


1 ALL THE WORLDS’ MONSTERS II ~ - 
In its  third printing, volume II of the ALE THE WORLDS’MONSTERS series contains 243 

creatures from literature, fantasy, and nightmare. Included is a conversion orticle b y  Ken St. Andre 
for TUNNELS & TROLLS, and Steve Perrin’s historic “Conventions.” Created b y  54 DMs from 
across North America, each monster is rated for hit dice, armor class, movement, whether or ho 
well it swims and flies, its intelligence range, dexterity, alignment, normal habitat, the average 
times it’s found in its lair, the die roll for the number present of the type, any probable treas- 
ure and type, how the being attacks, and a description of general appearance and special char- 
acteristics. Here’s some data about the nasty-thinking little fellow a t  the right: 

IMP 
2 claws, 1D4 to l D l O  depending on size. A small demon found almost anywhere, and 
is constantly causing trouble. It has normal magic resistance. 
TYPE SPELLS 

A “Sleep” and “Charm Person” 
B “Magic Missile” and “Web” 
C “Pyrotechnics” and “Mirror Image” 
D 

E 

F 

G 

3D8 Fireball, “Sleep,” “Magic Missile,” and “Gate” in 1D4 type A 
imps or 1 Type I demon 
4D8 Lightning, “Invisibility,” “Slow,” and “Gate” in 1D4 type B 
imps or 1D2 type I demons 
5d8 “Cold,” “Hold Person,” “Dispel Magic” and “Gate” in 1D6 
type B imps plus 1D4 type A imps or 1D4 type I demons 
7D8 Fireball, “Fear,” “Ice Storm,” “Protection from Normal Mis- 
siles,” and “Gate” in 1D2 or 1D4 type I demons, 1 type II, and 1 
type In.... 

A standard fantasy role-playing reference, companion A L L  THE WORLDS’ 
MONSTERS I and III are published in similar format and are available at most 
bobby stores or b y  mail from Chaosium. Though directly incompatible with 
RUNEQUEST, volume III includes a R UNEQUEST conversion procedure. 

Editors Jeff Pimper and Steve Perrin are well-known Sun Francisco Bay area 
Tamers. Mr. Perrin is a coauthor of RUNEQUEST, also published by Chaosium. 

I BOX 6302 I CHAOSIUM INC. ALBANYCA94706 

The Chaosium publishes many different games and game play-aids. The well-known Rune- 
Quest series includes RuneQuest, Cults of Prax, FOES, Apple Lane, Snakepipe Hollow, 
Balastor’s Barracks, Trolls & Trollkin, Militia & Mercenaries, and Scorpion Men & Broos. 
Authentic Thaumaturgy brings a fresh look a t  FRP magic. Perilous Encounters offers quick 
FRP massed battles. Many board games are available. Write for free, illustrated catalog. 
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To all of you coming to this volume of ATWM from the first one, thank you. 
For those of you entering this book for the first time, thank you as well. You’ll find an ex- 

planation of how to use the information in this book on the following page. 

while most of this book comes from individually submitted monsters, several have appeared 
first in one of the three sources just below. 

THE DUNGEONEER (now available from Judges Guild, Box 773, Decatur IL  62525) pro- 
vided a number of goodies for this collection. Every monster whose creator has the letters DUN 
and a number after his name was taken from that number issue of THE DUNGEONEER. Each 
issue has been full of monsters, mini-dungeons, and articles and stories of high quality as Paul 
Jaquays’ amateur publication; now that Judges Guild has begun presenting it, we are sure that level 
will continue. 

Dave Hargrave, author of the outstanding ARDUIN TRILOGY. is much in evidence in this 
volume. Many of his monsters we did not have room for before. and there is now a heavy sampling 
of the ARDUIN GRIMOIRE, the first volume in the series. This is a rich book, full of tules inter- 
pretations, added tables, new character classes-a hundred pages of items sprucing up any campaign. 
It and its sisters WELCOME TO SKULL TOWER and RUNES OF DOOM are available from Grim- 
oire Games. 2428 Ellsworth. 102, Berkeley CA 94704. Write for details. Any monster with an AG 
after Dave’s name is a Grimoire monster. 

A final published source is the brain child of Lee Goldand her husband Barry. ALARUMS 
& EXCURSIONS magazine has been delighting fantasy roleplayers since its first issue. It is lame, 
monthly, and full of articles and assorted natterings from some very talented people (it is beside 
the point that your editors have been contributors!). A sample copy can be had from Lee at 3965 
Alla Road. Los Angeles CA 90066; write her for details Monsters with the letters A&E and a num- 
berafter the contributor’s name were taken from the pages of that issue of A&€. 

You have by now enjoyed Tim Kirk’s cover, depicting the plight of those who meddle in the 
dungeons of users of this book. Sherry Kramer, a very talented lady, has sptuced up the interior of 
this issue no end. Everyone else has improved tremendously over their already excellent work, and 
we are pleased to keep up the Chaosium tradition of quality artwork in every product. 

This book contains two major extras with the monsters. Ken St. Andre explains how to con- 
vert our statistics to TUNNELS & TROLLS. Steve Perrin’s CONVENTIONS have been used 
entirely or in part by fantasy role-players in the San Francisco bay area and beyond since they 
debuted at DUNDRACON I in March 1976. They are revised and expanded here for all those who 
want to know how people fight these monsters. While the ideas start from D&DT.M. much of the 
material can be used with any system. 

Our list of thank yous resembles the last volume: Tim Kirk, Carol Rode, Sherry Kramer. 
Cora Healy, and Steve Reichmuth for illoes. our wives Luise Perrin and Chris Lofthus for illoes and 
patience, Greg Stafford and Tadashi Ehara for rushing us into production, all of the contributors 
without whom we would have been at a loss for words, and to Messrs. G. and A. for reasons about 
which we would be more explicit i f  their lawyers weren’t watching. 

We can use new monsters-especially of the unusual and less murderous sort. See the sub- 
mission form in the back of this book. 

Until next time. remember-save the sword and spoil the monster! 

Jeff Pimper Steve Perrin 
372 Adams Street 347 Michell Street 
Oakland a94610 Livermore CA 94550 
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HOW TO INTERPRET THE MONSTER ENTRIES 
The first line of each entry tells what the monster is  and under what encounter 

table it is found. This i s  followed by the name of the person who submitted 
the monster. The name given is the person who actually developed the specifi- 
cations for the monster, not necessarily the person who invented it. The original 
source is credited in the narrative description of the monster. 

Ranges of numbers are, wherever possible, expressed as die rolls. The nota- 
tion used for die rolls: (Number of dice) "D" (type of dice) (+ or -) (adds), 
where "number of dice" can be a single number or a range of numbers in paren- 
theses. An example of th i s  is the AIR SHARK. It can have from 3 to 24 eight- 
sided dice and after the dice are rolled 1 is added to the total. 

Armor class is expressed as a single number, a single number with additions 
or as a range of armor classes, See, for example, the AGARRE'IT, AIR SHARK, 
or CARP KING. The movement speeds are in units which depend on the map 
and time scale you use. The IO and dexterity ranges are given as die rolls. 

"Found In" tells where the monster is typically found. Due to limitations 
on the system we used, we had to compress some of the locations. So "Cities" 
include ruins, "Dungeons" and "Mountains" include caverns, "Riven" and ' 
"Seas" mean 'found along' as well as 'found in', so non-aquatic monsters may 
be encountered in these areas. 

"Lair" tells what percent of the time the monster is found in its lair, how 
many are found (as a die range), the probability that it has treasure and what 
type of treasure. The same information is then given for wandering monsters. 
I f  a monster always wanders, then there is  no lair entry and vice versa. 

Next follows the monster's attacks. The damage done is given as a die roll 
range and is the amount done per attack so the AGARRETT has 4 claw attacks 
which do 1D3 each. In some cases the monster has several attacks. Exactly 
which ones it uses and how many it uses per turn is up to the DM. In some 
cases there is a further explanation of the attacks in the narrative description 
on the monster. Often the number of attacks and the damage they do is variable, 
depending on the size or number of hit dice the monster has. See AIR SHARK. 

Finally there follows a description of the monster: what it looks like, what 
its habits are, and any special immunities or vulnerabilities it may have. Also 
included will be any other names it may be known by and in some cases what 
book or film suggested it. 

There is an index of all the monsters in the front of the book, including 
cross references to aid you in finding things. There is a comprehensive index to 
the first two volumes of the All the Worlds'Monsters series in the back. 



THE PERRIN CONVENTIONS 

W n y  thwnks to Stavo mabnon. Clint B i @ ~ ~ ,  Nioold 
Sapem, Any Jacks, Mi&& McNeil, O m  and Hilda Hanni- 
fen, Daw Haqraw, D.n Pierson, and the meny contributors to 
Alarum & Excursions: m y  your char8cOsr~ have dose shaves 
and your dungeons be hairy. 

SEQUENCE OF PLAY -Meha Round 

In a melee round, (which takes up 10 sacon&), each char- 
acter can perform one or more of the functions below, unless 
he is busy bleeding his life away and is no longer interested. The 
functions below are listed in the order to be followed, ewn if 
some of them can be thought to be simultaneous. For those 
wishing to subdivide movement into seconds, theapproximate 
seconds within the round during which the action may occur 
are shown in italics after the description of the action. 

Anyone attempting to use missile or spell when meleed can- 
not use them, and will strike last in that melee round (ree the 
desription of combat for the usual strike order) i f  he manages 
(via a dexterity roll) to get a hand weapon free. Otherwise, he 
will have no strike at al l  for that round, and must take the pun- 
ishment if his armor fails. 

ORDER OF ACTION 
(1). Monster Motivation. The DM determines what his monster 
will do in the coming round. No melee time (MT) spent 
(2). Declaration of Intent. Players declare their character(s)'s 
intentions for the coming round, including specific target and 
the nature of missile or spell. Target can be ''first one to come 
through the door," "the last one in line," etc. Once declared, 
the character may follow through or abort, but not change his 
target or 6jective. But alternate targets can be chosen as a 
contingency plan. No melee time (MT) spent 
(3). Preparation. The undertaking of something tobecompleted 
by the next round or of the end of the current one. Involves 
complicated procedures such as finding a special item in a full 
pack, changing dissimilar weapons, pouring oil in front of the 
character to make a barricade, etc. It should be an activity which 
will last the whole turn. A DM can vary the speed of completion 
because of various characteristics. MT: 10 secondsbase. 
(4). Missile Fire from Prepared Weapons. This refers to cross- 
bows, guns, bows, wands, spells, etc., which already have been 
aimed. Missile weapons can be fire a t  this time only i f  the same 
target was fired a t  previously or i f  the character has prepared 
(see 3. above) opportunity fire for a specific area, such as a 
doorway or carner. MT: 2nd second 
(5). Movement Up To 30'. I f  characters meet within this space, 
missile fire or spells at one of them after this phase may hit the 
other, unless their sizes ere disparate. MT: 2n&5th oecond. 
(6). "At Hand" Missile Fire. At-hand missile weapons which 
wan not already aimed may be fired at an obvious target. The 
intention to fire at an obvious target must have been declared 
during the Declaration of Intent. MT: 6th second. 
(7). Movement Up To 30'. More movement availeble for thore 
not already engaged in melee. MT: 6th-9th ssconds 

(8). Melee Resolution. Fought out for a11 who came next to an 
enemy after the first movement (see 5.). Those who came next 
to an enemy during the second movsment (see 7.) do not have 
time to strike a blow for this turn, must take any fire from at- 
hand missiles (see 6.1, but prevent even a prepared missile (see 
4.) from being used on them next turn. MT: 4th-9th oeconds. 

(9.1 Spells and NQW Missile Fire. This can badone by unefmgd 
characters who ham not moved mom than one 30' movement 
phase. MT: 7th-loth osconds. 
(10). Bookkeeplng. Take this time to add points regenentad, 
subtract spell points, updating the cheracter for the next round. 

NOTES 
MOVEMENT-from the basic ''armored man mow 60 feet." 
The phases of a character who can mom 120' (1 2") can be done 
as two movement phases of 60' (6") each. The derivations and 
possibilities are obvious. 
PREPARATION TIME-time required for complex tasks can 
be based on a dexterity roll. For every 10% of a roll better 
than the needed dexterity, a character completes the task one 
second earlier. Example: a character with a dexterity of 12m1ls 
e 23. He needed 60, bettering the roll be 37%, or t h m  incre- 
ments of 10%. His task could be done within 7 seconds instead 
of 10, leaving him free to meet an attack. If he msspreeding 
oil of Slipperiness in front of himself and an enemy ceme next 
to him on the second mow phase, that's one enemy down. m e  
dexterity roll would not work on anything nhich takes a set 
period of time, like gathering energies for a spell. I f  the character 
had rdledan 83, that would put him 2 increments of 10% over 
h a t  he needed The task goes 2 seconds into the next round. 

MISSILE FIRE--ewandorrwretakatacartaintimetobeready 
for another bum, so only one charga could be expended a me- 
lee round. Missile weapons have other limits, which follow. 

Heavy Crossbow: one shot per two melee rounds, always to 
be fired in the same missile phase the f i rs t  one was, unless pur- 
posefully delayed. Cannot move. 

Longbow, &mposite Bow, Light Crossbow: two shots per 
melee round. First either at Prepared or Ready phase (assuming 
either applied, and then et the New Missile Fire phase. I f  mov- 
ing, forsake one shot for every 30' or fraction thereof moved. 

Short Bow, Modem Guns: three shots per melee round i f  
Prepared for the first one and there is no movement. Lose one 
shot per round for every 30' or fraction thereof moved. Thus a 
user of such a weapon could fire a Prepared shot, then run 60' 
in that round. The same applies to the user of a wand or staff 
or a Prepared spell or device. 

Early Gunpowder Gun: one shot per three to six melee 
rounds, depending on just how ancient the piece is. No move- 
ment allowed by firer in a round in which the piece fires. 
DEXTERITY-the term "dexterity roll" appears throughout 
these conventions. The ability to do many things, especially 
combat and magic, as mll as complex actions such as changing 
weapons, turning and firing, opening a box and jumping back, 
closing a door quickly, etc., depends on a combination of dex- 
terity and experience. Success in the percentile dice roll de- 
pends on the following: the basic dexterity roll is a simple roll 
of 5% per point of dexterity, A dexterity of 3 always has a 
15% chance of succeeding; a dexterity of 18 always has a 10% 
chance (9140) of muffing it. 

OPTIONAL RULE 
The type of armor worn can deGrease the effectiirwm of 

dexterity. For plate, subtract 2 from the dexterity bonus; for 
mail, subtract 1 from the dexterity bonus; for bare skin, add 1 
to the dexterity bonus. This could be offrst by experience. 

COMBAT 
(1). First strike in any sltuation, whether melue combat, spell 
casting, or whatwar ckpends on who has the highest dexterity. 
This does not apply to surprise situations, unless it is mutual 
surprise. Hasted or sped conditions do count. Haste doubles 
dexterity in this connection. (Wayne Shaw Option: once the 
first s t r i b  dexterity is determined, all haste bonuses, etc., are 
figured, roll 2D6 for each character and add the result to the 
dexterity. This  will give a litt le variety to just who gets to 
strike first.) (Further Modification: a character with a long 
weapon or a long reach and a dexterity of at least half of his 
opponent's will have first strike. 

percentage or less is not rolled, the character i g  
(if less than 50% down) or knocked down (ii 
damaged). I f  not knocked down, roll again to 
scter is knocked back. 

Knucked Back: a char?cter must make his c 
_-A . . . . .* . .. . 

(2). When a character takes more than 10% damage, and each 
time he takes damage thereafter, the percentage of hit points 
he has left shall be found and precentile dice rolled. If the 
1 i knocked back 

f 50% or more 
see i f  the char- I 

omer IO ger in a DIOW IT ne nas tne lesser aexterity lexterity and roll there- in 

fore must strike after being hit, or retain his place of first strike 
on the next round if he has the higher dexterity. 

Knocked Down: a character gets no strike on that turn (if 
he has the lesser dexterity) and must make his percentaga to 
get a strike on the next turn. If he does get a strike, it will be 
the last one of the turn. I f  left alone, he can regain his feet on 
making a percentage roll, but i f  pressed he will stay down, 
defending himself as best he can, continuing to get in the last 
shl nt. 

ne he tekes damage. after the initial 10% damage is taken. 
Remember: a character must make his percentage every 

1. One-Fo-on? co+F.cannot be broken off unless an oppo. ~- . . . .  . 

tin 
(3 
nenr nas Deen KnocKea DacK or down, or the higher dexterity 
fighter m a h  a dexterity roll. If the higher dexterity fighter 
makes his roll, the lower dexterity fighter mey pursue, getting 
first shot, if he makes his own dexterity roll. 
(4). A combined strength, dexterity, end level score of 30 i s  
necessary to allow a character the use of two weapons in melee 
combat (and stmngth and dexterity must each at least be 11). 
Anyone useing two weapons without the necessary total will 
add the difference betwean the necessary total and his total to 
the number needed to hit his opponent. A dexterity roll must 
be achieved to use the second weapon in any melee round. 
(51. When using two weapons, the first weapon strikes accord- 
ing to the wielder's dexterity, and the second weapon 85 i f  his 
dexterity were halved. EXAMPLE: a character with a dexterity 
of 16 is fighting someone with dexterity 12. The 16-men will 
get his first mapon in first, then the 12-man will strike with 
his, end then the 16-man mN@t in with his second mapon as 
if his dexterity men? 8. 
(6). A two-weapon man may up his armor class by one by using 
one weapon as a shield in man-to-man combat. Despite any 
pluses on the waapon, it acts as a simple shield. Of coune, if 
used as a shield, the second weapon cannot be used to strike. 

- Steve Perrn 
Oakland, Cbiifomia 

Novemtmr, 1977 



HOW TO CONVERT ATWM STATS TO THE TUNNELS & TROLLS SYSTEM 

ALL THE WORLDS MONSTERS 1 is benutifully done and 
should be a boon to all dungeon masters evewpvhere. But de- 
spite what it says in the introduction, the book is not cast in a 
form of any use to TUNNELS & TROLLS players. The follow- 
ing article is meant to solve that problem. 

There are two basic monster types in ATWM. T w  1 h 
dangerous because they fight with weapons or rpells and are 
generally intelligent-these are such creature4 as troll8 or evil 
magicians. Type 2 is the essence of bastial fury, all clam and 
paws and fangs and stingers. We must consider the two types 
separately. Type 1 creatures can be thought of as characters 
and played as such; type 2 can be handled easily enough by the 
monster rating system. 

Type 1 creatures either use spells or weapom. The spells they 
can use are enumerated in the dercription of each monster in 
ATWM. In the T&T universe, the only thing that can stop a 
spell is a stronger counter-spell, such as Protective Pentagram. 
I f  the monster is magical, I'm afraid T&T characters will just 
have to take it on the chin, and hope their own w*zardr can 
quickly knock it out. 

To figure how many T&T hits it will take to  day a Tvl# 1 
monster, multiply the maximum hit dice allowed itbythenum- 
ber of sides on the die and divide the whole thing by 4. Thus a 
Blue Horror is rated as 7D8 in possible hits. For T&T g a m ,  it 
would have 7x8 divided by 4 4 4  Constitution points. In o h r  
words, 14 hits would kill it. 

For Type 1 monsten that use weapons, it work, a bit dif- 
ferently. First of all, the DM must arm his cmature with an 
appropriate weapon or two from the 1811 weapons tables. That 
automatically will give it a certain number of dice to use in 
combat. Then the DM must figure out how many personal 
adds the creature gets from excess strength, luck,anddexterity. 
Since strength and luck are not used in most systems, we need 
instead a simple formula for computing total adds. And we 
have one. It is the same formula given in the paragraph above. 
Combat adds are exactly equal to the Constitution rating. 

Fortunately there are far more Type 2 (simple b e d  mon- 
sters than Type 1 thingies. 

Type 2 monsters require a little more math, but they are 
easier and faster to deal with, since in T&T the monster rating 
tel ls the DM everything he/she needs to know (how many hits 
the monster can take before &ins and how mmy dice and 
adds it gets). The procedure i s  to multiply the numberof attack 
dice the monster is listed for times the number rider and take a 
total. For example, the Air Squid has (6-12)D8+1 and 1DlO 
which equal 12x8 + 1x10 equals 96+10 equals monster rating 
of 106. That monster rating i s  worth 11 dice and 53 adds in 
combat. Simple, right? Mnd x Os - MR (maximum number of 
attack dica times the number of sides of those dice squals mon- 
ster rating). 1'11 give more examples later. 

When there is a chance that a T&T character My or nuy 
not have to fight any given monster on a rpecific combat turn, 
the character will make a saving roll bawd on his luck to decide 
if he is in com&s or not. The ImJ of w i n g  roll the character 

needs depends on the dexterity of the monster according to 
the following formula. Maximum monstbr dextsrlty divioWby 
4 equals clmmcter wving roll level. Example: the Air Squid has 
a maximum dexterity of 12, divided by 4 equals 3. To totally 
m i d  an attacking squid's tentacles, a TBT character wwld 
neod to  make his 3rd level saving roll (30 minus luck attribute 
on 2 dice). It is usual to allow characters making their wing 
rolls t o  inflict hits on the monster without suffering any 
themselvar. 

The number of momten you must cope with in any giwn 
situation will be given by the appmpriate fango In ATWM for 
either Wandering Monsters, or tho#, found in thair lair. For 
1811 players who don't have the multi.ricbd dim, I mcomnwnd 
you acquire two 2orided dice numbered 0-9 for probability 
dice and lots of ordinary &rick4 dice which you nmd for regu- 
lar T&T. Thon let 04, D6, and D8 all a~ual lD6. D10 and D12 
can be simulated closely enough by rolling 206. 020 is 020 
(or you might try 4064). DlOO = 2020. using one of the dice 
for the tens column and the other for the ones column. 

Tho above formulas given for figuring monstar ntingrrhauld 
be counted as cmting first IewI monsters. For ach toughor 
Iavel of monster you wish to cmta, just doubh the pmiow 
level's monster rating. Third l e d  Air Squid would haw a rating 
of 424. You should be able to YI how I reached that figure. 
You proably won't wnt to cmta  any l o th  level monsten 
unlessyou aregoing t o  haw todeal with wry high-level wizards. 

Momters often haw treasure in their l a in  or on their persons. 
A W M  g i m  you a tmuire clam and probability. TBT OMS 
con ignore thoro mi- I f  you think the monster should have 
treasure to d i m  of, then crwte it quickly by udng the ran- 
dom tmsure generator. 

To how how wall tho comnkn rhrnwrrarla, I'mgoing 
to dw mme examplas, taken fmm monumon pe. 4448of 
ATWM1. 

(1). THE HEFFALUMP. W. Tvpr 2. 
MR-172 (2~8x10 for tentacles + 1x12 for blte -172) 
Addsl86. Total Combpt Strength: 18 

Swing roll to avoid combat: 3rd level. 
Description: elephant-sized with tentacles, immune to fire, 
lighping, and any spell that would change i ts  shape or 
attributes. 

Savin roll.to avold being caught by one=!& level. 
Description: I f  caught, your constitution drop 1 point for 
each turn you remain caught. The chanca of pulli tho 
flower out of the ground or stow in which it grows in/8 x 

our strength expressad as a perwn and rolled on 2020 
l.e., with a Str. of 16, there is a p & n c g  of uprooting 
one; Str. of 40 gives you a 6% chanm; au tomlc  ~UCCIII for 
a thing with a strength or monster rating grrrtw than 
8%) I nom the idea of monsten cti ng t o  tho m t 8 -  
that's iumb anyway. To gat free ?om, you rhould 
protxbly use fire or counter magic. 

+86 adds. 
(hereafter 0 6  will just be called d i g  

(2). THE HELLFLOWER. A magic pbnt Ty 1. 
(1% divided by 4=3) 

(3). THE HORNED BELLOWER. Bast. T y w  2. 
MR-BO la v o r ~ ~ l  sue11 in 1811 doubles the effecthreness of a 

blade and ihus enhances the monspr rating). 
Adds.130. Total combat strength: 7 dice + 30 adds. 
Saving roll to evade in wmbsr3rd level. 
Daemption: la bellow counts toward mrksn iw  y w  in 
wmbt and therefore h s  boon indudrd in the mOnstor 
fating. 

MR-44. 
Addr22. Total combat strength: 6 d h  + 22 adds. 
Saving roll to m i d  in combal6th level. 

Description: An air elemental in the rhw of a honr, it h 
immune to all nomMgiwl mwpons, and also to all h p e  
and attribute-changing spells. 

(6) NORTH HOUND. Beast. Type 2. 
MR=20. 
AddrlO. Total combat strength-3 dice +10 adds. 
Description: The north hound is a dog-like animal which 
also uses 2 pionic rpellt constantly: Fear and Para1 sis. To 

roll or hi% +or ach one on first encounter. Fear halves 
your combat totat for lack of coordination in -pons 
play. PIIllyris loaves you unable to  move or dofend. 

Annhimwith1pokmponortwohrf(d-of 

EL%?". rdlh: ~ l ~ r  4th M r r k r ~ m ~ l  ach -turn 
to noid tho pairmwr rHng tall. If ww. hitend youam 
w i n g  *in mail, ri N/I, or JLa armor, mako a w 
M saving to your armor VyI pamtntrd and 
you must ako full poison hits. I f  not wring $omo form of 
ull metallic ownor and you are hit, ou must take 80 poi- 

son hit8 on Con.-dmost alrmys fatar Mako a 4th hvrlv 
I roll nch combat turn to YI i f  H u m ' s  g m t  mart 
Ace inspirod ou with fear. If you miss the w i n g  rd;ll 
hmin our&ttotrlfor r p o o r f w r f u l f  hting. 
&ion: b i n g  a (pu& mhln of k tho 
Humkbr h i bus to any aril you art at im, and 
will nroItr anything yw una on  you^ or your 
mmpons. lwdr from that, it knom no offrnJn HIS. 

Arm it with 2 la lanam worth 2 d i a r c h .  It knorwom 
-1 (OM'S choice). Choow any spall from tho T&T ml- 
book. but the Ice Penon must h m  tha natufal8tmgth 

ads : Una the type is ifically humanoid, gonamta tho 
character as a normal T F  human, and flgun adds from 

= A n :  fer w e  haw the pomn h r i ~  as dates 
to fim I g m  limitations rn to cprlls porriblr, rxcopt that 

ligent humanoid mtun,  a spall ucrd by it .orinst you can- 
not be avoided. only - bv hbhor m. 
So much for my rumpla& Thr hundrrdr of monslm In 

ATWM haw lots of c k n r  pomn Immted in thun bv ttuir 
cmton.  Cormrting thom to bo urful in a T&T fomut rmy 
roqulre a bit of lmaginativr extrapolation w h.dglng on your 
part, but it shouldkwarth It t o g n o l / n g  MW. I'mgoing 
to do It for my d u m n  Orhtlrqlm n noon n I can. 

(4). HORSE OF THE EINHERIAR. Eknrmtll. T m  2. 

(6+14)/=5. 

mid bei suub'm to there rpsiis, make a 4th imY caving 

(81. THE HUMBABA. Scorpion Man. Typo 1. 

(7). THE ICE PERSON. Humnoid. Tvpr 1. 

u ind to um that mli. 

h luck anddaxterity. 

tho lerr Wouldn't urn fkm @I& s h O  this i8 0 fully Intel- 
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PAQE 

ALL  THE WURLDS' MONSTERS 

AQARRETT TYPE: HUMANUID 

CREATED BY: TUM SITERLET (DUN 41 

H I T  ARMUR I Q  DEXT 

8D8 5 9 24 1 D6+6 2D6+6 
D I C E  CLASS MUVE FLY SWIM RANQE RANQE 

ALIQNMENT: CHAUTIC 
FOUND I N :  DUNGEUNS, SWAMPS, C I T I E S  : 

NUMBER PRUBABILITY 6F.TREASURE AND TYPE 
L A I R  (10%) 1 0 4  100% B 
WANDER I NQ 104 
ATTACKS : 

4 CLAWS 103 

1 HURN, 1D4 
1 TUNOU~ (SEE BELOW) 

DESCR I PT I UN : 

A TEN TU TWELVE FUUT TALL MUTANT, DISTANTLY RELA- 
TED TU THE QUBLINS. I T S  HOME I S  ANYWHERE SECLUDED 
AND SEMI-DARK AND QUIET. I T S  NEST IS MADE UF THE 
CLCITHINQ AND FUR UF I T S  V ICT IMS.  

THE AQARRETT'S WINOS ENABLE I T  TU FLY AS A DRAQUN 
AND HAVE TWENTY TIJ F I F T Y  LASHES AT THE T I P S  WHICH 
WORK AS WHIPS. 

THE AQQARRET WILL TRY TU CAPTURE AND FLY OFF WITH 
I T S  V I C T I M  UTHERWISE TREAT I T S  ATTACK AS THAT 

TWU EXTRA ARMS. 
UF A QARO&LE w I TH A ~f CK INSTEAD IJF A BI TE AND 

1 
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A I R  SHARK TYPE: FLYER 

CREATED BY: DAVE HARGRAVE (AQ 1 )  

H I T  ARMUR I Q  DEXT 
DICE CLASS MOVE FLY SWIM RANGE RANGI~ 

( 3 - 2 4 ) 0 8 + 1  5+2 36 1 D4 1D5+13 

A L  I QNMENT : HUNGRY 
FOUND I N :  OPEN, MUUNTAINS, DESERTS, A I R  

NUMBER PRUBAB I L I 
WANDER I NG 1 D20  

ATTACKS : 

1 B ITE ,  C ( #  H l T D I C E ) / 3 3 D l O  
1 S K I N  SCRAPE, lDC(#  H I T D I C E  

Y OF TREASURE AND TYPE 

/23 
DESCRIPTIUN: 

I L.1flKS I IKE AN ORDINARY SHARK BUT I T  HAS A HYDRO- 
-LEO BLADDER AND I T  SWIMS THROUGH THE 

THE SHARK IS VERY DUMB AND WILL CONTINUE TU FIGHT 
UNTIL  K ILLED.  IS I T  100% FEAR PRUUF AND WILL AT- 
TACK ANYTHINQ I T  SEES. ANY UNE THE SAME S I Z E  AS 
THE SHAW UR SMALLER WILL BE BaWLED UVER B Y  I T S  
CHARGE. 

THE HYDRUGEN BLADDER MAKES THE SHARK VERY SUSCEP- 

FLAME THERE IS A CHANCE THAT THE HYDROQEN WILL 

WITHIN (#: H I T  DICE)  * 5 FEET. 

TIBLE T u  FIRE. IF IT  IS SUCESSFULLY ATTACKED WITH 

E X P L O ~ E  DOINQ (*  HIT DICEIDG DAMAGE TO ALL THUSE 

* * * * *  
AKADUS TYPE: RUBUT 

CREATED BY: WAYNE SHAW 

H I T  ARMUR I Q  DEXT. 
CLASS MOVE FLY SWIM RANGE RANGE 

1 D6+8  1 0 4  6 4 102 
DICE 

ALIQNMENT: HUNQRY 
FUUND I N :  DUNGEaNS OPEN, WUUDS, DESERTS, RIVERS, 

SWAMPS, ~ I T I E S  

NUMBER PROBABILITY OF TREASURE AND TYPE 
1 OD1 00 WANDER I NQ 

PAQE 

AKADUS 

ATTACKS : 

1 B ITE,  1D8 

DESCRI P T I  ON : 

AN INSECT-LIKE CREATURE ABUUT THE S I Z E  OF A GER- 

FBLLOW THEIR PREY D lL lQENTLY UNTIL  THE SWARM IS 
MAN SHEPARD. IF UNDER ATTACK A SWARM OF AKADI 
CAN DOUBLE ITS NUMBER IN TWEN~Y-FOUR HOURS. THEY 
. - - - - . . . . . - - . - 
DESTROYED UR THE PREY CUNSUMED. 

USUALLY FUUND I N  REASUNABLY WARM PLACES. SWARMS 
FUUND I N  DUNQEUNS ARE GENERALLY SMALL. 

BASED UN "MIDWURLD" BY ALAN DEAN FUSTER, 

**I** 

ALACURN TYPE: ANIMAL 

CREATED BY: CHARLIE LUCE 
H I T  ARMOR I Q  DEXT. 

CLASS MUVE FLY SWIM RANGE RANGE 
2D6+6 2D6+8 

D ICE 
3D8+2 4 24 48 

ALIGNMENT: LAWFUL 
FUUND I N :  OPEN, WOODS 

WANDER I NQ 
NUMBER PROBABIL ITY-UF TREASURE AND TYPE 

5% B 1 D6 

ATTACKS : 

1 HORN 2D8 
2 HUUVkS, 108 

DESCRIPTIUN: 

A MAQICALLY PRUDUCED UNICORN-PEGASUS CROSSBREED. 
I T  "DETECTS ENEMIES" AT 1 2 0  FEET AND "RESISTS 
MAGIC" AS A S I X T H  LEVEL MAGE. I T  HAS A L L  UF THE 
THE UNICORN'S SPECIAL A B I L I T I E S  SAVE THAT OF TELE- 
PURTATIUN. 

THE ALACORN WILL ONLY SERVE THUSE WHO ARE CHASTE 
(I . E , ,  MATE UNLY WITH A LAWFULLY MARRIED PARTNER 
UR A VUWED LUVER) AND PREFER TU ASSUCIATE ONLY 
w I TH LAWFUL AND N~UTRAL-GOUD TYPES, 

2 
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LYPE: ANIMAL ANASWAM I AMANQA 
CREATED B Y :  STEWART SPADA DESCR I PT I UN : 

H I T  ARMUR I Q  DEXT 

5D8 3 20 3D6 304 
CLASS MUVE FLY SWIM RANGE RANGE DICE 

A NEARLY I N V I S I B L E  MALEVOLENT S P I R I T  HUSTILE TU 

ETHEREAL PLANES. 
ALL LI FE, I T E X T E ~ D S  I NTU RUTH THE ASTRAL AND 

AL I GNMENT: NUNE I T  MAY ANIMATE ONE NUN-MAGICAL UBJECT, INCLUDINQ 
FUUND I N :  DUNGEUNS, UPEN, WUUDS WEAPUNS AND ARMUR, AND MAKE I T  DO I T S  BIDDING. 

NUMBER PRUBABI L I  TY UF TREASURE AND TYPE THERE IS A 20% CHANCE THAT I T  HAS 1D6 PSIUNIC 
L A I R  (20%) 4D5 15% D A B I L I T I E S .  
WANDER I NG 2D6 

ATTACKS : 
* * * * *  

TYPE: ANIMAL APE, MAN-EATING 
2 HUUVES, 1D8 
1 BITE,  204 
1 MENTAL WAVE, 5D4 (SEE BELUW) 

DESCRIPTIUN: 

T H I S  ANIMAL APPEARS AS A HURSE WHICH CAN BE UF 
VARYING HEIGHT AND CULUR. I T  CAN TALK, EITHER 
I T S  6WN LANGUAGE UR CUMMUN. I T  CAN BE SUBDUED 
AND WILL MAKE A LUYAL MOUNT I F  TREATED WELL AND 
GIVEN A FAIR  SHARE UF ANY TREASURE FUUND. 

THE MENTAL WAVE CAN BE USED TWICE A DAY AND HAS 
THE SAME RANGE AND D lRECTIdN AS A M f h l n  c I A V ~ ~ ' C  
PSI  WAVE, BUT I T  I S  *NOT* A P S I  

* * * * *  
ANASWAM I 

CREATED BY: QLENN BLACUW (A&E 1 3 )  

H I T  ARMUR 
D l  CE CLASS MUV 

6D8 5 9 

AL  I GNMENT : NEUTRAL 
FUUND I N :  DUNGEUNS, 

NUMBER 
L A I R  (20%) 1D10 
WANDER1 NG 1D10 

r? , l . I .Y I --I  - 6 .  - 
ATTACK. ATTACKS : 

TYPE: S P I R I T  

CREATED BY: GLEN TAYLOR (DUN 3) 
H I T  ARMUR I Q  DEXT. 

CLASS MOVE FLY SWIM RANGE RANGE 
1D6+12 2D6+6 

DICE 
1 OD8 -1  1 5  

ALIGNMENT: CHAUTIC-EVIL 
FUUND I N :  ANYWHERE 

1 CLUB, l D l O  

DESCRIPTIUN: 

I Q  

1 D6 
'E FLY SWIM RANGE 

WUUDS 

PRUBAB I L I TY 
100% A 

DEXT . 
RANGE 
2 8 6 + 6  

UF TREASURE AND TYPE 

A GIANT APE WITH A TASTE FUR HUMP.N FLESH AND HUMAN 
FEMALES. I F  I T S  INTELLIGENCE IS THREE OR ABUVE 

AND I T  MAY WEAR ARMHIR. 
IT MAY USE WEAP~NS ~ T H E R  THAN A CLUB AT + 2  DAMAOE 

****I 

APE, SNUW TYPE: ANIMAL 

NUMBER PRUBABlLlTY UF TREASURE AND TYPE CREATED B Y :  DAVE HARGRAVE 
100% F H I T  ARMUR 1111 DEXT 

( 5-7 1 D8+ 1 

WANDER I NG 1 
ATTACKS : D ICE CLASS MUVE FLY SWIM R;;~E RANQE 1 D6+12 

3 7 
1 TUUCH 2D6 
1 ANIMATE UBJECT" (SEE BELUW) AL  I QNMENT : CHAUT I C 

FUUND I N :  DUNGEONS, MOUNTAINS 

PAQE 3 
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NUMBER PRUBABILITY UF TREASURE AND TYPE BY THE SLIME, EVENTUALLY BECUMINQ AN AQUAZUMBIE 
L A I R  (45%)  2D10 75% C + lSOOQP EACH HIMSELF THE SLIME WILL TAKE H I M  UVER I N  (UNE HALF 
WANDER I NO 1 D6 HIS CUNQTITUTIUN) WEEKS. A "CURE DISEASE" AND A 

ATTACKS : A CURE. 
REMUVE CURSE" DUNE WITHIN THREE DAYS WILL AFFECT 

1 B I T E  lDlO 
2 CLAW6 1D6 
1 HUQ, ?3D6 PLUS 1 PUINT UF CUNSTITUTIUN (FREEZE) 

DESCR I PT I UN : 

LARQE APES. LUBKINQ SBMETHINQ L I K E  YETIS.  

THE V I C T I M  RETAINS H I S  CHARACTER UP UNTIL  THE TIME 
UF CUMPLETE TAKEUVER AT WHICH TIME HE BECUMES A 

TIMS TEND TU L I V E  I N  LEPER-LIKE CULUNIES. 
PUDDLE UF NUN- I NTELL~  GENT SL I ME. I NTEL I BENT VI c- 

ALSU KNUWN AS "THE WALKINQ WET". 

* ****  
I T  HUQS UN A RULL UF le+ FUR AT LEAST UNE CLAW AND 
I T  UNLY B I T E  AT T H I S  TIME. I F  ALL THE V I C T I M ' S  ARCHQHUUL TYPE: MISCELLANEUUS 
CUNSTITUTIUN G0ES AWAY, THE V I C T I M  D I E S  AND MUST 
MAKE RESURECTldN AT ONLY A 10% CHANCE LOSS UF CREATED BY: QLENN BLACUW (A&E 12) 
CUNSTITUTI0N WILL REMAIN AS LUNQ AS THE V I C T I M  I S  
I N  A C0LD AREA THE V I C T I M  CAN REQAIN UNE P 0 l N T  H I T  ARMUR IQ DEXT . 
PER H0UR THAT HE REMAINS WARM. DICE CLASS MUVE F L Y  SWIM RANQE RANQE 

(4-6108 2 12 2D6+6 2D6+6 
ALIQNMENT: CHAUTIC, NEUTRAL 

*****  
AQUAZOMBIE TYPE: HUMANUID FUUND I N :  DUNQEBNS, UUTDUURS 

CREATED BY: PAUL JAQUAYS (DUN 5 )  

H I T  ARMUR I Q  DEXT. 
DICE CLASS MUVE FLY S W I M  RANOE RANQE 
2D8 6 9 2D6+2 1 D10+6 

AL I QNMENT : CHAUT I C, NEUTRAL 
FUUND I N :  DUNOEUNS, WATER 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (40%)  4D10 100% E 
WANDER I NQ 2D10 
ATTACKS : 

1 TUUCH 1D4 PLUS INFECTIUN (SEE BELUW) UR 
1 WEAPU~, BY WEAPUN TYPE 

DESCRIPTIUN: 

NUT A TRUE UNDEAD THE AQUAZUMBIE IS THE V I C T I M  UF 

QENT WlTH0UT A HUST. 

CUNTACT w I TH THE QLIME OUD BECUMI NQ I NFECTED BY 
AN ALIEN SLIME RACE. THE QLIME RACE IS UNINTELLI- 

THE V I C T I M  OF THE AQUAZ6MBIE'S TUUCH MUST MAKE H I S  
SAVING THRUW VS. MAGIC (AT -3) UR BECUME INFECTED 

PAQE 4 

NUMBER PROBABILITY UF TREASURE AND TYPE 
L A I R  (20%) 10D10 100% E 
WANDER I NQ 2D10 
ATTACKS : 

1 SCREAM PARALYSIS (SEE BELUW) 
1 B I T E  108 
1 WEAP~N, BY WEAPUN TYPE +2 

DESCR I PT I UN : 
LUUKS MUCH L I K E  A HAIRLESS BABUUN WITH LEPERUUS 
WHITE FLESH. THE SPEED OIVEN IS FOR ARCHQHUULS 
MOVINQ UN ALL FUURS, I F  I T  MOVES USINQ UNLY I T S  
LEOS THEN I T S  SPEED IS HALVED. 

THE ARCHGHOUL'S SCREAM HAS A 30% CHANCE UF CAUSINQ 
PARALYSIS I N  THE V I C T I M  WHICH LASTS THREE MELEE 
RUUNDS. WEREWOLVES AND ELVES ARE IMMUNE TO T H I S  
EFFECT AND ELVES CAN COMPLETELY NEQATt I T  BY TUU- 
CHINQ ANY PARALYZED VICTIM.  

FUR EACH TWENTY ARCHQHUULS, THERE IS A CUMMANDER 
WHU RANGES FROM LEVEL 7 TU LEVEL 9 AND WHU HAS 
MAQIC SPELLS EQUAL TU A F l F T H  LEVEL MAOE. THE 
CUMMANDER ALSO HAS A 5% CHANCE PER LEVEL OF HAVINQ 
A MAQI C WEAP0N BR R I  NO, BUT F!OT MAQl C ARMOR. 
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ARCHQHUUL 

FUR EACH 100 ARCHQHUULS THERE IS AN ARCHQHUUL 

CHANCE PER LEVEL OF HAVINQ A MAQlC WEAPON A RINQ 

A B I L I T I E S  UF A F I F T H  LEVEL MAQE AND HE H I T S  FOR + 1  
DAMAQE . 

LURD WHU HAS TEN TU TWELVE HIT DICE AND A 5% 

AND A STAFF UR WAND UR RUD. HE ALSU HAS +HE MAGI& 

ARCHQHUULS AND WEREWULVES ALWAYS ATTACK EACH UTHER 
UN SIGHT. 

* ****  
AURURA ENERQY MUNSTER TYPE: ENERQY BElNQ 

CREATE0 (DUN 4 )  

H I T  
D l  CE 
1 OD8 

I Q  DEXT 

0 2D6+6 
E FLY SWIM RANQE RANQE 

A L I  QNME.. . 
FUUND IN: DUNQEUNS 

WANDER I NO 1 

ATTACKS : 

NUMBER PRUBABI L 1  TY UF TREASURE AND TYPE 

REFLECTS ALL  ATTACKS UPON ATTACKER 

DESCR I PT I UN : 

0 ~ .  .THE. ~iAsT. CREATURE W . ~ .  AiTACKED I TT 

A L L  FURMS UF ATTACK MADE UN I T  ARE REFLECTED BACK 
UN THE ATTACKER DOING THE DAMAGE TU H I M  NUT THE 
MUNSTER . TH 1 S 1 NCLUOES SPELLS , M I  SSLES , AND SWURD 
THRUSTS. 

I T  IS MINDLESS AND THERE IS A 25% CHANCE THAT I T  
WILL FULLUW A PARTY AND WALK ALUNQ WITH I T  FUR 
lDlOO MELEE TURNS CHANQINQ INTU THE DIFFERENT 
PARTY MEMBERS I N  A RANDUM MANNER. 

PAQE 

AXEBEAK TYPE: ANIMAL 

CREATED BY: QLENN BLACUW (ABE 12) 
H I T  ARMUR 10 DEXT 

3D8 7 15 1 D3 
CLASS MUVE FLY SWIM RANQE RANQE 

2D6+6 
DICE 

A L  I QNMENT : HUNQRY 
FUUND I N :  ANYWHERE 

NUMBER PROBABILITY UF TREASURE AND TYPE 
L A I R  ( 2 0 % )  2D10 100% C + 10% CHANCE 1D3 QEMS 
WANDER I NQ 201 0 10% 10% CHANCE OF i D 3  Q€MS 

ATTACKS : 
1 SLASH, lDlO 

DESCR 1 PT I UN : 

A LARQE FLIQHTLESS, CARNIVEROUS B I R D  WITH A SHARP 

BEAK IS UNINTELLIQENT, L I T T L E  MURE THAN A WALKINQ 
APPET I TE . 
THE AXEBEAK'S QEMS WILL ALWAYS BE FUUND I N  I T S  
CRUP. L I K E  SEED EATINQ BIRDS I T  USES THE QEMS 

A X E - L I K ~  BEAK WHICH IT USES FOR ATTACK. THE AXE- 

TU AID IT IN DIQESTINQ ITS F&D. 
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BANSHEE TYPE: ENCHANTED MUN8TER 

CREATED BY: WAYNE SHAW 

ARMOR l Q  DEXT 
DICE CLASS MUVE FLY SWIM RANQE RANGE 
408 0 14 28 2D4+10  1D6+6 

A L l  QNMENT : NEUTRAL 
FOUND I N :  ANYWHERE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (85%) 1 100% O 
WANDER1 NO 1 

ATTACKS : 

1 SCREAM, FEAR AND DEATH (SEE BELOW) 

DESCR f PT I ON : 
A SEMI-MATERIAL FEMALE-LIKE S P I R I T .  IT CANNUT BE 

ITEM I T  GENERALLY CAN G I V E  SOME SORT OF HELPFUL 
HI T BY NBN-MAGI &AL WEAPONS, 

I N F O ~ M A T  I ON. 

I F QIVEN A MAGI CAL 

EVERY PERSON HEARINO I T S  SCREAM MUST MAKE A SAVINQ 
THROW VS. MAQIC. I F  HE FAILS ,  THE EFFECT IS AS A 
FEAR SPELL AND A SECOND SAVE VS. MAGIC MUST BE 
MADE. I F  THE SECOND THROW F A I L S  ALSO, THE PERSUN 
DIES.  

* ****  
BARQHEST TYPE: UNDEAD 

CREATED BY:  C. PETTUS (ACLE 21) 

H I T  ARMdR I Q  DEXT . 
D l  CE CLASS MUVE FLY SWIM RANQE RANQE 
4D8+ 1 4 12 2D6 2D6+6 

A L  I QNMENT : CHAUT I C 
FOUND I N :  ANYWHERE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (20%) 1 D 4  100% c 
WANDER I NO 1 D 4  

ATTACKS : 

OR 
1 BITE,  208 

2 CLAWS, 1D8 PLUS 1 SHRIEK (SEE BELUW) 

6 

6 



BARQHEST 

DESCRIPTIUN: 

PAQE 
A L L  THE WORLDS' MUNSTERS 

A LARQE SPECTRAL HUUND WITH THE SAME RESISTANCE 
TO WEAPONS AND CLERICAL DISPEL AS A WRAITH. I T  
MAY BECBME INVISIBLE,  AND UNLY WHILE I N V I S I B L E  
WILL I T  SHRIEK. 

A L L  THUSE HEARINQ THE SHRIEK MUST MAKE A SAVINQ 
THRUW UR BE PARALYZED WITH FEAR FUR 2D6 TURNS. 

* ****  
BARLUK TYPE: ANIMAL 

CREATED BY: QLENN BLACUW (ABE IS) 
H I T  ARMUR I Q  DEXT . 

CLASS MUVE F L Y  SWIM RANQE RANQE 
4D% 7 9 1 D4 1 D6+6 

DICE 

ALIQNMENT: HUNQRY 
FUUND I N :  DUNGEUNS 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (60%) 1 D3 100% A 
WANDER I NO 1 D3 

ATTACKS : 
1 QAZE "FLESH TU STUNE" 
1 TUUCk, DISEASED (SEE BELUW) 

DESCR I PT 1 UN : 
A GREEN SLIMY LIZARD F I V E  TU EIOHT FEET LUNQ AND 
CAPABLE OF WALK I NQ ak THE WALLS AND CEI L l  NQS UF 
TUNNELS AND CAVES. 

I T S  TUUCH SPREADS A SPECIAL DISEASE THE V I C T I M  
MUST SAVE VS. MAGIC ELSE TUTAL PUTRfFICATIUN AND 
CUMPLETELY IRREVBCABLE DEATH WILL UCCUR WITHIN 
F I V E  MINUTES. I F  THE SAVING THROW IS MADE THEN 

UR THE V I C T I M  WILL SLUWLY RUT TU DEATH I N  TWENTY- 
FUUR HOURS, 

A "CURE DISEASE" MUST BE DUNE WITHIN TEN MINUTES 

BEETLE, F I R E  TYPE: INSECT 

CREATED B Y :  STEVE HENDERSON 
H I T  ARMOR 1 0  DEXT 

1 9 6 1 8  0 1 8  
PUINTS CLASS MUVE FLY SWIM RANQE RANQE 

ALIQNMENT: HUNQRY 
FUUND I N :  ANYWHERE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
1 OODSO WANDER I NQ 

ATTACKS: 

1 BITE,  1 PUINT 

DESCR I PT I ON : 
A T INY MINDLESS WHITE HUT BEETLE WHICH IS IMMUNE 

ACT1 NO 6 N  THE BRA1 N, I T  ATTACKS I N QRBUPS OF TEN, 
SU THAT I F  A QRUUP H I T S  I T  DaES TEN PUIMTS UF 
DAMAGE (UNLESS I T  HAS LbST UME UR MURE UF I T S  
MEMBERS). THE QRUUP H I T S  L I K E  A HEAVY CRUSSBUU 
BOLT FIRED BY A F IRST LEVEL FIQHTER WITH AVERAQE 
DEXTERITY. 

TO FIRI! FEAR, C~NFUSIUN, AND ALL UTHER SPELLS 

%****  

B I U N I C  BAT TYPE: ROBOT 

CREATED BY: DAN PIERSON 

ARMUR I Q  DEXT . 
CLASS MUVE FLY SWIM RANBE RANQE 

1D6+7 1D6+10 
DICE 
14D8 -2 36 

ALIQNMENT: NEUTRAL 
FUUND I N :  ANYWHERE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  ( 2 0 % )  1020 100% A 
WANDER I NG 1 D3 100% A 

ATTACKS : 
2 LASERS 6D10 ( 1 - 6  TARQETS) 
2 LIQHTN~NQ BULTS, 10~60 

DESCRIPTIUN: 

A METAL BAT WITH A TWENTY FOOT WIMQSPREAD. I T  HAS 
TWU LASERS, TWU ELECTRICAL GUNS, AND TWU QAS VENTS 

7 
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B I U N I C  BAT 

BASED UN A RUQER DEAN ILLUSTRATIUN. 

* ****  
B I U N I C  PALADIN TYPE: RUBUT 

CREATED BY: DAN PIERSUN 

H I T  ARMUR I Q  DEXT 
DICE CLASS MUVE FLY SWIM RANQE RANQE 
1 OD8 0 12 1D4+13 1D4+14 

A L  I QNMENT : NEUTRAL 
FUUND I N :  ANYWHERE 

NUMBER PRUBABI LI TY UF TREASURE AND TYPE 
WANDER 1 NO 1 

ATTACKS : 

2 WEAPUNS, 3D8 PLUS DAMAOE (SEE BELUW) 

DESCR I PT I UN : 

HE HAS STUNE QULEM STRENQTH AND IS HASTED AT WILL. 
HE HAS INFRAVISIUN, X-RAY V I S I U N  DETECT I N V I S I B L E  

(DUUBLE RINQ) AND F IRE AND C6LD RESISTANT +2 (NUR- 
MAL R I N Q ) .  

(RADAR) AND RADIU. HE IS LIQHTN~NQ RESISTANT +4 

H I  S WEAPUNS ARE : 
LANCE - FIRE! 3 8D6 LIQHTNINQ BULTS (48 CHARQES): 

3RO-PUINT, H I T S  +3 WITH DUUBLE DAF VIE ?A& 

3 ~ 6 .  UPTIUNAL ELEC~RICAL D A ~ A Q E  UF 40s 
(24 CHARQES). 

SWURD - CHARQED VIBRCI-BLADE HITS +4 DAMAQE 

HIS RECHARQER PACK WILL RECHARBE THE SWURD UR 
LANCE AT A RATE UF 6NE CHARQE PER HUUR AND HE MUST 
USE THE PACK HIMSELF FOR THREE HUURS I N  EVERY _ _  
TWENTY-FOUR. 

BASED UN A RUQER DEAN ILLUSTRATIUN. 

B I U N I C  UNICURN TYPE: RUBUT 

CREATED BY: DAN PIERSUN 

H I T  ARMUR IQ DEXT . 
DICE CLASS MUVE FLY SWIM RANQE RANQE 

8D8 4 30 4 1 D6+6 1D4+14 

ALIQNMENT: NEUTRAL 
FUUND I N :  ANYWHERE 

NUMBER PROBABILITY UF TREASURE AND TYPE 
L A I R  (40%) 1 D4 
WANDER I NQ 1 D4 

ATTACKS : 
2 HUUVES 2D8 
1 HURN, $06 PLUS L IQHTNINQ (SEE BELUW) 

DESCRIPTIUN: 

IT CAN F I R E  A 6D6 L IQHTNINQ BULT FRUM ITS HURN UP 
T6 TWENTY-FUUR TIMES A DAY. 

BASED UN A RUQER DEAN ILLUSTRATIUN. 

***** 
BLACK DEATH TYPE: ENCHANTED MUNSTER 

CREATED BY: c. BIQQLESTUNE a P. SAVUY 

H I T  ARMUR IQ DEXT 
DICE CLASS MUVE FLY SWIM RANQE RANQE 
14D8 2+4 15 104 1D6+18 

A L  I QNMENT : HUNQRY 
FUUND I N :  ANYWHERE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (30%) 1 85% A 
WANDER I NO 1 

PAQE 8 
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BLACK DEATH 

ATTACKS : 
1 WEB AS A QIANT SPIDER 

4 FEET, 4 0 4  
1 B I T E  4D10 

1 BREATH, 4 ~ 6  PUISUN QAS 

2 TENTACLES, 4 ~ 6  

DESCRIPTIUN: 

AN ELEPHANT-SIZED HURRUR. I T  LUUKS L I K E  A CRUSS 
BETWEEN A SPIDER, A BEAR, AND A SQUID AND IS I N  
FACT AN ESCAPED QENETIC EXPERIMENT. IT IS ~ A T T E  
B L A C ~  IN CULUR EVEN TU ITS EYES ( I ,  E. THEY DON'T 
SHI NE) AND I T C~SUALLY HI DES I N SHADUWS. 

THE BLACK DEATH SEES AND MAY STRIKE INTU BUTH THE 
ASTRAL AND ETHERIAL PLANES IT,,HAS TRUE SIQHT, 
SEES I N V I S I B L E  AND HlJNTS WITH F I N D  THE PATH". 
I T  IS IWIUNE T6 "COLD" AND "CUNFUSIUN". 

***I* 

BLUUDRUSE TYPE: PLANT 

CREATED BY: CLINT BIQQLESTUNE 

H I T  ARMUR I Q  DEXT . 
DICE CLASS MUVE FLY S W I M  RANQE RANQE 

( 7- 1 4 1 D8 4 0 0 3D6 

AL I QNMENT : HUNQRY 
FUUND I N :  WUUDS, SWAMPS 

L A I R  ( 1 0 0 % )  1 3 0 3  D 
NUMBER PRUBABILITY UF TREASURE AND TYPE 

ATTACKS : 
1 PSIUNIC (SEE BELUW) 
1 THURN 3D4 (SEE BELUW) 

1 LIQHT RAY fN A CUNE 60 FEET LUNQ BY 20 FEET WIDE 
3-5 BRA~CHES 4 ~ 6  

(CAUSES BLINDNESS) 

DESCRIPTIUN: 

A "RUSE TREE" AS MANY FEET TALL AS I T  HAS H I T  
DICE I T  IS IMMUNE TU CULD. THE PLANT WILL K I L L  
ANYTHING IT CAN REACH rn USE FUR FERTILIZER. 

ALLY ATTACK THOSE USlNQ PSlCiNlC PUWERS UR SPELLS. 
THE THORN HAS A FORTY FUUT RANGE AND CONTAINS A 
SEED WHICH WILL EVENTUALLY SPROUT FHUM A DEAD 
BUDY. I T  CAN F I R E  ONE THURK PER flELEF: TURN. 

***** 
BLUUDSCREAM TYPE : ENCPANTED MUNSTER 

CREATED BY: CLINT BIQQLESTUNE 

H I T  ARMUR I Q  DEXT . 
DICE CLASS MUVE FLY SWIM RANQE RANQE 
5D8 3 3 1 D4 1D6+12 

A L I  QNMENT : HUNGRY 
FUUND I N : DUNGECJNS, WUUDS , MUUWTA I NS, C I T I  ES 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  ( 5 0 % )  1 D4+1 25% F 
WANDER I NQ 1 D4+1 

ATTACKS : 

5 QUILLS,  i D 6  
1 V I  SUAL FEEBLEM I ND" 

1 TAIL ,  l D l O  
1 SUNI c BLAST (SEE BELUW I 

DESCR I PT I UN : 

A QERMAN SHEPARD SIZED STURMQUILL ( Q . V . )  WITH 
TWENTY Q U I L L S .  

ANY INTELLIQENT THINQ LUUKING INTU I T S  EYES MUST 
MAKE I T S  SAVE VS. WANDS UR BECUME FEEBLE MINDED. 

THE BLUUDSCREAM'S SUNIC BLAST PRUJECTS UUT FRUM 
I T S  MUUTH I N  A TWENTY FUUT BY F I V E  FUOT CUNE AND 
K I L L S  BY INSTANTLY C6AQULATINQ THE BLOUD UF ANY- 
THINQ WHICH ( A )  HAS BLUUD AND (B )  F A I L S  TU SAVE 
vs. DRAQUN BREATH IF T H ~  SAVE IS MADE, THE VIC- 
STILL TAKES 406 DAMAQE. 

I T  HAS ALL PSIUNIC ATTACKS AND DEFENSES AND 1 9 0  
PSIUNIC STRENQTH PUINTS, BUT I T  WILL UNLY PSIUNIC-  

PABE 9 
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BLUE MUUN BLUE CRUSHER TYPE: QIANT INSECT 
CREATED BY:  DAVE HARQRAVE ( A 8  1 )  DESCRIPTIUN: 

ARMOR I Q  DEXT . 
CLASS MUVE FLY SWIM RANGE RANGE 

( 4-8 1 D8+1 2 1 0  0 2D6+6 

H I T  
D ICE 

AL I GNMENT: HUNQRY 
FUUND I N : DUNGEONS , UUTDmRS , R I  VERS , SWAMPS 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (10%) 1D8 100% A 
WANDER I NO 1 D4 

ATTACKS : 

1 STAB, ( 1 - 2 1 D 1 2  DEPENDING UN S I Z E  
1 CRUSH, 2D12 TU 6D10 DEPENDING UN SIZE 

DESCRI PT I UN : 

GIANT RHINUCERUUS BEETLE. HAS A LOUD BEL-LUW ( A L L  
LEVEL T W  AND BELOW MUST SAVE VS. FEAR) EXUDES 
A THIRTY FOOT DIAMETER CLOUD UF STINK GAS. ALL  
THIRD LEVEL AND BELOW MUST SAVE VS. 
FLEE FOURTH AND F I F T H  LEVEL ARE -1  ON ATTACK I F  

POISUk UR 

SAVE'NUT MADE THERE IS A 20% CHANCE THAT LIQHT- 
NING WILL BOUNCE OFF ITS CHITUN. 

* ****  
BLUE MOUN TYPE: MISCELLANEOUS 

CREATELD BY:  DAVE HARGRAVE 

H I T  ARMUR I Q  DEXT 

( 2-4 1 D8 0 9 1 D6 2D6+6 
CLASS MUVE FLY SWIM RANGE RANQE DICE 

AL I QNMENT : CHAUT I C , NEUTRAL 
FUUND I N :  DUNGEUNS, UUTDUURS, RIVERS, SWAMPS, C I T I E S ,  

A I R  

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  ( 1 0 0 % )  1D8+1 50% A 

ATTACKS : 
1 TUUCH. 2D4 PLUS ANESTHETIZES L I K E  QELATINUUS 

CUBE 

*****  
BUBALY NX 

. 
TYPE: ANIMAL 

CREATED BY: TERRY JACKSUN 

H I T  ARMUR I P  DEXT. 
CLASS MOVE FLY SWIM RANQE RANGE 

3D8 4 2D6 2D6+6 1 8  24 
D ICE 

AL I GNMENT : NUNE 
FUUND I N :  DUNGEUNS, OPEN, WUUDS 

L A I R  ( 1 0 % )  1 D3 
WANDER I NQ 1 

ATTACKS : 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

1 B I T E  406 
4 CLAWS, 6D8 

DESCRIPTIUN: 

A SMALL MUUNTAIN L I U N  WHICH CAN FLY, THUUQH I T  
DOES NUT HAVE WINGS. I T  IS EXTREMELY SHY AND NER- 
VOUS; I F  SURPRISED THERE IS A 90% CHANCE THAT I T  
WILL FLEE BY RUNNINQ THRUUGH THE PARTY DUING AS 

ONLY ONE ATTACK I F  ENCUUNTERED I N  THE UPEN. I F  
TRAPPED I N  A CAVE, THE BUBALYNX WILL FIGHT TU THE 
DEATH, 

MUCH DAMAQE AS IT  CAN IN ONE PASS. T H ~ R E  WILL BE 

NU MATTER WHERE FUUND, AN ATTACKINQ BUBALYNX WILL 
B E  I N  A PANIC STATE, ALL SUGGESTIVE SPELLS ARE 
REDUCED I N EFFECT 1 VENESS BY 50% ( "CHARM SLEEP" . 
AND H I S  MUUNT AS UNE CREAtURE WHEN DETERMININO THE 
LARGEST. I T  STRIKES TWICE PER MELEE TURN WITH 
EACH CLAW. 

ETC. WHEN IT MAKES ITS PASS IT WILL ATTACK THE 
LARGEST MEMBER UF A PARTY TREAT A MUUNTED PERSUN 

PAQE 1 0  
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BUMB MUNSTER TYPE: MISCELLANEUUS BUUQI E MAN 

1 1  

CREATED BY: J I M  WARD (DUN 4 )  ATTACKS : 

H I T  ARMUR I Q  DEXT 

5D8 9 21 1 D 6  2D6 + 6 
CLASS MOVE FLY SWIM RANQE RANQE DICE 

2 KICKS, 1012 TU 2D8 DEPENDIN@ UN S I Z E  + SPECIAL 
2 HURNS, 108 TU 1D12 DEPENDING UN S I Z E  + SPECIAL 
1 B ITE ,  2D8 TU 2D12 DEPENDING ON S I Z E  + SPECIAL 

ALIGNMENT : HUNGRY DESCRIPTIUN: 
FUUND I N :  DUNQEUNS 

WANDER I NO 1 CONFUSIUN AND ACID.  EVEN THOUGH I T  IS A TYPE UF 
A SHADUWY, SEMI-WINQED, HURNED AND FANQED NIQHT- 

UNDEAD. I t  CANNUT BE TURNED BY CLERICS. 

NUMBER PRUBABILITY UF TREASURE AND TYPE MARE I T  IS CUMPLETELY IMMUNE TU FEAR, PARALYSIS, 

ATTACKS : 
1 EXPLUSIUN, 10D8 (SEE BELUW) 

DESCR I P T I  UN: 
A RADIUACTIVE CREATURE WITH A HIQHLY UNSTABLE 
NATURE I T  RESEMBLES A BUWLINQ BALL  WITH TINY w I NOS UNDERNEATH, 

THE MUNSTER EATS ANY TYPE UF PRUTEIN MATTER. 

*I*** 

BUUQIE MAN TYPE: UNDEAD 

CREATED BY: DAVE HARQRAVE (AQ 1)  

UNLY MAQIC UR TECHNULUQICAL ENERQY WEAPONS CAN H I T  
I T .  CLERICAL "L IGHT"  B URNS I T  DUlNQ 1D6 PER TWU 
CLERICAL LEVELS. IT  CAN REQEN~RATE ALL BUT THE 
L I Q H T  DAMAGE AT S I X  PUINTS PER TURN. I T  HAS THE 
A B I L I T Y  TO PASS THROUGH SULID OBJECTS AND TU USE . ._ - - _  
UP TU-THIRD. LEVEL MAQIC. 

****I 

BUULANE TYPE: QUD 

CREATED BY: TERRY JACKSUN 
H I T  ARMUR I Q  DEXT, 

CLASS MUVE FLY SWIM RANQE RANQE 
6D6 -3 12 18 18 18 

DICE 

A L  I GNMENT : NUNE 
FUUND I N .  WATER 

WANDER I NO 1 

ATTACKS : 

NUMBER PRUBAB I L I  TY UF TREASURE AND TYPE 

1 QESTURE. DEATH (SEE BELOW) 
DEXT . 

CLASS MUVE FLY SWIM RANQE RANQE DESCR I P T  I UN : 
H I T  ARMUR I Q  

2D6 20 
DICE 

BUULANE (BUU-LAHNEE) IS THE BASUTU BUD UF WATER. 
ALIQNMENT: CHAUTIC HE APPEARS AS A HUMAN I N  HIQHLY REFLECTIVE, FULL 

PLATE ARMUR. THE L IQHT REFLECTINQ UFF H I S  ARMUR 
CAUSES BLINDNESS FbR l D 6  TURNS. 

FUUND I N :  ANYWHERE 

L A I R  (100%) 1 

(8 -12 )D8*1  2+4 9 27 

NUMBER PRUBABI L I  TY UF TREASURE AND TYPE 
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BUULANE KILLS BY MERELY PUINTINQ HIS FINQER AT THE ATTACKS: INTENDED V I C T I M  WHU I W E D I A T E L Y  D I E S  FRUM DEHY- 
DRATIUN (NU SAVk) . HE CARRIES NU WEAPUNS. 1 B I T E  ( + 2  H I T ) ,  1D6 VORPAL 

CREATED BY: SCUTT MC CARTNEY 

H I T  ARMUR I Q  DEXT 

6D8 5 1 2  3 1 D2  1D10 
D ICE CLASS MUVE FLY SWIM RANQE RANQE 

A L I  QNMENT : HUNQRY 
FUUND I N :  UPEN, WUUDS 

I N  ALL  RESPECTS I T  ATTACKS AS A VURPAL BLADE +2 

RESISTANT (MAINLY DUE TU I T S  SPEED). 

ANYUNE ENCUUNTERINQ A VURPAL BUNNY WILL BECUME 
PARANUID UF BUNNIES MICE TEDDY BEARS SPARRUWS, 

HIT AND SEVER THE VICTIM'S HEAD. IT IS 60% AAQIC 

ETC. FUR THE REST uk T H E I ~  PLAYER C A R E ~ R S .  

FRUM THE F I L M  "MUNTY PYTHUN AND THE HULY QRAIL" .  
NUMBER PRUBABILITY UF TREASURE AND TYPE 

WANDER I NO SOD20 ***** 
ATTACKS : 

1 RAM, SDB 

DESCR I PT I UN : 

FRUM "HI ERU ' S JUURNEY " B Y  STERL I NQ LAN I ER , 

***I* 

BUNNY, VURPAL TYPE: ANIMAL 

CREATED BY: PAUL JAQUAYS (DUN 4 )  

ARMUR I Q  DEXT . 
D ICE CLASS MUVE FLY SWIM RANQE RANQE 

3D8 0 12 20 1 D 6  1D6+12 
ALIQNMENT: HUNQRY 
FUUND I N :  DUNQEONS, WUUDS 

BUTTERFLY, NYUSAN TYPE: INSECT 
CREATED BY: LEE QULD (ACSE 13) 

H I T  CLASS MUVE FLY SWIM RANGE I Q  RANQE DEXT . ARMOR 
DICE 

1 D6+16 1 12 1 D6 (8 -101D8 6 + 3  

ALIQNMENT: HUNQRY 
FUUND I N :  ANYWHERE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
WANDER I NO 1 D4 

ATTACKS : 

1 BITE,  I D 6  PLUS 2D12 PUISUN 

DESCR I PT I UN : 

A LARQE BUTTERFLY WITH A THREE FUUT WINGSPAN AND 
1S+ STRENQTH I T  IS NURMALLY ARMOR CLASS 6 BUT 

IS A HYPNUTIC PATTERN UN I IS WIN(3S WtiiCH TENDS TU 
MESMERIZE I T S  V ICTIMS (AS A CHARM). I T S  PBISUN IS 
CURRUSIVE AND EATS THRUUQH METAL AND WEAKENS I T .  

ITS DEXTERITY IMPRUVES IT IU 3 UR BETTER. +HERE 

A LARQE BUTTE1 
1S+ STRENQTH 
I TS DEXTER I TY 
IS A HYPNUTIC 
MESMERIZE I T S  
CURRUSIVE AND 

SFLY WITH A THREE FUUT WINGSPAN AND 
I T  IS NURMALLY ARMOR CLASS 6 BUT 

PATTERN UN I IS WIN(3S WtiiCH TENDS TU 
V ICTIMS (AS A CHARM) I T S  PBISUN IS 
EATS THRUUQH METAL AkD WEAKENS I T. 

IMPRUVES IT IU 3 UR BETTER. +HERE 

NUMBER PROBABILITY UF TREASURE AND TYPE 
L A I R  ( 6 0 % )  1D4 100% E 
WANDER I NO 1 0 4  

PAOE 12 
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CARBUNCLE TYPE: ANIMAL 

CREATED BY: STEVE DAVIES 
H I T  A M R  I Q  DEXT 

15D8 -12 24 32 504 406 
DICE CLASS MUVE FLY SWIM RANOE RAN& 

ALIQNMENT: CHAUTIC NEUTRAL 
FOUND I N : WOODS , MbUNTA I NS, A I R 

NUMBER PROBABILITY 10% A UF TREASURE AND TYPE 
L A I R  (20%)  106 
WANDER I NO 1 D3 

ATTACKS: 

1 B I T E  3D10  
2 CLAW$, IDIO 

DESCRIPTIUN: 

A SMALL DUQ-LIKE ANIMAL WHICH CAN FLY.  I T  IS 
VERY ELbSIVE.  THERE IS A SHINQING RED STUNE I N  
I T S  FUREHEAD WHICH IS WURTH 1D10*10,000 QP. THE 
QREAT VALUE UF T H I S  STUNE IS DUE TU THE FACT THAT 
I T  ACTS AS A DOUBLE LUCKSTUNE (10D4X UN LUCK, 
502% UN SAVINQ THRCTWS). 

THE CARBUNCLE IS 90% MAQIC RESISTANT AND IMMUNE 
TU PSIONIC ATTACKS. I T  WOULD RATHER RUN THAN 
THAN FIOHT.  

***** 
CARP K I N O  TYPE: ANIMAL 

CREATED BY: STEVE MARSH 
H I T  ARMUR I Q  DEXT . 

DICE CLASS MUVE FLY SWIM RANQE RANOE 2D6+6 
(2 -61D8  7-2 24 3D6 

ALIQNMENT: NEUTRAL 
FUUND I N :  SEAS 

WANDER I No 3D4 80% SEE BELUW 

ATT 

NUMBER PROBABILITY OF TREASURE AND TYPE 

1 3  

ACKS : 
1 BITE,  (NUMBER UF H I T  D I t  1) PUINTS 



CARP KINO 

DESCRIPTION: 

PAOE 14 
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AN INTELLIQENT SPECIES 4F F I S H  I T S  ARMOR CLASS 
I S  S I X  PLUS THE NUMBER UF I T S  H I T  D ICE.  I T  I S  
USUALLY FOUND I N  SCHOOLS NUNBERINQ: 

(NINE - NUMBER-OF-HITDICE)D4 

I F  I T  I S  FRIENDLY (REACTION ROLL) I T  WILL TRY TO 

OFF, 
AID A PARTY, ELSE I T w I LL ATTEMPT' TO DRIVE THEM 

I T S  TREASURE I S  A HELM UF TELEPATHY WHICH I T  USES 
FOR COMMUNI CAT I ON W I TH UTHER BE I NOS, 

****I 

CARP KINO (SMALL) TYPE: ANIMAL 

CREATED BY: STEVE MARSH 

H I T  ARMOR I Q  DEXT 

2D8 7 24 306 2D6+6 
D1 CE CLASS MOVE FLY SWIM RANOE RANOE 

ALIQNMENT: NEUTRAL 
FOUND I N :  SEAS 

WANDERINQ 2D12+9 80% SEE BELUW 

ATTACKS: 

NUMBER PRUBABILITY OF TREASURE AND TYPE 

1 BITE,  1D3 

DESCR 1 PT I ON: 

AN INTELLIOENT SPECIES UF F I S H  I F  I T  I S  FRIENDLY 

ATTEMPT TO DRIVE THEM OFF. 
(REACTION ROLL) IT WILL AID A IARTY, ELSE IT WILL 

1axn1 

CLANPER TYPE: CLEAN-UP CREW 

CREATED BY: STEVE MARSH 

H I T  ARMOR I Q  OEXT 

1208 6 24 104 206 
D I C E  CLASS MOVE FLY SWIM RANQE RANOE 

ALIQNMENT: HUNORY 
FOUND I N :  DUNQEONS 

PAQE 

CLANPER 

NUMBER PROBABILITY OF TREASURE AND TYPE 
WANDER I No 1 

ATTACKS : 

40-60 TENTACLES 1D4 PLUS ORIP I F  THEY H I T  

OESCR I P T  I ON: 

S I M I L I A R  TU A PURPLE WORM I T  IS B L I N D  AND EATS 
ANYTHINQ 

A SMALL PURPLE WORM. I T S  TENTACLES ARE TWENTY 
FEET LONQ. 

A DISTANT R E L A t I V E  OF THE MOTTLED WORM, 
IT IS PURPLE IN COLOR AND ABOUT THE SAME SIZE AS 

THUSE I T  ORIPS I T  DRAOS INTO I T S  MAW AND CONSUMES 
JUST L I K E  A PURPLE WORM DOES. 

***** 
COCKROACH THAT ATE CINCINATTI  TYPE: OIANT INSECT 

CREATED B Y :  K .  JONES 

H I  T ARMOR I Q  DEXT , 
0 1  CE CLASS MOVE FLY SWIM RANQE RANOE 
2008 2 1 2  60 12 18 

LP 
UP 

3ER PROBABILITY OF TREASURE AND TYPE 
1 50% D 
1 

A7 

1 B I T E  3D12 
6 CLAWS, 1D6 

DESCR I PT 1 ON : 
A *H-U-0-E* COCKROACH USUALLY FOUND I N  C I N C I -  

BLES MAY ALSO BE FOUND I N  THE BASEMENT OF THE 
NATTI OR ANY CI TY OR OTHER AREA WITH Lois OF EOI - 
EL C ~ R T E Z  HOTEL IN SAN DIEQO. 

FRUM THE SON0 "THE COCKROACH THAT ATE C I N C I N A T T I " .  

14 
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CCILDTUSK TYPE: ANIMAL 
CREATED BY: STEVE HENDERSON 

ARMUR I Q  DEXT . D l  "IT CE CLASS MUVE FLY SWIM RANQE RANQE 
( 5 - 7 )  DB 5 12 1D3+6 1D3+9 

ALIQNMENT: CHAUTIC 
FUUND I N : DUNQEUNS, MOUNTA I NS 

L A I R  (40%) 1 D3 40% D 
WANDER I NO 1 D3 10% 0 
ATTACKS : 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

1 TENTACLE 8D10 
2 TUSKS, 4b6 PLUS 6D6 CULD 
1 QUILL, 1D12 

DESCR I PT I UN : 

LUUKS SUIETHINQ L I K E  A SPINY WHARTHUQ WITH A 
TENTACLE INSTEAD UF A IWSE THE TENTACLE STRIKES 
L I  KE A WH1 P I F  AN ATTACKER DOES NUT MAKE H I S  

IS TAKEN I N  H I S  ARM (NUT I F  USINQ A LUNQ WEAPON). 
DEXTERI TY RULL WHEN STRI K I NO THE CCJLDTUSK, A QUI LL 

THE CULDTUSK IS IMMUNE TU CULD AND LIQHTNINQ THE 
V I C T I M  UF I T S  TUSK MUST MAKE HLS SAVINQ THRUW VS. 
A WAND lW PREVENT CULD DAMAQE. 

THE COLDTUSK IS UNLY FOUND I N  VERY CULD PLACES. 

***** 
CUNEHEAD TYPE : HUMANU I D 

CREATED BY: DAVE HARQRAVE 

H I T  ARMUR I Q  DEXT 
DICE CLASS MUVE FLY SWIM RANQE RANQE 

( 1  - 4 1 6 8  6 9 0 1D6+12 
A L  I QNMENT : CHAUT I C , NEUTRAL 
FUUND I N :  ANYWHERE 

WANDER 1 NO 3001  0 

ATTACKS : 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

1 BITE 1 0 4  
2 CLAW$, 103; PLUS 106 P U I S I U N  PER H I T  D I E  

WNEHEAD 

DESCR I P t 1  ON : 
OENETICALLY ALTERED WNE-HEADED HUMAN8 8 E P I l N o L Y  

NIBALS TUTALLY RESISTANT TO ANY WELL AFFCCTINO 
EMUTIUN UR THUUQHT. 

MI NDLESS . ATTACK WI THOUT RLQARD TO D A ~ E R ,  CAN- 

***** 
COYUTE TYPE: ANIMAL 

CREATED BY: CHUCK CADY 

DmT. D I  H I T  CE $E! MUVE FLY SWIM RANQE I Q  RANOC 

2D6+6 6 14 1 D6 2D8+4 

A L  I QNMENT : ANY HUNQRY 
FOUND 1 N: DUNQkUNS, UUTDWRS, RIVERS, SWAMPS, C I  TIC8 

PRUBABILITY UF TREASURE AND TYPE . NUMBER 
L A I R  (26%) 304 
WANDER I NQ 2D4 

ATTACKS : 

1 BITE,  1D6 

DESCR I P f  I UN : 

A QERMAN SHEPARD S ZED CAN 

THAT THE ENTIRE PACK WILL 
THE INDIVIDUAL CUYUTES A T 1  
PACK IS NUT RABID THEN NU 

WAYS FUUND I N  A PAwK AND T 

MEMBERS CAN BE RABID. 

NE IT' IS ALMUST AL-  

E RABID AND I F  SU THEN 
CK AT +2, NUTE: I F  THE 
E UF I T S  I N D I V I D U A L  

ERE IS A 10% CHANCE 

THE V I C T I M  UF A RABID B I T E  WHO DUES NUT MAKE HIS 
SAVE VS. PHYSICAL ATTACK WILL BECUME BEDRIDDEN I N  
203 DAYS AND D I E  1 0 4  DAYS LATER A "CURE DISEASE" 
CAN BE USED TU CURE HIM UF THE RABIES. 

***** 
TYPE: ANIMAL CRACKLEPAW 

CREATED BY: C. BIOQLESTUNE U P. SAVUY 

DEXT , I Q  ARMUR H I T  CLASS MUVE FLY SWIM RANQE RANQE 

4D8 3 1 2  
D I C E  

1D4+12 1D6+14 

ALIQNMENT: NEUTRAL 
FUUND I N :  ANYWHERE 

qm PAQE 
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CRACKLEPAW 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (35%) 208 100% VARIABLE 
WANDER1 NQ 204 65% VARIABLE 

ATTACKS: 

UR 

UR 

4 HURNS, 104 
2 TAILS, ID8 
2 PAWS, 104 PLUS 1D8 LIOHTNINQ 

DESCRI PT I UN : 

P 

THE CRACKLEPAW IS IMMUNE TU LIQHTNINQ AND I T  MAY 
DIMENSICIN DUUR” THREE TIMES A DAY. I T  DOES NUT 

WALK I T  MUVES BY A SERIES UF TWU INCH LUNG JUMPS, 
SIX PER MELEE TURN. 

*****  
CYBERSCURP TYPE: RdBUT 

CREATED BY: WAYNE SHAW 

H I T  ARMUR I Q  DEXT . 
DICE CLASS MUVE FLY SWIM RANQE RANQE 
1 OD8 -6 10 3D4+2 3D4+.12 

ALIQNMENT: NEUTRAL 
FUUND I N :  DUNQEUNS, UUTDWRS, RIVERS, SWAMPS, C I T I E S  

NUMBER PRUBABI L I  TY UF TREASURE AND TYPE 
L A I R  (20%)  1D3 100% D 
WANDER I NQ 1 D3 

ATTACKS : 

2 CLAWS, 2D6 
1 STINQ, 406 (HALVED I F  SAVE VS. MAQIC MADE) 

DESCRI PT I UN : 

A LARQE RUBUTIC SCURPIUN WITH A FURCE LASH FUR A 

UNE . 
TAI L ~ E S  I QNED TU F I  QHT SHEEM BATTLE SPI DERS AND 
THE +AIL SWITCHES TU P ~ ~ I T R U N S  WHEN i~ ENCUUN~ERS 

PAQE 16 

TYPE: RCIBOT CYBURQ 

CREATED BY: WAYNE SHAW 

H I T  ARMUR I Q  DEXT 
D I C E  CLASS MOVE FLY SWIM RANQE RANQE 
bD8+ 1 2 27 3D6 18 

A L I  QNMENT : LAWFUL CHAUTl C, NEUTRAL 
FUUND IN: ANYWHER~ 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (15%) 1010 100% A 
WANDER I NO lD10 
ATTACKS : 

1 F I S T  1D6 PLUS BUNUS 
1 WEAP~N, ~0 WEAPUN TYPE, PLUS BUNUS 

DESCRIPTIUN: 

A MAN UR HUMANUID TYPE WHU HAS HAD MUCH UF H I S  
BUOY REPLACED WITH MACHINERY. HE MUVES AT TRIPLE 
SPEED (SO HE QETS THREE ATTACKS PER MELEE TURN). 
HE ALSO HAS 18(00) STRENQTH AND DEXTERITY. HE IS 
EQUiPPED AS FULLOWS: 50% BARE HANDED 40% CUNVEN- 
TIUNAL WEAPUNS, 10% LASAR PISTUL AND ~ R C E  SWORD. 
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DARTW I NG 

DAEMON TYPE: UNDEAD 
CREATED BY: WAYNE SHAW 

DEXT . I Q  ARMOR DfCE H I T  CLASS MUVE FLY SWIM RANOE RANOE 

1 D8 4 12 306 3D6 
ALIONMENT: LAWFUL CHAOTIC NEUTRAL 
FOUND I N -  DUNOEUNS, UUTDUUkS, RIVERS, SWAMPS, CI T 

NUMBER PROBABILITY OF TREASURE AND 
L A I R  ( 5 0 % )  1D6 100% A 
WANDER I NB 1 D 6  

ES 

YPE 

ATTACKS : 

1 TOUCH (SEE BELOW) 

DESCR I PT I UN : 
FOUND ANYWHERE HUMANS ARE T H I S  IS THE S P I R I T  OF 
A PERSUN WHO HAS "UNFINISkED BUSINESS" FUR ONE 
REASON OR ANOTHER. 
HUMANOID OUTLINE OF DIFFERENT C6LURS DEPENDINQ 
ON I T S  ALIGNMENT AND PERSONALITY. 

I T  USUALLY APPEARS AS A 

WHEN THE DAEMUN H I T S  THE V I C T I M  MUST MAKE H I S  
SAVE VS. MAGIC. I F  kE F A I L S  THE DAEMON PUSESSES 
H I M .  
TU CONTROL THE PERSON IS THE PERCENTAGE OF 6NE 
HALF OF I T S  LEVEL D I V I D E D  BY THE LEVEL OF THE 
PERSON PUSESSED. WHEN I N  A BODY A CLERIC CAN 

I T  GETS A SAVING THRUW AND THE CLERIC CAN OkLY TRY 
UNCE A DAY. 

I T  GROWS CINE H I T  D I E  PkR DAY AND I T S  A B I L I T Y  

AFFECT IT AS AN APPROPRIATE LEVEL OF UNDEAD BUT 

* a * * *  

DARK MAQE TYPE: HUMANOID 
CREATED BY: S. RUSE 6. K. PICK 

CLASS MOVE FLY SWIM RANOE I Q  RANOE DEXT ARMUR 

2D6+6 

H I T  
D I C E  

7D8 4 12 12 

A L  I ONMENT : CHAOT I C, NEUTRAL 
FOUND I N :  ANYWHERE 

NUMBER 
L A I R  ( S O X )  
WANDER I NO 1 DS 

3D6 

PROBABI L I TY UF TREASURE AND TYPE 
105 100% F 

PAOE 17 
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DARK MAQE 

ATTACKS : 
DARK HUMANUID WITH LARQE 
V I S I B L E  WINQS. I T  FLYS AS A FLYINQ SPELL. IMMUNE 
TU ALL HAQICAL WEAPUNS AND A 100% PERFECT SPELL 
REFLECTUR, 

UVERSIZED HANDS AND NU 

***** 
DARKNESS MONSTER TYPE: ANIMAL 

CREATED BY: J I M  WARD (DUN 1 )  
H I T  ARMUR I Q  DEXT. 

CLASS MUVE FLY SWIM RANQE RANQE 1 OD8 3 18 1 D4 1 D6+6 DICE 

ALIQNMENT: HUNQRY 
FUUNO IN. DUNOEUNS 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  ( 5 % )  1 100% E 
WANDER I NQ 1 

ATTACKS : 
2 PAWS, 8D8 

DESCRIPTIUN: 

AS LUNQ AS I T  IS ALIVE T H I S  MUNSTER ABSORBS ALL  
L IQHT TU A RADIUS UF FIFTEEN FEET I N  ALL  DIREC- 
TIUNS NCI MATTER WHAT THE L IQHT SUURCE. ANYONE 
W I T H l k  T H I S  CIRCLE UF DARKNESS WILL BE BLINDED 
UNTIL  HE REBAINS THE L IGHT.  

THE MUNSTER STANDS NINE FEET TALL AND HAS S I X  
LARQE LEQS AND TWU HAIRY ARMS WITH PAWS. I T S  JAWS 
HAVE THREE SETS OF FAN- BUT I T  NEVER USES THEM I N  
BATTLE. 

THE DARKNESS IS QENERATED BY FUUR TENTACLES WHICH 
ALSU ALLOW THE MUNSTER TU SEE WITHIN THE DARKNESS. 

I T  IS REPTIL IAN I N  NATURE THUS I T  QIVES OFF NU 
BUDY HEAT AND CANNOT BE SkEN V I A  INFRAVISIUN. 
IS CUMPLETELY IMMUNE TU ILLUSIONS AND PHANTASMAL 
FURCES I 

I T  

DARTW I NQ TYPE: INSECT 

CREATED BY: c. BIQQLESTONE a P. SAVOY 

DEXP . ARMUR 
CLASS MUVE FLY SWIM RANGE RANQE 

1 D 8 + 1 8  

IO 
D I C E  1 D 8  8 1 36 1 D3 

H I T  

ALIGNMENT: HUNQRY 
FUUND I N: OPEN, WUUDS, MUUNTAI NS 

NUMBER 
L A I R  ( 5 0 % )  l D l O O  
WANDER I NO 1D100 

PRUBABILITY UF TREASURE AND TYPE 

ATTACKS : 

1 DIVE, 108 

DESCRIPTIUN: 

***** 

A SMALL, HUMMINQ-BIRD S I Z E D  FLYINQ CREATURE. I T  
CAN LUCK I T S  BUDY INTU A DART-LIKE SHAPE AND THEN 
D I V E  DUWN UNTU I T S  VICTIMS.  THE SHOCK UF I T S  
STRIKE K I L L S  THE DARTWING, 
WILL BE PENETRATED. 

BUT EVEN PLATE ARMUR 

THE DARTWINQ HAS NU MIND UF I T S  UWN 

ATTACK UNLESS I T S  H I V E  UR THE FLUWERS I T  FEEDS UN 
ARE DISTURBED- THEN 1D20 WILL ATTACK PER MELEE 

ARE DEAD. 

BUT THE EN- 
TIRE SWARM UPERATES WITH A HIVE-MIN~.  

RUUND UNTI L ALL THE DARTWI NGS OR ALL THE VI CT I MS 

IT WILL NUT 

THE DARTWINQ IS IMMUNE TU 
HULD" SPELLS. 

DEADEYE 

CREATED BY: c. BIGGLESTUNE a 
H I T  ARMUR 

CLASS MOVE FLY SW D I C E  
1 OD8 2 + 2  9 

AL I GNMENT: CHAUT I C 
FUUND I N :  ANYWHERE 

WANDER I NO 
NUMBER PRUBAB 

1 100% 

"FEAR" , "CHARM" AND 

TYPE: DEMUN, MINUR 

P. SAVUY 

I Q  DEXT 

1D4+8 1D6+12 
M RANGE RANQE 

L I T Y  OF TREASURE AND TYPE 
VAR I ABLE 

PAOE 18 
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DEADEYE 

ATTACKS : 

2 TUSKS, ,, 8D6 
1 QAZE, DEATH": (SEE BELUW) 

DESCR I PT I UN : 

A MANSIZED, SHAMBLINQLY-UPRIGHT QIANT HUG I T  IS 

I T S  GAZE IS AS A CHAOTIC "FINQER UF DEATH" I F  THE 

DAMAGE. 

UFTEN USED TCI GUARD CHAUTIC TEM~LES AND SHRINES. 

VICTIM MAKES HIS SAVINQ THROW HE ONLY TAKEB 406 

THE DEADEYE IS IMMVNE TU "FEAR" 

PUNS. 

"CHARMINQ" AND 
HULDI NG" SPELLS, CUNFUSIUN", AND TU NURMAL WEA- 

*****  
DEATH DWARF TYPE : HUMANU I D 

CREATED BY: JEFF PIMPER 

H I T  ARMUR I Q  DEXT , 
DICE CLASS MUVE FLY SWIM RANGE RANGE 

4D8 4 9 2D6 2D6+6 

ALIQNMENT: CHAUTIC-EVIL 
FUUND I N :  ANYWHERE 

NUMBER PRUBABILITY CIF TREASURE AND TYPE 
L A I R  (20%) 10D10 100% B 
WANDER I NG 2020 50% c 
ATTACKS : 

1 WEAPUN, BY WEAPUN TYPE 

DESCR I PT I UN : 

A SMALL (WAIST-HIGH) HAIRLESS AND VERY STRUNG 

RED EYES AND THE STRUNQ SMELL UF I OD1 Nk. 
ARE VERY LUNG THE KNUCKLES ALMUST TUUCHINQ THE 
GROUND I T  16 UNE UF THE A N T I - L I F E  SPECIES SU 
I T  S U B i I S T S  UN ALL  THAT IS PUISUNUUS TO NURhAL 
FURMS UF L I F E  AND CONVERSELY, NORMAL-LIFE FUUD IS 
DEADLY PUISUNUUS TU I T .  

( 2 ~ 6 + 6 )  HUMANUID  WIT^ GREEN W A ~ T Y  SKIN GLOWING 
I TS ARMS 

DEMUN UF SLEEP AND NIQHTMARE TYPE: DEMUN 

CREATED BY:  N. SHAPIRU (ALE 17) 

H I T  ARMUR I Q  DEXT . 
D ICE CLASS MUVE FLY SWIM RANGE RANQE 
1 2 0 8  2 1 2  1 D6+6 1 D6+6  

ALIQNMENT: CHAUTIC 
FUUND I N :  DUNGEUNS, UUTDUURS, RIVERS, SWAMPS, C I T I E S  

WANDER I NO 1 
NUMBER PROBABILITY UF TREASURE AND TYPE 

ATTACKS : 
1 TUUCH SLEEP AND "DEATH DREAM" 
1 FLAIL: 2 ~ 8  PLUS AUTOMATIC CRITICAL HIT 

DESCRIPTION: 

THE DEMUN'S ARMUR CLASS VARIES ACCURDINQ TU WHU IS 
ATTACKINQ I T .  I T  IS: 

2 + 1 0  ( - 8 )  VS. A L L  MAGIC WEAPUNS 
2 + 1 2  ( -10) VS. BLADED STEEL (ONLY HALF DAMAGE) 
2 + 8  ( - 6 )  VS. BLUNT STEEL 
2 + 4  ( -2 )  VS. BLADED S ILVER 
2 VS. BLUNT SILVER 

NU UTHER CLASSES UF WEAPUNS WILL AFFECT I T .  I T  IS 
ALSO IMMUNE TU ALL FURMS UF MAGIC. 

THE DEATH DWARF IS VERY I N I M I C A L  TU ALL  UTHER 
FURMS UF SENTIENT LIFE. 

FROM "WARRIUR AT WURLD'S END" BY L I N  CARTER. 
PAQE 19 
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DEMUN UF SLEEP ETC. CLASS 2 TYPE: DEMUN 

CREATED BY: N. SHAPIRU (A&E 17) 

ARMUR I Q  DEXT 
D ICE CLASS MUVE FLY SWIM RANQE RANQE 
14DB 2+2 18 1D6+12 1D6+12 

ALIQNMENT: CHAOTIC 
FOUND I N :  DUNQEUNS, UUTDWRS, RIVERS, SWAMPS, C I T I E S  

WANDER I No 1 
NUMBER PRCIBABILITY UF TREASURE AND TYPE 

ATTACKS : 
1 TOUCH, SLEEP AND "DEATH DREAM" 
1 QAZE SLEEP AND "DEATH DREAM" 
1 +2 F L A l L ,  2D6+4 PLUS A PERRIN CRIT ICAL  H I T  

DESCR I PT I UN : 
SEE CLASS 1 FUR DESCRIPTIUN OF THE DEATH DREAM. 
I T S  QAZE HAS A 90% CHANCE UF CAUSINQ THE DREAM 
ALSU , 

I T S  ARMOR CLASS VARIES ACCURDI'NO TU WHAT I T  I S  
BEINQ ATTACK WITH. I T  IS: 

2+12 ( -10)  VS. ALL  MAQIC WEAPUNS 
2+14 (-12) VS. BLADED STEEL 
2+10 ( - 8 )  VS. BLUNT STEEL 
2+6 ( -4 )  VS. BLADED S l L V E R  
2+2 ( 0 )  VS. BLUNT SILVER 

NU UTHER WEAPON CLASSES CAN AFFECT I T .  I T  I S  ALSU 
IMMUNE TU ALL  FORMS UF MAQlC. 

I F  I T  QETS A REQULAR CRIT ICAL  H t T  THEN THE H I T  IS 
I S  COUNTED AS TWU C R I T l C A L  H I T S  ( 6 N  THE PERRIN 
CRIT ICAL  H I T  TABLE) AND DdES DOUBLE DAMAQE. 

***** 
DEMON, RAINBUW (LESSER) TYPE: DEMUN 

CREATED BY: STEVE MARSH 

H I T  ARMUR I Q  DEXT . 
D l  CE CLASS MUVE FLY SWIM RANQE RANGE 
1 6 D 1 0  3 3 12 2D6+6 2D6+6 

ALIQNMENT: CHAUTIC 
FOUND 1N: DUNQEUNS 

DEMUN. RAlNBUW (LESSER) 

NUMBER PRUBABI L I  TY OF TREASURE AND TYPE 
RULL FUR TYPE :85[ RULL FUR TYPE 

L A I R  ( 5 0 % )  1 D4 
WANDER I NQ 1 D4 
ATTACKS: 

1 -6 ARMS, 7D6 
DESCRIPTIUN: 

RESEMBLES AN UCTUPUS. I T  CAN UNLY USE S I X  ARMS I N  
THE ATTACK. EACH ARM IS LIKE A PRISMATIC WALL, 
BUT THEY HARDEN AND STRlKE L l K E  STORM OIANTS. I T  
I S  UNLY FUUND I N  DEEP DUNGEONS, I N  DARKNESS. 

IT CAN FLASH A SPHERE UF BRILL IANCE THREE INCHES 

A LESSER RAINBOW DEMUN. 

IN DIAMETER IT CANNUT QATE IN U T H ~ R  DEMUNS BUT 
CAN BE QATED IN BY THEM. A PATRIARCH CAN CUE~TRUL 

I**** 

DEMUN, TYPE A TYPE: DEMUN 

CREATED BY:  CARY MARTlN <A&E 14) 

ALIQNMENT: CHAUTIC 
FOUND I N :  ANYWHERE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (40%) 103 100% B 
WANDER I NO 1 

ATTACKS : 

2 +2 SWURDS, 108+2 
2 TENTACLES 104 PLUS LIFE DRAIN 
1 SPELL (SEk BELOW) 

DESCRIPTIUN: 

T H I S  DEMUN APPEARS AS AN EIQHT FUUT TALL  HUMANUID 
WITH SHlNY BLACK SCALES INSTED UF SKIN .  I T  WlELDS 
TWU CHAOTIC SWURDS ( + 2  H I T  +2 DAMAGE) AND HAS A 
TENTACLE BELUW EACH ARM. fTS STRENGTH IS 17. 
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DEMUN, TYPE A 

I T  CAN USE THE FULLUWIIW SPELLS: 
FLY, DARKNESS (THREE FUUT RADIUS) SEE I N V I S I -  
BLE AND COMMAND UNDEAD AS A SEVE~TH LEVEL EVIL CLERIC 

IT IS 40% RESISTANT TU ALL FURMS UF MAQIC. 

*****  
DEUDANTH TYPE: HUMANUID 

CREATED BY: DAVE HARQRAVE (AQ 1 )  

H I T  ARMUR I Q  DEXT 

( 4-9 1 D8+ 1 2 1 8  3D6 1D4+16 
D ICE CLASS MUVE FLY SWIM RANQE RANQE 

NUMBER PROBABILITY UF TREASURE AND TYPE 
L A I R  (20%) 1D20 100% E PLUS 2*QP 
WANDER1 NO 1 D6 SO% E 

ATTACKS : 
1 B I T E  1D4-1D12 DEPENDINQ UN SIZE 
2 CLAW&, 1D8-3D6 DEPENDINQ UN S I Z E  
1 CHARM PERSUN SPELL 

DESCR I PT I UN : 
A HUMANUID EBUN-SKINNED S I X  TU SEVEN FUUT TALL, 
VAMPIRE-CAkNIBAL WITH RE6 EYES. I T  IS 50% MAQIC 
RESISTANT VS. ELEVENTH LEVEL MAQES, L I K E  UNTU A 
BALRUQ I T  CANNUT BE LIFE DRAENED. I T  WILL AT- 
TACK AN ELF UN SIQHT I T  CAN JUMP UP TU TWENTY 

WELL AS I T S  REQULAR MUVE I T S  B I T E  HAS A 20% 
CHANCE CIF ALSU DRAINING AN ENERGY LEVEL FRUM I T S  
V ICTIM.  

FEET VERT I CALLY AND FURTY FEET HOR I ZUNTALLY AS 

FRUM "THE DYINQ EARTH" B Y  JACK VANCE. 

* ****  
D I LLEMMA TYPE: ANIMAL 

CREATED BY: R. HULLANDER (AaE 19) 

H I T  ARMUR I Q  DEXT . DICE CLASS MUVE FLY SWIM RANQE RANQE 
3D8 3 1 2  2D6 2D6+6 

D I LLEMMA 

ALIQNMENT: HUNQRY 

NUMBER 
L A I R  ( 5 0 % )  104 100% A ( 1 )  

1 D 4  WANDER I NQ 

ATTACKS : 

FUUND I N -  DUNQEUNS, WUUDS, SWAMPS 

PRUBABILITY UF TREASURE AND TYPE 

2 HURNS, 1D8 (SEE BELUW) 

DESCR t P T  I UN : 
LUUKS L I K E  AN APE WITH A QUAT'S HEAD. 
ATTACK INTELLIGENT HUMANUIDS SENSELESSLY AND WILL 
FIQHT TU THE DEATH. I T  IS TCYTALLY IMMUNE TU ALL  
FORMS UF MAQIC, ALL  MAQIC WEAPONS STRIKE I T  AS I F  
THEY WERE NUN-MAQICAL. 

I T  WILL 

I F  THE DI'LLEMMA STRIKES WITH A 20 (bN A D201, THE 
V I C T I M  IS CAUQHT ON THE DILLEMMA'S HORNS AND WILL 
SUFFER DdUBLE DAMAQE. UNCE CAUQHT THERE IS aNLY 
A SOX CHANCE UN EACH FULLBWINC: MELkE TURN THAT HE 
WILL QET FREE AND ON EACH TURI~I THAT HE F A I L S  TU 
WIN FREE HE WILL TAKE ANUTHER 1D8 DAMAQE. 

***** 
DUQ, DEFlCTN TYPE: DEMUN 

CREATED BY: c. BIQQLESTUNE a D.  HARQRAVE 

DEXT. I Q  ARMUR PUINTS H I T  CLASS MUVE FLY SWIM RANGE RANQE 

206+6 80 4 1 2  3D6 
ALIQNMENT: CHAUTIC, NEUTRAL 
FUUND I N :  DUNQEUNS, UUTDUURS, RIVERS, SWAMPS, C I T I E S  

NUMBER 
1 D 3  

1 

PRUBABILITY CIF TREASURE AND TYPE 
100% F UR Q UR H L A I R  (20%) 

WANDER I NQ 

ATTACKS : 

3 B I T E S  l D l O  
1 SPIT, '3D6 F I R E  
1 SPIT,  3D6 ACID 
1 S P I T  3D6 PUISON 
3 SPELLS, ONE PER HEAD 
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DUQ, DEMUN DUTTLE TYPE: ANIMAL 

DESCRIPTIUN: CREATED BY: SCOTT MC CARTNEY 

DEXT . ARMUR 
CLASS MUVE FLY SWIM RANQE RANQE 

lD6+8 
I Q  H I T  

2D8+ 1 

LUUKS L I K E  CERBERUS. I T  IS AT PERPETUAL WAR WITH 

CALLED UPUN BY KUBULDS AND HUBQUBLINS. 

I T S  HOWL CUNFUSES CREATURES UF THREE DICE AND BE- LUW. FUUR D I E  CREATURES MUST SAVE VS. FEAR. FUUND I N :  OUTDUURS, RIVERS 

EACH HEAD HAS UNE FIRST LEVEL SPELL. 

A L L  OTHER DEMONS. I T  IS UFTEN A PATRUN WHO CAN BE DICE 6 12 2 3 

A L  1 QNMENT : ANY 

NUMBER 2 D 1 0  PRUBABlLlTY UF TREASURE AND TYPE 
L A I R  (15%) 2 0 8  *****  WANDER I NQ 

DUUMQUARD TYPE: ENCHANTED MUNSTER ATTACKS: 

CREATED BY: DAVE HARQRAVE (AQ 1 )  2 HUWES, 1 0 4  

H I  T ARMUR I Q  DEXT DESCR I PT I UN : 
CLASS MUVE FLY SWIM RANQE RANQE 

A SIX-LEQQED BEAST 

WILL PANIC AND RUN I F  FACED WITH A BATTLE SITUA-  
TION. I T  RESEMBLES A DUQ MURE THAN ANYTHINQ ELSE 
AND IS QUITE AFFECTIONATE AND CURIUUS ABUUT MAN. 
A HERD WILL UFTEN QATHER TU WATCH A PARTY JUST TU 
SEE WHAT THEY ARE QUINQ TO DU. 

SLIQHTLY SMALLER THAN A HURSE. 0 
0 1  CE ( 1 - 2 4 ) D 8 + 1  2 + 4  6 0 

THE DOTTLE IS I NUFPENSIVE AND MAKES A QUUD MOUNT A L  I QNMENT : NONE ONCE CAPTURED. I T  CANNUT BE BATTLE TRAINED AND 
FUUND I N :  DUNQEUNS, C I T I E S  

NUMBER 
WANDER I NO 101 00 

PRUBABI L I  TY OF TREASURE AND TYPE 

* a * * *  
ATTACKS : 

1 WEAPON, BY WEAPON TYPE PLUS 1010 STRENQTH POINTS 
ORAWNETTE TYPE: DRAQONKIND 

DESCRIPTIUN: 
CREATED BY: BRUCE JAQUAYS (DUN 2) 

A MAQICALLY ANIMATED SUIT  OF DULL BLACK PLATE AR- MUR I T S  DEXTERITY IS ALWAYS EQUAL TO THAT UF I T S  H I T  ARMUR 
MUS+ DEXTERUUS OPPONENT. P U I i T S  CLASS MUVE FLY 1 8  SWIM !ttQg :st$, DEXT I Q  

- 1  +5 
THE DUUMOUARD IS CUMPLETELY IMMUNE TU F I R E  L IQHT-  
NINQ FEAR PARALYSIS CONFUSIUN AND ALL ~HARMS. AL I QNMENT : NUNE 

DOUMQUARD CAN TELEPORT AT WILL. 
THE UNLY WAY TO " K I L L "  THE DOOtlQUARD IS TU DISMEM- LAIR (60%)  106 1 D6 100% H / 1000 
BER I T  I T  WILL CONTINUE TO FIQHT AT FULL EFFEC- 

WHEN SUCCESSFULLY STRUCK BY AN ENEMY 
WARD DIVIDES ITSELF INTO TWO NEW D~~MQUARDS EACH 2 CLAWS, 1 POINT 
OF WHICH HAS THE SAME NUMBER UF H I T  PUINTS A$ 
THEIR PARENT DUUMQUARD HAD REMAININQ AFTER I T  WAS 
STRUCK. 

C U L ~ ~ ~  WE& HALF D A M A ~ E  AND SLOW$ IT DUWN. THE FOUND I N :  DUNQEONS, C I T I E S  

NUMBER PROBABILITY OF TREASURE AND TYPE 

WANDER 1 NQ 

ATTACKS : 
T I VENEQS UNT I L "K I LLED" . 

THE WOM- 

1 B I T E  SEE BELUW 
1 BREAfH, SEE BELUW 

PAQE 22 

22 



DRACONETTE D1u(#N, Ct"AHON/UP?HIRE TYPE: mAww 
DESCRIPTION: CREATED BY: WARLIE LUCE (ME 14) 

HI  T $m )#VE f L Y  8WIM RANQE IO R A W k  W T  A WINIATURE DRAWN CREATED BY A MAQIC USER AS A 
PET L I K E  A HUMUNCULUUS BUT lJ8INQ DRAQON BLOOD 
1 N S k A D  UF HUMAN I T  16 VERY LOYAL TO I T S  CREAT6R (9-12108 0+1 0 24 2DW6 2D8+6 UNLESS MI STREATED . 

ALtQNHENT: NEUtlUL 
IT QETS I T S  *S ARMOR CLASS DUE TO IS QUICKNESS AND FOUND I N :  DUNOEON8, HW"TAIN8 
AQI L I TY . 
I T  WfLL USUALLY FLEE RATHER THAN FIQHT UNLESS I T S  L A I R  (60%) wR 100% H MASTER IS UNDER ATTACK 6 R  ITS L A I R  UR FAMILY IS IN 
DANQER I T S  L A I R  IS USUALLY A SMALL HCJLE H1QH UP 
IN A WALL AND ITS TREASURE CONSISTS UF SMALL ITEMS 
THAT I T  CAN CARRY. 

01 CE 

~ I L l T Y  OF TREASURE AND TYPE 

WANDER I W 104 
ATTACKS : 

1 B I T E  3010 
STATISTICS:  2 CLAW8 lD4 

HIT  1 BREATk, POLYMCIR?H" I N  A 7" DY 0" C6NE TYPE D I E  B I T E  ASLEEP T A M S  

BLACK 
BLUE 
BRASS 
BRUNZE 
CUPPER 
QULD 
QREEN 
RED 
S I LVER 
WHITE 

104 
1 D6 
104 
106 
104 
108 
104 
1 D8  
i D8 
104 

102 
1 D3  
1 D2 
1 D3  
1 D3 
1 D4 
103 
1 D4 
1 D4 
102 

10% 8% 
6% 14% 

16% 7% 
6% 13% 

10% 10% 
2% 20% 
8% 11% 
4% 17% 
3% 16% 

12% 5% 

TYPE BREATH WEAPONtS) 

BLACK 
BLUE 
BRASS 

BRUNZE 

CUPPER 

W L D  

QREEN 
RED 
SI LVER 

WHITE 

104 
1 D6 
104 
UR 

1 D6 
UR 

1 D2 
UR 

1 D8 
UR 

104 
1 D8 
108 
UR 

1 D4 

DESCRIPTION: 

T H I S  TYPE OF DRAWN I 8  ONLY W N O  I N  VERY COLD 
REQIUNS 
I T  HAS A 85% CHANCE OF BEINQ ABLE TO T A U  AND 
THERE IS A 75% CHANCE THAT I T  CAN USE MAQfC UP TO 
FI  FTH LEVEL. 

I T S  BREATH IS A MAQICAL SPELL $0 I T  IS 8AVED 
AQAI NST AS MAQ I C 
HAS BEEN KNOWN T6 INHALE I T S  OWN BREATH I N  URDER 
TU PULYMURPH I T S E L F  I N  TU WHAT EVER I T  WISHES. 
THE PClLYMdRPH WILL LAST AS LUNQ AS THE DRAWN 
WILLS I T  TO, BUT NEVER MURE THAN TWELVE HUURS. 

I T  WILL BE FOUND A8LEEP 20% OF THE TIME, 

NOT DRAWN BREATH T H I S  DRAWN 

***** 
DRAQON, MAHUQANY/DIAMUND TYPE: DRAWN 

CREATE0 BY: CHARLIE LUCE ( M E  14) 

DEXT I Q  ARMUR D l  H I T  CE CLASS MUVE FLY SWIM RANGE RANQE 

2+3 9 24 2D6+6 2D0+6 10D8 

A L  I QNMENT : NEUTRAL 
FUUND I N :  DUNQEUNS, WUUDS, MUUNTAINS 

NUMBER PRUBABILITY UF TREASURE AND 
2 100% H L A I R  (60%) 

WANDER1 NQ 2 

TYPE 
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DRAQUN, MAHUQANY/DIAMUND 

ATTACKS: 
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1 B I T E  706 
2 CLAW& iD4 
i BREAT~,  LIQHTNINQ" IN A i o -  BY 1/21' LINE 

UR "SLEEP" I N  A 7" BY 2" CUNE 
UR "BLINDNESS" I N  A 3"BY 3" CLUUD 

DESCRIPTIUN: 

THIS  TYPE UF DRAQUN IS ALWAYS FUUND AS A MATED 
PAIR.  THEY WILL BE THE K I N O  AND QUEEN UF A L L  THE 
LUCE NEUTRAL DRAQUNS I N  THE AREA AND THEIR L A I R  
WILL ALWAYS BE UN A HILL I N  A FUREST. THE TWU W I L  
BE  QUARDED BY MATED PAIRS UF LARQE DRAQUNS UNE 
PAIR  FReM Tan" IC UF LUCE NEUTRAL DR- 
QUNs a 

THE MAHCIQUNY/DIAMUND DRAQCIN CAN USE ITS BREATH 
WEAPUN S I X  TIMES A DAY AND CAN PULYMURPH ITSELF 
FREELY. 

I T S  A I M  IS TO PRESERVE THE BALANCE BETWEEN LAW 
AND CHAUS. WHENEVER THERE IS DANQER THAT EITHER 
LAW UR CHAUS IS ABUUT TU TRIUMPH THE LUCE NEUTRAL 
DRAQUNS WILL APPEAR AND FIQHT U N f I L  THE BALANCE 
IS UNCE AQAIN RESTURED. 

THIS  TYPE UF DRAQUN I S  NEVER FUUND ASLEEP AND IT 
CAN ALWAYS TALK AND USE MAQIC CUP TU EIQHTH LEVEL 
SPELLS).  

***** 
DRAQUN, RUSSET/EMERALD TYPE: DRAQUN 

CREATED BY: CHARLIE LUCE (AbE 14) 
H I T  ARNUR I Q  DEXT . 

CLASS MOVE FLY SWIM RANQE RANQE 
9 24 2D6+6 2D6+6 

DICE 
(10-12)06 2+1 

ALIQNMENT: NEUTRAL 
FUUND IN:  DUNQEUNS, WUUDS, MUUNTAINS 

L A I R  (60%)  1D4 100% H 
WANDER 1 NO 104 

ATTACKS : 

NUMBER PRUBABILITY OF TREASURE AND TYPE 

DRAQUN, RUSSET/EMERALD 

DESCRI PT1 UN : 

T H I S  TYPE UF DRAQUN I S  USUALLY FUUND I N  WUUDED 
H I L L Y  AREAS. WHEN ENCUUNTERED THERE IS A 10% 
CHANCE THAT I T  WILL BE ASLEEP A 90% CHANCE THAT 
I T  CAN TALK, AND AN 85% CHANCI! THAT IT CAN USE 
MAQIC UP TU S I X T H  LEVEL, 

ITS BREATH IS A FURM UF SPELL SU IT IS SAVED 
AQAINST AS I F  I T  WAS MAQIC, N6T DRAQCIN BREATH. 

**I** 

DRAQUN, UMBER/RUBY TYPE: DRAQCIN 

CREATED BY: CHARLIE LUCE (ABE 14) 

24 

ARMUR I Q  DEXT . 
CLASS MUVE FLY SWIM RANQE RANQE 

2D6+6 2D6+6 
H I T  

D I C E  
(11-13)08 2+1 9 24 

A L I  (INMENT : NEUTRAL 
FUUND I N :  DUNQEUNS, MUUNTAINS 

L A I R  (60%) 104 100% H 
WANDER I NQ 1 D4 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

ATTACKS : 

1 B I T E  4D10 
2 CLAW& iD4 
1 BREAT~,  DEATH R... 

DESCRI PT  I UN : 

AY" f N  A 9" BY 1/2" L I N E  

THIS TYPE OF DRAQUN I S  USUALLY FUUND I N  CAVERNS 
AND VALLEYS, WHEN ENC UNTERED THERE I S  A 5% 
CHANCE THAT IS WILL BE ASLEEP, A 95% CHANCE THAT 
I T  CAN TALK, AND A 95% CHANCE THAT I S  CAN USE 
MAQIC UP TO SEVENTH LEVEL. 
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EEL, ELECTRIC TYPE: ANIMAL 

CREATED BY: LEE QULD ( M E  1 )  

H I  T ARMUR I Q  DEXT 

( 3-4 1 D8 5 6 2D6 2D6+6 
A L  I QNHENT : NUNE 
FUUND I N :  WATER 

WANDER I NO 1 D6 
ATTACKS : 

DICE CLASS MUVE FLY SWIM RANQE RANQE 

NUMBER PRUBABl L I  TY UF TREASURE AND TYPE 

1 B I T E  106 
1 ELECfRIC  SHUCK, 1D4 PLUS PARALYSIS 

DESCRIPTIUN: 

THE ELECTRIC EEL RANQES FRUM ABUUT UNE TU THREE 
FEET I N  LENQTH AND IS ABUUT AS B I G  ARUUND AS A 
HUMAN ARM DURINQ EACH MELEE TURN WHICH ATTACK 
I T  USES I S  DETERMINED BY ROLLING 2b6. I F  THE 
RESULT IS 2-8 THEN I T  WILL B ITE,  ELSk I T  WILL USE 
I T S  SHUCK. 

*I*** 

E 1  DAR TYPE: ANIMAL 

CREATED BY:  STEVE HENDERSUN 

H I T  ARMUR I Q  DEXT . 
DICE CLASS MUVE FLY SWIM RANGE RANQE 

(13 -15 )DS 2+3 9 1 D3+9 1D3+12 
ALIQNMENT: NEUTRAL 
FUUND I N :  UPEN. WUUDS. DESERTS, RIVERS, SWAMPS 

WANDER I NO 

ATTACKS : 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
1 OD1 0 

2 HURNS, 4D6 
DESCRI P T I  (IN : 

A LARQE ORAZINO BEAST THAT TRAVELS I N  HERDS. I T  
IS A H U f  CUUNTRY CREATURE. I T  IS COMPLETELY FEAR- 
LESS IMMUNE T a  CUNFUSIUN. AND NATURALLY SEES IN- 
VISI~LE. IT MAKES SUPERB EATING. 
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A I  L A  TYPE: ob0 

CREATED BY: CHUCK CADY 

ARMUR I Q  DEXT . 
DICE CLASS MUVE FLY SWIM RANQE RANQE 

( 1 - 8 ) D 8 + 8  4 1 5  25 2D6+6 2D6+6 

ALIQNMENT: LAWFUL 
FUUND I N :  ANYWHERE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (10%) 206 100% RULL FUR TYPE 
WANDER 1 NO 106 100% RULL FUR TYPE 

ATTACKS : 
4-7 LIQHTNINQ BULTS, (NUMBER UF H I T  D ICEIDS 
2 ATTACKS (+2,  +2) ,  (NUMBER UF H I T  D I C E I D 6  

DESCRIPTIUN: 

A QUDLIW UF PURE ENERW AN0 HrQHLY LAWFUL. THE 
NUMBER UF LIGHTNINQ BULTS I T  CAN THRUW IS UNE HALF 
UF THE NUMBER UF I T S  H I T  D ICE PLUS THREE. 

I T S  BASE ARMUR CLASS IS F I V E  TU WHICH IS ADDED THE 
NUMBER UF H I T  D ICE IT HAS. 

FRUM "THAT HIDEUUS STRENQTH" BY C. S. LEWIS. 

I**** 

ELEMENTAL, CULD TYPE: ELEMENTAL 

CREATED BY:  CHUCK CADY 

H I T  ARMUR I Q  DEXT 
CLASS MUVE FLY SWIM RANQE RANGE 

( 8- 1 6 1 D8 2 1 2  18 2D6 2D6+6 
D ICE 

ALIQNMENT: ANY 
FUUND I N :  ANYWHERE 

ELEMENTAL COLD 

ATTACKS: 

1 TUUCH, 3D8 CULD 

DESCRIPTIUN: 

AN ELEMENTAL UF LUW INTELLIQENCE I T  CAN APPEAR 
WHEREVER SUMMUNED. 
WHICH ARE + 2  UR BETTER. IMMUNE TU CULD, F I R E  DUES 
DUUBLE DAMAQE. 

I T  CAN UNLY BE H I T  BY WEAPUNS 

I**** 

ELEPHANT-FLY TYPE: ANIMAL 

CREATED BY: DAN PIERSUN 

ARMUR I Q  DEXT . 
CLASS MUVE FLY SWIM RANQE RANQE 

H I T  
DI CE 

3D8 5 2 24 1 D 6  1D6+12 

ALIQNMENT: CHAUTIC NEUTRAL HUNQRY 
FUUND IN: WUUDS, SGIAMPS, CI~IES 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  ( 2 0 % )  2D12 20% I , @NLY 25% GEMS-JEWELS 
WANDER I NO 1D12 10% I / 4 

ATTACKS : 

2 CLAWS, 104 
2 TUSKS, 1D8 
1 TRUNK, 1D3 PLUS 6D6 PUISUN 

DESCR I PT I UN : 
TWU TU THREE FUUT LUNQ, FLYING TWO-LEGGED RED 

ENDING I N  A DUUBLE STING. VERY CARNIVURUUS. 
ELEPHANTS, WITH DRAGON FLY LIK& WINOS AND A TRUNK 

I T  IS VERY HARD TU TRAIN BUT SOME CHAOTIC R E L I -  
Q I  uus URDERS DU CAPTURE AND TRAI N THEM. 

BASED UN A RUGER DEAN ILLUSTRATIUN. 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
WANDER I NQ 1 
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ELEPHANT, F L Y  I NO TYPE: ANIMAL 

CREATED BY: DAN PIERSUN 
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H I T  ARMUR I Q  DEXT. 

7D8 4 1 1 8  1 D6+5 
CLASS MUVE FLY SWIM RANQE RANGE 1D6+10 D1 CE 

AL I QNMENT : NEUTRAL, HUNQRY 
FUUND I N :  WBUDS, SWAMPS, A I R  

IMBER PRUBABILITY UF TREASURE AND TYPE 
4D4 

2 FEET 1D6 CLAW UR 2D6 STUMP 

1 TRUNK, 2D8 ( I F  H I T  + 3  THEN WILL THRUW V I C T I M  
2 TUSK&, 3 ~ 6  (HITS -2) 

TEN TU FURTY FEET) 

DESCRIPTIUN: 

K3ED QREY ELEPHANT WITH HUGE URANQE AND 
BUTTERFLY WINGS. I T  IS ABOUT THE SAME 
A REGULAR ELEPHANT. BMNIVERUUS. CANNUT 
IED, BUT CAM SCWIETIMES BE ALL IED.  

I AN ILLUSTRATIUN BY RUGER DEAN. 

EMERALD UOZE TYPE: CLEAN-UP CREW 

CREATED BY: DAVE HARQRAVE (AG 1 )  
H I T  ARMUR I Q  DEXT. 

CLASS MUVE F L Y  S W I M  RANGE RANGE 
C 

DICE 
( 8 - 1 6 ) 0 8 + 1  2 + 4  12 

ALIQNMENT: HUNQRY 
FUUND I N :  DUNGEUNS, SWAMPS, C IT IEE 

WANDER I NQ 1 D4 

ATTACKS : 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

1D8 PSEUDUPUDS, 4D10 PLUS SF 

DESCRIPTION: 

A HUGE, PULSINQ L I Q U I D  EMERALD. I T S  DIAMETER IS 
( #  H I T  D ICE)  * 3 FEET. 

EMERALD UUZE 

THE UCIZE IS IMMUNE TU CHUPS/CIJTS, LIOHTNING FEAR, 
CUIFIFUSIUN AND PARALYSIS. I T  I S  SOX MAGIC k E S I S -  
TANT AND bNLY TAKES HALF DAMAGE FRUM *ALL* TECH- 
NULUGICAL WEAPUNS. 

ANYONE H I T  B Y  A PSEUDUPUD TAKES THE 4 0 1 0  DAMAQE 
PLUS THAT MUCH UF H I S  BUDY IS ALSO TURNED TB O a t E .  
THE NEXT MELEE TURN, ANY PART UF H I S  BUDY WHICH 
HAS BECBME OBZE WILL ALSU ATTACK HIM.  

***I* 

ERB TYPE: DEMUN 

CREATED BY: STEVE HENDERSUN 

H I T  ARMUR I Q  DEXT 

( 8 - 1 2 1 0 8  2+2 1 2  3D6 1 D6+12 
CLASS MOVE FLY SWIM RANGE RANGE DICE 

ALIGNMENT : CHAUT I C 
FCJUND I N :  ANYWHERE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (10%) 1 D4 100% 0 
WANDER I NO 1 D4 50% G 

ATTACKS : 
2 PAWS, 2D6 
1 B I T E ,  1D10 
1 HUG, 3D6 ( I F  BUTH PAWS H I  1) 

DESCRIPTIUN: 

MAN/LIZARD/BEAR/DEMBM CRUSSBREED. I T  HUQS L I K E  A 
WEREBEAR. I T  IS 75% MAGIC RESISTANT VS. WIZARDS 
UF ELEVENTH LEVEL, 

FRUM "THE DYING EARTH" BY JACK VANCE. 
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TYPE: ANIMAL FALCUN, Q I ANT HUNT I NQ 

CREATED BY:  N. SHAPIRU 

ARMUR I Q  DEXT 
D I C E  CLASS MOVE FLY SWIM RANGE RANOi 
2808 2 526 1D6+12 1D6+18 

A L  I QNMENT : ANY 
FUUND I N :  UUTDUURS. WATER, A I R  

L A I R  (321%) 2 100% A 3 
WANDER I NO 1 

ATTACKS : 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

1 STUUP (D IVE) ,  1D6+18 
1 BEAK 3D8 
2 T A L ~ J S ,  406 

DESCR I PT I UN : 

A QIANT, PUWERFUL FALCUN. I T S  CRUISINQ SPEED IS 
120 MPH AND I T S  CRUISINO ALTITUDE IS 8000 FEET. 
I T S  MAXIMUM D I V E  SPEED IS 460 MPH. ITS MAXIMUM 
ALTITUDE IS 16000 FEET. I T S  CRUI&lNG RANQE I S  300 
MILES; AT TUP SPEED I T S  RANQE IS 1 4 0  MILES.  

* * * * *  
FIOHTER I N  MIRRUR ARMUR TYPE: HUMAN 

CREATED BY: LEE OULD (ABE 1 2 )  

H I T  ARMUR I Q  DEXT. 
D I C E  CLASS MUVE FLY SWIM RANOE RANQE 

( l - l O l D 8  2 1 2  3D6  2D6+6 

A L  I ONMENT : ANY 
FUUND I N :  ANYWHERE 

L A I R  (121%) 3D6  100% A 
WANDER I NO 3D6 

ATTACKS : 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

1 WEAPUN, BY WEAPUN TYPE 

DESCRIPTIUN: 

A NURMAL HUMAN FIOHTER WEARINQ MIRRUR ARMUR. THE 
ARMUR IS ALIONED AND REFLECTS CLERICAL UR MAQIC 
SPELLS. CHAUTIC MAQIC VS. LAWFUL ARMUR CUR LAWFUL 
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FIQHTER I N  MIRRUR ARMUR F I RECLAW 

MAQIC VS. CHAUTIC ARMOR) IS 50% REFLECTED BACK UN NUMBER PROBABILITY OF TREASURE AND TYPE 
THE CASTER. NEUTRAL MAOIC I S  30% REFLECTED. WANDER I NO 1 
MAQIC WEAPUNS ARE ALSU SUBJECT TU MIRRUR ACTI6N 
THE MAQICAL DAMAQE D6NE BY ANY H I T  MAY BE REFLEb- 
TED BACK ON THE STRIKER. 2 CLAWS, 4D6 PLUS 8 D 1 0  HEAT 

ATTACKS : 

WHEN DUNNINB MIRRCIR ARMdR UF THE OPPOSITE ALIQN- DESCR I P T  16N : 
MENT THE HUMAN TAKES NURMAL ALIQNMENT DAMAQE. I F  
HE SORVIVES 
THE ALIQNME~T UF THE WEARER. 

THE ARMOR WILL CHANGE TO CONFORM TU A LARQER THAN MAN-SIZED SCAVENQER WITH TWU LARQE 
CLAWS THAT QLOW WHITE HOT. I T  REQENERATES AT ONE 
PUINT PER TURN EVEN INCLUDING DAMAQE FRUM F I R E  ***** AND ACID. I T  kUST BE K I L L E D  L I K E  A VAMPIRE. 

F I R E  NEWT TYPE : DRAQUNK I ND 

CREATED BY: STEVE PERRIN 

H I T  ARMUR I Q  DEXT . 
D l  CE CLASS MOVE FLY SWIM RANQE RANQE 

6D8 2+ 1 3 1D6+14 3D6 

ALIQNMENT: LAWFUL 
FUUND I N : DUNQEUNS , WUUDS, R I VERS, SWAMPS, C I T I ES 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  ( 5 0 % )  1 D6 100% A 
WANDER I NQ 1 D4 20% A 

ATTACKS : 

2 CLAWS l D 2  
1 BREATk, 4DG F I R E  DAMAQE 

DESCRIPTION: 

A LARQE TRACHUDUN-LUUKINQ AMPHIBIAN. THE DEQENE- 
RATE MEFBER OF A UNCE MIQHTY RACE. I T  HAS LOST 
ALL  MAQICAL A B I L I T I E S  DUE TU THE DEQENERACY UF I T S  
FORELIMBS. IMMUNE TO WANDS, STAVES, AND STONINQ. 

***** 
F I RECLAW TYPE: CLEAN-UP CREW 

CREATED BY:  STEVE HENDERSON 

H I T  ARMUR 10 DEXT , 
D I C E  CLASS MCJVE FLY SWIM RANQE RANQE 
12D8 3 1 1 D4  1D4+12 

***** 
FIRESTRIDER TYPE : HUMANU I D 

CREATED BY: C. BIQQLESTUNE 8 P. SAVUY 

H I T  ARMOR I Q  DEXT . 
D I C E  CLASS MOVE FLY SWIM RANOE RANQE 

1D4+14 ( 9- 1 2)  D8 4 12 1 D4+6  

ALIQNMENT: HUNQRY 
FUUND I N :  DUNQEUNS, UPEN, WOUDS. DESERTS, WATER, 

C I T I E S  

NUMBER PRUBABILITY UF TREASURE AND 
60% H L A I R  ( 2 0 % )  1 D4 

WANDER I NO 1 D 2  10% H 

ATTACKS : 

TYPE 

1 BREATH, (I) H I T  D I C E I D 6  F I R E  I N  A 1 '  X 80' L I N E  
2 CLAWED HANDS 4D4 PLUS 4D6 F I R E  
1 FLAMINQ WEAP~N, BY WEAPUN TYPE 

DESCRIPTIUN: 

A QURILLA-SIZED R E P T I L L I A N  HUMANUID, BURNT URANQE 
I N  CUL6R. I T  ALWAYS MUVES AS I F  I T  IS WEARINQ 
BUUTS UF TRAVELLINQ AND LEAPINQ. I T  CAN USE I T S  
F I R E  BREATH UP TO THREE TIMES A DAY. 

A L  I QNMENT : NEUTRAL 
FUUND I N :  DUNQEUNS 

PAOE 29 
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F L A I L S P I K E  TYPE: ENCHANTED MUNSTER F L A I L T A I L  

CREATED BY: C. BIQQLESTUNE a P. SAVUY DESCR I PT I UN : 

HI T ARMUR I Q  DEXT . 
DICE CLASS MUVE FLY SWIM RANQE RANQE 

SD8 5 9 1 D2+2 1D8+16 

ALIQNMENT: HUNQRY 
FUUND I N :  DUNQEUNS, WUUDS, SWAMPS 

NUMBER PRUBAB I L I TY UF TREASURE 
L A I R  (35%) 1 0 4  25% F 
WANDER I NO 1 D2 

ATTACKS : 

2 SPIKED TENTACLES l D l O  
1 B I T E  4D4 PLUS DISEASE 
1 SPELL, PASSWALL", THREE TIMES A DAY 

DESCR I PT I UN : 

AND TYPE 

A SHAMBLINQ RUBBERY-QREEN HUMANUID THlNQ WHI 

THE BEAST'S UGRE STRENQTH WILL BE USED TU PUL 
V I C T I M  I N  TU I T S  MUUTH FUR AN AUTUMATIC B I T E .  
B I T E  HAS A 10% CHANCE UF BEINQ DISEASED (USE 
"ARDUIN GRIMUIRE" DISEASE TABLE).  

SEVEN TU E I ~ H T  FEET TALL. IF BUTH TENTACLES 
CH IS 
H I T  
.L THE 

THE 
THE 

THE F k A l L S P l K E  IS IMMUNE TU "CUNFUSIUN" AND 
FEAR I 

***** 
F L A I  L T A l  L TYPE: MISCELLANECIUS 

CREATED BY: STEVE HENDERSON 

PAQE 

LARQE UNINTELLIQENT CREATURE THAT BACKS INTU 

BUTTUCKS. I T  IS IMMUNE TU PSIUNICS AND STUNINQ. 
B A T T L ~  ITS ARMOR CLASS IS DUE TU ITS MASSIVE 

***** 
FLAMEBEAR TYPE: ANIMAL 

CREATED BY: C L I N T  BIQQLESTUNE 

H I  T ARMUR I Q  DEXT 
D l  CE CLASS MUVE FLY SWIM RANQE RANQE 

6D8 2 +  1 1 2  2D8+8 1D4+1S 

ALIONMENT: LAWFUL 
FUUND I N : DUNQEUNS , UUTDUURS , R I  VERS , SWAMPS, C 1 T I  ES 

NUMBER PRUBAB I L I TY UF 
L A I R  (30%) 2D8 100% A 

30% A WANDER I NO 1 D4 

ATTACKS : 

1 BREATH, 1D10 F I R E  
2 CLAWS, 4D8 
1 B ITE ,  6D6 

TREASURE AND TYPE 

DESCRIPTIUN: 

A HlDEUUS DWARF-SIZED, BEAR-SHAPED CREATURE EN- 

IMMUNE Tdi F I R E  WANDS STAVES AND STONINQ AND CAN 

W I SHES I 

TI RELY PEACEFUL UNLESS ATTACKED. I T I S CUMP~ETELY 

WALK THROUGH WALLS U S ~ N O  PHAS~-DCIUR AS OFTEN AS IT 

H I T  ARMUR 10 DEXT . *I*** 

7D8 2 + 9  1 2  1 D4 1 D9+3 FLAMEQUILL TYPE: ANIMAL 
DICE CLASS MUVE FLY SWIM RANQE RANQE 

ALIQNMENT: CHAUTIC CREATED B Y :  STEVE PERRIN 
FUUND I N :  DUNQEUNS 

L A I R  (30%) 1 D2 30% I 1 OD8 2+2 9 1 0 3  2D6+6 
WANDER I NO 1 D2 10% I 
ATTACKS : FUUND I N :  UPEN, WUUDS, RIVERS, SWAMPS, C I T I E S  

H I T  ARMUR I Q  DEXT 
NUMBER PRUBABILITY UF TREASURE AND TYPE DICE CLASS MUVE FLY SWIM RANQE RANQE 

ALIQNMENT: HUNQRY 

2 T A I L S  6D6 
1 P S l a N t C  - PSYCHIC CRUSH 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (25%) 1 0 4  30% B 
WANDER I NO 1 D2 
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FLAMEQU I LL 

ATTACKS : 
3 QUILLS, 1010 FIREBALL 

DESCR I PT I UN : 

A LARQE, ELEPHANTINE SCAVENQER THAT LUUKS L I K E  AN 
UVERQROWN PURCUPINE. I T  PREFERS TU BURN I T S  FUUD, 
THEN QUM IT. IT I S  IMMUNE TO STUNINQ AND SPUKEN 
SPELLS. 

*I*** 

FLAUNTFIRE TYPE : HUHANU I D 
CREATED BY:  c. BIQQLESTUNE a P. SAVUY 

H I T  ARMUR I Q  DEXT . 
CLASS MUVE FLY SWIM RANQE RANGE 

7D8 6 1 2  1 1D4+12 
D ICE 

A L  I QNMENT : NUNE 
FUUND I N :  ANYWHERE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  ( 1 5 % )  1D6+2 100% D 
WANDER I NO 1 D6+2 5% 1 0 3  ITEMS 

ATTACKS : 

1 B I T E  1D8 
2 F L A M f W  "SWURDS", 406 (2D6  I F  SAVED AQAINST) 

DESCR I P T I  UN : 

. . - - - - . . 
"SWURDS 
A SEVEN FUUT TALL QREY SKINNED FURLESS APE. ITS 

1' ARE T H R E ~  FUUT LONQ FLAMES WHICH THE CRE- 
ATURE-CAN CREATE AT WILL. THEY ARE SAVED AQAINST 
AS I F  THEY WERE DRAQUN BREATH. 

IT IS I m U N E  TU F I R E  BUT SCARED UF COLD. 

*****  
FUI L MUNSTER TYPE: CLEAN-UP CREW 

CREATED BY: MARK NURTUN (DUN 2)  
H I T  ARMUR I Q  DEXT . 

DICE CLASS MUVE FLY SWIM RANQE RANQE 
408 3 6 104 2D6+6 

FUIL MUNSTER 

NUMBER PRUBABILITY OF TREASURE AND TYPE 
1 00% VAR I ABLE 
100% VARIABLE 

L A I R  ( 6 0 % )  1 D20  
WANDER I NQ l D l O  

ATTACKS : 

1 B ITE,  l D l 8  

DESCRI PT  I UN : 

HIQHLY VURACIUUS T H I S  CREA 

QULLET (ITS TREASURE) THE 
LAR TO THAT UF A GELAf IN0US 

AS A RESULT V A R I ~ U S  UBJECTS 
URE EATS ANYTHINQ AND 
WILL BE FUUFID I N  ITS 
TREASURE WILL BE S I M I -  
CUBE. 

USUALLY THE FUIL MONSTER IS MADE UUT UF T I N  BUT 
THERE I S  A 20% CHANCE THAT T WILL BE P+lC\.DE 6F CUP- 
PER UR SILVER.  I N  ANY CASE I T  WILL WEIGH APPR0XI- 
MATELY THE SAME AS 500 GP AND I T S  BODY CAN BE SULD 
AS THAT WEIGHT UF METAL. 

* ****  
FUULMUUTH TYPE: MISCELLANEUUS 

CREATED BY: C. BIQQLESTUNE d P .  SAVOY 

H I T  ARMOR I Q  DEXT . 
D ICE CLASS MUVE FLY SWIM RANOE RANQE 1D8+10 

( 1  1 - 1 6 1 0 8  2 + 1  6 1 D4+4 

ALIQNMENT: HUNQRY 
FUUND I N :  DUNGEUNS, UPEN, WUUDS, WATER, C I T I E S  

. _ _ -  NUMBER PSNJEABILITY UF TREASURE AND TYPE 
L A I R  I l U I l  1 uil 231 D 
WANDER I NO 1 D3 

ATTACKS : 

2 PAWS 6D4 
1 BREA~H, FIFTEEN FUUT RADIUS CLOUD UF MIASMA 

DESCRIPTION: 

A QURILLA-SIZED FRIQHT WHICH LUUKS L I K E  AN UPRIQHT 
AARDVARK WITH ADVANCED LEPROSY. 

A L L  SMELLINQ ITS BREATH MUST MAKE THEIR CUNSTITU- 
T I U N  RULL OR F A I N T  FUR 1D4 FULL TURNS. THUSE WHU 
MAKE THEIR SAVE FIQHT AT -2 FUR 104 FULL TURNS. 

A L  I QNMENT : HUNQRY 
FUUND I N :  DUNQEUNS 

THE FUULMUUTH I S  IMMUNE TU ALL  CLERICAL SPELLS. 
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I T  IS A EATER UF CARRIUN, BUT I T  I S  NUT ABUVE DESCRIPTIUN: 
CREATINQ SUME UN I T S  UWN. 

A MEDIUM S IZED WHIRLWIND UF CULD. I T  FEEDS UN *****  CULD SPELLS AND IS IrlMUNE TU MAGIC SAVE F I R E  
SPELLS. I T CARRI ES I TS TREASURE W I THI N A VORTEX 

FREEZETUSK TYPE: ANIMAL I N S I D E  ITSELF.  I T  WILL TRADE FOR COLD RELATED 
ITEMS. I T  CAN CREATE A TRIPLE-VALUED, DJ INN 

CREATED BY: CLINT BIQQLESTONE WHI R L W I  ND, 

H I T  ARMUR I Q  DEXT. 
D ICE CLASS MUVE FLY SWIM RANQE RANQE 
11D8 2+3 6 1 D6 2D6+6 

WHEN K I L L E D  THE FRUSTWIND'S TREASURE DRUBS UUT UF 
I T S  BODY. ANYONE BENEATH I T  MAY BE HURT BY THE 
FALLING ITEMS. 

ALIQNMENT: HUNQRY I**** 
FUUND I N :  DUNGEONS, UUTDUURS, RIVERS, SWAMPS, C I T I E S  

L A I R  (25%) 2D4 75% c CREATED B Y :  STEVE HENDERSUN 
WANDER I MQ 1 D4 

FUR I DELL TYPE: A L I E N  
NUMBER PRUBABILITY UF TREASURE AND TYPE 

ATTACKS : 

2 TUSKS, 306 
2 HURNS 1D12 
1 B R E A T ~ ,  3 ~ 6  CULD IN A CUNE 

H I T  ARMUR I P  DEXT . 
D l  CE CLASS MUVE FLY SWIM RANGE RANQE 

( 1 3 - 1 5 ) D B  6 1 2  1D3+15 1D3+9 

A L I  ONMENT : NEUTRAL 
FUUND I N :  ANYWHERE 

DESCR I PT I UN : NUMBER PRUBABILITY OF TREASURE AND TYPE 
L A I R  ( 7 5 % )  1 D6 100% RULL FUR TYPE 

A SMALL WALRUS WITH HURNS TUSKS AND LEQS. I T  IS WANDER I NQ 1 D6 100% ROLL FUR TYPE 

ATTACKS : 
I MMUNE TU CUNFUS I ON, WAND$, STAVES, AND CULD . 

I**** 
1-2 SPIKES 806 PLUS SEE BELUW 

TYPE: ENCHANTED MUNSTER 2 CLAWS, 1 6 3  FROSTW I ND 

CREATED BY: STEVE HENDERSON DESCR I PT I UN : 
H I T  ARMUR I Q  DEXT 

( 2 0 - 6 0 ) D 8  2+6  48 1 D3+15 1 D6+30 
DICE CLASS MOVE FLY SWIM RANGE RANGE 

ALIQNMENT: NEUTRAL 
FOUND I N :  DUNGEONS, MUUNTAINS 

NUMBER PRUBABILITY UF TREASURE AND 
L A I R  (100%) 1 100% REFEREE UPTIBN 

ATTACKS : 

1 COLD WIND, 1 0 0 4  

TYPE 

A SMALL INVADER FRUM ANUTHER DIMENSION I T  LUOKS 

ING ABOUT FORTY POUNDS. I T  HAS PSIONIC POWERS, 
USUALLY INCLUDINQ A L L  ATTACK AND DEFENSE MODES 
WITH A STRENGTH OF ABUUT 1 5 0  POINTS. I T  HAS 6 - 1 2  
P S l b N I C  POWERS RANDOMLY CHOSEN. I T  ALSU OFTEN 

SUMETHINQ LIKE A BEAVER WITH A SPIKED +AIL, WEIQH- 

HAS TECHNOLOGI~AL ITEMS. 

I T S  HANDS CAN HdLD DAQQERS BUT NUT SWURDS I T  HAS 
ART1 F I  C I  ALLY MUTATED I TS BUDY TO BE ABLE f U  CHARGE 
I T S  SPIKES WITH AN): UE THE FOLLOWING: 

TERY, I T  IS IMMUNE TU NURMAL WEAPUNS. 

F I R E "  
"COLD LIGHTNINQ DISINTEGRATION"  DEATH^ 
AND "FLESH-TU-STONE~. DUE TU ITS BIOLOGICAL MAS- 
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VERY UFTEN THE FURIDELL WILL BE ACCUMPANIED BY 
UTHER CREATURES WHICH I T  HAS UNDER I T S  PSIUNIC 
CUNTRUL. I T  WILL USE THESE CREATURES AS "CANNON 
FUDDER" TO SOFTEN A PARTY UP BEFURE I T  CLUSES TU 
DU BATTLE ITSELF.  USUALLY THE FODDER CREATURES 
ARE A MIXTURE UF SEVERAL DIFFERENT TYPES. 

I**** 

FURY TYPE: ENCHANTED MUNSTER 

CREATED BY: WAYNE SHAW 

H I T  ARMOR I Q  DEXT. 
D ICE CLASS MUVE FLY SWIM RANGE RANQE 
6D8+1 -2 20 40 2D6+6 1D6+12 

ALIQNMENT: NEUTRAL 
FUUND I N :  ANYWHERE 

L A I R  (10%) 1 0 4  100% B 
WANDER I NQ 1 D4 

ATTACKS : 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

2 CLAWS, 1D8 
1 QAZE, SAVE VS. MAOIC UR FLESH ROTTED FRUM BUNES 

DESCR I PT 1 ON : 

APPEARS AS A OEMUNIC F P I A L E  WITH BRUNZE WINOS AND 
CLAWS. SHE CAN TURN I N V I S I B L E  UR POLYMURPH INTU 
A HUMANUID FEMALE. UFTEN USED AS A PUNISHER BY 
DEMI-QODS AND SUCH SHE HAS THE SENSING A B I L I T Y  
UF AN ONYX DOQ. UNCE SHE I S  ATTACKED SHE NEVER 
STUPS F IQHTI  NO UNTI L E1 THER SHE UR HEk 0PPUNENT I S  
SLAIN.  

* ****  
FUZZY TYPE: ENCHANTED MUNSTER 

CREATED BY: PAUL JAQUAYS (DUN 2 )  

H I T  ARMUR I Q  DEXT 

208 7 3 2D6 2D6 
D ICE CLASS MUVE FLY SWIM RANQE RANQE 

FUZZY 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
4D6 100% D L A I R  ( 6 0 % )  

WANDER I NO 406 

ATTACKS : 

1 P S I  UN I C, "MI ND BLAST" 
2 STINGS 2D6 PLUS PARALYZATIUN (SEE BELOW) OR 
3 CUNSTR~CTIONS 1 ~ 3  PER TURN AFTER HIT UR 
3 WEAPONS. BY W ~ A P U N  TYPE 

DESCR I PT I UN : 

THE STING I S  S I M I L I A R  TU AN ELECTRIC EEL SHUCK 
PLUS I F  A SAVINQ THRUW IS NUT MADE THE V I C T I M  I S  
PARALYZED FOR THE SAME NUMBER UF TUkNS AS H I T  
PUINTS TAKEN. AFTER I T  H I T S  I T  CAN CUNSTRICT DU- 
ING AN AUTUMATIC 1D3 PER MELEE TURN. THE STING 
CAN UNLY BE USED TWICE A DAY. 

A L I V E  FUZZY CAN REQENERATE TENTACLE H I T S  AS A 
TRULL. THE TENTACLES HAVE UNE H I T  PUINT EACH. 

I F  I T  USES A WEAPUN, I T  ATTACKS AS A THIRD LEVEL 
FIQHTER WITH -1  H I T  PRUBABIL ITY.  THE FUZZY CAN 
COMBINE I T S  VARIUUS FORMS UF ATTACK, USINQ EACH 
TENTACLE FUR A DIFFERENT ONE. 

THE FUZZY HAS F I F T Y  PSIUNIC STRENBTH PUINTS BUT 
MAY UNLY USE "MI  ND BLAST" AND " THUUQHT SH I ELD" . 
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ALIQNMENT: CHAOTIC 
FUUND I N :  ANYWHERE 
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TYPE: ANIMAL QANQBAT 

CREATED BY: QLENN BLACUW (AbE 1 2 )  

H I T  ARMUR I O  DEXT . 
D ICE CLASS MUVE FLY SWIM RANGE RANQE 

1 D 2  9 30 1 D6 2D6+6 

ALIQNMENT: HUNQRY 
FOUND I N :  ANYWHERE 

L A I R  (25%) 40D20 
WANDER I NO 40D20 

ATTACKS : 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

1 B ITE ,  1D3 

DESCR I P T I  UN : 

A SMALL FLYING ANIMAL S I M I L A R  TU A BAT. I T  AL-  
WAYS A T ~ A C K S  AS PART ab A HBRDE. 

* ****  
GERD TYPE: ANIMAL 

CREATED BY:  SCUTT MC CARTNEY 

H I T  ARMOR I P  DEXT. 
D ICE CLASS MUVE FLY SWIM RANGE RANQE 
4D8+ 1 6 6 1 6 1 D 3 + 8  

A L  I QNMENT : ANY 
FOUND I N :  OUTDUURS, RIVERS 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  ( 1 5 % )  2D8 
WANDER I NG l D l O  

ATTACKS : 

2 HUUVES, 1D6 
2 HORNS, 1D4 

DESCRIPTIUN: 

A SIX-LEQQED BEAST LARQER THAN A HORSE AND RESEM- 
BL INQ A DUQ). I T  I &  HALF AGAIN AS B I Q  AS A DUTTLE. 
I T  HAS A MASSIVE DUUBLE HORN PRCJTRUDING: FROM I T S  
HEAD THE QERD fs QUI TE RARE AND WHEN TAMED, I T  
IS LUYAL TO THE D ~ A T H .  
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QHBST CRAB TYPE: UNDEAD 

CREATED BY:  DAVE HARGRAVE (AG 1 )  

QHUSTLY HUWLER 

ATTACKS: 
H I T  ARMOR I Q  DEXT . 1 B I T E  8D8 

1 SUNIk ,  DEAFENS CLASS MUVE FLY SWIM RANGE RANGE 
( 5 - 9 ) D 8 + 1  2 + 2  10 1 5  1 D4 1 D3+17 

DICE 

DESCR 1 PT 1 UN : 
ALIGNMENT: HUNQRY FUUND I N :  DESERTS, SEAS A MANSIZED BULLDUG WITH SABRE-LIKE FANGS. I T  TRA- 

WANDER I NG 1 D4 
ATTACKS : RADIUS AND LASTS 2D10 MELEE PUUNDS, l D l O  ROUNDS I F  

VELS I N  THE ETHERIAL, ENTERINO THE NORMAL PLANE 

THE DEAFENING EFFECT UF I T S  HOWL HAS A FURTY FUUT 

A SAVE VS. WANDS I S  MADE. WHEN I T  HOWLS I N  THE 
ETHERIAL PLANE, THE SUUND MAY BE HEARD AS MUCH AS 

PLUS 1 L IFE-LEVEL DRAIN A HALF A M I L E  AWAY, BUT I T  DBES NUT HAVE THE DEA- 

NUMBER PRUBABILITY UF TREASURE AND TYPE TU ATTACK. 

2 CLAWS, 4D6 TU 4 0 1 0  DEPENDING UN S I Z E  
1 BITE,  306 TU 4D8 DEPENDING ON S I Z E  FENING EFFECT. 

DESCRIPTIUN: SONIC ATTACKS. 
PLUS 1 L IFE-LEVEL DRAIN 

THE GHOSTLY HUNTER IS IMMUNE TO LIQHTNINQ AND 

A GIANT TRANSLUCENT CRAB WITH HUGE SERRATED CLAWS 
AND A G k I  NNI NG BEFANGED MUUTH. I T IS FUUND I N 
SUNKEN CIT IES,  DRIED UP SEA BEDS, SALTUN SEAS, 
ETC. 

I T S  HAS +5 SAVING THROWS AGAINST ALL FORMS UF 
CLERICAL MAGIC AND I T  C13MPLETELY IMMUNE TU FEAR, 
CUNFUSIUN. AND PARALYSIS. I T  CAN UNLY BE H I T  BY 
MAGICAL WEAPdNS, 

THE DAMAGE DUNE BY I T S  B I T E  REPRESENTS THE AMUUNT 
OF THE V I C T I M  WHICH IS EATEN BY THE CRAB. I T  UNLY 
B I T E S  IF UNE UF MURE UF I T S  CLAWS H I T S  AND THE 
V I C T I M  IS UNABLE TU ESCAPE I T S  GRASP. 

**I** 

GHOSTLY HUWLER TYPE: ANIMAL 

CREATED BY: c. BIGGLESTUNE a P. SAVUY 
H I T  ARMOR 1 Q  DEXT . 

CLASS MUVE FLY SWIM RANGE RANQE 
1 2D6+ 1 4 1 5  1 D4 1D4+14 

D ICE 

ALIGNMENT: HUNGRY 
FUUND I N :  ANYWHERE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
WANDER I NO 1 D2  

* * * * *  
GHUSTSHARK TYPE: ENCHANTED MUNSTER 

CREATED B Y :  C. BIGGLESTUNE 8 P. SAVOY 

H I T  ARMUR IO DEXT . 
D ICE CLASS MUVE FLY SWIM RANGE RANQE 

( 5 - 7 ) D 8  4 15 1 1D6+10 

A L  I GNMENT : HUNGRY 
FUUHD I N :  ANYWHERE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
WANDER I NO 1 

ATTACKS : 

1 B I T E ,  4D10 

DESCRl PT I UN: 

A SHARK WHICH "SWIMS" UN THE ETHERIAL PLANE BUT 
CAN B I T E  INTU NORMAL SPACE. I T  CAN ONLY BE STRUCK 
BY AN ETHERIAL ATTACKER. THE SHARK IS TUU DUMB TU 
TRY TU ESCAPE WHEN ATTACKED BUT I T  IS USUALLY 
CONTENT w I TH A s I NGLE MAN-sf ZED K I LL . 
EVERY TIME I T  B I T E S  THERE IS A 5% CHANCE THAT 1D4 
ADDITIUNAL GHUSTSHARKS WILL BE ATTRACTED TU THE 
SCENE UF BATTLE. 
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QL I TCH TYPE: MISCELLANEUUS QUDSTALKER 

CREATED BY: C. PETTUS (AbE 18) DESCRIPTIUN: 

I Q  DEXT , A THIRTY FUUT LUNQ HIDEUUS SNAKE WITH TWU FRUNT $E!!! MUVE FLY SWIM RANQE RANQE LEQS EACH TERMlNAtINQ I N  F I V E  LARGE SHARP CLAWS. 

JECTS THE ACID INTU THE V I C T I M ' S  BODY. I T S  FAVU- 
AL I QNMENT : NUNE R I T E  FUUD IS THE FLESH UF HURSES MULES AND CAT- 

MEN UR DRAQUNS. 

H I T  
DICE 
1 D8+4 9 1 2  2D6+6 2D6+6 THE ~UNQUE IS HULLUW AND WHEN IT STRIKES IT IN- 

FUUND I N :  DUNQEUNS TLE, BUT IT IS MUST WILLINQ TU TC~Y THE CLESH UF 

L I QHTN I NO AND I T HAS VAMPI RE-L I KE R~QENERAT I ON, 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
WANDER I NQ 1 THE QUDSTALKER IS IMMUNE TO STONINQ F I R E  AND 
DESCRIPTIUN: I T  IS NEVER FUUND I N  CULD AREAS. 

APPEARS AS A UNE INCH DIAMETER BALL UF FUR, S I M I -  
LAR TO A TRIBBLE. THE QL ITCH fS CUMPLETELY PACI -  
F I S T I C  BUT FASCINATED BY CUMBAT. I F  ANY FIQHTINQ 
BREAKS OUT WITHIN THIRTY FEET UF A QLITCH EACH 
CUMBATANT MUST MAKE A SAVING THROW VS. MAbIC, UR 
STOP FIGHTING (NEITHER WEAPUNS NUR SPELLS MAY BE 
USED). THIS  EFFECT CUNTINUES U N T I L  EITHER THE 
FIQHT UR THE QLITCH MUVES AWAY. 

WHEN UBSERVING A BATTLE THE QLITCH TRYS TU "HIDE 
I N  SHADOWS" (65% CHANCE'UF SUCCESS) I F  ATTACKED 

DOQ B L I M S  DUES. 
THE GLI TCH w I LL TELEPORT AWAY , E X A C ~ L Y  AS A BLI NK 

***** 
QUDSTALKER TYPE: ANIMAL 

CREATED BY: c. BIQQLESTUNE a P. SAVUY 

H I T  ARMUR I Q  DEXT 

(13-1S)DB 5 9 1D4+6 1D6+12 
D l  CE CLASS MUVE FLY SWIM RANQE RANGE 

***** 
TYPE: AN QULCUDULUS 

CREATED BY: KAJ a CECIL NURSE (DUN 41 

H I T  ARMUR I Q  
DICE CLASS MOVE FLY SWIM RANQE 

2D8 4 18 2D6 
ALIQNMENT: CHAUTIC 
FUUND I N :  DUNGEUNS 

I MAL 

DEXT 

2D6+6 
RANOE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
WANDER I NQ 1 OD6 

ATTACKS : 

1 B I T E  1D6 

1D4 T A I L  WHIPS, 1D4 
1 BREA~H,  1 ~ 6  ACID AND FIRE 

DESCRIPTION: 
ALIQNMENT: HUNQRY A DUO-LIKE CREATURE WITH A LARQE HEAD AN MUUTH 
FUUND I N :  DUNQEUNS, UPEN, WUUDS, DESERTS, WATER, PACKED WITH TEETH' A SHURT MUSCULAR BUDY AND A 

U L I  WITH 1D6 ACCOMPANYINQ EACH ONDOCULUS CLE- 
R I  CAL TYPES CAN SUMMUN UP LARGE NUMBERS OF THEM I F 

L A I R  (40%) 1 75% H I N  TRUUBLE. THE GULCUDULUS HAS A KEEN SENSE UF WANDER I NQ 1 SMELL AND IS VERY DIFF ICULT TO SURPRISE t3R ESCAPE 
FROM. ATTACKS : 

C I T I E S  LUNQ WHI P - L I K E  TAf L. I T I &  THE PET bF THE ONDUC- 
NUMBER PRUBABILITY UF TREASURE AND TYPE 

1 TUNQUE, 4D4 PLUS 8D6 A C I D  
2 CLAWS, 5D6 

I T S  BREATH IS A CUMBINATIUN UF ACID AND F I R E .  THE 
CUMBINATIUN CAUSES THE ARMdR CLASS UF THE V I C T I M  
OF THE BREATH TU BE LOWERED BY TWU CLASSES WHEN 
RESULVING THE (SUTCUME OF BEINQ BREATHED UPUN. THE 
BREATH TAKES THE FORM UF A CUNE, THREE FEET LUNQ 
AND WIDE AT THE BASE AND IS ONLY BE USEABLE I N  
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QULCUDULUS 

MELEE A FAVURITE TACTIC IS TU S I E Z E  HULD UF A 

AUT0MATlC BREATH H I T .  THE V ICTIM 'S  SAVING THROW 
IS LESS THAN OR EQUAL TCI H I S  STRENGTH TU PREVENT 
THE GOLCUDULUS FRUPI HANGING UN AFTER I T  B ITES.  

PERSUN AND THEW BREATHE THRUUQH ITS TEETH FUR AN 

THE T A I L  CAN H I T  1D4 TIMES PER TURN BUT CANNUT 
HIT SUMEUNF. WHU IS HELD IN THE QULC~DULUS~ JAWS. 

THE LARQER MURE INTELLIQENT MEMBERS UF T H I S  
SPECIES CAk WALK PARTIALLY UPRCGHT UN TWU LEQS AND 
SPEAK A RUUGH FURM OF BNDUCULUM. 

*****  
QULDSHELL TYPE: ANIMAL 

CREATED BY: STEVE HENDERSCIN 

ARMUR I t 2  DEXT, 
CLASS MUVE FLY SWIM RANOE RANQE 

H I T  
DICE 

(16 -201D8 2 + 8  1 2  104 1D3+12 

ALIQNMENT: NEUTRAL 
FUUND I N :  DUNGEUNS 

NUMBER PRCIBABILITY CIF TREASURE AND TYPE 
WANDER I NQ 1 

QULEM, DUST TYPE: ENCHANTED MUNSTER 

CREATED BY: JERRY JACKS 

H I T  ARMUR I Q  DEXT 
DICE CLASS MUVE FLY SWIM RANGE RANQE 
6D8 2 + 2  4 1 D8 306 

ALIQNMENT: CHAUTIC, NEUTRAL 
FUUND I N :  DUNGEUNS, UUTDOURS, RIVERS, SWAMPS, C I T I E S  

L A I R  (10%) 1 10% A 
WANDER I NQ 1 

ATTACKS: 

NUMBER PRdBABIL lTY  UF TREASURE AND TYPE 

1 PUNCH, 4D10 

DESCRIPTIUN: 

* * * * *  
ATTACKS : QULEM, QARLIC BREAD TYPE: ENCHANTED MUNSTER 

3 CLAWS, 1D10 
1 TUSK 304 
5 PINCkRS, 4D6 

DESCRI P T I  UN : 

CREATED BY: ANDERS SWENSUN 

H I T  ARMOR I Q  DEXT . 
Dl CE CLASS MUVE FLY SWIM RANGE RANQE 

6D8 4 6 0 2D6+6 

A SHELLED ANIMAL RATHER L I K E  AN ARMADILLU WITH A L  I ONMENT : ANY 
EXTRA LEOS AND PINCERS. FUR ALL UF THAT IT IS FUUND I N :  DUNOEUNS, C I T I E S  
VERY BEAUTIFUL AND QRACEFUL WITH A GULDEN SHEEN 
CUVERING ITS SHELL IT NUR~ALLY DWELLS ON THE NUMBER PRUBABILITY OF TREASURE AND TYPE 
ETHEREAL PLANE MOVING 24 INCHES PER TURN THERE. L A I R  (40%) 1 D4 100% A 
I T  IS IWlUNE T 6  COLD. WANDER I NO 1 D 4  

UNCE I T  DETECTS A VICTIM,  I T  WILL FULLUW H I M  UNTIL  ATTACKS : 
I T  GETS A CHANCE TO SLAY H I M  FUR FUUD. I T  IS 
CARNIVURUUS AND I T S  FAVORITE PREY IS THE PHASE 1 B I T E  1D6 
SPIDER. 1 GARLIC BREATHE, 406 PUISON 

THE H I T  D I E  RANQE QIVEN IS TYPICAL, BUT LARQER 
SPECIMENS CAN UCCUR. 

DESCR 1 PT I UN : 

LUUKS L I K E  A MAN-SHAPED LUAF UF QARLIC BREAD I T  
IS IMMUNE TU ALL MAQIC. FIRE INCREASES THE DAMAQE 
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QOLEM, QARLI C BREAD 

UF I T S  B I T E  BY 1D4.  I T  CAN UNLY BE STRUCK BY AN 
EDQED WEAPUN UF +1 UR BETTER. I T S  V ICTIMS WILL 
STINK UF QARLIC THE GARLIC BREAD QULEM IS USU- 

PUTATUES ( Q . V . )  WHICH I T  USES AS MISSLES. 
ALLY FUUND C A R R ~ I  NQ A SACK FILLED w I TH STARDUST 

MAINLY FUUND I N  PIZZERIAS.  

*I*** 

QULEM , WAX TYPE: ENCHANTED MUNSTER 

CREATED BY: MERLE DAVENPURT (DUN 1) 

H I T  ARMUR I Q  DEXT 

75 7 8 104 1 D6+6  
PUI NTS CLASS MUVE FLY sw IM RANQE RANGE 

A L  I QNMENT : ANY 
FUUND I N :  DUNQEUNS, C I T I E S  

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (25%) 1 D4 
WANDER I NO 1 D4 

ATTACKS : 

1 HIT ,  2D6 UR BY WEAPaN TYPE 

DESCRIPTIUN: 

I F  A WAX QULEM I S  MELTED I T  WILL REFURM BACK INTU 

WEAPUNS HAVE A 10% CHANCE UF QETTING TEMPURARILY 
STUCK I N  I T S  BUOY WHEN THEY H I T  AND A 5% CHANCE UF 
QETTING STUCK PERMANENTLY FLAMING WEAPUNS HAVE A 

IS A 5% CHANCE THAT I T S  FLAME WILL BE SMUTHERED BY 
MELTED WAX. THE GULEM CANNUT BE K I L L E D  BY HACKINQ 
UR CUTTINQ, UNLY MAIMED. 

ITS URIGINAL SHAPE UNLES~ ALSU BURNED. 

5% CHANCE UF QETTING TENPURARILY STUCK AND THERE 

NUN-FLAME 

THERE IS UNLY A 5% CHANCE THAT A H I T  BY A MISSLE 
WILL DU ANY DAMAQE TU THE GULEH DUE TU THE ABSCIRB- 
T I V E  PUWERS UF THE WAX. 

A "CULD" SPELL INCREASES THE QULEM'S ARMUR CLASS 
TU ZERO AND SLUWS I T S  WVEMENT TU FOUR INCHES 

WILL SHATTER AND K I L L  I T .  
HUWEVER A SULID BLUW TU THE GULEM IN THIS S T A ~ E  

PAQE 

QULEM, WOOD 

CREATED B 

H I T  
PU I NTS 

50 

A L  I QNMENT 
FUUND I N :  

TYPE : ENCHANTED MUNSTER 
: QLEN TAYLOR (DUN 3) 

ARMOR I Q  DEXT . 
CLASS MUVE FLY SWIM RANQE RANQE 

1 9 1 D 4  1 D6+6 

NEUTRAL 
DUNQEUNS, OPEN, WaUDS, RIVERS, SWAMPS , 
C I T I E S  

NUMBER PRUBABILITY UF TREASURE AND TYPE 
1 1 D 3  L A I R  (10%. 

WANDER I NO 1 D3 

ATTACKS : 
1 WEAPUN, BY WEAPUN TYPE + 4  DAMAQE 

DESCRIPTIUN: 

CREATED BY ELEVENTH LEVEL UR HIQHER DRUIDS I T  
MUST BE CUNSTRUCTED UF WUUD THAT HAS DIED A NATU- 
RAL DEATH (NUT BY F I R E  DISEASE CIR BEING CHUPPED 
DOWN 1 I I T TAKES 1 D4+4' WEEKS TO' CUNSTRUCT . 
I T  CAN USE ANY WEAPUN USEABLE BY A DRUID F I R E  

RESISTANCE FRUM POTICINS UR SPELLS. COLD ACTS AS 
A "SLUW" SPELL. LIGHTNING HAS A 20% CHANCE UF 
K I L L I N G  I T ,  ELSE I T  HAS NO EFFECT. 

DUES DUUDLE DAMAGE BUT THE QULEM CAN RECEIVE FIRE 

THERE IS A 30% CHANCE THAT THE QULEM WILL FLEE I F  
F I R E  IS USED AQAINST I T  T H I S  IS TESTED EACH MELEE 
RCJUND AFTER THE F I  RST U&E UF F I  RE. 

THE QULEM IS IMMUNE TU NUN-MAQICAL WEAPUNS. 

*I*** 

QRABTUSK TYPE: ANIMAL 

CREATED BY: STEVE HENDERSUN 

H I T  ARMUR I Q  DEXT . 
DICE CLASS MUVE FLY SWIM RANBE RANGE 

( 7-9 1 D 8  6 9 15 1 D 3  1D4*14 

ALIGNMENT: CHAUTIC 
FUUND I N :  UPEN, WUUDS, MUUNTAlNS 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  ( 5 % )  1 D3 100% D 
WANDER I NQ 1 D 3  
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QRABTUSK 

ATTACKS : 
2 TENTACLES, 406 
1 TUSK 4D6 
2 BITE&, 3D4 

DESCRIPTIUN: 

A VERY LARQE TWU-HEADED FLYINQ CREATURE. I T  

IMPALE THEM UN ITS CENTRAL TUSK TU MAKE SURE THAT 
THEY ARE DEAD. I T  IS IMMUNE TU FEAR, STONINQ, AND 

LIKES TO pick UP CREATUR~S WITH A TENTACLE AND 

TU ALL SPUKEN SPELLS. 

*I*** 

QRAZAN TYPE: ANIMAL 

CREATED BY: RUQER HARVEY 

H I T  ARMUR I Q  DEXT 
D1 CE CLASS MOVE FLY SWIM RANQE RANQE 
4D8+ 1 4 6 1 2  1 D6+6  1 D6+3  

ALIQNMENT: NEUTRAL 
FUUND I N :  MOUNTAINS, A I R  

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  ( 5 % )  l D l O  100% c 
WANDER I NO 1 D4 25% 1D8 GP EACH 

ATTACKS : 

1 PECK 1D4 
2 CLAW&, 103 

DESCR I PT I UN : 

S I X  TU SEVEN FEET TALL, THE QRAZAN HAS THE HEAD UF 
A B IRD A HUMANUID BUDY WITH TALUNED B I R D  FEET, 

SPREAD. 
AND BA+-LIKE WINQS WHICH HAVE A SIX F ~ U T  WING- 

* ****  
QREML 1 N TYPE: HUMANUID 

CREATED BY:  R. SCHWALL 

H I  T ARMUR I Q  DEXT. 
PUINTS CLASS MUVE FLY SWIM RANGE RANQE 

1 9 12 20 20 

QREML I N 

A L  I ONMENT: NEUTRAL 
FUUNO IN:  ANYWHERE 

WANDER 1 No l D l O O  

DESCR I P T  I UN : 

NUMBER PRUBABlL lTY UF TREASURE AND TYPE 

***** 
GREY HURRUR TYPE: Q 

CREATED BY: DAVE HARQRAVE (AQ 1 )  

H I T  ARMUR I Q  
D1 CE CLASS MUVE FLY SWIM RANQE 

( 3 - 8 ) D 8 + 1  5-3 24 1 D6 

ANT INSECT 

DEXT 

1D6+15 
RANGE 

ALIGNMENT: HUNQRY 
FUUND I N : DUNQEONS , WUUDS , DESERTS , SWAMPS 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (95%) 2D12 
WANDER 1 NQ 2D12 

ATTACKS : 

2 CLAWS, 1D8 TO 3D6 
1 B I T E  104 TU 1D12 

PLUS (9  H I  
1 ST IN^, 1 ~ 3  TU IDB 

DESCRIPTIUN: 

DEPENDINQ UN S I Z E  
DEPENDINQ UN SIZE 
DEPENDINO UN SIZE 

D I CE) D6 VENUM 

A CRUSS BETWEEN A Q ANT SCUIRPIUN AND A SPIQA 
(QIANT SPIDER) .  I T  I S  (0 H I T  D ICE)  * 3 FEET LUNQ 
AND THE CULUR UF GREY QUN METAL. 

THE HURRUR I S  CUMPLETELY IMMUNE TU VEMUN AND PUI- 
SUN AND UNLY TAKES HALF DAMAGE FROM ACID, F IRE,  
AND COLD. 

HUBBIT S I Z E D  V ICTIMS UF I T S  VENUM WILL DISSOLVE AT 
3D6 PER TURN (NU SAVE).  MAN S I Z E D  AND LARQER WILL 
BE PARALYZED. 
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QRIFFOWTUMUS TYPE: FLYER 
CREATED BY: C. ULRICH (AUE 16) 

H I  T ARHUR I Q  DEXT, D ICE CLASS MOVE FLY SWIM RANQE RANOE 
SD8+2 4 12 15 lDS+S 2D6+6 

A L  I QNMEN? : NEUTRAL 
FUUND IN.  DUNQEONS, RIVERS, A I R  

NUMBER PRUBABILITY UF TREASURE AND TYPE 
WANDER I NO 2D8 
ATTACKS : 

1 B I T E  2D6 
2 CLAW$, 1 ~ 6  

DESCR I PT I ON : 
A HIPPUFUTAMUS WITH EAOLE-LIKE WINOS AND CLAWS. 
I T  I S  A VERY FIERCE FIQHTER THUUOH I T  USUALLY 

TAR I AN. 
WILL NUT ATTACK UNLESS PRUV~KED. I T  IS A VEGE- 

*I*.* 

OR 1 FYL I SK TYPE: ANIMAL 
CREATED BY: DAVE HARQRAVE 

I Q  DEXT H I T  ARHUR 
DICE CLASS MUVE FLY SWIM RANQE RANQE 
5D8+2 4 10 18 2D6 2D6+6 

A L  I QNMENT 
FUUND IN :  

CHAUT I C 
ANYWHERE 

QROANER TYPE: HUMANOID 
CREATED BY: DAVE HAltORAVE 

DEXT. I Q  ARMUR DICE H I  T CLASS MOVE FLY SWIM RANQE RANGE 

1 D4 6 6 3D6 3D6 
ALIQNMENT: NEUTRAL 
FUUND I N :  DUNBEBNS, OUTDOORS, RIVERS, SWAMPS, C I T I E S  

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (30%) 1D12 100% D 
WANDER I NO 1 D6 20% D 

ATTACKS : 
1 B I T E  1D3 
1 MOAN: SYMPATHY (SEE BELOW) 

DESCRIPTIUN: 

***** 
TYPE: ANIMAL QROND 

CREATED BY: DAVE.HARQRAVE 

DEXT . ARMUR 
CLASS MUVE FLY SWIM RANQE RANQE 

2D6+6 
I Q  

7 6 2D6 

HIT 
DICE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (25%) 2D6 1OOX F 
WANDER I NG 1 D6 ( 3-5 1 D8* 1 

ATTACKS : ALIQNMENT: LAWFUL NEUTRAL FUUND I N : DUNQEUNQ, UUTDUURS, R I VERS, SWAMPS, C I T I  E$ 
1 B I T E  2D4 PLUS STUNINQ 
2 CLAWS, 206 PLUS STUNINQ 
1 QAZE, STUNINQ L A I R  (40%) lD12 100% B 

A QRIFFUN WITH A B A S I L I S K  HEAD. 

NUMBER 

1 D6 
PRUBABILITY OF TREASURE AND TYPE 

WANDER I NO 

ATTACKS : 
DESCRIPTION: 

10 QUILLS, 103 PLUS 306 POISON 
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QRUND 

DESCRIPTIUN: 

S I X .  FUUT TALL ERECT, BADQER-LUUKINQ BEAST WITH 

VORUUS AND FRIENDLY I F  NUT PRUV0KED. I T  WILL F I R E  
QUILLS I N  BUNCHES OF TEN TU A RANGE UF SIXTY FEET. 

120-180 PORCU~INE-LIKE QUILLS ON ITS BACK OMNI- 

***** 
GRUBBER TYPE: INSECT 

CREATED BY: LEE QULD (ABE 13) 

H I T  ARMUR I Q  DEXT 

708 3 6 1 D 6  2D6+6 
DICE CLASS MOVE FLY SWIM RANGE RANQE 

ALIQNMENT: HUNQRY 
FOUND I N :  DUNQEbNS, WUUDS, RIVERS, SWAMPS, C I T I E S  

WANDER I NQ 2D6 

ATTACKS : 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

2 CLAWS, 1D8, +1 H I T  PIWBABIL ITY 

DESCR I PT I ON : 

THE CATERPILLER FORM UF THE NYOSAN BUTTERFLY. I T  
EATS ANYTHINQ ORGANIC AND CAN OPEN ARMOR WITH I T S  
CLAWS. THE GRUBBER IS DEAD WHITE I N  COLOR WITH 
LUATHSUME QREEN BANDS AT I T S  BODY JBINTS.  

UCCASIUNALLY FUUND WITH RUST MONSTERS. 

#I**** 

QRULD TYPE: HUMANUID 

CREATED BY:  S K I P  DAVIS 

H I T  ARMOR I Q  DEXT 
DICE CLASS MOVE FLY SWIM RANQE RANGE 

( 1 - 1 0 I D 8  3 6 3D6 2D6+6 

ALIQNMENT: CHAOTIC-EVIL 
FOUND I N :  DUNGEONS, BPEN, WUUDS, SWAMPS, C I T I E S  

QRULD 

ATTACKS: 

1 WEAPON, BY WEAPUN TYPE 

DESCRI P T I  UN: 

THE QRULD'S ARMS ARE F I V E  INCHES FRUM SHUULDER TU 
ELBUW AND TEN INCHES FR0M ELBUW TU THE HAND. THE 
ELBOW IS A UNIVERSAL BALL-JOINT, SU THE QRULD CAN 
STRIKE WITH I T  I N  ANY DIRECTION, EVEN SPINNINQ I T  
L I K E  A WINDMILL. 

THE QRULD IS DRIVEN BESERK BY THE SIGHT UF BLUUD 
WILL IMMEDIATELY ATTACK ANYTHING THAT IS BLEEDINQ, 
EVEN UNE OF I T S  UWN GRUUP. 

I T S  FAVURITE WEAPUNS ARE AXES AND SAW-TOUTHED 
SCIMITARS AND I T  USUALLY CARRIES A SHIELD. DUE 
TO I T S  NATURAL ARMOR CLASS OF 3 AND I T S  SKULL CAP, 
THE QRULD NEVER WEAR ARMUR. 

H I T  
D ICE 

3D8 

A L  I QNMENT 
FOUND I N :  

L A I R  (15% 
WANDER I NQ 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (25%) 3D100 65% D 
WANDER I NO 604 45% 1D6 QP EACH 

* * * * *  
QUTURRBY N TYPE: ANIMAL 

CREATED BY: DAN PIERSON 

ARMUR I Q  DEXT . 
CLASS MUVE FLY SWIM RANGE RANQE 

6 2 24 1 D4 1D6+10 

NEUTRAL HUNQRY 
MOUNTAI NQ, AI R 

NUMBER PROBABILITY UF TREASURE AND TYPE 
20D15 
1 D l O  
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QUTURRBY N QY RAPHUNT 

ATTACKS : 

2 CLAWS, 1D3 
1 B I T E  2D12 
2 TALU~S,  IDS; IF HITS + 2  WITH BUTH WILL PICK UP 

V I C T I M  

DESCRIPTIUN: 

MAN-SIZED BAT-WINGED FURRY HURRUR WITH A FURKED 

THE CLAWS ARE HALFWAY UP THE WINGS. 

I T  WILL ATTEMPT TU CARRY I T S  V I C T I M  TU I T S  L A I R  
AND EAT H IM UR FEED HIM TU I T S  YUUNG. UN A M I -  
GRATION (NUMBERING 1 0 0 1 0 )  I T  WILL CARRY I T S  V I C -  
T I M  TU A NEARBY HIGH PLACk TU CONSUME HIM. 

TAIL AND LONG HEAD W I ~ H  A DUUBLE RUW UF TEETH. 

I T  FEARS VIULENT STURMS AND EXCESSIVE WARMTH. I T  
L I K E S  COLD AND MEAT. 

FRUM " I CEWURLD" BY ALAN DEAN FUSTER. 

* ****  
GY RAPHUNT TYPE : M I  SCELLANEUUS 

CREATED BY: JEFF PIMPER 

H I T  ARMUR I Q  DEXT 
DICE CLASS MUVE FLY SWIM RANGE RANGE 
1 OD1 0 3+3 1 0  2D6 1 D6+14 

ALIGNMENT: CHAUTIC 
FUUND I N :  ANYWHERE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (5%) 1 D2  5% H 
WANDER I NO 1 

ATTACKS : 

4 LARGE P I  NCERS 4D6 
6 MEDIUM PINCER&, 2D8 
10 SMALL PINCERS, 1D10 

DESCR I P T I  UN: 

N INE TU THIRTEEN EYES SU THAT I T  CAN SEE I N  ALL  
DIRECTIUNS AND ATTACK SEVERAL TARGETS AT UNCE. 

THE QYRAPHUNT HAS THE A B I L I T Y  TU "DIMENSIUN DUUR" 
ITSELF AND ANYTHING I T  TUUCHES TU ANY PLACE THAT 
I T  IS FAMIL IAR WITH, WITH 100% ACCURACY. 

THE QYRAPHUNT IS IMMUNE TU "F IRE"  "CULD" AND 

"CHARM IS BASED ON THE CASTER'S LEVEL: THE CASTER 
ROLLS 1D100 AND ADDS TWICE H I S  LEVEL I F  THE TUTAL 

THE TUTAL I &  LESS THAN 100,  THE OYRAPHUNT WILL 
IMMEDIATELY TRY TU TUUCH THE CASTER AND "DIMENSIUN 
DOOR ITSELF AND THE V I C T I M  AWAY SO THAT I T  CAN 
K I L L  H I M  AT I T S  LEISURE. I F  I T  IS SUCCESSFULLY 
CHARMED, THE GYRAPHONT BECOMES PERMANENTLY SUBDUED 
FOR AS LUNQ AS THE MAGE L IVES.  IMMEDIATELY UPUN 
THE MAGE'S DEATH (PERMANENT UR NUT) THE GYRAPHUNT 
GUES BACK TU I T S  WILD STATE AND MUST BE SUBDUED 
ALL  OVER AGAIN. 

L I QHTN I NO" SPELLS. I TS SAV I NG TAROW AGA f NST 

EXCEEDS 100 THEN THE GYRAPHONT IS * ~ ~ U B D U E D  IF 

A MAQE WHU HAS A OYRAPHUNT IS I N  CUNSTANT MENTAL 
CUNTACT WITH I T -  NU MATTER WHERE HE IS THE MAGE 

DOUR". 
CAN CALL THE OY~APHUNT TU HIM VIA ITS L~~~~~~~~~ 

FRUM "WARRIUR UF WURLD'S END" BY L I N  CARTER. 

42 

A SPECIES UF LUBSTER-GWUL WHICH DWELLS I N  TUMBS 
AND DEVOURS THE SOULS UF I T S  V ICTIMS.  I T  IS AT 
LEAST TEN FEET TALL, COVERED I N  RED CHITINUUS 
ARMUR THAT GLUWS I N  THE DARK AND HAS 27 L IMBS 
WHICH END I N  SHARP, PUWERFUL PINCERS. I T  HAS FRUM 
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HELL MAIDEN TYPE: HUMAN 

CREATED BY: DAVE HARQRAVE (AQ 1 )  

H I T  ARMUR Ib DEXT 

( 5 - 8 )  D8+1 4 9 3D6 1D5+13 
D ICE CLASS MUVE FLY SWIM RANQE RANQE 

ALIQNMENT: CHAUTIC 
FUUND I N :  ANYWHERE 

L A I R  (90%) 1D12 
WANDER I NO 1D12 

ATTACKS : 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

1 WEAPUN, BY WEAPUN TYPE PLUS 1D6 (FUR STRENQTH) 

DESCR I P T I  UN : 

A WARRIOR WUMAN WITH A VULUPTUUUS BUDY BUT A BARE 
SKULL FUR A HEAD. SHE WEARS CHAIN M A I L  AND USES 
A LANCE AND EITHER A SWYRD UR AN AXE. SHE IS AL- 
WAYS FUUND RID ING A HELL HORSE, BUT SHE IS *NUT* 
UNDEAD. 

THE HELL MAIDEN IS IMMUNE TU PARALYSIS FEAR, CUN- 
FUSION SLEEP CHARMS AND L I  FE-LEVEL 6 R A l  NS, SHE 

BY TECHWLUQICAL ENERQY WEAPUNS. 
CAN UNLY BE  if T BY SI LVER UR MAGI CAL WEAPONS UR 

THE HELL MAIDEN IS CANNIBALISTIC AND WILL EAT HER 
VICTIMS.  SHE FIGHTS AS I F  BERSERK SHRIEKINQ AND 

NUSES I 
GIBBERING, BUT SHE DUES NUT GET BESERKER HIT BU- 

* * * * *  
HELL STAR 

CREATED 0 

H I T  
DICE 

12D8+ 1 

AL I QNMENT 
FUUND I N :  

TYPE: A L I E N  

: DAVE HARQRAVE (AQ 1 )  

ARMUR 10 DEXT . 
CLASS MUVE FLY SWIM RANGE RANGE 

2 + 5  24 2D6+6 0 

CHAUT I C, NEUTRAL 
DUNGEONS, OPEN, WUODS, DESERTS, SWAMPS, . C I T I E S  

NUMBER PRUBABILITY UF TREASURE AND TYPE 
WANDER I NO 1 D4 

PAQE 

HELL STAR 

ATTACKS : 
1 EWELUPMENT, 3 LIFE ENERQIES F I R S T  TURN 

1 L I F E  ENERQY UN SUBSEQUENT TURNS 

DESCRIPTIUN: 

A HIQHLY INTELLIQENT A L I E N  FURM UF LIFE WHICH 
LUUKS L I K E  A TEN FUUT DIAMETER BLUE-WHITE BALL  UF 
L IGHT MUCH L I K E  A STAR. I T  IS ALMUST TUU BRIQHT 

DED WHILE ENVELUPED AND FUR 1D4 FULL TURNS AFTER 
I T  RELEASES THEM. 

TU L U ~ K  AT AND THOSE ENVELUPED BY IT WILL BE BLIN- 

DUE TO THE NATURE UF I T S  ATTACK, THE HELL STAR 
DUES NUT HAVE TU " H I T "  I N  URDER T b  ENVELUPE I T S  
V ICTrM.  ANYTHINO WHICH CAN'T RUN FASTER THAN I T  CAN. F.LY Is. .AuTuMAT.,.cALLY -.ENVELBPED. WHEN THE .HELL 

STAR CATCHES UP WITH I T .  

* * * * *  
HELLCAT TYPE: ENCHANTED MUNSTER 

CREATED BY: STEWART L E V I N  (AbE 14) 

ARMUR I Q  DEXT. 
D ICE CLASS MOVE FLY SWIM RANGE RANGE 
1 0 0 1 2  0 20 1D6+12 1D6+12 

ALIGNMENT: CHAUTIC 
FOUND I N :  DUNGEUNS, UPEN, WUUDS, SWAMPS 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (10%)  1 0 1 2  100% A 
WANDER1 NO 1D12 

ATTACKS : 

2 CLAWS, 1D8 
1 B ITE ,  1012 

DESCRIPTIUN: 

A PANTHER-SIZED AND -SHAPED CREATURE I T  SPEAKS 
I N  A HIGH AND SHRILL  TUNE. I T  IS 15% RESISTANT TU 
SPELLS UF F IRST LEVEL AND HAS A NATURAL 1 8 ( 9 5 )  
STRENQTH I 

THE HELLCAT IS IMMUNE TU ALL  WANDS, STAVES AND 
SPELLS SAVE FOR "WEB WHICH WILL HULD I T  kUR ONE 
MELEE ROUND. IT REGE~ERATES i o  HIT POINTS PER 
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HELLCAT HELLT I DE 

ATTACKS : 

1 B I T E  1 PUINT 
1 STINb. 1 PUINT 

DESCR I P T I  UN : 

FRUM "QUNS UF AVALUN" BY RUQER ZELAZNY. 

I**** 

HELLSHREW TYPE: ANIMAL 

CREATED BY: CLINT BIQQLESlWNE THE HELLTIDE ANTS ARE ALSU IMMUNE TU "SLEEP" AND 
CHARMS I N  ADDITIUN TB "FEAR". 

***I* 
H I T  ARMUR IQ DEXT 

3D8 5 2 4  1 D4 1 D6+18 
DICE CLASS MUVE FLY SWIM RANQE RANQE 

HIQH HUNTER TYPE : M I SCELLANEUUS 
ALIQNMENT: HUNQRY 
FUUND I N :  DUNQEONS, UPEN, WUUDS, C I T I E S  CREATED BY:  STEVE HENDERSUN 

NUMBER PRUBABILITY UF TREASURE AND TYPE H I T  ARMUR I Q  DEXT 
L A I R  ( 5 0 % )  3D8 15% c DICE CLASS MOVE FLY SWIM RANQE RANQE 
WANDER1 NO 301 2 (2-4108 a 18 1 D6 1 D3+9 

ATTACKS : ALIQNMENT: NEUTRAL 
FUUND I N :  OUTDUURS, WATER, A I R  

WANDER I NO 1 

ATTACKS : 

1 B I T E  1D8 
2 CLAW$, 2 ~ 4  NUMBER PRUBABILITY UF TREASURE AND TYPE 

DESCRIPTION: 

A TWENTY TU TWENTY-FIVE PUUND SHREW UF EVIL ,  ANQRY 
DISPUSITIUN.  I T  WILL EAT ANYTHINQ. 1 - 3  QUILLS, 4D8 

***I* DESCRIPTIUN: 

HELLT 1 DE TYPE: INSECT 

CREATED BY: DAVE HARQRAVE (AQ 1 )  

H I T  ARMUR 10 DEXT 
PUINTS CLASS MUVE FLY SWIM RANQE RANQE 

1 a 6 1D4 1D4+14 

A L  I QNMENT : HUNQRY 
FUUND I N :  DUNQEUNS, UUTDWRS, RIVERS, SWAMPS 

A HUQE AIR-DWELLINQ CREATURE. I T  HUNTS BY DRUP- 
PINQ QUILLS FRUM HIQH ABUVE. I T  I S  MUCH HUNTED 
BY DRAOUNS AS FUUD I T S  MAIN DEFENSE BEINQ THAT 

QUILLS.  I T  IS IMMUNE TU CULD AND STUNINQ. 
I T CAN CLIMB F A S T E ~  CLUSE UP I T CAN FI RE I TS 

AFTER STRlK INQ THE QUILLS INFLATE WITH A GAS 

UP TU THE HIQH HUNTER TU EAT AT ITS LIESURE. 
WHICH IS LIOHT~R THAN AIR. THE VICTIM THEN FLUATS 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
1 OOD 1 00 WANDER I NO 
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HUPPER TYPE: ANIMAL HURNED TUSKER 

CREATED BY: JEFF PIMPER 

ARMUR I Q  DEXT . 
DICE CLASS MUVE FLY SWIM RANOE RANQE 

206 9 + 4  20 1D6+4 2D6+10 

ALIONMENT: NEUTRAL 
FUUND I N :  CJPEN 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  ( 2 0 % )  301 0 50% B 
WANDER I NO 1 D20  

ATTACKS : 

2 TUSKS, 3D6 
2 HURNS, 4D6 

NUMBER PRUBABILITY UF TREASURE AND TYPE DESCRIPTIUN: 
3 0 1  0 100% MISCELLANEUUS ITEMS 

A SMALL PIQ-LUUKINQ THINQ, ABUUT NINETY PUUNDS UN 
THE AVERAQE I T  SECRETES A GREASY SUBSTANCE WHICH 

KN0W FEAR. 

L A I R  ( 5 % )  
WANDER I NO 1020 

ATTACKS : MAKES IT  IMMUNE TU FIRE. ALSU IT IS TUU DUMB TU 

**I** 
2 CLAWS, 1D4 
1 KICK, 1D8 

HURSE, QHUST TYPE: DEMUN DESCRIPTIUN: 

A SKINNY MAMMAL WITH LUNQ DUUBLE-KNEED LEOS, A CREATED BY: SCUTT MC CARTNEY 

I S  ABUUT +HE S I Z E  0F A GERMAN SHEPARD. I T S  LUNQ H I T  ARMUR I Q  DEXT . 
LEGS ENABLE I T  TU HOP ABOUT AT H IQH SPEED AND I T S  D ICE CLASS MUVE FLY SWIM RANGE RANOE 
DEXTERITY MAKES I T  VERY HARD TU H I T .  1 SD8 -4 12 20 1D6+18 

BALD HEAD- AND HUGE QUBLIA-LIKE EYES AND EAR&. IT 

FROM "BARBARIAN UF WURLD'S END" BY L I N  CARTER. 

* ****  

ALIGNMENT: E V I L  NEUTRAL 
FUUND I N: DUNOE~NS, UPEN, DESERTS, SWAMPS 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (20%) 103 80% Q 
WANDER I NO 1 50% D 

ATTACKS : 

2 HUUVES 4D6 
1 B I T E  504 
1 PSlUhlC ALL  FURMS WITH 250 STRENGTH PUINTS 

1 GAZE (SEE BELUW) 
1 NEIQH (SEE BELUW) 

HURNED TUSKER TYPE: ANIMAL DESCR I PT I UN : 

CREATED BY:  CLINT BIQOLESTONE 

ARMUR I Q  DEXT . 
CLASS MUVE FLY SWIM RANGE RANQE 

H I T  
D ICE 
1 1 0 8  * 2 + 3  6 1 D6 3D6 

ALIQNMENT: HUNQRY 
FUUND I N :  DUNGEUNS, UUTDClbRS, RIVERS, SWAMPS, C I T I E S  

A RATHER RARE DEMUN WHICH LUUKS L I K E  A HUQE SHAQ- 

FEET TALL, F IFTEEN WHEN REARING, AND IS VERY I N -  
TELIQENT. FAST AND STRUNQ. MU MATTER WHAT I T S  

OY HURSE. IT IS *NUT* A QHUST. IT  TUWERS +EN 

ALrQNMEN? 1s; I T  IS ALWAYS VERY E V I L .  

THE QHUST HURSE IS 75% MAOIC RESISTANT AND CAN 
UNLY BE H I T  BY + 3  WEAPUNS. ANY WHU HEAR I T S  
NEIQH MUST SAVE VS. MAQIC UR THEY ARE AFFECTED I N  
THE FULLUWINO MANNER: LEVELS 1-6 DIE, 7-9 PERMA- 
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HURSE, QHUST 

NENTLY INSANE, 1 0 - 1 2  PARALYZED 13-15 STUNNED l D l O  
MELEE TURNS. 
MEET THE HURSE'S GAZE, WHICH IS A CHARM" WHICH 
ONLY THUSE UF TWELFTH LEVEL OR ABUVE CAN SAVE 
AGA I NST . 
I T  READS DETECTS, AND DISPELS MAQIC. READS LAN- 

UF PUWkR. I T  HAS A 75% CHANCE UF QATEINO I N  A 
TYPE 3 ( S O X )  UR TYPE 4 DEMON. I T  CAN BECOME I N  

CREATURES MUST SAVE )is. MAGIC UR 

GUAGES. ~ E T E C T S  INVISIBLE; AND CAN UAE ALL SYMBULS 

VISTBLE AND ATTACK WHEN DESIRED. 

FRUM "THE HURSE UF THE I N V I S I B L E "  BY WILL IAM HUPE 
!ODSUN AS ADAPTED FUR THE TELEVISIUN SERIES 

R I VALS UF SHERLUCK HULMES" . 
* ****  
HURSE, HELL TYPE: UNDEAD 

CREATED BY: DAVE HARQRAVE (AQ 1 )  
H I T  ARMUR I Q  DEXT . 

CLASS MUVE FLY SWIM RANQE RANQE 
1 D5+11 

DICE 
(6- 10) D8+1 3 18 24 106 

AL I QNMENT : CHAUT I C 
FUUND I N :  ANYWHERE 

L A I R  (95%) 
WANDER I NO 

ATTACKS : 
2 HUUVES 
1 BITE,  

DESCRIPTIUN 

NUMBER 
3D6 
2D8 

l D l O  TU 
06 TU 1D 

PRUBABILITY OF TREASURE AND TYPE 

3D6 DEPENDINQ UN 
2 DEPENDINQ ON S 

S I Z E  
ZE 

THE HELL HURSE HAS +4 SAVINQ THRUWS AQAINST CLE- 
RICAL "TURN AWAY I UNLY SILVER AND MAGICAL WEA- 
PUNS CAN H I T  I T ,  I T  IS IMMUNE TO PARALYSIS, FEAR, 
SLEEP, AND L IFE-LEVEL DRAIN, 

HUMTUNQUE TYPE: ANIMAL 

CREATED BY: CL INT BIQQLESTUNE 
H I T  ARMUR I Q  DEXT. 

CLASS MUVE FLY SWIM RANGE RANQE 
1D6+12 1D6+12 

D I C E  
1 5D8 2 + 3  1 2  

A L  I GNMENT : HUNQRY 
FOUND I N :  DUNQEUNS, UUTDUURS, RIVERS 

NUMBER PRUBABILITY UF 
1D12 100% H + F 

20% PURTABLE 
L A I R  (45%)  
WANDER I NO 1 D4 

SWAMPS, C I T I ES 

REASURE AND TYPE 

ATTACKS : 

1 VISUAL, STUNINQ 
4 PAWS 4D8 
1 SONIC 3 D 4 *  A CUNE, TWENTY BY SIXTY FEET AT END 
1 TUNQUk, 3D6 PLUS TWU ENERQY LEVELS 

DESCR I PT 1 UN : 

A BEAUTIFUL S I X  LEQQED CREATURE WHU REARS UP UN 

CUMMUNICATES V I A  MUDULATED SUNIC BEAMS. 
ITS HIND LE& AND STRIKES WITH THE UTHER FUUR. IT 

I F  SAVE VS. MAQIC IS MADE VERSUS THE ENEROY LEVEL 
DRAIN, UNLY UNE LEVEL IS LUST. 

I T  
I N  

IS IMMUNE TU CLERICAL 
WANDS UR STAVES. 

SPELLS AND STURED MAQIC 

I I  I A T T A C K  TI THE HELL HURSE HATES DWARVES AND W.-- -. .HEM 
UN SIQHT. 
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I BEM TYPE: MISCELLANEUUS 

CREATED BY: MARK NURTUN (DUN 3) 

H I T  ARMUR I Q  DEXT 

3D8-1 7 4 1 0 4  2D6+6 
DICE CLASS MUVE FLY SWIM RANQE RAWE 

ALIQNMENT: HUNQRY 
FUUND I N :  DUNQEONS, SWAMPS 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (40%) lDlO 
WANDER I No 106 

ATTACKS : 
8 TENTACLES 1D6 
4 BITES,  184 

DESCR I PT I UN : 
A MdNSTER UF MANY ARMS, EYES AND MUUTHS. I T  IS 
AND UNE MUUTH UN EACH S I D E  
IMUM UF THREE TIMES F R d l  ANY QIVEN S I D E  AND WILL 
NUT B I T E  U N T I L  I T S  PREY IS ENSNARED I N  I T S  TENTA- 

ESSENTIALLY BUX SHAPED WITH  NE EYE TWU TENTACLES 
I1 WILL ATTACK A MAX- 

CLES. 

***** 
I CERUNNER TYPE: A L I E N  

CREATED BY: CLINT B I W L E S l U N E  

ARMUR IO DEXT . 
DICE CLASS MUVE FLY SWIM RANQE RANQE 

( 7 - 1  1 ) D 8  5 15 3DS 3D6 

ALIQNMENT: LAWFUL NEUTRAL 
FUUND I N: DUNGEUNQ, MUUNTAI NS, DESERTS 

ATTACKS : 
1 BREATH, (#  OF I T S  OWN REMAINING H I T  PUINTS) 
2 CLAWED HANDS, 1 0 8  

1-2 WEAF'UNS, BY WEAPUN TYPE 
UR 

DESCR I PT 1 UN : 
A HUMANUID F E L I N E  A L I E N  I T  IS NUN-TECHULUQICAL 

PRUCESSES AND USUALLY TRAVELS I N  SMALL CLAN GROUPS 
UF FIFTEEN TU F IFTY BEINGS. 

IT ENTERED OUR WORLD VIA A -QATE** THE I CERUNNER 
IS VERY "HUMAN" I N I TS CHARACTERI STI cs AND THUUQHT 

PAQE 

.. _. 
IT ENTERED ~ U R  WORLD VIA A -  ;QA%E;;-.- +HE'TEERuNijEk 
IS VERY "HUMAN" I N I TS CHARACTERI STI cs AND THUUQHT 
PRUCESSES AND USUALLY TRI IUPS 
UF FIFTEEN TU F IFTY BE"'- 

r A U t  

I CERUNNER 

THE ICERUNNER IS UNLY FUUND I N  CULD CLIMES AND 
USUALLY AVOIDS A PARTY I F  I T  KNUWS THAT THEY ARE 
EQUIPPED WITH FIERY WEAPONS. 

WHERE I T  IS FUUND HUW MANY IS FUUND AND WHAT 

THE DUNQEUNMASTER. 
TYPE UF TREASURE IT CARRIES IS V A R I A ~ L E  AND UP TU 

***I* 

IMP TYPE: DEMUN, MINUR 

CREATED BY: MARK NURTUN (DUN 4)  

H I T  ARMOR I Q  DEXT 

(1-7)D8 9-5 8 8 3D6 2D6+6 

ALIQNMENT: CHAUTIC-EVIL 
FUUND I N :  ANYWHERE 

D l  CE CLASS MUVE FLY SWIM RANGE RANQE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (40%) lDlO 
WANDER I NQ 1 D6 

ATTACKS : 

1 SPELL (SEE BELUW) 

DESCRIPTIUN: 
2 CLAWS, 1D4 TU lDlO DEPENDINQ UN SIZE 
A SMALL DEMUN WHICH CAN BE FOUND ALMUST ANYWHERE 
AND IS CUNSTANTLY QETTINQ INTO THINQS CAUSINQ 
TROUBLE. I T  HAS NURMAL MAQIC RESISTANCE. 

STATISTICS:  

H I T  ARMUR 
TYPE D I C E  CLAWS HEIQHT CLASS SPEED 

A 1D8 1D4 3' 9 8 
B 2D8 1D6 3' 9 8 
C 3D8 IDS 4' 8 6 
D 4 0 8  1D6 4' 8 6 
E 5D8 1D8 5' 7 5 
F 6DB 1DB 5' 6 5 
Q 708 lDlO 5' 5 5 

TYPE SPELLS 
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I MP I ND I QUN 

A 
B 
C 
D 

"SLEEP" AND "CHARM PERS!N" 
"MAQIC MISSLE" AND "WEB 
"PY RUTECHN I CS" ,,AND " M I  RRUR I MAQE" 
$08 F!, REBALL SLEEP MAQ I C M I  SSLE" 

QATE I N  1Dh TXPE A fMPS UR 1 TYPE 1 
ftD8 L !, OH TN I FtG , SLUM " 

QATE I N  1D4 TYPE B IMPS OR I D 2  TYPE 
I NV I S I B I L I TY " 

AND 
DEMUN 
AND 
I 

DEM~NS 
508 "CULD", "HULD PERSUN" "DISPEL MAQIC" 
AND "GATE" I N  1D6 TYPE B IMPS PLUS 1D4 TYPE 
A IMPS UR 1D4,,TYPEI,I DEMUNS 
7 ~ 8  FI~EBALL FEAR ICE STURM" "PRUTEC- 
T IUN FRUM NUkMAL MISSLES" AND "QAfE"  I N  1 0 2  
TYPE D IMPS, 1D4 TYPE B AND l D l O  TYPE A; 
UR 1 ~ 4  TYPE 1 DEMONS, I 'TYPE 1 1 ,  AND 1 

***** 
INDIQUN TYPE: HUMANUID 

CREATED BY: JEFF PIMPER 
H I T  ARMUR I Q  DEXT 

CLASS MUVE FLY SWIM RANQE RANQE 
3D8 3 9 306 2D6+6 

D ICE 

A L  I QNMENT : CHAUT I C 
FUUND I N *  DUNGEUNS UPEN, WUUDS, MUUNTAINS, RIVERS, 

SWAMPS, ~ I T I E S  

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  ( 5 % )  1OODlOO 100% A 
WANDERINQ SOD100 SO% A 

ATTACKS : 
1 WEAPUN, BY WEAPUN TYPE + 306 

DESCRIPTIUN: 

A MAN'S F I S T ;  I T  HAS NU NUSE AND NO EXTERNAL QENI - 
TAL URQANS. I T S  S K I N  IS A DEEP BLUE AND AS TUUQH 
AS LEATHER ARMUR. THE INDIGUN USUALLY WEIQHS 
ABUUT F I V E  HUNDRED PUUNDS. 

THE INDIQUN IS A MIQRATURY CREATURE, MUCH LIKE THE 

I T S  PATH. THE INDIGUN HERD WILL LAY SIEGE TU ANY 
C I T I E S  I T  ENCUUNTERS AND NUT LEAVE UNTIL  EITHER 
THE CITY FALLS UR THE HERD HAS BEEN DECIMATED. 

DRIVER ANT IT DESTROYS UR CUNSUMES ~VERYTHINQ IN 

FRUM "WARRIUR UF WURLD'S END" BY L I N  CARTER. 

THE HANDS UF THE INDIQON HAVE FUUR-FINGERS. I T  
DUES NUT WEAR A HELMET BECAUSE THERE ARE TWU HURNS 
ORUWING FRUM I T S  HEAD. I T S  EYES ARE THE S I Z E  UF 
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KAL I DAH TYPE: ANIMAL 

CREATED BY: GLENN BLACUW (ABE 13) 
H I T  ARMUR I Q  DEXT 

0D8 4 12 1DS+6 2D6+6 
DICE CLASS MUVE FLY SWIM RANGE RANGE 

ALIGNMENT: NEUTRAL 
FUUND I N :  DUNGEONS, KOUDS 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
100% B L A I R  (35%) 1 D6 

WANDER I NG 1 D6 
ATTACKS : 

1 B I T E  lDl0 
1 HUG, &Dl0 ( I F  A CLAW H I T S  WITH 18+) 
2 CLAW$ 1 ~ 6  

DESCRIPTIUN: 

A ANIMAL WITH A BEAR-LIKE RUDY AND A T IGER-LIKE 

LEVEL FIGHTER. 

HEAD IT LOVES TU FIGHT BUT w r u  NUT ATTACK ANY 
CREA~URE WEAKER I N FI GHTI NG ABI LI TY THAT A FUURTH 

I N  A GRUUP, ANY KALIDAHS WITH LESS THAN 20 H I T  
PUINTS ARE CUNSIDERED TU BE CUBS I F  THE CUBS ARE 
ATTACKED, THE ADULTS ATTACK AT +3 FUR THREE TURNS, 

FRUM THE UZ BOUKS BY L. FRANK BAUM. 

* * * * *  
TYPE: MISCELLANEUUS K I LMAR 

CREATED BY: BRAD HINKEL 

H I T  ARMOR 1 Q  DEXT. 
DICE CLASS MOVE FLY SWIM RANGE RANGE 

2D8 6 40 4D6 4D6 
ALIGNMENT: CHAUTIC NEUTRAL 
FUUND I N :  UPEN, WUbDS, A I R  

WANDER I NO 1 
NUMBER PROBABILITY UF TREASURE AND TYPE 

ATTACKS : 
1 PSIUNIC ATTACK UR 
1 HEAT BEAM 10D6 UR 
1 LIGHT BEAA, 106 PLUS BLINDED 1D20 MELEE TURNS 
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K I LMAR 

DESCRIPTIUN: 

A SMALL THREE INCH DIAMETER BALL CUVERED WITH 
TWU FUUf LUNQ QRASS-QREEN HA I R, I TS BAS1 C ARMUR 
CLASS IS 6 BUT I T  CAN SURRUUND ITSELF WITH A 
25 H I T  POINT FURCE F I E L D  WHICH IS ARMUR CLASS 2. 
I T  HAS 206 MlNUR PSIUNIC A B I L I T I E S ,  1D6 MAJUR 
A B I L I T I E S ,  AND 104 P S l U N l C  ATTACKS AND DEFENSES. 

I T  IS GENERALLY A SHY CREATURE BUT I F  I T  IS EVER 
AIDED B Y  SUMEUNE I T  WILL FEEL INDEBTED TU H I M  
U N T I L  I T  A I D S  H l h  I N  A L I K E  WAY. 

*****  
KRISST-HAADIN TYPE : H UMANU I D 

CREATED BY : S K I  P DAVIS 

H I T  ARMUR I Q  DEXT . 
CLASS MUVE FLY SWIM RANQE RANQE 

( 3- 1 2)  D8 3 6 2D6 3D6 
DICE 

ALIQNMENT: NEUTRAL 
FUUND I N : DUNQEUNS, UPEN, WUUDS, DESERTS, C I T I  ES 

KRISST-HAADIN 

FRUM "DUUMFARERS UF CURAMUNDE" BY BRIAN DALEY. 

**I** 

TYPE: ANIMAL KRUAN 

CREATED BY: DAVE HARQRAVE 

H I T  ARMUR 1Q DEXT 
CLASS MUVE FLY SWIM RANGE RANGE 

2D6+6 
D I C E  

( 3-7) D8+ 1 6 7 1 D6 

ALIQNMENT: HUNQRY 
FUUND I N : DUNQEUNS , DESERTS 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (40%) 3D10 75% B 
WANDER I NO 1 D8 

ATTACKS: 

1 B I T E  1DB 
1 TUUCk, STUN 

DESCRI P T I  UN: 
NUMBER PR(IBABIL1TY UF TREASURE AND TYPE ELECTRlC KUMUDU DRAQUN. STUN LASTS 5 MINUTES I F  

SAVE VS. SPELL IS NUT MADE UNE MINUTE I F  MADE. 
THE SHOCK FRUM A 7D8+1 K R d N  WILL K I L L  I F  NO SAVE 
IS MADE ELSE DAMAQE IS 1D12. THE TUUCH CAN BE 

L A I R  (40%) 30010 60% A 
WANDER I NO 1010 15% A 

ATTACKS : TRANSM I +TED BY A METAL WEAPUN ,HI TT I NQ THE KRUAN . 
2 CLAWS, 1D6 AND 1 BITE,  2D4 

1 WEAPUN BY WEAPUN TYPE 
1 TAIL ,  hD8 

UR 

DESCRIPTION: 

A REPTILE-MAN STANDINQ CLUSE TO SEVEN FEET TALL 
I T  IS ALWAYS A FIOHTINQ MAN 
F I  RST LEVEL W I TH THREE H I  T b 1  CE AND I T QETS TWU 
ADDED TU I T S  H I T  PUINTS FUR EVERY LEVEL ABUVE TEN. 

BUT I T  STARTS UUT Ai '  

THE KRISS-HAADIN WEARS NO ARMUR EXCEPT FUR A FURM 
UF T A I L  ARMUR WITH SPIKES AND RAZUR SHARP FLANQES. 
I F  WURN THE T A I L  ARMUR RAISES THE DAMAGE DONE BY 
A T A I L  $WIPE TU 3D8. 
LARQE SHIELD. 

I T S  USUAL WEAPUN I S  A TWO-HANDED SWORD WHICH I T  
CAN SWIW WITH UNE HAND THUUQH I T  USUALLY USES 
BUTH. 

I T  MAY BE FUUND CARRYING A 

I T  ALSO CARRIES A HEAVY THRdWINQ AX. 
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LAM I A TYPE: DRAQONKIND 

CREATED BY: KEN P ICK (ABE 15) 

H I  T ARMUR I Q  DEXT 

3D8+3 7 9 l D 6 + 2  1 D6+2 
D ICE CLASS MUVE FLY SWIM RANQE RANQE 

A L  I QNMENT : CHAUT I C , NEUTRAL 
FUUND I N : DUNQEUNS , DESERTS 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
, L A I R  ( 5 0 % )  2D10 100% E 

WANDER I NQ 2D10 

ATTACKS : 

1 WEAPUN BY WEAPUN TYPE 
1 TA IL ,  hD4  
1 B I T E  1D3 PLUS 1D8 BLUUD DRAIN 
1 QLAN~E, PARALYSIS 

DESCRIPTIUN: - A HALF-WUMAN HALF-QIANT SNAKE I T  IS USUALLY 
( 80% 1 CHAdT I h 
FUUND AS EXUTiC DANCERS. 

NEUTRAL SPEC I MENS ARE UCCAS I UNALLY 

***** 
LERT TYPE: ANIMAL 

CREATED BY: QLENN BLACUW (ABE 13) 

H I T  ARMOR I Q  DEXT . 
DICE CLASS MUVE FLY SWIM RANQE RANQE 

2D6+6 2D6+6 1 D 8  9 15 
ALIQNMENT: LAWFUL 
FUUND I N :  DUNQEUNS 

WANDER 1 NQ 1 

ATTACKS : 

NUMBER PRUBABILITY CIF TREASURE AND TYPE 

1 B ITE,  1D6 

DESCR I P T  I UN : 

A DUO-LIKE ANIMAL WITH A LONG, PUINTED NUSE LARQE 
UPRIQHT EARS AND KEEN EYES I T  HAS BROWN PUR 

ACCEPT LAWFULS AND NEUTRALS AS FRIENDS, BUT I T  
HATES CHAUTI CS I NTENSELY. 

WITH BLACK S~RIPES AND A LUNQ BUSHY TAIL. IT WILL 
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LERT 

I F  A LERT JUINS A PARTY THERE IS 6NLY A 5% CHANCE 
THAT THE PARTY WILL BE BURPRISED. THE LERT WILL 
REFUSE % ENTER DUaRS-BEHIND WHICH ARE L I F E -  
DRAININQ UNDEAD AND WILL BARK FURIUUSLY I F  THE 
RUUM CUNTAINS REALLY NASTY MUNSTERS (TRULLS HUB- 

CREATURh THAT I T  HAS A CHANCE OF HARMf NQ. 
QUBLI NS ETC. ) .  THE LERT WILL ONLY MELEE T ~ U S E  

THE LERT IS FUUND ONLY AND RANDUMLY I N  DUNOEUNS. 
I T  WILL NEITHER GU BELOW THIRD LEVEL NUR LEAVE THE 
DUNQEUN . 
"HE WHU KEEPS A LERT SELDUM QETS SURPRISED." 
FRUM AN ULD DUNQEUN FARER'S PROVERB. 

sac*** 

LIFELASHER TYPE: CLEAN-UP CREW 

CREATED BY: STEVE HENDERSUN 

H I T  ARMUR I Q  DEXT . 
CLASS MOVE FLY SWIM RANQE RANQE 

1D3+15 
D I C E  

( 1 6 - 2 0 1 ~ 8  a 9 1 D3 

ALIONMENT: CHAOTIC 
FOUND I N : DUNQEUNS, WUUDS, MUUNTA I NS 

L A I R  (25%) 1 D6 100% B 
WANDER I NO 1 D6 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

ATTACKS : 
1 TENTACLE, 4D6 PLUS 1D6 ENERQY LEVELS 

DESCRIPTIUN: 

AN UNINTELLIQENT BLUCKY LUCIKfNQ CREATURE WITH 
PUI  SUNUUS QREEN LUUKf NQ S K I  N AND A SI NGLE LUNQ 
TENTACLE COVERED WITH SUCKERS. I T  THE V I C T f M  
MAKES A SAVE VS. MAQIC AFTER BEINQ H I T  BY THE 
TENTACLE HE UNLY LOSES HALF THE ENERGY LEVELS 

TELEPATHICALLY SENSE THE APPROACH OF FUES. 

THE H I T  D I E  RANGE QfVEN IS TYPICAL, THUUQH EVEN 
LARGER SPECIMENS HAVE BEEN FOUND. 

( FRACTI aks RUUNDED DUWN) . THE LI FELASHER CAN 

TYPE: ENCHANTED MUNSTER LIUN, NEMEAN 

CREATED B Y :  M. KRAMER (AaE 1 4 )  

H I T  ARMUR IO DEXT . 
D l  CE CLASS MUVE FLY SWIM RANOE RANQE 

(5-91D8 2 1 2  2D6 2D6+6 

ALIQNMENT: HUNQHY 
FUUND I N :  DUNQEUNS, UPEN, WUUDS, DESERTS, RIVERS, 

SWAMPS 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
1 Da 100% B L A I R  (35%) 

WANDER I NQ 1 D8 
ATTACKS : 

1 B I T E  2D8 
2 CLAW$, 2 ~ 6  

DESCRI P T I  UN: 

LUUKS L I K E  A LARQE L I U N  AND RESISTS MAQfCAL 
ATTACKS AS AN ELEVENTH LEVEL MAQE. 

SUBDUED NEMEAN L I U N  CUBS CAN BE TRAfNED WITH A 40% 
CHANCE UF SUCCESS AND A COST UF 10,000 QP PLUS TWU 
MUNTHS UF EFFURT. 

* ****  
LIZARD, QfANT TYPE: QIANT ANIMAL 

CREATED BY:  SCUTT MC CARTNEY 

H I T  ARMUR I Q  DEXT 

4D8 4 12 3 1 D6 3DS 
DICE CLASS MUVE FLY SWIM RANGE RANQE 

ALIQNMENT: HUNQRY 
FUUND I N :  DUNGEUNS, UUTDUURS, RIVERS, SWAMPS, C l T f E S  
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L A I R  (25%) 
WANDER 1 NO 

ATTACKS : 

2 CLAWS, 
1 B ITE,  

DESCR I PT I ON 

NUMBER 
2D4 
1 0 6  

106 
DB 

PAQE 55 
A L L  THE WURLDS ' MCJNSTERS 

PRUBABILITY UF TREASURE AND TYPE 
10% I 

A LARQE L IZARD FIFTEEN FEET LONQ AND SEVEN FEET 

REPTIL IAN COLOR. I T  IS EASILY DUMESTICATED AND 
CAN BE BATTLE TRAINED I F  CAPTURED YUUNQ. 

TALL AT THE SH~ULDER. IT CAN COME IN ALMOST ANY 

*****  
LOCUST TYPE: INSECT 

CREATED BY: LEE QULD (AELE 12) 

H I T  ARMOR I Q  DEXT 
1 9 12 1 1 D6 

POINTS CLASS MOVE FLY SWIM RANQE RANQE 

ALIQNMENT: HUNQRY 
FOUND I N .  ANYWHERE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
WANDER I NO 20D20 

DESCRIPTION: 

A QRASSWPPER L I K E  INSECT WHICH ALWAYS OCCURS I N  
LARQE SWARMS THE LOCUST CANNOT HARM ANY L I V I N Q  
ANI MAL BUT I f W I LL CUNSUME ANY NON-METALLI C EQUl P -  
MENT THAT I T  CAN REACH. 

THE LUCUST CAN BE DRIVEN UFF BY LARQE VOLUMES UF 
SMUKE. ANY ATTEMPT TO STRIKE THE LUCUST SWARM 
WITH ANY WEAPUN HAS A 10% OF H I T T I N G  ANCITHER MEM- 
BER UF THE PARTY. 

HORSES AND S I M I L I A R  ANIMALS WILL PANIC AND TRY TO 
RUN AWAY I F  ATTACKED BY A LOCUST SWARM. 

LOTUS, QULD/YELLCJW TYPE: PLANT 

CREATED BY: QLENN BLACOW (AbE 12) 

PUINTS H I T  ARMOR CLASS MOVE FLY SWIM RANQE I Q  DEXT. RANQE 

0 0 0 
A L  I QNMENT : NONE 

DESCR I P T I  ON : 

THESE TWU PLANTS ARE IDENTICAL TU A L L  BUT TRAINED 
BOTANISTS UR SAQES. THE QULD BLUSSUMS ARE VALU- 
ABLE WORTH (LEVEL WHERE FCIUND)*5000 QP EACH. AN 

T l U N  UF "EXTRA HEALINQ" WHICH CUSTS 1000 OP PER 
DOSE TO PURCHASE. 

ALCH~MIST CAN USE THE QULD BLOSSOMS TO MAKE A PO- 

THE YELLOW LOTUS IS USELESS. I T S  MERE TOUCH RE- 
SULTS I N  CHEMICAL PARALYSIS. P ICKING OR UTHERWISE 
DISTURBINO THE BLOSSUM CAUSES I T  TU RELEASE A POL- 
LEN WHICH HAS THE SAME EFFECT. 

****I 

LUNQ DRAQON TYPE : M I  SCELLANEOUS 

CREATED BY: S K I P  DAVIS 

H I T  ARMUR CLASS MOVE FLY SWIM RANQE 10 RANQE DEXT. 
D ICE 

0 1 0 4  1 D4 ( 1 2 - 1 7 ) D l O  9 

A L  I QNMENT : NONE 
FUUND I N :  DUNGEONS 

LA11 

DESI 

NUMBER PROBABILITY OF TREASU 
R (100%) 1 85% QEMS 

RE AND TYPE 

A CREATURE CONSISTINQ OF A SMALL HEAD AND A LARQE 
QRUUP OF A I R  SACS AND JUST ENUUQH OTHER BODY UR- 
QANS TO KEEP I T  A L I V E .  ALL I T  CAN DU I S  TO 
BREATHE. I T  FEEDS BY INHALINQ METAL; ITEMS UF JE- 
WELRY THAT I T  INHALES WILL BE DISSOLVED, THE METAL 
BEINQ DIGESTED AND THE QEMS WILL REMAIN I N  I T S  
t 

PRIYRA - b i L i  I Y  or 6 E l N O  SUCKED INTO THE LUNQ DRAQUN . ..--.. IS 
150% MINUS 10% FUR EVERY TEN FEET OF DISTANCE FROM 
THE DRAQUN TO THE V I  C T I  M AND M I  NUS 10% FUR EVERY 
STRENGTH PUINT THE V I C T I M  HAS UVER THIRTEEN. UNCE 
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LUNQ DRAQUN LURKER ABUVE, BELUW 8 SIDEWAYS 

INHALED, THE V I C T I M  IS DISSULVED BY THE CAUSTIC 
FLUIDS WITHIN THE DRAQON WITHIN TEN MELEE TURNS. DESCRIPTIUN: 

* ****  LUOKS LIKE A HUQE JET BLACK MANTA RAY I T  HAS 17 

LURKER TYPE: ANIMAL PROPELLED BY A NATURAL ANTI-QRAVITY DEVICE. I T  
HAS TWO WINQS TWENTY FEET WIDE WITH WHICH I T  CAN 

SHRINK I N  S I Z E  TO ENABLE I T  TO FLY I N  A HALLWAY. 

BRIQHT URANQE EYE& SPACED ARUUND ITS BUDY AND IS 

ENFULD 1-3 V I ~ T I M S  (1-2 I N  A HALLWAY). CREATED BY:  DAVE HARQRAVE IT CAN 
ARMUR I Q  DEXT . 
CLASS MUVE FLY SWIM RANQE RANQE I T  CAN QU ASTRAL UR ETHEREAL AT WILL AND IS H I T  

D1 CE 
( 4-6 1 DB+ 1 8 2D6 1D6+12 IMMUNE TU ALL  SLEEP AND CHARM SPELLS AND TO ALL 4 

NUN-MAQICAL FIRES.  I T  IS SO% RESISTANT TU ALL  ALIQNMENT: CHAUTIC OTHER MAQIC SPELLS AND WEAPONS. IMMUNE TO PSIUNIC 
FUUND I N : DUNQEONS , UUTDOURS , R I VERS, SWAMPS , C l  T I  ES ATTACKS. WERE-TYPES NU MATTER WHAT LEVEL, WILL 

RUN UPON SIQHTINQ A LURKER. 
NUMBER PRUBABILITY UF TREASURE AND TYPE 

L A I R  ( 6 5 % )  l D l O  100% C 
WANDER I NQ 1 D 6  

ATTACKS : 

1 B I T E  1D8 
2 CLAWS, 1 ~ 4  

DESCRIPTION: 

HAIRY BLACK QURILLA-L IKE BEAST. SEVEN TU EIQHT 

DISAPPEAR INTU SHADOWS UR DARKNESS. QEKKU-LIZARD 
L I K E  PADS UN I T S  TOES AND FINQERS ALLOW I T  TU 
CLIMB SHEER WALLS. THERE IS A 5% CHANCE PER LEVEL 
OF VIEWER UF SEEINQ I T  WHEN HIDDEN I N  SHADUWS. 

FEET +ALL, w t  TH THREE QREEN EYES THAT LET IT 

* ****  
LURKER ABOVE, BELUW 8 SIDEWAYS TYPE: MISCELLANEUUS 

CREATED BY: STEWART L E V I N  
H I T  ARMUR I Q  DEXT 

CLASS MUVE FLY SWIM RANQE RANQE 11D8 2 16 32 18 1D6+13 D ICE 

ALIQNMENT: E V I L  HUNQRY 
FUUND I N : DUNQE~NS , SWAMPS , c I TI ES 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (100%)  1DS 100% A * 2  

ENFULDED V ICTIMS LUSE UNE LEVEL UNE H I T  D I E  AND 

RUUND. MAQIC ITEMS WHICH HAVE NU PLUSSES ARE 
AUTOMATICALLY DESTRUYED AFTER UNE MELEE TURN UF 
ENFCLDMENT. AN ENVELOPED PERSUN CANNOT MOVE UR 
FIQHT, NEITHER CAN HE USE MAQIC. 

UNE p u s  FROM EACH MAQI c I TEM CARRI ED PER MELEE 

THE LURKER W I N S  UNE H I T  D I E  F6R EACH UNE ABSURBED 
FROM I T S  V ICTIMS AND I T  QETS UNE PLUS TU I T S  ARMUR 
CLASS FUR EACH PLUS ABSURBED FR0M A WEAPON OR 
P I  ECE UF ARMUR. 

IF TWU LURKERS ARE FUUND, THEY W I L L  B E  A MATED 
P A I R  AND I F  UNE IS ATTACKED, THE UTHER WILL ATTACK 
AT TRIPLE VALUE. 

I F  A LURKER CHASES A PARTY UUT UF I T S  L A I R  I T  WILL 
PURSUE U N T I L  BADLY HURT. I T  WILL THEN TRY TU 
RETURN TU THE L A I R  TU RECUVER. 

LURKERS CANNUT BE PULYMORPHED UR SHAPED-CHANQED 
TU ANY UTHER FURM. 

THE LURKER IS MULTI-DIRECTIONAL AND CAN CHANQE I T S  
DIRECTIUN AND SPEED IN AN INSTANT. 

I T  WILL ALWAYS ATTACK THE MEMBER OF THE PARTY WITH 
THE HIQHEST LIFE LEVEL. 

THE MASS ENSLAVEMENT SPELL AFFECTS UP TU 30 LEVELS 

MOTUR CONTROL SU TWEY CANNOT MOVE UR SPEAK. THE 
SPELL LASTS UNE HOUR. 

AS A MASS CHARM. V ICT IMS SUFFER A TOTAL LOSS OF 

ATTACKS : 

2 WINQS ENFULDMENT (SEE BELUWI 
1 MASS  HARM (SEE BELUW) 
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c- . MAQEBANE TYPE: ENCHANTED MONSTER 

CREATED BY: C. BIQQLESTC4NE P. SAVOY 

DEXT . I O  ARMOR D l  H I T  CE CLASS MOVE FLY SWIM RANQE RANGE 

( 2 - 2 1  108 4 9 1 0 8 + 1 0  1D6+10 

-- - MORGHOUL rkll 

NUMBER 
1 
1 

PRUBABILITY OF TREASURE AND TYPE 
100% C + E 
20% C + E 

L A I R  (10%) 
WANDER I NG 

ATTACKS : 
2 TENTACLES, l D 8  1 

DESCRIPTION: 

NORMALLY A F I V E  TO S I X  FOUT DIAIlETER, 
WHICH MAY TAKE THE SHAPE OF ANYTHING MANSIZED. 
EATS SPELL PUINTS. WHEN A SPELL IS USED ON IT 
RULL PERCENTAQE DICE 

THE CREATURE. 
FUR EVERY SPELL POINT EATEN. 

SILVERY BLOB 
I T  

THE RESULT IS THE PERCtN- 
AQE OF THE CASTER'S SPELL PUINTS WHICH TAKEN BY 

THE MAQEBANE GAINS UNE H I T  PBINT 

THE MAQEBANE WILL TRY TO ENTICE SPELL-FIRE AT I T -  
SELF AND WILL AVUID, I F  POSSIBLE, ACTUAL PHYSICAL 
CUNTACT. 

THE MAQEBANE IS IMMUNE TO F I R E  AND.LlQHTNINQ UF 
NON-SPOKEN SPELL ORIGIN.  
NUN-SPOKEN U R I Q I N  WHEN I N  I T S  NURMAL FURM ( A  

I T  IS SLOWED BY COLD OF 

BLOB), EDGED WEAP~NS UNLY DO HALF DAMAGE. 

* ****  
MAQlC ABSURBER, I S T  CLASS TYPE: ENCHANTED MONSTER 

CREATED BY: N. SHAPIRO (ABE 12) 

DEXT 

3D6 

I Q  H I T  ARMUR 
DICE CLASS MOVE FLY SWIM RANGE RANQE 

3 4 0 ( 1 - 10) D8 

ALIQNMENT: NONE I FOUND IN: DUNGEONS 
NUMBER PROBABILITY OF TREASURE AND TYPE 

L A I R  ( 2 0 % )  1010 100% A 
WANDER I NQ l D l O  
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MAQIC ABSORBER, 1ST CLASS 

ATTACKS : 
1 BLOW SEE BELOW 
1 E X P L h I U N ,  lOD6 I N  A 5' RADIUS BALL (SEE BELOW) 

DESCRl P T I  ON: 

APPEARS AS A COLORED Q W B E  OF L l Q H T  ABOUT FOUR 

WEAPUNS I S  9. 
FEET IN DIAMETER. ITS ARMUR CLASS AQAINST MAQIC 

H I T S  UPON THE ABSURBER B Y  MAQIC SPELLS OR WEAPUNS 
ARE ADDED TU I T S  H I T  PUINTS. FUR EVERY F I V E  H I T  
PUINTS I T  QAINS I T  QUES UP UNE LEVEL IN H I T  DICE.  

DUlNQ 10D6 DAMAQE TU A L L  THUSE W l T H l k  F I V E  FEET. 
WHEN THE ABSURB~R REACHES 1 7 5  PUINTS IT EXPLUDES 

NURMAL WEAPUNS INJURE THE ABSURBER I N  THE USUAL 
MANNER 

THE CULOR UF THE ABSURBER AND WHAT DAMAQE I T  
IS DEPENDENT UN I T S  H I T  DICE LEVEL: 

HI T D I  CE CULUR 9 ATTACKS DAMAOE 
1 DEEP RED 1 1 D4 

L I Q H T  RED 1 1 D 6  
URANQE 1 1 D8 

2 
3 
4 Y ELLUW 2 l D l O  
5 QREEN 2 1D12 
6 BLUE-GREEN 2 2D6 

BLUE 2 2D8 
3D6 

7 
0 BLUE-WHITE 2 
9 WHITE 3 1 0 2 0  

10 BLACK 4 2D20 + SPEC1 
THE SPECIAL DAMAQE IS MAQICAL. THE V I C T I M  UF 
ATTACK MUST MAKE A SAVE VS. SPELLS OR HE WILL 
STUNNED FOR 1D4 FULL TURNS. 

DUES 

A L  
' THE 
I BE 

****I 

MELTEI TYPE: ANIMAL 

C R ~ A I C U  D T ;  CILIIYI DIUULLQT~NE 

H I T  ARMUR I Q  DEXT 
CLASS MUVE FLY SWIM RANGE RANQE 

1D6+9 2D6+12 
DICE 
1 SD8 2 +  1 1 5  

A L I  QNMENT : NEUTRAL 
FUUND I N : DUNQEUNS, MUUNTA I NS 

L A I R  (35%) 1 D4 100% H 
WANDER I NO 104 50% PORTABLE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

PAQE 

MELTER 

ATTACKS: 

1 MASS CHARM SPELL, THREE T 
4 PINCERS 408 
3 TUSKS bo6 
1 BREAT~,  FIVE TIMES A DAY, 

MES A DAY 

1 0 0 1 2  ACID I N  A ONE 
BY SIXTY FUUT L I N E  

DESCR I PT 1 UN : 

L I K E  SOME INCREDIBLE ELEPHANT-SIZED INTELLIQENT, 

CUNFUSIUN AND STUNINQ. 
COMBINATION OF A CRAB AND A HUQ. IT' is IMMUNE TU 

***** 
MENDER ALLEN 

CREATED BY: STEVE MARSH 

H I T  ARMOR 
CLASS MOVE FLY SW 

4D8 4 3 
0 1  CE 

TYPE: ANIMAL 

I Q  DEXT . 
M RANQE RANQE 

1 D4 3D6 

ALIQNMENT: HUNQRY 
FUUND I N :  SEAS 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
WANDER I NO 1 D6 

ATTACKS : 
4 ARMS, 2D8 CRUSH 

DESCR I PT I ON : 

A FUUR-ARMED STARFISH. I T  I S  UMNIVERUUS AND IS 
USUALLY FUUND EITHER EATING UR PURSUINQ SUMETHINQ 
TU EAT. WHEN I T  CATCHES SOMETHING I T  ATTACHES 

P b I N T  PER MELEE TURN. 
ITSELF AND CUNSUMES IT .  IT CAN REQENERATE UNE 

I**** 

MIND DRAIN TYPE: ENCHANTED MUNSTER 

CREATED B Y :  WAYNE SHAW 

H I T  ARMUR I Q  DEXT. 
D l  CE CLASS MUVE FLY SWIM RANQE 3 0 4  2D4+10 RANQE 

6D8 5 1 0  

AL I QNMENT : 
FUUND I N :  DUNQEUNS, UUTDUURS, RIVERS, SWAMPS, C I T I E S  

CHAUT I C 
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NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  ( 4 0 % )  1D20 100% E 
WANDER I NQ 1 D 2 0  

ATTACKS : 

1 TUUCH, 1D6 PLUS UNE INTELLIGENCE PUINT.  

DESCR I P T I  UN : 

*****  
M I  RRUR MAN TYPE: ENCHANTED MUNSTER 

CREATED BY: PAUL JAQUAYS (DUN 4) 

H I T  ARMUR 

408 0 9 
DICE CLASS MUVE FLY SWIM 

A L  I QNMENT : 
FUUND I N :  DUNOEUNS, C I T I E S  

CHAUT I C 

NUMBER PRCYBAB I L 
L A I R  (20%) l D l O  100% A 
WANDER I NQ 1 D6 

I Q  
RANGE 

1 D4 

TY UF TRE 

DEXT . 
RANGE 

3D6 

SURE ND TYPE 

ATTACKS : 

2 + 2  CLAWS 208 UR 1 WEAPUN, BY WEAPUN TYPE 
1 HEAT BALL, 1D8 (SEE BELUW) 

DESCR I P T I  UN : 
A L IVING,  WALKING MAN-SHAPED MIRRUR ANY L IGHT 

BACK, BLINDING I T S  V ICTIMS.  
STRIKING IT WILL BE INTENSIFIED AND REFLECTED 

AFTER BEINQ EXPUSED TU L IGHT FUR F I V E  MELEE TURNS, 
I T  MAY F I R E  ONE HEAT BALL PER NELEE TURN U N T I L  
F I V E  TURNS AFTER THE L IGHT HAS BEEN EXTINGUISHED. 
DIRECT SUNLIGHT UR INTENSE L IGHT FOR UNE FULL TURN 
WILL CAUSE THE MIRRUR MAN TU EXPLUDE INTU A 10D8 
F I REBALL. 

PAQE 

THE MIRRUR MAN IS SEMI-INTELLIQENT AND WILL ATTACK 
BRIOHT L IGHT SUURCES AS A BESERKER ABSURBINQ AS 

TRUYINQ I T S  FUES. WHEN I N  MELEE I T  WILL USE I T S  
RAZUR SHARP CLAWS, THOUQH I T  MAY CARRY A WEAPUN. 

MUCH PUWER AS PUSSJBLE BEFURE EXPL~DING AND DES- 

BLUWS WHICH H I T  WITH A 14  UR GREATER WILL CAUSE 
FROM 25% TU 75% UF THE CREATURE TU SHATTER I F  

DEATH I N  F I V E  MELEE TURNS. DEAD CREATURES S T I L L  
ABSURB L IGHT AND UVERLUAD UN SUNLIQHT, BUT WILL 
EXPLODE AT ONLY HALF DAMAQE ( 5 D 8 ) .  

THE HEAD UR CHEST IS STRUCK THE MIRROR MAN WILL 
INSTANTLY DIE. sox D E S T R U C ~ I ~ N  WILL CAUSE ITS 

****I 

M I S T  LEUPARD TYPE: ANIMAL 

CREATED BY: WAYNE SHAW 

H I T  ARMUR I Q  DEXT 

6D6 4 1 2  24 3D6 2D6+ 1 2 
D ICE CLASS MUVE FLY SWIM RANGE RANQE 

ALIGNMENT: CHAUTIC NEUTRAL 
FCJUND I N : W~UDS,  M ~ U N T A  I NS, SWAMPS, A I R 

NUMBER PRdBABlL lTY  UF TREASURE AND TYPE 
L A I R  (10%) 1 D4 100% D 
WANDER I NO 1 D4 

ATTACKS : 

2 CLAWS, 1D6 
1 B ITE ,  l D l O  

DESCRIPTIUN: 

A LARGE HAZY LEOPARD I T  CAN SUMMUN MIST TU 

TU H I T  I T .  f T  IS -2 VS. F I R E  HUWEVER. 
CLUAK I ~ S E L F  AND A WEAPUN MUST BE +I UR BETTER 

* * * * *  
MCIBIL D I S  SWARM TYPE: MISCELLANEOUS 

CREATED BY: J I M  WARD (DUN 3) 

H I T  ARMUR I Q  DEXT 

1 OD8 9 9 1 D4 1 D6+6 
D ICE CLASS MUVE FLY SWIM RANGE RANQE 

ALIQNMENT: HUNGRY 
FUUND I N :  DUNGEONS, DESERTS, A I R  
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MUBIL  D I S  SWAm 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
WANDER I NO 1 

ATTACKS : 

1 ATTACK, 6D8 

DESCR I PT I UN: 

A SWARM UF UNE QUARTER INCH LUNQ STUMACHS WITH 
E lQHT TINY LEQS AND HALF INCH LONQ FANQS. THE 
MEMBERS UF THE SWARM NWlBER I N  THE B ILL IUNS,  THEY 
NEVER APPEAR ALONE. 

THE ENTIRE SWARM HAS 10D8 H I T  PUINTS CULLECTIVLY. 
AND ATTACKS AS A UNIT  OerINQ 608. UNLY CULD HEAT, 

AFFECT THEM (THE SALT REPELS THE SWARM). 
UR A SPECIAL CHEMICAL CALLED "MUBIL DIS SAL+" CAW 

THEY ATTACK BY SWARMINQ UVER THEIR V I C T I M  AND THEY 
WILL NUT LEAVE UNTIL  HE I S  CUMPLETELY CUNSUMED UR 
THE SWAFFl IS KILLED.  

THE SWARM TRAVELS AS A QLUBE WITH A THREE FCICIT 
DIAMETER AND WILL SENSE ANYTHINQ L I V I N Q  WITHIN 
SI XTY FEET. 

* ****  
MUCKER TYPE: ANlMAL 

CREATED BY: C. BIQQLESTUNE B P. SAVUY 

H I T  ARMUR I Q  DEXT 

6D8 3 9 1 D4+9 1D6+15 
CLASS MUVE FLY SWIM RANQE RAN& DICE 

ALIQNMENT: HUNQRY 
FOUND I N : DUNQEUNS , OPEN, WUODS, DESERTS, WATER, 

C I T I E S  

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (20%) 204 75x1 E 
WANDER I NO 1 D4 1046 E 

MUCKER 

DESCRIPTIUN: 

A F I V E  FUUT TALL UPRIQHT BADQER-CRUCUDILE I T  
IS TELEPATHIC EN6UQH TO 'IkEAD" A SELECTED V i C T l M  
AND MENTALLY INSULT THEM SU AS TU QUAD THEM INTCI A 
RASH ATTACK. I T  IS NEVER FUUND I N  COLD AREAS. 

THE MUCKER HAS A PERMANENT "MINDBLANK" I N  UPERA- 
T IUN.  

ANYUNE B I T T E N  BY THE MUCKER MUST MAKE A DEXTERITY 
ROLL UR THE MOCKER WILL HULD UN AND AUTOMATICALLY 
B I T E  H I M  EACH FOLLUWING MELEE TURN. 

* ****  
MURQHUUL TYPE: UNDEAD 

CREATED BY: DAVE HARORAVE ( A 8  1 )  
H I T  ARMUR I Q  DEXT . 

CLASS MUVE FLY SWIM RANGE RANQE 
( 3-5 1 D 8 +  1 3 9 1 2  1 D 4  1 D4+17 

D ICE 

ALIQNMENT: CHAUTIC 
FUUND I N .  ANYWHERE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  ( 8 5 % )  2D12 
WANDER I NO 201 2 

ATTACKS : 
2 CLAWS, 1 0 8  TU 1D12 DEPENDINQ UN S I Z E  + SPECIAL 
1 BITE,  1D6 TO l D l O  DEPENDING UN S I Z E  + SPECIAL 

DESCRI PT  I UN : 
A SHADUWY QREEN-YELLUW MAN-LIKE SHAPE THAT SMELLS 
UF RUTTEN FLESH. I T  16 A CROSS BETWEEN A QHaUL 
AND A SHADUW. 

A L L  H I T  BY THE MURQHUUL BECUME PARALYZED AND START 
TU RUT AWAY AT A RATE UF 1 H I T  POINT PER TURN. 
THUSE B I T T E N  RUT 1 0 2 0  POINTS IMMEDIATELY AND THEN 

ATTACKS : 
2 PAWS, 2010 
1 B ITE,  306 
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MUTH, BLUUD TYPE: MISCELLANEUUS MUDSL I NQER 
CREATED BY: M. KRAMER (ABE 14)  

ARMUR I Q  DEXT 
DICE CLASS MUVE FLY SWIM RANQE R A N Q ~  

6D8 5 1 2  1 8  1D6+12 2D6+6 

AL I QNMENT : 
FUUND I N :  ANYWHERE 

CHAUT I C-EVI  L 

ALIQNMENT: HUNQRY 
FUUND I N :  DUNQEUNS 

L A I R  ( 1 0 0 % )  1D8+2 5% SEE BELUW 

ATTACKS : 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

2 MUD MISSLES, SEE BELUW 
NUMBER PRUBABILITY UF TREASURE AND TYPE 

L A I R  ( 5 % )  1 100% I DESCR I PT I UN : 
WANDER I NQ 1 

ATTACKS : 

2 CLAWS 2D6 
1 PRUBUbCUS 1D4 PLUS 1D12 BLUUD DRAIN PER RUUND 
1 SPELL (SE6 BELUW) 

DESCRIPTIUN: 

THE BLUUD MUTH APPEARS AT F I R S T  AS A BEAUTIFUL 

I N  THE PARTY UNCE THE HUMAN MALE HAS BEGUN FURE- 

MUTH) AND I T  BEQINS I T S  ATTACK. I F  THE MUTH H I T S  
WITH I T S  PRUBUSCUS, THE PRUBUSCUS WILL PENETRATE 
THE V I C T I M  AND THE MUTH WILL DRAIN 1D12 POINTS UF 
BLOUD PER MELEE RUUND U N T I L  EITHER THE V I C T I M  UR 
THE MUTH IS KILLED, UR THE PRUBUSCUS IS SEVERED. 
THE REMAINS UF THE PRUBOSCUS MUST BE REMUVED FRUM 
THE V I C T I M  UR I T  WILL BECUME INFECTED AND CAUSE 
D I SEASE . 

HUMAN FEMALE, WHU TRI E& TU SEDUC~ ANY HUMAN MALES 

PLAY THE MUTH ASSUMES ITS TRUE SHAPE ( A  GIANT 

THE BLOUD MUTH CAN USE THE FULLUWINQ SPELLS: 
CHARM PERSUN, HULD PERSUN SUQQEST ESP, 
SHAPE CHANQE ( TU ANY HUMAkU I D FEMALE) 

I T  IS IWIUNE TU CULD* I;l,?HLNL!Q DUES UNLY HALF 
DAMAQE; AND nmcA I DAMAQE ALL UTHER 
SPELLS ARE E i IS ALSO IMMUNE 
ALL NUN-MAQI 

* ****  
MUDSL I NQER TYPE: MISCELLANEUUS 

CREATED BY: BYRAN HINKEL 

H I T  ARMUR I Q  DEXT 

2D8 5 0 1 2D6 
D l  CE CLASS MUVE FLY SWIM RANQE RANQE 

. . 
TU 
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LUUKS L I K E  A LARQE PUUL UF MUD WITH TWU ARMLIKE 
EXTENSIUNS. UNCE EACH MELEE TURN EACH ARM CAN 

WERE ARMUR CLASS 9. AFTER FUUR H I T S  THERE IS A 
50% CHANCE PER H I T  UF CAUSING BLINDNESS I N  THE 
V I C T I M  FUR 1D6 TURNS AFTER FIFTEEN H I T S  THERE IS 
50% CHANCE THAT THE V I C T I M  WILL SUFFUCATE UNDER 
THE ACCUMULATED MUD. THE MUDSLINGER NEVER RUNS 
UUT UF MUD, 

THROW A MUD BALL WHI CH HI TS ALL TARGETS AS IF THEY 

THE MUDSLINQER IS ONLY AFFECTED BY STEEL WEAPUNS 
(WHICH DU UNLY HALF DAMAQE) AND HEAT I T  IS CUM- 
PLETELY IMMUNE TU ALL FURMS OF MISSLES. 

THERE IS A SMALL CHANCE THAT THERE WILL BE THE 
BUDY UF A FORMER V I C T I M  BURIED BENEATH THE MUD- 
SLINGER. ANY TREASURE FUUND WILL HAVE BELUNQED 
TU T H I S  FURMER V ICTIM.  
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NARAL TYPE: GIANT INSECT 

CREATED BY: S K I P  DAVIS 

I Q  DEXT ARMUR 
CLASS MUVE F L Y  SWIM RANQE 1 D6+4 RANQE 3 0 4  

H I T  
D ICE 

6D8 3 6 24 

AL  I QNMENT : NONE 
FUUND I N :  UPEN, WUUDS, RIVERS, SEAS, C I T I E S  

NUMBER PRUBABI L I  TY UF TREASURE AND TYPE 
L A I R  (25%) lODlOO 10% B 

5% B WANDER I NO 1D12 

ATTACKS : 

1 B I T E ,  2D4 
1 WINO BUFFET, 2D10 
1 CLAW 1D4 
1 STINb,  1 0 4  PLUS 6D6 POISUN 

DESCR I PT I UN: 

THE NARAL LUUKS MUST L I K E  A TEN FUUT LUNG BUMBLE 
BEE AND I T S  L A I R  CONSISTS UF A HUGE HUNEY COMB. 
I T  IS MUCH SBUGHT AFTER AS A,,FLYING MUUWT BY THE 
PEOPLE UF "THE CITY UF CHAUS AS I T  MAKES A VERY 
STABLE RID ING PLATFURM. I T  IS CARNlVERdUS AND 
FAVURS ELVEN FLESH OVER ALL  UTHER KINDS. 

* * * * *  
NAZGUL TYPE: UNDEAD 

CREATED BY: N. SHAPIRU (ABE 1 2 )  

DEXT. 
CLASS MUVE FLY SWIM RANGE RANOE 

I Q  H I T  ARMUR 

1 8  2 4  2D6+6 1D3+15 
D1 CE 
1 2 0 8  2+5 

ALIQNMENT: CHAUTIC 
FUUND I N :  ANYWHERE 

L A I R  (20%) 
WANDER 1 NO 

NUMBER 1 D3 PRUBABILITY 100% F UF TREASURE AND TYPE 

1 D3 

PAGE 

ATTACKS : 

2 BLUWS, 2D6 PLUS 1D6 L I F E  ENERQIES I F  SAVE VS. 
WANDS THEN ONLY 1 63 ENERG I ES 
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NAZQUL 

DESCRIPTIUN: 

NIQHT CRAWLER 

DESCR I PT I UN : 

A LARQE BLACK CLUAKED HUMAN SHAPED UNDEAD. UF- 

UR A HUQE BLACK HORSE WkICH IS REALLY AN ELEMEN- 
TAL. 

THE NAZQUL ARE VERY MAQICAL. ANY H I T  UPUN THEM 
CAUSES THE STRIKER TU TAKE 1D4 DAMAQE HIMSELF. I F  
A NAZGUL I S  K ILLED ALL THOSE WHO TOUCHED HIM I N  
THAT MELEE RUUND TAKE AN ADDITIUNAL 204 DAMAGE. 

TEN F O U ~ D  RIDING A H U ~  PTERADACTYL SHAPED BEAST 

NAZQULS CAN BE TURNED BY PATRIARCHS: 
PATRIARCH'S LEVEL RbLL ON 206 # TURNED 

7 - 1 s  11 - 12 1 D3 
1 6  - 21  9 - 12 1 D4 
22 - 28 7 - 12 1 D6 

29+ 2 - 12 1 0 1 0  

. . . - . . - . - - 
PARTY-FIRST. 

CHARACTERS K I L L E D  BY A NAZQUL CAN UNLY BE RESUR- 
RECTED BY A "RAISE DEAD FULL:" WHICH ACTS UPUN 
THEM AS A NURMAL "RAISE DEAD . 

* * * * *  
NIGHT CRAWLER 

H I T  ARMOR 
D l  CE CLASS 

A L I  ONMENT : CHAU' 
FOUND I N :  DUNBE( 

(3 -81D8+1  4-5 

TYPE: QIANT INSECT 

...... - .... - -  
I Q  

MUVE FLY SWIM RANQI 
1 2  1 D6 

YNS, UUTDmRS, RIVER! 

3ER fWYEAB1 I! Iv,gF 

T I C ,  NEUTRAL 

DEXT . 
E RANGE 

2D6+6 

S, SWAMPS, C I T I E S  

TREASURE AND TYPE 
IUUA C T C ~ G W - ~ ~  MAGIC WEAPUN 

NUMl 
L A I R  ( 3 0 x 1  2D1z 
WANDER I NO 1 D6 

ATTACKS : 

1 B I T E  1D4 TU 1D12 DEPENDINQ UN S I Z E  
2 CLAW&, 1D8 TO 3D6 DEPENDINQ ON S I Z E  
1 STINQ, 1D3 TU 2 0 4  DEPENDINQ ON S I Z E  PLUS 1D8 

PER HIT DIE OF BEAST PO SON AND PARALYSIS 

PAQE 

* n  

N I  

MUTATED CR SS BETWEEN A SPIQA AND A SC0RPIUN. 
POISON WIL PARALYZE ALL  EXCEPT HUBBITS, WHICH 
WILL DISSU VE I F  SAVE VS. POISUN IS NOT MADE. I F  
MADE I T  W LL  DU AN ADDITIONAL 3D6 DAMAQE PEk 

I N  UNE TO F I V E  MINUTES, DEPENDING ON S I Z E  

UF THE TIME THEY ARE CHAUTIC. 

M E L E ~  TURN. ALL EATEN BY THIS THING ARE DIGESTED 

THESE ARE ONLY NEUTRAL 10% OF THE TIME, THE REST 

I * * *  

OHTSEEKER TYPE : DRAGUNK I ND 

CREATED B Y :  STEVE HENDERSUN 

H I T  ARMUR I Q  DEXT . 
CLASS MbVE FLY SWIM RANGE RANQE 

1 D4+12 
D ICE 

( 1 6 - 3 2 1 D 8  2+1  1 2  1 D4 

ALIQNMENT: HUNQRY 
FOUND I N :  DUNGEONS, MOUNTAINS, C I T I E S  

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (30%) 1 D3 50% c 

10% c WANDER I NO 1 D3 

ATTACKS: 

5 BITES,  3D4 PLUS P b l S b N  

DESCRI P T I  ON: 

AN ELEPHANT-SIZED CREATURE B U I L T  SOMEWHAT L I K E  A 
HYDRA BUT WITH PdWERFUL LEGS. I T  ALWAYS HAS F I V E  
HEADS. 

I F  SAVE VS. PUISUN IS MISSED THE B I T E  INJECTS A 

IS THEN SUCKED UP, A V I C T I M  WHU HAS ALREADY TAKEN 
THREE B I T E S  GETS NU FURTHER SAVING THROWS. THE 
NIQHTSEEKER CAN SUCK UP A HUMAN-SIZED MASS I N  UNE 
MELEE TURN. 

PUTIUN THAT WILL MELT PRUTOPLASM INTU MUSH WHICH 

I T  UPERATES I N  DARKNESS B Y  CLAIRVOYANCE. I T  IS 
IMMUNE TU LIGHTNING. UFTEN FOUND I N  RUINS AS 
OPPOSED TU OCCUPIED C I T I E S .  

63 



PAQE 

ALL THE WURLDS' MUNSTERS 

ULAB TYPE : HUMANU I D 

CREATED BY: JEFF PIMPER 

H I T  ARMUR I Q  DEXT . 
D l  CE CLASS MUVE FLY SWIM RANGE RANQE 

( 3 - 7 1 0 8  7+1 9 2D4 2D6+6 

ALIQNMENT: CHAUTIC HUNQRY 
FUUND IN: RIVERS, BWAMPS 

NUMBER PRUBABlL lTY UF TREASURE AND TYPE 
L A I R  ( 5 % )  20D20 5% A 
WANDER I NO 4D10 

ATTACKS : 

1 CLUB, 1D8+2 
1 THRUWINQ DISC, 2D12 (SEE BELUW) 

DESCRI PT I UN: 

A RACE UF REPTILE MEN. FRUM THE WAIST UP, THE 

I T S  NECK IS WATTLED. 

THE ULAB IS SUULESS AND WHILE FIQHTINQ ALMUST 

HALF DAMAQE TU THE ULAB A MAGIC WEAPUN DUES HALF 

ULAB ALWAYS FIQHTS AS I F  BESERK. 

ULAB IS MANSI ZED AND SHAPED BUT I TS LEOS ARE LUNQ 
AND STURKLIKE. 

MINDLESS su IT IS IMMU~E TU ALL FURMS b~ MENTAL 
ATTACK U~LESS SURPRISED. NURMAL WEAPUNS UNLY DU 

DAMAGE PLUS WHAT EVER DAMAQE RONUSES I T  HAS. THE 

ITS HEAD HAB A FEATHERY CREST AND 

THE ULAB'S CLUB HAS A S L I T  WHICH RUNS FROM THE T I P  
CUR FIGHTINQ END) DOWN ABUUT ONE THIRD UF I T S  
LENQTH THE ULAB F I T S  THE DISC INTU THE S L I T  AND 
THEN USES THE CLUB TU HURL THE DISC AT THE ENEMY. 
THE ACCURACY UF THE DISC IS THE SAME AS THAT UF A 
HEAVY CRUSSBUW FIRED BY A FIQHTER WHU IS TWU LE-  
VELS HIGHER THAN THE ULAB HAS H I T  DICE.  

FRUM "SA1 LUR UN THE SEAS UF FATE" (AN ELRl  C STORY 1 
BY MICHAEL MUORCOCK. 

* ****  
UNDUCULUS TYPE : HUMANU I D 

CREATED BY: KAJ a CECIL NURSE (DUN 4 )  

64 

H I T  ARMUR I Q  DEXT 

3D8 7 9 2D6+6 2D6+6 
DICE CLASS MUVE FLY SWIM RANGE RANOE 
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UNDUCULUS 

AL I QNMENT : CHAUT I C 
FUUND I N :  DUNGEUNS 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  ( 5 0 % )  1 OD4 100% D 
WANDER 1 NO 5 0 4  75% D 

ATTACKS : 

1 WEAPUN, BY WEAPUN TYPE 

DESCRIPTIUN: 

UNE UF A DREADED UNDERORUUND RACE WHICH IS RARELY 

TWO BALD HEADS, THREE LEQS, AND FUUR ARMS. H I S  
LIMBS HAVE TWU MURE JUINTS THAT THOSE UF MEN WHICH 
QIVES H I M  MURE MUBIL ITY.  

EVER SEEN BY PEU~LE. HE RESEMBLES A SLIM MAN WITH 

THERE IS A 5% CHANCE THAT THE UNUDUCULUS IS A 
CLERIC (UP TU EIGHTH LEVEL) WHa CAN CAST SPELLS 
WHILE I N  MELEE. 

THE UNDUCULUS IS VERY PHILUSUPHICAL. HE CAN BE 
DISTRACTED BY A PHILUSBPHICAL DISCUSSION WHICH 

IPPUNENT A FREE SHUT BEFORE THE MELEE 

** 
UR 

A L  I UNFICN I 
FC 

WC 

TYPE: ANIMAL 

'F PIHPER 

I Q  DEXT 
MUVE FLY SWIM RANGE RANQE 

2 4  1 D6 2D6+6 

N C ~ T R A L  
lOUDS, DESERTS, SWAMPS 

L l T Y  UF TREASURE AND TYPE IR PRUBAB 
b 

URN I THUH I PPUS 

ATTACKS : 
1 B I T E  2D4 
2 CLAW&, 306 

DESCR I PT I UN : 

A HUQE B I R D  RESEMBLINQ AN OSTRICH BUT WITH FUUR 
LEQS AND NU WINQS. I T  IS QUITE BEAUTIFUL TU LUUK 
AT WITH SNUWY WHITE FEATHERS AND A LUNQ SWAN-LIKE 
N E ~ K .  

THE MEAT OF THE URNITH IS QUITE STRINOY AND TUUQH, 
BUT THERE ARE SUME EXCELLENT DISHES MADE UF I T .  

FRUM "WARRIUR UF WURLD'S END" BY L I N  CARTER. 
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PERY TUN 

ATTACKS: 

2 ANTLERS 2D6 
2 TALUNS ~UNLY IF FLYINQ),  ID^ 

DESCR I P T I  UN : 

FRUM A QRECU-RUMAN MYTH. 

***** 
PHELES I UN TYPE: ANIMAL 

CREATED BY: S K I P  DAVIS 

H I T  ARMOR I Q  DEXT I 
DICE CLASS MUVE FLY SWIM RANQE RANQE 

( 4-6 1 D8+ 1 6 9 3D6 1 D8+16 

ALIQNMENT: NEUTRAL 
FUUND I N :  DUNGEUNS, UPEN, WUUDS, MUUNTAINS, SWAMPS, 

C I T I E S  

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  ( 5 0 % )  2D3+3 35% Q 
WANDER I NQ 1 D8+1 10% B 

ATTACKS : 

1 WEAPON, BY WEAPUN TYPE 

1 BITE,  1D8 AND 2 CLAWS, 1D6 
UR 

DESCRIPTION: 

PHRA I NT TYPE: A L I E N  

CREATED BY: DAVE HARORAVE (AO 1 )  
H I T  ARMUR 

DICE CLASS MUVE 
2 9 ( 1  -12 )D8+1  

ALIQNMENT: NEUTRAL 
FUUND I N :  ANYWHERE 

NUMBER 
L A I R  (40%) 4D10 
WANDER I NO 2D10 

ATTACKS : 

I Q  DEXT 

2D6+6 1 D8+16 
FLY SWIM RANGE RANQE 

PReBABIL ITY UF TREASURE AND 
100% F 
50% F 

TYPE 

1 CLAW, 1D4-1D10 DEPENDINQ UN S I Z E  
1 JAVELIN, 1D8 
1 WEAPUN, 1D8 UR BY WEAPUN TYPE 
1 STINQ 1 0 3  PLUS 1D6+1 PdISUN 
1 B I T E , ’ l D 4 - l D 8  DEPENDING UN S I Z E  

DESCRIPTIUN: 

STRICTLY LUQICAL, ANT-L IKE INSECTS BUT WITH UNLY 
TWU ARMS AND TWU LEOS. 
BETWEEN A MANTIS AND AN ANT. I T  CAN LEAP FIFTEEN 
TU THIRTY FEET, THROW I T S  JAVELIN WHILE I N  THE 
AIR, AND LAND WITH I T S  WEAPUN READY FUR BATTLE. 

I T  LUOKS L I K E  A CRUSS 

*****  
POISON IVY HEDQE TYPE: PLANT 

CREATED BY: LEE QULD (ABE 7 )  
H I T  ARNUR I Q  DEXT 

1 OD8 9 1 2D6 1 D6+6 

AL I QNNENT : NEUTRAL 
FUUND I N :  OPEN, WUUDS, RIVERS, SWAMPS, C I T I E S  

L A I R  ( 5 0 % )  1 100% B 
WANDER I NQ 1 

ATTACKS : 

DICE CLASS MUVE FLY SWIM RANQE RANQE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

1 TUUCH, 1D6 PUISUN PLUS ITCHINQ (SEE BELUW) 

THE PHELESIUN IS BASICALLY A NEUTRAL CREATURE BUT 
UNCE I T  HAS QIVEN I T S  W R D  I T  WILL TRY TU F U L F I L L  
ITS PRUMISES EVEN IF IT HA& TO DIE IN THE ATTEMPT. 
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WISUN I W  HEWE 

DESCRIPTIUN: 

A MUBILE HEDQE. ANY TREASURE IS CUNTAINED WITHIN 
ITSELF I T S  TUUCH NUT ONLY CAUSES PUISON DAMAQE 

HUURS AND REDUCES ALL  THE V I C T f M ' S  ATTACKS BY -2. 
I F  THE PLANT IS BURNED THE SMUKE CAUSES 206 UF 

BUT ALSU CAUSES SEVERE I TCHI NO WHI CH LASTS TWO 

PUISUN DAMAQE AND T H R E ~  HUURS OF ITCHINQ,. THERE 
IS *NU* SAVINQ THROW AQAINST THE ITCHINQ. 

* * * s a  

PSEUDUWUMAN TYPE: HUMANUID 

CREATED BY: JEFF PIMPER 

H I T  ARMUR I Q  DEXT 

1 D 6  9 12 306 3D6 
D ICE CLASS MUVE FLY SWIM RANQE RANQE 

ALIQNMENT: ANY 
FUUND I N : DUNQEUNS, UPEN, WdODS, MOUNTA I NS, WATER, 

C I T I E S  

NUMBER PROBABILITY UF TREASURE AND TYPE 
L A I R  ( 2 0 % )  5D4 10% A 
WANDER 1 NO 1 D4 

DESCR I PT I UN : 

THE PSEUDOWUMAN IS COLD BLUODED SU SHE RADIATES 
NO INFRARED SHE IS A VEQETARIAN THUUOH SHE CAN 
CUNSUME suuis AND FERMENTED BEVERAQES ( w  I THUUT 
QETTINQ INTOXICATED). SHE IS tMMUNE TU ALL D I S -  
EASES AND POISONS WHICH AFFECT WARM BLOBDED CREA- 
TURES. TU ALL UUTWARD APPEARANCES SHE Is A HUMAN 
FEMALE I T  IS-UNLY WHEN UNE TUUCHES HER THAT HE 
REALIEkS THAT SHE IS NUT HUMAN. 

PYBRA TYPE 

CREATED BY: DAVE HARQRAVE 

AN I MAL 

HIT ARMUR Q DEXT . 
DICE CLASS MUVE FLY SWIM RA QE RANQE 

(2-8) D8+ 1 4 6 1 D 6  2D6+6 

ALIQNMENT: HUNQRY 
FUUND I N :  DUNQEONS, UUTDUURS, RIVERS, SWAMPS, C I T I E S  

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (30%) 1 D6 70% C + 4*CUPPER 
WANDER I NO 1 D4 

ATTACKS : 
1 B I T E  1D3 PLUS 306 WISUN 

1 STINQ, 
1 SPIT,  1D6+1 PUISUN 

1 CONS~RICTIUN IDI 
1D3 PLUS 3D6 POISUN 

DESCR I PT I UN : 

COBRA-PYTHUN CRUSSBREED. I T  CAN S P I T  UP TU TWENTY 
FEET AND CUVER A TWO AND A HALF FOUT SQUARE AREA. 
AT TEN FEET I T  CAN CUVER A SEVEN AND A HALF FOUT 
SQUARE AREA. 

FROM "WARRIUR UF WURLD'S END" BY L I N  CARTER. 
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RAZOR MOUTH 
ATTACKS : 

1 "ELECTRUNIC CHARM" (SEE BELUW) 

DESCRIPTION: 

AN ANT-SIZED CRITTER WITH AN ELECTR6-MUTIVE-FURCE 
SENSE/SEND ABILITY. IT ACCURPANIES GREATER MUN- 
STERS WHEN THEY ATTACK ANTI-MAQIC USERS (TECHNUS1 
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AND SCROUNQE TECHNULOQICAL TREASURE I T S  L A I R  IS 
PRUTECTED BY TECHNOLUQICAL DEVICES SET UP SU AS TO 
BE USEABLE BY SUCH A SMALL CREATURE. 

I T S  ATTACK CUNSISTS UF MENTALLY ACTIVATINQ ANY 
ELECTRUNIC MACHINERY I N  THE AREA AND DIRECTINQ 
THE MACHINE TU ATTACK THE INTENDED VICTIMS.  

***I* 

RAZUR MUUTH TYPE : DRAGUNK I ND 

CREATED BY: CLINT BIQQLESTUNE 
H I T  ARMUR I Q  DEXT 

22D8 2 + 3  1 104 2D8+6 
D ICE CLASS MUVE FLY SWIM RANQE RANQE 

ALIQNMENT: HUNQRY 
FUUND I N :  ANYWHERE 

L A I R  (100%) 1 100% H 
NUMBER PROBABILITY UF TREASURE AND TYPE 

ATTACKS : 
1 BREATH, 8D6 POISUN QAS CLUUD, TWENTY BY FURTY 

1 B I T E  1D12, SHARPNESS 
2 CLAWS, 6D6 

FEET 

DESCRIPTIUN: 

A HIDEUUS MUTATED DRAWN-TYPE, BARELY MUBILE 

UF F L Y I W .  USUALLY FUUND SITTLNG ON I T S  HOARD 
WHICH I T  COLLECTS OUT UF INSTINCT DURINQ A YUUk- 
GER, MURE MOBILE PHASE UF L I F E .  I T  IS ESSEN- 

SHRUNKEN tu  ELEPHANT-SI ZED AND NO LONQER CAPABLE 

TIALLY A SCAVENG~R. IT  IS IMMUNE TO LIGHTNING. 

* ****  
RED MAMBA TYPE: ANIMAL 

CREATED BY: DAVE HARQRAVE 

ARMUR I Q  DEXT . 
CLASS MUVE FLY SWIM RANGE RANQE 

H I T  
D ICE 

1 D6 1 D6+12 ( 1  -3 )D8+1 6 7 

RED MAMBA 

NUMBER PROBABILITY OF TREASURE AND TYPE 
1D12 50% C - 50% QEMS + 25% MAQIC L A I R  (SOX) 

WANDER I NO 1 D 6  

ATTACKS : 

1 B ITE,  1D3-1D6 DEPENDINQ UN S I Z E  PLUS TWICE I T S  
H I T  D ICE I N  PUlSUk 

DESCR I PT I ON : 

A VERY FAST, MUTATED MAMBA. +1 ARMUR CLASS AND 
SPEED FOR EVERY H I T  D I E  I T  HAS UVER ONE. 

ALSU CALLED A RED RUCKET. 

* ****  
RUSTLANCE TYPE: ANIMAL 

CREATED BY: C. BIQQLESTUNE 8 P. SAVUY 

H I T  ARMUR I Q  DEXT . 
DICE CLASS MUVE FLY SWIM RANGE RANQE 

6D8 3 9 102 1D6+18 

ALIQNMENT: HUNQRY 
FUUND I N :  DUNGEONS, UPEN, WOUDS, MOUNTAINS, WATER, 

C I T I E S  

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (30%) 1 D6 40% D (NU IRUN) 
WANDER I NQ 1 D3 

ATTACKS : 

1 HURN, 4D8 PLUS RUSTINQ 

DESCRIPTIUN: 

A S I X  FUUT LUNQ SNAKE WITH A SINQLE HURN QROWlNQ 
UUT UF I T S  FUREHEAD. I T S  FAVURITE FOOD IS RUSTY, 
ONCE MAGICAL STEEL BUT I T  WILL EAT ANY FORM UF 
FERRUUS OX I Dk . 

ALIQNMENT: HUNQRY 
FUUND I N :  DUNGEUNS, UUTDbdRS, RIVERS, C I T I E S  
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SAURA I G TYPE: HUMAN6ID 

CREATED BY:  DAVE HARGRAVE (AQ 1 )  

PAQE 

H I T  ARMUR I Q  DEXT. 
D ICE CLASS MUVE FLY SWIM RANGE RANGE 

( 1  -8 )D8+1 6 6 9 3D6 1 D6+7 

ALIQNMENT: NEUTRAL 
FUUND I N :  DUNQEUNS, UPEN, DESERTS, SWAMPS, C I T I E S  

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (25%) 1 OD8 100% D + 1000 SP 
WANDER I NQ 2 0 1  0 50% D 

ATTACKS : 

2 CLAWS 1D4-1D12 DEPENDINQ UN S I Z E  
1 CLUB, ' lD8 PLUS 1D4-1D8 DEPENDING UN S I Z E  
1 TAIL ,  (1-2108 DEPENDINQ UN S I Z E  (SWAMPS UNLY) 

DESCR I PT I UN : 

A TAN CULURED, TAILESS REPTILE MAN FUUND I N  
DESERTS, UR A GREEN, TAILED REPTILE MAN FUUND I N  
SWAMPS, 

HE UNLY TAKES HALF DAMAQE FRUM F I R E  BUT HE TAKES 

AN UBSIDIAN CLUB WHICH H I T S  L I K E  A MACE AND ALSU 
HAS SPEARS AND/OR JAVELINES WITH SPEAR THRUWERS. 

FULL DAMAGE FRUM CULD AND IS ALSU &WED. HE USES 

"SLUW" SPELLS AS SUCtj HAVE N6 EFFECT, BUT HE HAS A 
-2 SAVINQ THRUW VS. SLEEP". 

* ****  
SCUURQETAIL TYPE: QIANT ANIMAL 

CREATED BY: C .  BIQQLESTUNE 8 P. SAVUY 

H I T  ARMUR CLASS MUVE FLY SWIM RANGE I Q  DEXT RANGE 
DICE 

( 1 7 - 2 2 ) D e  2 + 1  12 1D6+12 1D4+10 

ALIQNMENT: HUNGRY 
FUUND I N : DUNGEUNS, UUTDUURS, SWAMPS, C I T I ES 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (25%) 1 0 2  75% C, NU MAQIC 
WANDER I NQ 1 20% C, N 6  MAQIC 

ATTACKS : 
6 T A I L S  1012 
1 BREATk, 8D8 LIQHTNINQ 
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SCOURQETAIL 

DESCRIPTION: 

LOUKS LIKE A QORILLA-SIZED ARMADILLO WITH A CAT-U- 
S I X - T A I L S  FOR A T A I L  I T S  FRONT PAWS MAY BE USED 

I T  IS I m U N E  TO COLD AND SONIC ATTACKS. I T  TURNS 
SPELLS L I K E  A RINQ UF SPELL TURNINQ. I T S  L IQHT-  
NINQ MAY BE USED THREE TIMES A DAY. 

THE SCUURQETAIL DISDAINS MAQIC BUT THERE IS A 15% 

AS HANDS. IS IT ONL+ RARELY FUUND IN DUNQEONS. 

THAT IT WILL HAVE 103 MINOR TE~HNOLOQICAL ITEMS. 
**I** 

SCREAMINQ MEEMIE 
~ 

TYPE: HUHANUID 

CREATED BY: TERRY JACKSON 
ARMOR I Q  DEXT , 
CLASS MOVE FLY SWIM RANQE RANQE 

3 9 2D6 208 
DICE 

3D8 

ALIQNHENT: NEUTRAL HUNQRY 
FUUND I N :  OPEN, WUbDS 

L A I R  (30%) 1D3+1 30% C 
WANDER I NO 1 D6 50% A, 0, C 

ATTACKS : 

NUMBER PROBABILITY UF TREASURE AND TYPE 

1 SCREAM 3D6 PLUS DEAFNESS 
2 PAWS, hD10 
1 BITE,  2 0 1 0  
1 HUB, 4DlO ( I F  BUTH PAWS H I T )  

DESCRIPTION: 

APE-LIKE I N  APPEARANCE THE SCREAMINQ MEEMIE IS 
BETWEEN SEVEN AND E I Q H t  FEET TALL WHEN ADULT. 
FUR IS A V I V I D  P INK ( I N  ADULTS1 OR MOTTLED BROWN 
AND P I N K  (JUVENILES) THE MEEMIE WILL NOT ATTACK 
UNLESS PROVUKED OR UNLESS I T  IS I N  I T S  L A I R  AND 
I T S  YOUNO ARE PRESENT. 

I T S  

THE MEEMIE'S F IRST ATTACK IS ALWAYS AN EAR SHAT- 
TERINQ SCREAM WHICH CAUSES DEAFNESS FUR 3 D 1 0  TURNS 

3P42E! I E?7M!EE ~ ~ T L ~ X N F ~ ~ A Y " ~ " T ~ ~ " M ~ ~ ~ ~ E T ~ ~ ~ ~  

SCREAM 1 NO MEEM I E 

THUSE WHO ARE DEAFENED CANNOT CCI-URDINATE THEIR 
ATTACKS UNLESS THEY HAVE ESP. REQARDLESS aF THEIR 
PHYSICAL CHARACTERISTICS ANYUNE WHU IS STRUCK BY 
THE MEEMIE'S PAW HAS A 76% CHANCE OF BEINQ KNOCKED 
DOWN 

THE JUVENILE MEEMIE I S  VERY FRIENDLY AND PLAYFUL 

VERY NOISY 

I N  THE AREA. 

ITS FAVORITE QAME IS TAQ YUU'RE IT" IT IS A L ~ J  

SURPRISE A~YTHINQ IF THERE IS A MEEMIE PLAYINQ" 
MAKINQ I T  IMPbSSIBLE FOR A PARTY TO 

WHEN ENCUUNTERED I N  ITS L A I R  THERE WILL ALWAYS BE 

ATTACK. 
ONE ADULT AND 103 YUUNQ. T H ~  ADULT WILL *ALWAYS* 

***I* 

SCRUeBINQ BUBBLE 

CREATED BY: SKIP DAVIS  

TYPE : M I  SCELLANEOUS 

H I T  ARMOR I Q  DEXT. 
CLASS MUVE FLY SWIM RANQE RANQE 

0 24 3D4 1D8+10 
DI CE 

( 1  -2103 

A L  I QNMENT : NEUTRAL 
FOUND I N :  DUNQEONS, C I T I E S  

L A I R  (100%) 1 2 0 1 2  35% I 
ATTACKS : 

NUMBER PROBABILITY OF TREASURE AND TYPE 

1 ATTACK (PER 12 BUBBLES), 1D4 ABRASION 

DESCRIPTIUN: 

A ROUND WHITE BUBBLE, TWO INCHES HIQH AND CINE AND 
A HALF INCHES AROUND USUALLY FOUND NEAR A MIRROR 

T I N E  CLEANLINESS. I T  L I V E S  I N  A NEARBY HULE I N  THE 
WALL AND I T S  TREASURE CUNTAINS ONLY VERY SMALL 
ITEMS (OEMs, RINQS, CUINS, ETC. ) .  

UR UTHER SHINY ITEM WHICH IT MAINTAINS AT A PRIS- 

THE BUBBLE UNLY LEAVES I T S  HOLE WHEN THE ITEM I T  
MAINTAINS IS DIRTIED.  I T  THEN ATTACKS EVERYTHINQ 
I N  SIQHT AND SCRUBS THEM SPbTLESS. I T  DUES NOT 
L I K E  THE SMELL OF SOAP AND Sb WILL AVOID A FRESHLY 
BATHED PERSUN OR CREATURE. 

~HEN"EL~LSE. FUR PHYS I CAL v I OLENCE , 
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SCRUBBLE TYPE : M I SCELLANEUUS SENT I EN1 M I ST TYPE: MISCELLANEUUS 
CREATED BY: K .  JUNES (ABE 19) CREATED BY: S K I P  DAVIS 

H I T  ARMUR I Q  DEXT . 
DICE CLASS MUVE FLY SWIM RANQE RANQE 

( 4-9 1 D8+ 1 2 18 6 3D4 2D6+5 
ALIQNMENT: CHAUTIC 
FOUND I N :  DUNQEUNS, UPEN, WUUDS, MUUNTAINS, C I T I E S  

L A I R  (10%) 
WANDER I NO 

ATTACKS: 

1 ATTACK, 

DESCRIPTIUN: 

H I T  ARMUR CLASS MUVE FLY SWIM RANQE IQ RANQE DEXT . 
DICE 

( 8 -  10) D8 1D6+12 106+12 4 24 
A L  I QNMENT : 
FUUND I N :  DUNQEUNS, C I T I E S  

EV I L 

NUMBER PROBABILITY UF TREASURE AND TYPE NUMBER PRUBABILITY UF TREASURE AND TYPE 

ATTACKS : 
1 5% r L A I R  (100%) 1 80% A 1 D6 30% E 

SD6 ABRASIUN 

A QIANT FURN UF INSANE SCRUBBINQ BUBBLE. I T  IS 
EIQHT FEET HlQH AND 6 FEET WIDE I T S  TREASURE IS 
BUBBLE. L A I R  TREASURE IS ALWAYS VERY WELL HIDDEN. 
STURED INSIDE ITS BUDY, UNDER THE CRUWN UF ITS 

**I** 

SCUMSNA I L 

CREATED BY: STEVE HENDERSUN 

TYPE: MISCELLANEUUS 

H I T  ARMUR I Q  DEXT 
DICE CLASS MUVE FLY SWIM RANGE RANQE 
13D8 9 3 1D3+6 1D3+lS 

ALIQNMENT: CHAOTIC 
FUUND I N :  DUNQEUNS, SWAMPS 

NUMBER PRUBABILITY UF TREASURE AND 
L A I R  (95%) 1 100% c 
WANDER I NO 1 
ATTACKS : 

4 TENTACLES, 406 PLUS DISEASE 

DESCR I PT I UN: 

TYPE 

1 STRANQLE, 1D8 

DESCRI P T I  UN : 

AN INTELLIGENT FUQ FUUND ONLY I N  ENCLUSED PLACES. 

WHEN I T  H t T S  A V I C T I M  I T  DUES AN IMMEDIATE 1D8 
PUINTS UF DAMAQE. I T  ALSU ATTACHES ITSELF TU THE 
V f C T I M  FUR: -. 

(NUMBER RULLED) - (NUMBER NEEDED TU H I T )  
ADDITIUNAL TURNS DUINQ AN ADDITIUNAL 108 PER TURN 
UNTIL EITHER THE’VICTIM UR THE MIST IS KILLED. 

BECAUSE I T  UBSTRUCTS THE VIEW UF A L L  I N  THE AREA, 
ANY ATTACK RULLED AQAINST I T  WHICH MISSES BY TWU 
UR MURE UR A 1 I S  RULLED I N  ANY CASE HAS A 3096 
CHANCE 6F H I  T T I  NO ANUTHER MEMBER OF ThE PARTY, 

.***. 
SHEEM BATTLE SPIDER TYPE: RUBUT 

CREATED BY: N. SHAPIRU 

H I T  ARMUR CLASS MUVE FLY SWIM RANQE I Q  RANQE DEXT 

3 10 20 2D6+6 
DICE A HIDEUUS MISSHAPEN MUNSTER. I T  LA IRS ONLY I N  

SWAMPS AND IS ALWAYS SURRUUNDED BY AN INSECT (8- 13) D8 PLAQUE I T  IS LARQER THAN MANSIZED. I T  CUMMUNI- 
CATES WITH I T S  FELLOW KIND BY ESP I T  IS IMMUNE ALIQNMENT: ANY TU WANDS AND STAVES AND CAN TURN SPELLS AS A RI NO 
UF “SPELL TURN1 NO”. FUUND I N :  OUTDUURS, RIVERS, SWAMPS, C I T I E S  
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SHEEM BATTLE SPIDER 

NUMBER PRURABILITY UF TREASURE AND TYPE 
L A I R  (10%) 1 100% H / 4 
WANDER I NQ 1 

ATTACKS : 
1-2 HEAT RAYS (SEE BELUW) 
0-6 CLAWS (SEE BELUW) 

DESCRIPTIUN: 

THE HEAT CANNUN TREATS A L L  TARQETS AS ARMUR CLASS 
9. I T  HAS A RANQE UF NINE INCHES. I F  THE V I C T I M  
MAKES H I S  SAVE VS, MAOIC, HE UNLY TAKES HALF UF 
THE DAMAQE. 

STATISTICS:  

MARK 
1 
2 
3 
4 
5 
6 

MARK 
1 
2 
3 
4 
5 
6 

*****  
SH I FTER 

H I T  ARMUR HEAT RAY 
DICE CLASS DAMAQE CLAWS DAMAQE 

8D8 3 6D6 NUNE 
9D8 2 8D6 NUNE 

10D8 2 9D6 NUNE 
1008 2 9D6 2 2D6 
1208 0 1 OD6 2 206 
lSD8 -2 ( 1 0 1 2 + 6 ) D 6  6 2D8 

HOW UFTEN CANNUN F I R E S  
UNCE PER MELEE TURN 
TWICE F IRST MELEE TURN THEN UNCE PER TURN 

TWICE PER MELEE TURN 
TWICE PER MELEE TURN 
TWICE PER MELEE TURN 

THREE TIMES EVERY TWU AELEE TURNS 

TYPE: ANIMAL 

CREATED BY: c .  BIQQLESTUNE a P. SAVUY 

H I T  ARMUR I Q  DEXT 

4D8 5 9 l D 4 + 2  1D4+14 
DICE CLASS MOVE FLY SWIM RANGE RANQE 

SH I FTER 

NUHBER PRUBABIL ITY UF TREASURE AND TYPE 
L A I R  (50%) 2D6 25% D 
WANDER I NQ 206 5% D 

ATTACKS : 

2 PAWS, 108 
1 81TE, l D l O  

DESCRIPTIUN: 

A HAIRY MANSIZED APE, I T  IS CUMPLETELY IMMUNE TU 

WHICH I S  VULNERABLE TU NURMAL WEAPUNS THE VUL- 

UN A CRIT ICAL  H I T  CHART TU F I N D  UUT WHERE. 

MAQIC W~APUNS AND UNLY HAS UNE SPUT UN ITS BUDY 

NERABLE SPUT IS DIFFERENT FUR EACH SH~FTER - RULL 

***** 
SHUVEL MUUTH TYPE: QIANT ANIMAL 

CREATED BY: SCUTT MC CARTNEY 

H I T  ARMUR I Q  DEXT . 
D I C E  CLASS MUVE FLY SWIM RANQE RANQE 
1 OD6 3 6 1 D6+2 1 D4+6 

ALIQNMENT: NEUTRAL 
FUUND I N -  UPEN, MUUNTAINS, DESERTS, SWAMPS 

PRUBABILITY UF TREASURE AND TYPE 
SOX A * 2  
501 A 

NUMBER 
L A I R  (15%) 1 D4 
WANDER I NQ 1 D 2  

ATTACKS : 

1 B I T E  3010 

1 TAIL ,  1D12 
2 CLAWS, 106 

DESCR I PT I ON : 
ED QREY REPTILE I T  I S  NUT 

UWI NO A HEAVY HURSE WHOLE. I TS 
I N  I T S  STOMACH (SU NUTHINQ D I -  

UND) HUWEVER ANY K I N D  UF TRE-' 
N I T 4  L A I R .  

IT ATTACK UNLESS PRUVUKED. IT 

ALIQNMENT: CHAUTIC 
FUUND I N :  WUUDS 
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S ICKLETAIL  TYPE: ANIMAL 
CREATED BY:  CL INT BIGGLESTUNE 

H I T  ARMUR I Q  DEXT 

1 D8 5 24 1 D4+2  1D3+15 
D ICE CLASS MUVE FLY SWIM RANGE RANQE 

ALIGNMENT: NEUTRAL 
FOUND I N :  DUNGEUNS, OPEN, WUUDS, WATER, C I T I E S  

WANDER I NQ 2D8 

ATTACKS : 

NUMBER PRUBABILITY OF TREASURE AND TYPE 

1 T A I L ,  1D8 (VURPAL) 

DESCR I PT I UN : 

LUUKS L I K E  A RAT-KANGAMU WITH A FLAT EDGED T A I L .  

STRIKING THE S ICKLETAIL  IS A VERY CURIOUS HERBI- 
IT MAY BUUND AS HIGH AS FIVE UR SIX F ~ E T  BEFORE 

VORE WH I CH USUALLY ( 95% ) WUN' T ATTACK FI RST . 
I T  IS NEVER FUUND I N  SNZIW UR DESERT AREAS. 

* ****  
SKULL WARRIOR TYPE: ENCHANTED MUNSTER 

CREATED BY: GLENN BLACUW (A&E 13) 

H I T  ARMOR I Q  DEXT 

( 7 -  1 5 )  D8 2 1 2  306 1D6+12 
D ICE CLASS MUVE FLY SWIM RANGE RANGE 

AL IGNMENT : CHAUT I C 
FUUND I N :  DUNGEUNS 

WANDER I NG 1 D8 
NUMBER PROBABILITY UF TREASURE AND TYPE 

ATTACKS : 
1 SWURD, 1D8 

DESCRIPTIUN: 

THE SKELETUN UF A GREAT AND SKILLFUL WARRIUR. A N I -  

SKULL WARRIOR 

CLERICS CAN TURN SEVEN TO NINE H I T  D I E  SKULL WAR- 
RIURS AS VAMPIRES TEN TU TWELVE H I T  D I E  UNES ARE 

TURNED AT 1 1 + .  
TURNED BY PATRIAR~HS AT 9+, THUSE ABOVE TWELVE ARE 

*****  
SKULLPLANE TYPE: UNDEAD 

CREATED BY: DAN PIERSUN 

H I T  ARMUR I Q  DEXT, 
D ICE CLASS MOVE FLY SWIM RANGE RANGE 

( 1 1 - 1 4 l D 8  2 48 1 1 D6+8 
ALIGNMENT: CHAUTIC 
FUUND I N :  UUTDUURS, WATER, A I R  

WANDER I NG 1 

ATTACKS : 

NUMBER PROBABILITY UF TREASURE 

1 RAM, 8D10 (KAMIKAZE) UR 4D10 (TELEPURTER 

DESCR I PT I UN : 

AND TYPE 

BUNE/METALLIC UNDEAD WITH A SKULL I N  FRUNT AND A 
WING WITH INSET RAMJETS I N  THE REAR. I T  WILL D I V E  
STRAIGHT AT I T S  V I C T I M  AND RAM INTU H I M  WITH I T S  
BEAK. 

WHEN A NORMAL SKULLPLANE RAMS, I T  IS DESTRUYED. 
HUWEVER 10% UF THEM HAVE THE A B I L I T Y  TU TELEPURT 
UP TO 2600 FEET I N  THE A I R  AT THE INSTANT THEIR 
BEAK F IRST TUUCHES THE GRUUND. T H I S  RARER TYPE 
DUES LESS DAMAGE WHEN I T  RAMS. 

BASED UN AN ILLUSTRATIUN BY RUGER DEAN, 

* * * * *  
SLESSZUY D TYPE : M I  SCELLANEUUS 

CREATED BY:  STEVE MARSH 

H I T  CLASS MOVE FLY SWIM RANGE I O  DEXT RANQE ARMUR 

1 D4 9 4 1 D4 0 
D I C E  

ALIQNMENT: NEUTRAL 
FUUND I N :  DUNGEUNS 
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SLESSZUY D SLUB BLUB C L I  CK C L I  CK 

NUMBER PRUBABILITY UF TREASURE AND TYPE DESCRIPTION: 

A PERMANENTLY I N V I S I B L E  MUNSTER WITH NU BUDY HEAT, 

TECT I T S  PRESENCE IS FROM THE "SLUB BLUB CLICK 

WANDER I NO 2 
ATTACKS : SU INFRA-VISIUN IS USELESS. THE UNLY WAY TU DE- 

EATS BRA1 N CLICK"  SUUND I T  MAKES AS I T  MUVES. 

DESCR I P T I  UN : I T  IS AN EXCELLENT TRACKER AND WILL T R A I L  A PARTY 
FUR DAYS UNTIL  I T  CAN CATCH UNE FUR FOUD. 

A MATED P A I R  UF TWU THREE INCH LUNQ WURMS. THEY 
ARE FUUND AS EQQS I N  FOUDSTUFFS. I F  EATEN, THEY I T  IS 95% RESISTANT TU ALL  FURMS UF MAQIC REQARD- 

LENQTH €IF THREE INCHES THEY THEN MATE THE MALE 

EQ0S WHICH ARE EXCRETED BY THE V ICTIM.  THE FEMALE 
WURM THEN WORKS I T S  WAY TU THE V ICTIMS BRAIN AND SMUKE CREATURE TYPE: ENCHANTED MUNSTER 
PROCEEDS TU EAT I T .  

THE V I C T I M  WILL D I E  I N  TWELVE WEEKS BUT WHILE 
THE WURMS ARE PRESENT (FRUM HATCHI ~b TU DEATH), ARMUR I Q  DEXT. 
THE V I C T I M  QAINS THE CAPABIL IT IES UF A MINDFLAYER. D I C E  CLASS MUVE FLY SWIM RANQE RANQE 
HUWEVER THE V ICTIM 'S  INTELLIQENCE IS REDUCED BY 2D8 7 18 2D6 2D6+6 
UNE PER CENT PER DAY THAT THE WORM IS EATING H I S  
BRAIN. ALIQNMENT: CHAUTIC 

A "CURE DISEASE" WILL QET R I D  UF THE W4RMS. 

INTELLIQENCE. L A I R  ( 2 0 % )  1 D 1 0 0  

WILL HATCH OUT I N  THE V I C T I M ' S  STUMACH AND ORUW 
I N  THE STOMACH FUR THREE WEEKS UNTIL  THEY REACH A 

DIEINQ SHURTLY AFTERWARDS. THE FEMALE LAYS HER 

LESS UF LEVEL AND CUMPLETELY IMMUNE TU N~JRMAL 
WEAPUNS AND ALL FURMS UF FLAME. 

**I** 

CREATED BY: MARK NORTUN (DUN 3) 

FUUND I N :  DUNGEUNS, WUUDS, C I T I E S ,  A I R  
A 

CURE SERIOUS WUUNDS" WILL RESTORE THE V I C T I M ' S  NUMBER PRUBABILITY UF TREASURE AND TYPE 

WANDER 1 NO 2020 
* * X * X  

SLUB BLUB CLICK CLICK TYPE: CLEAN-UP CREW 

CREATED BY: S K I P  DAVIS 

H I T  ARMUR I Q  DEXT 
DICE CLASS MUVE FLY SWIM RANGE RANQE 

( 5 - 7 )  D8+ 1 2 3 1 D4 2D6 

ALIQNMENT: NEUTRAL 
FUUND I N :  DUNQEUNS, C I T I E S  

WANDER I NO 1 
NUMBER PROBABILITY UF TREASURE AND TYPE 

ATTACKS : 

1 SMOTHER, I D 6  SUFFUCATIUN 

DESCRIPTION: 

MADE UF PURE L I V I N Q  SMUKE. UNLY A MAQIC 
CAN HURT I T 81 NCE BUTH THE WEAPON AND THE 
ARE S U L I D  UN THE SAME PLANE. 

I T  WILL TRY TU ENQULF I T S  V I C T I M  WHU WILL 
SMUKE INHALATIUN. 

WEAPUN 
CREATURE 

D I E  FRUM 

ATTACKS : 
8 TENTACLES 2D4 
2 PINCERS, hD6 
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SNUW TREE SNIQ TYPE: ANIMAL 

CREATED BY: C. BIQQLESTUNE 6 P. SAVUY 

H I T  ARMUR 1Q DEXT 

8D8 4 9 104 1 D6+8 
DICE CLASS MUVE FLY SWIM RANQE RANQE 

AL I QNMENT : HUNQRY 
FUUND I N :  DUNQEUNS, UPEN, WUUDS, DESERTS, WATER, 

C I  T I  ES 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  ( 5 0 % )  1 D3 15% c 
WANDER I NQ 1 D3 

ATTACKS : 

UR 

PLUS 

2 TUSKS, 2D8 

1 BITE,  1D10 
1 STINQ, 1D4 PLUS 8D6 VENUM 

DESCRIPTIUN: 

AN EIQHT FUUT LUNQ HAIRY PI0 (FRUNT) SNAKE (REAR). 
I T  IS USUALLY FUUND I N  I T S  L A I R  UNLESS I T  IS HUN- 
TINQ FUR FUUD I T S  FAVURITE MEALS ARE HUBBITS, 

FUUND I k  CULD AREAS. 
KUBULDS AND UTHER SMALL BEINQS. IT IS NEVER 

THE SNIQ IS IMMUNE TU "FEAR", "CHARM", "HULD", 
AND "CUNFUS I UN" SPELLS, 

***I* 

SNUW TREE TYPE: ENCHANTED PLANT 

CREATED BY: DAN PIERSUN 

H I T  AMUR I Q  DEXT 
PUINTS CLASS MOVE F L Y  SWIM RANQE RANQE 

20 6 0 

FUUND I N :  DUNQEUNS, 
C I T I E S  

NUMBER 
L A I R  (100%) lOD1O 
DESCRIPTIUN: 

ANY L I V I N Q  THINQ TOUCHINQ I T  IS TURNED TU STUNE. 
I F  I T  IS SMASHED THE PIECES WILL FLY I N  A L L  

CHANCE UF 6EINQ TOUCHED BY A FLYINQ PIECE AND 
BE I NO STONED. 

DIRECTIUNS- A N Y U ~ E  WITHIN TWENTY FEET HAS A 25% 

***** 
SPARKFLAIL TYPE: ANIMAL 

CREATED BY: C. BIQQLESTUNE 8, P.  SAVUY 

H I T  ARMUR I Q  DEXT 

( 6 - 9 1 D 8  2 12 lD4+4 1 D4+16 
ALIQNMENT: HUNQRY 
FUUND IN: DUNGEUNS, UPEN, WUUDS, MUUNTAINS 

L A I R  (25%) 1 D8 
WANDER I NQ 1 D4 
ATTACKS : 

DICE CLASS MUVE FLY SWIM RANGE RANQE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
40% D 

1 TENTACLE, 606 PLUS 8D6 LIQHTNINQ 

2 HUOVES, 2D12  
UR DRAINS 1D4 L I F E  ENERQIES 

DESCRIPTIUN: 

A RHINU-SIZED WARTHUQ WITH A S I X  TU NINE FUUT LUNQ 
TENTACLE INSTEAD UF A NUSE EACH UF THE TENTA- 
CLE'S SPECIAL ATTACKS CAN BE USED ONCE A DAY. 

THE SPARKFLAIL IS IMMUNE TU CULD AND SUNIC ATTACKS 
AND I T  HAS TRULL-L IKE REQENERATIUN. 

THE SPARKFLAIL IS A VEQETARIAN BUT I T  IS EASILY 
ENRAQED AND w I LL ATTACK FI ERCLO , 

0 0 ***** 
UPEN, WUUDS, RIVERS, SWAMPS, SPELL SUCKER TYPE: ENCHANTED MUNSTER 

CREATED BY: DAN PIERSUN 
PRUBABILITY UF TREASURE AND TYPE 

20% A H I T  ARMUR CLASS MUVE FLY SWIM RANQE I Q  RANQE DEXT . 01 CE 
1 OD8 -2 12 12 12 3 9 

THREE TU TEN F6IT TALL WHITE FUNQUID DWARF TREES. A L  I QNMENT : NEUTRAL, HUNQRY 
I T  APPEARS TU .._ MADE bF F I N E  CRYSTALS. FUUND I N :  ANYWHERE 
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SPELL SUCKER 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
WANDER 1 NQ 1 

DESCRIPTIUN: 

SPONQEY UFF-WHITE SPIDER-CRAB. I T  WILL DRAIN 

WITHIN A TEN FUUT RADIUS. NU UNE WITHIN THIRTY 
FEET CAN USE ANY SPELLS. I T  IS IMMUNE TU ALL  
MAQIC 

I T  CANNOT SURVIVE I N  AREAS WHICH ARE MAGICALLY 
DEAD ( I . E .  MAGIC DUES NUT WURKI. I T  REQENERATES 
ONE H I T  PUINT FUR EVERY THREE SPELL PUINTS DRAINED 
AND KEPT. I T  TRANSFERS 50% UF ALL  THE SPELL 
PUINTS THAT I T  DRAINS TO THE MAGE WHU CREATED I T  
UNLESS I T  HAS BROKEN FREE UF HIM.  

11110 S P ~ L L  POINTS PER MELEE TURN FRUM EVERYONE 

D A M A ~ E ~ * ) ,  I T  CAN BE HARMED BY NURMAL ATTACKS. 
INCLUDING MAGIC WEAPUNS (WHICH DU NEQATIVE 

***I* 

SPH I NX , ANTHRU TYPE: ANIMAL 

CREATED BY:  JEFF PIMPER 

H I T  
DICE 
8D10 

AL I QNMENT 
FUUND I N :  

ALL  THE WURLDS’ MUNSTERS 

PAQE 70 

ARMUR IP DEXT. 
CLASS MUVE FLY SWIM RANGE RANGE 

4+2 1 2  24 306 2D6+6 

SPH I NX , ANTHRU 

LAWFUL 
ANYWHERE 

L A I R  (30% 1 2096 c 
WANDER I NG 1 

NUMBER PROBABILITY UF TREASURE AND TYPE 

THE ANTHROSPHINX HAS RETRACTABLE CLAWS BUT I T  
USUALLY ATTACKS BY H I T T I N Q  WITH I T S  PAhS AS I T  HAS 
FRUST QIANT STRENGTH. I T S  WINGS ARE CAPABLE UF 
CARRYINQ I T  AND UP TU THREE PASSENGERS FUR QREAT 
DISTANCES. I T  CAN ALSU ATTACK FRUM THE AIR, 
EITHER WITH I T S  PAWS UR BY DRUPPING BOULDERS. 

.LY 
T 

FREE AND INDEPENDANT CREATURE. 

FRUM “IMMURTAL UF WURLD’S END” BY L I N  CARTER. 

ATTACKS : 

2 PAWS, 406 

DESCR I PT I UN : 

THREE TIMES THE S I Z E  UF A NURMAL L IUN,  THE ANTHRU- 
SPHINX IS AN ARTIF IC IALLY CREATED BEINQ WHICH RE- 
SEMBLES THE EGYPTIAN SPHINX. THE ANTHRUSPHINX HAS 
SaME OF THE EXTERNAL CHARACTERISTICS UF SEX; E I -  
THER MALE (ANDR0SPHINX) UR FEMALE (QYNUSPHINX), 

* ****  
SPIDER, QIANT SEA TYPE: QIANT ARTHRUPOD 

CREATED BY:  STEVE MARSH 

H I T  ARMUR 113 DEXT . 
CLASS MUVE FLY SWIM RANQE RANQE 

3D6 
D ICE 

1 2  2D6 ( 4-9 1 D 8  6 

A L I  GNMENT : NEUTRAL 
FUUND I N :  SEAS 

NUMBER PRUBABI L I  TY UF TREASURE AND TYPE 
L A I R  ( 2 0 % )  2 
WANDER 1 NG 4D6- 1 

ATTACKS : 

1 BITE,  1D6 + 1D4 PUISUN 
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SPIDER, QIANT SEA 

DESCR I PT I UN : 
A Q I A N T S E A  SPIDER WHICH L I V E S  I N  A HOLLUU SPHERE 
F I L L E D  WITH A I R ,  THE LARQER THE SPIDER THE 

I N  ITS AREA. 
DEEPER I T  IS FUUND AND THE THICKER THE QEAWEED 

**I** 

SP I QA TYPE: W A N T  ARTHRUPUD 

CREATED BY: DAVE HARQRAVE (AQ 1 )  

H I T  ARMClR IQ DEXT 
CLASS MUVE FLY SWIM R ~ E E  RANQE 

2D6+6 
D I  CE 

( 1 - 1 2 1 D 8  3 1 0  

ALIQNMENT: HUNQRY 
FUUND I N :  DUNQEUNS, UUTWURS, RIVERS, SWAMPS, C I T I E S  

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (40%) 1D4 100% B + 50% EXTRA MAQIC 
WANDER I NO 1 D2 

ATTACKS : 
1 BITE,  208 
1 WEB CATCHES V I C T I M  
1 S P I f ,  ACID, (NUMBER UF H I T  D I C E I D 6  

DESCR I PT I UN : 
QIANT A M R E D  SPIDER SO% MAQIC RESISTANT VS. 
11TH LEVEL MAQE SPELLS. 
THIRTY FEET I T  CAN SPIT UP TU SJXTY FEET. 
THE LARQER 6NES ARE ARWR CLASS 2. 

ITS. W E B  HAS A RANQE UF 

SUWESTED BY THE FILM "QODZILLA'S REVEWE".  

saa*a  

SP I NY SLAY ER TYPE: ENCHANTED MUNSTBR 

CREATED BY: CLINT BIWLESTYINE 

ALIQNM f :  CHAUTIC 
FOUND fl- WUODS, MUUNTAlN8, A I R  

? W E  

SPINY SLAYER 

NUMl5R L A I R  (30%) 25% c 
WANDER I NQ ' 104+1 

PRUBABILITY UF TREASURE AND TYPE 

ATTACKS : 
2 CLAWS 1D12 

2 QUILLS 1D6 PLUS 8D8 PUISUN 
1 P S I U N I b  (SEE BELUW) 

2 PINCE~S, B D ~  

DESCR I PT I ON : 
A Q O R I L U - S I Z E D  FUUR-ARMED TWU-LEWED BEAR WITH 
PINCERS UN THE h E R  ARMS h I N Q S  AND A PURCUPINE- 
L I K E  T A I L  HAVINQ 6 0 1 0  QUILLS.  
"SHUT" PER MELEE TURN AND THEY HAVE A RANQE UF 
TWENTY FEET, 

TkY QUILLS CAN BE 

THE SLAYER'S PSIUNIC PUWER IS " I D  INSINUATIUN" FUR 
1D20+90 PSIUNIC STRENQTH PUINTS. T H I S  PUWER WILL 
ONLY BE USED AQAINST UTHER PSIUNICS.  I T S  PSIUNIC 
DEFENSE IS "TUWER UF IRUN WILL". 

THE SLAYER IS IMMUNE TU FEAR AND WNFUSIUN. 

* * * ~ I I I  

STARDUST PUfATU TYPE: MISCELLANEUUS 

OREATED BY: ANDERS SWENSUN 

H I T  ARM R IQ DEXT 

1 D8 3 1 2  306 1 8  
CLA% MuVE FLY SWIM R A W E  R A N Q ~  D ICE 

ALIQNMENT: HUNQRY 
FOUND I N :  ANYWHERE 

'WANDER I No 

ATTACKS : 

NUMBER P R U B A B I L I N  UF TREASURE AND TYPE 
206 

1 BITE,  1116 

DESCRI P T I  UN : 

A SMALL BUILED PUTATU WHOSE MUVE IS A BUUNCE 

BY A QARLIC BREAD QULEM. I T  *ALWAYS* HITS WHEN I T  
STRIKES. STARDUST PUTATUES I N  A SACK WILL NUT 

WITH A L~~~~ SICKENINQ THUD" I T  WILL EITHER 
TRAVEL I N  CL~UDS UF 2-12 UR IS CARRIED IN A SACK 
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STARDUST PUTATU 

B I T E  A HAND WHICH REACHES INTU THE SACK AND QRASPS 
UNE UF THEIR NUMBER. 

****I: 

STEELY TYPE: ENCHANTED MUNSTER 

CREATED BY:  PAUL JAQUAYS (DUN 2 )  

H I T  ARMUR 

2D8 0 3 
DICE CLASS MUVE FLY SW 

ALIQNMENT: CHAUTIC 
FOUND I N :  ANYWHERE 

NUMBER PRCIBAB 
L A I R  (60%) 406 100% 
WANDER I NQ 406 

ATTACKS : 

I Q  
2D6 

M RANGE 

L l T Y  OF TRE 
D 

DEXT 

2D6 
RANQE 

SURE AND TYPE 

1 P S I  U N I  C "MI ND BLAST" 
2 STINQS '2D6  PLUS PARALYZATIUN (SEE BELUW) UR 
3 CUNSTRf C T I  ONS 1 D3 PER TURN AFTER H1 T UR 
3 WEAPONS, BY W ~ A P U N  TYPE 

DESCR I PT 1 UN : 

A LESS IMPUSINQ MEMBER UF THE BEHULDER CLASS. IT 
HAS THE SAME SPHERICAL BODY AND CENTRAL EYE BUT 
NUT THE TEN UTHER EYES. I T S  BGDY IS ARMORED AND 
HAS THREE PREHENSILE TENTACLES WHICH DANGLE BE-  
NEATH AS I T  HUVERS THE BODY IS UNE TO TWO FEET 

FOUR FEET LONG TH0UGH THEY MAY BE WITHDRAWN INTO 
IN DIAMETER AND THE TENTACLES ARE USUALLY THREE TU 

THE BODY OR EX~ENDED UP TO TEN FEET AS THEY STING. 

THE STlNQ IS S I M I L I A R  TU AN ELECTRIC EEL. SHUCK 
PLUS I F A SAVI MQ THROW IS NUT HADE THE V I  C T I  M IS 
POlNTS TAKEN AFTER I T  H I T S  I7 CAN CUNSTRICT DO- 
I N 0  AN AUTUMATIC 1D3 PER MELEE TURN. THE STING 
CAN ONLY BE USED TWICE A DAY. 

PARALYZED FOR THE SAME NUMBER OF TCIRNS AS HIT 

A L I V E  STEELY CAN REOENERATE TENTACLE H I T S  AS A 
TRULL. THE TENTACLES HAVE TWU H I T  POINTS EACH. 

I F  I T  USES A WEAPUN, I T  ATTACKS AS A THIRD LEVEL 
FIQHTER WITH - 1  H I T  PRCWJABILITY. THE STEELY CAN 
COMBINE I T S  VARIOUS FURMS OF ATTACK, USING EACH 
TENTACLE F0R A DIFFERENT UNE. 

STEELY 

THE STEELY HAS F I F T Y  PSIUNIC STRENQTH Pd INTS BUT 
MAY UNLY USE "MI  ND BLAST" AND "THOUGHT S H I  ELD" , 

*****  
ST I NOW I NQ TYPE: ANIMAL 

CREATED BY: J. DAVIS (ABE 12) 

H I T  ARMUR I Q  DEXT. 
P0 INTS CLASS MUVE FLY SWIM RANQE RANGE 

1 9 36 1 D6 1 0 6 + 1 2  

ALIQNMENT: HUNQRY 
FUUND I N: UUTD0ORS, RIVERS, SWAMPS 

NUMBER PRUBABILITY bF TREASURE AND TYPE 
L A I R  (25%) 6D6 100% 1D6 QEMS (SEE BELOW) 
WANDER I NQ 606 

ATTACKS : 

1 BITE,  PUISUNUUS, FATAL I F  NUT SAVED (SEE BELUW) 

DESCRI PTIUN:  

A SMALL FLYINQ ANIMAL WITH BATL IKE WINQS, SHARP 
TALUNS AND A PIRAHNA-LIKE D ISPOSIT IUN I T  WILL 

SWARM WILL BE EXTRA LARQE, NUMBERING 20D10.  
ALWAYS'ATTACK. 10% UF THE TIME THE ST~NQWINQ 

THE STINQWINQ'S B I T E  IS FATAL I F  THE V I C T I M  DUES 
NOT MAKE BOTH UF TWO SAVINQ THROWS VS. PUISUN. I F  
HE SUCCEEDS THEN HE MUST MAKE A THIRD SAVINQ 
THRUW VS. PbISUN I F  HE SUCCEEDS T H I S  T IME HE 

THEM HE TAKES 6D6 DAMAGE. THE PUISUN IS ALSO 
HIQHLY CORROSIVE TUWARD ANYTHINQ FERRUUS. 

uwy TAKES 3 ~ 6  DAMAQE FRUM THE POISUN; IF HE FAILS 

***** 
STRANQE L I T T L E  MAN TYPE: MISCELLANEOUS 

CREATED BY: JEFF PIMPER 

H I T  ARMUR I Q  DEXT 

2D10 3 1 2  2D6 2D6+6 
D l  CE CLASS MUVE FLY SWIM RANGE RANQE 

A L  I QNMENT : HUNQRY 
FUUND I N :  DUNQEUNS, MUUNTAINS 

80 

NUMBER PRUBABI L I  TY OF TREASURE AND TYPE 
L A I R  (100%) 3D6 30% A 
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STRANQE L I T T L E  MAN 

ATTACKS : 
1 SMUTHER, DEATH I N  2D6 MELEE TURNS (SEE BELOW) 

DESCR I PT I UN : 

s.- I w.. I 

U I CKLY SMU - 
THE "LI TTLE MAN" HAS THE AB1 L I  TY TU "MUVE EARTH". 
WHEN ESCAPINQ UR CARRYINQ OFF A V I C T I M -  HE CAN 
CAUSE THE EARTH TU CIPEN UP FUR HIM SW~LLUWINQ UP 
HIMSELF AND ANYTHING HE IS CARRY IN^. 
THE " L I T T L E  MAN" 
BUT VERY SUCEPTIBLE TU "STUNE-TU-FLESH HE I6 
IMMUNE TU "COLD" BUT "F IRE"  WILL CAUSE HIS BUDY TU 
FUSE INTU A SULID MASS. 
A L I E N  MENTALITY HE IS IMMUNE TU "CHARM" FEAR" 

BUT THEY WILL REFORM I N  3D4 MELEE ROUNDS RUCK 
TU MUD" WILL CAUSE HIM TU BECUNE SULID AND TU 
ASSUME ALL THE CHARACTERISTICS OF A MUD QULEM. BUT 
WITH Nd INCREASF I N  H I T  

IS IMMUNE TU .FLESH-TY-STONE" 

DUE TU H I S  COMPLETELY 

AND "HULDI NW*. LIQHTNING SCATTERS HIS PART!,CLE&, 

HAS. .Da~sLE-E 

THE "LI TTLE MAN" CAN USE H I S  PARTI CLE AB1 L I  TY TO 
PASS THRUUQH ANY UPENINO NU MATTER HUW SMALL. HE 
CANNUT PASS THRCJUQH F L U I ~  UR FLAME. 

FRUM "BARBARIAN UF WURLD'S END" BY L I N  CARTER. 

*#I*** 

SWAMP THlNQ 

CREATED B Y :  DAVE 

H I T  ARMUR 
D l  CE CLASS 

( 6 - 8 1 D 8  6 

TYPE: QIANT-TYPE 

HARQRAVE 

I Q  DEXT. 
MUVE FLY S W I M  RANQE RANQE 
6 0 1D6+12 

SWAMP THINQ 

ALIGNMENT: HUNQRY 
FUUND IN :  DUNQEUNS, SWAMPS 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (10%) 108+1 
WANDER1 NQ 1 D6 

ATTACKS : 

1 HUQ, 2D6 PLUS 4D6 ACID 

DESCRIPTIUN: 

AN EIQHT FUUT TALL VAQUELY MAN-SHAPED MESS WHICH 

THAT PERMEATES I T S  WHOLE BUDY SU EVEN A TUUCH 

BONES TU BREAK NU REAL S K I N  f U  BRUISE NU NERVUUS 

HIND THE WEAPON I T  I S  ALSO IMMUNE TU PARALYSIS; 
UNLY MAQIC WEAPbNS UR SPELLS MAY HARM I T .  AND NU 
STRENQTH BUNUS WILL HELP. I T  WILL UNLY fAKE REQU- 
L A R  DAMAQE. 

LOOKS AND SMELLS LIKE MUCK. 

w I LL CAUSE ACI D DAMAQE (MUNKS' BEWARE) . I T HAS NU 

SYSTEM TU J A N Q ~ E  sa NORMAL WEAPUNS HACIE NU EF- 
FECT, ALL CUTS A ~ D  GASHES JUST SEALING CLUSED BE- 

I T SECRETES AN ACI D 
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TATE TYPE: ANIMAL 

CREATED BY:  QLENN BLACUW (ABE 13) 

H I T  ARMOR I O  DEXT . 
CLASS MUVE FLY SWIM RANOE RANGE 

1 D 4  9 15 3D4 2D6+6 
D I C E  

ALIQNMENT: NEUTRAL 
FUUND I N :  DUNGEUNS 

NUMBER PROBABILITY OF TREASURE AND TYPE 
L A I R  (25%) 1 100% JEWELLED CULUR 
WANDER I NO 1 

ATTACKS : 
1 B I T E ,  1D2 

DESCR I PT I UN : 
A SMALL MONKEY-LIKE CREATURE WITH LONG WHITE 

LEVEL MAGE (5% FUR EVERY LEVEL ABPJVE EIGHTH, MINUS 
5 X  FUR EVERY P a I N T  OF CHARISMA RELUW TWELVE). I T  
HAS A SPECIAL TELEPBRT SPELL I N  THAT I T  CAN TELE- 
PURT TWELVE MAN-SIZED BEINGS TU ANY PLACE THAT THE 
TATE HAS BEEN WITH PERFECT ACCURACY, OR TO AMY 
PLACE THE BEINGS HAVE BEEN (BUT NOT THE TATE) WITH 
THE NURMAL ERROR, UR I T  CAN DIMENSIUN DU0R TO ANY 
PLACE NEITHER HAVE BEEN UP TB THIRTY-SIX INCHES 
AWAY. 

SILKY HAIR. IT  IS TYPICALLY THE PET OF A H I G ~  

I F  FOUND WANDERING AND THE TATE IS SURPRISED UR 
FRIGHTENED BY THE PARTY CUR MONSTERS), THE TATE 
WILL THRUW THEM AWAY BY TELEPBRTING THEM TU SOME 
OTHER PLACE I N  THE DUNGEON, USUALLY A LOWER LEVEL 

"HE WHO HAS A TATES IS SUUN LUST" FRUM AN CJLD DUN- 
GEON FARER'S PRUVERB, 

* * * * x (  

TENQ SWARM TYPE: INSECT 

CREATED BY:  DAVE HARGRAVE (AG 1 )  
H I T  ARMOR I Q  DEXT . 

POINTS CLASS MUVE FLY SWIM RANGE RANQE 
1 3 2 36 0 36 

ALIGNMENT: HUNQRY 
FOUND I N :  ANYWHERE 
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NUMBER PROBABILITY UF TREASURE AND TYPE 
L A I R  (50%) 50D20 100% B 
WANDER I NG 1 OD20 

ATTACKS : 

1 SELF, 1D61 

DESCR I PT I UN : 

A SWARM UF INSECTS WHICH H I T S  L I K E  A SWARM 6F 
CRUSSBUW BOLTS, THEN PASSES UN; UNLESS I N  DEFENSE 
I F  THEIR L A I R  I N  WHICH CASE THEY WILL REMAIN I N  
THE AREA THkY H I T  L I K E  A F IRST LEVEL FIGHTER'S 
LIGHT CRbSSOUW BBLT.  mLL FUR THE PER CENT OF THE 
TENGS WHICH WILL ACTUALLY INTERSECT THE AREA UCCU- 
P IED BY THE BODY 0F THE V I C T I M ,  THEY ARE EATERS 
OF CARRION. 

* ****  
TERMITE, GIANT TYPE: GIANT INSECT 

CREATED BY: GLENN BLACOW (ABE 1 2 )  

H I T  ARMOR IQ DEXT 

3D8 8 9 1 D6 2D6+6 
DICE CLASS MUVE FLY SWIM RANGE RANOE 

ALIGNMENT: HUNGRY 
FUUND I N :  DUNGEONS, WOODS, SWAMPS 

NUMBER PROBABILITY UF TREASURE AND TYPE 
L A I R  (35%) l O D l O  10056 D 
WANDER I NO 1 0 1 0  

ATTACKS : 
1 SQUIRT, "WEB" UR "GREEN SLIME" 

DESCRI P T I  UN: 

A GIANT FORM 6F THE TRUPICAL "SQUIRT GUN" TERMITE. 
UNE S IXTH OF THEM SQUIRT GREEN SLIME INSTEAD UF 
STICKY WEB. 

THE TERMITE H I T S  AS A 3D8-1 MUNSTER, A H I T  WITH A 
20 UN 1D20 H I T S  THE V I C T I M ' S  FACE THE STICKY WEB 
W I L L  B L I N D  AND SUFFBCATE THE V I C T I M  I N  1D2+2 MELEE 

UNLY UNE FUURTH UF THE TERMITES ARE SULDIERS AND 
ABLE TU ATTACK. THE REST WILL BE 1D8 WURKERS WITH 

ARMUR CLASS 9. THE SULDIER TERMITES ARE THREE TU 
FUUR FEET LUNG THE WURKERS ABOUT TWU FEET. THE 

ONES CAN SQUIRT UP T0  THREt TIMES. 
USUAL SULDIER  AN UNLY SQUI-RT ONCE, BUT VERY LARGE 

* * * * *  
THAY KHAY TYPE : MI  SCELL.ANEUUS 

CREATED B Y :  W.  IVES (A&E 1 8 )  

H I T  ARM6R I Q  DEXT. 
D ICE CLASS MUVE F L Y  SWIM RANGE RANGE 

6D8 2 + 3  1 5  2D6+6 2D6+6 

ALIGNMENT: HUNGRY 
FUUND I N :  ANYWHERE 

NUMBER PRUBABI L I  TY UF TREASURE AND TYPE 
L A I R  (30%) 304 100% F 
WANDER I NO 3D4 

ATTACKS : 

2 CLAWS 1D8 
1 HUQ, h D l 0  PUISUN (SEE BELUW) 

DESCR I PT 1 UN : 

-- - 
I k  c20 - (DAM, 

TURNS. ENCHANTED aBJECTS HAVE A 90% CHANCE C 
BEING AFFECTED BY THE ACID.  

THE THAYKHAY UNLY HUGS AFTER GETTING A H I T  WITH 
A CLAW WHICH STRUCK WITH 1 9  UR BETTER UN 1D20. 

* * * * *  
THERM1 TE TYPE: GIANT INSECT 

CREATED B Y :  DAVE HARGRAVE (AQ 1 )  

H I T  ARMUR I Q  DEXT 
DICE CLASS MUVE FLY SWIM RANGE RANGE 

( 5 - 9 ) D 8 + 1  3-2 9 1 D6 1 D5+11 

ALIGNMENT: HUNGRY 
FUUND I N :  DUNGEONS, WUUDS, MUUNTAINS, C I T I E S  

PAGE 83 



PAQE 

ALL THE WURLDS' MUNSTERS 

THERM I TE THUNDERBUNNY 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (SOX1 3D12 
WANDER I NQ 3D12 

ATTACKS : 

1 BITE,  306 TU 3 0 1 2  DEPENDINQ UN S I Z E  

1 TUUCH, 1D8 F I R E  
PLUS 1D12 F I R E  

THRUW. I F  ANY UF THE ATTRIBUl  
V I C T I M  CEASES TU BE AN EFFECT1 
BECUMES CUMATUSE UR USELESS: 

INTELLIQENCE UR WISDUM - 
DEXTERITY OR CHARISM 

STRENQTH UR C~NSTITUTIUN - 
- 

'ES QUES 1 
VE AND E l  

DEATH 
CUMA 
USELESS 

-U ZERU THE 
THER DIES, 

THE SUUND UF THE HERD'S PASSINQ IS L I K E  THAT UF 
DISTANT THUNDER. 

DESCRIPTIUN: THE BUNNY RUARS I N  CUMBAT AND IS IMMUNE TU FEAR 
AND CUNFUSICIN. 

A HUQE WARRIUR TERMITE WHICH QLUWS RED HUT WITH A 

I T S  BUDY CAUSES HEAT DAMAGE. 
REDDIS~ YELLUW CULUR. A MERE TUUCH ANYWHERE UN ***** 
. - - - - . - - - - - - - - - 

TIQER, FLAME TYPE: ENCHANTED MUNSTER 
THE THERMITE IS IMMUNE TU LIQHTNINQ AND FIRE, BUT 
CULD DUES DUUBLE DAMAQE. CREATED B Y :  CLINT BIQQLESTUNE 

*I*** 

THE THERNITE IS ABLE TU BURE ITS WAY THRUUQH RUCK H I T  ARMUR I Q  DEXT 
AT UNE INCH PER TURN. DICE CLASS MUVE FLY SWIM RANQE RANQE 

( 4 - 6 ) D B  4 1 2  1D12+3 1D6+12 

ALIQNMENT: CHAUTIC 
THUNDERBUNNY TYPE: ANIMAL FUUND I N :  DUNQEUNS, UUTDUURS, RIVERS, SWAMPS, C I T I E S  

CREATED BY: DAVE HARQRAVE (AQ 1 )  

H I T  ARMUR I Q  DEXT 

( 1  -2 )D4+1 6 28 2D6 1D5+13 
DICE CLASS MUVE FLY SWIM RANQE RANQE 

ALIQNMENT: HUNQRY 
FUUND I N :  UPEN, WUUDS, SWAMPS 

L A I R  (1OOXl lOODlOO 
NUMBER PRUBABILITY UF TREASURE AND 

ATTACKS : 
2 KICKS, 1 PUINT 
1 BITE,  1D3 PLUS DISEASE (SEE BELUWI 

DESCR I P T I  UN : 

TYPE 

AN INSANE FURM UF JACK RABBIT WHICH ALWAYS IS 
FUUND AS PART UF A HUQE HERD. THE THUNDERBUNNY 
FUAMS AT THE MUUTH AND T H I S  FUAM CARRIES A D I S -  

CATCHINQ THE DISEASE WILL BEQIN TO FEEL DIZZY I N  
1D3 TURNS AND SUFFER FRUM BLURRED V IS ION.  I F  NOT 
IMMEDIATELY CURED THE V I C T I M  WILL LUSE THREE 
POINTS FRUM EACH 6F H I S  ATTRIBUTES WITH NU SAVINQ 

EASE WHI CH IS T R A N ~ M I  TTED TO I i s  VI CTI MS ANYUNE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
WANDER I NQ 1 D2 

ATTACKS: 

2 CLAWS, 1D4 PLUS 1D4+S F I R E  
1 B ITE ,  2D6 PLUS 1D4+5 F I R E  

DESCR I PT I UN : 

AN ELEMENTAL THAT CAN BE SUMMUNED I T  LUUKS L I K E  

FEET I N  ADDITION TU I T S  REQULAR MOVEMENT. 
A QREAT, BURNI NQ TYOER, I T CAN L ~ A P  UP TU FURTY 

I T  IS IMMUNE TU FIRE, FEAR CUNFUSIUN AND SUNICS. 

RESISTANT TU M A Q I C  FRUM AN ELEVENTH LEVEL MAQE. 
HUWEVER, CULD DOES + 3  DAMAQE. 

IT IS ALSU IMMUNE TU NUN-MAQICAL WEAP~NS AND SOX 

ESPECIALLY FUND UF HURSE FLESH. I T  D I S L I K E S  ALL 
COLD CREATURES. 

8 4  
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TIGER, I C E  -TYPE: ANIMAL 

CREATED BY: STEVE PERRIN 

H I T  ARMUR I Q  DEXT 

6D8 4 12 P D8 2D6+6 
DICE CLASS MUVE FLY SWIM RANGE RANQE 

ALIQNMENT: CHAUTIC, NEUTRAL 
FUUND I N :  DUNGEUNS, MaUNTAINS 

L A I R  (30%) 1 D6 SO% c 
WANDER I NQ 1 0 4  

ATTACKS : 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

2 CLAWS, 1D4 
1 B I T E  206 
1 BREAtH, 606 CULD 

DESCRIPTIUN: 

A QIANT SNUW WHITE TIQER. I T  I S  75% PRUUF VS 

I F  THE I C E  DRAQUN I T  ALSU HA lES HELLHOUNDS AND 
FLAME TIQERS 0 F f E N  THE PET UF A FRUST ( 8 0 % )  UR 

ANY c u ~ b  USED AQAINST IT. IT rs A MUTUAL ENEM+ 

A STORM tnoni QIANT. 

*****  
TI QERMAN, KARJ I X I  AN TYPE : HUMAN0 I D 

CREATED BY: JEFF PIMPER 

H I T  ARMUR I Q  DEXT 

401 0 3 + 2  9 306 2D6+6 
D1 CE CLASS MUVE FLY SWIM RANQE RANQE 

A L I  QNMENT : ANY 
FUUND I N :  ANYWHERE 

L A I R  ( 2 0 % )  1 OD8 70% D 
WANDER I NQ 3D6 10% A 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

ATTACKS : 

UR 
2 CLAWS, 3D6 AND 1 B ITE ,  2D4 

1 WEAPUN, BY WEAPUN TYPE 

T I  QERMAN, KARJ I X I  AN 

DESCRI P T I  UN: 

A HUMANUID EVULVED FRUPI THE TIGERS. HE IS ABUUT 
SEVEN FEET TALL, WITH TAWNY FUR WITH REDDISH BROWN 
STRIPES. THE KARJ IX IAN TIGERMAN IS ALM0ST ALWAYS 
A FIQHTER, THUUGH CLERICS HAVE BEEN KNUWN TU UC- 
CUR. 

PRINCIPALLY A MEAT EATER THE TIQERMAN WILL EAT 
VEGETABLES (ESPECIALLY I +  THEY ARE CUUKED) AND HE 
I S  VERY FOUND CTF STRUNG ALCOHOLIC BEVERAOES. 

THE TIQERMAN'S PAW HAS AN OPPUSABLE THUMB, SU HE 
IS FULLY CAPABLE UF US1 NQ ALMOST ANYTHl NG A MAN 
CAN USE. 

WHICH REQUIRE SMALL HANDS AND/UR FINOERS. 

H0WEVER H I S  PAWS ARE QUITE LARGE AND THE 
FINGERS" VERY THICK, SU HE I S  UNABLE TU USE ITEMS 

FRUM "ENCHANTRESS UF WURLD'S END" BY L I  N CARTER. 

* ****  
T I  MEWASP TYPE: QIANT INSECT 

CREATED BY: c. BIQQLESTUNE a P. SAVUY 

H I  T ARMUR la DEXT 
CLASS MUVE FLY SWIM RANQE RANQE 

1 D10+10 
D l  CE 

(11-18)08 3 6 36 1 D4 

A L  I QNMENT : HUNQRY 
FUUND I N :  UPEN, WUUDS, DESERTS, WATER, C I T I E S  

NUMBER PRUBABI L I  TY UF TREASURE AND TYPE 
WANDER I NO 1 

ATTACKS : 

1 SPELL, "TIMESTUP" THREE TIMES A DAY 
1 STINQ, 1D8 PLUS 8610 PARLYZINQ PUlSUN 

DESCR I PT I UN : 
A QIANT HUNTINQ WASP FUUND UNLY ABUVE QRUUND AND 
NEVER I N  CULD AREAS. I T  HUNTS DRAQUNS T a  FEED TU 
I T S  YUUNQ. I T  PARALYZES THE DRAGON WITH I T S  STINQ 
AND THEN LAYS I T S  EQQ I N  THE DRAQUN'S ABDUMEN. 
DRAQUNS STUNQ BY THE TIMEWASP QET *NU* SAVINQ 
THRUW AND ARE AUTOMATICALLY PARALYZED. 

THE TIMEWASP IS IMMUNE TU STUNINQ AND TU A L L  
CHARM" AND ''HOLD'' SPELLS, 
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T R I  MUUTH TYPE: ANIMAL 
CREATED BY: C. BIQQLESTUNE U P. SAVUY 

H I T  ARMUR I Q  DEXT 

( 1 2 - 1 5 ) 0 8  2 + 3  9 1D6+12 1D6+16 
DICE CLASS MUVE FLY SWIM RANQE RANQE 

ALIQNMENT: NEUTRAL 
FUUND I N .  OUTDUURS, WATER 

TR I VERN 

DESCRIPTIUN: 

A BRIQHT BLUE THREE-HEADED WYVERN WITH THREE 
STINQERED TAILS 
TAILS. 
UNE HEAD DIES AND THE TAIL IT CUNTRULS CEASES~TU 

EACH HEAD CUNTRULS UNE UF THE 
FUR EACH THIRD UF ITS HIT PUINTS LUST 

FUNCT I UN , 

NUN-EDQED WEAPUNS BUTH NURMAL AND MAQIC, DU UNLY 
NUMBER PRUBABILITY UF TREASURE AND TYPE HALF DAMAOE TU T H ~  TRIVERN. 

L A I R  (25%) 204 30% H 
WANDER I NQ 

ATTACKS : TRULL, I C E  TYPE: HUMANUID 

1 0 4  I**** 

1 BREATH 408 CULD I N  A CUNE ( L I K E  MAQE SPELL) CREATED BY: BRAD HINKEL 1 BREATH: 3D10  SUNIC I N  A 60' X 30' CUNE 
1 BREATH, 6D6 ACID I N  A 1 '  BY 60' L I N E  
3 BITES, 4D8 

CLASS MUVE FLY S W I M  RANOE I Q  DEXT RANOE ARMUR H I T  
D ICE 

DESCRI P T I  UN : 8D8 2 9 2D8 3D8 
A L  I QNMENT: CHAUT I C 

A HURSE-SIZED, FUUND I N : DUNQEUNS , MUUNTA I NS 
HARD FUR. I T  UNLY FUUND ABUVE ORUUND AND PREFERS 
CUdL CLIMES THE TRIMUUTH IS HIOHLY INTELLIQENT NUMBER PRUBABILITY UF TREASURE AND TYPE 
BUT INTENSELY LUQICAL (LIKE MR. SPUCK UN "STAR L A I R  ( 5 0 % )  l D l O  100% E TREK" 1 . 
THE TRIMCIUTH IS IMMUNE TU DEVJCE SPELLS AND TU ALL  ATTACKS : CLERICAL MAQIC. 

THREE-HEADED HUUND WITH MITHRIL -  

15% E / 2 WANDER I NO 1 D4 

1 + 2  TWU-HANDED SPEAR, 2D6 ***** 
TR I VERN TYPE: DRAQUNKIND 

DESCR I PT I UN : 

CREATED BY: DAVE HARQRAVE (AQ 1 )  

H I  T ARMUR I O  DEXT. 
D ICE CLASS MUVE FLY SWIM RANOE RANQE 

( 9- 1 2 1 D 8  2 1 2  2D6 1 D 6 + 9  

UNLY FUUND I N  CULD REOIUNS. THE I C E  TRULL IS I M -  
MUNE TU ALL  CULD ATTACKS. I T S  SAVINQ THRUW VS. 
F I R E  ATTACKS IS AT -2; F I R E  BALLS QET + 1  TU EACH 
D I E  UF DAMAQE AND A L L  UTHER F I R E  ATTACKS DU +2 
DAMAQE . 

A L  I QNMENT: CHAUT I C / 
FUUND I N :  DUNQEUNS UPEN, MUUNTAtNS'; DESERTS, SEAS, 

C IT IES,  A I R  

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  ( 7 5 % )  1 D6 
WANDER I NO 1 D 6  

ATTACKS : 

3 BITES, 406 
1 KICK 306 (EVERY UTHER TURN) 
3 STINbS. 1D4 PLUS 8D6 VENUM 
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'AQE 

WLY TYPE: HUMAN 

CREATED BY: MARK HEMDRICKS (DUN 1 )  
H I  T ARMCIR I Q  DEXT . 

CLASS MOVE FLY SWIM RANGE RANQE 
2D6+6 

D ICE 
( 3 - 5 ) D 8  7-9 9 1 De 

ALIQNMENT: CHAOTIC 
FUUND I N :  ANYWHERE 

L A I R  ( 5 0 % )  1 100% B R I  OHT THI  NQS 
WANDER I NO 1 

DESCRIPTION: 

NUMBER PRUBARILITY UF TREASURE AND TYPE 

THERE IS A SOX CHANCE THAT THOSE SEEING H I M  WILL 
FEEL P I T Y  UR REVULSION AND ACT ACCURDINGLY. 

HE ACTS AS A S IXTH LEVEL THIEF  AND A F I F T H  LEVEL 
ASSASSIN HOWEVER THERE IS A SOX CHANCE THAT HE 

30% P U S S I B I L I T Y  UF A PARTIAL ERRUR. THESE PROBA- 
B I L I T I E S  ARE HALVED WHEN HE IS SUPERVISED BY SOME- 
ONE UF INTELLIGENCE. 

WILL PER~URM AN ASSIGNED TASK ERRONEUUSLY AND A 

I F  WELL TREATED HE WILL RE LOYAL ( + 4 ) .  I F  BADLY 
MISTREATED H I S  LOYALTY IMMEDIATELY DRdPS TU -3 AND 
AT THE NEXT CHANCE HE WILL TRY TU K I L L  H I S  MASTER 
MUST PAINFULLY. 

HE IS IMMUNE TU VERBAL ABUSE, DEPLdRES BEATINGS, 
AND DEATHLY AFRAID bF F I R E .  

HE WILL HAVE A SMALL TREASURE OF SHINY BAUBLES AND 
CUINS UF L I T T L E  WORTH. 
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VADER TYPE: ANIMAL 

CREATED BY: L. SCHUEN ( A I E  13) 

H I T  ARMUR I Q  DEXT 
DICE CLASS MUVE FLY SWIM RANQE RANQE 

( 1 0 - 1 5 ) D 8  0 10 1D6+12 2D6+6 

ALIQNMENT: CHAUTIC-EVIL 
FUUND I N :  DUNQEUNS 

WANDER I NO 1 

ATTACKS : 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

1 BITE,  3010 

DESCRIPTIUN: 

APPEARS TU BE A B I G  BLUE PANTHER WITH ANTENNAE 
BEHIND ITS EARS. I t  CAN TELEPATHICALLY MUNlTUR 
MURE THAN UNE PARTY AT UNCE. I T  SENSES L I V I N Q  
BEINGS WITHIN F I F T Y  FEET. 

I T  RESISTS MAQIC AS A SEVENTEENTH LEVEL MAQE AND 
IS PUWERFUL ENbUQH TU BEND BALRUQS TU I T S  WILL. 
ILLUSIUNARY SPELLS HAVE NU EFFECT UN THE VADER. 

***** 
VAMPIRE V I N E  TYPE: PLANT 

CREATED BY: DAN PIERSUN 

H I T  ARMUR I Q  DEXT . 
DICE CLASS MUVE FLY SWIM RANQE RANGE 

408 6 0 0 1 D 6 + 3  

A L  I QNMENT: HUNGRY 
FUUND I N :  DUNQEUNS, WUUDS, SWAMPS 

L A I R  (100%) 6 D 1 0 0  

ATTACKS: 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

1 BLUUD DRAIN, 1D4 PER TURN 
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VAMP1 RE V I  NE 

DESCR I PT I UN : 

I 

\ 

ALL THE WURLDS' MUNSTERS 

VUQALMANN 

PURPLISH OREEN VINES THAT GRUW I N  CLUSTERS UF S I X  
OR MURE (ABUUT S I X  FUR EVERY TEN FUUT SQUARE). 
THEY ARE IMMUNE TU BLUNT WEAPUNS. WILL BEND AWAY 
FRUM F IRE.  

TYPE: UNDEAD 

,HAW 

ALIGNMENT: CHAUTIC, LAWFUL-EVIL 
FUUND I N : DUNOEUNS, UUTDmRS, C I T I  ES 

L A I R  ( 1 5 % )  1 D6 100% F 
WANDER I NO 1 D6 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

ATTACKS : 

1 B I T E  1D lO PLUS C 
i VISUAL, CHARM PEF 

DESCR I PT I UN : 

A BLUNDE VAMPIRE ThAT D l  
FRUM A REGULAR VAMPIRE: 
SUNLIGHT- HE POLYMefRPHS 
BAT (MUV~MENT INCREASES 
TURNING I N T d  A MIST. HE H ~ W E V E R .  - SUSC.EP.T B L ~  Ta 

:A I  N 
UUKS INTU I T S  EYES 

irrt.ns rld SEVERAL RESPECTS 
HE IS NUT BeTHERED B Y  

INTU A WOLF INSTEAD UF A 
TU 1 5 ) -  AND INSTEAD UF 
TURNS ~THEKEAL HE IS 
GULD WEAP0NS. TAKl NO HALF 

DAMAGE PRUM THEM. 
* ****  
VUQALMANN TYPE: HUMANUID 

CREATED BY:  S K I P  DAVIS 

H I T  ARMUR I Q  DEXT 
D ICE CLASS MUVE FLY SWIM RANGE RANQE 

( 1 - 1 3 )  08- 1 9 1 2  24 3D6 1 D12+12 

ALIGNMENT: NEUTRAL 
FUUND I N :  MOUNTAINS, SEAS, C I T I E S  

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (20%) l O D l O  60% 20% D I PLUS 40% EXTRA GULD 
WANDER1 NG 2D12 

ATTACKS : 

1 WEAPUN, BY WEAPUN TYPE 

DESCRI P T I  UN : 

A F I V E  FUUT TALL WINOED HUMANUID WITH BLUE SKIN .  

CARRIES A SMALL (TWO FEET) LIGHT METAL JAVELIN 
WHICH HAS A PUISUNED T I P  ( l D 6 )  AND A PUISUNED 
RAPIER 10% UF THEM CARRY F I R E  STICKS, A HULLUW 
TUBE WiTH TEN CHARGES UF 4D6 F I R E  BALL&. THERE IS 
ALSU A CHANCE THAT THEY WILL BE CARRYING A SELF- 
I G N I T I N Q  FLASK UF O I L .  

ITS WINQ SPAN REACHES UP TU FORTY FEET. HE UFTEN 

THE VUQALMANN HAS A +3 H I T  PRUBABILITY WITH ALL 
MISSLES AND A +2 WITH I T S  RAPIER. DUE TU I T S  HUL- 
LUW BdNE STRUCTURE, BLUNT WEAPONS DU DUUBLE DAMAQE 
TU THE VOGALMANN. 

THE USUAL VUQALMANN ATTACK IS TU D I V E  DUWN UPUN 
THE INTENDED V I C T I M  QAININQ + 1  TU THE DAMAQE I T  

N0N-WINGED CREATURES TU BE INFERIUR BUT I T  WILL 
DUES FOR EVERY TEN ~ E E T  UF DIVE. IT BELIEVES ALL 

AVUI D ATTACK I NO w I NQED CREATURES UNLESS PROVOKED. 
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WAFFLEBANQER TYPE: MISCELLANEUUS 

CREATED BY: TERRY JACKSON 

H I T  ARMOR I Q  DEXT . 
D I C E  CLASS MOVE FLY SWIM RANGE RANGE 

206 4 6 1D3+15 18 

A L  I GNMENT : CHAOT I C 
FUUND I N :  DUNGEUNS 

WANDER I NO 1 D6  

ATTACKS : 

NUMBER PRUBABI L I  TY OF TREASURE AND TYPE 

4 "WAFFLES" (SEE BELOW 1 

DESCRI PT  I ON : 

A THIRTY INCH HIQH, MULTI-LEGGED TWO-ARMED CUNE. 

UPPER LEVELS UF DUNGEONS. I T  HAS A SINGLE EYE ON 
A STALK PROJECTING UUT UF THE TOP OF I T S  CUNICAL 
BUDY. 

IT IS ALWAYS FOUND PATROLLING T H ~  CURRIDURS IN THE 

THE WAFFLEBANGER ATTACKS ANYUNE ON SIGHT. I T S  AT- 
TACK CONSISTS OF HURLING OVERDONE WAFFLES WHICH 
H I T  AS A +2 HEAVY CROSSBUW BOLT FIRED BY A SECOND 
LEVEL FIGHTING MAN. 

THE WAFFLEBANQER CANNOT BE CHARMED, BUT A L L  OTHER 
TYPES OF MAQIC CAN AFFECT I T .  

* ****  
WALL OF DARKNESS TYPE: CLEAN-UP CREW 

CREATED BY: SEAM CLEARY 

H I T  ARMOR I Q  DEXT 
POINTS CLASS MOVE FLY SWIM RANGE RANGE 

8575 -26 3 1 0 

ALIGNMENT: HUNQRY 
FUUND I N :  DUNGEUNS 

WANDER1 NG 1 

ATTACKS : 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

1 CUNTACT, INSTANT ORGANIC DESTRUCTION 
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WALL UF DARKNESS 

DESCR I P T I  UN: 

WANDERINQ MINSTREL EYE 

DESCRIPTIUN: 

91 

A SHEER STRAIQHT L IQHT ABSURBINQ BLACK WALL A HUQE EYE WHI CH FLUATS TWU FEET UFF THE QRUUND. 
I T  IS Uf4LY FUUND I N  CURRIDURS AND I T S  EDQES CUN- TACT THE WALLS, FLOUR, AND CEIL INQ I T S  THICKNESS TACK I T  ANNOUNCES I T  PRESENCE BY SINQING A 

THRUUQH DUURS I N  CURRILWRS. I T  fS JUST SMART I T  IS CUNSIDERED VERY BAD FRUM ( I . E .  CHAOTIC) TU 
ENUUGH TU KNUW TU TURN ARUUND WHEN I T  REACHES A 
DEAD END. I T  IS VERY QUIET.  WANDER I NO MUNSTER EYE" ( 0 .  V . 1 . 

I T  IS INUFFENSIVE AND CANNUT MAKE ANY FURM qF AT- 

VARIES FUR UNE TU THIRTY FEET DEPENDING UN ITS 
AGE. IT  WILL NEVER ENTER A R ~ U M  BUT IT CAN PASS 

WANDER I NG MI NSTREL EYE" I N CUMMUN . 
ATTACK UNE, HUWEVER I T  IS EASILY CUNFUSED WITH THE 

ALL URQANIC MATTER TUUCHINQ I T  IS INSTANTLY DES- * ****  
TRUYED WEAPUNS ARMUR ETC. MUST MAKE A SAVINQ THRUW UR BE DEST~UYED ALSU. WANDERINO MUNSTER EYE TYPE : M I  SCELLANEUUS 

THE WALL IS CUMPLETELY INVULNERABLE AND CANNUT BE 
HARMED I N  ANY WAY. 

I T  CANNUT BE SLEPT DUES NUT SEE AND CANNUT FALL  

"CHARM WNSTER" BUT ANY CUMMAND MUST BE REPEATED 

ANY CHANCE THAT I T  WILL UNDERSTAND THEM ( 1 0 %  PLUS 
5% EVERY ADDITIUNAL THREE RUUNDS). I T  CAN BE UR- 
DERED TU GU THRUUQH RUeMS BUT I T  FEELS P A I N  DUINQ 

LEVEL SAVING THRCIW EVERYTIME A CUMMAND IS ISSUED. 
THE MAQIC USER MUST BE ABLE TU MAKE MENTAL CUNTACT 
WITH THE WALL I N  ORDER TU Q I V E  I T  ANY CUMMANDS. 

INTU PITS IN THE FLUUR. 
FUR AT LEAST T H ~ E E  MELEE TURNS BEFURE THERE IS 

su AND WILL BALK AT THE U ~ D E R .  

IT  CAN BE AFFECTED BY A 

IT GETS A FIRST 

THE,,WALL IS IMMUNE TU: 
SHAPE CHANQE" HASTE" UR "SLUW" , "WEB" 

"FEAR , CUNFU~ I GIN", PASS WALL "DI s I N ~ E -  
QRATE" "REPULSI UN" "PUWER" WURbS AND SYMBULS, 

MIND BLANK , PSIUN~C ATTACK SPELLS AND MAZE". 

**I** 

WANDERINQ MINSTREL EYE TYPE : M I  SCELLANEUUS 

CREATED BY: R .  HOLLANDER (ABE 19) 
H I T  ARMUR 10 DEXT 

1D6+12 3D6 5D0 3 12 
CLASS MUVE FLY SWIM RANQE RANQE DICE 

CREATED BY: R.  HULLANDER (ABE 19) 

H I T  ARMUR I Q  DEXT. 
D ICE CLASS MUVE FLY SWIM RANGE RANQE 

bD8 3 12 1D6+12 3D6 

A L  I QNMENT : CHAUT I C 
FUUND I N :  DUNGEUNS 

WANDER I NO 1 20% 1D6 JEWELS 

ATTACKS : 

NUMBER PRUBABI L I  TY UF TREASURE AND TYPE 

1 STRIKE, 1D8 

DESCRIPTIUN: 

A HUOE EYE WHICH FLUATS TWU FEET UFF THE QRUUND. 

***I* 

WATCHER TYPE: ENCHANTED MUNSTER 
ALIQNMENT: NEUTRAL CREATED BY: DAVID MARBRY (DUN 3) 
FUUND I N :  DUNQEUNS 

WANDER I NO 1 0D8 3 12 3D6 
HIT ARMUR I Q  DEXT , 

CLASS MUVE FLY SWIM RANQE RANQE 
2D6+6 

NUMBER PRUBABILITY UF TREASURE AND TYPE DICE 

ALIQNMENT: LAWFUL 
FUUND I N :  DUNQEUNS, C IT IES,  A I R  
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WATCHER 

NUMBER PRUBABI L I  TY UF TREASURE AND TYPE 
WANDER I NO 1 

ATTACKS : 

1 MIND TUUCH (SEE BELUW) 

DESCR I PT I UN: 

I T  IS INTENSELY LUYAL TCI HE WHU CUNJURED I T  [HENCE 
I T S  LAWFUL A L I t  3NNEN.Tr, .BUT- I 1s .CAN - H I  M s ~ L ~ -  
BE UF ANY ALIQNMENT. I T  IS HldHLY PRUTECTIVE UF 
I T S  MASTER AND WILL SPRING TU H I S  A I D  AT THE F I R S T  
S IQN UF DANQER. 

THE WATCHER ATTACKS MENTALLY. THE PRUBABILITY UF 
A SUCCESSFUL "TUUCH" IS BASED UN THE V ICTIM 'S  
INTELLIQENCE: 1 8  S % ,  1 7 - 1 3  = 30% 1 2 - 9  = SOX 
8 - 4  80%, AND 3 = 95%,  UNCE I T  HA& "TUUCHED" +HE 
V I C T I M  I T  IS IMPUSSIBLE FUR THE V I C T I M  TU BREAK 
AWAY. UN THE MELEE TURN FULLdWING THE TUUCH RULL 
1D20. I F  THE RESULT IS: 

1 - 1 0  = V I C T I M  RECEIVES 1D8 PUINTS BRAIN DAMAQE 
1 1 - 1 6  = V I C T I M  IS STUNNED 1D6 TURNS 
17-19 = V I C T I M  QUES INSANE FUR 1D8 TURNS 

20 = V I C T I M  SUFFERS A DRAIN UF 1 LEVEL 

IF I T  HAS NU MASTER I T  WILL WANDER FREQUENTING 
DUNQEUNS AND RUINS I N  SEARCH UF UNk. I T  AVUIDS 
C l V l L l Z A T l U N  FUR CRUWDS FRIQHTEN I T .  THE WATCHER 
WILL NUT ATTACK WHEN ALONE UNLESS PRUVdKED, I N  
WHICH CASE I T  WILL FIGHT UNTIL  THE DEATH. 

I T S  TELEPATHIC PUWERS ARE EXTREMELY ACCURATE AND 
HAVE A RANQE UF 240 FEET. 

I T  CAN UNLY BE H I T  BY MAQICAL WEAPUNS. 

WEREFUX TYPE : LY CANTHRUPE 

CREATED BY: LEE QULD (A&E 7 )  

H I T  ARMUR I O  DEXT 

3D8 6 1 2  6 1D6+12 2D6+6 
D ICE CLASS MUVE FLY SWIM RANQE RANQE 

A L  I QNMENT : CHAUTI C, NEUTRAL 
FUUND I N :  ANYWHERE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (15%) 2D10 100% c 
WANDER I NG 201 0 

ATTACKS : 

1 B I T E  1D$ 
4 SPELLS; CHARM PERSUN~I "PHANTASMAL FURCES" , 

"LIQHT-, AND #*&LEEPI* 

DESCR I P T I  UN : 

FROM JAPANESE LEQEND, THE WEREFUX IS UNLY VERY 
RARELY LAWFUL AND I C  SU I T  WILL BE A MESSENGER UF 
THE QUD IMARI KAMl . 
THE V I C T I M  UF A WEREFUX DUES NUT BECUME A WEREFUX 
H I  MSELF . 

*****  
WHIP TYPE: MISCELLANEUUS 

CREATED BY: BRAD HINKEL 

H I T  ARMUR I Q  DEXT 

8D8 4 6 1 DB 2D6+6 
D I C E  CLASS MUVE FLY SWIM RANOE RANGE 

ALIQNMENT: CHAUTIC-EVIL 
FUUND I N :  DUNGEONS, WUUDS 

L A I R  ( 5 0 % )  1 D 6  100% F 
WANDER I NQ 1 D6 

ATTACKS : 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

1 B I T E  1D20 
2 WHIP&, I D 1 2  
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UN : 

A DISTANT RELATIVE UF THE RUPER THE WHIP I S  ABLE 
TU DISQUISE ITSELF AS A PILLAR 6R A TREE. EVEN 
I N  THE DENSEST FUREST UR TIQHTEST DUNQEUNS I T  IS 
TEN FEET I F  THE WHIP SCURES UVER 20% ( + 4 )  UF THE 

MUST MAKE A SAVI NG THRUW VS. 
WILL BE DRAWN TU THE WHIP'S MUUTH AT THIRTY INCHES 
PER TURN. 

ABLE TU USE I TS WHI PS UP TU THEI R FULL R A N ~ E  UF 

MINIMUM ~ U T A L  TU HIT UR loox IN ANY CASE THE 
VICTIM WILL BE ENCUILED IN THE WHIP-LIKE ARM HE 

DRAGUN BREATH UR HE 

*****  
WHITE HURRUR TYPE: PLANT 

CREATED BY : CL I NT B I QQLESTUNE 

H I T  ARMUR I Q  DEXT 

( 5 - 7 )  D8 3 9 0 2D6+6 
DICE CLASS MUVE FLY SWIM RANQE RANQE 

ALIQNMENT: HUNQRY 
FUUND I N :  DUNQEUNS, WUUDS, C I T I E S  

NUMBER PRUBABILITY UF TREASURE AND TYPE 
WANDER I NO 1 

ATTACKS : 
103 PSEUDUPUDS, 3D4 FLESH DISSULVE 

DESCR I PT I UN : 

WHITE ICHUR 

CREATED 0 

HIT 
DICE 

6D8 

A L I  QNMENT 
FOUND I N :  

WANDER1 NO 

ATTACKS : 

PAQE 

TYPE: CLEAN-UP CREW 

; .. YNE SI 

ARMUR I Q  DEXT 
CLASS MUVE FLY SWIM RANQE RANQE 

2 9 2D4+ 1 1D6+1Q 

CHAUT I C 
ANYWHERE 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
1 

1 TUUCH, DUES 50% UF THE V I C T I M ' S  H I T  PUINTS I N  
DAMAQE CUNTINUUUSLY 

DESCR I PT I UN : 

***** 
WHOUSH TYPE: QIANT ARTHRUPUD 

CREATED BY:  C. BIQQLESTUNE 8 P. SAVUY 

H I T  ARMUR I Q  DEXT 
DICE CLASS MUVE FLY SWIM RANQE RANQE 

4D8 2 24 1 D4 1 0 6 + 2 4  

AL I QNMENT : HUNQRY 
FUUND I N :  WATER 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  ( 2 0 % )  1 D6+6 15% D 
WANDER I NQ 1 D4+4 

ATTACKS : 
1 PINCER, 808 

DESCRIPTIUN: 

93 

A SIXTY PUUND CRAB THAT I S  FUUND UN LAND NEXT TU 
WATER I T  I S  VERY FAST' I T  DASHES IN, MAKES A 
STRIKE AT ITS VICTIM A ~ D  THEN DASHES OUT AQAIN. 
IT WILL REPEATEDLY A ~ T A C K  UNTIL THE TARQET IS 
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WHUUSH 

DEAD I T  WILL ATTACK AT LEAST THREE TIMES BEFURE 
Q I V I N Q  UP AND RUNNINQ AWAY, EVEN I F  BADLY HURT. 

THE WHUUSH IS IMMUNE TU STUNINQ. 

m m * * *  

W I RETREE TYPE: PLANT 

CREATED BY: C. BIQQLESTUNE & P .  SAVUY 

H I T  ARMUR I Q  DEXT 
CLASS MUVE FLY SWIM RANQE RANQE 

1 D6+12 
DICE 

( 1 1 - 3 0 ) 0 8  5 0 0 

A L  I QNMENT : HUNQRY 
FUUND I N : WdUDS, MUUNTA I NS 

L A I R  ( 1 0 0 % )  1 30% D 

ATTACKS : 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

3D4 WIRE-THIN BRANCHES, 1D8 
1 SUNIC (SEE BELUW) 

DESCRIPTIUN: 

A TREE WITH VERY THIN BRANCHES, AS MANY FEET TALL 
AS I T  HAS H I T  DICE. I T  SENSES I T S  TARGETS BY I N -  
FRARED WAVES. I T  HAS TWU TENTACLE-LIKE BRANCHES 
WHICH ARE USED TU TRANSPORT I T S  DEAD VICTIMS TO 
THE DIGESTIUN CHAMBER WHICH UPENS AT THE TUP UF 
THE TRUM.  

WURM, B L I N D  TYPE : MI SCELLANEUUS 

CREATED BY: STEVE MARSH 

H I T  ARMUR I Q  DEXT . 
DICE CLASS MUVE F L Y  SWIM RANGE RANQE 

5D8 9- 1 1 0  1 D4 1 D6 

ALIONMENT: LAWFUL-EVIL 
FUUND I N :  DUNOEUNS 

WANDER I NQ 1 8DS 50% MAQl C PEARLS 

ATTACKS : 

NUMBER PRUBAB I L I TY UF TREASURE AND TYPE 

1 ATTACK 2D10 
1 B I T E  1D3+1 PLUS 1D6 QHUUL-LIKE PUISUN 
1 CUNS~RI CTI UN, 1 ~ 6  PER TURN 

DESCRIPTIUN: 

A CULD WHITE, S I X  TU TWELVE FUUT LUNQ WURM I T  

I T S  FELLUW WITH MEWING CRIES.  ALWAYS FUUND I N  
DARKNESS, DEEP UNDER THE EARTH. 

I T  IS THE MURTAL ENEMY UF THE CULUNY QHUULS AND IS 
I N  CUNSTANT WAR WITH THEM. I T S  TREASURE CUNSISTS 
UF THE MAGIC PEARLS I T  HAS REMUVED FROM THE GHUULS 
THAT I T  HAS KILLED,  THUUGH I T  CANNUT USE THEIR 
PUWERS I 

USUALL~ TRAVELS IN A PACK AND CUMMUNICATES WITH 

* ****  
WURM, QLUW TYPE: ANIMAL 

CREATED B Y :  STEVE DAVIES 

H I  T ARMUR I Q  DEXT 

3 0 8  7 3 1 0 4  3D6 
D l  CE CLASS MUVE FLY SWIM RANGE RANGE 

ALIGNMENT: HUNQRY 
FUUND I N :  WUUDS 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (30%) 2D10 75% I 
WANDER I NQ 1D lO 

ATTACKS: 

1 BITE, 1D8 
1 UDUR EMISSIUN FEAR, I N  3" X 3" CLUUD 
1 SPIT,  IMMUBlLfTY 1 0 4  TURNS (STICKY)  I N  3" L I N E  
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WURM, QLUW 

DESCR I PT I UN : 
A QLUWINO QREEI. 
SAVINQ THRUW IS 
FUUND I N  TREES, 
WITH I T S  STICKY 
AND EAT THEM. 

*****  
WURM, SAND 

IURM. ASUUT TEN FEET LUNG. A 
LLLUQED-AQA I NST I TS UDUR . USUALLY 
T TRIES TU IMMUBILIZE I T S  VICTIMS 

;P IT  AND THEN DRUP DOWN TU K I L L  

TYPE: MISCELLANEUUS 

CREATED B Y :  BRAD HINKEL 

H I T  ARMUR I Q  DEXT 

12D8 6 9 1 D6 2D6 
DICE CLASS MUVE FLY SWIM RANQE RANOE 

AL I QNMENT: CHAUT I C, NEUTRAL 
FUUND I N :  DESERTS, SEAS 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (25%) 1 D4 100% D 
WANDER I NQ 1 

ATTACKS : 

WYVERWRA I TH TYPE: UNDEAD 

CREATED BY: STEVE PERRIN 

H I T  ARMOR I Q  DEXT 

9D8+ 1 2 8 24 1 2D6 2D6+6 
DICE CLASS MUVE FLY SWIM RANQE RANQE 

ALIQNMENT: CHAUTIC 
FUUND I N :  ANYWHERE 

L A I R  (45%)  1 D6 100% A 
WANDER I NO 1 D4 

ATTACKS : 

UR 

NUMBER PRUBABILITY UF TREASURE AND TYPE 

1 B ITE,  1D8 PLUS 1 ENERQY LEVEL 

1 STINQ, 1D6 PLUS 9D6 PUISUN AND 1 ENERQY LEVEL 

DESCRIPTIUN: 

AN UNDEAD WYVERN, QHUSTLY WHITE WITH SILVER EYES. 
CERLICS CAN TURN I T  AS A VAMPIRE. 

BASED UN DAVE HARQRAVES WRAITH WYVERNS (BUT NAS- 
T I E R ) .  

1 B ITE ,  3DB 
1 FIERY S P I T ,  ( 1 - 6 ) P S  I N  A BALL 
1 TUUCH, 1D6 F I R E  

DESCR I PT I UN: 

SMALLER THAN A PURPLE W R M  THE SAND WURM L I V E S  I N  
SANDY DESERTS AND IS UCCASfUNALLY FOUND I N  THE 
SAND UF BEACHES THERE IS UNLY A 10% CHANCE THAT 

FAVURITE FUUD IS ThE FLESH UF HUBBITS AND I T  ALSU 
FAVURS THE TASTE UF DWARVEN FLESH. 

IT WILL BE CHAU~IC IT IS USUALLY NEUTRAL. ITS 

THE USUAL ATTACK BY A SAND WURM BEQINS WITH I T  
SPITT INQ A BALL UF I T S  FIERY SALIVA I T  MUST PRE 
PARE THIS  BALL QETTINQ 1D6 (UP TU A MAXIMUM UF 

I T  THEN CLUSES WITH I T S  INTENDED VICTIMS THE 
S I X )  FUR EACH ~ E L E E  TURN SPENT IN PREPARATIUN 

SKI N UF THE SAND WURM IS VERY HUT THE MERE TUUCH 
UF IT  DUES HEAT DAMAQE IF THE W ~ R M  SCURES MURE 
THAN 20% ( +4)  UF THE TOTAL NEEDED TU HI T (UR 1 00% 
I N  ANY CASE) WHEN B I T I N Q  A HUBBIT UR DWARF, I T  
WILL SWLLUW THE V I C T I M  WHULE. 
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MCHAK TYPE: HUMANUID 

CREATED BY:  JEFF PIMPER 

ALIQNMENT: CHAUTIC 
FUUND I N :  ANYWHERE 

L A I R  ( 5 % )  30D20 100% B 
WANDER I NO 20D20 80% B 

ATTACKS : 

NUMBER PROBABILITY UF TREASURE AND TYPE 

1 WEAPUN, BY WEAPUN TYPE 

DESCR I PTI UN: 

NORMAL XIMCHAK FIQHTERS ARE F I R S T  UR SECUND LNEL, 
TRIBAL  CHIEFS ARE THIRD UR FUURTH LEVEL CLAN 

WARLURD ARE EIGHTH THRU ELEVENTH LEVEL. SEVERAL 
HURDES CAN BE RULED TOGETHER BY A K INO WHO WILL 

CHIEFS ARE FIFTH THRU SEVENTH LEVEL. THE HORDE 

BE.-TWELFTH LEVEL OR ABUVE , 

FRUM "BARBARIAN UF WORLD'S END" BY L I N  CARTER. 
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YELLUW DUUR CREATURE TYPE: ENERGY BEINQ 

CREATED BY: MARK SWANSUN 

H I T  ARMUR 
DICE CLASS MUVE 

9D8 -25 0 

ALIQNMENT: HUNQRY 
FUUND I N :  DUNQEUNS 

NUMBER 
WANDER1 NO 1 

I Q  DEXT. 
FLY SWIM RANGE RANQE 

0 0 

PRUBAB I L I TY UF TREASURE AND TYPE 

DESCRIPTIUN: 

AN ANIMATED "DIMENSIUN DUUR" WHICH FEEDS UN MAQI- 
CAL EQUIPMENT AND ENERGY. I T  CAN ONLY BE H I T  BY 
LIQHTNINQ BULTS NU UTHER PHYSICAL UR MAGICAL 
ATTACKS CAN HURt I T, A "DISPEL MAQl C" W I LL FURCE 
I T  TU LEAVE, BUT I F  1 1  MAKES I T S  SAVINQ THRUW, THE 
CASTER MUST SAVE VS. FEEBLEMIND". 

THE CREATURE APPEARS I N  DUNGEUNS EITHER ATTACHINQ 

ELATTENINQ ITSEkF  ALUNQ A WALL. 
DIMENSI UN DUUR AND "TELEPURT" SPELLS USED W l  TH- 

I N  THIRTY FEET UP THE CREATURE HAVE A ONE THlRD 
CHANCE UF GdINQ ASTRAY I T  CAN ALSU ''WIZARD LUCK" 
ANY UNE DUUR W I THI  N T H i  RTY FEET UF I TSELF. 

ITSELF TU THE WALLS TU BLUCK A D@R UR CURRIDUR UR 
PASS WALL", 

I F  K I L L E D  I T  DUMPS A "DUSTBALL" UF 9D6 DAMAQE, 
THE DUSTBALL HAS A RANQE CJF 350 FEET. 

EACH PERSUN WHU PASSES THRUUQH THE "YELLUW DUUR" 
HAS A 50% CHANCE THAT HE WILL LUSE THE USE UF ONE 
RANDOMLY DETERMINED SPELL FUR CINE WEEK. HE ALSU 
HAS A ONE THIRD CHANCE UF LUSINQ UNE + FRUM A WEA- 
PUN UR PIECE CIF ARMUR (RANDUMLY DETERMINED) CIR UNE 
MINUR MAQICAL DEVICE MAJUR ARTIFACTS PERSUNA- 
L I  TY WEAPUNS W I TH EGUS ABdVE 6 

D I  ETS TU SUCH THI  NOS. 

AND HULY RELI  CS  RE NORMALLY IMMUNE. HUWEVER +HERE ARE CERTAIN 
QUURMET" YELLUW DOUR CREATURES WHO CONFINE THEIR 

THERE ARE AMULETS WHICH CAN BE USED TO SUMMUN A 
YELLUW DUUR CREATURE, THUUQH THEY ARE QUITE RARE. 
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YELLUW P E R I L  TYPE: GIANT ARTHRUPUO YERXEL 

CREATED BY: DAVE HARQRAVE (AO 1)  FRUM "WARRIUR AT WURLD'S END" BY L I N  CARTER. 

H I T  
D ICE 

(3 -7 )D8+1  

ARMUR 
CLASS 

6-4 
MUVE FLY SWIM 

1 s  

IO 
RANGE 

106 

DEXT 

1D6+16 
RANQE 

ALIQNMENT: 
FUUND I N :  

L A I R  ( 2 0 % )  
WANDER I NO 

ATTACKS : 

HUNQRY 
DUNQEUNS, 

NUMBER 
1 D20 

1 D6 

UUTDWRS, RIVERS, SWAMPS, C I T I E S  

PROBABILITY UF TREASURE AND TYPE 
SOX D 

1 CUNSTRICTIUN ( 1 - 2 ) D l O  DEPENDINQ UN S I Z E  
1 BITE,  1D4-1Db PLUS TWICE H I T D I C E  I N  VENUM 
1 SPRAY, TWICE k I T  DICE I N  ACID 

DESCR I P T I  UN : 

****I 

YETI  

CREATED BY: DAVE HARQRAVE 

H I T  ARMUR 
DICE CLASS MUVE FLY SWIM 

( 4 - 6 ) D 8 + 2  3 9 

ALIGNMENT: NEUTRAL 
FUUND I N :  DUNQEUNS, MUUNTAINS 

TYPE: QIANT-TYPE 

10 
RANGE 
1D6+12 

DEXT. 
RANQE 
2D6+6 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (40%) 1D10 100% E 
WANDER I NQ 1 0 6  30% E 

ATTACKS: 
BRIQHT YELLUW CENTIPEDE WITH BLACK FANQS AND QREEN 1 BLUW 1D10 

CEIL INGS AND WALLS AS WELL AS FLUURS. THE PERIL  IS 100% A C I D  RESISTANT. DESCR I PT I UN : 
EYES. SMELLS L I K E  BURNT ALMUNDS AND CAN RUN ALONG 1 SPELL, FIRST a~ SECUND LEVEL UNLY 

***** 
YERXEL TYPE : REPT I LE 

CREATED BY: JEFF PIMPER 
H I T  ARMUR I Q  DEXT. 

CLASS MUVE FLY SWIM RANGE RANGE 
8 + 2  8 4 1 D4 2D6+6 

D ICE 
201 0 

ALIQNMENT: HUNGRY 
FUUND I N :  DUNQEUNS, UPEN, WUUDS, WATER 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  (10%) 5D6 
WANDER I NQ 3D8 

ATTACKS : 

1 BITE,  2D6 

DESCR I PT I U+N: 

EIQHT TU N INE FEET TALL WITH WHITE HAIR.  THE YETI  
I S  VERY INTELLIGENT. HE ATTACKS L I K E  AN UQRE AND 
IS IMMUNE TO COLD AND FEAR. 

A SMALL ALLIQATUR-LIKE ANIMAL WITH WHITE SCALY 
SKIN .  I T  HAS A LUNQ S W U T  AND IS B U I L T  CLUSE TU 
THE QRUUND. I T  HAS THE STRUNG SMELL UF IUDINE.  
THE YERXEL ALWAYS HUNTS I N  PACKS WHICH WILL ATTACK 
ANYTHING THEY ENCUUNTER. 
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TYPE: ENCHANTED MUNSTER ZAPPER 

CREATED BY: MARK NURTUN (DUN 4)  

DEXT 10 ARMOR DICE H I T  CLASS MUVE FLY SWIM RANGE RANGE 

1 D4+15 2 100 1 D4 ( 5 -  1 0 ) D 8  

ALIGNMENT: NEUTRAL 
F W N D  I N :  DUNGEONS, C IT IES,  A I R  

WANDER I NG 1 0 1 0  

ATTACKS : 

NUMBER PROBABI L I  TY UF TREASURE AND TYPE 

1 ATTACK, ((NUMBER UF H I T D I C E ) - 4 ) D 8  LIQHTNING 

DESCRIPTION: 

A L I V I N B  LIGHTNING BULT WHICH IS ATTRACTED TU 
METAL AND TRY TU DESTRUY I T .  MAGICAL ITEMS GET 
A SAVING THROW VS. THE LIGHTNING EFFECT. 

* ****  
ZEN I A TYPE: HUMANUID 

CREATED BY: C. ULRICH (ABE 16) 

DEXT. ARMUR H I T  
CLASS MUVE FLY SWIM RANGE RANGE DICE 

2D8+1 5 9 2D6+6 2D6+6 

I Q  

ALIGNMENT: NEUTRAL 
FOUND I N :  DUNGEUNS, OUTDeURS, RIVERS, SWAMPS 

NUMBER PRUBABILITY UF TREASURE AND TYPE 
L A I R  ( 7 5 % )  1D4 100% C 
WANDER I NG 1 0 4  

ATTACKS : 

1 STRIKE, 1D8 

DESCR I PT I UN : 

A TRANSPARENT CREATURE THAT CAN ASSUME HUMAN SHAPE 
AT WILL AND WEAR HUMAN CL6THING. ANYUNE K I L L E D  BY 
A ZENIA BECaMES PART OF I T  AND CANNOT BE RESUR- 
RECTED. 

FRUM "E-MAN'' CUMICS, NUMBER 7. 
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ALIEN 
Furidell - Hell Star - lcarunner - Phraint. 

ANIMAL 
Alacorn - Amangn - Ape, Man- 
Eeting - Ape. Snow - Axebeak - Barluk - Bobalynx - Buffer - 
Bunny, Vorpal - Carbuncle - 
Carp King - Carp King (small) - 
Coldtusk - Coyote - Cracklepaw - Darkness Monster - Dillema - 
Dottle - Eel, Electric - Eidar - 
Elephant-Fly - Elephant, Fly- 
ing - Falcon, Giant Hunting - 
Flamebeer- Flamequill - Freeze 
Tusk - Gangbat- Gerd - Ghostly 
Howler - Godstalker - Golcod- 
ulus - Goldshell - Grabtusk - 
Grazan - Grifylisk - Grond - 
Gutorrbyn - Hellshrew - Hop- 
per - Horned Tusker - Hum- 
tongue - Kalidah - Kroan - Lett 
- Lurker - Melter - Mender Al- 
len - Mist Leopard - Mocker - 
Ornithohippus - Peryton - Phe- 
lesion - Pybra - Rat, Giant - 
Raw' Yas - Red Mambe - Rust- 
lance - Shifter - Sickletail - 
Snig - Sparkflail - Sphinx, 
Anthro - Stingwing - Tate - 
Thunderbunny - Tiger, Ice - 
Trirnouth - Vader-Worm,Glow 

Clenper - Emerald Ooze - Fire- 
claw - Foil Monster - Lifelasher - Slob Blub Click Click - Wall 
of Darkness - White Ichor 

DEMON 
Demon of Sleep & Nightmare 
- Demon of Sleep, etc. (class 2) - Demon, Rainbow (lesser) - 
Demon, Type A - Dog, Demon 
- Erb - Harvestman - Horse, 
Ghost 

DEMON, MINOR 
Deadeye - Imp 

DRAGON 
Dragon, CinnamodSapphire - 
Dragon, Mahogany/Diamond - 
Dragon, Russet/Emerald - Dra- 
gon, UrnbedRuby 

DRAGONKIND 
Draconette - Fire Newt - Iba- 
thene - Lamia - Nightseeker - 
Razor Mouth - Trivern 

CLEAN-UP CREW 

M(>NST€RS 
E LEMENTA L 
Elemental, Cold 

ENCHANTED MONSTER 
Banshae - Black Death - Blood- 
scream - Doomguerd - Flail- 
spike - Frostwind - Fury - 
Fuzzy - Ghostshark - Golem, 
Dust - Golem, Garlic Bread - 
Golem, Wax - Golem, Wood - 
Hellcat - Lion, Nemean - Mege- 
bane - Magic Absorber (1st  
class) - Mind Drain - Mirror 
Man - Skull Warrior - Smoke 
Creature - Spell Sucker - Spiny 
Slayer - Steely - Tiger, Flame - 
Watcher - tapper 

ENCHANTED PLANT 
Snow Tree 

ENERGY BEING 
Aurora Energy Monster - Yel- 
low Door Creature. 

FLYER 
Agarrett - Air Shark -Alacorn - 
Banshee - Beetle, Fire - Bionic 
Bat - Bionic Paladin - Bionic 
Unicorn - Blue Moon - Boba- 
lynx - Bomb Monster - Boogie 
Man - Bunny, Vorpal - Butter- 
fly, Nyosan - Carbuncle - Cock- 
roach That Ate Cincinnati - 
Dark Mage - Dartwing - Demon, 
Rainbow (lesser) - Demon, 
Type A - Draconette - Dragon, 
Cinnamon/Sapphire - Dragon, 
MahognyIDiamond - Dragon, 
Umber/Ruby - Eldila - Ele- 
mental, Cold - Elephant-Fly - 
Elephant, Flying - Falcon, 
Giant Hunting - Frostwind - 
Fury - Fuzzy - Gangbat - 
Ghostshark - Grabtusk - Grazan - Gremlin - Griffopotomus - 
Grifylisk - Gutorrbyn - Hell 
Maiden - Hell Star - High Hunt- 
er - Horse, Hell - Imp - Kilrnar - Locust - Lurker Above, Be- 
low & Sideways - Mist Leopard 
-Mobil Dis Swarm - Morghoul - 
Moth, Blood - Naral - Nazgul- 
Pengarean - Peryton - Phraint - 
Skullplane - Smoke Creature - 
Spell Sucker -Sphinx,Anthro - 
Spiny Slayer - Steely - Sting 
wing - Teng Swarm - Timewasp 
- Trivern - Voglmann - Wan- 
dering Minstrel Eye -Wandering 
Monster Eye - Watcher - Wyv- 
erwraith - Zapper 

GIANT ANIMAL 
Lizard, Giant - Scourgetall - 
Shovel Mouth 

GIANT ARTHROPOD 
Spider, Gient Sea - Spign - 
Whoosh - Yellow Peril 

GIANT INSECT 
Blue Crusher - Cockroach That 
Ate Cincinnati - Grey Horror - 
Naral - Night Crawler -Therm- 
ite, Giant - Thermite - Time- 
wasp 

Swamp Thing -Yeti 

GOD 
Boulane - Eldile 

HUMAN 
Fighter in Mirror Armor - Hell 
Maiden - Ugly 

HUMANOID 
Agarrett - Aquazombie - Cone- 
head - Dark Mage - Death 
Dwarf - Deodanth - Firestrider - Flauntfire - Gremlin - Groan- 
er - Gruld - lndigon - Krisst- 
Haadin - Olab - Ondoculus - 
Pengarean - Pseudowoman - 
Sauraig - Screaming Meemie - 
Tigerman, Karjixian -Troll, Ice - Vogalmann - Ximchak-Zenia 

INSECT 
Beetle, Fire - Butterfly, Nyosan - Dartwing - Grubber - Helltide - Locust - Teng Swarm 

LYCANTHROPE 
Were fox 

MISCELLANEOUS 
Archghoul - Blue Moon - Bomb 
Monster - Flailtail - Foulmouth - Glitch - Gyraphont - High 
Hunter - lbem - Kilmar - Lung 
Dragon - Lurker Above, Below 
& Sideways - Mobil Dis Swarm 
- Moth, Blood - Mudslinger - 
Scrubbing Bubble - Scrubble - 
Scumsnail - Sentient Mist - 
Slesszoyd - Stardust Potato - 
Strange Little Man - Thaykhay - Wafflebanger - Wandering 
Minstrel Eye -Wandering Mon- 
ster Eye - Whip - Worm, Blind 
-Worm, Sand 

GI ANT-TY PE 

BY TYPE 



LEVEL 1 
Beetle, Fire - Gangbat - Glitch - Gremlin - Helltide - Imp - 
Lert - Locust - Pseudowoman - 
Raw' Yas - Slesszoyd - Tate 

LEVEL 2 
Akadus - Conehead - Daemon - 
Eldila - Fuzzy - Groaner - Imp - Pengarean - Rad Mamba - 
Sauraig - Sickletail - Smoke 
Creature - Teng Swarm - Yerxel 

LEVEL 3 
Aquazombie - Axebeak -Cone 
head - Coyote - Doomguard - 
Draconette - Eldila - Fighter in 
Mirror Armor - Golcodulus - 
Grond - Gruld - lbem - Imp - 
Lamia - Magebane - Magic Ab- 
sorber (1st class) - Mudslinger - 
Ondoculus - Pengarean - 
Phraint - Pybra - Red Mamba - 
Saurig - Scrubbing Bubble - 
Spiga - Stardust Potato - Ter- 
mite, Giant - Ugly - Waffle- 
banger - Ximchak - Zenia 

LEVEL 4 
Barluk - Bobalynx - Conehead - Doomguard - Eldila - Fighter 
in Mirror Armor - Grey Horror 
Grond - Gruld - Hellshrew- Imp - Kroan - Magebane - Magic 
Absorber (1st class) - Night 
Crawler - Pengarean - Phraint - 
Pybra - Red Mamba - Saurig - 
Scrubbing Bubble - Spiga - 
Strange Li t t le Man - Ugly - 
Werefox - Yellow Peril 

LEVEL 5 
Barghest - Blue Moon - Bomb 
Monster - Conehead - Death 
Dwarf - Dillemma - Doomguad 
Eldila - Fighter in Mirror 
Armor - Grey Horror - Grond - Gruld - Harvestman -.Imp - 
lndigon - Krisst-Haadin - Kroan - Lizard, Giant - Lurker - Mage- 
bane - Magic Absorber (1st 
class) -Morghoul -Night Crawl- 
er - Pengarean - Phelesion - 
Phraint - Pybra - Saurig -Snow 
Tree - Spiga - Steely - Tiger, 
Flame - Ugly - Vampire Vine - 
Worm, Blind, Ximchak -Yellow 
Peril 

LEVEL 6 
Archghoul- Blue C N W  - Blue 

tusk - Cracklepaw - Deodanth - MOM - BUWIY, V-1- Cold- 

Doomguard - Eldila - Fighter 
in Mirror Armor - Flailspike - 
Foil Monster - Ghostshark - 
Grey Horror - Griffopotomus - 
Grifylisk - Gruld - Hell Maiden - Imp - Krisst-Haadin - Kroan - 
Lurker - Magebane - Magic Ab- 
sorber (1st class) - Morghoul - 
Night Crawler - Phelesion - 
Phraint - Pybra - Saurig -Scrub- 
ble - Spiga - Tiger, Flame - 
Ximchak - Yellow Peril - Yeti 

LEVEL 7 
Amanga - Ape, Man-Eating - 
Ape, Snow - Archghoul - Ban- 
shee - Bloodscream - Blue 
Crusher - Blue Moon - Coldtusk - Cyborg - Deodanth - Doom- 
guard - Eldila - Fighter in Mir- 
ror Armor - Ghostshark - 
Golem, Garlic Bread - Grey 
Horror - Gruld - Hell Maiden - 
Imp - Krisst-Haadin - Kroan - 
Lion, Nemean - Lurker - Mage- 
bane - Magic Absorber (1st 
class - Mind Drain - Mirror Man 

Night Crawler - Phelesion - 
Phraint - Pybra -Saurig-Scrub- 
ble - Slob Blub Click Click - 
Spiga - Swamp Thing - Therm- 
i te - Tiger, Flame - Tiger, Ice - 
Tigerman, Karjixian - Wander- 
ing Minstrel Eye - Wandering 
Monster Eye - White Horror - 
Ximchak - Yellow Peril -Yeti - 
Zapper 

LEVEL 8 
Ape, Snow - Archghoul - Blue 
Crusher - Coldtusk -Dark Mage - Deodanth - Doomguard - El- 
dila - Fighter in Mirror Armor - Fire Newt - Flamebear - 
Flauntfire - Ghostshark - Go- 
lem, Dust - Grey Horror -Gruld 
Hell Maiden - Horse, Hell - Ice- 
runner - Krisst-Haadln - Kroan - Lion, Nemean - Magebne - 
Magic Absorber (1st class) - 
Mocker - Nightcrawler-Phreint 
Pybra - Rustlance - Saurig - 
Scrubble -Slob BlubClickClick 
Sparkflail - Spiga - Swamp 
Thing - Thaykhay -Thermite - 
Watcher -White Horror -White 
Ichor - Ximchak - Yellow Peril - Yeti - Zapper 

LEVEL 9 
Agamtt - Ape, Snow - Bionic 
Unicorn - Blue Crusher - But- 

- Morghwl - Moth, Blood - 

terfly, Nyosan - Demon, Type 
A - Deodanth - Doomguard - 
Eldila - Fighter in Mirror A r m  
or - Flailtail - Fury -Grey Hor- 
ror - Grubber - Gruld - Hell 
Maiden - Horse, Hell - Icerun- 
ner - Kalidah - Krisst-Haadin - 
Lion, Nemean - Magebane - 
Magic Absorber (1st class) - 
Night Crawler - Phraint - Pybra - Saurig - Scrubble - Sentient 
Mist - Skull Warrior -Slob Blub 
Click Click - Snig - Sparkflail - 
Spiga - Swamp Thing - Therm- 
i te - Vampire, Golden - Whip - 
White Horror - Zapper 

LEVEL 10 
Aurora Enagy Monster - Blue 
Crusher - Boogie Man - Butter- 
fly, Nyosan - Deodanth - 
Doomguard - Elemental, Cold - Emerald Ooze - Erb - Fighter 
in Mirror Armor - Firestrider - 
Ghostly Howler-Gruld - Horse, 
Hell - Icerunner -Krisst-Haadin - Lion, Nemean - Magebane - 
Magic Absorber (1st class) - 
Mobil Dis Swarm - Phraint - 
Scrubble -Sentient Mist -Skull 
Warrior - Sparkflail - Spiga - 
Thermite - Troll, Ice-Vampire, 
Golden - Ximchak - Zapper 

LEVEL 11 
Boogie Man - Butterfly, Nyoran - Deodanth - Doomguard - 
Dragon, CinnamonlSapphire - 
Elemental, Cold - Emerald 
Ooze - Erb - Fighter in Mirror 
Armor - Firestrider - Gruld - 
Horse, Hell - Icerunner - Krisst- 
Haadin - Lion, Nemean - Mage- 
bene - Magic Absorber (1st 
class) - Phreint - Scrubble - 
Sentient Mist - Skull Warrior - 
Sparkflail - Sphinx, Anthro - 
Spiga - Thermite - Trivern - 
Vampire, Golden -Wyverwraith - Ximchak - Zapper 

LEVEL 12 
Boogie Man - Darkness Mon- 
ster - Deadeye - Doomguard - 
Dragon, CinnamonlSspphire - 
Dragon, Russet/Emerald - El* 
mental, Cold - Emerald Ooze - 
Erb - Fighter in Mirror Armor 
Firestrider - Gruld -Hone, Hell - Icerunner - Krisst-Hadin - 
Magebane - Magic Absorber 
(1st class) - Phraint -Skull War- 
rior - Spiga - Trivern - Ximchak - Zapper 

MONST€R L€V€L 
LEVEL 13 
Anaswami - Bionic Bat -Bionic 
Paladin - Black Death - Boogie 
Man - Clanper - Cyberscorp - 
Demon of Sleepand Nightmare - Demon of Sleep, etc. (2nd 
class) - Demon, Rainbow (less- 
er) - Dog, Demon - Doomguard - Dragon, CinnemonlSapphire 
-Dragon, MahoganylDiamond - 
Dragon, RussetlEmerald - 
Dragon, UmberlRuby - Ele 
mental, Cold - Emerald Ooze - 
Erb - Fireclaw - Firestrider - 
Foulmouth - Freezetusk- Frost 

Wind - Furidell - Godstalker - 
Goldshell - Golem, Wax - Go- 
lem, Wood - Gyraphont - Hell 
Star - Hellcat - Horned Tusker - Horse, Ghost - Humtongue - 
Krisst-Haadin - Lifelasher - 
Lung Dragon - Lurker Above, 
Below & Sideways - Magebane - Melter - Nazgul - Nightseeker - Phraint - Razor Mouth - 
Scourgetail - Scumsnail - Skull 
Warrior - Spell Sucker - Spiga - 
Trivem - Vader - Wall of Dark- 
ness - Ximchak - Yellow Door 
Creature 

HOW TO USE THE MONSTER LEVEL TABLE 
Determining where a monster appears in a dungeon is up to the individual 

Dungeon Master. However, the following table can be used as a rule of thumb for 
those who insist that high level monsters should be on low levels of dungeons. 

THE MONSTER LEVEL TABLE 
Dungeon 

Level I 
1 1  
2 1  
3 1  
4 2  
5 2  
6 3  
7 3  
8 4  
9 4  
10 5 
11 5 
12 6 
13 6 
14 7 
15 7 
16 8 
17 8 
18 9 

2 
1 
1 
2 
2 
3 
3 
4 
4 
5 
5 
6 
6 
7 
7 
8 
8 
9 
9 

3 
1 
2 
2 
3 
3 
4 
4 
5 
5 
6 
6 
7 
7 
8 
8 
9 
9 

10 

4 
2 
2 
3 
3 
4 
4 
5 
5 
6 
6 
7 
7 
8 
8 
9 
9 

10 
10 

Die Roll 
5 
2 
3 
3 
4 
4 
5 
5 
6 
6 
7 
7 
8 
8 
9 
9 

10 
10 
11 

6 
3 
3 
4 
4 
5 
5 
6 
6 
7 
7 
8 
8 
9 
9 

10 
10 
11 
11 

7 
3 
4 
4 
5 
5 
6 
6 
7 
7 
8 
8 
9 
9 

10 
10 
11 
11 
12 

8 
4 
4 
5 
5 
6 
6 
7 
7 
8 
8 
9 
9 

10 
10 
11 
11 
12 
12 

9 
4 
5 
5 
6 
6 
7 
7 
8 
8 
9 
9 

10 
10 
11 
11 
12 
12 
13 

10 
5 
5 
6 
6 
7 
7 
8 
8 
9 
9 

10 
10 
11 
11 
12 
12 
13 
13 



MONSTER 

AQARRETT 
A I R  SHARK 
A I R  SQUID 
A I RFANQ 
AKADUS A.LAcaRN 

ALASKAN KINQ CRAB (SEE CRAB) 
AMANGA 
ANASWAM I 
ANT MAN 
ANT, QIANT 
ANTHRU-SPHINX (SEE SPHINX) 
ANTI-WERE TYPES (SEE UNDER WERE) 
APE, DESERT 
APE, MAN-EATINQ 
APE, SNAKE 
APE SNOW 
AQUAZUMB I E 
ARCEEL 
ARCHER BUSH 
ARCHGHOUL 
AURORA ENERQY MONSTER 

CUMULAT I VE I NDEX TU "ALL  THE WOhLDS ' MONSTERS" 
MUNSTER VUL - PAQE VOL - PAQE MUNSTER 

AXEBEAK 

BAQDA AND FALLUWMAN 
BANSHEE 
BANSHEE 
BARGHEST 
BARLUK 
BAS I C 
BAT B I U N I C  (SEE B'aU'n' 

BATTLE SPIDER (SEE SHEEM) 
BATTLER 
BEAR 
BEAR KODIAK 

BEE KILLER 
BEEfLE, F I R E  
BEETLE, QIANT STAQ 
BEETLE QRINDER 

B I U N I C  BAT 
B I U N I C  PALADIN 
B I U N I C  UNICURN 
BLACK BEAR (SEE BEAR) 
BLACK DEATH 
BLACK DRACONETTE (SEE DRACONET'I 
BLAST PUPPY 
BLIGHT WORM (SEE WORM) 
B L I N D  WORM (SEE WORM) 
B L I N K  SABER TO0TH TIGER (SEE T I  
BLOB RED 
BLOUb MOLD 
BLUUD MUTH (SEE MfiTHI 
BLUUD W0RM 

BATARANQ 

BEAR: VAMPIRE (SEE BLUTSCHINK) 

BEH I N D ~ R  

- 1 -  
I -  

I i -  
I I -  

I I -  
I I -  

I -  
I -  

I -  
I I -  

I -  
I l -  
I I -  

I -  
I- 

II- 
I I -  
I I -  

I -  
I -  

I I -  
I I -  
I I -  

I -  
I -  
I -  
I -  
I -  

I -  
I I -  

I -  
I -  
I -  

I I -  
I I -  
I I -  
I I -  

I -  

1 U I ~ I c . I  

~~ 

'E ) 

QER ) 
I -  
I -  

..-.... 
I -  

1 
2 
1 
1 
2 
2 
3 
3 
2 
2 

2 
3 
2 
3 
4 
3 
3 
4 
5 
5 
4 
4 
6 
6 
7 
5 

5 

5 
6 
6 

7 
7 
7 
7 

7 
a 
a 
a 
8 

e 

a 
9 

9 

BLOODBOUNCER I -  9 
BLOODQRASS I- 9 
BLOUDRUSE 1 1 -  9 

I I -  9 
1 -  10 

BLUUDSCREAM 
BLBSSUMS OF PRIMURDIAL LIFE 
BLUE CRUSHER 1 1 -  10 
BLUE DRACUNETTE (SEE DRACUNETTE) I -  10 

1 1 -  10 
BLUE HURRUR 

I -  1 1  
BLUE MUUN 
BLUE PUUL HURROR 
BLUTSCHINK I -  1 1  
BUBALY NX 1 1 -  10 
BUMB MUNSTER 1 1 -  1 1  
BUUGI E MAN I I -  1 1  
BOULANE 1 1 -  1 1  
B R A I N  STEALER (SEE QETEIT CHEMOSIT) 
BRASS DRACONETTE (SEE DRACONETTE) 
BRUNZE DRACONETTE (SEE DRACONETTE) 

I- 1 1  
BROWN BEAR (SEE BEAR) 
BROWN I C H  
BUFFER 11-  12 
BUNNY VORPAL 1 1 -  12 
BUTTE~FLY , NYUSAN 1 1 -  12 

1 1 -  13 
I- 12 

CARBUNCLE 
CARNIVEROUS TYPO 
CARP K I N Q  1 1 -  13 
CARP K I N G  (SMALL) 1 1 -  14 

I -  13 
I -  13 CAT CARRION 

C E N ~  I PEDE, COPPER 
CENTIPEDE QIANT I- 13 
CERBERUS ~ U N D  (SEE HOUND, HADES) 
CHAMELEUN GIANT I -  13 
CHASER ( SkE WAR WHEEL 1 
CHUNCHON I -  14 
CHROME DRAQON (SEE DRAQON) 
CINNAMON DRAQON (SEE DRAGON) 
CLAN P ER 1 1 -  14 

I -  14 
I -  15 CLUUD, SI LVER 

COACHMAN OF DEATH 
COACHMAN OF DEATH'S HURSE I -  15 
CUCKRUACH THAT ATE CINCINATTI  1 1 -  14 
CULD ELEMENTAL (SEE ELEMENTAL) 
CULDTUSK 1 1 -  15 
CULUNY GHOUL (SEE QHOUL) 
CONEHEAD 1 1 -  15 
COPPER CENTIPEDE (SEE CENTIPEDE) 
COPPER DRACUNETTE (SEE DRACONETTE) 
COPPER FUlL MUNSTER (SEE F O I L  MUNSTER) 
CURRABUS I -  15 

1 1 -  15 
I -  16 CUYUTE 

CRAB QIANT ALASKAN KINQ 
CRAC~LEPAW 1 1 -  15 
CRAWLER 1 -  16 
CRUCUTTA I -  16 
CRUMBLER I- 16 

VOL - PAQE 

I -  17 
I -  17 

1 1 -  16 
1 1 -  16 _ _  

I -  17 

1 1 -  17 
I f -  17 
i i -  l e  
1 1 -  18 

I -  18 i -  i 6  
1 1 -  le 

I -  19 
1 1 -  19 

'AL 

I -  19 
1 1 -  19 
1 1 -  20 

I -  20 
I -  20 
I- 21 
I -  21 
1 -  21 

1 1 -  20 
I -  22 
I- 22 
I -  22 

1 1 -  20 
1 1 -  21 

1 1 -  21 
11-  21 
1 1 -  22 

I -  23 
1 1 -  22 
1 1 -  22 
I I -  I.- 23 23 

I -  24 
1 1 -  23 

1 1 -  I -  24 24 
11-  24 
I- 25 
I -  25 



CUMULATIVE INDEX TO " A L L  THE WORLDS' MONSTERS" 

MUNSTER VUL -PAQE 

EAQLE, WERE (SEE WERE 1 
EARTH MULE 
EBON DOOM 
EEL ELECTRIC 
EI OAR - - - . . . . 
ELD I L A  
ELECTRIC EEL (SEE EEL) 
ELEMENTAL CCILD 

ELEMENTAL, DEATH 
ELEMENTAL WCIUD 
ELEPHANT - t L Y  
ELEPHANT FLY I NO 
EMERALD 6RAQON ( SEE DRAQON 1 
EMERALD OOZE 
ERB 
E V I  L SHARK 

ELEMENTAL: COLD 

EZWAL 

HYDRA 

FLAUNTF I RE 
FLYING ELEPHANT (SEE ELEPHAN 
FLYINQ SKULL (SEE SKULL) 
F O I L  MONSTER 
FBULMOUTH 
FREEZETUSK 
FROSTW I ND 
FUR I DELL 
FURRED FLYER 
FURRED ONE 
FURY 
FURY 
FUZZY 

T )  

1 -  26 
I -  26 

1 1 -  25 
1 1 -  25 
1 1 -  26 

I -  27 
1 1 -  26 

I -  27 
I -  28 

I I -  26 
1 1 -  27 

1 1 -  27 
1 1 -  27 

I -  28 
I -  28 

I -  29 
1 1 -  28 
BAQDA ) 
;I g: 

1 1 -  28 
I -  30 
I -  30 

I I -  29 

1 1 -  29 
1 1 -  29 
I I -  30 
1 1 -  30 

1 1 -  30 
I I -  30 

I -  31 
I -  31 

1 1 -  31 

I I -  31 
1 1 -  31 
1 1 -  32 
1 1 -  32 
1 1 -  32 

I -  31 
I -  32 
I -  32 

1 1 -  33 
1 1 -  33 

MUNSTER 

QANQBAT 
QARANH I R 
QARQOYLE STUNE 
QARL I C BkEAD QOLEM (SEE Q8L 
QATHERER ABUVE 
GEKKd TRdLL (SEE TROLL) 
QELATINBUS BLUE HCIRROR 
QENl I 
QERD 
QETE I T CHEMUS I T 
QHUST CRAB 
QHOST HORSE (SEE HURSE) 
QHUST SILVER 
QHUSTLY HCIWLER 
GHOSTSHARK 
GHOUL, COLONY 
GHOUL, QIBBERINQ 
GIANT TYPES (SEE UNDER TYPE) 
QIANT HELL 

GLASS QOBLIN (SEE QUBLIN) 
GLASS GOLEM (SEE QOLEM) 

G I B B E ~  I NQ QHOUL c SEE QHOUL 

.EM) 

GL 1 TCH 
Q L I  TH 
GLOW WORM (SEE WORM) 
GNARLED GREMLIN (SEE QREMLIN) 
GOBLIN QLASS 

GULCODULUS 
GOLD DRACONETTE (SEE DRACONET 
QULD QULEM (SEE QULEM) 
QOLD LOTUS (SEE LOTUS) 
GOLDEN OWL (SEE OWL) 
GOLDEN VAMPIRE (SEE VAMPIRE) 
GOLDSHELL 
QOLEM, D I AMOND 
GOLEM, DUST 
GOLEM DUST 

GUDSTALKER 

GOLEM' QARLIC BREAD 
GOLEM~ OLASS 
QOLEM: GOLD 

GOLEM: RADIUM 

GOLEM, GREEN SLIME 
GbLEM, ICE 
GULEM QUICKSILVER 

GBLEM, TAR 
GULEM , WAX 
GOLEM, WOOD 
QOLEM WOBD 

QUU TREE 
GORLASSAR (SEE QARANHIR) 
GRABTUSK 
GRAZAN 
QREATER DEMON (SEE DEMON) 
QREEN DRACONETTE (SEE DRACONE 

GUN DO^ 

VOL - PAQE 

1 1 -  34 
I -  33 
I -  33 

I -  34 

I -  34 
I -  34 

1 1 -  34 
I -  35 

1 1 -  35 

I -  35 
1 1 -  35 
1 1 -  35 

I -  35 
I- 36 

I -  36 

1 1 -  36 
I -  36 

I -  37 
1 1 -  36 
1 1 -  36 

'TE ) 

1 1 -  37 
I -  37 
I -  38 

1 1 -  37 
1 1 -  37 

I -  38 
I -  38 
I -  39 
I -  39 
I -  39 
I -  39 
I -  40 

1 1 -  38 
I -  41 

1 1 -  38 
I -  41 
I -  41 

1 1 -  38 
1 1 -  39 

TTE 1 

V 8 L  - PAQE MONSTER 

QREEN S L I M E  QOLEM (SEE QOLEI 
QREENFANQ (SEE SPIDER, BREEI 
QREML QREMLIN I N QNARLED 

QREY HOkROR 
OR I FFUPUTOMU! 
QRI F Y L I S I  
QRIND S T b n L  C ~ C C  WAIT wnCcLi 
QRINDER BEETLE (SEE BEETLE) 
QRIZZLY BEAR (SEE BEAR) 
QRUANE- 

M )  
N FANQ) 

I I -  
I -  

I I -  
35 
42 
39 

QRUKUN 
QROND 
QROUND 

QRULD 
QRUBBER-" 

QUT~F~RBY N 
GY RAPHUNT 

I", "YJ Y , "I. I 

HADES HOUND (SEE HOUND. DEATH) 
HA I RY HOWLER 
HARVESTMAN 
HEAVY TRUUPER 
HEFFALUMP 
HELL FLOWER 
HELL HORSE (SEE HORSE) 
HELL MA1 DEN 
HELL STAR 
HELLCAT 
HELLQIANT (SEE QIANT) 
HELLHOUND, WERE (SEE WERE) 
HELLSHREW 
HELLT I DE 
HIGH HUNTER 
HUPPER 
HORNED BELLUWER 
HORNED TUSKER 
HORROR, BLUE (SEE UNDER BLUE) 
HBRRBR BLUE PUOL (SEE UNDER BLUE 
HORROR' WHITE (SEE UNDER WHITE) 
HORSE 6F THE EINHERIAR 
HORSE, GHUST 
HORSE, HELL 
HUUND, DEATH 
HOUND HADES 

HUUND, NURTH 
HUUND, PHASE 
HOUND ROCK 

HUMTBNQUE 
HUNTING FALCUN (SEE FALCUN) 
HYDRA, FI RE BREATH1 NO 

HOUND: NIQHT 

HUMB ABA 

1 1 -  I -  40 42 

1 1 -  40 
I -  42 

1 1 -  41 
1 1 -  41 
1 1 -  41 
1 1 -  42 

I -  43 
1 1 -  43 

I -  43 
I -  44 
I -  44 

1 1 -  44 
I I -  44 
I I -  44 

1 1 -  45 
1 1 -  45 
1 1 -  45 
1 1 -  46 

I -  44 
1 1 -  46 

: I  
I -  45 

1 1 -  46 
1 1 -  47 

I -  45 
I -  46 
I -  46 
I -  46 
I -  46 
I -  47 

1 1 -  47 

1 -  47 

I -  45 



CUMULATIVE INDEX TO "ALL THE WORLDS' MONSTERS" 
MONSTER VOL-PAQE VOL -PAQE 

I f -  48 
1 1 -  49 

MONSTER VUL -PAQE MONSTER 

I BATHENE 
I BEM 
I C E  DEMON (SEE DEMON) 
I C E  DEMON PRINCE (SEE 
I C E  DRAKE (SEE DRAKE) 
I C E  QOLEM (SEE QOLEM) 
I C E  MAN 
I C E  TIGER (SEE TIQER) 
I C E  TRULL (SEE TRULL) 
I CE WOLF 
I CE WORM 
I CEQRUNT 
I CEHORN 
I CERUNNER 
I C H  BR6WN (SEE UNDER 
I CHbR, WH t TE (SEE UNDE 
I MP 

I -  63 
1 1 -  65 

I -  63 
1 1 -  58 

I -  56 
1 1 -  55 
1 1 -  56 
I I -  56 

ORQOY LE 
ORN I THOHl PPUS 
OWL, QOLDEN 

LOTUS, QOLD/YELLOW 
LOWAN 
LUNQ DRAQUN 
LURKER 
LURKER ABOVE, BELOW a SIDEWAYS 

YMIR) 

BROWN) 
:R W H I l  

(SEE B I O N I C )  

HOUND) 

I -  64 
I -  65 

1 1 -  66 
1 1 -  66 

I -  65 

l;l - 57 
I -  57 

1 1 -  57 
I -  48 LANE 

IT MIND 

:ATINQ APE (SEE APE) 
CORPION (SEE HUMBABA) 

h ABSORBER IST CLASS 
;ANY D R A Q O ~  (SEE DRAQON) I -  48 

I -  49 
I -  49 
I -  49 

1 1 -  49 

I -  65 
I I -  67 

I -  66 
1-  66 

1 1 -  67 
I -  66 

1 1 -  67 

I -  57 

I -  58 
1 1 -  58 
1 1 -  58 

I I -  58 

MANTA 
MANTIS (SEE PRAYINQ MATIS)  
MEKHAR 
MELTER 
MENDER ALLEN 
M I L L  WHEEL (SEE WAR WHEEL) 
MIND DRAIN 
MIND MAQQOT (SEE MAQQOT) 
MIND WORM (SEE WURM) 
M I  NOQON 
MIRROR MAN 
M I S T  LEOPARD 
MOBIL  DIS SWARM 
MOCKER 
MBLD, BLOOD (SEE UNDER BLOOD) 
MULE MAN 
MURQHOUL 

'E ) 
1 1 -  49 
1 1 -  50 

I -  50 
I -  50 
I -  51 

i ND I QON 
I -  67 

1 1 -  68 PSIREN 1-  67 
PUPPY, BLAST (SEE UNDER BLAST) PYBRA 1 1 -  68 

YMIR) JAMANT 
JUBAL CAIN  
JUQQER 
JUNQLE TERROR (SEE IBATHENE) 

(SEE 
I -  be 

1 1 -  59 
I I -  59 
1 1 -  59 
1 1 -  60 

I -  56 

KAL I DAH 
KARJ I X I  AN 
K I L L  HOUND 
K I  L L - K I  LL 
KILLER BEE 
K I  LLW I NO 
K I LMAR 
KINQ CRAB SEE CRAB) 
K I TTY HAWK 
KOBOLD 
KUDIAK BEAR (SEE BEAR) 
KRISST-HAADIN 
KROAN 

1 1 -  81 - .  

IQERMAN (SEE TIQERMAN)' 
(SEE HOUND, DEATH) 

I -  s1 
QUELT I -  68 
QUICKSILVER QULEM (SEE QOLEM) 

i i -  60 
I -  59 

1 1 -  61 
(SEE BEE) 

. - .  
I -  51 

I I -  51 

I -  52 
I -  52 

1 1 -  52 
I I -  52 

RADIUM QOLEM (SEE QOLEM) 
RAINBOW DEMON (SEE DEMON) 
RANDUM HURRUR 
RAT, QIANT 
RAW ' Y AS 
RAZUR MOUTH 
RAZORTONQUE 
RED BLOB (SEE BLOB) . 
RED DRACONETTE (SEE DRACONE 
RED MAMBA 
RED ROCKET (SEE RED MAMBA) 
REMORA, G I ANT 
RHUUN 
ROCK DRAQON (SEE DRAQON) 
ROCK HOUND (SEE HOUND) 
RUBY DRAQUN (SEE DRAQUN) 
RUSSET DRAQON (SEE DRAWN) 
RUSTLANCE 

MURSE 

M U U N ~  w I QHT ( SEE w I QHT) 
MOTH BLOOD 

MUUNT 
MUUTHINQ SLUQ (SEE SLUQ) 
MUDSLINQER 

I -  69 
1 1 -  69 
1 1 -  69 
I I -  70 

I -  70 

1 1 -  70 

I -  70 
I -  70 

1 1 -  70 

I -  59 

1 1 -  61 

I I -  62 
1 1 -  62 

I -  60 

1 1 -  63 

1 -  60 
I I -  63 

I -  61 

TTE 1 
LAM I A 
LASH L IZARD (SEE LIZARD)  
LEMMINQ, QIANT 
LEMURE 
LERT 
LESSER DEMON (SEE DEMON) 
L I BEAR 
L I FECLOAK 
LIFELASHER 
LIQHTNINQ BONES (SEE SHO 
LIUN, NEMEAN 
LlCIN S I L I C O N  
L I ZAkD, Q I ANT 
LIZARD, QIANT 
LIZARD, LASH 
LOCUST 
LONG-HORNED MURDERER 
LCINQLICKER 

1 1 -  53 

I -  53 
1 -  53 

1 1 -  53 

L ION)  

UNDER F I R E  

HOUND 1 

1 )  

'TERFLY) 

I -  54 
I -  54 
I -  54 

I -  54 
I -  54 
I -  55 
I -  54 
I -  55 
I -  55 
I -  55 
I -  56 

HOUND 1 

(SEE BUT 
I 
I 

1CKBUNES 1 I -  61 

I -  71 

1 1 -  71 

I -  71 

.... . 
SANDWORLD VAMPIRE 
SANDWORM (SEE WORM) 
SAPPHIRE DRAQON (SEE DRAQON) 
SAURA 1 Q 
SCORPIO-CENTAUR (SEE HUMBABA) 
SCORPION, GI ANT 

UCTOPUS QROUND (SEE UNDER QROUND) 
OCTORILfA (SEE APE, SNAKE) 
OLAB 
ULOQ - HA 1 
ONDOCULUS 
ORQONE DRAINER 

1 1 -  64 
I -  62 

1 1 -  64 
I -  62 



MONSTER 

CUMULATIVE INDEX TO "ALL  THE WORLDS' MONSTERS'' 

VOL - PAQE MONSTER VUL - PAQE Ma NS TER 
STRANQE L I T T L E  MAN I f -  80 
STRIDINQ MURDERER I -  80 
STUN CONE I -  60 
SUN D E V I L  I- 80 
SWAMP SLIME 1 -  81 
SWAMP TERRdR (SEE IBATHENE) 
SWAMP THING 1 1 -  81 
SYLPH I -  81 

UGLY 1 1 -  87 
UMBER DRAQON (SEE DRAWN) 
UNALHI T I -  89 
UND I NE I- 89 
UNlCBRN B I O N I C  (SEE B I U N I C )  
UPAS T R ~ E  I -  90 
VADER 
VALKYRI E 
VAMPIRE-BEAR (SEE 
VAMPIRE V I N E  
VAMP I RE, QULDEN 
VAMP I RE, SANDWCJRLD 
VAMPIRE SNdW 

VELVET SLIME-MOLD 
VUQALMANN 
VU I ON 

VANCE Q ~ A N T  

VdLTREE 
VURD 

1 1 -  
I -  

I I -  
BLUTSCHINK) 

i i -  
( SEE SANDWORLD 1 

I -  
t -  

1 1 -  89 
I -  92 
I- 92 
I- 

:SEE SLIME-MOLD) 

88 
91 

86 
89 

91 
92 

_ _  
93 

VURPAL BUNNY (SEE BUNNY) 
VUUN 

ZANTH 

f2LER 

: T l  

X-RAY BEAST 
X I  MCHAK 

YELLUW DOOR CREATURE 
YELLOW LUTUS (SEE LOTUS) 
YELLdW P E R I L  
YERXEL 
YETI  
YMIR, PRINCE OF I C E  DEMUNS 

VOL-PAGE 

I- 93 

1 1 -  90 

1 1 -  90 
1 1 -  91 
1 1 -  91 .. 

I -  94 
1 1 -  91 
I- 94 

I- 9s 
I -  93 
I -  96 
I -  96 
I -  97 
1 -  97 
I -  97 
I- 98 

1 1 -  92 
I -  98 

1 1 -  92 

'E 1 
1 1 -  93 
1 1 -  93 

1 1 -  93 
I- 96 
I -  99 

I- 99 
1 1 -  94 

I -  99 
1 - 1 0 0  
1 - 1 0 0  

1-100 
1 1 -  94 

1 1 -  94 

1 - 1 0 1  
i -101 

1 1 -  9s 
1 - 1 0 1  
1 - 1 0 2  
1-102 
1 - 1 0 2  
1 - 1 0 3  
1 - 1 0 3  

1 1 -  95 

1 - 1 0 4  
1 1 -  96 

1 1 -  97 

1 1 -  98 
f i -  96 
1 1 -  1 - 1 0 4  98 

1 - 1 0 5  
I t -  99 
1 1 -  99 



MONST€R 
SH€€T 
r r r r r r m r l r u r r l L l u ~ r l * r I o ~ I ~  

: Submit your monsters now! ATWM is the : largest group gaming project ever under- ; taken, and you can be part of it. We need 
I every kind of critter-the easy and cute : ones as much as your favorite horrifying 
I hulks, to allow every sort of role-playing : encounter. Cleverness and ingenuity defin- : itely count. For each monster we select, 
I you'll receive credit toward your copies 

of the ATWM(s1 in which your entry or ; entries are published. You retain all subse 
I quent rights to your creations. Impress : your grandmother and get your name in 
! print! 

AL IGNMENTS NAME T Y P E  

D I C E  ARMOR CLASS WALK / F L Y  / SWIM / IQ DEXT 

FOUND I N  
I 
I # I N  L A I R  PROB. OF TREASURE TREASURE T Y P E  1 %  I N  L A I R  

TREASURE T Y P E  CREATOR PROB. OF TREASURE 
I 1 # WANDER I NG 

: ATTACKS: # TYPE PHYS I CAL DAMAGE S P E C I A L  DAMAGE 

I 
I 

I 
I 

I 

~ DESCR I P T  ION: 

HOW TO FILL OUT THE MONSTER CATALOG CODING SHEET 
NAME - type or print the full name of your monster. 
TYPE - use the same categories as are in the Monsters by Type chart in the back of this book. 

ALIGNMENTS - you may use any combination of Law, Chaos, Good, Evil, Neutral, Hungry, 
etc., or none. List combinations with a hyphen ("Law-Good") and alternatives with a com- 
ma ("Any, Hungry"). 

DICE - express as number of dice and type of dice, with the addition of any points called for 
(3D8+2, for example). I f  a monster has a specific number of points, instead of hit dice, l is t  
the points only. 

ARMOR CLASS -express in the usual 9 thru -8 range with pluses or minuses. 
WALK - ground speed. FLY -flying speed. SWIM - swimming speed. Leave any of the abwe 

blank i f  they do not apply. 
I.Q. - the intelligence of the monster should be expressed as a dice roll. For instance, a really 

dumb monsters might be 1D3 for a range of 13, a very smart monster might be 1 D6+14 for 
a range of 1520, and a barely self-aware monster might be simply 1 D1 or just 1. 

DEXT - the dexterity of the monster, also to be expressed as a die roll. The usual monster has 
a dexterity of 2D6+6, which i s  based on the theory that a slow monster i s  a dead monster. 

FOUND IN - if  found anywhere, merely enter that fact. I f  not found in dungeons, be sure to 
note that in this space. 

% IN LAIR, IN LAIR, PROB. OF TREASURE, and TREASURE TYPE -this is the usual 
information found in the monsters and treasures sections of any of the books. 
WANDERING - describe how many would be found wandering about the corridors or the 
open plains, instead of in the tribal lair. 

PROB. OF TREASURE and TREASURE TYPE - How likely is it that the wanderers have any 
treasure, and i f  so, what kind? 

CREATOR 

ATTACKS and DESCRIPTION - be as specific as possible. Attach another sheet of paper for 
your description i f  there is not enough room for the description or attacks. 

SEND ALL MONSTER SHEETS TO STEVE PERRIN, C/O THE CHAOSIUM, 
BOX 6302, ALBANY CA 947m 


