometimes known — are malicious air elementals
that once performed for the pleasure of the Lady of
Winds, luring sailors to their doom all along Scarn’s
rugged coastline. Since the fall of the titans, these
spirits have haunted the churning waters of the Blood
Sea, feeding on the fear and desperation of ship crews
and taking revenge for the imprisonment of their

3rd-level wizard spell of the same name and may be
used three times per day. Victims must make a suc-
cessful Will save (DC 14) to resist the spell’s effects.

Blast of Wind (Sp): This power is identical to
the 3rd-level gust of wind spell and may be used at will
up to twice per day.

Frightful Presence (Ex): Once per day, a
windrider may generate a visage so terrifying thatany
within 30 feer of the creature must make a Will save
(DC 14) or be paralyzed with fear for 1d4 rounds.

Assume Gaseous Form (Su): A windrider may
assume gascous form as a move-equivalent action.
Note that, while in gaseous form, a windrider is nearly
invisible, requiring a successful Spot check (DC 14)
to detect it.

Ride the Wind (Sp): While in gascous form, a
windrider may travel on a stream of air, whether it’s
a breeze or a strong gust of wind. While doing so, the
elemental may choose to employ its own movement
rate or the rate of the air stream.

Elemental: Immune to poison, sleep, paralysis
and stunning. Not subject to critical hits.

mistress.

Though windriders are fully capable of caus-
ing considerable damage to aship all on theirown,
they prefer to use sailors themselves to cause a
vessel's destruction. The elementals circle a craft
in gaseous form and whisper in sailors’ ears as they
sleep, enticing them to acts of vandalism and
sabotage, such as setting fire to the sails or con-
taminating the water supply. When one sailor is
punished for his deeds, an elemental moves to
another and so on through the crew until the
situation becomes desperate and tensions are at a
fever pitch. At this point, a windrider attempts to
push one or more crewmembers into fomenting
mutiny against the ship’s officers and then sits
back to enjoy the bloodshed.

Windriders rarely allow themselves ro be seen
by the sailors they torment, but when forced to
reveal themselves, they appear as humans made of

mist, continually whipped by sea winds. Their
faces are angular and cruel, alight with malicious
intelligence.

S
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Wirebound Berserker

Medium-Size Monstrous Humanoid
Hit Dice: 4d8+4 (22 hp)
Initiative: 0
Speed: 30 ft.
AC: 17 (+1 Dex, +6 natural)
Attacks: Greataxe +8 melee
Damage: Greataxe |d12+4
Face/Reach: S ft. by 5 1t./10 ft.
Special Qualities: Berserker wire, unnatural stamina
Saves: Fort +2. Ref +5, Will +3
Abilities: ]S(;r 19, Dex 13, Con 13, Int 8. Wis 7. Cha
Skills: Climb +2, Jump +5, Listen +5, Spot +3
Feats: Cleave, Power Attack
Climate/ Terrain: Any land or underground
Organization: Solitary, gang (2-4)
Challenge Rating: 3
Treasure: None
Alignment: Usually chaotic evil

Advancement Range: 5-8 (Medium-size), 7-12 (Large)

Description

The dreaded necromancers of Glivid Autel are

justly feared for their manipulations of living and
unliving flesh, and the wirebound berserker is among
the most feared creation of all, shaped from the body
of a living man to perform murder in the necroman-

cers’ name. When these vile sorcerers wish to
kill a hated enemy or enact revenge against
some imagined slight, they select one of their
more violentservants and subject him roaseries
of horrific rituals. At the culmination of this
process, a fine silver wire is wound abour the
body of the servant. This wire immediately
constricts into the flesh, cutting just deep
enough to draw blood, which, in turn, fuels the
wire's enchantments and pours magic energy
into the servant's body. The end result is a
wirebound berserker, a killing machine that
fuels its murderous rampage with its very
own death-energies. i
Once created, wirebound berserkers have
a limited life span and are usually transported
magically into the general vicinity of their
intended targets. With the wire driving a
berserker into a murderous rage, it secks outits
intended victim and attacks withoutany thought
of its own survival, suffering wounds that would kill
any normal man outright. If a berserker’s physical .
abilities aren’t up to the challenge of defeating its
opponent, the magical wire digs deeper, drinks
more blood and increases the body’s strength,
speed and endurance. Eventually, the wire con-
stricts to the point that the berserkeris literally
sliced apart, but not before the creature wreaks
a terrible slaughter.

Combat

The wirebound berserkerattacks with no thought
as (o strategy or tactics — once it catches sight of its
opponent, it kills anyone or destroys anything that
gets in its way. Most berserkers are equipped with a
greataxe, though they are equally deadly with almost
any melee weapon. Though a berserker could, in
theory, use ranged weapons, the enchantments of the
magical wire seem to lend themselves to hand-to-
hand combat.

Berserker Wire (Su): The wire from which the
wircbound berserker derives its name enhances the
subject’s physical capabilities by drawing energy from
his dying agony. Each round that the berserker is in
melee combat but fails to hit, the creature’s Strength,
Dexterity and Constitution increase by one point. By
the same token, the berserker suffers three hit points
of damage as the wire bites deeper into the subject’s
flesh. Remember to increase the berserker'’s initia-
rive, armor class, attack, damage and hir point bonuses
each round, as well.

Unnatural Stamina (Su): The wire’s ability to
channel a subject’s agony allows the berserker to -
continue fighting long after a normal person would
have succumbed to his injuries. A wirebound ber-
serker can continue to act and fight until it has
reached =10 hit points, at which point its body
literally falls apart.




Wolfrat
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Medium-Size Beast
Hit Dice: 2d10+2 (13 hp)
Initiative: +2 (Dex)
Speed: 30 ft., climb 30 ft.. swim 20 ft.
AC: 14 (+2 Dex, +2 natural)
Attacks: Bite +3 melee, 2 claws -2 melee
Damage: Bite 1d6, claw 1d3
Face/Reach: 5 ft. by 5 ft./5 ft.
Special Attacks: Infectious bite
Special Qualities: Low-light vision
Saves: Fort +4, Ref +5, Will +1
Abilities: ;SZtr 11, Dex 15.Con 13, Int 5, Wis 12. Cha
Skills: Climb +2, Hide +2, Jump +2, Listen +,
Spot +1, Swim +2, Wilderness Lore +2
Feats: Track, Weapon Finesse (Bite)
Climate/Terrain: Any land
Organization: Solitary. pack (2-4)
Challenge Rating: I
Treasure: None
Alignment: Usually neutral evil

Advancement Range: 3-6HD (Medium-size); 7-10HD (Large)
Description

There are many theories as to the origins of the
dreaded wolfrat. Some scholars believe the creature
to be an unintentional corruption caused by the wild
magical forces released when the titans were de-
feated. Srill others believe thar the wolfrat’s high
intelligence and ability tounderstand languages point
to the possibility that it was created purposefully by a
powerful wizard ro act as a familiar or watch-beast.
Whatever the case, these vile monstrosities prowl
ruined areas and rundown city streets with near-
impunity, scavenging for carrion or attacking solitary
humanoids who have the bad luck to cross their path.

Wolfrats are nocturnal creatures whose keen
night vision allows them to spot likely prey long
before the predators themselves are noticed. Unlike
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their lesser kin, wolfrats are aggressive and cunning,
operating in packs to ambush solitary prey. Even if
their victim should manage to escape the wolfrats'
carefully timed atvack, they are capable of pursuing a
target for grear distances, owing to their lupine
stamina. Wolfrats in the wild have been known to
chase injured prey for leagues, waiting for their victim's
strength to slowly ebb before closing for the kill.

The wolfrar is a magical hybrid that has the body
of a large wolf, the facial characteristics of a rat and a
rodent’s long, hairless rail. Like mundane rats, this
creature has well-developed paws, making the wolfrat
a surprisingly agile climber at the cost of overall
running speed. With the stamina of a wolf, however,
the monster is capable of crossing tremendous dis-

ances without tiring.

Wolfrats are often found in the company of
ratmen, who take young wolfrat cubs and train them
as watch-beasts and hunting hounds. Evil wizards and
sorcerers have also been known to employ wolfrats as
familiars, making use of the creatures’ potent mix of
abilities to perform everything from espionage to
assassinations.

Combat

Wolfrats' favored tactic is the ambush, silently
circling prey and atracking simultaneously from all
sides. Wolfrats prefer to bite and run away, forcing a
victim to fend off artackers from every direction and
thus to expend precious energy. The wolfrat’s bite is
highly infectious and can render a victim powerless
should it manage to escape a pack’s ambush. The
wolfrats simply trail their stricken prey, patiently
waiting for the disease to take its toll before moving
in and beginning ro feast.

Infectious Bite (Ex): Wolfrats spread virulent
disease through their bites. A victim bitten by a
wolfrac must make a successful Fortitude save (DC
12) or become infecred by a wasting discase that saps
strength and endurance. The victim loses one point
of temporary Strength and Constitution each hour
until stabilized by a successful Heal check (DC 15),
rolled once per hour, or until cure disease is cast.
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Templates

The following monsters are “templated crea-
tures” created by applying the templates below to
some other creature.

Belsameth Spider

suffering, the Belsameth spider crawls from the depths
of underworld — an example of most vile undeath.
Belsameth spiders appear to be severed heads with
eight chitinous legs growing from the scump of the
neck. The spiders are the servants and spies of the
goddess Belsameth, whose domainsare fear and death.

The process of becoming a Belsameth spider is
gruesome. A victim bitten by a Belsameth spider has
a chance of becoming one himself. If this happens,
the poor victim’s head severs at the neck and sproucs
its eight legs. The creature usually makes a first meal
of the blood draining from the body it just aban-
doned.

[ Creating a Belsameth Spider

“Belsameth spider” is a template that can be
applied to any living creature expect for oozes and
plants. The creature’s type changes to “undead.” The
spider uses all the base creature’s mental statistics and
abilities so long as their activation or use does not
require any other portion of the creature’s body (e.g.,
the new creature would possess a mind flayer’s extract
power, but notadragon’s breath weapon that requires
internal processes and not merely a mouth from
which to issue).

Hit Dice: Increase ro d12.

Speed: 40 feet per round. If the base creature had
swimming, it loses that movement. All Belsameth
spiders gain a climb speed of 20 feet per round.

AC: The creature’s natural armor class increases
by +3.

Attacks: The creature retains any mental (e.g.,
psionic) attacks as well as those attacks associated
purely with the head (e.g., horns).

Damage: Belsameth spiders gain a bite attack
even if the base creature had none.

Bite damage depends on the creature’s size:

Fine: | point

Diminutive: 1d2

Tiny: 1d3

Small: 1d4
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Medium: 1d6

Large: 1d8

Huge: 2d6

Size: a Belsameth spiders size class is two less
than that of the base creature.

Special Attacks: A Belsameth spider retains all
the applicable special attacks it had in its prior form
that are still usable given its new anatomy. It also
gains the following:

Webs (Sp): The Belsameth spider can cast web as
astandard action. The spell is cast as a sorcerer of the
same hit dice as the spider. There is no limit to the
number of times per day the spider may do this.

Blood Drain (Ex): If a Belsameth spider makes a
successful grapple atrack, it may begin to drain blood
the next round. This inflicts 1d2 permanent Consti-
tution drain.

Bite Of Belsameth (St} : Instead of draining blood
with a grapple and a bite, the spider may choose ro
inject its foul venom into the blood of a victim on any
successful bite attack. The victim must immediately
succeed at a Fortitude save or take 1d8 points of
Constitution damage; one minute later, the victim
must make a second save or take another 1d8 points
of Constitution damage. The DC for each of these
saves is 10 + half the spider’s hit dice + its Constitu-
tion modifier. Anyone reduced to Constitution 0 is
killed and becomes a Belsameth spider in 1d4 hours
as their head detaches. The Constitution loss caused
by this bite is temporary.

Special Qualities: A Belsameth spider retainsall
the applicable special qualities it had in its prior form
that are still usable given its new anatomy. It also
gains the following:

Damage Reduction (Ex): Belsameth spiders are
notoriously hard to hurt. They have damage reduc-
tion 15/+1.

Undead: Immune to poison, sleep, paralysis, stun-
ning, death or necromantic magic (that doesn’t
specifically affect undead per the spell’s description)
and disease. Not subject to critical hits, subdual
damage, ability damage, energy drain, or death from
massive damage trauma. Immune to any effect that
calls for a Forritude save to resist unless the effect
specifically affects objects. Not affected by attacks or
spells of mind-affecting nature (for example enamor-
ing or charming spells).

Saves: Same as the base creature

Abilities: Modify from the base creature’s abili-
ties as follows: Str -2, Dex +6, Con +4,

Skills: Belsameth spiders have a + 8 racial bonus
to Climb checks and a +4 racial bonus ro Hide,
Listen, Move Silently, Search and Spor.



Feats: Upon transformation, Belsameth spiders
gain the Improved Initiative feat as well as Weapon

Focus (bite).

Climate/Terrain: Any land and underground
Organization: Solitary, gang (1d4-+2)
Challenge Rating: Same as the base creature +2
Treasure: Same as the base creature
Alignment: Always neutral evil
Advancement: By characrer class

Sample Belsameth Spider

This example uses a st-level human sorcerer as

the base creature.

Hit Dice:

Initiative:

Speed:

AC:

Attacks:
Damage:
Face/Reach:
Special Attacks:

Special Qualities:

Saves:

Abilities:

Skills:

Feats:

Climate/Terrain:
Organization:

Challenge Rating:

Belsameth Sorcerer Spider

Tiny Undead

1d12 (6 hp)

+7 (+3 Dexterity, +4 Improved Initia-
tive)

40 ft., 20 ft. climb

18 (+2 size, +3 Dex, +3 natural)

Bite +0 melee

Bite 1d3-1

21/2ft.by 21/2 1t./0 ft.

Bite of Belsameth, blood drain, webs,
spells

Undead, damage reduction 15/+1

Fort: +2, Ref +3, Will +2
1S{;rB,DexIb,(fonMjntl'ﬂk\f‘.ﬁsICL Cha
Climb +8, Concentration +4, Hide +4,
Listen +4, Move Silently +4, Search +4,
Spell Craft +4, Spot +4

Enlarge Spell, Extend Spell, Improved
Initiative, Weapon Focus (bite)

Any land and underground
Solitary, gang (1d4+2)
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Treasure: Standard
Alignment: Always neutral evil
Advancement: By character class
Description

He paid tribute to Belsameth that she might
grant him power, and the goddess of nighrmares and
death answered his prayers.

Combat

Spells: The Belsameth sorcerer spider can cast
spells as a Ist-level sorcerer.

Webs (Sp): The Belsameth spider can cast web
as a standard action. The spell is cast as a 1st-level
sorcerer. There is no limit to the number of times per
day the spider may do this.

Blood Drain (Ex): If the Belsameth spider makes
a successful grapple atrack, it may begin to drain
blood the next round. This inflicts 1d2 permanent
Constitution drain.

Bite Of Belsameth (Su): Instead of draining
blood with a grapple and a bite, the spider may choose
to inject its foul venom into the blood of a victim on
any successful bite attack. The victim must immedi-
ately succeed at a Fortitude save (DC 12) or take 1d8
points of Constitution damage; one minute later, the
victim must succeed at a second Fortitude save (DC
12) or take another 1d8 points of Constitution dam-
age. Anyone reduced to Constitution Q is killed and
becomes a Belsameth spider in 1d4 hours as their
head detaches. This Constitution loss is temporary.

Undead: Immune to poison, sleep, paralysis,
stunning, death or necromantic magic (that doesn't
specifically affect undead per the spell’s descriprion)
and disease. Not subject to critical hits, subdual
damage, ability damage, energy drain, or death from
massive damage trauma. Immune to any effect that
calls for a Fortitude save to resist unless the effect
specifically affects objects. Not affected by atracks or
spells of mind-affecting nature (for example enamor-
ing or charming spells).
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Blood Sea Mutant

Description

The blood of the titan Kadum infuses the Blood
Sea, staining the waters red and, in some cases,
twisting normal creatures into fearful shapes — turn-
ing them into vicious killers.

Creating a Blood Sea Mutant

The Blood Sea Mutant template can be added to
any normal sea creature (hereafter referred to as the
“base” creature). The creature’s type becomes “aber-
ration.” [t uses all of the base creature’s sraristics and
abilities except as noted here.

Hit Dice: The base creature’s hit dice increase
by one die type, to a maximum of d12. For example,
a creature with 8d8 hit dice has 8d10 hit dice after its
mutation.

AC: Natural armor improves by +2.

Attacks: The murant gains a bite arrack if it did
not already have one. If the creature does not have a
claw attack, there is a 25% chance that ic will grow
twisted limbs and gain a claw attack.

Damage: Use the damage values below or the
base creature’s claw andfor bite damage, whichever is
areater.

Size Bite Damage ~ Claw Damage
Fine 1d2 1

Diminutive 1d3 1d2

Tiny 1d4 1d3

Small 1d6 1d4

Medium 1d8 1d6

Large 1d10 1d8

Huge 2d8 2d4
Gargantuan 2d10 2d6

Colossal 4d8 2d8

Special Attacks: The mutant retains all special
actacks of the base creature, plus possibly gains a new
special attack:

Random Special Attack: There is a 25% chance
that the creature will develop a special atrack. If a
special attack is indicated, roll 1d6 on the following
table. Alternately, the Game Master may assign a
special attack to the mutant.

Roll Special Attack

| Temporary ability drain (I point tempo-
rary loss of arandomly determined ability

2 Energy drain (1 negative level per at-
tack)

3 Frightful presence (see core rulebook
1, p.8)

4 Poison attack (select effect from Table
3-16, core rulebook I, p. 80)

5 Sonic attack (1d8 damage/2 HD of mu-

tant, 30ft. cone, Fortitude save for half
damage at DC 10+1/2 base creature’s
HD+mutant’s Constitution modifier)
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Acid breath weapon (1d6 damage/2 HD
of mutant, 15 ft. cone, Reflex save for
half damage at DC10+1/2base creature’s
HD+mutant’s Constitution modifier; vic-
tim suffers half its initial damage as
secondary damage the following round)

Special Qualities: Blood Sea mutants retain all
special qualities of the base creature and gain the
following special qualities:

Cold and Fire Resistance (Ex): The mutant gains
cold and fire resistance of 10.

Air Breathing (Ex) : The mutant gains the ability
to stay out of water without penalty for 1d4 hours,
after which it must return to the water or die.

Spell-like Abilities: There is a 25% chance that
the creature will develop aspell-like ability. If aspell-
like ability is indicated, roll 1d10 on the following
table. Alternately, the GM may assign a spell-like
ability to the mutant. All spell-like abilities function
as if used by a sorcerer of a level equal to the mutant’s
hit dice, with a save DC of 10+mutant’s Charisma
modifier+spell level.

Roll Spell-like Ability

1 At will — cause fear

2 At will — bane

3 At will — darkness

4 3/day — dispel magic

5 3/day — chill touch

6 3/day — bestow curse
7 3/day — invisibility

8 1/day — haste

7 1/day — dimension door
10 Roll twice, ignoring and rerolling an-

other 10 result
Random Special Quality: There is a 25% chance
that the creature will develop a random special qual-
ity. If a special quality is indicated, roll 1d8 on the
following table. Alternately, the Game Master may
assign a special quality to the creature.

Rall Special Quality

1 Damage reduction 5/+1

2 Fast healing |

3 Regeneration | (normal damage from
fire)

4 Resistance 5 (roll 1d4: | — sonic.2or 3
— electricity, 4 — acid)

5 Immunity (roll 1d4; | — poison, 2 —
disease, 3 — electricity, 4 — acid)

6 Scent

7 Spell resistance at hit dice + 8

8 Darkvision 60ft.

Saves: Same as the base creature

Abilities: Increase from the base creature’s abili-
ties as follows: Str +2, Con +2, Int +2

Skills: Same as the base creature

Feats: Same as the base creature

Climate/Terrain: Same as the base creature

Organization: Same as the base creature



Challenge Rating: Same as base creature +1
Alignment: Always chaotic evil

Treasure: Same as the base creature
Advancement: Same as the base creature

Sample Blood Sea Mutant

Blood Sea Mutant Giant Octopus
Large Aberration (Aquatic)

Hit Dice: 8d10+16 (60 hp)

Initiative: +2 (Dex)

Speed: 20 ft., swim 30 ft.

AC: 20 (-1size, +2 Dex, +7 natural)

Attacks: 8 tentacle rakes +11 melee, bite +6 me-
lee

Damage: Tentacle rake 1d4+6, bite 1d8+3

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

Special Attacks: spell-like ability, improved grab, con-
strict

Special Qualities: Ink cloud, jet, cold and fire resistance
10, air breathing

Saves: Fort +4, Ref +4, Will +7

Abilities: gtrZZ, Dex15,Con 15, Int 4, Wis 12, Cha

Skills: Hide +11. Listen +4, Spot +4

Feats: None

Climate/Terrain: Temperate and warm aquatic

Organization: Solitary

Challenge Rating: 9

Treasure: None

Alignment: Always chaotic evil

Advancement Range: ¢-12 HD (Large); 13-24 HD (Huge)

Description

Blood Sea octopi tend to be larger and more

aggressive than most of their cousins. When exposed
to excessive amounts of Kadum’s blood, however,
these creatures gain a malign intelligence and a
portion of the imprisoned titan’s hatred for humans
and their allies. Their flesh changes to a mottled
crimson, and their eyes grow wild and ferocious,
glowing a deep fiery yellow. While not nearly as
dangerous as the krakens, mutant octopi are never-
theless deadly foes.
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Combat

Mutant octopi use the same tactics as their non-
mutated brethren, attacking with tenracles,
attempting to drag foes into the water where they are
helpless, constricting and biting with their ferocious
beak. The mutant’s chill touch ability makes its con-
strictive tentacle attacks even more deadly.

Spell-like Ability: 3/day — chill touch as an 8th-
level sorcerer (DC 7).

Improved Grab (Ex): To use this ability, the
mutant octopus must hit a Medium-size or smaller
creature with a tentacle rake ateack. If it gets a hold,
it can constrict. See core rulebook 111, p. 9 for more
details on improved grab.

Constrict (Ex): A Blood Sea mutant giant octo-
pus inflicts 2d8+7 points of damage with a successful
grapple check against Medium-size or smaller crea-
ures.

Ink Cloud (Ex): A Blood Sea mutant giant
octopus can emit a cloud of jet-black ink within the
range of a 20-foot cube once a minute as a free action.
The cloud provides total concealment, which the
octopus normally uses to escape a losing fight. Crea-
tures within the cloud suffer the effects of toral
darkness.

Jet (Ex): A Blood Sea mutant giant octopus can
jet backward once a round as a double move action,
at a speed of 200 feer.

Cold and Fire Resistance (Ex): The murant has
cold and fire resistance of 10.

Air Breathing (Ex): The mutant ocropus has
the ability to stay out of water without penalry for 1d4
hours, after which it must return to the water or die.

Skills: A Blood Sea mutant giant octopus can
change colors, giving it a +4 racial bonus to Hide
checks.
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Bloodless

Description

The bloodless are cursed individuals who have
forsaken their humanity to achieve a state of eternal
youth through an ancient rite of becoming.

The bloodless began with an order of priest-artists
called the Artisans of the Light who sought to glorify
the beauty of life and the natural world, thereby inspir-
ing their fellow citizens to greater heights of piety. Over
time, their goals were corrupted such that their pursuit
became one of vanity — ro exemplify beauty them-
selves and to personally inspire piety in others through
their own grandeur. From there, the path of corruption
led to finding the secrets to eternal beauty and thereby
to the secrets to eternal life.

Ethingal, one of the order’s leaders, discovered
the means by which the order could achieve such
eternal beauty and eternal life. He discovered a tome,
which derailed a lost tribe called the Obus who had
been one of the first people to venerate Chardun and
Belsameth. Witnessing the power of this faith, the
Obus developed a true ritual would turn their faith
inward to deify themselves, making the Obus immor-
tal. Chardun and Belsameth slaughtered the Obus in
the midst of their ritual.

And so Ethingal dwelled on the heretical ricual
he had discovered, a ritual that would surely bring
swift, divine retribution to any who invoked it. But
the Divine War provided Ethingal the opportunity to
invoke the Obus true ritual while the gods were
otherwise occupied. Ethingal bled himself dry to
purge the unclean blood that was the birthright of the
titans who had created his race, the blood that bound
Ethingal to morrality. Ethingal believed that the
arcane power of the true ritual replaced the blood and
empowered his newly eternal body by the force of his
will and faith alone. The apparent success of the
ritual led other Artisans of Light to invoke it as well,
though the gods did spare the time amid their war to
destroy some few who attempted it.

Unknown to Ethingal or the Artisans, the ritual
they had invoked was tied to the very souls of the
Obus, whose dead souls had been imprisoned for
eternal torment in Chardun’s hell. The true ritual
called these souls back from hell to inhabit Echingal
and the other Artisans who invoked the ritual. Eons
of torment had reduced the Obus to naught but dark
spirits, devoid of conscious thought, mindlessly crav-
ing the life force of faith thar they had sought to
achieve their apotheosis. It is these dark spirits that
provide the vitality and the means to renew that
vitality (by feeding on the faith of other mortals),
keeping the bloodless alive.

Thus were the bloodless born. Now these fiends
make their homes throughout the Scarred Lands,
reveling in their eternal beauty and hungering for the
spark of life and faith that empowers mortal creatures.
Unmarked by the passage of time, rall and rather
thin, the bloodless almost resemble angels. Their
perfect skin is pallid, and their eyes bear a slight tint
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of crimson — a memento of their former lives. Upon
their shoulders, their long, pure white hair moves as
if slightly alive, adding to their divine appearance.
The dark spirits that inhabit the bloodless are re-
vealed only in their gaze.

The bloodless live among the normal populations
of the Scarred Lands, especially in cities. Their powers
and long life have allowed them to accumulare consid-
erable wealth and political powerwhere theyelect rodo
so. Usually, they surround themselves in the grandest of
luxuries, mirrors, wondrous accoutrements and art (es-
pecially of their own making). Most have a cult of
devoted followers ora harem of consorts. The bloodless
are so rare — and so few people even know of their
existence — that they seldom need to disguise them-
selves. Their unsavory feeding practices, however,
demand greater circumspection.

The bloodless do not flaunt what they have, but
revel in it. Unknowingly, they sometimes pass nu-
merous days just admiring a sunset or a painting,
seeking its definitions, looking for a flaw. They ab-
sentmindedly eat or drink, having lost the habit of
doing so. They can still digest food, it’s just that they
don’t need to anymore. Feeding their dark spirit
keeps them alive. Often their feeding lust is the only
thing that snaps them back to reality.

The bloodless never seek out or hunt someone
they deem ugly. Their favored prey are paladins and
clerics. To the bloodless, gender has nothing to do with
beauty, and they are rotally indifferent to the fact. They
dominare the will of their prey and then suck from their
victims the spiritual core of their beings. This essence
nourishes their dark souls, which in turn keeps the
bloodless's bodies in their ageless state.

The ritual for creating the bloodless is seldom
invoked. Any attempt to do so since the end of the
Divine War has led to a divine intercession and the
death of the ritualist(s).

Creating aBloodless Creature

“Bloodless” is a template that can be added to
any humanoid or monstrous humanoid creature (re-
ferred to hereafter as the “base creature”). The
creature’s type changes to “Outsider.” It uses all the
base creature’s statistics and special abilities except as
noted here.

Hit Dice: Same as the base creature or use d8,
whichever is higher.

Speed: Same as the base creature

AC: Thebase creature’snatural armor improves by +4.

Attacks: Same as the base creature

Damage: Same as the base creature

Special Attacks: Same as the base crearure
(exceprt any ability relating specifically to the base
creature’s blood as that is now gone). Unless nored
otherwise, saves have a DC of 10+ 1/2 the bloodless’s
HD + the bloodless’s Charisma modifier.

Mesmerizing Beauty (Su): Anyone who comesinto
the presence of the bloodless (within 60 feet) must
succeed at a Will save or be charmed (as per the spell
charm monster) by it. Even those who succeed at their
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saving throws are affected as by the spell emotion Feats: Same as the base creature

(friendship). The charm effect lasts until dispelled; the Climate/Terrain: Any

friendship effect lasts while in the bloodless’s presence. Organization: Solitary, pair, collective (2-3)
Victims must be able to see the bloodless for this power Challenge Rating: Same as the base creature +2.

to be effective, and the bloodless can suppress its
supernatural aura if it chooses, which it seldom does.
Glamour Drain (Su): Whenever the bloodless ca-
resses someone by touch (skin toskin), it may feed upon
that being's inner and outer beauty. [t drains 1d4 points :
of permanent Charisma for each round this contact is Bloodless Characters
maintained. Each point drained adds a point of tempo-
rary Charisma to the feeder. If the target is unwilling,
the bloodless must succeed with a touch attack. How-
ever, unlike normal touch attacks, the target receives
any armor bonus (but not natural armor class bonus) to
its AC as the bloodless must touch the opponent’s skin
(touching the victim's face inside his helm or grabbing
his neck).

Treasure: Double standard
Alignment: Always evil
Advancement: By character class

The bloodless are always evil, which might cause
characters of certain classes to lose their class abili-
ties. In addition, certain classes suffer additional
penalties. Clerics, paladins and other divine
spellcasters lose all of their divinely inspired abilities
(e.g., turn undead, lay on hands, etc.) and lose the
ability to cast divine spells. Any familiar summoned
with the greater familiar spell (see Relics & Rituals,
p- 78) will leave a master who becomes a bloodless.

B =7,
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The bloodless may never have a Charisma total i-l‘
higher than twice their normal Charisma score. Feed- K
ing beyond their maximum still drains their target but Somple Bloodless \A
does not add temporary Charisma to the bloodless. This example uses a 10th-level elven cleric as \

The bloodless do not normally feed on any oppo- the base creature.
nent with less than 14 Charisma, unless pressed in Bloodless Forsaken EIf Cleric
combat or in frenzy (see below). Medium-Size Outsider (Evil)

Consume Faith (Su): Anyone who is drained of  Hit Dice: 10d8+40 (85 hp)

Charisma from the bloodless’s glamour drain attack  jnitiative: +6 (+2 Dex, +4 Improved Initiative)
must succeed at a Will save or suffer the effects of the Speed: 30 ft

sever spell. Victims of this effect receive an additional ’ :

Will save each day to recover from the effect. AC: 27 (+] Dex, +4 "at"'_ral’ +7 +1 hull plate,

Special Qualities: A bloodless retains all the +3 +1 lorge steel shield)

pecia !
special qualities of the base creature as well as gaining Attacks: +1 heavy mace +12/+7 melee: or light
those listed below: crossbow +7 ranged

Immunities (Ex): The bloodless are immune to Damage: +1 heavy mace 1d8+6; or +1 bolt 1d8+1
poison, sleep, paralysis, disease, stunning, subdual dam- ~ Face/Reach: 5 ft. by 5 ft./5 ft.
age, ability damage (except for its own charisma loss, Special Attacks: Mesmerizingbeauty, glamour drain, con-
below) and energy drain. The bloodless are not affected sume Faith
by curingor h{.‘iilling divine magic. The bloodless do not Special Qualities: Immunities, damagereduction10/+1, fast
need to ear, drink, sleep or breathe. i S e

A g 2, charisma loss, frenzy

Damage f\.cduc tion 10/+1 . B Fort +11. Ref +5. Will +7

W T"“f’"’f (Ex): A bloodless heals 2 potnts of e Str 20, Dex 14, Con 18, Int 14, Wis 5,
amage each round, so longas it hasat least 1 hit point left. Cha 20

Charisma Loss (Ex): The bloodless lose one point
of Charisma each day. Charisma is first taken from any
temporary Charisma the bloodless has absorbed from
victims of its glamour drain. Beyond that, the Charisma

Skills: Concentration +15, Diplomacy +10, Knowledge (arcana)
+6, Knowledge (religion) +7. Listen +6,
Ride +6, Search +5, Spellcraft +6, Spot

loss is treated as a point of temporary Charisma damage. +7, Tumble +6.
Frenzy (Ex): If the bloodless’s Charisma falls to 18~ Feats: Brew Poti?n, Combat Casting, Forge
or lower, it goes intoa frenzy that lasts for 10-40 minutes Wand, Scribe Scroll.
or until the bloodless drains enough Charisma to go  Climate/Terrain: Any
over 18, whichever is longer. While in this state, the  Organization: Solitary

bloodless acts like a madman, screaming wildly, crying — cpa Rating: g
in desperation, laughing horridly while sceing itself in g

amirrorandsoon. Butitalsoattempts touse its glamour Tw: Stdarc _
drain on anything in its path, even those not normally ~ Alignment: Neutral evil
worthy of its touch, like the ugly. Advancement Range: By character class
Saves: Same as the base creature 5
Abilities: Increase from the base creature as fol- DeSCﬂph on
lows: Str +6, Dex +1, Con +6, Cha raise to 20 if not Ower hislong life span, Sarion Keltal stood witness
already higher. to the decline and corruption of the Artisans of Light.
Skills: Same as the base creature When his friend Ethingal regaled him with the discov-
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ery of the true ritual of the Obus, Sarion knew he had

seen enough. Unable to sway his friends from their

intention to use the ritual, Sarion left the order.

Called to the field of battle in the Divine War,
Sarion stood witness to the death of his god on the
plains of Termana. Bereft of his god, whose very name
was blighted from memory, Sarion returned to
Ethingal with a change of heart. If gods were not
permanent, then why not embrace personal apotheo-
sis? He helped invoke the Obus true ritual upon
Ethingal and then upon himself, turning them both
into the bloodless.

Sariondresses in baroque, dark regalia, including
silver-trimmed, black full plate armor, a crimson
hooded cloak and opulent jewelry. The death of his
god and his own damnation have made him cynical,
though it seldom shows through his pretenses of
nobility and enlightenment. Fis heart harbors
cruelty, especially to mortal priests whose
gods did not perish, yet anyway.

Combat

Sarion Keltal fights only if he needs _
to defend himself. = ]

Mesmerizing Beauty (Su): Fv??‘ v
Anyone who comes into the pres- !‘-f? ¢
ence of the bloodless (within 60 g
feet) must succeed at a Will save or
be charmed (as per the spell charm
monster) by it. Even those who succeed ¢
at their saving throws are affected as by- }.; :
the spell emotion (friendship). The charm
effect lasts until dispelled; the friendship
cffect lasts while in the bloodless’s pres-
ence. Victims must be able to see the
bloodless for this power to be effective,
and the bloodless can suppress its super-
natural auraific chooses, which itseldom
does.

Glamour Drain (Su): When-
ever the bloodless caresses
someone by touch (skin toskin),
it may feed upon that being's
inner and outer beauty. It
drains 1d4 points of perma-
nent Charisma for each
round this contact is main-
tained. Each point drained
adds a point of temporary
Charisma to the feeder. If the
target is unwilling, the blood-
less must succeed with a touch -
attack. However, unlike nor--
mal rouch atracks, the rarget. .
receives any armor bonus (but
not natural armor class bonus) -

o its AC as the bloodless must touch the opponent’s
skin (rouching the victim’s face inside his helm or
grabbing his neck).

The bloodless may never have a Charisma total
higher than twice their normal Charismascore. Feed-
ing beyond theirmaximum still drains their target but
does not add temporary Charisma to the bloodless.

The bloodless do not normally feed on any
opponent with less than 14 Charisma, unless pressed
in combat or in frenzy.

Consume Faith (Su): Anyone who is drained of
Charisma from the bloodless’s glamour drain attack
must succeed ata Will save or suffer the effects of the
severspell. Victims of this effect receive an additional
Will save each day to recover from the effect.

Immunities (Ex): The bloodless are immune

to poison, sleep, paralysis, disease, stun-

2 ning, subdual damage, ability damage
(excepr for its own charisma loss, below)
and energy drain. The bloodless are not
affected by curing or healing divine
magic. The bloodless do not need to
eat, drink, sleep or breathe. _

Charisma Loss (Ex): The
bloodless lose one point of Cha-
{{* risma cach day. Charisma is first
taken from any temporary Cha-
risma the bloodless has absorbed
from victims of its glamour drain.
Beyond that, the Charisma loss is
treated as a point of temporary
Charisma damage.

A Frenzy (Ex): If the
. bloodless’s Charisma falls to 18
'\ - or lower, it goes into a frenzy that
1 lasts for 10-40 minutes or until
i i thebloodlessdrainsenough Cha-
1| - rismatogoover 18, whicheveris
" longer. While in this state, the
bloodless acts like a madman,
screaming wildly, crying in des-
peration, laughing horridly
“while secing itself in a mirror
sand so on. But it also attemprs
Cto use its glamour drain on
\ anything in its path, even
those not normally worthy
of its touch, like the ugly.
| Magical Items Car-
_ried: +1 full plate, +1 large
steel shield, 10 +1 bolts, 1
potion of blur, 1 potion of
levitate, | potion Ufﬁl’l'ﬂi\‘ﬁl.
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Conundrum Creatures

Description

In the Scarred Lands walk creatures of conun-
drum, those beings cursed by the greatsphinx Athentia
(q.v.) to become an animate puzzle of stone until the
conundrum creature's unique riddle is solved. Conun-
drum creatures retain the same shape and size as their
form prior to their curse, but they are made of stone
parts interlocked in a three-dimensional jigsaw puzzle
configuration. Often the creatures will be encountered
in their dormant, disassembled state, a jumble of oddly
shaped stones piled together. Once any two pieces are
slotred together, they can animate — assembled pieces
that form a hand can move its fingers.

Arthentia places a unique riddle upon each co-
nundrum creature at the time it is cursed into its
conundrum state. If anyone should speak the solution
to this riddle in the presence of the fully assembled
conundrum creature, its curse will be lifted and it will
immediately be restored toits original form. Athentia
chooses such riddles carefully. Those cursed because
they assaulted the great sphinx find themselves
doomed to a horribly enigmaric riddle; those who
sought knowledge from the sphinx but were instead
cursed often find that the solution to their conun-
drumriddle offers them direct insight into the question
they posed to Athentia. Those who merely irritate
the sphinx may find themselves bound into their
state by an embarrassingly simple children’s riddle.

A fully assembled conundrum creature is able to
speak aslongas it was capable of such in its original form
(Athentia rarely curses creatures who are not intelli-
gent and capable of some form of speech). But it can
verbalize only its riddle and no other words or language,
not even the solution to its own riddle should it know
it. When the creatures are encountered, they usually
call out their riddle in the hope that any creature the
conundrum meets might be able tosolve the riddle. Evil
conundrum creatures or those driven mad by centuries
of theiraccursed, ageless state often vindictively attack
creatures that fail to solve its riddle. Other conundrum
creatures have been intimidated into servitude by sages
and wizards who promise to solve the creature’s riddle
in exchange for a mere decade of loyal service. Crueler
still is the fate of those conundrum creatures who are
coerced into serving as guardians for an overlord who
locks away one of the conundrum’s pieces, preventing
the creature from ever being fully assembled and thus
being able to lift its curse, even if the solution to its
riddle is known.

Creating a Conundrum Creature

“Conundrum” is a template that can be added ro
any corporeal creature (referred to hereafter as the
“base creature”). The creature’s type becomes “con-
struct.” Iv uses all the base crearure’s statistics and
special abilities except as noted here.

Hit Dice: Change hit dice to d10. The base
creature will lose any hit point penalty or gain from its
Constitution modifier.

APPENDIX ONE
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Speed: Ground movement rate remains the same
but the conundrum cannot run. Decrease all other
speeds by 50%. If the base creature flies, decrease its
mancuverability by one level. If the maneuverability
of the base creature is clumsy, then the conundrum
creature cannot fly.

AC: Naturalarmorimprovesby +8inconstructshape.

Special Attacks: A conundrum creature retains
all the special atracks of the base creature.

Special Qualities: A conundrum creature re-
tains all the special qualities of the base creature and
gains those listed below.

Universal language (Su): The conundrum can
speak its riddle in any language, but it will be under-
stood in a language known by anyone who hears it.

Assemble/Disassemble (Ex): Any blow that would
normally cause a critical hit to the conundrum instead
disassembles it into an inanimate pile of stones. Simi-
larly, if the conundrum takes enough damage to reduce
it to zero or fewer hit points, it does not die but is instead
disassembled. The only means of permanently killing a
conundrum is to destroy its disassembled stone pieces.

Assembling a conundrum from its constituent
picces requires a successful Intelligence check against a
DC unique to each conundrum creature ranging from
DC 5 to DC 35. The actual difficulty class is dependent
upon how many pieces make up the conundrum, which
in turn is determined by the sphinx when she curses a
conundrum into existence. On a successful check, it
takes one minure per DC of the assembly check for one
person to assemble the conundrum.

Construct: Impervious to critical hits, subdual
damage, energy drain, stunning and death from mas-
sive damage trauma. Immune to any effect that calls
for a Fortitude save to resist unless the effect specifi-
cally affects objects. However, the conundrum
creature is intelligent and is affected by attacks or
spells of mind-affecting nature (for example enamor-
ing or charming spells).

Immunities (Ex): Immune to heat, cold, electri-
cal, and acid damage.

Riddle of Power (Ex): A conundrum cannot speak
any words except to recite its unique riddle of power.
If the solution to the riddle is spoken in the
conundrum’s presence while it is fully assembled, its
transforms instantly back to its original form.

Saves: Same as the base creature

Abilities: Modify those of the base creature as
follows: Str +5, Dex -4 (minimum 2), Cha -4 (mini-
mum 2). AS a construct, tht‘ C(ll'lll'.l"ldl'un'l creature
possesses no Constitution score.

Skills: Same as the base creature

Feats: Same as the base creature as long as the
prerequisites are still metafter ability score adjustments.

Climate/Terrain: Any

Organization: Solitary

Challenge Rating: Same as the base creature +2

Treasure: Samc as Ehc b}l.‘iL‘ creature

Alignment: Samc as base creature

Advancement: Same as the base creature
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Sample Conundrum Creature

Conundrum Manticore action. Thisattack hasarange of 180 feetwith norange
Huge Construct increment. A spike threatensa critical hiton a natural
Hit Dice: 6d10 (33 hp) attack roll of 19 or 20. The creature can launch only 24
Initiative: +0 spikes in any one day.
Speed: 30 ft. (can't run) Universal language (Su): The conundrum can
AC: 22 (-2 size, +14 natural) speak its riddle in any language, but it will be under-
Aftacks: > elaws iilneled. biteiT melee-ior 6 stood in a language known by anyone who hears it.
spikes +4 ranged Assemblchis:‘ansemb!e (Ex): Anyblow thn.t would
Damage: Claw 2d4+7, bite 1d8+3; or spike d8+3 nf'armally‘ cause a cntrc::l.l hit to the c.(mundrum ltmfll'e;lFl
Foce/Bsach: 10 ft. by 20 /10 ft. disassembles it into an inanimate pile of stones. Simi-
: ; larly, if the conundrum takes enough damage to reduce
Special Attacks: Spikes it tozero or fewer hit points, it does not die bur is instead
Special Qualities: Scent, universallanguage, assemble/dis- disassembled. The only means of permanently killing a
assemble, riddle of power, immunities, conundrum is to destroy its disassembled stone pieces.
constict Assembling this conundrum manticore from its
Saves: Fort +5, Ref +5, Will +3 constituent pieces requires a successful Intelligence
Abilities: Str25,Dex 11, Con—, Int 7, Wis 12, Cha check (DC 10). On a successful check, it takes 10
5 minutes for one person to assemble the conundrum.
Skills: Listen +7, Spot +7* Riddle of Power (Ex): A conundrum cannot
Feats: Multiattack speak any words except to recite its unique riddle of
Climate/Terrain: Any power. If the solution to the riddlf: is spoken in thc‘
Organization: Solitary conundrum’s presence while it is fully :memhled, its
Challenge Rating: 7 transforms instantly back to its Qrigin;fl forl‘u‘ Choose
T Sendard one of the sample cnn_umlru.uu riddles in this book for
i s Vlg e this conundrum manticore.
Nigenen: Raige YSIL{I:H[))( (:k:el)l ;v: 8 HD (Gargantar) Immunities (Ex): Immune to heat, cold, electri-
Advancement = il cal and acid damage.
Descn'pﬁon Construct: Im_pcr\-'inms‘to critical hits, subdual
damage, energy drain, stunning and death from mas-

A wretched and foolish manticore thought o rrick

Spikes (Ex): With a snap of its tail, a conundrum
manticore can release a volley of six spikes as a standard

sive damage trauma. Immune to any effect that calls

Athentia by bluffing that it knew the location of
undiscovered Slarecian ruins. Athentiacursed the con-
niving manticore and moved on about her business.

Combat

A conundrum manticore shouts its riddle of power
and then attacks those who cannot answer it.

for a Fortitude save to resist unless the effect specifi-
cally affects objects. However, the conundrum
creature is intelligent and is affected by attacks or
spells of mind-affecting nature (forexample enamor-
ing or charming spells).

Skills: *Conundrum manticores receive a +4 ra-
cial bonus to Spot checks in daylight.
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Sample Conundrum Riddles
Riddle #1

I am a home and yet a mortuary

For those who are not among the wary
With my builder I will converse

But not in speech or verse

In morning mists | am revealed

But in daylight | am concealed

Built by my owner's utmost care

But easily destroyed — just a tear
Ingrained in memory — the facts not deleted
In rebuilding the dimensions are repeated
Now over these clues your mind must fly
Pondering the question “What am [2”

Riddle #2
1 use earth, air, fire and water to make a point.

What am 1?
Riddle #3

When my lord brings me inside
Within a leather coat | hide.

But naked | dance upon the field
In summer sun or winter cold.

Riddle #4

As iron-beaked bird with a neck made of pine,

It flies through the air wich its wings left behind.

It lies in its nest with its feet in the air,
Guess of what [ speak if you dare.

Riddle #5

What can bring incredible joy to people,
Yer also cause unbelievable pain?

What can cause untold chaos and damage,
Yer is ultimately the hope of mankind?

Riddle #6

A small limpid pool so glassy and still
Surrounded by silver or oak.

The creatures within the pool’s visible depths
Are a quiet and mimicking folk

But don’t break its surface whatever you do
Or the pool will be shattered and broke

Riddle #7

The red one licks the black one’s bottom.

Riddle #8

What is it that is never-ending?

By definition is always bending

Can have many chords but will never be played
Symbol of perfection once it is made.

Has no temperature but words to that effect
Obvious to those who wish to inspect

Not to be worn like jeweled finery

APPENDIX ONE
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Just simply drawn, plain to see
Now your task — identify me

Riddle #9
I count time in circles.
[ have no voice,
But my limbs allow me to whisper in the wind.
What am I?

Riddle #10

The water is my home.
[ become my own tombstone.
My color is my name.

What am [?
Riddle #11

Men heed my advice,
Bur my opinion shifts in the wind.
What am 17

Riddle #12
Taller than forests,
Lighter than air,
Often do | break,
And often do | tear.
Home of the ocean, river, and lake,
In spring do | give,
In summer do [ take.
What am I?

Riddle #13

At the end of a passage built out of stone
Lies a sparkling treasure to appease anyone
What am [?

Riddle #14
At dawn a leaf creeper.
At noon a stem sleeper.
At dusk a sky sweeper.
Whar am 17

Answers

Appranang/reqqida: 7 b1
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Hex Creatures e R ol v ,
Brine Poison, initial damage Id4 Intelli-
A gence, no secondary damage (blood
Descnphon crystallizes)
Where there are hags, there are hex creatures to Cavern Poison, initial damage 1d4 Charisma. no sec-

further their evil schemes. More than simple famil-
iars, hex creatures are beasts captured and ensorcelled e
by hags using hex magic. A magical hex is rattooed
ontoa creature’s body (using a cursed ink known only
to hags), imbuing the creature with a part of the hag’s
spirit. This process withers the original creature and

ondary damage (blood boils)

Poison, initial damage 1d4 Constitution.

no secondary damage (blood freezes)

Moon Poison, initial demage 1d4 Wisdom, no
secondary damage (blood thins)

: S ; S et Storm Poison, initial damage 1d4 Dexterity, no
imbues it with similar physical characreristics as its ¢
; ; secondary damage (blood ionizes)
hag crearor, such as greenish skin or webbed and S sl
alesed hands Swamp Poison, initial damage |d4 Strength, no

secondary damage (blood turnsintoacid)

Special Qualities: A hex creature retains all the
special qualitics of the base creature and those listed
below. A hex creature has darkvision with a range of
60 feet.

Telepathy (Su): A hex creature may communi-
cate with its hag creator or covey telepathically
within a distance of 10 miles.

Immumities (Ex): Hex creatures are immune to
charm and sleep effects. Though typically a hex
creature has only one hex, a covey of hags may each
inscribe its own hex onto the hex creature. Similar
hex immunities do not stack.

Hex creatures are named by the type of hex with
which they are marked, such as moon-hex or sea-hex.
A covey-created hex creature is known as a tri-hex
creature. A hex creature is loyal to the death to the
hag or covey that created it. A hag may have only one
hex creature at a time, and the process of creating a
hex permanently drains the hag’s Constitution by 2.
A covey's tri-hex creature does not count toward the
hag’s limit of one and drains only 1 point of Consti-
tution from each of the hags in the covey.

Creating a Hex Creature

“Hex” is a template that can be added to any

corporeal aberration, animal, beast, dragon, fey, gi- Hag Variety Jmmunity

ant, humanoid, magical beast, monstrous humanoid, Brine N

shapechanger or vermin (referred hereafter as the : .

“base creature”). Beasts or animals with this template Cevem Iiusion regic

become magical beasts, but otherwise the creature Ice Cold

type is unchanged. A hexed creature uses all the base  Moon Mind-affecting magic and stunning
creature’s statistics and special abilities except as  Storm Electricity

noted below. Swamp Poison and disease

AC: Increase base creature's natural armor by 2.

Special Attacks: A hexed creature retains all
the special attacks of the base creature and also gains
the following gaze attack:

Water Breathing (Ex): Brine-hex creatures, but
no other varieties, gain water brcathing.

Saves: Same as the base creature

Abilities: Same as base creature, but +4 Strength

Gaze (Su): The gaze attack varies according to
the hag variety that inscribed the hex. It has a range
of 30 feet, and the saving throw is a Fortitude save of
DC 10 + 1/2 the hexed creature’s HD + the hexed
creature’s Charisma modifier. Though typically a hex
creature has only one hex, a covey of hags may each
inscribe its own hex onto the hex creature. Similar
hexes stack for gaze attacks, inflicting the total dam-
age simultaneously. Each successful gaze attack
typically inflicts 1d4 ability damage as the victim's
blood is temporarily transmuted to produce the given
effect. If the base creature has no eyes, change this
power to a touch attack.

per hex; -2 Charisma; Intelligence is at least 3 (raise
to 3 if original creature’s Intelligence was lower).
Skills: Same as the base creature
Feats: Same as the base creature
Climate/Terrain: Same as the hag creator’s
Organization: Solitary
Challenge Rating: Same as the base creature +1
(single hex), or +2 (tri-hex)
Treasure: None
Alignment: Sameashagcreatororneutralevil(covey)
Advancement: Same as the base creature
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Sample Hex Creature Description

Moon-Hex Pegasus Moon hags love to snare Madriel’s and Tanil's

Large Magical Beast blessed steeds and corrupt them into mounts for the

Hit Dice: 4d10+12 (34 hp) hags or their minions.

Initiative: +2 (Dex)

Speed: 60 ft., fly 120 ft. (average) Combat

:C: ks: Lbh(_l Size’(; 2 Dlex, :5 nat:;ral) | A moon-hex pegasusattacks with its sharp hooves

D:tr:cage.: Ho:\? F;;:b,r;iieeféliit; e and powertul bite, as well as its gaze attack.

FecelRsack: 5 ft. by 10 ft./5 ft. Gaze (Su): A successful gaze attack changes the

Special Attacks: Gaze vietim's blood temporarily ro poison, inflicting initial

Special Qualities: Scent, darkvision 60 feet, spell-like damage of 1d4 Wisdom and no secondary damage. A
abilities, telepathy, immunities successful Fortitude save (DC 12) nullifies the effect.

Saves: Fort +7, Ref +6, Will +4 Telepathy (Su): A moon-hex pegasus may com-

Abilities: g: 2]12 Dex 15, Con 16, Int 10, Wis 13, municate with its hag creator or covey telepathically
i ) Y within a distance of 10 miles.

Pk +[]'zt$iGgl;ez:rﬁ:rﬁogwe i Spell-Like Abilities: A moon-hex pegasus can

Feats: Iron Will detect good and detect evil av will within a 60-yard

Climate/Terrain: Any mountains and underground radius, as the spells cast by a Sth-level sorcerer.

Organization: Solitary Immunities (Ex): Moon-hex pegasi are immune

Challenge Rating: 4 to mind-affecting magic and stunning.

Treasure: None Skills: *Moon-hex pegasi receive a +4 racial

Alignment: Usually lawful evil bonus to Listen and Spot checks.

Advancement Range: 5-8 HD (Large)
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Looking for the right monster to terrorize your
player characters? We assembled the table below to
make the GM’s life a little easier. Simply scan through
the appropriate challenge ratings to find the right
creature in the right climate and terrain to drop into
vour next adventure, then look up the creature’s full

J ] .

Readers of the first Creature Collection will notice
some of the Challenge Ratings listed below do not
match those printed in the Creature Collection. The
ratings below are correct. For the full updarted list of

Creature Collection Challenge Ratings, sec our website
at www.swordsorcery.com.

description in the right source book:

Source Code  Core Rulebook
MM Core rulebook 111
cC Creature Collection
(&0 Creature Collection 2: Dark Menagerie

Monstersby ChallengeRating
Name Climate/Terrain CR Source
Bat Temperate and warm desert, forest, hill, plains, and underground 110 MM
Toad Temperate and warm land and aquatic /10 MM
Monstrous centipede, tiny Temperate and warm land and underground 1/8 MM
Rat Any land and underground 1/8 MM
Swamp Tyrant, Mite Warm marsh 1/8 cC2
Donkey Temperate and warm desert, hill, plains, and mountains 1/6 MM
Kobold Any forest and underground 1/6 MM
Lizard Any warm land 1/6 MM
Monkey Warm forest 1/6 MM
Raven Any forest, hill, plains, and mounrains 1/6 MM
Skeleton, tiny Any land and underground 1/6 MM
Zombie, tiny Any land and underground 1/6 MM
Blood Moth Warm and temperate forests and plains 1/4 CE2
Cat Any land 1/4 MM
Deryth (Disjoined) Any land or underground 1/4 G2
Drowned Lady Temperate aquatic 1/4 CC
Filcher Any land 1/4 CE2
Flesh Strippers Any temperate and warm land 1/4 Co2
Goblin Temperate and warm land and underground 1/4 MM
Halfling Temperate forest, hill and plains 1/4 Ce
Hookwing Temperate forest 1/4 CE
Lard Worm Any land and underground 1/4 E0
Mere-Lurker Temperate aquatic and marsh 1/4 CC
Miser Jackal Warm plains 1/4 EE
Monstrous centipede, small - Temperate and warm land and underground 1/4 MM
Monstrous scorpion, tiny Temperate and warm land and underground 1/4 MM
Monstrous spider, tiny ~ Temperate and warm land and underground 1/4 MM
Night Singer Warm marsh 1/4 GE
Owl Any forest, hill, plains, and mountains 1/4 MM
Pilfer Sprite Any forest 1/4 CC2
Pony Any land 1/4 MM
Ratroo Warm desert 1/4 cC
Shadowraven (Eves of Golthain) Any land 1/4 (G
Skeleton, small Any land and underground 1/4 MM
Skullworm Temperate and warm marsh or underground 1/4 CC2
Sour Grub Any temperate and warm 1/4 CE
Tokal Warm forest 1/4 CC

I S R .
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Name
Ubantu Tribesman

Weasel
Wyrmspawn, Young
Zombie, small

Carnival Krewe, Bone Bosun

Dog

Giant fire beetle
Hawk

Rar, dire
Skeleton, medium-size
Viper, tiny
Aasimar
Abyssal Dire Rat
Animarted object, tiny
Aquatic Elves
Baboon

Badger

Blood Maiden
Blood Sprite
Charduni

Child Trap
Deep dwarves
Deep halflings
Dwarf

Dwarf, Forsaken
Eagle

Elf

Elf, Forsaken
Forest gnomes
Formian, worker
Giant bee
Gnome

Golem, Bone
Gray elves
Grotesque
Half-elves
Half-ores
Halfling
Hobgoblin
Locathah
Merfolk
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Climate/Terrain

Warm desert

Temperate forest, hill, mountains, and plains
Temperate and warm forest, hill and mounrains
Any land and underground

Any aquatic

Any land

Temperate and warm land and underground
Any forest, hill, plains, and mountains

Any land and underground

Any land and underground

Temperate and warm land, aquaric, and underground
Any land and underground

Any land and underground

Any land and underground

Temperate aquatic

Warm desert and plains

Temperate forest, hill, plains, and underground
Temperate aquatic or coastal land

Any forest and mountains

Temperate and warm hill, mounrtains and underground
Warm forest

Any underground

Any land and underground

Any hill, mountains, and underground

Cold mountains and underground

Any forest, hill, plains, and mounrtains
Temperate forest

Any land

Any forest, hill, and underground

Any land and underground

Temperate and warm land and underground
Any forest, hill, and underground

Any land and underground

Temperate forest and mountains

Any temperate or warm land

Any land

Any land and underground

Any land and underground

Temperate and warm land and underground
Warm aquatic

Temperate aquatic

Monstrous centipede, mediumssize Temperate and warm land and underground
Monstrous scorpion, small Temperate and warm land and underground

Monstrous spider, small
Moon Cat

Mountain dwarves
Murdersprite

Orc

Porpoise

Rarman (Slitheren)
Ratman, Brown Gorger
Rarman, Diseased
Runnk

Sagon

Seaspark

Temperate and warm land and underground
Any land

Any mountains and underground
Any land

Any land and underground

Any aquatic

Any temperate and warm

Any temperate and warm

Any temperate and warm

Any cold

Temperate and warm land

Any aquatic
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APPENDIX TWO

CR Source
/4 CC
/4 MM
1/4 (GG
1/4 MM
1/3 CE2
1/3 MM
1/3 MM
1/3 MM
1/3 MM
1/3 MM
1/3 MM
1/2 MM
1/2 MM
1/2 MM
1/2 MM
1/2 MM
1/2 MM
1/2 ce2
1/2 CE2
1/2 CE
1/2 CE
1/2 MM
1/2 MM
1/2 MM
1/2 CE
1/2 MM
1/2 MM
1/2 CC
1/2 MM
1/2 MM
1/2 MM
12 MM
1/2 CE
1/2 MM
1/2 CEZ
12 MM
1/2 MM
1/2 MM
1/2 MM
1/2 MM
1/2 MM
1/2 MM
1/2 MM
1/2 MM
1/2 CE
1/2 MM
1/2 (B[S
1/2 MM
142 MM
12 GG
1/2 CE
1/2 CE
1/2 CE
1/2 cCz2
Ih ¢
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Name Climate/Terrain CR Source

Sentry Crow Any mountains 1/2 CcC
Siren Vulture Warm desert 1/2 cC
Skin Weaver Any land 1/2 ee)
Solar Scarab Warm desert and plains 1/2 8.0
Stirge Temperate and warm forest and underground 1/2 MM
Tallfellows Any land and underground 112 MM
Tanil’s Fox Temperate and warm forest 1/2 CE
Tar Beetle Temperare marsh 1/2 cC2
Tiefling Any land and underground 1/2 MM
Unlife Any 1/2 (650))
Viper, small Temperate and warm land, aquatic, and underground 1/2 MM
Wild elves Temperate and warm forest 1/2 MM
Wood elves Temperate forest 1/2 MM
Zombie, medium-size Any land and underground 12 MM
Abandoned, The Warm forest 1 CE
Acid Shambler Any land and underground 1 CE2
Air e¢lemental, small Any land and underground 1 MM
Albadian Batdle Dog Any hill, mountains and plains | CE
Animated object, small ~ Any land and underground 1 MM
Bat Devil Temperate and warm mountains and plains 1 CE
Blood Sea Jellyfish Temperate and warm aquatic 1 cC2
Blood Zombie Any aquaric 1 Ce2
Bloodfly Any temperate or tropical (especially forest) 1 CE2
Brewer Gnome Any temperate 1 CcC
Camel Any desert, hill, and mounrains 1 MM
Camival of Shadows, Shadowjester Any land 1 CcC2
Cave Moth Any underground 1 cC
Charfiend Any land and underground | GCE
Coal Goblin Any underground 1 GE
Darkmantle Any underground 1 MM
Derro Any underground L MM
Dog, riding Any land 1 MM
Dread Raven Temperate and cold forest, hill and plains 1 (@0
Drow Any underground 1 MM
Dryad Temperate and warm forest l MM
Duergar Any underground 1 MM
Earth elemental, small  Any land and underground 1 MM
Ebon Eel Any aquatic and marsh 1 (@(S
Face Stealer Any land and underground 1 EE2
Fire elemental, small Any land and underground I MM
Frost Ape Cold hill, mountains and plains 1 CC
Gallows Vine Warm forest 1 CE2
Ghoul Any land, aquatic, and underground 1 MM
Giant ant, worker Temperate and warm desert, forest, hill, plains and underground 1 MM
Gnoll Temperate or warm land and underground 1 MM
Golem, Venom Any 1 6,87/
Gore Beetle Temperate land and underground 1 CE
Grig Temperate and warm forest 1 MM
Grimlock Any mountains and underground 1 MM
Homuneulus Any land and underground 1 MM
Horse, Heavy Any land 1 MM
Horse, Light Any land 1 MM
Horse, Light War Any land l MM
lce Ghoul Cold forest, hill and plains 1 CcC
lce Weasel Cold plains L CcC
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Name Climate/Terrain CR Source
Krenshar Temperate and warm forest and plains 1 MM
Lemure Any land and underground 1 MM
Lightning Hawk Any plains | cC2
Lizard folk Temperate and warm marsh 1 MM
Manticora Any warm 1 cC
Monstrous centipede, large  Temperate and warm land and underground 1 MM
Monstrous scorpion, medium-size Temperate and warm land and underground 1 MM
Monstrous spider, medium-size Temperate and warm land and underground 1 MM
Mule Warm plains 1 MM
Nixie Temperate aquatic 1 MM
Octopus Temperate and warm aquatic L MM
Pestilite Temperate or tropical land 1 G2
Preychaser Any plains 1 CcC2
Pseudodragon Temperate and warm forest 1 MM
Rarman, Daywalker Any desert 1 C@2
Ratman, Foamer Any temperate and warm 1 ce
Rarman, Red Witch Any temperate and warm 1 e
Ratman, Stalker Any land 1 (587
Ratman, White Wraith  Any land | EE2
Shark, medium-size Any aquatic 1 MM
Shricker Any underground 1 MM
Siege Undead, Boneman  Any land | (B(87)
Skeleton, large Any land and underground 1 MM
Slime Reaver Warm and temperate aquaric and marsh | CC2
Spider-Eye Goblin Warm forest and underground l CE
Squid Any aquatic | MM
Stormchild Any land 1 cC2
Sutak Any desert 1 CE2
Svirfneblin Any forest, hill, and undereround 1 MM
Time Killer Any land or underground 1 CcC2
Tokal Tribesman Warm forest 1 CE
Totem of Mormao Temperate forest 1 CE2
Troglodyre Any mountains and underground 1 MM
Vangal’s Chosen Any land 1 cC2
Vermin Host, Rat Any land or underground [ CE2
Viper, medium-size Temperate and warm land, aquatic, and underground | MM
Vrail Any mountains 1 CE
Water elemental, small - Any | MM
White dragon, wyrmling  Any cold land and underground 1 MM
Wolf Any forest, hill, plains, and mountains | MM
Wolfrat Any land 1 (BS)
Zombie, large Any land and underground 1 MM
Abyssal Larva Any lam{ 2 CE2
Animated object, medium-size Any land and underground 2 MM
Ape Warm forest and mountains 2 MM
Asaath Temperate desert and marsh 2 (B(&
Assassin’s Bane Warm plains 2 Ca2
Azer Any land and underground 2 MM
Badger, dire Temperate forest, hill, plains, and underground 2 MM
Bat, dire Temperate and warm desert, forest, hill, plains, and underground 2 MM
Bear, black Temperate and warm forest, hill, and mountains 2 MM
Bison Temperate plains 2 MM
Black dragon, wyrmling  Any marsh and underground 2 MM
Blink dog Temperate plains 2 MM
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Name Climate/Terrain CR Source
Blue dragon, wyrmling  Temperate and warm desert and underground 2 MM
Boar Temperate and warm forest 2 MM
Brass dragon, wyrmling  Temperate and warm desert, plains, and underground 2 MM
Bronze dragon, wyrmling Temperate and warm aquatic and underground 2 MM
Bugbear Any underground 2 MM
Camival Krewe, Heron Priest Any 2 CcC2
Camival Krewe, Plague Wretch Any land 2 @e
Chectah Warm plains 2 MM
Choker Any underground 2 MM
Constrictor snake Warm forest and aquatic 2 MM
Copper dragon, wyrmling Temperate and warm desert, hill, mountains, and dhderground 2 MM
Crescent Elk Temperate and cold hill and mountains 2 CcC
Crocodile Warm marsh and aquatic 2 MM
Dananshee Any land 2 Cc2
Desert Falcon Warm desert and mountains 2 CC
Dretch (tanar'ri) Any land and underground 2 MM
Exemplar Any land 2 CE
Flame brother (salamander) Any land and underground 2 MM
Giant ant, queen Temperate and warm desert, forest, hill, plains and underground 2 MM
Giant ant, soldier Temperate and warm desert, forest, hill, plains and underground - 2 MM
Giant bombardier beetle  Temperate and warm land and underground 2 MM
Giant lizard Any warm land 2 MM
Giant praying mantis Any land and underground 2 MM
Grippett Temperate and warm forest 2 CEC
Hagling Any 2 CE2
Harpy Temperate and warm hills and mountains 2 CC
Hill Howler Temperate forest, hill and mountains 2 e
Hippogriff Temperate and warm hill and plains 2 MM
Horse, Heavy War Any land 2 MM
Imp Any land and underground 2 MM
Inn-Wight Any land 2 CE
Kuo-toa Any aquatic and underground 2 MM
Lantern archon Any land and underground 2 MM
Leopard Warm forest and plains 2 MM
Memory-Eater Any land 2 CE
Merrow Any land, aquaric, and underground 2 MM
Miredweller Temperate marsh 2 cC
Monstrous centipede, huge  Temperate and warm land and underground 2 MM
Monstrous scorpion, large Temperate and warm land and underground 2 MM
Monstrous spider, large  Temperate and warm land and underground 2 MM
Morgaunt Any land 7/ CC
Night Terror Temperate and warm forest and plains 2 (@@
Night-Touched Hound  Any land or underground 2 cC2
Qgre Any land, aquaric, and underground 2 MM
Piscean, Green Any ocean or coastal 2 CE2
Plaguecat Temperate plains 2 (6.6)
Proud, The Temperate and warm plains 2 CE
Razorfin Dolphin Any aquatic 2 CcC2
Sahuagin Warm aquatic 2 MM
Satyr (without pipes) Temperate forest 2 MM
Scythe Falcon Any land 2 CC
Secker’s Bane Any underground 2 Ce2
Shark, large Any aquatic 2 MM
Shocker lizard Warm aquaric, marsh, and underground 2 MM
Siege Undead, Meatman  Any land 2 (@)
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Name Climate/Terrain CR Source
Siege Undead, Sandman  Any land 2 cC2
Skeleton, huge Any land and underground 2 MM
Skum Temperate and warm aquatic and underground 2 MM
Slarecian Dragon, wyrmling Any land or underground 2 CE2
Slarecian Shadowspawn  Any land 2 68
Spined Lizard Warm marsh 2 cC2
Stench Toad Any marsh and underground 2 CcC2
Stone Zombie Any land or underground 2 cC2
Strife Elemental Any land 2 (88,
Tattooed Corpse Any land or underground 2 @6
Tempus Twin Any land or undereround 2 EE2
Thogqua Any underground 2 MM
Thoughr Drinker Any 2 CC2
Unholy Child Any land 2 (B
Vargouille Any land and underground 2 MM
Vermin Host, Leech Any marshes or underground 2 cC2
Vermin Host, Spider Any land or underground 2 (/@)
Vertigen Any land 2 CE2
Viper, large Temperate and warm land, aquatic, and underground 2 MM
Weasel, Dire Temperate forest, hill, mountains, plains, and underground 2 MM
Were-Vulture Warm desert and plains 2 @
Wererat Any land and underground 2 MM
White dragon, very young Any cold land and underground 2 MM
Wolverine Cold and temperate forest and hill 2 MM
Worg Any forest, hill, plains, and mountains 2 MM
Wyrmspawn, Adult Temperate and warm forest, hill and mountains 2 CE
Air elemental, medium  Any land and underground 3 MM
Air mephit Any land and underground 3 MM
Alley Reaper Any land and underground 3 o
Allip Any land and underground 3 MM
Angler Ooze Temperate marsh and underground 3 (&6
Animarted object, large  Any land and underground 3 MM
Ankheg Temperate and warm plains, forest, and underground 3 MM
Ape, dire Warm forest, warm mountains 3 MM
Arrowhawk, juvenile Any land and underground 3 MM
Assassin vine Temperate and warm forest and underground 3 MM
Belsamaug Any land 3 (B
Black dragon, very young Any marsh and underground 3 MM
Blade Beast Any plains, forest, hill or mountain 3 ce2
Blade Hood Any land and underground 3 CE
Blue dragon, very young Temperate and warm desert and underground 3 MM
Bonewing Any land 3 Ce2
Brass dragon, very young Temperate and warm desert, plains, and underground 3 MM
Camnival Krewe, Alligator Man Any land 3 €C
Carrion Hound Any underground 3 CcC2
Celestial lion Any land and underground 3 MM
Centaur Temperate forest 3 MM
Chardun-Slain Any land 3 cE
Cockatrice Any temperate and warm land and underground 3 MM
Cold Slime Any cold 3 @E
Coreanic Steed Temperate and warm plains 3 CE
Deinonychus’ Warm forest, hill, plains, and marsh 3 MM
Dire Monitor Temperate and warm underground 3 cC
Doppelganger Any land and underground 3 MM
Dream Snake Any land 3 CE
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Name Climate/Terrain CR Source
Dreamwrack Any 3 @E2
Dust mephirt Any land and underground 3 MM
Dwarf Hound Any underground 3 CE
Earth elemental, medium  Any land and underground 5 MM
Earth mephit Any land and underground 3 MM
Ethereal filcher Any land and underground 3 MM
Ethereal marauder Any land and underground 3 MM
Fire elemental, medium  Any land and underground 3 MM
Fire mephit Any land and underground 3 MM
Formian, warrior Any land and underground 3 MM
Gelatinous cube Any underground 3 MM
Ghast Any land and underground 3 MM
Giant eagle Any forest, hill, mountains , and plains 3 MM
Giant owl Any forest, hill, mountains, and plains 3 MM
Giant wasp Temperate and warm land and underground 3 MM
Gold dragon, wyrmling  Temperate and warm desert and underground 3 MM
Golem, Tar Any 3 cC2
Great Swan, The Any land 3 CC
Grick Underground 3 MM
Grotesque Parasite Any land and underground 3 Ce2
Hell hound Any land and underground 3 MM
Howler Any land and underground 3 MM
Ice mephit Any land and underground 3 MM
Iron Dragon Any land and underground 3 cC2
Lion Warm plains 3 MM
Lurker Below Any aquatic 3 €2
Magma mephit Any land and underground 3 MM
Magmin Any land and underground 3 MM
Manster Temperate forest and plains 3 CE
Mist Reaper Any land or aquatic 3 cC2
Mistwalker Any land 3 ce
Mummy Any desert and underground 3 MM
Qoze mephit Any land and underground 3 MM
Pegasus Temperate and warm forest 3 MM
Phantom fungus Any underground 3 MM
Quasit Any land and underground 3 MM
Red Colony Temperate and warm aquatic and marsh 3 CE
Red dragon, wyrmling  Temperate and warm hill, mountains, and underground 3 MM
River Nymph Temperate aquatic 3 CC
Rumbler Temperate and warm land and underground 3 Cw
Rust monster Any underground 3 MM
Salt mephit Any land and underground 3 MM
Sand Mummy Any desert 3 cC2
Sand Wyvern Temperate and warm desert 3 (B8]
Scar Twin Any coastal land 3 cC2
Serpent Root Any temperate and warm 3 CE
Shadow Any land and underground 3 MM
Shadowcat Warm forest 3 CE2
Shard Spider Any land except marshes and underground 3 cC2
Shockbat Temperate and warm desert, forest, hill, plains and underground 3 GE2
Silver dragon, wyrmling  Temperate and warm mountains and underground 3 MM
Skin Devil Any land and underground 3 CC
Skiver Any land 3 cC2
Skull King Any land and underground 3 ez
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Climate/Terrain

Slarecian Dragon, very young Any land or underground

Slarecian Muse
Slarecian Shadowman
Steam mephit

Swamp Gobbler

Swamp Tyrant, Swampling

Thunder Kite
Tojanida, juvenile
Touch Corrupter
Trogodon
Unicorn

Vermin Host, Cockroach

Violet fungus
Viper, huge

Water elemental, medium

Well Spirit
Wereboar
Werewolf

White dragon, young
Wight

Wirebound Berserker
Wolf Spider, Giant
Wolf, dire

Woods Haunt
Xorn, minor

Yeth hound
Zombie, huge
Abyssal Lamprey
Aranea

Bane cloud
Barghest

Bear, brown

Bear, polar

Blue dragon, young
Boar, dire
Bottle-Imp

Bronze dragon, very young
g e g

Burned Ones
Butcher Spirit

Camival of Shadows, Dark Harleguin

Carrion crawler
Cathedral Beetle

Copper dragon, very young

Corpse Whisperer

Daemon, Grisly Minstrel

Deryth (Joined)
Devil, Heartclutch
Displacer beast
Dragon, Mock
Dream Folk
Ettercap
Fleshcrawler
Forge Wight

Any land and underground

Any land and underground

Any land and underground

Temperate and warm marsh

Warm marsh

Any land

Any aquatic and underground

Any temperate and warm

Temperate and warm marsh

Temperate forest

Any land and underground

Any underground

Temperate and warm land, aquatic, and underground
Any

Any land

Temperate and warm forest

Any forest, hill, mountains, and plains

Any cold land and underground

Any land and underground

Any land or underground

Any temperate and warm

Any forest, hill, mountains, plains, and underground
Temperate forest

Any land and underground

Any land and underground

Any land and underground

Any aquatic

Temperate and warm forest and underground
Any underground

Any land and underground

Any forest, hill, mounrains, and underground
Any cold land

Temperate and warm desert and underground
Temperate and warm forest

Any land

Temperate and warm aquatic and underground
Any underground

Any land

Any land

Any underground

Temperate forest, hill, mountains and plains
Temperate and warm desert, hill, mountains, and underground
Any lind and underground

Any land and underground

Any land or underground

Any land or underground

Temperate forest, hill, or mountains and underground
Temperate and warm hill

Any land

Temperate and warm forests

Any land and underground

Any land
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CREATURE COLLECTION I1: DARKI MENAGERTE

Name

Gargoyle

Gauntling

Giant crocodile

Giant stag beetle

Gold dragon, very young
Golem, Quicksilver
Gray ooze

Griffon

Half-celestial/half-unicorn

Half-dragon (red)/half-ogre Any land and underground

Hamadryad

Harpy

Hollow Knight

Hound archon

Hydra (5 headed)

[ce Haunt

Janni

Mimic

Minotaur

Monstrous spider, huge
Night Tyrant
Night-Touched Controller
Otyugh

Owlbear

Pixie

Pyre

Red dragon, very voung
Rhinoceros

Satyr (with pipes)

Sea hag

Sea lion

Shark, huge

Silver dragon, very young
Skein

Slarecian Ghoul
Slarecian Worm

Spire Wyvern

Spirit of the Plague
Swamp Fisher

Tiger

Triton

Tuscar

Undead Ooze

Unitaur

Valraven

Vampire spawn
Vengaurak

Windrider

Wolverine, dire
Achaierai

Air elemental, large
Animated object, huge
Aquantis

Arcane Devourer

I A AR, U i

Climate/Terrain

Any land, aquatic, and underground

Any land and undereround

Warm marsh and aquaric

Temperate and warm forest and underground
Temperare and warm desert and underground
Any land

Any marsh and underground

Temperate and warm hill and mountains
Any land and underground

-
Any forest
Temperate and warm land and underground
Any land

Any land and underground
Any marsh and underground
Cold mountains

Any land

Any land and underground
Any underground
Temperate and warm land and underground
Warm forest

Any land and underground
Any underground
Temperate forest

Temperate forest

Warm desert and mountains

Temperate and warm hill, mountains, and underground

Warm plains

Temperate forest

Any aguatic

Temperate and warm aquatic
Any aquatic

Temperate and warm mountains and underground

Any marsh

Any land and underground

Any land or underground

Any land

Any land and underground
Temperate marsh

Any forest, hill, mountains, and plains
Any aquatic

Cold plains or hills

Any land and underground

Warm plains

Temperate and warm hills and mountains
Any land and underground

Any land and underground

Warm aquatic

Temperate forest, hill, plains, and underground
Any land and underground

Any land and underground

Any land and underground

Any aguatic

Any land and underground
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Name

Arch Lurker
Arrowhawk, adult
Baleen whale
Barghest, greater
Basilisk

Beserker Wasp
Black dragon, young
Blight Wolt
Bloodman

Brass dragon, young
Cloaker

Djinni

Dragonman

Dune Delver

Earth elemental, large
Elasmosaurus

Ettin

Fatling

Fire elemental, large
Firedrake

Giant constrictor snake
Gibbering mouther
Girallon

Golem, Silver
Golem, Wood
Grotesque Herder
Hieracosphinx
Hornsaw Unicorn
Hrinruuk's Hound
Hydra (6 headed)
Keffiz

Manticore

Naga, Crown
Narleth

Nightmare

Ochre jelly

Orca

Phase spider

Rast

Ravid

Salamander (average)
Scrag

Shadow Lord
Shadow mastiff
Skeleral Host
Slarecian Dragon, young
Slarecian Gargoyle
Sleer Devil

Spider eater

Steppe Troll
Sundered Woman
Thunder Orb -
Tojanida, adult
Troll

Ukrudan Stalker
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Climate/Terrain

Any land

Any land and underground
Any aquatic

Any land and underground
Any land and underground
Temperate forest and plains
Any marsh and underground
Any desert and plains

Any warm or temperate land

Temperate and warm desert, plains, and underground

Underground

Any land

Any land

Warm desert

Any land and underground
Warm aquatic

Cold and temperate hill, mountains, and underground

Any land
Any land and underground

Warm desert, mounrains, plains and underground

Temperate and warm land and underground
Any land, aquaric, and underground

Warm forest, mountains, and underground
Any land

Any land

Any land

Warm hill

Cold and remperate forest

Any land

Any marsh and underground

Any land

Warm and temperate land and underground
Temperate and warm land and underground
Temperate forest and hill

Any land and underground

Any marsh and underground

Any aquatic

Any land and underground

Any land and underground

Any land and underground

Any land and underground

Any land, aquatic, and underground

Any land and underground

Any land and ynderground

Any land and underground

Any land or underground

Any land and underground

Any cold

Temperate and warm land and underground
Cold and temperate hill and plains

Any forest

Any land and underground

Any aquaric and underground

Any land, aquatic, and underground

Any desert
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CREATURE COLLECTION 11: DARK. MENAGERIE

Name

Water elemental, large
Werebear

Weretiger

White dragon, juvenile
Winter wolf

Wraith

Yuan-ti, Halfblood
Yuan-ti, Pureblood
Almathean Ram
Annis

Belker

Bloodmare

Bone Lord

Bronze dragon, young
Cachalor whale
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Climate/Terrain

Any

Any forest, hill, mountains, and underground
Any forest, hill, mountains, and plains

Any cold land and underground

Any cold land and underground

Any land and underground

Warm forest and underground

Warm forest and underground

Temperate and warm mountains

Any land and underground

Any land and underground

Any forest and plains

Any land and underground

Temperate and warm aquatic and underground
Any aguatic

Carnival Krewe, Blood Kraken Any land

Carnivorous Tree
Cave Shrike
Celestian

Chaos Globe

Chern’s Children
Cloudsting

Copper dragon, young

Cryofpyrohydra (5 headed)

Dark Womb
Demon, Leonine
Digester

Dragon, Seawrack
Dweller ar Crossroads
Emperor Stag
Flayed Giant
Goblin Bear

Gold dragon, young
Golem, Serpent
Gorgon, Low

Hag, Swamp

Hope

Hydra (7 headed)
Kyton

Lamia

Megaraptor

Any forest

Any underground

Any land

Any

Any

Any except underground

Temperate and warm desert, hill, mounrtains, and underground
Any marsh and underground

Any underground

Any land and underground

Temperate and warm land and underground
Any aquatic and marsh

Any land

Temperate forest

Temperate and warm aquatic

Temperate forests

Temperate and warm desert and underground
Any land and underground

Temperate and warm forests, hill and underground
Warm marsh

Any land and underground

Any marsh and underground

Any land and underground

Any desert, hill, and underground

Warm forest, hill, plains, and marsh

Monstrous centipede, gargantuan Temperate and warm land and underground

Monstrous scorpion, huge Temperate and warm land and underground

Nymph

Orafaun

Osyluth (baatezu)
Paragon Crocodile
Quicksilver Sralker
Red dragon, young
Shambling mound
Silver dragon, young
Skyquill

Surged Giant
Tendriculos

Any land

Temperate hill and mountains

Any land and underground

Warm marsh

Any land and underground

Temperate and warm hill, mountains, and underground
Temperate and warm forest, marsh, and underground
Temperate and warm mountains and underground
Any land

Warm and remperate land

Temperate and warm forest, hill, and marsh
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Name Climate/Terrain CR Source
Will-o'-wisp Any swamp 6 MM
Willow Tree Warrior Temperate and warm forest and marsh 6 CC
Wyvern Temperate and warm forest, hill, and mountains 6 MM
Xill Any land and underground 6 MM
Xorn, average Any land and underground 6 MM
Zombie, gargantuan Any land and underground 6 MM
Aboleth Any underground 7 MM
Air elemental, huge Any land and underground 7 MM
Animared object, gargantuan Any land and underground 7 MM
Athach Temperate and warm hill, mountains, and underground 7 MM
Barbazu (baatezu) Any land and underground 7 MM
Bear, dire Any forest, hill, mountains, plains, and underground 7 MM
Black dragon, juvenile  Any marsh and underground 7 MM
Black pudding Any marsh and underground 7 MM
Blue dragon, juvenile Temperate and warm desert and underground 7 MM
Brass dragon, juvenile Temperate and warm desert, plains, and underground 7 MM
Bulerte Temperate land and underground 7 MM
Camnival Krewe, Necromantic Golem Any land 7 EE
Chaos beast Any land and underground 7 MM
Chimera Any land and underground 7 MM
Chuul Temperare and warm forest, marsh, and underground 7 MM
Criosphinx Warm forest 7 MM
Cryofpyrohydra (6 headed)  Any marsh and underground 7 MM
Daemon, Plague Angel  Any land 7 (@)
Despair Any land and underground 7 cC2
Dragonne Temperate and warm desert, hill, and underground 7 MM
Drider Underground 7 MM
Earth elemental, huge Any land and underground 7 MM
Erinyes (baatezu) Any land and underground 7 MM
Fire elemental, huge Any land and underground 7 MM
Flesh golem Any land 7 MM
Formian, taskmaster Any land and underground 7 MM
Ghost (5th level) Any land, aquatic, and underground 7 MM
Hag, lce Cold desert, hill and mountains % e
Hanid Warm desert 7 (G
Hellcat Any land and underground T MM
Hill giant Any hill, mountains, and underground 7 MM
Hydra (8 headed) Any marsh and underground 7 MM
Ice Basilisk Cold desert and hill 7 CC
Invisible stalker Any land and underground 7 MM
Ioun Beholder Any 7 CC2
Leeching Willow Temperate and warm forest and swamp 7 CC2
Lernacan hydra (5 headed)  Any marsh and underground 7 MM
Lillend Any land and underground 7 MM
Marrow Knight Any land 7 CEC
Medusa Any land and underground 7 MM
Monstrous spider, gargantuan Temperate and warm land and underground 7 MM
Phasm Any land and underground 7 MM
Piscean, Black Any ocean or coastal 7 CE2
Red slaad Any land and underground i MM
Remorhaz Any cold land 7 MM
Sand Burrower Warm desert 7 cc
Skeleton, gargantuan Any land and underground 7 MM
Slarecian Dragon, juvenile Any land or underground 7 CE2
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Name Climate/Terrain CR Source
Spectre Any land and underground 7 MM
Steel Beetle Any land and underground 7 (@@
Storm Kin Any land 7 e
Swamp Tyrant Warm marsh 7 ce2
Tauron Any mountains and underground 7 G2
Triceratops Warm forest, hill, and plains 7 MM
Umber hulk Any underground 7 MM
Unhallowed, Treacherous Thief, The Any land 7 cC
Vampire (5th leve) Any land and underground 7 MM
Water elemental, huge  Any 7 MM
Water naga Temperate and warm aquatic and underground 7 MM
White dragon, young adult Any cold land and underground 7 MM
Yuan-ti, Abomination ~ Warm forest and underground 7 MM
Arrowhawk, elder Any land and underground 8 MM
Barrow Worm Any underground 8 &6
Behir Any land and underground 8 MM
Blue slaad Any land and underground 8 MM
Bodak Any land and underground 8 MM
Bronze dragon, juvenile  Temperate and warm aquatic and underground 8 MM
Copper dragon, juvenile  Temperate and warm desert, hill, mountains, and underground 8 MM
Cryofpyrohydra (7 headed)  Any marsh and underground 8 MM
Daemon, Moon Any land 8 CC2
Dark naga Temperate and warm land and underground 8 MM
Destrachan Any underground 8 MM
Efreeti Any land 8 MM
Elephant Warm forest and plains 8 MM
Gallows Eye Any land and underground 8 BEY
Gaurak Troll Any land 8 GGy
Giant octopus Temperate and warm aquatic 8 MM
Golem, Sword Any 8 CC2
Gorgon Temperate and warm land and underground 8 MM
Gray render Any land and undereround 8 MM
Gynosphinx Any warm land 8 MM
Hag, Storm Any land 8 GG
Hamatula (baatezu) Any land and underground 8 MM
Howling Abomination ~ Any land 8 CC2
Hydra (9 headed) Any marsh and underground 8 MM
Lammasu Any warm land and underground 8 MM
Lernacan hydra (6 headed) Any marsh and underground 8 MM
Lemaean pyroferyohydm (5 headed) Any marsh and underground 8 MM
Mind flayer Any underground 8 MM
Mohrg Any land and underground S MM
Monstrous centipede, colossal Temperate and warm land and underground 8 MM
Ogre mage Any land and underground 8 MM
Savant Hydra Any land 8 (G,
Shackledeath Any land and underground 8 CE2
Shield guardian Any land and underground 8 MM
Soul Guardian Any 8 CE2
Stone giant Any mountains 8 MM
Sundered Mage Any 8 Q2
Tiger, dire Any forest, hill, mountains, plains, and underground 8 MM
Treant Any forest 8 MM
Tyrannosaurus Warm forest, hill, plains, and marsh 8 MM
Unhallowed, False Lover, The Any land 8 &8,
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Name Climate/Terrain CR Source
Unhallowed, Forsaken Priest, The Any land 3 cC
Xorn, elder Any land and underground 3 MM
Air elemental, greater  Any land and underground 9 MM
Androsphinx Any warm land 9 MM
Avoral (guardinal) Any land and underground 9 MM
Bebilith Any land and underground 9 MM
Brass dragon, young adult Temperate and warm desert, plains, and underground 9 MM
Cerulean Roc Any temperate 9 (S
Cryofpyrohydra (8 headed)  Any marsh and underground 9 MM
Darkling Sentinel Any land and underground 9 CEe2
Delver Any underground 9 MM
Dragon turtle Temperate aquatic 9 MM
Dreamwraith Any land and underground 9 cC2
Earth elemental, greater  Any land and underground 9 MM
Elder Larva Any land or underground 9 cC2
Fire elemental, greater  Any land and underground 9 MM
Frost giant Any cold land and underground 9 MM
Giant squid Any aquatic 9 MM
Gold dragon, juvenile Temperate and warm desert and underground 9 MM
Gorgon, High Any land and underground 9 cC
Green slaad Any land and undereround 9 MM
[Hag, Cavern Any underground 9 ce
Half-fiend/half-medusa  Any land and underground 9 MM
Hydra (10 headed) Any marsh and underground 9 MM
Keel Crusher Warm aquatic 9 cC2
Lernaean hydra (7 headed)  Any marsh and underground 9 MM
Lemnacan pyroferyohydea (6 headed) Any marsh and underground 9 MM
Mill Slug Any temperate and warm 9 CC
Monstrous scorpion, gargantuan Temperate and warm land and underground 9 MM
Naga, Hollow Temperate or tropical forest or underground 9 CG2
Night hag Any land and underground 9 MM
Rahshasa Warm forest and marsh 9 MM
Red dragon, juvenile Temperate and warm hill, mountains, and underground 9 MM
Roc Temperate and warm mountains 9 MM
Sage Camel Warm desert 9 G
Salamander (noble) Any land and underground 9 MM
Sandmasker Warm desert 9 G
Shark, dire Any aquatic 9 MM
Silver dragon, juvenile  Temperate and warm mountains and underground 9 MM
Skeleton, colossal Any land and underground 9 MM
Spirit naga Temperate and warm land and underground 9 MM
Steel Giant Warm mountains and underground 9 Cce
Succubus (tanar’ti) Any land and underground ) MM
Thulkan Any mountains or underground 9 (G
Tojanida, elder Any aquatic and underground 9 MM
Tundra Lord Cold plains 9 cC2
Unhallowed, Faithless Knight, The Any land 9 CE
Water elemental, greater Any 9 MM
White dragon, adult Any cold land and underground 9 MM
Wickerman Any land 9 cCz2
Yyrthak Any hill and mountains 9 MM
Animated object, colossal - Any land and underground 10 MM
Bitter Tree Any forest 10 cC2
Black dragon, young adult Any marsh and underground 10 MM
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Name Climate/Terrain CR Source
Blood Horror Any land and underground 10 cC2
Blood Reaper Any land and underground 100 EE7
Blue dragon, young adule  Temperate and warm desert and underground 10 MM
Clay golem Any land and underground 10 MM
Copper dragon, young adult Temperate and warm deserr, hill, mountains, and underground 10 MM
Cornugon (baatezu) Any land and underground 10 MM
Couatl Warm forest 10 MM
Cryofpyrohydra (9 headed)  Any marsh and underground 10 MM
Devil, Iron Any 10 CE2
Dragon, Firewrack Warm desert, mountains and underground 10 CE
Fire giant Any land and underground 10 MM
Forest Walker Any forest ”~ 10 CE2
Formian, myrmarch Any land and underground 10 MM
Giant, Moon Cold or temperate mountains, moon 10 cCc2
Golem, Copper Any land 10 Ee
Gray slaad Any land and underground 10 MM
Guardian naga Temperate and warm land and underground 10 MM
Hag, Brine Any aquatic 10 (@5
Herald of Vangal Any land 10 CC
Hydra (11 headed) Any marsh and underground 10 MM
Legion of One Any land and underground 10 CE2
Lernacan hydra (8 headed)  Any marsh and underground 10 MM
Lemacan pyroferyohwdra (7 headed) Any marsh and underground 10 MM
Mirror Fiend Any land or underground 10 cC2
Monstrous spider, colossal Temperate and warm land and underground 10 MM
Retriever Any land and underground 10 MM
Roper Any underground 10 MM
Searing Wind Any land and underground 10 ce
Slarecian Dragon, young adult Any land or underground 10 cC2
Air elemental, elder Any land and underground 11 MM
Brass dragon, adult Temperate and warm desert, plains, and underground 11 MM
Bronze dragon, young adult - Temperate and warm aquatic and underground 11 MM
Cloud giant Temperate and warm mountains and aquatic 11 MM
Cryofpyrohydra (10 headed) Any marsh and underground 11 MM
Devourer Any land and underground 11 MM
Earth elemental, elder Any land and underground 11 MM
Fire elemental, elder Any land and underground 11 MM
Golem, Crystal Any cold land or underground 11 CC2
Hydra (12 headed) Any marsh and underground 11 MM
Lernacan hydra (9 headed)  Any marsh and underground 11 MM
Lemaean pyroferyohydra (8 headed) Any marsh and underground L1 MM
Monstrous scorpion, colossal Temperate and warm land and underground 11 MM
Stone golem Any land 11 MM
Water clemental, elder  Any Il MM
White dragon, mature adult Any cold land and underground 11 MM
Annis, covey Any land and underground 12 MM
Blue dragon, adult Temperate and warm desert and underground 12 MM
Cryofpyrohydra (11 headed) Any marsh and underground 12 MM
Demon, Blade Any 12 GE2
Demon, Locust Any land and underground 12 CE2
Dragon, Woodwrack Temperate and warm forest and marsh 12 (&
Flailing Dreadnought Any plains, hills or underground 12 CcC2
Frost worm Any cold land 12 MM
Gold dragon, young adule Temperate and warm desert and underground 12 MM
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Kraken
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Climate/Terrain
Any aquatic

Lernaean hydra (10 headed) Any marsh and underground
Lemacan pyrofervohydra (9 headed) Any maish and underground

Muskhom
Piscean, Red
Purple worm

Temperate plains
Any ocean or coastal
Any aquatic and underground

Red dragon, young adule  Temperate and warm hill, mountains, and underground

Sea hag, covey

Any aquatic

Silver dragon, young adult Temperate and warm mountains and underground

Slarecian Gatekeeper

Zombie, colossal

Beholder

Black dragon, adult
Copper dragon, adult

Any

Any land and underground

Any land and underground

Any marsh and underground

Temperate and warm desert, hill, mountains, and underground

Cryofpyrohydra (12 headed) Any marsh and underground

Death slaad

Gelugon (baatezu)

Ghaele (eladrin)

Great Harrier

Guardian of the Damned

Hag, Moon
Iron golem
Iron Tusker

Any land and underground

Any land and underground

Any land and underground
Temperate forest and mountains
Any

Any mountains and underground
Any land

Temperate forest

Lernaean hydra (11 headed) Any marsh and underground
Lemaean pyrofervohydra (10 headed) Any marsh and underground

Lich (11th level)

Slarecian Dragon, adult

Stick Giant
Storm giant
Vrock (ranar'ri)
Astral deva

Any land and underground

Any land or underground
Temperate forests

Temperate and warm mountains
Any land and underground

Any land and underground

Brass dragon, mature adulc Temperate and warm desert, plains, and underground

Bronze dragon, adult
Gold dragon, adult

Golem, Lead
Hezrou (tanar’ri)
Huror (lce Bear)

Inquisitor

Temperate and warm aquatic and underground
Temperate and warm desert and underground
Any land

Any land and underground

Cold mountains

Any land

Lemaean hydra (12 headed) Any marsh and underground
Lemaean pyroferyohydra (11 headed) Any marsh and underground

Nightwing
Red dragon, adult

Silver dragon, adult

Trumpert archon

White dragon, old
Black dragon, mature adult

Blood Crone

Any land and und&ground

Temperate and warm hill, mountains, and underground
Temperate and warm mountains and underground

Any land and underground

Any cold land and underground

Any marsh and underground

Any forest

Blue dragon, mature adult Temperate and warm desert and underground
Copper dragon, mature adult Temperate and warm desert, hill, mountains, and underground

Glabrezu (tanar'ri)
Kadum'’s Leviathan

Any land, aquatic, and underground
Any aquatic

Lemaean pyrofervohydd (12 headed) Any marsh and underground

Reaver, The

Any forest

Slarecian Dragon, mature adult Any land or underground
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APPENDIX TWO
CR Source
12 MM
12 MM
12 MM
12 GE
12 ce2
12 MM
12 MM
12 MM
12 MM
12 ey
12 MM
13 MM
13 MM
13 MM
13 MM
13 MM
13 MM
13 MM
13 EE
13 CE2
13 (B
13 MM
13 CcC
13 MM
13 MM
13 MM
13 a2
13 EE
13 MM
13 MM
14 MM
14 MM
14 MM
14 MM
14 (e
14 MM
14 ce
14 GE
14 MM
14 MM
14 MM
14 MM
14 MM
14 MM
14 MM
15 MM
15 wE
15 MM
15 MM
15 MM
5 cC2
15 MM
15 CE
15 cc2
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Name Climate/Terrain CR Source
Brass dragon, old Temperate and warm desert, plains, and underground 16 MM
Bronze dragon, mature adult Temperate and warm aquatic and underground 16 © MM
Nalfeshnee (tanar'ri) Any land and underground 16 MM
Nighwalker Any land and underground 16 MM
Pit fiend (baatezu) Any land and underground 16 MM
Planetar Any land and underground 16 MM
White dragon, very old — Any cold land and underground 16 MM
Black dragon, old Any marsh and underground 17 MM
Blue dragon, old Temperate and warm desert and underground 17 MM
Gold dragon, mature adule  Temperate and warm desert and underground 17 MM
Marilith (Tanaar'ri) Any land and underground 17 MM
Red dragon, mature adult Temperate and warm hill, mountains, and underground 17 MM
Silver dragon, mature adule  Temperate and warm mountains and underground 17 MM
Slarecian Dragon, old Any land or underground 17 CC2
White dragon, ancient  Any cold land and underground 17 MM
Balor (tanar'ri) Any land and underground 18 MM
Black dragon, very old  Any marsh and underground 18 MM
Blue dragon, very old Temperate and warm desert and underground 18 MM
Brass dragon, very old Temperate and warm desert, plains, and underground 18 MM
Bronze dragon, old Temperate and warm aquatic and underground 18 MM
Camival King, Jack of Tears Any land 18 GCE
Copper dragon, old Temperate and warm desert, hill, mountains, and underground 18 MM
Dragon, Tar Warm hill, mountains and underground 18 ce
Formian, queen Any land and underground 18 MM
Garabrud, the Obsidian Hound Any land 18 cC
Nightcrawler Any land and underground 18 MM
Slarecian Dragon, veryold ~ Any land or underground 18 (@67
White dragon, wyrm Any cold land and underground 18 MM
Brass dragon, ancient Temperate and warm desert, plains, and underground 19 MM
Bronze dragon, very old  Temperate and warm aquatic and underground 19 MM
Copper dragon, very old ~ Temperate and warm desert, hill, mountains, and underground 19 MM
Drendari, Demigoddes of Shadow Any land 19 CC
Gold dragon, old Temperate and warm desert and underground 19 MM
Red dragon, old Temperate and warm hill, mountains, and underground 19 MM
Silver dragon, old Temperate and warm mounrains and underground 19 MM
Solar Any land and underground 19 MM
Athenria the Great Sphink Warm and temperate land 20 cC2
Black dragon, ancient  Any marsh and underground 20 MM
Blue dragon, ancient Temperate and warm desert and underground 20 MM
Brass dragon, wyrm Temperate and warm desert, plains, and underground 20 MM
Gold dragon, very old Temperate and warm desert and underground 20 MM
Golem, Mithril Any land 20 cC
Red dragon, very old Temperate and warm hill, mountains, and underground 20 MM
Silver dragon, very old ~ Temperate and warm mountains and underground 20 MM
Slarecian Dragon, ancient Any land or underground 20 CC2
Tarrasque Any land 20 MM
White dragon, great wyrm Any cold land and underground 20 MM
Blue dragon, wyrm Temperate and warm desert and underground 21 MM
Bronze dragon, ancient  Temperate and warm aquatic and underground 21 MM
Copper dragon, ancient  Temperate and warm desert, hill, mountains, and underground 21 MM
Titan Any land and underground 21 MM
Black dragon, wyrm Any marsh and underground 22 MM
Brass dragon, great wyrm  Temperate and warm desert, plains, and underground 22 MM
Bronze dragon, wyrm Temperate and warm aquatic and underground 22 MM
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Name Climate/Terrain CR Source
Copper dragon, wyrm Temperate and warm desert, hill, mountains, and underground 22 MM
Gold dragon, ancient Temperare and warm desert and underground 22 MM
Red dragon, ancient Temperate and warm hill, mountains, and underground 22 MM
Silver dragon, ancient  Temperate and warm mountains and underground 22 MM
Slarecian Dragon, wyrm  Any land or underground 22 CE2
Blue dragon, great wyrm  Temperate and warm desert and underground 23 MM
Gold dragon, wyrm Temperate and warm desert and underground 23 MM
Red dragon, wyrm Temperate and warm hill, mountains, and underground 23 MM
Silver dragon, wyrm Temperate and warm mountains and underground 23 MM
Black dragon, great wyrm Any marsh and underground 24 MM
Bronze dragon, great wyrm - Temperate and warm aquaric and underground 24 MM
Copper dragon, great wyrm - Temperate and warm desert, hill, mountains, and undereround 24 MM
Slarecian Dragon, great wyrm - Any land or underground 24 ey
Gold dragon, great wyrm  Temperate and warm desert and underground 25 MM
Red dragon, great wyrm  Temperate and warm hill, mountains, and underground 25 MM
Silver dragon, great wyrm Temperate and warm mountains and underground 25 MM
Feral Any land Special CC
Arcane Symbiote Any land Special CC2
Blood Barnacles Any aquatic Hazard CC2
Lotus Flower Any temperate and warm Hazard CC
Slarecian Language Virus Any land and underground Hazard CC
Spectral Plant Any land Hazard CC2
Belsameth Spider Any land and underground BC+2 CC2
Blood Sea Mutant Any aquatic BC+1 CC2
Bloodless Any BC+2 CC2
Celestial creatures, 4HD 0 THD  Any land and underground BC+1 MM
Celestial creatures, 8+HD  Any land and underground BC+2 MM
Celestial creatures, up to 3HD Any land and underground BC MM
Conundrum Creatures  Any BC+2 CC2
Fiendish areatunes 4HD w0 7HD Any land and underground BC+1 MM
Fiendish creatures, 8+#HD Any land and underground BC+2 MM
Fiendish creatures, up to 3HD Any land and underground BC MM
Ghost Any land, aquatic, and underground BC+2 MM
Half-celestial Any land and underground BC +1 MM
Half-dragon Any land and underground BC+2 MM
Half-fiend Any land and underground BC+2 MM
Hex Creatures Any = BC+1/+2CC2
Lich Any land and underground CH +2 MM
Vampire Any land and underground BC +2 MM
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Monster

Summoning

Tables

The tables below update the spell summoning
tables found in core rulebook [ to include creatures from

both Creature Collection and (rom Creature Collec-

tion 2: Dark Menagerie.

Summon Monster

st Level
Celestial dog (animal)
Celestial badger (animal)
Fiendish dire rat
Fiendish hawk (animal)

2nd Level
Celestial eagle (animal)
Formian worker
Lemure (devil)
Fiendish squid (animal)
Fiendish wolf (animal)
Fiendish shark,
Fiendish viper, Tiny
Fiendish hyena [treat as
Fiendish octopus (animal)
Shadowraven

3rd Level
Celestial bear, black
Celestial bison (animal)
Triton
Celestial dire badger
Azer
Elemental, Small
Thogqua
Fiendish dire weasel
Fiendish gorilla (animal)
Fiendish snake, constrictor
Fiendish boar
Fiendish dire bat
Fiendish lizard, giant
Salamander, Small
Fiendish shark, Large

Fiendish viper, Small snake CE (animal)

LG
CG
LE

CE

CG

LN

LE

LE

LE

NE Medium-size (animal)
CE (animal)

CE wolf (animal)]

CE

N

LG (animal)
NG

NG

CE

LN

N

N

LE

LE

LE (animal)
NE

NE

NE (animal)
NE

NE (animal)
CE

Fiendish crocodile (animal) CE

Dretch
Fiendish leopard (animal)

AppendixThree

CE
CE

Fiendish wolverine (animal) CE

4th Level
Stormchild
Demon, Abyssal Larva
Lantern archon (celestial)
Giant owl
Giant eagle
Celestial lion (animal)
Tojanida, Small
Xorn, Small
Arrowhawk, Small
Magmin
Imp (devil)
Fiendish dire ape
Fiendish dire wolf
Hell hound
Varguouille

Fiendish viper, Medium-size

Howler
Stench Toad

5th Level
Celestial bear, brown
Hound archon (celestial)
Celestial orca, whale
Celestial pegasus
Celestial dire lion
Formian warrior
Elemental, Medium-size
Mephir, any
Arrowhawk, Medium-size
Tojanida, Medium-size
Achaierai
Fiendish griffon
Fiendish snake, giant
Yeth hound
Fiendish dire boar
Fiendish rhinoceros
Fiendish shark, Large
Salamander, Medium-size
Shadow mastiff
Fiendish viper, Large
Quasit
Fiendish dire wolverine
Fiendish giant crocodile
Fiendish tiger (animal)

LE
NE
CE snake (animal)
CE
NE

LG (animal)
LG

NG (animal)
CG

CG

LN

N

N

N

N

LE

LE

LE constrictor (animal)
NE

NE

NE (animal)
NE (animal)
NE

NE

CE (animal)
CE

CE

CE (animal)
CE
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Fiendish girallon
Devil, Heartclutch
Skiver

6th Level
Abyssal Lamprey
Celestial dire bear
Celestial unicorn
Daemon, Grisly Minstrel
Elemental, Large
Rast
Xorn, Medium-size
Slaad, red
Chaos beast
Kyton
Barbazu (devil)
Bezekira
Erinyes (devil)

Belker

CE
[EE
NE

i
NE

Fiendish viper, Huge snake CE (animal)

Dream Folk
7th Level

N

Celestial elephant (animal) NG
Avoral guardinal (celestial) NG

Djinni
Demon, Leonine
Grotesque Herder
Ravid [alone]
Elemental, Huge
[nvisible stalker
Xorn, Large
Arrowhawk, Large
Tojanida, Large
Sli‘li‘ld, hlue
Hamatula (devil)
Osyluth (devil)
Fiendish dire tiger
Bebilith
Fiendish octopus, giant
8th Level
Lillend
Daemon, Plague Angel
Darkling Sentinel
Feral [pack of 15]
Formian taskmaster [alone]
Janni (genie)
Elemental, greater
Barghest, Medium-size
Cornugon (devil)
Fiendish squid, giant
Salamander, Large
Savant Hydra

CG
CE
LE

(v sty divsess

N

LE

LE

CE

CE

CE (animal)

CG
NE
LE

LE (animal)
NE
LE

APPENDIMX THREE

N S W W Sl | S, P L, SRR e

Succubus (demon) GE

Dreamwraith CN

Shackledeath LE
9th Level

Lammasu LG

Couatl LG

Astral deva (celesrial) NG
Ghaele eladrin (celestial)  CG

Elemental, elder N
Barghest, Large LEE
Xill LE
Rakshasa LE
Gelugon (devil) i)
Night hag NE
Nightmare NE
Vrock (demon) CE
Demon, Blade GCE
Demon, Locust CE
Daemon, Moon NE
Devil, [ron LE
Summon Nature's Ally
Ist Level
Badger (animal)
Dire rat
Dog (animal)

Hawk (animal)

Viper, Tiny (animal)
2nd Level

Blood Sprite

Eagle (animal)

Hyena [treat as wolf (animal)]

Qcropus (animal)

Runnk

Seaspark

Shark, Medium-size (animal)

Squid (animal)

Wolf (animal)

Viper, Small (animal)
3rd Level

Albadian Bartle Dog

Ape (animal)

Bear, black (animal)

Bison

Boar

Crescent Elk

Crocodile (animal)

Dire badger

Dire bat

Dire weasel

Elemental, Small
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Frost Ape Satyr [with pipes]
Leopard (animal) Shard Spider
Lightning Hawk Shark, Large (animal)
Lizard, giant (animal) Snake, giant constrictor (animal)
Night Terror Thunder Kite
Salamander, Small [neutral evil] Tiger (animal)
Satyr [without pipes] Tojanida, Medium-size
Shark, Large (animal) Viper, Huge (animal)
Snake, constrictor (animal) Whale, orca (animal)
Thoqqua 6th Level
Viper, Medium-size (animal) Dire bear
Vrail Elemental, Large
Wolverine (animal) Emperor Stag
4th Level Forge Wight
Arrowhawk, Small Shambling mound
Assassin vine Sleer Devil
Desert Falcon Skyquill
Dire ape Tendriculos
Dire Monitor Unicorn [chaotic good]
Dire wolf Willow Tree Warrior
Dwarf Hound Windrider
Giant eagle [chaotic good] Xorn, Medium-size
Giant owl [neutral good] 7th Level
Grig (sprite) [without pipes, neutral good| Arrowhawk, Large
Lion (animal) Cloudsting
~ Phantom fungus Dire tiger
Plaguecat Elemental, Huge
Razorfin Dolphin Elephant
Rumbler Octopus, giant (animal)
Tojanida, Small Pixie [can’t cast Otto’s imvesistible dance, neutral good]
Viper, Large (animal) Tojanida, Large
Xorn, Small Treant [neutral good|
5th Level Xorn, Large
Arrowhawk, Medium-size 8th Level
Bear, brown (animal) Elemental, greater
Dire hoar Hanid
Dire lion Muskhorn
Dire wolverine Salamander, Large [neutral evil]
Elemental, Medium-size Squid, giant (animal)
Giant crocodile (animal) Tundra Lord
Hamadryad 9th Level
Pyre Elemental, elder
Rhinoceros (animal) Great Harrier
River Nymph Pixice [can cast Otto's imvesistible dance, neutral good]

Salamander, Medium-size [neutral evil]

TR O AR, o I T S s L N e




APPENDIX FO\VR

Ll e e L

OPEN GAME LICENSE Version 1.0

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

1. Definitions: (a)"Contributors” means the copy-
right andfor rrademark owners who have conrributed
Open Game Conrtent; (b)"Derivative Material” means
copyrighted material including derivative works and trans-
larions (including into other compurer languages),
potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other
form in which an existing work may be recast, transformed
or adapted; (¢) “Distribute” means to reproduce, license,
rent, lease, sell, broadeast, publicly display, transmit or
otherwise distribure; (d)"Open Game Content” means
the game mechanic and includes the methods, procedures,
processes and routines to the exrent such content does not
embody the Product Identity and is an enhancement over
the prior art and any additional content clearly identified
as Open Game Content by the Contributor, and means
any work covered by this License, including translations
and derivative works under copyright law, but specifically
excludes Product Identity. (¢) “Product Identity” means
product and producr line names, logos and identifying
marks including trade dress; artifaces; creatures characters;
stories, storylines, plots, themaric elements, dialogue, in-
cidents, language, artwork, symbols, designs, depictions,
likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual or audio representations;
names and descriptions of characters, spells, enchent-
ments, personalities, teams, personas, likenesses and special
abiliries; places, locations, environments, creatures, equip-
ment, magical or supernatural abiliries or effects, logos,
symbols, or graphic designs; and any other trademark or
registered trademark clearly idenrified as Product identity
by the owner of the Producr Identity, and which specifi-
cally excludes the Open Game Conten; () “Trademark”
means the logos, names, mark, sign, motto, designs thatare
used by a Contributor to identify itself or its products or the
associared products contributed to the Open Game Li-
cense by the Contributor (g) “Use”, “Used” or “Using”
means to use, Distribute, copy, edit, format, modify, trans-
late and otherwise create Derivarive Material of Open
Game Content. (h) “You” or *Your” means the licensee in
terms of this agreement.

2. The License: This License applies to any Open
Game Content thar conrains a notice indicating that the
Open Game Content may only be Used under and in terms
of this License. You must affix such a notice ro any Open
Game Content that you Use. No terms may be added to or
subtracted from this License excepr as described by the
License itself. Noother rerms or conditions may be applied
to any Open Game Contenc distribured using this License.

3.0ffer and Acceptance: By Using the Open Game
Content You indicate Your acceptance of the terms of this
License.

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

3.Representation of Authority to Contribute: If You
are contributing original material as Open Game Content,

You represent that Your Contributions are Your original
creation andfor You have sufficient rights to grant the
rights conveyed by this License.

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

7. Use of Product Identiry: You agree not to Use any
Product Identity, including as an indication as to compat-
ibility, exceptasexpressly licensed in another, independent
Agreement with the owner of each element of that Prod-
uct [dentity. You agree not to indicate compatihility or
co-adaptability with any Trademark in conjunction with
a work conraining Open Game Content except as ex-
pressly licensed in another, independent Agreement with
the owner of such Trademark. The use of any Product
[dentity in Open Game Content does not constitute a
challenge to the ownership of that Product Identity. The
owner of any Product [dentity used in Open Game Con-
tent shall rerain all rights, title and interest in and ro that
Product Identity.

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

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

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

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

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

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

14 Reformation: If any provision of this License is
held to be unenforceable, such provision shall be reformed
only to the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards
of the Coast, Inc.

System Reference Document (draft version) Copy-
right 1999,2000 Wizards of the Coast, Inc.

Creature Collection Copyright 2000, Clark Peterson

Relics & Rituals Copyright 2001, Clark Peterson

Creature Collection 2: Dark Menagerie Copyright
2001, White Wolf Publishing, Inc.
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Requires the use of the
Dungeons & Dragons® Player’s Handbook,
Third Edition, published by Wizards of the Coast®.

Sword and Sorcery books are published
under the Open Gaming License and
are 100% compatible with 3™ edition rules.

A cache of new magic items

and spells for 3« edition rules
This new handbook for 3rd-edition players
gives you a treasure trove of new prestige
character classes, new arcane and divine spells,
rules for ritual magic casting, and hundreds
of new magic items ranging from minor
wondrous items to colossal relics of the gods.

ISBN 1-58846-159-9 WW8310 $24.95 U.S.
52495
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