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INTRODUCTION

Welcome to the Fiend Folio! This book contains more than
250 creatures for use in DUNGEONS & DRAGONS® adven-
tures. This introduction explains how to read a monster’s
write-up, including summaries of the most common
attacks and abilities.

The monster entries are arranged alphabetically by name.
Monsters of the same kind are grouped under their major
entry; for instance, the piscoloth and skeroloth are both
described in the yugoloth entry.

Appendix 1 details three prestige classes suited for
monsters—the fiend of blasphemy, fiend of corruption,
and fiend of possession. Appendix 2 describes grafts, which
are body parts that can be applied to a creature’s usual phys-
iology, and symbionts, a class of creatures that are most
commonly found living in or on another creature. Finally, a
list of monsters organized by Challenge Rating may be
found in Appendix 3.

_ READING THE ENTRIES

Bach monster entry is organized in the same general
format. An entry is composed of a statistics block, providing
basic game information about the creature in condensed
form, and a section of descriptive text where the creature’s
physiology, tactics, special abilities, and society are dis-
cussed. For more information about the characteristics of
monsters, consult the Player’s Handbook, the DunGEON
MASTER’s Guide, and the Monster Manual.

e
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NAME

The first line of a monster entry gives the name by which
the creature is generally known. The descriptive text may
mention alternate names.

SIZE AND TYPE

This line begins with the creature’s size (Huge, for example).
The eight size categories are briefly described in the table
below. A size modifier applies to the creature’s Armor Class
(AC) and attack bonus, as well as to modifiers for certain
skill checks. A creature’s size also determines how far it can
reach to make a melee attack and how much space it occu-
pies in a fight (see Face/Reach, below).

The size and type line continues with the creature’s type
(Giant, for example). Type determines how magic affects a
creature; for example, the hold animal spell affects only crea-
tures of the animal type. Type determines certain features,
such as Hit Dice size, base attack, base saving throws, and
skill points. Refer to the Monster Manual for details on dif-
ferent types and subtypes.

The Fiend Folio introduces or revises the following sub-
types.

Cold Subtype (Ex): A creature with the cold subtype is
immune to cold damage. It takes half again as much (+50%)
damage as normal from fire, regardless of whether a saving
throw is allowed, or if the save is a success or a failure.

Extraplanar Subtype: Unlike the other subtypes that
appear in this book (as well as the Monster Manual and
Monster Manual IT), the extraplanar subtype is relative—it

THE PLANES OF EXISTENCE
Manual of the Planes describes the planes of the standard D&D cosmol-
ogy in great depth. These planes fall into five categories: the Material
Plane or Planes, Transitive Planes (Astral, Ethereal, and Shadow), Inner
Planes (Air, Earth, Fire, Water, Positive Energy, and Negative Energy),
Outer Planes, and Demiplanes. Most of the extraplanar creatures
described in this book come from the Outer Planes, though some
elementals originate on the Inner Planes and there are a handful of
Ethereal creatures here as well. The Outer Planes in the D&D cosmol-
ogy correspond to alignments, with shading between (the plane of
Acheron, for example, lies between the lawful evil plane of the Nine
Hells and the lawful neutral plane of Mechanus).

The table below shows the short names for the planes that appear
in climate/terrain entries in this book and the full names used in
Manual of the Planes.

In addition to the planes that appear in the standard D&D cosmology,
i variant planes and cosmologies appear in the appendix to Manual of
the Planes, including the Region of Dreams, the Far Realm, and the
Plane of Mirrors. A few extraplanar monsters in this book originate
on these planes.
If your campaign’s cosmology does not include the standard
planes of the D&D cosmology or the variant planes referenced in this
book, you can assign new home planes to monsters as you see fit.

Plane Names

Short Name Full Name

Ysgard Heroic Domains of Ysgard

Limbo Ever-Changing Chaos of Limbo
Pandemonium Windswept Depths of Pandemonium
Abyss Infinite Layers of the Abyss

Carceri Tarterian Depths of Carceri

Hades Gray Waste of Hades

Gehenna Bleak Eternity of Gehenna

Baator Nine Hells of Baator

Acheron Infernal Battlefield of Acheron
Mechanus Clockwork Nirvana of Mechanus
Arcadia Peaceable Kingdoms of Arcadia
Celestia Seven Mounting Heavens of Celestia
Bytopia Twin Paradises of Bytopia

Elysium Blessed Fields of Elysium

Beastlands Wilderness of the Beastlands
Arborea Olympian Glades of Arborea
Outlands Concordant Domain of Outlands

The kaorti, for example, who are described as originating in the Far
Realm, might instead come from Limbo or a similar plane in your
campaign’s cosmology.




applies to any creature when it appears on a plane that is not
its home plane. Every extraplanar creature in this book has
a home plane mentioned in its description. These home
planes are taken from the cosmology of the D&D game, as
set forth in Manual of the Planes. (If your campaign uses a dif-
ferent cosmology, you will need to assign different home
planes to extraplanar creatures.)

Creatures that originate from a plane of existence other
than the Material Plane are marked with the extraplanar
subtype, under the assumption that the campaign takes
place on the Material Plane. When characters travel to
Acheron, however, a bonespear encountered
there is no longer an extraplanar creature—
on the contrary, the characters themselves
now have the extraplanar subtype. The
Climate/Terrain entry for each extra-
planar monster in this book
gives its home plane.

An extraplanar creature
can be targeted with a
dismissal or banishment
spell, suffers the full
effects of a blasphemy,
dictum, holy word, or
word of chaos spell
(based on its align-
ment), and can be
called or summoned
by various spells including gate, the planar ally
and planar binding spells, and possibly summon
monster spells.

Elementals and outsiders encountered on the
Material Plane always have this subtype. Mon-
sters from the Monster Manual with this subtype,
besides all elementals and outsiders (except plane-
touched), include the bodak (native to the Abyss), the
ethereal marauder (native to the Ethereal Plane),
the retriever (native to the Abyss), and any creature
with the celestial or fiendish template (native to the
Upper and Lower Outer Planes, respectively).

On certain planes, known as transitive planes, no crea-
tures have the extraplanar subtype. The transitive planes
in the D&D cosmology are the Astral Plane, the Ethereal
Plane, and the Plane of Shadow.

Fire Subtype: (Ex) A creature with the fire subtype is
immune to fire damage. It takes half again as much (+50%)
damage as normal from cold, regardless of whether a saving
throw is allowed, or if the save is a success or a failure.

Shapechanger Subtype: A shapechanger has the
supernatural ability to assume one or more alternate
forms. Many magical effects allow some kind of shape
shifting, and not every creature that can change shapes is
a shapechanger.

Swarm Type or Subtype: A swarm is a collection of
Fine, Diminutive, or Tiny creatures (usually creatures
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of the vermin type) that acts as a single creature. A
swarm has the characteristics of its type, except as noted
here. A swarm has a single pool of Hit Dice and hit
points, a single initiative modifier, a single speed, and a
single Armor Class. The swarm makes saving throws as a
single creature.

A single swarm occupies a square (if it is made up of
nonflying creatures) or a cube (of flying creatures) 5 feet
on a side, but its reach is 0 feet, like its component crea-
tures. In order to attack, it moves into an opponent’s
space, which provokes an attack of opportunity. It can
occupy the same space as a creature of any size, since it
crawls all over its prey. A swarm
can move through squares

occupied by enemies
and vice versa without imped-
iment, although the swarm
provokes an attack of opportunity

if it does so. A swarm can move
through cracks or holes large enough for its com-
ponent creatures.

A swarm of Diminutive creatures con-
sists of 150 nonflying creatures or 625
flying creatures. A swarm of Fine crea-
tures consists of 10,000 creatures,

whether they are flying or not.
Swarms of nonflying creatures
include many more creatures than
could normally fit in a 5-foot square
based on their normal face, because creatures in a
swarm are packed tightly together and generally
crawl over each other and their prey when
moving or attacking. Larger swarms are rep-
resented by multiple swarms, or multiple
five-foot squares. A swarm of 200,000 plague
ants is 20 plague ant swarms, each swarm
occupying a 5-foot square. A large swarm is
completely shapeable, though it usually
remains contiguous.
e Swarm Traits: A swarm has no
clear front or back and no dis-
cernible anatomy, so it is not subject to
critical hits or flanking. A swarm made
up of Tiny creatures takes half damage
from slashing and piercing weapons. A swarm com-
posed of Fine or Diminutive creatures are immune to all
weapon damage.

Reducing a swarm to 0 hit points or fewer causes the
swarm to break up, though damage taken until that point
does not diminish its ability to attack or resist attack.
Swarms are never staggered or reduced to a dying state by
damage. Also, they cannot be tripped, grappled, or bull
rushed, and they cannot grapple another.

A swarm is immune to any spell or effect that targets a
specific number of creatures (including single-target

NOILDNAOYLNI
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spells such as disintegrate), with the exception of mind-
affecting effects if the swarm has an intelligence score and
a hive mind. A swarm has a —10 penalty on saving throws
against spells or effects that affect an area, such as many
evocation spells or grenadelike weapons. If the area effect
attack does not allow a saving throw, the swarm takes
double damage instead.

Swarms made up of Diminutive or Fine creatures are
susceptible to high winds such as that created by a gust of
wind spell. For purposes of determining the effect of wind
on a swarm, treat the swarm as a creature of the same size
as its constituent creatures. For example, a swarm of
abyssal ants (Diminutive creatures) can be blown away by
a severe wind. Wind effects deal 1d6 points of subdual
damage to the swarm per spell level (or Hit Die of the orig-
inating creature, in the case of effects such as an air ele-
mental’s whirlwind). A swarm rendered unconscious by
means of subdual damage becomes disorganized and dis-
persed, and does not re-form until its hit points exceed its
subdual damage.

Swarm Attack: Creatures with the swarm subtype don't
make standard melee attacks. Instead, they deal automatic
damage to any creature whose space they occupy at the end
of their move, with no attack roll needed. Swarm attacks are
not subject to a miss chance for concealment or cover. A
swarm’s statistics block has “Swarm” on the Attacks line,
with no attack bonus. The Damage entry has “Swarm,” fol-
lowed by a damage range. A swarm's damage is based on its
Hit Dice, as shown below:

Swarm HD Swarm Base Damage
1-5 1d6
6-10 2d6
11-15 3d6
16-20 4d6
21 or more 5d6

A swarm’s attacks are nonmagical, unless the swarm’s
description states otherwise. Damage reduction sufficient
to reduce a swarm attack’s damage to 0, being incorporeal,
and other special abilities usually make a creature immune
(or at least resistant) to damage from the swarm. Some
swarms also have acid, poison, blood drain, or other special
attacks in addition to normal damage.

Swarms do not threaten creatures in their square, and do
not make attacks of opportunity with their swarm attack.
However, they distract foes whose squares they occupy, as
described below.

Distraction (Ex): Any living creature vulnerable to the
swarm’s damage that begins its turn with a swarm in its
square is nauseated for 1 round; a Fortitude save negates the
effect (DC is 10 + 1/2 the creature’s HD + Con modifier).
Spellcasting or concentrating on spells within the area of a
swarm requires a Concentration check (DC 20 + spell level).
Using a skill that involves patience and concentration
requires a Concentration check (DC 20). Each swarm
described in this book has its distraction save DC given in
its statistics block.

HIT DICE

This line gives the number and type of Hit Dice the crea-
ture has, and any bonus hit points. A parenthetical entry
gives the creature’s average hit points.

A creature’s Hit Dice total is also its level for determining
how spells affect the creature, its rate of natural healing, and
its maximum ranks in a skill.

INITIATIVE

This line gives the creature’s modifier on initiative checks.

SPEED

This line gives the creature’s speed on land (the amount
of distance it can cover in one move). If the creature
wears armor that reduces its speed, the creature’s base
speed is noted.

If the creature has other modes of movement, these are
given after the land speed entry. If a creature does not have
a land speed, it almost always has some other mode of
movement. Unless noted otherwise, these other modes
of movement are natural (not magical).

Burrow: The creature can tunnel through dirt, but
not through rock unless the descriptive text says other-
wise. Creatures cannot use the run action while burrow-
ing. Most burrowing creatures do not leave behind tun-
nels other creatures can use (either because the material
they tunnel through fills in behind them or because
they do not actually move or dislocate any material
when burrowing), see the individual creature descrip-
tions for details.

Climb: A creature with a climb speed gains a +8 racial
bonus on all Climb checks. The creature must make a
Climb check to climb any wall or slope with a DC of more
than 0, but it always can choose to take 10, even if rushed
or threatened while climbing. The creature climbs at the
listed speed while climbing. If it chooses an accelerated
climb, it moves at double the given climb speed (or its
normal land speed, whichever is less) and makes a single
Climb check at a —5 penalty. Creatures cannot use the run
action while climbing. The creature retains its Dexterity
bonus to Armor Class (if any) while climbing, and oppo-
nents get no special bonus to their attacks against the
climbing creature.

Fly: The creature can fly at the given speed if carrying no
more than a light load. All fly speeds include a parenthetical
note indicating maneuverability.

Swim: A creature with a swim speed can move through
water at the given speed without making Swim checks. It
has a +8 racial bonus on any Swim check to perform some
special action or avoid a hazard. The creature always can
choose to take 10, even if distracted or endangered when
swimming. Creatures can use the run action while swim-
ming, provided they swim in a straight line.




ARMOR CLASS

The Armor Class line gives the creature’s AC for normal com-
bat and includes a parenthetical mention of the modifiers
contributing to it (usually size, Dexterity, and natural
armor). The creature’s touch and flat-footed ACs follow the
main entry.

A creature’s armor proficiencies (if it has any at all)
depend on its type (see the Monster Manual), but in general
a creature is proficient with any kind of armor it is
described as wearing, as well as all lighter types of armor.

BASE ATTACK/GRAPPLE

The number before the slash in this entry is the crea-
ture’s base attack bonus, which is its attack bonus before
any modifiers are applied. A creature’s base attack bonus
depends on its type, Hit Dice, and class level (if any).
You usually will not need this number, but it can be
handy to have sometimes, especially if the creature has
the Power Attack or Expertise feat. The number after the
slash is the creature’s grapple bonus, which is used when
the creature makes

a grapple attack or
when someone tries
to grapple the crea-
ture. The grapple

bonus includes all §
modifiers that apply
to the creature’s grapple
checks (base attack bonus,
Strength modifier, special
size modifier, and any other
applicable modifier, such
as a racial bonus on

grapple checks).

ATTACK

This line provides the
single physical attack
the creature uses with an attack
action (in most cases, this is also the
attack the creature uses during an attack of opportunity
as well). The entry shows the weapon, attack bonus, and
form of attack (melee or ranged). The attack bonus
includes modifications for size and Strength (for melee
attacks) or Dexterity (for ranged attacks). A creature with
the Weapon Finesse feat can use its Dexterity modifier on
melee attacks.

If the creature uses natural weapons, the natural weapon
given here is the creature’s primary natural weapon.

If the creature has several different weapons at its dis-
posal, the alternatives are shown as well.

A creature can use one of its secondary natural weapons
with the attack action if it chooses, but if it does, it suffers
an attack penalty, as noted in the Full Attack section
(below).

FULL ATTACK

This line gives all the physical attacks the creature can
make when it uses the full attack action. It provides the
number of attacks along with the weapon, attack bonus,
and form of attack (melee or ranged). The first listing is
for the creature’s primary weapon, with an attack bonus
including modifications for size and Strength (for melee
attacks) or Dexterity (for ranged attacks). A creature with
the Weapon Finesse feat can use its Dexterity modifier on
melee attacks.

The remaining weapons are secondary and have a -5
penalty to their attack bonus, no matter how many there
are. Creatures with the Multiattack feat (see Feats, below)
take only a —2 penalty on secondary attacks.

DAMAGE

This line gives the damage each of the creature’s attacks
deals. Damage from an attack is always at least 1 point,
even if a subtraction from a die roll brings the
result to 0 or lower.

Natural Weapons: The damage a creature
deals with its primary attack includes its full
Strength modifier (1 1/2 times its
Strength bonus if the primary
attack is the creature’s sole natu-
ral weapon). Secondary attacks
add only 1/2 the creature’s

Strength bonus.
i If any attacks also cause some
t " special effect other than damage
(poison, disease, and so
forth), that informa-
tion is given here.

Unless noted other-
‘,E wise creatures using natural
0 weapons deal double damage on
L]f critical hits.

2\ Natural weapons have types just as
b, 4], other weapons do. The most common
Ll

are summarized below.

Bite: The creature attacks with its
mouth, dealing piercing, slashing,
and bludgeoning damage.

Claw or Talon: The creature rips
with a sharp appendage, dealing
piercing and slashing damage.

Gove: The creature spears the opponent with an antler,
horn or similar appendage, dealing piercing damage.

Slap or Slam: The creature batters opponents with an
appendage, dealing bludgeoning damage.

Sting: The creature stabs with a stinger, dealing piercing
damage. Stings are usually envenomed.

Tentacle: The creature flails at opponents with a power-
ful tentacle, dealing bludgeoning (and sometimes slash-
ing) damage.
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Manufactured Weapons: Creatures that use swords,
bows, spears, and the like follow the same rules as char-
acters do. The bonus for attacks with two-handed
weapons is 1 1/2 times the creature’s Strength modifier
(if it is a bonus), while off-hand weapons add only 1/2 the
Strength bonus.

FACE/REACH

This line describes how much space the creature needs to
fight effectively and how close it has to be to an opponent
to threaten that opponent.

The number before the slash is the creature’s face,
which tells how wide a space the creature occupies. The
number after the slash is the creature’s natural reach. If
the creature has exceptional reach due to a weapon, tenta-
cle, or the like, the extended reach and its source are
noted in parentheses.

A creature’s face entry is based on its size category, not its
actual dimensions. In many cases, creatures have bodies
longer than their face entries. A creature’s overall length
helps account for its reach. Also, very long creatures are
assumed to rear up or coil their bodies during a fight to
facilitate maneuvering, attack, and defense.

The following table summarizes face and reach statistics
for creatures of various sizes.

e
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FACE/REACH BY CREATURE SIZE

Creature Example Natural
Size Creature Face Reach
Fine Housefly 1/2 ft. 0 ft.
Diminutive Toad 1ft. 0 ft.
Tiny Giant rat 21/2 ft. 0 ft.
Small Halfling 5 ft. 5 ft.
Medium-size Human 5 ft. 5 ft.
Large (tall) ! Ogre 10 ft. 10 ft.
Large (long) 2 Horse 10 ft. 5 ft.
Huge (tall) ! Cloud giant 15 ft. 15 ft.
Huge (long) 2 Bulette 15 ft. 10 ft.
Gargantuan 50-foot 20 ft. 20 ft.
(tall) 1 animated statue
Gargantuan Kraken 20 ft. 10 ft. (bite)
(long) 2 Purple worm 20 ft. 15 ft.
(coiled)
Colossal (tall) ! The tarrasque 30 ft. 25 ft.
Colossal (long) 2 Colossal 30 ft. 15 ft.

monstrous centipede
1 Tall creatures are those that are taller than they are long or wide.
Long creatures are as long or longer, or as wide or wider, than they
are tall.
2 Big, long creatures may be in any of several shapes. A Huge spider
fills a 15-foot-square area, while a Huge snake fills a space 30 feet
long and 5 feet wide (unless it coils itself into a circle, in which case it
would take up a 15-foot-square area).

. SPECIAL ABILITIES

Many creatures have unusual abilities, which can include
special attack forms, resistance or vulnerability to certain
types of damage, and enhanced senses, among others. A
monster entry breaks these abilities into Special Attacks

and Special Qualities. The latter category includes defenses,
vulnerabilities, and other special abilities that are not
modes of attack.

When a special ability allows a saving throw, the kind of
save and the DC is noted in the descriptive text. Most
saving throws against special abilities have DCs calculated
as follows: 10 + 1/2 the attacker’s non-class HD + the rele-
vant ability modifier). The save DC is listed in the descrip-
tive text along with the ability used to calculate it.

A special ability is either extraordinary (Ex), spell-like
(Sp), or supernatural (Su).

Extraordinary: Extraordinary abilities are nonmagical,
don’t go away in an antimagic field, and are not subject to
anything that disrupts magic. Using an extraordinary abil-
ity is a free action unless noted otherwise.

Spell-Like: Spell-like abilities are magical and work just
like spells (though they are not spells and so have no verbal,
somatic, material, focus, or XP components). They go away
in an antimagic field and are subject to spell resistance.

Spell-like abilities often have a limit on the number of
times they can be used. A spell-like ability that can be used
at will has no use limit. Using a spell-like ability is a stan-
dard action unless noted otherwise, and doing so while
threatened provokes an attack of opportunity. It is possible
to make a Concentration check to use a spell-like ability
defensively an avoid provoking an attack of opportunity,
just as when casting a spell. A spell-like ability can be dis-
rupted just as a spell can be. Spell-like abilities cannot be
used to counterspell, nor can they be counterspelled.

For creatures with spell-like abilities, a designated caster
level defines how difficult it is to dispel their spell-like
effects and to define any level-dependent variable (such as
range and duration) the abilities might have. The creature’s
caster level never affects which spell-like abilities the crea-
ture has; sometimes the given caster level is lower than the
level a spellcasting character would need to cast the spell
of the same name. If no caster level is specified, the caster
level is equal to the creature’s Hit Dice.

The Dc of a saving throw (if any) against a spell-like abil-
ity is 10 + the level of the spell the ability resembles or
duplicates + the creature’s Charisma modifier.

Supernatural: Supernatural abilities are magical and go
away in an antimagic field but are not subject to spell
resistance. Using a supernatural ability is a standard
action unless noted otherwise. Supernatural abilities
may have a use limit or be usable at will, just like spell-
like abilities. However, supernatural abilities do not pro-
voke attacks of opportunity and never require Concen-
tration checks. Unless otherwise noted, a supernatural
ability has an effective caster level equal to the creature’s
Hit Dice.

Special Attacks
This line gives all the creature’s special attacks. Details of
the most common special attacks are given in the Monster




Manual, with additional information in the creatures’
descriptive text.

Special Qualities
This line gives all the creature’s special qualities.
Details of the most common special qualities are pro-
vided in the Monster Manual. One new special quality is
described below.

Energy Vulnerability (Ex): A creature with a vulner-
ability to one of the five energy types (acid, cold, elec-
tricity, fire, sonic) takes half again as much (+50%)
damage as normal from that energy type, regardless of
whether a saving throw is allowed, or if the save is a suc-
cess or a failure.

SAVES

This line gives the creature’s Fortitude, Reflex, and Will
save modifiers, which take into account its type, ability
score modifiers, and any special qualities.

ABILITIES

This line provides the creature’s six ability scores in the
order Str, Dex, Con, Int, Wis, Cha. Except where noted
otherwise, each creature is assumed to have the following
array of ability scores before racial adjustments: 11, 11, 11,
10, 10, 10. To determine any creature’s racial ability adjust-
ments, subtract 10 from any even-numbered ability score
and subtract 11 from any odd-numbered score. For exam-
ple, a selkie has the following ability scores: Str 9, Dex 13,
Con 11, Int 12, Wis 10, Cha 12. That means a selike’s racial
ability adjustments are Str —2, Dex +2, Con +0, Int +2, Wis
+0, and Cha +2.

Nonabilities: Some creatures lack certain ability scores.
These creatures do not have an ability score of 0—they lack
the ability altogether. The modifier for a nonability is +0.
Other effects of nonabilities discussed below.

Strength: Any creature that can physically manipulate
other objects has at least 1 point of Strength.

A creature with no Strength score can't exert force, usu-
ally because it has no physical body (a living holocaust, for
example). The creature automatically fails Strength checks.
If the creature can attack, it applies its Dexterity modifier to
its base attack instead of a Strength modifier.

Dexterity: Any creature that can move has at least 1 point
of Dexterity.

A creature with no Dexterity score can't move. If it can act
(such as by casting spells), it applies its Intelligence modi-
fier to initiative checks instead of a Dexterity modifier. The
creature fails all Reflex saves and Dexterity checks.

Constitution: Any living creature has at least 1 point of
Constitution.

A creature with no Constitution has no body (a bhut,
for example) or no metabolism (a golem or an undead). It
is immune to any effect that requires a Fortitude save
unless the effect works on objects. For example, a zombie

is unaffected by any type of poison but is susceptible to a
disintegrate spell. The creature is immune to ability damage,
ability drain, and energy drain, and always fails Constitu-
tion checks. A creature with no Constitution cannot use
the run action.

Intelligence: Any creature that can think, learn, or
remember has at least 1 point of Intelligence. A creature
can speak all the languages mentioned in its descriptive
text, plus one additional language per point of Intelligence
bonus. Any creature with an Intelligence score of 3 or
higher understands at least one language (Common unless
noted otherwise).

A creature with no Intelligence score is an automaton,
operating on simple instincts or programmed instructions.
It is immune to all mind-influencing effects (charms, com-
pulsions, phantasms, patterns and morale effects) and auto-
matically fails Intelligence checks.

Wisdom: Any creature that can perceive its environment
in any fashion has at least 1 point of Wisdom.

Anything with no Wisdom score is an object, not a crea-
ture. Anything without a Wisdom score also has no
Charisma score, and vice versa.

Charisma: Any creature capable of telling the difference
between itself and things that are not itself has at least 1
point of Charisma.

Anything with no Charisma score is an object, not a crea-
ture. Anything without a Charisma score also has no
Wisdom score, and vice versa.

SKILLS

This line lists all the creature’s skills alphabetically along
with each skill’s modifier, which includes adjustments for
ability scores and any bonuses from feats or racial traits.
All listed skills are class skills, unless the creature has a
character class (noted in the entry). A creature’s type and
Intelligence score determine the number of skill points it
has. If it lacks an Intelligence score, it doesn't have any
skill points.

SKiLL POINTS BY CREATURE TYPE

Magical beast
Monstrous humanoid

2 + Int mod) x (HD + 3
2 + Int mod) x (HD + 3

Aberration (2 + Int mod) X (HD + 3)
Animal (2 + Int mod) x (HD + 3)
Construct (2 + Int mod) x (HD + 3)
Dragon (6 + Int mod) x (HD + 3)
Elemental (2 + Int mod) x (HD + 3)
Fey (6 + Int mod) x (HD + 3)
Giant (2 + Int mod) x (HD + 3)
Humanoid (2 + Int mod) x (HD + 3)
( )
( )
Outsider (2 + Int mod) X (HD + 3)
Plant (2 + Int mod) x (HD + 3)
Undead (2 + Int mod) x (HD + 3)

The Skills section of the creature’s descriptive text
recaps racial bonuses and other adjustments to skill
checks for the sake of clarity; these adjustments have
already been accounted for in the statistics block. An
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asterisk (*) following a skill modifier in the statistics
block indicates a conditional adjustment, which is
explained in the Skills section. Conditional adjustments
are not accounted for in the statistics block.

Skill Synergy: Certain skills provide a bonus to the use
of related skills when a character has 5 or more ranks in that
skill. For instance, having 5 or more ranks in Escape Artist
provides a +2 bonus on Use Rope checks to escape from
bindings. This is expressed in a creature’s statistics block
by a parenthetical note following the base skill modifier,
such as Use Rope +2 (+4 bindings).

L T

FEATS \

The line lists the creature’s feats
alphabetically. The crea- |
ture’s descriptive text —-
may contain additional .=%"
information if a feat
works differently from how it &
is described in this section, in
Chapter 5 of the Player’s Handbook,
or in the Monster Manual.

Most creatures use the same feats .&L&\
that are available to characters, but some have
access to one or more unique feats. See the accompanying
sidebar for descriptions of these feats. Creatures with an
Intelligence score gain feats at the same rate as characters,
regardless of type.

Sometimes, a creature has one or more bonus feats, indi-
cated by (B) following the name. It is not necessary for a
creature to meet the feat’s prerequisites in order to have and
use a bonus feat. If you wish to customize the creature with
new feats, you can replace its regular feats, but not its bonus
feats. The creature cannot have a regular feat unless it meets
all the feat’s prerequisites.

CLIMATE/TERRAIN

This entry describes the locales where the creature is most
often found.

INTRODUCTION

S
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ORGANIZATION

This line describes the kinds of groups the creature might
form. A range of numbers in parentheses indicates how

SKILL AND FEAT CHANGES
In the revised D&D core rulebooks, three skills and one feat are
i renamed. In order for the Fiend Folio to be consistent with the core
rulebooks in this regard, this book uses the new names given below.
Old Name New Name
Alchemy Craft (alchemy)
Pick Pocket Sleight of Hand
Wilderness Lore Survival
Sunder

Improved Sunder

many combat-ready adults are in each type of group. Many
groups also have a number of noncombatants, expressed as
a percentage of the fighting population. Noncombatants
can include young, the infirm, slaves, or other individuals
who are not inclined to fight.

CHALLENGE RATING

| The number on this line of the statistics block repre-
— sents the average level of a party of adventurers
for which one creature would make an
 encounter of moderate difficulty. Assume
a party of four fresh characters (full hit
. points, full spells, and equipment

appropriate to their levels).
# Given reasonable luck, the
_party should be able to
' win the encounter with
some damage but no casual-
ties. For more information about

‘35.
MASTER’s Guide.
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TREASURE

This entry tells how much wealth the creature owns and
relates to the treasure tables in the DUNGEON MaSTER’s Guide.
In most cases, a creature keeps valuables in its home or lair
and has no treasure with it when it travels. Intelligent crea-
tures that own useful, portable treasure (such as magic
items) tend to carry and use these, leaving bulky items at
home. For more details, see the DUNGEON MASTER’s Guide and
the Monster Manual.

ALIGNMENT

This entry gives the alignment that the creature is most
likely to have. Every entry includes a qualifier that indicates
how broadly that alignment applies to the species as a whole.

Always: The creature is born with the indicated align-
ment. The creature may have a hereditary predisposition to
the alignment or come from a plane that predetermines it. It
is possible for individuals to change alignment, but such
individuals are either unique or one-in-a-million exceptions.

Usually: More than 50% of these creatures have the
indicated alignment. This may be due to strong cultural

Also, minor changes have been made to the way two feats work.
Two-Weapon Fighting no longer has Ambidexterity as a prerequisite.
Weapon Finesse no longer must be applied to a particular weapon

when it is taken—a single acquisition of the feat allows its posses-

sor to use the feat whenever that individual is wielding any of the
weapons to which the feat applies.




influences, or it may be a legacy of the creatures’ origin. For
example, most elves inherited their chaotic good alignment
from their creator, the deity Corellon Larethian.

Often: The creature tends toward the indicated align-
ment, either by nature or nurture, but not strongly. A plu-
rality (40% to 50%) of individuals have the indicated
alignment, but exceptions are common.

ADVANCEMENT

This book describes only the weakest and most common
version of each creature. The Advancement line shows
how tough a creature can get, in terms of extra Hit Dice.
(This is not an absolute limit, but exceptions are
extremely rare.)

LEVEL ADJUSTMENT

Creatures suitable for use as player characters (usually
creatures with Intelligence scores of at least 3 and oppos-
able thumbs) include this entry as the last line of the sta-
tistics block. Add this number to the creature’s total hit
dice—including class levels—to get the creature’s Equiva-
lent Character Level (ECL). A character’s ECL affects the
experience the character earns, the amount of experience
the character must have before gaining a new level, and the
character’s starting equipment. See the Dungeon Master’s
Guide for more details.

The level adjustment is generally omitted if it would
produce an ECL of 20 or more.

CREATURE FEATS

Some of the creatures in this book possess feats that are not
mentioned in the Player's Handbook. These “creature feats” are

described below.

FLYBY ATTACK [GENERAL]

The creature can attack on the wing.
Prerequisite: Fly speed.

Benefit: When flying, the creature can take a move action (including
a dive) and another single action at any point during the move. The
creature cannot take a second move action during a round when it

makes a flyby attack.

Normal: Without this feat, the creature takes a single action either

before or after its move.

HOVER [GENERAL]

The creature can halt its forward motion while flying, regardless of its

maneuverability.
Prerequisite: Fly speed.

Benefit: While hovering, the creature can attack with all its natural
weapons, except for wing attacks. Some creatures may be able to make
additional attacks while hovering, as noted in the creature’s descriptive
text. If the creature has a breath weapon, it can use the breath weapon

instead of making physical attacks.

If a creature hovers close to the ground in an area with lots of loose
debris, the draft from its wings creates a hemispherical cloud with a
radius specified in the creature’s descriptive text. The winds so gener-
ated can snuff torches, small campfires, exposed lanterns, and other
small, open flames of nonmagical origin. The cloud obscures vision,
and creatures caught within it are blinded while inside and for 1 round
after emerging. Each creature caught in the cloud must succeed on a

Concentration check (DC 10 + 1/2 creature’s HD) to cast a spell.

Normal: A creature without this feat cannot halt its forward motion
without falling. A creature with average, poor, or clumsy maneuver-
ability can slow its flying movement to only half of its fly speed. (See

Tactical Aerial Movement in the DUNGEON MASTER’s Guide.)

MULTIATTACK [GENERAL]

The creature is adept at using all its natural weapons at once.
Prerequisite: Three or more natural weapons.

Benefit: The creature’s secondary attacks with natural weapons have
only a -2 penalty.

Normal: Without this feat, the creature’s secondary natural attacks
have a -5 penalty.

MULTIWEAPON FIGHTING [GENERAL]

A creature with three or more hands can fight with a weapon in each
hand. The creature can make one extra attack each round with each
extra weapon.

Prerequisite: Dex 13, three or more hands.

Benefit: Penalties for fighting with multiple weapons are reduced by
2 with the primary hand and reduced by 6 with off hands.

Normal: A creature without this feat takes a —6 penalty on attacks
made with its primary hand and a —10 penalty on attacks made with its
off hands. (It has one primary hand, and all the others are off hands.)
See Two-Weapon Fighting in Chapter 8 of the Player’s Handbook.

Special: This feat replaces the Two-Weapon Fighting feat for crea-
tures with more than two arms.

QUICKEN SPELL-LIKE ABILITY [GENERAL]

The creature can employ a spell-like ability with a moment'’s thought.

Benefit: Using a quickened spell-like ability is a free action that does
not provoke an attack of opportunity. The creature can perform another
action—including the use of another spell-like ability—in the same
round that it uses a quickened spell-like ability. The creature may use
only one quickened spell-like ability per round. A spell-like ability that
duplicates a spell with a casting time greater than 1 full round cannot
be quickened.

Each of a creature’s spell-like abilities can be quickened only
once per day. Thus, if a demon chooses to quicken its darkness abil-
ity, it cannot use quickened darkness again the same day, though it
could use its darkness ability again normally (since darkness is an
at-will ability), or it could quicken another of its spell-like abilities,
such as desecrate.

Normal: Normally the use of a spell-like ability requires a standard
action and provokes an attack of opportunity unless noted otherwise.

Special: This feat can be taken multiple times. Each time it is taken,
the creature can apply it to each of its spell-like abilities one additional
time per day.
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ABRIAN

Medium-Size Magical Beast (Extraplanar)

Hit Dice: 2d10+2 (13 hp)

Initiative: +3

Speed: 50 ft.

AC: 15 (+3 Dex, +2 natural), touch 13, flat-footed 12

Base Attack/Grapple: +2/+3

Attack: Beak +5 melee

Full Attack: Beak +5 melee and kick —2 melee

Damage: Beak 1d3+1/19-20/x3, kick 1d8

Face/Reach: 5 ft./5 ft.

Special Attacks: Augmented critical, shriek

Special Qualities: Darkvision 60 ft., low-light vision, sonic
resistance 10

Saves: Fort +4, Ref +6, Will +0

Abilities: Str 13, Dex 16, Con 12, Int 7, Wis 11, Cha 10

Skills: Hide +4, Listen +2, Move Silently +4, Spot +5

Feats: Weapon Finesse

Climate/Terrain: Any hills/plains (Abyss)

Organization: Solitary, hunting flock (4-10), or communal
flock (11—40)

Challenge Rating: 1

Treasure: Standard
items and magic

Alignment:
Usually chaotic evil

Advancement: 3—6 HD
(Large)

Level Adjustment: +1

The abrian is a human-sized
flightless birdlike creature
found in desolate reaches
of the Outer Planes, par-
ticularly the Abyss. Abri-
ans travel in large flocks
and are far more intelli-
gent than they look. Abrian
flocks sometimes engage in
trade with nomads and travel-
ing merchants.

An abrian looks vaguely like an 0
ostrich, except that its black and red feathers 7~

are short and spiny. In place of wings, it has a pair of '.;-‘.1 -
scaly, atrophied humanoid arms (use 1/2 its Strength &

Augmented Critical (Ex): An abrian’s beak threatens a
critical hit on a natural attack roll of 19-20. On a successful
critical hit with a beak attack, it deals triple damage.

Shriek (Su): The shriek of a lone abrian is supernaturally
loud and distressing. An abrian can shriek as a standard
action. Anyone within 20 feet of a shrieking abrian must
make a Fortitude save (DC 12) or be dazed for 1 round. If at
least four abrians are shrieking within 20 feet of a target, the
target is also deafened for 1dé minutes if it fails the save. If
eight or more abrians are shrieking within 20 feet of a
target, the target takes 1d10 points of sonic damage as well
if it fails the save. An abrian is immune to its own shriek, as
well as the shrieks of other abrians.

Skills: Abrians have a +4 racial bonus on Spot checks.

ABYSSAL GHOUL

Medium-Size Undead (Extraplanar)

Hit Dice: 16d12 (104 hp)

Initiative: +7

Speed: 40 ft.

AC: 27 (+3 Dex, +14 natural) touch 13, flat-footed 27

Base Attack/Grapple: +8/+15

Attack: Front claw +15 melee

Full Attack: 2 front claws +15 melee and rear claws +13
melee

Damage: Front claw 1d4+7 plus disease, rear claws 2d4+3
plus disease

Face/Reach: 5 ft./5 ft.

Special Attacks:
Disease, improved
grab, sneak attack

+5d6, Wisdom drain

1de

Special Qualities: Acid

resistance 20, blindsight

90 ft., cold resistance 20,

deathwatch, electricity immunity,

fire resistance 20, SR 20, uncanny
dodge, undead traits

Saves: Fort +5, Ref +10, Will +12

Abilities: Str 25, Dex 16, Con —, Int 14, Wis 15,

Cha 18

Skills: Balance +20, Climb +20, Hide +20, Jump

-

'y +23, Move Silently +20, Tumble +20
score to determine an abrian’s carrying capacity). Its beak ' X ii Feats: Dodge, Improved Initiative, Lightning
is hooked and razor-sharp. ;A 1 Reflexes, Mobility, Multiattack, Spring Attack
Abrians speak Abyssal. d E Climate/Terrain: Any land and underground
F Organization: Solitary, gang (2-5), or swarm
COMBAT / Abrian | (612)
Abrians fight together in hunting & Challenge Rating: 10
flocks. Typically, the membersof . ¢ Treasure: —

aflock spread out to surround « oo
a target and then dart up in
pairs to flank the target.

__' _ JE

Alignment: Always chaotic evil
Advancement: 17-24 HD (Medium-
size); 25—48 HD (Large)




Abyssal ghouls are twisted undead creatures with fiendish
characteristics. Their abyssal connections make them far
more formidable opponents than common ghouls.

An abyssal ghoul looks similar to a common ghoul in that
it is a warped humanoid figure with bestial features. Its skin
is scaly and tough, and its fingers and toes end in fearsome
claws several inches in length. Its teeth are equally fear-
some, and a foot-long tongue dangles from its mouth, trail-
ing into smoky incorporeality at its tip. Though an abyssal
ghoul is blind, its other senses allow it to perceive prey
around it.

Abyssal ghouls speak Abyssal.

COMBAT

An abyssal ghoul enters combat slashing with its
claws. Its strange tongue allows it to suck
mental energy from prey it has pinned. =

Despite their apparent bestial nature,
abyssal ghouls are quite intelligent,
and they show considerable cun-
ning in battle. In groups they
always try to flank opponents
and take advantage of sneak at-
tack opportunities.

Disease (Ex): Any creature
hit by an abyssal ghoul’s front
claw or rear claws attack must
succeed on a Fortitude save
(DC 18) or contract demon
fever. After an incubation period
of 1 day, the disease deals 1deé
points of Constitution damage.
Bach day after contracting demon
fever, the creature must succeed on
another Fortitude save (DC 18) or take
the same damage. Each time it is dam-
aged by the disease, the creature must
immediately succeed on another Fortitude save (DC 18)
or 1 point of the Constitution damage taken becomes
Constitution drain instead. After making a successful For-
titude save against the Constitution damage on each of
two consecutive days, the creature recovers.

Improved Grab (Ex): If an abyssal ghoul hits an oppo-
nent its own size or smaller with both front claws, it
deals normal damage and attempts to start a grapple as a
free action without provoking an attack of opportunity
(grapple bonus +15). If it gets a hold, it can attempt to pin
and use its Wisdom drain ability on its next grapple
check. Alternatively, the abyssal ghoul has the option to
conduct the grapple normally, or simply use its front
claws to hold the opponent (-20 penalty on grapple
check, but the ghoul is not considered grappled). In
either case, each successful grapple check it makes during
successive rounds automatically deals damage from both
front claws.

Abyssal ghoul

Sneak Attack (Ex): Anytime an abyssal ghoul’s target is
denied a Dexterity bonus, or when a target is flanked by an
abyssal ghoul, the ghoul deals an additional 5d6 points of
damage on a successful melee attack.

Wisdom Drain (Su): If an abyssal ghoul successfully
pins a living opponent, it can drain 1dé points of Wisdom
with its smoky tongue on the same action. Bach round
thereafter that the pin is maintained, the ghoul automati-
cally drains an additional 1dé points of Wisdom. A creature
reduced to 0 Wisdom by an abyssal ghoul becomes uncon-
scious until at least 1 point of Wisdom is restored.

Blindsight (Ex): An abyssal ghoul is blind, but it
maneuvers and fights as well as a sighted creature by
using scent and vibration to ascertain its surroundings.
This ability enables it to discern objects and creatures

within 90 feet. An abyssal ghoul usually does
not need to make Spot or Listen checks to
notice creatures within range of its
blindsight.
Deathwatch (Sp): This ability func-
tions like the deathwatch spell,
except that it is always active and
an abyssal ghoul always knows
how near death all creatures with-
in 90 feet of it are. Because of
this knowledge, it often pauses
to kill creatures near death
(those with 3 or fewer hit points
remaining) before moving on to
attack healthier foes.
Uncanny Dodge (Ex): An abyssal
ghoul retains its Dexterity bonus to
Armor Class even when flat-footed or
struck by an invisible attacker. In addition,
it cannot be flanked except by a rogue of 20th
level or higher.

Undead Traits: An abyssal ghoul is immune to mind-
affecting effects, poison, sleep, paralysis, stunning, disease,
death effects, necromantic effects (unless they specifically
affect undead), and any effect that requires a Fortitude save
unless it also works on objects. It is not subject to critical
hits, subdual damage, ability damage, ability drain, or death
from massive damage. An abyssal ghoul cannot be raised,
and resurrection works only if it is willing. An abyssal ghoul
has darkvision (60-foot range).

ABYSSAL GHOULS IN THE CAMPAIGN

In the FORGOTTEN REALMS setting, Abyssal ghouls are minion of the
drow deity Kiaransalee, god of undeath and vengeance. If you are
using Book of Vile Darkness in your campaign, Abyssal ghouls would
make excellent servants for the demonic King of the Ghouls, a vassal

of Yeenoghu.
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AHUIZOTL

Large Aberration (Aquatic)
Hit Dice: 7d8+14 (45 hp)
Initiative: +2

Speed: 20 ft., swim 40 ft.
AC: 17 (~1 size, +2 Dex, +6 natural), touch 11, flat-footed 15
Base Attack/Grapple: +5/+14

Attack: Tail hand +10 melee

Full Attack: Tail hand +10 melee and bite +4 melee

e Damage: Tail hand 1dé+5, bite 2d6+2

f_ 5 Face/Reach: 10 ft./5 ft. (10 ft. with tail hand)

¥ Special Attacks: Blinding strike, drowning, improved grab
iy Special Qualities: Darkvision 60 ft., voice mimicry
e~ Saves: Fort +4, Ref +4, Will +5

S
==

Abilities: Str 21, Dex 14, Con 14, Int 12, Wis 11, Cha 15

Skills: Bluff +13, Diplomacy +4, Disguise +2 (+4 acting),
Hide +6, Intimidate +4, Spot +7, Swim +20

Feats: Combat Reflexes, Skill Focus (Bluff), Weapon Focus
(tail hand)

Climate/Terrain: Any warm freshwater

Organization: Solitary

Challenge Rating: 6

Treasure: Standard

Alignment: Usually chaotic evil

Advancement: 8-14 HD (Large);
15-21 HD (Huge)

An ahuizotl is a sinister
creature that lurks =5
underwater and
snatches its vic-
tims from hiding
so that it can feast
on its favorite body
parts: eyes, teeth, e
and fingernails.
Although fairly large,
an ahuizotl is quite squat and can lurk in
water as shallow as 3 feet deep. The creature resembles a
monkey in form, but it has a head and hind legs similar to
a dog’s. It keeps its body flat and low to the ground while
on land. The most unusual feature of this creature is its long,
prehensile tail, which is tipped with a muscular hand.
An ahuizotl can speak Common.

COMBAT

An ahuizotl prefers to lurk in the shallows of its lake among
o the plants, keeping the tip of its snout above water so it can
entice victims with cries for help. If a victim comes near
enough, the ahuizotl quickly snatches the victim with its tail
hand and retreats to the depths of the lake to feed. Ahuizotls
also use the same tactics on people in boats.
Blinding Strike (Ex): If an ahuizotl scores a successful
critical hit with its tail hand or its bite, the victim becomes
blinded permanently.

Drowning (Ex): If an ahuizotl pins a grappled victim
while in water of any depth, the ahuizotl holds its victim
underwater. The victim can hold its breath for a number of
rounds equal to twice its Constitution score. When this time
limit is reached, it must make a Constitution check (DC 10)
each round to continue holding its breath; each round the
DC increases by 1. When the victim fails one of these Con-
stitution checks, it begins to drown. In the first round, it
falls unconscious (0 hp). In the following round, it drops to
—1 hit points and is dying. In the third round, it drowns.

Improved Grab (Ex): If an ahuizotl hits an opponent
that is at least one size category smaller than itself with its
tail hand attack, it deals normal damage and attempts to start
a grapple as a free action without provoking an attack of
opportunity (grapple bonus +14). It can immediately
attempt to drown its victim if it is in water. Thereafter, the
ahuizotl has the option to conduct the grapple normally, or
it can simply use its tail hand to hold the opponent (-20
penalty on grapple check, but the ahuizotl is not considered
grappled). In either case, each successful grapple check it
makes during successive rounds automatically deals tail
hand damage.

Voice Mimicry (Su): An ahuizotl can mimic spoken
voices with unnatural ease. With a successful Bluff check, it
can mimic a specific person’s voice perfectly.

Skills: Ahuizotls have a +8
v, racial bonus on any Swim
I check to perform some spe-
cial action or avoid a hazard
and can always choose to
take 10 on Swim checks,

even if distracted or

endangered.

AOA

Born from the friction at rare instances when the Positive
energy Plane and the Negative Energy Plane graze each
other, aoa are curious creatures that are attracted to magic
auras and spellcasting. They naturally reflect most
attacks, and are dangerous to spellcasters. It is theorized
that they might be a “neutral” counterpart to the ener-
gons, xag-yas and xeg-yis—reflecting energy while they
produce it.

Aoa are found floating around the Astral Plane and Ethe-
real Plane, seeking out large amounts of magic. They are
most common at the borders of two or more planes, where
the clashing of two magical energies create maelstroms.

Aoa resemble huge blobs of quicksilver that float above
the surface of whatever environment that are found in. Tiny
orbs that separate and reabsorb at random surround them.
The surface of an aoa is mirrorlike and reflects all light,
making it very easy to spot in daylight.




Aoa move slowly, bobbing lazy in the air. They become
agitated and excited when they sense magic. Once they
sense magic being cast, aoa will fly about crazily, trying to
get in the way of magical blasts and touch magic items.
They would be considered little more than annoying
pests, if it was not for their erratic behavior and danger
toward magic items.

Aoa can be summoned and are often used as guardians,
appeased by low amounts of magic that keeps them content.

Aoa do not speak and do not seem to understand any
languages.

COMBAT

Aoa are always attracted to the character or creature in a
group that radiates the most magic. To determine which
character or creature that is, add up the following numbers:
total number of magic items on the individual, total number
of bonuses each item provides, and total number of active
spells on each individual.

An aoa will immediately try to slam into the target indi-
vidual, discharging its dispelling touch ability, then feeding
off the energy that it creates. The aoa tries to get in the way
of any active spellcasting and is drawn toward spellcasters
that cast targeted spells.

Dispelling Touch (Sp): If an aoa successfully damages an
opponent with its slam attack, the opponent is also

Aoa

affected by dispel magic as if cast by a 15th level
wizard.

Reflective Spell Resistance (Sp): An aoa has a
special type of spell resistance that causes any
targeted spell it successfully resists to bounce
off and reflect back at the caster. The caster
becomes either the spell’s target or the point
of origin for the spell’s effect, as appropriate.
In addition, aoa are immune to gaze attacks,

and such an effect is reflected back to

u its origin.

Outsider Traits: An aoa has

darkvision (60-foot range). It can-

not be raised or resurrected (though a wish or
miracle spell can restore life).

Resistances (Ex): An aoa has fire, cold, elec-
tricity, and sonic resistance 20.

Spell-Like Abilities: At will—detect magic.
Caster level 15th; save DC 15 + spell level.

Skills: Aoa have a —6 racial bonus on Hide 4
checks.

DROPLET

Medium-Size Outsider (Extraplanar)

Hit Dice: 3d8+9 (22 hp)

Initiative: +4

Speed: Fly 50 ft. (perfect)

AC: 22 (+4 Dex, +8 natural), touch 14, flat-

footed 18

Base Attack/Grapple: +3/+2

Attack: Slam +8 melee

Full Attack: Slam +8 melee

Damage: Slam 1d8—1

Face/Reach: 5 ft./5 ft.

Special Attacks: Dispelling touch

Special Qualities: DR 10/+1, outsider traits, reflective spell
resistance 22, resistances, spell-like abilities

Saves: Fort +6, Ref +7, Will +5

Abilities: Str 8, Dex 18, Con 17, Int 4, Wis 15, Cha 11

Skills: Hide -2, Listen +8, Move Silently +10, Search +3,
Spot +9

Feats: Weapon Finesse, Weapon Focus (slam)

Climate/Terrain: Any land and underground

Organization: Solitary

Challenge Rating: 3

Treasure: —

Alignment: Always neutral

Advancement: 4-6 HD (Large); 7-12 HD (Huge)

Droplets are smaller and weaker aoa that are created when
a full-sized sphere reflects a large amount of magical
energy. Droplets look like aoa spheres (see below), but are
much smaller.

Once they are created, droplets will stay around long
enough to finish combat (and gather magical energy),




before taking off on their own. Over time, a droplet grows to
become a full-sized sphere.

Combat

An aoa droplet relies heavily on its reflective spell resistance
and uses its dispelling touch frequently in combat.

Droplets can be summoned using a summon monster IV
spell.

Dispelling Touch (Sp): If a droplet successfully damages an
opponent with its slam attack, the opponent is also affected
by dispel magic as if cast by a 7th-level wizard.

SPHERE

Huge Outsider (Extraplanar)

Hit Dice: 13d8+91 (149 hp)

Initiative: +8

Speed: Fly 50 ft. (perfect)

AC: 20 (-2 size, +4 Dex, +8 natural), touch 12, flat-footed 16

Base Attack/Grapple: +13/+22

Attack: Slam +16 melee

Full Attack: Slam +16 melee

Damage: Slam 2d6+1/19-20

Face/Reach: 15 ft./10 ft.

Special Attacks: Dispelling touch, reflective pulse

Special Qualities: DR 10/+2, outsider traits, reflective spell
vesistance 25, resistances, spell-like abilities, split

Saves: Fort +15, Ref +12, Will +13

Abilities: Str 12, Dex 18, Con 25, Int 4, Wis 17, Cha 11

Skills: Hide +6, Listen +19, Move Silently +20, Search +13,
Spot +19

Feats: Improved Critical (slam), Improved Initiative, Iron
Will, Spell Focus (abjuration), Weapon Finesse, Weapon
Focus (slam)

Climate/Terrain: Any land and underground

Organization: Solitary

Challenge Rating: 15

Treasure: —

Alignment: Always neutral

Advancement: 1420 HD (Huge); 21-39 HD
(Gargantuan)

Combat
If an aoa sphere is struck by any physical attack, it will
release its reflective pulse and attack the offender.

Reflective Pulse (Sp): Three times per day, an aoa can release
a pulse that reflects magical energy back onto itself, creating
harmonics that can destroy magical auras and shatter magic
items. This effect is similar to a greater dispelling spell as if
cast by a 15th-level wizard. Magic items that have all their
abilities dispelled in this way are destroyed.

Split (Ex): If an aoa sphere reflects 50 points or more of
damage through targeted spells in a single attack, it splits off
a small blob of matter, creating a new, smaller aoa called a
droplet (described above).

AQUATIC OOZE

Although the various aquatic oozes normally live in the
waters of the ocean, they can also lurk in deep, dank under-
ground areas with stagnant pools of water. They are mind-
less, generally content to float with the current and eat
whatever happens to pass within striking distance.

COMBAT

Aquatic oozes attack any creatures they encounter with little
regard to their own safety.

Blindsight (Ex): An ooze is blind, but blindsight allows
it to maneuver and fight as well as a sighted creature.
Through this ability, it can discern objects and creatures
within 60 feet. An ooze usually does not need to make
Spot or Listen checks to notice creatures within range of
its blindsight.

Ooze Traits: Aquatic oozes are immune to mind-affecting
effects, poison, sleep, paralysis, stunning, and polymorphing.
They are not subject to critical hits or flanking.

Skills: Aquatic oozes have a +8 racial bonus on any
Swim check to perform some special action or avoid a
hazard and can always take 10 on Swim checks, even if dis-
tracted or endangered.

BLOODBLOATER

Medium-Size Ooze (Aquatic, Swarm of Diminutive
Creatures)

Hit Dice: 2d10+12 (22 hp)

Initiative: +1

Speed: 5 ft., swim 30 ft.

AC: 11 (+1 Dex), touch 11, flat-footed 10

Base Attack/Grapple: +1/+1

Attack: Swarm

Full Attack: Swarm

Damage: Swarm 1d6 plus 1 Str damage/0

Face/Reach: 5 ft./0 ft.

Special Attacks: Blood drain, distraction

Special Qualities: Amphibious, blindsight 60 ft., fire
vulnerability, ooze traits, swarm traits

Saves: Fort +6, Ref +1, Will —5

Abilities: Str 10, Dex 13, Con 22, Int —, Wis 1, Cha 1

Skills: Swim +8

Feats: —

Climate/Terrain: Any water

Organization: Swarm

Challenge Rating: 1

Treasure: —

Alignment: Always neutral

Advancement: —

The bloodbloater is a fairly small, flat, disk-shaped ooze
about 8 inches in diameter with a bulge at the center. It is
milky white with flecks of red.

Individually, a bloodbloater poses little threat. How-
ever, these oozes tend to congregate in swarms of about




650 creatures, and as such they can be quite a menace to
unwary swimmers.

Combat
A bloodbloater swarm simply
swims around or slithers
over its target and begins
to drain blood at a shock-
ing rate. Bloodbloaters
have no concept of
satiation; upon be-
coming engorged
on blood (and turn-
ing milky red in
color), they con-
tinue to feed -
as excess blood
is forced out of
their bodies and '-_
into the sur-
rounding water.

Blood Drain £ v
(Ex): On each “
round that a
bloodbloater 4
swarm deals at least
1 point of damage
to a victim, it also
drains blood and causes 1
point of Strength damage.

Distraction (Ex): Any nonmindless creature vulnerable
to the swarm’s damage that begins its turn with a swarm in
its square is nauseated for 1 round; a Fortitude save (DC 10)
negates the effect. Spellcasting or concentrating on spells
within the area of a bloodbloater swarm requires a Con-
centration check (DC 20 + spell level). Using skills involv-
ing patience and concentration requires a Concentration
check (DC 20).

Swarm Traits (Ex): Not subject to critical hits or flank-
ing. Immune to mind-affecting spells. Inmune to damage
from all weapons. Immune to single-target spells. Vulnera-
ble to area effects. Does not threaten nearby squares.

FLOTSAM OOZE
Medium-Size Ooze (Aquatic)
Hit Dice: 2d10+12 (23 hp)
Initiative: +0
Speed: 10 ft., swim 30 ft.
AC: 13 (+3 natural), touch 10, flat-footed 13
Base Attack/Grapple: +1/+3 (see text)
Attack: Slam +3 melee
Full Attack: Slam +3 melee
Damage: Slam 1d6+3
Face/Reach: 5 ft./5 ft.
Special Attacks: Adhesive

Special Qualities: Amphibious, blindsight 60 ft., coze
traits, transparent
Saves: Fort +5, Ref +0, Will -5
Abilities: Str 14, Dex 10, Con 23, Int
— Wis1,Chat
Skills: Hide +8, Swim
+10
Feats: —
Climate/Terrain:
Any water, shore-
line, or under-
ground
Organization:
Solitary
Challenge
Rating: 2
Treasure:
- Standard
Alignment:
Always neutral
Advancement: 3—6
HD (Large); 7-15
HD (Huge); 16-30
HD (Gargantuan);
31+ HD (Colossal)

A flotsam ooze is a

transparent mass of

sticky protoplasm that

quickly becomes encrusted

with bits of floating debris and possible

treasure. Over the course of several days, it
slowly digests any organic matter stuck to it.

Bloodbloater

Combat
A flotsam ooze floats unseen at the heart of its mass of debris
and strikes with sudden ease.

Adhesive (Ex): A flotsam ooze exudes a sticky slime that
holds fast any creature or item touching it. It automatically
grapples any creature it hits with its slam attack. Opponents
so grappled cannot get free while the ooze is alive. The ooze
makes one additional slam attack each round against any
creature stuck to it.

A weapon that strikes a flotsam ooze sticks fast unless the
wielder makes a Reflex save (DC 12). A successful Strength
check (DC 16) is needed to pry it off.

The adhesive can be weakened by soap or lye, but even in
such a case the ooze gets a +4 bonus on grapple checks (for a
total bonus of +7). The substance breaks down 5 rounds after
the ooze dies.

Transparent (Ex): A flotsam ooze is transparent in water,
and it gains the benefit of nine-tenths concealment (40%
miss chance) when it is in water.

Skills: A flotsam ooze’s transparency gives it a +8 racial
bonus on Hide checks.




REEKMURK

Huge Ooze (Aquatic)

Hit Dice: 5d10+25 (72 hp)

Initiative: +7

Speed: 40 ft., swim 60 ft.

AC: 15 (-2 size, +7 Dex), touch 15, flat-footed 8

Base Attack/Grapple: +3/+17

Attack: Tentacle +7 melee

Full Attack: Tentacle +7 melee

Damage: Tentacle 2d6+9 plus 1d6 acid

Face/Reach: 15 ft./10 ft.

Special Attacks: Acid, poison, stench, tendrils

Special Qualities: Amphibious, blindsight 60 ft., cold
immunity, ooze traits, sunlight vulnerability

Saves: Fort +6, Ref +8, Will —4

Abilities: Str 22, Dex 24, Con 21, Int —, Wis 1, Cha 1

Skills: Swim +14

Feats: —

Climate/Terrain: Cold water

Organization: Solitary

Challenge Rating: 6

Treasure: —

Alignment: Always neutral

Advancement: 612 HD (Huge); 13—15 HD (Gargantuan)

-

BACCHAE

The rare and disgusting reekmurk is found usually in the
near-freezing ocean depths. Undersea earthquakes often
force reekmurks to the surface, where they remain until the
break of day. They also live in the deepest underground
lakes and rivers.

A reekmurk on land looks like a sheet of animated black
oil. In water, it resembles a cloud of ink.

Combat
Only sunlight can drive off a hungry reekmurk. Unfortu-
nately for those attacked at night, reekmurks are always
hungry.

Acid (Ex): A reekmurk secretes a potent acid that dis-
solves organic matter. Any hit by a tentacle deals 1dé addi-
tional points of acid damage. If the object hit is wood, it
takes 30 points of damage per round. A wooden weapon that
strikes a reekmurk dissolves immediately unless it succeeds
on a Reflex save (DC 15).

Poison (Ex): A reekmurk delivers its poison (Fort DC 15
negates) each time it deals acid damage to a target. Initial
and secondary damage are the same (1d4 Dex).

Stench (Ex): The reekmurk gets its name from the

u unbearable stench that surrounds it. This stink affects any
creature within 30 feet of the ooze that can smell. Affected
creatures must make a Fortitude save (DC 15) upon first
being exposed to a reekmurk’s stink or become nauseated
for 1d4 rounds.

Tendrils (Ex): A reekmurk extends thousands of hairlike
tendrils out to the limits of its reach at all times. Any crea-
ture within reach of a reekmurk must make a Reflex save

(DC 19) each round or take 1d4 points of acid damage (and
possible poisoning) from the frenzied tendrils.

Sunlight Vulnerability (Ex): A reekmurk takes 3d6
points of damage each round that it is exposed to natural
sunlight. Spells that create sunlight (such as sunbeam and
sunburst) have the most devastating possible effect on reek-
murks, affecting them as if they were vampires.

BACCHAEL

Medium-Size Outsider (Extraplanar)

Hit Dice: 2d8+4 (13 hp)

Initiative: +1

Speed: 30 ft.

AC: 16 (+1 Dex, +5 natural), touch 11, flat-footed 15

Base Attack/Grapple: +2/+4

Attack: Claw +4 melee, or rock +3 ranged

Full Attack: 2 claws +4 melee, or rock +3 ranged

Damage: Claw 1d4+2; rock 1d6+3

Face/Reach: 5 ft./5 ft.

Special Attacks: Debauch, rage, rend 2d4+3

Special Qualities: Acid resistance 10, electricity resistance
10, immunity to polymorph, outsider traits, SR 11

Saves: Fort +7, Ref +4, Will +2

Abilities: Str 14, Dex 13, Con 15, Int 10, Wis 9, Cha 14

Skills: Balance +3, Intimidate +8, Jump +10, Listen +5,
Perform (any four) +6, Spot +5, Survival +5, Tumble +7

Feats: Great Fortitude

Climate/Terrain: Any land and underground (Arboreal)

Organization: Troupe (6—11), mob (1220 plus 1-2 satyrs),
or revel (21-30 plus 2—4 satyrs and 4—6 centaurs)

Challenge Rating: 2

Treasure: —

Alignment: Always chaotic neutral

Advancement: 3—4 HD (Medium-size)

Bacchae are entities infused with the spirit of a Bacchana-
lian revel. They are debauched creatures that roam the
planes, luring others into their frenzied dance. They are
erratic beings that can go from friendly revelers to danger-
ous combatants in a moment. Most bacchae look like nor-
mal humans, but with a feral gleam in their eye. Although
they are attractive beings, bacchae of human appearance are
typically dirty and disheveled. Others are satyrlike in
appearance. Their tunics and laurel crowns are stained with
dirt, wine, and blood. They carry large tankards of beer, jugs
of wine, and a variety of musical instruments.

Most people encounter bacchae out in the wilderness.
They never stay in one spot for long, descending upon a
location like the wind and leaving destruction and chaos in
their wake. From time to time, a band of bacchae shows up
in a civilized area, bringing revelry and discord. Common-
ers usually delight in the chance to let loose, but authority
figures fear and despise bacchae, seeing them as forces of
anarchy and revolution.




Bacchae

Anyone who revels with the bacchae risks becoming one
as well. Over the course of a long evening of dancing, drink-
ing, and carousing, the spirit of Dionysus may take over the
beguiled individual and transform him or her into a new
member of the band.

Bacchae speak Common and Sylvan.

COMBAT

Bacchae rarely attack strangers outright, first seeking to
lure newcomers with offers of wine and song. The revel-
ers do not hesitate to use charm person or emotion to magi-
cally compel revelry from anyone who does not wish to
join their debauchery. Only when people resist their
magical abilities or seek to interfere with the revel do the
bacchae turn ugly and fall on their hapless victims with
physical attacks.

Bacchae fight literally tooth and nail, tearing and gouging
their opponents with utter abandon. They disdain weapons
for their bare hands. Those that are not involved in melee
combat hurl rocks, tankards, bottles and other loose items
that happen to be nearby.

Bacchae can be summoned using a summon monster I1T
spell.

Debauch (Su): Bacchae try to draw strangers into their
perpetual revel, eventually converting them into bacchae
themselves. Anyone who joins a band of bacchae in their
debauchery, whether voluntarily or through the beguilement

of the bacchae’s spell-like abilities, must make a Will save
(DC 10 + 1 per 3 bacchae engaged in the revel, to a maximum
DC of 20 for a band of 30 bacchae) or lose all track of time
and start carousing alongside the bacchae. A victim
ensnared by the bacchae’s debauchery will not willingly
leave the mob. At the next sunrise, the victim must make a
second Will save. If successful, the debauched character
recovers his or her senses and may leave if he so chooses,
although the bacchae are likely to begin the whole process
all over again. If the debauched character fails the save, the
character becomes a bacchae.

A transformed character abandons her previous lifestyle,
gains all the statistics and abilities of a bacchae, and fights
against former allies as part of her bacchae mob. The charac-
ter can be restored by heal, limited wish, miracle, or wish.

Immunity to Polymorph: Bacchae are immune to poly-
morphing.

Rage (Ex): Twice per day a bacchae can fly into a drunken
frenzy, raging like a barbarian. For 7 rounds, the bacchae

BACCHAE AND DEITIES AND DEMIGODS

If you are using the Olympian pantheon presented in Deities and
Demigods, bacchae are devotees of Dionysus. Their native plane in the
Olympian cosmology is, naturally, Olympus.
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gains a +4 bonus to Strength, a +4 bonus to Constitution, and
a +2 morale bonus on Will saves, but takes a —2 penalty to
Armor Class. The following changes are in effect as long as
the rage lasts: HD 2d8+6 (15 hp); AC 14, touch 9, flat-footed
13; Base Attack/Grapple +4/+6; Full Attack 2 claws +6
melee, or rock +3 ranged; Damage claw 1d4+4, rock 1dé+5;
SV Fort +9, Will +4; Str 18, Con 19; Jump +12.

A bacchae can fly into a rage once per encounter. At the end
of the rage, the creature is fatigued (-2 Str, -2 Dex, can't
charge or run) for the duration of the encounter.

Rend (Ex): If a bacchae hits with both claws, it latches
onto the opponent’s body and tears the flesh. This attack
automatically deals an additional 2d4+3 points of damage
(2d4+6 points if the bacchae is raging).

Spell-Like Abilities: 3/day—charm person, Tasha’s
hideous laughter; 1/day—emotion. Caster level 7th; save DC
11 + spell level.

Outsider Traits: Bacchae have darkvision (60-foot
range). They cannot be raised or resurrected (though a wish
or miracle spell can restore life).

BACCHAE SOCIETY

Bacchae travel in groups and are never found singly. A bac-
chae band can see no purpose or need beyond its own rev-
elry. While bacchae are rarely cruel or malevolent, they can
be exceedingly careless of other people’s property and lives.

Bacchae are on good terms with
all sorts of fey,
such as dryads, -
satyrs, and P
sprites. Cen-
taurs and hardier
elves (usually wild elves) are also
common members of bacchae
revels. Most other beings are
considered “fair game” for
the bacchae to taunt, chal-
lenge, drink with, or kill out-
right. Musicians, brewers, and
vintners are usually spared their
wrath, however.

Bacchae take a dim view of any %8
authority figure or group that tries
to impose any sort of rules on their
debauched lifestyle. They are staunch
opponents of lawful beings of all kind and, *
as a result, are hunted by such organiza-
tions wherever they go.

BACCHAE CHARACTERS

The bacchae’s revelry forms their sole, all-consuming activ-
ity. They simply don't give it up for any reason or cause.
Thus, they lack the ambition or discipline to pursue any
character class. In most campaigns, bacchae are unsuitable
as player characters.

BHUT

Medium-Size Undead (Incorporeal)

Hit Dice: 8d12 (52 hp)

Initiative: +4

Speed: Fly 50 ft. (perfect)

AC: 19 (+4 Dex, +5 deflection), touch 19, flat-footed 15

Base Attack/Grapple: +4/—

Attack: Incorporeal bite +8 melee

Full Attack: Incorporeal bite +8 melee

Damage: Incorporeal bite 1d12/19-20/%3

Face/Reach: 5 ft./5 ft.

Special Attacks: Augmented critical, dreadful appearance,
poison

Special Qualities: Corpsetheft, earth vulnerability,
incorporeal subtype, undead traits

Saves: Fort +2, Ref +6, Will +5

Abilities: Str —, Dex 19, Con —, Int 14, Wis 9, Cha 20

Skills: Bluff +16, Diplomacy +7, Disguise +16 (+18 acting),
Intimidate +18, Listen +10, Spot +10, Survival +10

Feats: Dodge, Mobility, Spring Attack, Track (B)

Climate/Terrain: Any land

Organization: Solitary, covey (2-5), or colony (6-24)

Challenge Rating: 9

Treasure: Standard

Alignment: Always neutral evil

Advancement: 9-24 HD

(Medium-size)

The bhut is a foul
undead creature that
lurks in remote areas and masquer-
ades as the living in a most unusual
manner. A bhut spends much of its time
possessing a humanoid corpse. When
forced from its host, the ghostly
bhut is a terrifying sight that con-
sists of a humanoid head with red,
feral eyes, a mouth full of dagger-
like teeth, and a roiling, half-formed
body of sickening black smoke and
dank red mist.
A bhut comes into being when a
humanoid dies a sudden, violent
death in a remote region. Bhuts
harbor a festering hatred of the living,
and they wander the wilderness prey-
ing on travelers and pilgrims.
A bhut speaks all languages it knew
in life.

COMBAT

A bhut avoids combat if it does not have a body, and
when it has a body it prefers to slay its enemies through sub-
terfuge and surprise. Nevertheless, a bhut is a terrible and
accomplished menace in combat.




Augmented Critical (Ex): An bhut’s bite attack threat-
ens a critical hit on a natural attack roll of 19-20. On a suc-
cessful critical hit with a bite, the bhut deals triple damage.

Dreadful Appearance (Su): Anyone within 30 feet of a
bhut must make a Fortitude save (DC 19) or take 1d6 points
of Strength damage. A victim can be affected only once by a
specific bhut’s dreadful appearance, but the effects of failing
to save against multiple bhuts are cumulative.

Poison (Su): A bhut delivers its poison (Fort DC 14
negates) with each successful bite attack. Initial and second-
ary damage are the same (2d6 Wis). Anyone reduced to 0
Wisdom by bhut poison lapses into a coma and dies in 1d4
hours unless the poison is neutralized. A humanoid creature
slain in this manner rises as a bhut with the next sunset.

Corpsetheft (Su): As a full-round action, a bhut can pos-
sess a dead humanoid body of any size. The body animates
immediately and is under the bhut's full control; treat it as a
zombie of the appropriate size with several exceptions: First
of all, the animated body retains the bhut’s Intelligence,
Wisdom, and Charisma scores, as well as the bhut’s align-
ment, base attack bonus, hit points, base saving throws, and
level and class (if any). Additionally, the animated body is
not limited to single actions. Also, the animated body’s bite
attack can deliver the bhut’s poison, but the bite is not itself
a natural attack (—4 penalty on attack rolls). It deals only 1d3
points of damage, and it provokes an attack of opportunity.

As long as the bhut inhabits the body, it is not affected by
its earth vulnerability, nor does it gain the benefits of its aug-
mented critical or dreadful appearance abilities. Bhuts make
excellent use of their Bluff and Disguise skills in this state to
make the animated body appear to be alive. If the animated
body is reduced to 0 hit points, the bhut must exit the body
and return to its incorporeal form; any damage done to the ani-
mated body is not transferred to the bhut’s incorporeal form.

Earth Vulnerability (Su): A bhut cannot abide contact
with earth or stone when in its incorporeal state, and it
cannot pass through such matter without taking 3dé points
of damage per round. Stone and earth weapons deal an addi-
tional 1dé6 points of damage when they strike an incorporeal
bhut, and they do not have a miss chance.

Incorporeal Subtype: A bhut can be harmed only by
other incorporeal creatures, +1 or better magic weapons,
spells, spell-like abilities, and supernatural abilities. The crea-
ture has a 50% chance to ignore any damage from a corporeal
source, except for force effects or attacks made with ghost
touch weapons. A bhut can pass through solid objects, but not
force effects, at will. Its attacks ignore natural armor, armor,
and shields, but deflection bonuses and force effects work

BHUTS AND ORIENTAL ADVENTURES
If you are using Oriental Adventures in your campaign, the bhut can fit
well into a game with an Indian flavor. It has the Spirit subtype.
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normally against them. A bhut always moves silently and
cannot be heard with Listen checks if it doesn't wish to be.

Undead Traits: A bhut is immune to mind-affecting
effects, poison, sleep, paralysis, stunning, disease, death
effects, necromantic effects (unless they specifically affect
undead), and any effect that requires a Fortitude save unless
it also works on objects. It is not subject to critical hits, sub-
dual damage, ability damage, ability drain, energy drain, or
death from massive damage. A bhut cannot be raised, and
resurrection works only if it is willing. A bhut has dark-
vision (60-foot range).

— BIACKSTONE GIGANT

Gargantuan Construct

Hit Dice: 32d10+60 (236 hp)

Initiative: —2

Speed: 40 ft., climb 20 ft., fly 40 ft. (perfect)

AC: 31 (—4 size, —2 Dex, +27 natural), touch 4, flat-footed 31

Base Attack/Grapple: +24/+53

Attack: Slam +38 melee

Full Attack: 4 slams +38 melee

Damage: Slam 4d8+17 plus petrification

Face/Reach: 20 ft./20 ft.

Special Attacks: Petrification, trample

Special Qualities: Acid resistance 20, animate statue, cold
resistance 20, construct traits, DR 30/+5, electricity
resistance 20, fire resistance 20, SR 32

Saves: Fort +10, Ref +10, Will +12

Abilities: Str 45, Dex 7, Con —, Int 6, Wis 10, Cha 10

Skills: Climb +30%, Listen +15, Spot +15

Feats: Blind-Fight, Cleave, Combat Reflexes, Great Cleave,
Improved Bull Rush, Improved Critical (slam), Iron Will,
Lightning Reflexes, Power Attack, Sunder, Weapon
Focus (slam)

Climate/Terrain: Any land

Organization: Solitary

Challenge Rating: 18

Treasure: —

Alignment: Often neutral evil (same as creator)

Advancement: 33-54 HD (Gargantuan); 55-96 HD
(Colossal)

A blackstone gigant is an enormous construct created by a
powerful cleric to be either a bodyguard or a guardian of
a sacred site. Possessed of a limited intelligence, a black-
stone gigant can serve as an assassin or retrieve an object
or creature.

Most blackstone gigants look like fierce, eight-armed
women. Bvil creators sometimes carve blackstone gigants to
look like mariliths or other demonic creatures.

Blackstone gigants have the power to petrify foes, and
they often take grisly trophies from creatures defeated in
such a manner and craft them into a belt of petrified arms or
a necklace of petrified heads.
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A blackstone gigant speaks the language
of its creator.

COMBAT

A blackstone gigant en-
ters melee fearlessly,
wading in among smaller
opponents with its
trample ability and
then flailing about it
with its many arms,
hoping to petrify as
many foes as it can. It
then animates any statues
it created and orders them to
attack. Should the animated
statues be too weak to aid in
the fight, the blackstone gigant
often destroys any foes it petri-
fies, preventing them from
being returned to flesh
during the battle.

Petrification (Su): When-
ever a blackstone gigant
damages an opponent with
a slam attack, that creature
must make a Fortitude save
(DC 26) or be turned into a
statue as per the spell flesh to stone
cast by a 20th-level caster.

Trample (Ex): As a standard action, a blackstone gigant
can trample opponents at least one size category smaller
than itself. This attack deals 8d8+25 points of bludgeoning
damage. A trampled opponent can attempt either an attack
of opportunity at a —4 penalty or a Reflex save (DC 43) for
half damage.

Animate Statue (Su): A blackstone gigant can use one or
more of its attacks to touch and animate any creatures it
turned to stone with its petrification power. This ability
works like an animate objects spell cast by a 20th-level caster,
except that the petrified creature can be of any size. The ani-
mated stone statue has the statistics of an animated object of
its size and composition, with a hardness of 8. Typical petri-
fied creatures have the improved speed ability (bonus of 10
feet for two legs or 20 feet for more legs). All such animated
objects are under the mental control of the blackstone
gigant or its creator (giving orders to a statue is a free action).
Such statues remain animated for 20 rounds. A blackstone
gigant cannot animate a petrified creature more than once,
and it often destroys statues after the duration of its animate
statue ability expires.

Construct Traits: A blackstone gigant is immune to
mind-affecting effects, and to poison, sleep, paralysis, stun-
ning, disease, death effects, necromantic effects, and any
effect that requires a Fortitude save unless it also works on

Blackstone gigant

objects. The creature is not subject to criti-
cal hits, subdual damage, ability damage,
ability drain, energy drain, or death
from massive damage.
% 7 It cannot heal itself but
can be healed through
repair. It cannot be raised
or resurrected. A blackstone gigant
has darkvision (60-foot range).
Skills: Blackstone gigants have a
+8 racial bonus on Climb checks
and can always choose to take
10 on Climb checks, even if
rushed or threatened.

CONSTRUCTION

% A blackstone gigant’s body is

carved from a single block of

hard, black stone weighing at least
50,000 pounds.

A blackstone gigant costs 200,000
gp to create, which includes 5,000 gp
for the body. Assembling the body
requires a successful Craft (sculpting)

or Craft (stonemasonry) check (DC 25).
The creator must be 20th level and
be able to cast divine spells. Completing the
ritual drains 8,000 XP from the creator and
requires the Craft Wondrous Item feat, animate objects,

flesh to stone, geas/quest, and miracle.

BL.OOD HAWK

Small Magical Beast

Hit Dice: 1d10 (5 hp)

Initiative: +3

Speed: 10 ft., fly 80 ft. (average)

AC: 16 (+1 size, +3 Dex, +2 natural), touch 14, flat-footed 13
Base Attack/Grapple: +1/-2

Attack: Claw +5 melee

Full Attack: 2 claws +5 melee and bite +0 melee
Damage: Claw 1d3+1, bite 1d4

Face/Reach: 5 ft./5 ft.

Special Attacks: Wounding

Special Qualities: Darkvision 60 ft., low-light vision
Saves: Fort +2, Ref +5, Will +1

Abilities: Str 13, Dex 16, Con 11, Int 2, Wis 12, Cha 7
Skills: Hide +5, Listen +2, Search —3, Spot +2*

Feats: Weapon Finesse

Climate/Terrain: Any forest, hill, plains, and mountains
Organization: Solitary or murder (3-12)

Challenge Rating: 1/2

Treasure: 50% goods (gems only)

Alignment: Always neutral

Advancement: 2-3 HD (Medium-size)




Blood hawks are fierce, carnivorous predators. They pose a
danger to any creature that wanders into the territory they
claim as their own. They take joy in the hunt, and often a
murder of blood hawks attacks even if all its members have
fed well and recently.

A blood hawk measures about 3 feet from the tip of its
cruelly hooked beak to the end of its tail feathers, and an
adult has a wingspan of roughly 7 feet. Its feathers are a dull
gray color, and its eyes are the same bright red as the fresh
blood the creature craves.

Some experts believe that blood hawks are related to other
birds of prey. However, their hunger for fresh flesh and
blood is distinctly unlike more mundane aerial carnivores.

COMBAT

Blood hawks are nearly always encountered in
large groups of hunting adults,
although young adults are
sometimes encoun-
tered alone if they
have recently
left the murder
into which they
were born. They
attack almost anything living
until slain themselves; once
under the influence of blood
lust, a blood hawk does not
flee. The birds prefer the taste
of human flesh to all others
and tend to single out humans
if confronted with a racially
diverse group.

Wounding (Ex): A wound
resulting from a blood hawk’s
claw or bite attack bleeds for an
additional 1 point of damage per
round thereafter. Multiple wounds
from such attacks result in cumulative
bleeding loss (two wounds for 2 points of
damage per round, and so on). The bleeding
can be stopped only by a Heal check (DC 15) or
the application of any cure spell or other healing spell (heal,
healing circle, or the like).

Skills: *Blood hawks have a +8 racial bonus on Spot
checks during daylight.

ADVANCEMENT FOR BLOOD HAWKS

Some blood hawks have an extremely strong desire to gain victory over

their foes. When a blood hawk advances to become a creature with

more than 1 Hit Die, it gains the special quality called ferocity.
Ferocity (Ex): A blood hawk is such a tenacious combatant that it

continues to fight without penalty even while disabled or dying.

BILOODTHORN

Large Plant (Extraplanar)

Hit Dice: 3d8+12 (25 hp)

Initiative: +3

Speed: 0 ft.

AC: 16 (1 size, +3 Dex, +4 natural), touch 12, flat-footed 13
Base Attack/Grapple: +2/+11

i

Attack: Tendril +6 melee
Full Attack: 4 tendrils +6 melee
Damage: Tendril 1d8+5
1 Face/Reach: 10 ft./10 ft.
Special Attacks: Blood drain,
-“ improved grab
Special Qualities: Plant traits
Saves: Fort +7, Ref +4, Will +2
Abilities: Str 20, Dex 17, Con 19, Int
—, Wis 12, Cha 2
Skills: —
Feats: —
Climate/Terrain: Any desert and plains
_ (Abyss, Carceri, Outlands, Pandemonium)
Organization: Solitary
*. Challenge Rating: 3
Treasure: —
Alignment: Always neutral
Advancement: 4-6 HD (Large);
7-15 HD (Huge)

The bloodthorn is a tough,

wiry plant that grows in

thick, briarlike patches out

in the barren wastelands

of the Outlands, Carceri,

the Abyss, and Pan-

Biwd  demonium. The plant sub-

hawk  sists entirely on the blood of

living creatures by draining it

out through 3-inch-long, hollow,

needle-sharp spikes on its tendrils.

Bloodthorns appear as black, desiccated vines with

small-bladed leaves. Bright red, succulent berries grow
on the plant continually.

The berries produce a fragrant odor that appeals to most
species, especially in the deserts where bloodthorns grow. If
a creature survives a bloodthorn’s attack and steals away a
few berries, it discovers its efforts were in vain—the berries
are bitter and provide no sustenance.

On rare occasions, a bloodthorn is transplanted onto the
Material Plane. Such plants usually die in a few days, but
some survive and grow to great size in the wastelands.

COMBAT

A bloodthorn seems to be a normal plant until a living
creature comes within the reach of its tendrils. It then
lashes out with as many tendrils as possible and drains the
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victim of blood. A bloodthorn allows scavengers to remove
the carcasses, thus keeping the area around the plant free
of its consumed prey.

A bloodthorn can be summoned using a summon nature’s
ally IV spell.

Blood Drain (Ex): If a bloodthorn grabs an opponent, it
begins draining blood. It deals 1d4 points of Constitution
damage with each successful grapple check. If the opponent
wins a grapple check, one of the bloodthorn’s tentacles
comes loose from the opponent’s body. The resulting wound
continues to lose blood for 1 additional round.

Improved Grab (Ex): If a bloodthorn hits an opponent
that is at least one size category smaller than itself with at
least two tendril attacks, it deals normal damage for each ten-
dril and attempts to start a grapple as a free action without
provoking an attack of opportunity (grapple bonus +11). If it
gets a hold, it can use its blood drain ability. Thereafter, the
bloodthorn has the option to conduct the grapple normally,
or simply use two tendrils to hold the opponent (20
penalty on grapple check, but the bloodthorn is not consid-
ered grappled). In either case, each successful grapple check
it makes during successive rounds

automatically deals ten-
dril damage and
drains blood.

BONESPEAR

Bloodthorn

Plant Traits: A bloodthorn is immune to poison, sleep,
paralysis, stunning, and polymorphing. It is not subject to
critical hits or mind-influencing effects. A bloodthorn has
low-light vision.

BONESPEAR

Large Vermin (Extraplanar)

Hit Dice: 15d8+60 (127 hp)

Initiative: +3

Speed: 40 ft.

AC: 27 (—1 size, +3 Dex, +15 natural), touch 12, flat-
footed 24

Base Attack/Grapple: +11/+21

Attack: Horn +16 melee, or horn +13 ranged

Full Attack: 2 horns +16 melee and bite +11 melee, or 2
horns +13 ranged

Damage: 2 horns 2d6+6 plus poison; bite 2d6+3

Face/Reach: 10 ft./5 ft.

Special Attacks: Attach, drag, horns, poison

Special Qualities: Fast healing 5, fire resistance 10,
immobile stance, sonic resistance 10, SR 23, vermin traits

Saves: Fort +13, Ref +8, Will +6

Abilities: Str 22, Dex 17, Con 19, Int—, Wis 12, Cha 10

Climate/Terrain: Any land or underground (Acheron)

Organization: Solitary, pair, or pack (4-8)

Challenge Rating: 12

Treasure: 1/2 coins; 50% goods; 50% items

Alignment: Always neutral

Advancement: 16-30 HD (Huge); 31-45 HD
(Gargantuan)

Bonespears are patient predators that live on many different
planes. Named for the two long, wickedly barbed horns that
grow from their heads, they are a menace to any creature
they might perceive as food—a category that includes most
anything that moves. Their home plane is Acheron, but
bonespears have spread throughout the planes and can be
found in even the most inhospitable climates due to their
natural hardiness.

Bonespears resemble large grasshoppers in shape.
Their dark, carapaced bodies are 8 feet long, and they
stand nearly 5 feet tall at the shoulder. Their heads are
capped by a pair of 3-foot-long barbed horns. Only
when the creature begins to hunt does it become appar-
ent that the horns are not firmly attached to the crea-
ture’s head—long sinews connecting the head and the
horns enable the bonespear to launch its horns at prey
and reel them in to be consumed.

Bonespears can sit for days on end, waiting for suit-
able prey to wander by. They typically choose barren,
rocky places to conduct their hunts, and many bone-

spears lair underground. If more than a week passes
without a sign of prey, the creatures move on until they
find a food source.




COMBAT

When a bonespear spots food, it reacts quickly. As soon as a
target comes with 60 feet, the bonespear launches both
horns at it and then attempts to reel it in by retract-
ing the tough sinews that connect the horns to the
creature’s head.

Attach (Ex): If a
bonespear hits with a
horn attack, the horn buries
itself in its target, held in
place by numerous barbs
on the horn’s surface. Each
round thereafter that a creature
remains impaled by a horn, it
takes additional horn damage
automatically and incurs a cumu-
lative —1 circumstance penalty on attack
rolls, saves, and skill checks. On
the bonespear’s turn in subse- t
quent rounds, it attempts to drag its
prey closer (see below).

A single attack with a slashing
weapon against a tendon (made as an attempt to sunder a
weapon) that deals at least 15 points of damage severs a horn
from its tendon. A creature impaled by a severed horn takes
1d6 points of damage per round automatically until the horn
is removed. Removing a horn (a full-round action) deals 2d8
points of damage to the victim, but if the character removing
the horn makes a successful Heal check (DC 20), this damage
is reduced to 1d4 points.

Drag: After spearing a victim, a bonespear attempts to
drag the victim closer on the bonespear’s turn in each sub-
sequent round. This activity resembles the bull rush maneu-
ver, except that the bonespear drags its victim 10 feet closer
+1 foot for each point by which its Strength check exceeds
the victim’s. The bonespear gains a +4 bonus on its drag
check if it is set in its immobile stance. Against a Medium-
size victim, the bonespear’s Strength modifier is +10, or +14
if it is set in its stance.

A bonespear can draw in a creature from a distance of 10
feet or less and bite with a +4 bonus on its attack roll in the
same round.

Horns (Ex): Most encounters with a bonespear begin
when it fires its two horns. If a horn misses its intended
target, it is quickly reeled in. Reeling in a horn is a full-
round action. Each horn has a range of 60 feet (no range
increment). A bonespear will always try to hit a single target
with both horns, but is capable of attaching to two different
targets at the same time.

Poison (Ex): A bonespear delivers its poison (Fort DC
25 negates) with each successful horn attack. Initial and

Bonespear

secondary damage for the first horn is 2d4 Dex. Initial
and secondary damage for the second horn is 2d4 Str.
Fast Healing (Ex): A bonespear regains lost hit
points at the rate of 5 per round. Fast healing
does not restore hit points lost from starva-
tion, thirst, or suffocation, and it does not
allow a bonespear to regrow or reattach lost
body parts.
Immobile Stance (Ex): At will, a bone-
spear can make itself virtually immo-
bile by anchoring itself to the sur-
rounding terrain with its six large,
strong feet. In this stance, the bone-
spear receives a +20 stability bo-
nus on opposed Strength checks
to resist a bull rush or to other-
wise be moved, and it cannot be
overrun. (This bonus overlaps
[does not stack] with the +4
stability bonus for having more
than two legs.) This ability can
be activated or deactivated as a
free action.
Vermin Traits: A bonespear
is immune to all mind-affecting
effects (charms, compulsions, phantasms, pat-
terns and morale effects). It also has darkvision
(60-foot range).

CANOMORPH

Those who don't understand the true nature of cano-
morphs often incorrectly identify them as fiendish
lycanthropes. The canomorph is not a true lycanthrope; it
is a fiendish hound (either a hell hound, vorr, or shadow
mastiff) that has learned to assume humanoid form. Cre-
ated by devil and demon lords to serve as intelligent
trackers and guardians, canomorphs often journey to the
Material Plane to undertake diabolical missions for their
infernal masters.

An intense rivalry among the three subraces divides
canomorphs from each other. All three fill similar roles in
the Lower Planes, so there is intense competition for domi-
nance. The haraknins are the physically weakest of the
three, but they are also the most numerous and tenacious.
The shadurakuls are the strongest and most dangerous
canomorphs, but they are few in number. Between the two
are the shadowy vultivors, who are for now content to
remain in hiding and let their more aggressive kin tear at
each other.

COMBAT
Canomorphs have all the abilities and characteristics of
their hound form (hell hound for haraknins, shadow mastiff
for shadurakuls, or vorr for vultivors), plus class levels
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CANOMORP

learned in their humanoid form. Canomorphs can change
form at will from their hound form to a humanoid form—
usually human, although other races are possible. They infil-
trate humanoid settlements in this guise, but often revert to
their natural forms to attack.

Change Shape (Su): A canomorph can assume the
form of any Small, Medium or Large humanoid. It retains
the extraordinary attacks of its original form regardless of its
new form. Changing shape to or from its original form
requires a move action.

Command Fiendish Hound (Sp): All canomorphs can use
greater command at will against fiendish hounds of their
associated kind (hell hounds for haraknins, shadow mas-
tiffs for shadurakuls, and vorrs for vultivors). These crea-
tures will never voluntarily attack a canomorph of the
associated kind.

Outsider Traits: Canomorphs have darkvision (60-foot
range), and they cannot be raised or resurrected (though a
wish or miracle spell can restore life).

Scent (Ex): A canomorph can detect approaching ene-
mies, sniff out hidden foes, and track by sense of smell.

HARAKNIN

Humanoid Form

Medium-Size Outsider (Evil, Extraplanar, Fire,
Lawful, Shapechanger)

Hit Dice: 4d8+8 plus 2d12+4 (43 hp)

Initiative: +6

Speed: 40 ft.

AC: 21 (+2 Dex, +5 natural, +4 chain shirt), touch 12, flat-
footed 19

Base Attack/Grapple: +6/+9

Attack: Masterwork scimitar +10 melee

Full Attack: Masterwork scimitar +10/+5 melee

Damage: Masterwork scimitar 1d8+4/18-20

Face/Reach: 5 ft./5 ft.

Special Attacks: Breath weapon, rage

Special Qualities: Fast movement, fire subtype, scent,
uncanny dodge

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

Abilities: Str 16, Dex 14, Con 15, Int 6, Wis 12, Cha 4

Skills: Hide +12, Jump +8, Listen +11, Move Silently +12,
Spot +9, Survival +8*

Feats: Improved Initiative, Run, Track (B), Weapon Focus
(scimitar)

Climate/Terrain: Any land and underground

Organization: Solitary, pair, or pack (5-12)
Challenge Rating: 5 (3 + class level)
Treasure: Standard

Alignment: Always lawful evil
Advancement: By character class

Level Adjustment: +3

Hell Hound Form

Medium-Size Outsider (Evil, Extraplanar, Fire,
Lawful, Shapechanger)

Hit Dice: 4d8+8 plus 2d12+4 (43 hp)

Initiative: +6

Speed: 50 ft.

AC: 17 (+2 Dex, +5 natural), touch 12, flat-footed 15

Base Attack/Grapple: +6/+9

Attack: Bite +9 melee

Full Attack: Bite +9 melee

Damage: Bite 1d8+4

Face/Reach: 5 ft./5 ft.

Special Attacks: Breath weapon, rage

Special Qualities: Fast movement, fire subtype, scent,
uncanny dodge

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

Abilities: Str 16, Dex 14, Con 15, Int 6, Wis 12, Cha 4

Skills: Hide +14, Jump +10, Listen +11, Move Silently +14,
Spot +9, Survival +8*

Feats: Improved Initiative, Run, Track (B), Weapon Focus
(scimitar)

Climate/Terrain: Any land and underground

Organization: Solitary, pair, or pack (5-12)

Challenge Rating: 5 (3 + class level)

Treasure: Standard

Alignment: Always lawful evil

Advancement: By character class

Level Adjustment: +3

A haraknin can assume a variety of appearances with its
alternate form, but it strongly favors humans or half-orcs
with hair the color of flame, smoldering red eyes, and wiry
rust-colored hair all over its body. A faint smell of brimstone
clings to its humanoid form, and it tends to be ill-tempered
and violent.

Haraknins speak Common and Infernal.

Combat

The haraknin described here is based on an exceptional
2nd-level hell hound barbarian. The haraknin is an aggres-
sive combatant and favors sudden charges out of ambush
in either form. It prefers to hunt in its hell hound form in
order to cover ground faster, assuming its humanoid form
to close in when its prey seeks shelter in places where the
canomorph’s hound form would not be welcomed.

Breath Weapon (Su): Cone of fire, 30 feet every 2d4
rounds, damage 1d4+1, Reflex half DC 14 (16 when raging).
The haraknin’s fiery breath ignites any flammable materials




within the cone. The creature can use its breath weapon
while biting and in either form.

Rage (Ex): Once per day this haraknin can fly into a
frenzy, raging like a barbarian. For 7 rounds, the haraknin
gains a +4 bonus to Strength, a +4 bonus to Constitution,
and a +2 morale bonus on Will saves, but takes a —2
penalty to Armor Class. For the haraknin in humanoid
form, the following changes are in effect as long as the
rage lasts: HD 4d8+16 plus 2d12+8 (55 hp); AC 19, touch
10, flat-footed 17; Base Attack/Grapple +6/+11; Full
Attack masterwork scimitar +12/+7 melee; Damage mas-
terwork scimitar 1d8+6; SV Fort +8, Will +7; Str 20, Con
19; Jump +10.

For the haraknin in hell hound form, the following
changes are in effect as long as the rage lasts: HD 4d8+16
plus 2d12+8 (55 hp); AC 15, touch 10, flat-footed 13; Base
Attack/Grapple +6/+11; Full Attack bite +11 melee; Damage
bite 1d8+6; SV Fort +8, Will +7; Str 20, Con 19; Jump +12.

The creature is fatigued at the end of the rage (-2 to
Strength, —2 to Dexterity, can’t charge or run) for the dura-
tion of that encounter.

Fast Movement (Ex): A barbarian has a speed faster than
the norm for his race by +10 feet.

Haraknin

Fire Subtype (Ex): A haraknin is immune to fire
damage. It takes half again as much (+50%) damage as
normal from cold, regardless of whether a saving throw is
allowed, or if the save is a success or a failure.

Uncanny Dodge (Ex): This haraknin retains its Dexter-
ity bonus to Armor Class even when flat-footed.

Skills: Haraknins have a +5 racial bonus on Hide and
Move Silently checks. They also have a +8 racial bonus on
Survival checks when tracking by scent, due to their keen
sense of smell.

Haraknin Characters

A haraknin’s favored classes are barbarian and ranger. A
haraknin character begins with 4 Hit Dice for being a hell

hound (refer to the Monster Manual for ability scores, feats,
and skills), and its level adjustment is +3. A haraknin PC’s
effective character level (ECL) is equal to its class level +7.
Because canomorphs are exceptional examples of fiendish

hounds, the haraknin described above applies the hell

houndss ability score modifiers to the standard array of abil-
ity scores (15, 14, 13, 12, 10, 8).

SHADURAKUL

Humanoid Form

Medium-Size Outsider (Evil, Extraplanar,
Shapechanger)

Hit Dice: 4d8+20 plus 6d10+30 (99 hp)

Initiative: +7

Speed: 20 ft. (full plate armor); base 30 ft.

AC: 23 (+1 Dex, +3 natural, +9 +1 full plate), touch 11, flat-
footed 20

Base Attack/Grapple: +10/+15

Attack: +2 spiked chain +18 melee

Full Attack: +2 spiked chain +18/+13 melee

Damage: +2 spiked chain 2d4+11

Face/Reach: 5 ft./5 ft.

Special Attacks: Bay, trip

Special Qualities: Shadow blend, scent

Saves: Fort +9, Ref +7, Will +5

Abilities: Str 21, Dex 16, Con 21, Int 8, Wis 14, Cha 10

Skills: Hide +4, Intimidate +6, Jump +6, Listen +9, Move
Silently +4, Search +6, Spot +9, Survival +9*

Feats: Combat Reflexes, Dodge, Exotic Weapon
Proficiency (spiked chain), Improved Initiative,
Mobility, Spring Attack, Track (B), Weapon Focus
(spiked chain), Weapon Specialization (spiked chain)

Climate/Terrain: Any land and underground
(Gehenna)

Organization: Solitary, pair, or pack (3-12)

Challenge Rating: 11 (5 + class level)

Treasure: Standard

Alignment: Always neutral evil

Advancement: By character class

Level Adjustment: +4
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CANOMORP

Shadow Mastiff Form

Medium-Size Outsider (Evil, Extraplanar,
Shapechanger)

Hit Dice: 4d8+20 plus 6d10+30 (99 hp)

Initiative: +7

Speed: 50 ft.

AC: 16 (+3 Dex, +3 natural), touch 13, flat-footed 13

Base Attack/Grapple: +10/+15

Attack: Bite +15 melee

Full Attack: Bite +15 melee

Damage: Bite 1d6+6

Face/Reach: 5 ft./5 ft.

Special Attacks: Bay, trip

Special Qualities: Shadow blend, scent

Saves: Fort +9, Ref +7, Will +5

Abilities: Str 21, Dex 16, Con 21, Int 8, Wis 14, Cha 10

Skills: Hide +10, Intimidate +6, Jump +12, Listen +9, Move
Silently +10, Search +6, Spot +9, Survival +9*

Feats: Combat Reflexes, Dodge, Exotic Weapon
Proficiency (spiked chain), Improved Initiative,
Mobility, Spring Attack, Track (B), Weapon Focus (spiked
chain), Weapon Specialization (spiked chain)

Climate/Terrain: Any land and underground (Gehenna)

Organization: Solitary, pair, or pack (3-12)

Challenge Rating: 11 (5 + class level)

Treasure: Standard

Alignment: Always neutral evil

Advancement: By character class

Level Adjustment: +4

In its humanoid form, a shadurakul often appears as a
barrel-chested human with inky, blue-black skin, no hair,
and cold white eyes. Contemptuous of the weak and
defenseless, a shadurakul rarely bothers to conceal its true
nature, counting on its strength and ruthlessness to over-
whelm its foes.

A shadurakul speaks Common, Infernal, and Abyssal.

Combat

The shadurakul described here is based on an exceptional
6th-level shadow mastiff fighter. A powerful and intimidat-
ing combatant, the shadurakul is a remorseless and deter-
mined tracker who prefers to wear down its prey with
relentless and unforgiving pursuit. Strong and skillful in
combat, the shadurakul uses its Spring Attack and Combat
Reflexes feats to excellent advantage, wielding a magic
spiked chain.

Bay (Su): When a shadurakul howls, all creatures except
evil outsiders in a 300-foot spread must succeed on a Will
save (DC 16) or become panicked for 2d4 rounds. This is a
sonic, mind-affecting effect. Whether or not the save is suc-
cessful, an affected creature is immune to that shadurakul’s
bay for one day.

Trip (Ex): A shadurakul that hits with a bite attack can
attempt to trip its opponent as a free action without making

a touch attack or provoking an attack of opportunity. If the
attempt fails, the opponent cannot react to trip the shadu-
rakul. The shadurakul can only attempt to trip in this
manner while in its shadow mastiff form.

Shadow Blend (Su): During any conditions other than
full daylight, a shadurakul can disappear into the shadows,
giving it nine-tenths concealment (40% miss chance). Artifi-
cial illumination, even a light or continual flame spell, does
not negate this ability; however, a daylight spell will.

Skills: *A shadurakul has a +4 racial bonus on Survival
checks when tracking by scent.

Shadurakul Characters

A shadurakul’s favored class is fighter. A shadurakul charac-
ter begins with 4 Hit Dice for being a shadow mastiff (refer
to the Monster Manual for ability scores, feats, and skills), and
its level adjustment is +4. A shadurakul PC’s effective char-
acter level (ECL) is equal to its class level +8. Because
canomorphs are exceptional examples of extraplanar
hounds, the shadurakul described above applies the shadow
mastiff’s ability score modifiers to the standard array of abil-
ity scores (15, 14, 13, 12, 10, 8).

VULTIVOR

Humanoid Form

Medium-Size Outsider (Chaotic, Evil, Extraplanar,
Shapechanger)

Hit Dice: 3d10+9 plus 5d6+15 (54 hp)

Initiative: +10

Speed: 30 ft.

AC: 21 (+6 Dex, +3 natural, +2 leather), touch 16, flat-
footed 21

Base Attack/Grapple: +6/+9

Attack: +1 rapier +10 melee

Full Attack: +1 rapier +10/+5 melee

Damage: +1 rapier 1d6+3/18-20

Face/Reach: 5 ft./5 ft.

Special Attacks: Sneak attack +5d6

Special Qualities: Alternate form, command vorrs, evasion,
outsider traits, scent, shadow form, shadow jump,
uncanny dodge

Saves: Fort +7, Ref +12, Will +3

Abilities: Str 16, Dex 23, Con 16, Int 11, Wis 13, Cha 12

Skills: Balance +13, Climb +8, Hide +17, Jump +10, Listen
+12, Move Silently +17, Search +4, Spot +15, Survival
+6*, Tumble +13

Feats: Alertness, Blind-Fight, Improved Initiative

Climate/Terrain: Any land and underground (Abyss)

Organization: Solitary, pair, or pack (3—-12)

Challenge Rating: 9 (class level + 4)

Treasure: Standard

Alignment: Always chaotic evil

Advancement: By character class

Level Adjustment: +4




Vorr Form

Medium-Size Outsider (Chaotic, Evil, Extraplanar,
Shapechanger)

Hit Dice: 3d10+9 plus 5d6+15 (54 hp)

Initiative: +10

Speed: 40 ft.

AC: 19 (+6 Dex, +3 natural) touch 16, flat-footed 19

Base Attack/Grapple: +6/+9

Attack: Bite +9 melee

Full Attack: Bite +9 melee and 2 claws +4 melee

Damage: Bite 2d4+3, claw 1d3+1

Face/Reach: 5 ft./5 ft.

Special Attacks: Sneak attack +5ds, trip

Special Qualities: Alternate form,
command vorrs, evasion, outsider traits,
scent, shadow form, shadow jump,
trap sense, uncanny dodge

Saves: Fort +7, Ref +12, Will +3

Abilities: Str 16, Dex 23, Con 16, Int
11, Wis 13, Cha 12

Skills: Balance +13,
Climb +8, Hide +17,
Jump +10, Listen +12,
Move Silently +17, Search +4,
Spot +15, Survival +6* Tumble +13

Feats: Alertness, Blind Fight, Improved
Initiative

Climate/Terrain: Any land and underground
(Abyss)

Organization: Solitary, pair, or pack (3-12)

Challenge Rating: 9 (class level + 4)

Treasure: Standard

Alignment: Always chaotic evil

Advancement: By character class

Level Adjustment: +4

Like other canomorphs, a vultivor can appear as any
humanoid. Grayish skin, black and hungry eyes, and a
long, lupine face often mark its humanoid guises. It tends
to be cruel and subtle, taking great pleasure in the misfor-
tunes of others.

A vultivor speaks Common and Abyssal.

Combat

The vultivor described here is based on an exceptional 5th-
level vorr rogue. Vultivors are stealthy and patient murder-
ers, stalking their victims until they see an opportunity to
make a sneak attack. A vultivor often shifts to its vorr form
to speed its escape from the scene of a crime.

Sneak Attack (Ex): Anytime a vultivor’s target is
denied a Dexterity bonus, or when a target is flanked by a
vultivor, the vultivor deals an additional 5dé points of
damage on a successful melee attack.

Trip (Ex): A vultivor that hits with a bite attack can
attempt to trip its opponent as a free action without
making a touch attack or provoking an attack of oppor-
tunity. If the attempt fails, the opponent cannot react

Shadow Form (Su): Once per day, a vul-
tivor can assume the form of a living shadow
for up to 10 minutes. While in shadow form, the

vultivor can move at normal speed on any sur-
face, including walls and ceilings, and even
across liquids. The vultivor gains
a +15 circumstance bonus on
Hide checks. Effects that
detect thoughts, life, or pres-
ences (including true seeing)
can detect it.
While in shadow form, a
% vultivor gains damage reduction
50/+5 and is immune to blind-
ness, critical hits, damage to
ability scores from non-
magical attacks, deaf-
ness, disease, drowning,
poison, and stunning. It takes
half damage from fire and acid.
Shadow Jump (Su): As a standard
action, a vultivor can travel between shad-
ows as if by a dimension door spell. The starting
and ending points of the jump must be in shadow,
and these points must be at least 10 feet apart. A vultivor
can make several shadow jumps in one day, as long as the
total distance traveled in this fashion per day does not
exceed 160 feet.

Trap Sense (Ex): A vultivor rogue gains a +1 bonus on
Reflex saves made to avoid traps, and a +1 dodge bonus to
Armor Class against attacks by traps.

Uncanny Dodge (Ex): This vultivor retains its Dexterity
bonus to Armor Class even when flat-footed or struck by an
invisible attacker.

Skills: *Vultivors have a +8 racial bonus on Survival
checks when tracking by scent.

Vultivor Characters

A vultivor’s favored class is rogue. A vultivor character
begins with 3 Hit Dice for being a vorr (refer to the vorr
entry in this book for ability scores, feats, and skills), and
its level adjustment is +4. A vultivor PC’s effective charac-
ter level (ECL) is equal to its class level + 7. Because
canomorphs are exceptional examples of fiendish hounds,
the vultivor described above applies the vorr’s ability score
modifiers to the standard array of ability scores (15, 14, 13,
12,10, 8).
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M marble skin. With martial skill uncommon in constructs,

Medium-Size Construct they attack and break their foes’ weapons.
Hit Dice: 6d10+20 (53 hp) Caryatid columns are incapable of speech.
Initiative: +3

Speed: 30 ft. 1 COMBAT

AC: 22 (+3 Dex, +9 natural), touch 13,
flat-footed 19

Base Attack/Grapple: +4/+9

Attack: +2 bastard sword +12
melee (two-handed), or slam
+9 melee

Full Attack: +2 bastard sword
+12 melee (two-handed),
or +2 bastard sword +12
melee and slam +4 melee,
or 2 slams +9 melee

Damage: +2 bastard sword
1d10+9 (two-handed), or
+2 bastard sword 1d10+7
and slam 1d4+2, or slam

Caryatid columns are typically assigned to
guard a particular doorway or room against
intrusion. Sometimes these instruc-
tions are as simple as “Kill anyone
but me who enters this room,” but a
caryatid column can understand
more complicated instructions,
such as an order to “Eject anyone
who does not perform the proper
ritual observances upon entering
this room.”

Caryatid columns are often
placed so that they take fighting
form when a target is within

reach, allowing the caryatid col-

1d4+7 umn to attack with surprise.
Face/Reach: 5 ft./5 ft. Upon taking its normal fighting
Special Attacks: — form, a caryatid column fights

Special Qualities: Break
weapon, column form, construct
traits, hardness 8, magic weapon
Saves: Fort +2, Ref +5, Will -3
Abilities: Str 20, Dex 16, Con —, Int 6,
Wis 1, Cha 1
Skills: Diplomacy —3, Sense Motive +4
Feats: Improved Sunder, Power
Attack, Weapon Focus (bastard
sword) (B)
Climate/Terrain: Any
Organization: Solitary, corbel (2), or
colonnade (4—24)
Challenge Rating: 6
Treasure: —
Alignment: Always neutral
Advancement: 7—10 HD
(Medium-size); 11-21 HD
(Large)

tirelessly to fulfill the wording of
its command to the letter.

Break Weapon (Su): A caryatid
column is imbued with a super-
natural defense against weapon
attacks. Whenever a creature
strikes a caryatid column with a
melee weapon, the weapon must
succeed on a Fortitude save (DC

13) or break and become useless,

dealing no damage to the caryatid
column. As usual, a magic weap-
on uses either the wielder’s save
bonus or its own save bonus, which-
ever is better.

Nonmagic ranged weapons auto-
matically shatter upon hitting the cary-
atid column, dealing no damage. Magic ranged
weapons receive a Fortitude save (DC 13) to resist
this effect.

Column Form (Ex): When at rest (not com-

- manded, or waiting to fulfill a command), a caryatid
k. ! _ column takes the form of a simple column of

= | “=.__ stone. This column is about 2 feet in diam-
{ f # eter, and it extends up to the ceiling of the
. | chamber ortoa height of 25 feet, whichever

A caryatid column looks like a simple
stone pillar until an unwary creature vio-
lates the strictures given to the construct
by its creator. In the blink of an eye,
the caryatid column becomes a silk- &
draped, beautiful female figure that

wields a deadly magic weapon. ¢ ! ' "= | isless. Unless commanded otherwise, a cary-
Caryatid columns are relentless r_"'""‘ *ip _+ & L.-"'- atid column remains in this form until

opponents, and they are surpris- * s attacked, and it even allows creatures to climb

ingly agile despite their stone composi- Caryatid it (Climb check DC 15).

tion. They dance fearlessly into combat and column A caryatid column in column form looks like a pillar in

expect feeble weapons to shatter against their most respects. It does not radiate magic, and true seeing




does not reveal its humanoid form. Careful examination
of the column (Search check DC 25) reveals very faint and
distorted lines that make the pillar resemble a woman
with a sword. Anyone who successfully makes a Knowl-
edge (architecture and engineering) check (DC 12) notes
that the column serves no structural purpose since it
bears none of the ceiling’s weight. A close examination of
the top of the column (Search check DC 15) or a keen eye
(Spot check DC 20) shows that the column is not cemented
or joined to the ceiling. Dwarves and other creatures with
stonecunning receive a free Search check as though
actively looking when they pass within 10 feet of a cary-
atid column.

Changing forms is a free action, and a caryatid column
can change once per round.

Construct Traits: A caryatid column is immune to mind-
affecting effects, and to poison, sleep, paralysis, stunning, dis-
ease, death effects, necromantic effects, and any effect that
requires a Fortitude save unless it also works on objects. The
creature is not subject to critical hits, subdual damage, abil-
ity damage, ability drain, energy drain, or death from mas-
sive damage. It cannot heal itself but can be healed through
repair. It cannot be raised or resurrected. A caryatid column
has darkvision (60-foot range).

Hardness (Ex): Like an animated object made of stone, a
caryatid column has a hardness of 8.

Magic Weapon: A magic weapon is incorporated into a
caryatid column at the time of its creation. This weapon,
usually a +2 bastard sword, functions in all respects like a
normal magic weapon of its type, with one exception:
Whenever it is out of the caryatid column’s hands, it reverts
to stone and becomes a nonmagical sculpture. Should the
caryatid column then pick up the weapon, it regains its
normal form and magical qualities.

If a caryatid column needs both hands free, it can stow its
weapon by simply pressing it against its side; the weapon
then merges with the caryatid column’s body and can be
retrieved by the caryatid column as any character would
draw a weapon.

CREATING A CARYATID COLUMN

Originally devised by clerics to serve as temple guardians,
caryatid columns have come to be created and used by many
spellcasters to guard all manner of places and objects.

A caryatid column’s body is carved from a single block of
stone weighing at least 1,000 pounds. A caryatid column
costs 20,000 gp to create, not including the cost of the magic
weapon incorporated into it (8,335 gp for a +2 bastard sword).
Assembling the body requires a successful Craft (sculpting)
or Craft (stonemasonry) check (DC 15).

The creator must be 10th level and be able to cast arcane
or divine spells. Completing the ritual drains 800 XP from
the creator and requires the Craft Wondrous Item feat, lesser
geas, meld into stone, statue, and stone shape.

CENTURY WORM

Gargantuan Vermin

Hit Dice: 40d8+240 (420 hp)

Initiative: —2

Speed: 30 ft., burrow 20 ft., swim 10 ft.

AC: 29 (—4 size, =2 Dex, +25 natural), touch 4, flat-
footed 29

Base Attack/Grapple: +30/+54

Attack: Bite +38 melee

Full Attack: Bite +38 melee

Damage: Bite 4d6+18

Face/Reach: 20 ft. (coiled)/15 ft.

Special Attacks: Improved grab, keening, swallow whole,
wriggling progeny

Special Qualities: Acid resistance 20, tremorsense 120 ft.,
vermin traits

Saves: Fort +28, Ref +11, Will +13

Abilities: Str 35, Dex 7, Con 22, Int —, Wis 11, Cha 2

Skills: Swim +20

Feats: —

Climate/Terrain: Any land and underground

Organization: Solitary

Challenge Rating: 19

Treasure: —

Alignment: Always neutral

Advancement: 41-80 HD (Gargantuan); 81-120 HD
(Colossal)

Some believe that nature is a chaotic, destructive force
that cares little for the concepts of morality or fair play.
Such devotees of wild destruction and entropy often
point to the dreaded century worm as evidence of their
philosophy and single out the repulsive, voracious crea-
ture as the living embodiment of the uncaring wrath of
the natural world.

A century worm is composed of seven translucent seg-
ments of pulpy flesh topped by a menacing head partially
covered by a hood of rough, dark brown skin. Its round,
tooth-lined mouth easily accommodates an ogre. Hundreds
of squirming larvae about the size of a human’s arm line the
worm’s stomach, which doubles as a womb. These little crea-
tures sometimes spill out of the worm’s mouth, though they
die within an hour for want of their parent’s life-giving
nutrient bile.

Century worm larvae are far from harmless to creatures
that find themselves trapped within the parent. Once the
litter has sapped the life out of a victim, one larva takes up
residence in the victim’s body, where it gestates for a period
of 100 years.

COMBAT

From the moment of its birth, a century worm exists only to
destroy. It mindlessly attempts to swallow any living crea-
ture it encounters by lunging in with a forceful attack and
finishing off enemies with a satisfying gulp.
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- Improved Grab
(Ex): If a century worm
hits an opponent that is at least one size category smaller
than itself with a bite attack, it deals normal damage and
attempts to start a grapple as a free action without provok-
ing an attack of opportunity (grapple bonus +54). If it gets a
hold, it automatically deals bite damage and can attempt to
swallow the foe. Thereafter, the century worm has the
option to conduct the grapple normally, or simply use its
bite to hold the opponent (—20 penalty on grapple check,
but the century worm is not considered grappled). In either
case, each successful grapple check it makes during succes-

sive rounds automatically deals bite damage.

Keening (Ex): Once per round as a free action, a cen-
tury worm can emit a terrible keening sound. All living
creatures within 50 feet of the worm must make success-
ful Fortitude saves (DC 38) to avoid being deafened by
the sound.

- Swallow Whole (Ex): A century worm can swallow a
single creature that is at least one size category smaller
than itself by making a successful grapple check (grapple
bonus +54), provided it already has that opponent in its
maw (see Improved Grab, above). Once inside the century
worm, the opponent takes 2d6+9 points of acid damage
per round from the worm's stomach. A successful grapple

check allows the swallowed creature to climb out of the
stomach and return to the century worm’s maw,
_ where another successful grapple check is
' needed to get free. Alternatively, a swallowed
.. creature can try to cut its way out with either
. claws or a light piercing or slashing weapon.
Dealing a total of at least 40 points of damage
to the stomach (AC 22) in this way
.« creates an opening large enough to
permit escape. Once a single swal-
lowed creature exits, muscular
action closes the hole; thus, another
swallowed opponent must cut its
own way out. A century worm’s
maw can hold 2 Large, 8 Medium-
size, 32 Small, or 128 Tiny or
smaller opponents.

Wriggling Progeny (Ex): Charac-
ters trapped within a century worm’s
stomach must make a successful
- Fortitude save (DC 38) every
. round or take 1d8 points of
Constitution damage as cen-
tury worm larvae burrow
through the victim’s skin
and make their way toward its heart.
A successful save staves off Constitution damage
for that round only.

When a victim's Constitution reaches 0, the victim dies
and a single century worm larva digs into its flesh and
attaches itself to the corpse’s spine. The larva can be
destroyed by a remove disease spell. If it is not destroyed, a
new century worm begins to grow inside the body. This
larval form begins as a Tiny creature with 20 hit points and
grows one size category every 20 years (gaining another 80
hit points for every size change). When its size is the same as
the size of its host body, the worm bursts forth from within
the body. It continues to feed on the remains of the body
until, after 100 years, it reaches Gargantuan size and
becomes a fully formed century worm.

Bodies currently serving as incubators for century worm
larvae cannot be returned to life by any means.

Tremorsense (Ex): A century worm can automatically
sense the location of anything within 120 feet that is in con-
tact with the ground.

Vermin Traits: A century worm is immune to all
mind-affecting effects (charms, compulsions, phantasms,
patterns and morale effects). It also has darkvision (60-
foot range).

Skills: A century worm has a +8 racial bonus on any
Swim check to perform some special action or avoid a
hazard and can always choose to take 10 on Swim checks,
even if distracted or endangered.




CHRONOTYRYN

Large Magical Beast (Extraplanar)

Hit Dice: 17d10+85 (178 hp)

Initiative: +5

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

AC: 36 (-1 size, +5 Dex, +22 natural), touch 14, flat-
footed 31

Base Attack/Grapple: +17/+29

Attack: Rake +25 melee, or feather flurry +21 ranged

Full Attack: 2 rakes +25 melee and bite +19 melee and 2
wing buffets +19 melee, or feather flurry +21 ranged

Damage: Rake 1d6+8, bite 1d8+4, wing buffet 1d4+4,
feather flurry 2d6+8

Face/Reach: 10 ft./10 ft.

Special Attacks: Dual actions, feather flurry, sonic
screech, spell-like abilities, spells

Special Qualities: Acid resistance 20, adamantine
feathers, cold resistance 20, darkvision 60 ft., detect
magic, DR 20/+3, electricity resistance 20, fire resistance
20, knowledgeable, low-light vision, sonic immunity,
SR 31

Saves: Fort +15, Ref +15, Will +10

Abilities: Str 26, Dex 21, Con 21, Int 22, Wis 17, Cha 26

Skills: Concentration +25, Knowledge (arcana) +26,
Knowledge (history) +26, Knowledge (the planes) +26,
Listen +23, Sense Motive +23, Spellcraft +28, Spot +33

Feats: Iron Will, Maximize Spell, Power Attack, Quicken
Spell, Quicken Spell-Like Ability, Silent Spell (B), Still
Spell (B), Weapon Focus (rake)

Climate/Terrain: Any land and underground (Acheron)

Organization: Solitary, pair, or clutch (4-8)

Challenge Rating: 19

Treasure: Standard coins, standard
goods, double standard items

Alignment: Usually lawful evil

Advancement: 18-22 HD
(Large); 23—51 HD (Huge)

Chronotyryns believe them-
selves to be the masters of
time. Although this claim

is likely not true, those who
encounter the creatures and
survive often come away believ-
ers due to the bird-creature’s
unique set of abilities.

A chronotyryn resembles a
large bird and is roughly 12 feet
long from beak to tail, with a set of
wiry, scaly-skinned arms that
sprout from just under its wings.
Those who have seen a chrono-
tyryn liken its body shape to that of a
gargoyle, only with feathers. These
feathers are the dark, dusky color of adamantine, of which

they are composed. A chronotyryn has piercing, dark eyes
and the large, hooked beak of a bird of prey, and it typically
wears a sort of harness that enables it to carry miscella-
neous magic equipment that it has constructed. The
chronotyryn’s dual brain and dual voice boxes make it
especially eerie: Its two voices often carry on simultaneous
conversations, and at other times, it seems to provide an
echo for its own voice.

Chronotyryns are believed to be native to Acheron,
although the creatures have scattered across the planes of
existence. Hoarders of knowledge, most chronotyryns do
not willingly share any information. Their nests are built in
secret, out-of-the-way places, and they usually consist of a
jumble of magic paraphernalia the creatures have ac-
cumulated from their victims.

Chronotyryns speak Abyssal, Infernal, Celestial, Dra-
conic, and three additional languages (often Under-
common, Giant, and Orc).

COMBAT

A chronotyryn is highly magical and capable of unleashing
tremendous forces on its foes. It is also quite arrogant. A
chronotyryn usually begins combat from a distance by
blasting at foes with its spells and perhaps a feather flurry.
If an opponent is particularly tough, it doesn't hesitate to
use its time stop ability to plant a multitude of devastating
spells and spell-like abilities on its opponent.

Dual Actions (Su): A chronotyryn has two distinct brains
and two separate voice boxes. It can take 2 rounds’ worth of
actions in any given round, as if it were two creatures. Thus, it
can use a full attack action and a double move; two full attack
actions and two

5-foot steps;

a full attack
action,

Chronotyryn
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a move action, and a spell-like ability; two spell-like abilities
and two move actions; and so on. If it is casting spells defen-
sively, the chronotyryn must make separate Concentration
checks for each spell.

Feather Flurry (Ex): Three times per day, a chronotyryn
can launch a barrage of feathers at its opponents as a ranged
attack action. This attack has a maximum range of 60 feet
with no range increment.

Sonic Screech (Su): Once per day, a chronotyryn can
propel a 20-foot burst of incredible sound against its oppo-
nents. This attack deals 8d6 points of sonic damage, or half
damage on a successful Reflex save (DC 26). The burst is
centered on the chronotyryn.

Spell-Like Abilities: At will—blink, =,
feeblemind, teleport without ervor; 3/day—
displacement, time stop; 1/day—iron body,
plane shift, temporal stasis. Caster level
20th; save DC 18 + spell level.

Spells: A chronotyryn can
cast arcane spells as a 12th-
level sorcerer (spells/day
6/8/8/8/8/6/4; spells
known 9/5/5/4/3/2/1;
save DC 18 + spell level).
Chronotyryns prefer
conjuration and transmu-
tation spells over others.
A typical spell list: 0—
dancing lights, detect poison,
flave, ghost sound, mage hand,
mending, vay of frost, read mag-
ic, vesistance; 1st—expeditious
retreat, grease, magic missile,
obscuring mist, shield; 2nd—
cat’s grace, endurance, fog cloud,
Melf’s acid arrow, web; 3rd—
displacement, lightning bolt,
sleet storm, slow; 4th—Evard’s
black tentacles, ice storm,
invisibility; Sth—cloudkill, hold = 58
monster; 6th—disintegrate. ™ 4

chronotyryn’s feathers are composed of an ™
adamantine alloy. This provides the creature with the ab111ty
to damage foes with its feathers (see feather flurry, above).

Detect Magic (Su): A chronotyryn can produce a detect
magic effect (caster level 20th) at will.

Knowledgeable (Ex): A chronotyryn makes Knowledge
checks for any Knowledge skills as if it had a minimum of
10 ranks in that skill. To surpass the 10-rank minimum,
the chronotyryn must assign more than 10 ranks to the skill
as normal.

Skills: A chronotyryn has a +10 racial bonus on Spot
checks.

CHWIDENCHA
Large Aberration

Hit Dice: 12d8+60 (114 hp)

Initiative: +7

Speed: 30 ft., burrow 30 ft.

AC: 21 (1 size, +3 Dex, +9 natural), touch 12, flat-footed 18

Base Attack/Grapple: +9/+19

Attack: Leg rake +15

Full Attack: 4 leg rakes +15

Damage: Leg rake 1d6+6/19-20

Face/Reach: 10 ft./5 ft.

Special Attacks: Constrict 3d6+9, improved grab

Special Qualities: Darkvision 60 ft., leg regeneration,

sonic vulnerability, tremorsense 60 ft.

Saves: Fort +11, Ref +9, Will +11

, Abilities: Str 22, Dex 17, Con 20, Int 3,

Wis 16, Cha 3

Skills: Climb +9, Hide +3, Listen +6,

Move Silently +6, Spot +6

Feats: Great Fortitude, Improved
Critical (leg rake), Improved
Initiative, Lightning Reflexes,

" \Weapon Focus (leg rake)

ground
rganization: Solitary, cluster
(2-5), or colony (11-20)
Challenge Rating: 9
Treasure: —
Alignment: Always neutral
Advancement: 13-18 HD
(Large); 19-36 HD (Huge)

Chwidenchas (commonly called
“spider leg horrors” by surface
dwellers) are created when drow
fail one of the many tests set by

their deity Lolth, the Spider Queen.

Chwidenchas lurk in caverns deep

beneath the earth; they are nearly

mindless beasts that search out prey

. to strangle and devour.

A chwidencha appears to be a
writhing mass of flexible, hairy
spider legs. Bach leg ends in a sharp tip,
and one side is covered in thornlike hair, which allows
the limb to rip through flesh and bone with ease. The
creature does have a central body buried deep under its
dozens of limbs, though the body is usually seen only
after the creature has been killed. A chwidencha moves
in a skittering undulation and can crawl up walls or
burrow through earth with ease.
Chwidenchas hunt down any living creature, but they
particularly despise drow, who have cast them out of soci-
ety just as the drow have done with driders. Some evil

Chwidencha




races capture groups of chwidenchas and place them in
metal-lined pits, using them to dispose of waste, carcasses,
and the occasional prisoner or criminal.

Chwidenchas are very sensitive to sound and particularly
vulnerable to sonic attacks. They flee from loud, high-
pitched noises. They understand Undercommon, but they
do not speak it.

COMBAT

A chwidencha lurks in the darkness and uses its tremor-
sense to notify it of approaching prey. It usually hides
beneath a layer of earth, then crawls out and grapples an
opponent. It takes several hours for a chwidencha to devour
its victim, so it usually drags the body off to some safe place
to consume it.

Constrict (Ex): With a successful grapple check, a
chwidencha can crush a grabbed opponent, dealing 3d6+9
points of bludgeoning damage.

Improved Grab (Ex): If a chwidencha hits an opponent
that is at least one size category smaller than itself with at
least two leg rake attacks, it deals normal damage and
attempts to start a grapple as a free action without provok-
ing an attack of opportunity (grapple bonus +19). If it gets a
hold, it also constricts on the same round. Thereafter, the
chwidencha has the option to conduct the grapple nor-
mally, or simply use its legs to hold the opponent (20
penalty on grapple check, but the chwidencha is not con-
sidered grappled). In either case, each successful grapple
check it makes during successive rounds automatically
deals rake and constrict damage.

Leg Regeneration (Ex): Foes can attack a chwiden-
cha’s legs, but only when those appendages are actually
holding an opponent. A leg has an AC of 19 (touch 12)
and can withstand 20 points of damage. The loss of a leg
does not harm the creature (that is, the damage does not
apply against its hit point total), and the
chwidencha regrows the limb within %

a day.

Tremorsense (Ex): A
chwidencha can auto-
matically sense the loca-
tion of anything
within 60 feet that
is in contact with
the ground.

Crawling
head

CRAWIING HEAD
Huge Undead

Hit Dice: 28d12 (182 hp)

Initiative: +6

Speed: 20 ft., climb 20 ft.

AC: 12 (-2 size, —2 Dex, +6 natural), touch 8, flat-footed 12

Base Attack/Grapple: +14/+32

Attack: Bite +23 melee

Full Attack: Bite +23 melee and 4 tentacles +17 melee

Damage: Bite 2d6+10/19-20, tentacle 1d8+5

Face/Reach: 15 ft./10 ft.

Special Attacks: Cacophony, constrict 1d8+5, improved
grab, spell-like abilities, vorpal bite

Special Qualities: Absorb head, DR 35/+4, electricity
immunity, sonic immunity, SR 31, true seeing, undead
traits, water vulnerability

Saves: Fort +9, Ref +7, Will +20

Abilities: Str 30, Dex 7, Con —, Int 20, Wis 19, Cha 25

Skills: Climb +49, Concentration +38, Knowledge
(arcana) +36, Knowledge (religion) +36, Search +36,
Spellcraft +38 (+40 deciphering scrolls), Spot +35,
Survival +4 (+6 following tracks), Use Magic Device
+38 (+40 scrolls)

Feats: Cleave, Expertise, Great Cleave, Improved
Critical (bite), Improved Disarm, Improved Initiative,
Improved Trip, Power Attack, Spell Penetration,
Weapon Focus (bite)

Climate/Terrain: Any underground or desert

Organization: Solitary

Challenge Rating: 20

Treasure: Standard, double items

Alignment: Always chaotic evil

Advancement: 29-56 HD (Huge); 57-84 HD (Gargantuan)

The crawling head is a horrifying undead monstrosity
spawned from the severed head of a giant.

A crawling head’s body is a huge,
bloated giant’s head that has grown
to enormous size. Its jaws are

overdeveloped and filled with
multiple rows of sharklike
teeth. A seething nest of
animated intestines, ar-
teries, and veins spreads
out from the head’s
neck, allowing the crea-
ture to slither across any
surface (even vertical
ones) with surprising
and disturbing
grace. The crea-
ture’s body is
studded with
numerous
severed heads
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CRYPT THING

that it has swallowed, each one trapped in a sac just beneath
the surface of the creature’s translucent skin.

An overconfident necromancer who was quickly slain by
his own creation created the original crawling head ages
ago. Since then, crawling heads have been slowly increasing
in number in areas frequented by giants and their ilk.

A crawling head can speak Common and Giant.

COMBAT

A crawling head uses its spells to soften up enemies before
wading in to finish the job with its vicious bite and its tenta-
cles. Most crawling heads take the time to establish intricate
lairs populated with magic traps and undead guardians.

Cacophony (Su): When a crawling head attacks, the heads
stored in its body screech, howl, and cry out in pain. If a
crawling head has at least ten stored heads, the horrendous
noise it makes strikes fear into nearby creatures. All creatures
within 60 feet of the crawling head must make a Will save
each round (DC 24) or cower in fear. Cowering creatures lose
their Dexterity bonus to Armor Class (if any) and can take
no actions. Foes gain a +2 bonus on their attack rolls to hit
cowering creatures. This is a sonic, mind-affecting effect.

Constrict (Ex): With a successful grapple check, a crawl-
ing head can crush a grabbed opponent, dealing 1d8+5
points of bludgeoning damage.

Improved Grab (Ex): If a crawling head hits an oppo-
nent that is at least one size category smaller than itself
with a tentacle attack, it deals normal damage and
attempts to start a grapple as a free action without provok-
ing an attack of opportunity (grapple bonus +32). If it gets
a hold, it also constricts on the same round. Thereafter, the
crawling head has the option to conduct the grapple nor-
mally, or simply use its tentacles to hold the opponent (20
penalty on grapple check, but the crawling head is not con-
sidered grappled). In either case, each successful grapple
check it makes during successive rounds automatically
deals tentacle and constrict damage.

Spell-Like Abilities: At will—animate dead, control
undead, death knell, inflict serious wounds, fear, gentle repose,
shield, speak with dead; 3/day—create undead, create greater
undead, finger of death, wail of the banshee. Caster level 20th;
save DC 17 + spell level. As a free action once per round, a
crawling head can quicken one of its spell-like abilities by
absorbing one of the heads it currently stores (see the
Quicken Spell-Like Ability feat in the introduction).

Vorpal Bite (Ex): On a successful critical hit, a crawling
head’s bite attack severs the opponent’s head (if it has one)
from its body. Some creatures, such as golems and undead
other than vampires, are not affected by the loss of their
heads, but most creatures die when their heads are cut off.

Absorb Head (Su): As a free action, a crawling head can
swallow the head of a Large or smaller creature that it has
beheaded with its vorpal bite attack. On the following
round, the victim’s head becomes one of the heads stored in
the creature’s body. A crawling head can store a number of

heads equal to its Hit Dice. It can absorb one of these heads
as a free action (maximum one head per round) to quicken a
spell-like ability, to heal itself as if it had been targeted with
a harm spell, or to grant itself a +6 enhancement bonus for 1
hour to one of its ability scores. A randomly encountered
crawling head has 1d4+10 heads stored.

True Seeing (Su): A crawling head can see as if under the
effect of a true seeing spell at all times.

Undead Traits: A crawling head is immune to mind-
affecting effects, poison, sleep, paralysis, stunning, disease,
death effects, necromantic effects (unless they specifically
affect undead), and any effect that requires a Fortitude save
unless it also works on objects. It is not subject to critical
hits, subdual damage, ability damage, ability drain, or death
from massive damage. A crawling head cannot be raised,
and resurrection works only if it is willing. The creature has
darkvision (60-foot range).

Water Vulnerability (Ex): Water affects a crawling head
in the same manner that acid affects most creatures. Water
deals 1d6 points of damage to the creature per round of
exposure except in the case of total immersion (such as in a
deep pool of water), which deals 10d6 points of damage per
round. An attack with water, such as from a hurled vial or
the create water spell, counts as 1 round of exposure.

Skills: A crawling head has a +8 racial bonus on Climb
checks and can always choose to take 10 on Climb checks,
even if rushed or threatened.

CRYPT THING

Medium-Size Undead

Hit Dice: 6d12 (39 hp)

Initiative: +7

Speed: 30 ft.

AC: 17 (+3 Dex, +4 natural), touch 13, flat-footed 14

Base Attack/Grapple: +3/+3

Attack: Claw +7 melee

Full Attack: 2 claws +7 melee

Damage: Claw 1de

Face/Reach: 5 ft./5 ft.

Special Attacks: Scatter defilers

Special Qualities: Turn resistance +4, undead traits

Saves: Fort +2, Ref +5, Will +7

Abilities: Str 10, Dex 16, Con —, Int 11, Wis 15, Cha 13

Skills: Bluff +6, Diplomacy +10, Disguise +1 (+3 acting),
Escape Artist +8, Intimidate +8, Listen +7, Sense Motive
+7, Spot +8, Use Rope +3 (+5 binding)

Feats: Deflect Arrows (B), Improved Initiative, Weapon
Finesse, Weapon Focus (claw)

Climate/Terrain: Underground

Organization: Solitary

Challenge Rating: 3

Treasure: — (see text)

Alignment: Always neutral

Advancement: 7-12 HD (Medium-size); 13-18 HD (Large)




A crypt thing is a kind of undead guardian that is built to
watch over a particular site or object and deal with intruders
in a nonlethal manner.

The creature appears as nothing more unusual than a
skeletal figure in tattered robes. When active, its eyes glow
with a fierce red light. A crypt thing exists only to guard,
and it typically watches over a religious treasure, tomb, or
holy site. It normally waits in an alcove or on a chair pro-
vided for it. It speaks Common and is willing to converse
with those that do not threaten it while it tries to scare away
creatures it thinks are easily cowed.

A cleric of 14th level or higher can use the create undead
spell to create a crypt thing.

COMBAT

A crypt thing attacks only if assaulted or if it believes it can-
not drive away those that enter the place it guards. Its first
act is to use its scatter defilers ability, and then it attacks
with its claws until all its enemies are dead or fleeing. If
approached by creatures it has dispersed by its scatter
defilers ability, it attacks immediately.

Scatter Defilers (Su): Once per day a crypt thing can
target its enemies with a teleportation effect, which causes
them to be transported 10d10x10 feet in a random direc-
tion (Will DC 14 negates). Targets that fail their saves arrive
safely in the closest open space to the destination (includ-
ing shifting up or down if necessary) if a solid body occu-
pies that location. This ability affects a number of enemies
equal to the crypt thing’s Hit Dice, and all targets must be
within a 30-foot burst centered on the crypt thing. The
transported targets cannot
take any actions until
their next turn.

Crypt thing

Turn Resistance (Ex): While within 50 feet of the loca-
tion or object it guards, a crypt thing is treated as an undead
with 4 more Hit Dice than it actually has for the purpose of
turn, rebuke, command, or bolster attempts.

Undead Traits: A crypt thing is immune to mind-affect-
ing effects, poison, sleep, paralysis, stunning, disease, death
effects, necromantic effects (unless they specifically affect
undead), and any effect that requires a Fortitude save
unless it also works on objects. It is not subject to critical
hits, subdual damage, ability damage, ability drain, or death
from massive damage. A crypt thing cannot be raised, and
resurrection works only if it is willing. A crypt thing has
darkvision (60-foot range).

DARK ONES

Dark ones are a mysterious race of beings that inhabit the
Underdark. Their only contact with other races occurs when
they defend their homes and steal trinkets from enemies
under the cover of darkness.

Dark ones despise illumination of all kind and attack
anyone that uses a torch, a lantern, or a spell that creates
light. Dark ones do not molest a party of characters traveling
without the use of artificial light sources, such as through
the use of darkvision.

Dark ones speak their own language and appear to under-
stand Undercommon, although they have never been heard
to speak it.

COMBAT

Dark ones are extremely stealthy, but cowardly. They prefer
to fight under the cover of complete darkness and flee
when the odds turn against them. They are masters
of ambush and often pick off individuals from
the shadows.

Shadow Cloak (Su): Three
times per day, a dark one can wrap
itself in a cloak of shadows that

grants it concealment from its
foes. In shadows or darkness,
the shadow cloak gives the crea-
ture nine-tenths concealment

(40% miss chance for attackers).

In bright light, the shadow

cloak provides only one-half

concealment (20% miss chance).

Darkvision does not negate the

dark one’s concealment, since

the shadow cloak is formed
from magical darkness. Crea-
tures that can see in magical darkness,
such as devils, do not have a miss chance when
striking a dark one.
Sneak Attack (Ex): Anytime a dark one’s target is denied
a Dexterity bonus, or when a target is flanked by a dark
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DARK CREEPER

one, the dark one deals additional damage on a successful
melee attack. Dark creepers deal an additional 2dé points of
damage, and dark stalkers deal an additional 3dé points
of damage.

Blindsight (Ex): A dark one maneuvers and fights not
only by sight, but also by using
hearing and smell to ascertain its
surroundings. This ability enables
it to discern objects and creatures
within 60 feet. A dark one usually
does not need to make Spot or
Listen checks to notice creatures
within range of its blindsight.

Light Sensitivity (Ex): When
exposed to sunlight, or to light
equivalent to a daylight spell, a dark
one takes a —2 morale penalty on
all attacks, saves, checks, and dam-
age rolls.

Skills: When in shadowy areas, a
dark one has a +8 racial bonus on
Hide checks and a +4 racial bonus
on Move Silently checks.

Dark stalker

Small Humanoid

Hit Dice: 1d8+1 (5 hp)

Initiative: +3

Speed: 30 ft.

AC: 17 (+1 size, +3 Dex,
+2 leather armor, +1
natural), touch 14,
flat-footed 14

Base Attack/Grapple:
+0/-3

Attack: Dagger +2
melee, or dagger +2
ranged

Full Attack: Dagger +2
melee, or dagger +2
ranged

Damage: Dagger 1d4+1

Face/Reach: 5 ft./5 ft.

Special Attacks: Shadow cloak, sneak attack +2de

Special Qualities: Blindsight 60 ft., evasion, light sensi-
tivity

Saves: Fort +1, Ref +7, Will +2

Abilities: Str 12, Dex 17, Con 13, Int 10, Wis 15, Cha 10

Skills: Hide +8%, Listen +3, Move Silently +4, Sleight of
Hand +4, Spot +3, Tumble +6

Feats: Lightning Reflexes

Climate/Terrain: Any underground

Organization: Solitary, band (2-5 plus 1 dark stalker), or
tribe (20-80 plus 25 dark stalkers)

Challenge Rating: 3

Dark creeper

Treasure: Standard

Alignment: Usually chaotic neutral
Advancement: By character class
Level Adjustment: 4

Dark creepers are stunted human-
oids that lurk in the shadows and
blackness of the Underdark.

They are small and slightly built,
with pallid skin, large noses, and
sinister eyes beneath hairy brows.
Instead of feet, dark creepers have
small black hooves, though the
hooves are soft and do not make
noise on stone. They wear only
black and cover themselves com-
pletely with dark wraps, cloaks,
and turbans.

Combat
Dark creepers hide in shadows
before attacking the exposed flank
and rear of their opponent.
Evasion (Ex): If exposed to any
effect that normally allows a
Reflex save for half damage,
a dark creeper takes no
damage on a successful
saving throw.

Dark Creeper
Characters

A dark creeper’s favored
class is rogue. A dark
creeper PC’s effective char-
acter level (ECL) is equal to
its class level + 4. Thus, a
1st-level dark creeper rogue
has an ECL of 5 and is the
equivalent of a Sth-level
character.

DARK STALKER

Medium-Size Humanoid

Hit Dice: 3d8+3 (16 hp)

Initiative: +7

Speed: 30 ft.

AC: 17 (+3 Dex, +2 leather armor, +2 natural) touch 13, flat-
footed 14

Base Attack/Grapple: +2/+4

Attack: Short sword +4 melee, or javelin +5 ranged

Full Attack: Short sword +4 melee, or javelin +5 ranged

Damage: Short sword 1d6+2 plus poison, javelin 1d6+2
plus poison

Face/Reach: 5 ft./5 ft.




Special Attacks: Fog cloud, poison use, shadow cloak, sneak
attack +3de

Special Qualities: Blindsight 60 ft., light sensitivity

Saves: Fort +2, Ref +8, Will +3

Abilities: Str 14, Dex 17, Con 13, Int 13, Wis 14, Cha 16

Skills: Hide +6%, Listen +5, Move Silently +6%, Sleight of
Hand +6, Spot +5, Tumble +6

Feats: Improved Initiative, Lightning Reflexes

Climate/Terrain: Any underground

Organization: Solitary, band (1 plus 2-5 dark creepers), or
tribe (2—5 plus 20-80 dark creepers)

Challenge Rating: 4

Treasure: Standard

Alignment: Usually chaotic neutral

Advancement: By character class

Level Adjustment: 5

Dark stalkers are the enigmatic leaders of the dark ones,
although it is difficult to tell whether they actually belong to
the same race as dark creepers.

Dark stalkers appear human in almost every way, and they
stand head and shoulders above their dark creeper kin.
They have dusky skin and lack the hooves of dark creepers.
Dark stalkers cover themselves head to toe in black, somber
clothing and never willingly reveal their faces.

Combat
Dark stalkers lead dark creepers into battle, and they place
poison on their short swords to deal terrible wounds. They
use fog cloud to escape from powerful opponents.

Fog Cloud (Sp): Twice per day, a dark stalker can use fog
cloud as the spell cast by a 5th-level sorcerer.

Poison Use (Ex): Dark stalkers never risk accidentally
poisoning themselves when applying poison to a blade.
They typically use shadow essence poison (Fort DC 17, ini-
tial damage 1 point of Strength drain, secondary damage
2d6 points of Strength damage) on both their swords and
their javelins. A dark stalker usually enters combat with its
blade and four javelins coated with poison.

Dark Stalker Characters
A dark stalker’s favored class is rogue. A dark stalker PC’s
effective character level (ECL) is equal to its class level + 5.
Thus, a 1st-level dark stalker rogue has an ECL of 6 and is
the equivalent of a 6th-level character.
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DARKWEAVER

Medium-Size Aberration (Extraplanar)

Hit Dice: 9d8+9 (49 hp)

Initiative: +4

Speed: 20 ft., climb 20 ft.

AC: 26 (+4 Dex, +8 natural, +4 deflection), touch 18, flat-
footed 22

Base Attack/Grapple: +6/+9

Attack: Tentacle rake +10 melee

Full Attack: 4 tentacle rakes +10 melee and bite +5 melee

Damage: Tentacle 1d4+3, bite 1d6+3 plus Strength damage

Face/Reach: 5 ft./5 ft. (10 ft. with tentacles)

Special Attacks: Improved grab, shadow strands, spell-like
abilities, Strength damage

Special Qualities: All-around vision, cold resistance 10,
darkvision 60 ft., DR 5/+1, fast healing 3, shadow jump,
shadowstuff armor, SR 16, sunlight vulnerability, tenta-
cle regeneration

Saves: Fort +4, Ref +7, Will +9

Abilities: Str 17, Dex 18, Con 12, Int 15, Wis 16, Cha 17 2

Skills: Climb +18, Concentration +7, Hide +21, Listen +10,
Move Silently +11, Search +9, Spot +10

Feats: Alertness, Combat Reflexes, Power Attack, Weapon
Finesse

Climate/Terrain: Any land (Plane of Shadow)

Organization: Solitary or coven (2—4)

Challenge Rating: 10

Treasure: Standard

Alignment: Usually neutral evil

Advancement: 10-15 HD (Medium-size); 16—27 HD
(Large)

AIAVIMRAVA

Darkweavers are sinister and alien beings from the Plane
of Shadow that have found that the Material Plane offers
far more plentiful hunting grounds than their home. Rela-
tively new arrivals to the Material Plane, the darkweavers
seek to learn more about the Material Plane and the power
of the creatures that reside there so that they can make a
bid for control.

Few creatures that have seen a darkweaver truly under-
stand what it looks like. Every darkweaver resides in a
thicket of writhing, supernatural shadows, and a creature
must delve into the benighted depths of this darkness to
find it. At the center of this area, a curious explorer might
catch a glimpse of a spiderlike form that is wreathed in pro-
tective shifting darkness.

The true form of a darkweaver resembles a spider in only
in the vaguest fashion. Its fleshy, gray-skinned body is
divided into two segments, each with four tentacles. Clus-
ters of spiderlike eyes cover all sides of its front section,
and the underside contains a mouth with deadly fangs. A
darkweaver usually walks on all eight tentacles, but it can
rear its front section up and move about, which frees its
front tentacles to attack foes or manipulate objects.

Darkweavers speak Abyssal, Common, and Infernal.




DARKWEAVER

COMBAT

A darkweaver relies heavily on its ability to
shroud the battlefield in a web of shadow. Capable of
seeing through the shadows it creates, a darkweaver
prefers to hide in the effect and lure prey in with sugges-
tion. If prey refuses to enter the shadow strands, a dark-
weaver relies on darkness and confusion to make the creature
hesitate while it moves the area of shadow strands over it.
When a creature is close to the center of the effect, the dark-
weaver rears up and lashes out with its front four tentacles,
hoping to ensnare the foe and sap its strength.

Improved Grab (Ex): If a darkweaver hits an opponent
that is at least one size category smaller than itself with a
tentacle rake attack, it deals normal damage and attempts
to start a grapple as a free action without provoking an
attack of opportunity (grapple bonus +9). If it gets a hold, it
automatically hits with its bite, dealing 1d6+3 points of
damage and 2d4 points of Strength damage. Thereafter, the
darkweaver has the option to conduct the grapple nor-
mally, or simply use its tentacle to grapple the opponent
(—20 penalty on grapple check, but the darkweaver is not
considered grappled). In either case, each successful grapple
check it makes during successive rounds automatically
deals bite damage.

Shadow Strands (Su): At will, a darkweaver can create
an aura of weblike, supernatural, semisolid shadow that
emanates outward from it in a 60-foot spread. A dark-
weaver can see normally through the shadow strands, but
other creatures have great difficulty doing so. Each full 5
feet of shadow strands grants one-quarter concealment.
Thus, a creature in the shadow strands 10 feet away from

Darkweaver

another creature would have one-half concealment, and a
creature in the shadow strands 20 feet away would
have total concealment. A creature in the
shadow strands has no concealment from
creatures within 5 feet. Creatures with
darkvision suffer these effects, and the
shadow strands even baffle blindsight,
but true seeing allows a creature to see
normally through them.
Any creature that enters this area
can freely move toward the dark-
weaver, but any attempt to move in any
other direction is resisted by the semi-
solid shadow strands. A creature attempt-
ing to move in such a fashion must
make a Strength check or an Escape
Artist check; the creature can
move away from the darkweaver 5
feet for each full 5 points by which
the check result exceeds 10. If a
creature is adjacent to the darkweaver
(within 5 feet), it can move freely so long
as it remains adjacent to the darkweaver. A
creature protected by a freedom of movement
spell is immune to the constraining effects of the
shadow strands.

The darkweaver can move about as it wishes and bring
the area of shadow strands with it. Creatures are not
affected by the darkweaver’s moving the strands, but the
direction toward the darkweaver will likely change.

Creatures within the strands do not need to guess in
which direction the darkweaver lies; it becomes immedi-
ately obvious when they try to move away and the
shadow strands snarl and twist to block all other routes.
When a creature without freedom of movement attempts to
move against the strands, the darkweaver is immediately
aware of its location even if it cannot see the creature due
to invisibility.

Darkweavers are immune to other darkweavers’ shadow
strands and can see through them.

Spell-Like Abilities: 3/day—confusion, darkness, sugges-
tion, tongues, web; 1/day—shadow walk. Caster level 13th; save
DC 13 + spell level.

Strength Damage (Su): Any creature bitten by a dark-
weaver takes 2d4 points of Strength damage (or 4d4 points
on a critical hit). Darkweavers “eat” by sapping a victim's
strength.

All-Around Vision (Ex): A darkweaver can see in all
directions at once. Because of this, it has a +4 racial bonus on
Search and Spot checks, and it cannot be flanked.

Fast Healing (Ex): As long as it has at least 1 hit point, a
darkweaver regains lost hit points at the rate of 3 per round.
Fast healing does not restore hit points lost from starvation,
thirst, or suffocation, and it does not allow a darkweaver to
regrow or reattach lost body parts.




Shadow Jump (Su): A darkweaver can travel between
shadows as if by means of a dimension door. The limitation is
that the magical transport must begin and end in an area
with at least some shadow. The darkweaver can shadow
jump up to a total of 320 feet per day; this amount can be
split up among many jumps in 10-foot increments. Thus, a
darkweaver that shadow jumps 35 feet would use up 40 feet
of its shadow jump limit for the day.

A darkweaver in its shadow strands always has enough
shadow to jump from unless a light source as bright as a day-
light spell is brought within 5 feet of it.

Shadowstuff Armor (Su): A darkweaver is shrouded in
a semisolid armor of shadowstuff that grants it a +4 deflec-
tion bonus to Armor Class and a +10 circumstance bonus
on Hide checks (included in the statistics above). The
shadowstuff armor does not provide concealment, nor
does it provide the requisite shadows to make a shadow
jump. This armor disappears in an antimagic field, but it
returns as soon as the darkweaver is out of the field.

Sunlight Vulnerability (Ex): When exposed to sunlight
or to light equivalent to a daylight spell, a darkweaver takes a
—2 morale penalty on all attacks, saves, checks, and damage
rolls. In addition, it does not regain hit points from its fast
healing ability.

A darkweaver’s shadow strands provide the creature
with total concealment from light that is outside the
shadow strands’ area. Any magical light source within
the shadow strands must be within 5 feet of the dark-
weaver to affect it because of the concealment the
shadow strands provide.

Tentacle Regeneration (Ex): Foes can attack a dark-
weaver’s tentacles, but only when those appendages are
actually holding an opponent. A tentacle has an AC of 27
(touch 19) and can withstand 20 points of damage. The loss
of a tentacle does not harm the creature
(that is, the damage does not apply
against its hit point total),
and it regrows
the limb
within
aday.

Skills: A darkweaver has a +8 racial bonus on Climb checks
and can always choose to take 10 on Climb checks, even if
rushed or threatened.

Darkweaver Society

Darkweavers are loners by nature, but they often keep dan-
gerous predators as “pets” When a darkweaver saps all of a
creature’s strength (reducing its Strength score to 0 and ren-
dering it helpless), it often carries the creature away and
locates a large carnivore or a tribe of evil creatures willing to
eat its catch. The darkweaver then ensnares the predator in
its shadow strands, forcing the predator to move toward it.
When it comes close, the darkweaver drops its still-living
prey as a reward and steps back, allowing the creature to feed
on the weakened foe. The darkweaver repeats this activity
several times until the predator comes to rely on it for food
and views it as an ally. The darkweaver’s tongues and sugges-
tion abilities often help to cement this relationship. Dark-
weavers' lairs are often guarded by such predators, and it
isn't unknown for a tribe of predatory creatures, such as
trolls, to come to worship a darkweaver and aid it as it pur-
sues its dreams of dominance over others.

DEATH DOG

Medium-Size Magical Beast
Hit Dice: 2d10+4 (15 hp)
Initiative: +2
Speed: 50 ft.
AC: 15 (+2 Dex, +3 natural), touch 12, flat-footed 13
Base Attack/Grapple: +2/+4
Attack: Bite +5 melee
Full Attack: 2 bites +5 melee
Damage: Bite 1d6+2
Face/Reach: 5 ft./5 ft.

Special Attacks: Disease, trip
Special Qualities:
Darkvision 60 ft., low-
light vision, scent
Saves: Fort +5, Ref +5,
Will +1

Abilities: Str 14, Dex

15, Con 14, Int 4, Wis
13,Cha 7
Skills: Hide +3, Listen
+6, Move Silently +4, Spot +4
Feats: Weapon Focus (bite)
Climate/Terrain: Any desert, hill,
plains, mountains, or underground
Organization: Solitary or pack (5-12)
Challenge Rating: 2

Treasure: —

Alignment: Usually neutral evil
Advancement: 3 HD (Medium-size); 4—6

HD (Large)

Death dog
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Thought by some to be descendants of the mythical three-
headed dog Cerberus, death dogs certainly don't take well to
guard duty. The dogs recognize the disconcerting effect
their two heads have on would-be prey and use that fear to
their advantage. Nighttime or underground hunters, death
dogs are roughly the size of large wolves, covered in thick
black or dark gray fur that enables them to blend into the
dark. Death dogs are ruthless predators. Those who travel in
their territory learn to listen for the double bark that heralds

subraces of demodands live on Carceri, and perhaps on
other planes as well, but the farastus, kelubars, and shators
are the most common.

The demodands don't restrict their activities exclusively
to Carceri. They are sometimes encountered on other planes
acting as bounty hunters in pursuit of those who have
escaped the Tarterian Depths. Such demodands still know
their fate is to return to Carceri.

They tend to pick a single opponent to harry, attempting to
trip that foe so the rest of the pack can leap in and finish the
fallen victim. Even when they’re not hungry, death dogs can
strike briefly to infect a victim with the disease they carry,
which is characterized by a yellowing of the victim’s skin
and swelling around the eyes and throat. The dogs then
withdraw and follow from a distance until they grow
hungry enough to finish the victim off.

Disease (Ex): Any creature hit by a death dog’s bite attack
must succeed on a Fortitude save (DC 13) or contract a dis-
ease. The incubation period is 1 day, and the disease deals
1d4 points of Strength damage and 1d3 points of Constitu-
tion damage. (See Chapter 3 of the DUNGEON MASTER's Guide
for more about diseases.)

Trip (Ex): A death dog that hits with a bite attack can
attempt to trip its opponent as a free action without
making a touch attack or provoking an attack of opportu-
nity. If the attempt fails, the opponent cannot react to trip
the death dog.

Scent (Ex): A death dog can detect approaching enemies,
sniff out hidden foes, and track by sense of smell.

Skills: Death dogs have a +4 racial bonus on Listen and
Spot checks.

DEMODAND

The prison plane of Carceri is home to many sorts of crea-
tures. Its petitioners plot endlessly to find an escape from
their hellish existence, but watchful eyes see to it that
such plots never succeed. The demodands are the self-
appointed keepers of the Carcerian population. They are the
jailers and wardens, although they themselves are mostly
prisoners of the plane as surely as the petitioners they try
to watch.

Of course, the number of petitioners on Carceri makes
the demodands’ task an impossible one, but this doesn't
trouble them. After their exile from some other plane
many millennia ago, for a reason long forgotten (although
the kelubars and shators both agree it was the fault of the
farastus), the demodands were exiled to the Tarterian
Depths of Carceri to serve a penance. Once there, they
took it upon themselves to set up an order, of sorts. Other

the demodands think it belongs there, and thus they see
that keeping it there is their duty.

Summon Demodand (Sp): Demodands can summon others
of their kind as though casting a summon monster spell, but
they have only a limited chance of success. Roll d% and
compare the result to the die range given in the demodand’s
specific description: On a failure, no demodands answer
the summons. Summoned creatures remain for 1 hour,
then return to their home on Carceri. A demodand that is
itself summoned cannot use its own summon demodand
ability for 1 hour.

% a pack’s approach. COMBAT
Y iR Demodands don’t seek trouble with visitors to Carceri. The
e 8 COMBAT problem, however, is that they do not distinguish between
s v Death dogs prefer to attack with overwhelming numbers. visitors and regular petitioners. If a creature is on Carceri,
o
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Demodand Traits

Freedom of Movement (Su): All demodands gain the
benefit of continuous freedom of movement, as the spell cast
by a 10th-level spellcaster.

Poison Immunity (Ex): All demodands are immune to
poison.

Outsider Traits: A demodand has darkvision (60-foot
range, or 120-foot range for shators). It cannot be raised
or resurrected.

FARASTU

Medium-Size Outsider (Evil, Extraplanar)

Hit Dice: 11d8+22 (71 hp)

Initiative: +5

Speed: 40 ft.

AC: 25 (+1 Dex, +14 natural), touch 11, flat-footed 24

Base Attack/Grapple: +11/+23

Attack: Claw +15 melee

Full Attack: 2 claws +15 melee and bite +10 melee

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

Face/Reach: 5 ft./5 ft.

Special Attacks: Adhesive slime, improved grab, rage,
spell-like abilities, summon demodand

Special Qualities: Acid immunity, cold resistance 10, DR
10/+1, outsider traits, poison immunity, fire resistance
10, scent, SR 23

Saves: Fort +9, Ref +8, Will +8

Abilities: Str 19, Dex 13, Con 14, Int 8, Wis 12, Cha 16

Skills: Climb +22, Concentration +13, Diplomacy +6, Hide
+12, Intimidate +16, Listen +14, Move Silently +12,




Search +10, Sense Motive +12, Spot +14, Survival +1 (+3
following tracks)
Feats: Alertness, Cleave, Improved Initiative, Power Attack
Climate/Terrain: Any land and underground (Carceri)
Organization: Solitary, team (2—4), or squad (6—10)
Challenge Rating: 11
Treasure: Standard
Alignment: Often neutral evil
Advancement: 12-22 HD (Large); 23—33 HD (Huge)

The farastus are the most common type of demodand. They
draw the most menial tasks under orders from the kelubars
and shators. Blamed for their race’s long-forgotten trans-
gression, which resulted in their banishment to Carceri, the
farastus are barely tolerated by other demodands.

Farastus stand roughly 7 feet high and weigh about 220
pounds. They have long arms and legs, and large, oblong
heads. Their bodies continually ooze a thick, black, tarlike
substance that slowly trickles down the creatures’ emaci-
ated frames.

Farastus are arrogant and cruel when not around kelubars
or shators. As occupants of the lowest rung of demodand
society, they enjoy flexing their muscles with weaker crea-
tures they know they can push around.

Farastus speak the language of demodands and Abyssal.

Combat
Farastus enjoy it when a petitioner in their “care” tries to
escape because it allows them to vent
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Farastu

their copious frustrations on the unfortunate soul. They
typically fly into a rage in the first round of combat and
then try to disarm an opponent of any weapons before
wading in with their sharp claws and large, tooth-filled
mouths. If they manage to disarm an opponent of a power-
ful weapon, they don’t hesitate to wield it themselves.

Farastus can be summoned using a summon monster IX
spell.

Adhesive Slime (Ex): The thick, tarlike slime that faras-
tus secrete acts as a powerful adhesive, holding fast creatures
or items that touch it. Farastus have a +8 racial bonus on
grapple checks and disarm checks due to their adhesive
slime. A farastu frequently chooses to grapple its foes and
then maul its enemies with natural attacks.

A weapon that strikes a farastu is stuck fast unless the
wielder succeeds on a Reflex save (DC 17). Prying off a stuck
weapon requires a Strength check (DC 17).

Lantern oil or some other flammable oil (such as
alchemist’s fire) dissolves the farastu’s adhesive slime; the
creature requires 10 minutes to renew its adhesive coating
if doused with oil. A farastu can dissolve its adhesive slime
at will, and the substance breaks down 1 minute after the
creature dies.

Improved Grab (Ex): If a farastu hits an opponent with
a claw attack, it deals normal damage and attempts to start
a grapple as a free action without provoking an attack of

opportunity (grapple bonus +23, or
+25 when raging,
including the

Shator
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DEMODAND

bonus for adhesive slime). Farastu do not have any special
ability to damage grappled opponents other than their
natural attacks, but their adhesive slime makes them very
dangerous in a grapple.

Rage (Ex): Three times per day a farastu can fly into a
frenzy, raging like a barbarian. The farastu gains a +4
bonus to Strength, a +4 bonus to Constitution, and a +2
morale bonus on Will saves, but takes a -2 penalty to
Armor Class. The following changes are in effect as long
as the rage lasts: HD 11d8+44 (93 hp); AC 23, touch 9, flat-
footed 22; Base Attack/Grapple +13/+25; Full Attack 2
claws +17 melee and bite +12 melee; Damage claw 1d4+6,
bite 1d6+4; SV Fort +11, Will +10; Str 23, Con 18; Climb
+24. The rage lasts for 7 rounds, but the farastu can end it
earlier if desired. The creature is not fatigued at the end of
its rage.

Spell-Like Abilities: At will—detect magic, clairaudience/
clairvoyance, fear, invisibility, tongues; 3/day—fog cloud, ray of
enfeeblement; 2/day—dispel magic. Caster level 11th; save DC
13 + spell level.

Summon Demodand (Sp): Once per day, a farastu can
attempt to summon 1d4 farastus with a 30% chance of suc-
cess (result of 71—100 on d%).

Scent (Ex): A farastu can detect approaching enemies,
sniff out hidden foes, and track by sense of smell.

Skills: A farastu’s adhesive slime gives it a +8 racial bonus
on Climb checks.

KELUBAR

Medium-Size Outsider (Evil, Extraplanar)

Hit Dice: 13d8+39 (97 hp)

Initiative: +5

Speed: 30 ft., fly 60 ft. (average)

AC: 27 (+1 Dex, +16 natural), touch 11, flat-footed 27

Base Attack/Grapple: +13/+18

Attack: Claw +18 melee

Full Attack: 2 claws +18 melee and bite +16 melee

Damage: 2 claws 1d4+5 plus acid; bite 1d6+2 plus acid

Face/Reach: 5 ft./5 ft.

Special Attacks: Acidic slime, sneak attack +4de, spell-like
abilities, stench, summon demodand

Special Qualities: Acid immunity, cold immunity, DR
15/+2, outsider traits, poison immunity, evasion, fire
immunity, SR 25, uncanny dodge

Saves: Fort +11, Ref +9, Will +10

Abilities: Str 20, Dex 13, Con 17, Int 14, Wis 15, Cha 18

Skills: Bluff +24, Concentration +19, Diplomacy +28,
Disguise +4 (+6 acting), Gather Information +6, Hide +9,
Intimidate +22, Knowledge (local) +18, Knowledge (the
planes) +18, Listen +18, Move Silently +9, Sense Motive
+22, Spot +18, Survival +2 (+4 on other planes)

Feats: Dodge, Improved Initiative, Mobility, Multiattack,
Spring Attack

Climate/Terrain: Any land and underground (Carceri)

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

Challenge Rating: 13

Treasure: Standard

Alignment: Often neutral evil

Advancement: 13-22 HD (Large); 23—39 HD (Huge)

Kelubars are the bureaucrats of demodand society. They act
as intermediaries between the shators and the farastus, as
well as supervisors of farastu squads. The slime that coats
their skin is a perfect match for their odorous personalities.

Kelubars are obese, partly because of the fairly sedentary
lives they lead. They weigh close to 500 pounds, stand about
8 feet tall, and have batlike wings with a span of almost 18
feet. Their skin is knobbed, rough, and leathery, and coated
completely by a pale green slime that gives their dark skin a
grotesque hue.

Like all demodands, kelubars revel in the subservience
of others. While they prefer exchanging words to fight-
ing, they won't hesitate to engage in battle should the
need arise.

Kelubars speak the language of demodands, as well as
Abyssal and Common.

Combat

If caught by surprise, kelubars try to negotiate their way
into a superior position, at the very least delaying opponents
with the appearance of diplomacy while they look for weak-
nesses in potential foes. In a fight, they first try to summon
reinforcements before resorting to spell-like abilities and
then melee, in that order.

Acidic Slime (Ex): The slime secreted by a kelubar adds
+1d6 points of acid damage to each of its melee attacks. On a
successful critical hit, this burst of acid deals +1d10 points of
acid damage.

Sneak Attack (Ex): Anytime a kelubar’s target is denied a
Dexterity bonus, or when a target is flanked by a kelubar,
the kelubar deals an additional 4dé points of damage on a
successful melee attack.

Spell-Like Abilities: At will—detect magic, clairaudience/
clairvoyance, fear, invisibility, Melf’s acid arrow, spider climb,
tongues; 3/day—fog cloud, ray of enfeeblement; 2/day—acid fog,
dispel magic. Caster level 13th; save DC 14 + spell level.

Stench (Ex): A kelubar’s slime reeks of filth and decay.
All creatures (except other demodands) within 30 feet of a
kelubar must succeed on a Fortitude save (DC 19) or be
overcome with nausea. This condition lasts as long as the
creature remains within the area, and for 10 rounds after
the creature leaves. A successful save means the creature is
immune to that kelubar’s stench for 1 day (but not the
stench of other kelubars).

Summon Demodand (Sp): Once per day, a kelubar can
attempt to summon 1d2 kelubars with a 40% chance of suc-
cess (result of 61—100 on d%) or 1d4 farastu with a 60%
chance of success (result of 41-100 on d%).

Uncanny Dodge (Ex): A kelubar retains its Dexterity
bonus to Armor Class even when flat-footed or struck by an




invisible attacker, and it cannot be flanked except by a rogue
of 11th level or higher. It can flank characters that also have
uncanny dodge as if it were a 7th-level rogue

Skills: Kelubars have a +4 racial bonus on Bluff, Diplo-
macy, and Sense Motive checks.

SHATOR

Large Outsider (Evil, Extraplanar)

Hit Dice: 15d8+60 (127 hp)

Initiative: +2

Speed: 30 ft., fly 70 ft. (poor)

AC: 28 (1 size, +2 Dex, +13 natural, +4 deflection), touch
15, flat-footed 26

Base Attack/Grapple: +15/+25

Attack: Huge +2 guisarme +22 melee, or claw +20 melee

Full Attack: Huge +2 guisarme +22 melee, or 2 claws +20
melee and bite +18 melee

Damage: Huge +2 guisarme 2dé6+11; claw 1d6+6; bite
2d6+3

Face/Reach: 10 ft./10 ft. (20 ft. with guisarme)

Special Attacks: Paralyzing slime, spell-like abilities,
spells, summon demodand

Special Qualities: Acid immunity, cold immunity, dark-
vision 120 ft., DR 20/+3, outsider traits, poison immu-
nity, fire immunity, immunity to mind-affecting effects,
scent, see invisibility, SR 30

Saves: Fort +13, Ref +11, Will +12

Abilities: Str 23, Dex 15, Con 18, Int 16, Wis 16, Cha 21

Skills: Bluff +20, Concentration +19, Diplomacy +24,
Disguise +20 (+22 acting), Gather Information +7, Hide
+17, Intimidate +25, Knowledge (arcana) +18,
Knowledge (local) +18, Knowledge (the planes) +18,
Listen +20, Move Silently +17, Search +17, Sense Motive
+21, Spot +20, Survival +3 (+5 following tracks or on
other planes)

Feats: Alertness, Combat Reflexes, Expertise, Improved
Trip, Multiattack, Spell Penetration

Climate/Terrain: Any land and underground (Carceri)

Organization: Solitary, team (2—4), or clique (2—4 plus
6—10 farastus and 4—6 kelubars)

Challenge Rating: 16

Treasure: Double standard

Alignment: Often neutral evil

Advancement: 16-22 HD (Large); 23—-30 HD (Huge);
31-45 HD (Gargantuan)

The shators reside at the top of demodand society. If the
farastus are the prison guards of Carceri, the shators are
the wardens. Unusually cruel, shators secretly hope those
that are bound to the plane will attempt to escape, just so
they can hunt the escapees down.

Shators are obese and disgusting. They stand 10 feet tall
and weigh nearly 700 pounds. Large, batlike wings sprout
from their backs, and pale slime drips from the corners of
their froglike, fanged mouths, as well as from their skin.

Shators make all the decisions about whether to pursue
Carcerian fugitives, using their innate planeshifting abil-
ity to send demodands out as bounty hunters to bring
escapees back. They constantly plot against other Carcer-
ian factions, hoping to extend the demodands’ influence.
Shators rarely trust one another, preferring to work
through their lackey contingents of farastus and kelubars,
but several will band together if a common obstacle pres-
ents itself.

Shators speak the language of demodands, as well as
Abyssal, Infernal, and Common.

Combat

Shators are usually accompanied by groups of farastu and
kelubar toadies. This retinue often enables a shator to stay
out of combat if it desires. Shators prefer to use their spells
and spell-like abilities from a distance, and can spit their
paralyzing slime as a ranged attack. If forced into melee, a
shator uses its Huge +2 guisarme to trip an opponent from
10 feet away, before following up with a free attack thanks
to its Improved Trip feat. A shator may use this tactic on
several opponents in the same round due to its Combat
Reflexes feat.

Paralyzing Slime (Ex): A shator’s slime acts as a nerve
toxin. Creatures struck in melee by a shator’s claw or bite
attack must make a Fortitude save (DC 21) or be paralyzed
for 3d6 rounds. The shator can choose to spit a globule of
slime as a ranged touch attack with a range of 30 feet, with
the same effect.

Spell-Like Abilities: At will—detect magic, clairaudience/
clairvoyance, fear, invisibility, spider climb, tongues; 3/day—
cloudkill, fog cloud, ray of enfeeblement, stinking cloud; 2/day—
dispel magic; 1/day—mass charm. Caster level 15th; save DC
15 + spell level.

Spells: A shator can cast arcane spells as an 8th-level sor-
cerer (spells/day 6/8/7/6/4; spells known 8/5/3/2/1; save
DC 15 + spell level). A typical spells known list: 0—dancing
lights, daze, flare, ghost sound, vead magic, mage hand, open/close,
ray of frost; 1st—enlarge, mage armor, magic missile, obscuring
mist, true strike; 2nd—Dbull’s strength, detect thoughts, Tasha’s
hideous laughter; 3rd—blink, fiveball; 4th—confusion.

Summon Demodand (Sp): Once per day, a shator can
attempt to summon 1d2 shators with a 30% chance of suc-
cess (result of 71—100 on d%) or either 1d4 kelubars or 1dé
farastus (shator’s choice) with a 70% chance of success
(result of 31-100 on d%).

Immunity to Mind-Affecting Effects (Ex): A shator is
immune to all spells and effects with the mind-affecting
descriptor.

Scent (Ex): A shator can detect approaching enemies,
sniff out hidden foes, and track by sense of smell.

See Invisibility (Su): This ability functions like a see
invisibility spell, except that it is always active and its range
extends to the limit of the shator’s vision.
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DEMON

The Abyss holds an incredible diversity of demons. These
evil denizens come in many forms with varied abilities.
These creatures fight and manipulate each other, each striv-
ing for personal autonomy even as they seek to subjugate
others. When not in conflict among themselves, demons
battle various forces of good as well as the lawful evil inhab-
itants of the Nine Hells.

The largest and most diverse group of demons is the
tanar'’ri, unchallenged masters of the Abyss.

COMBAT

Demons enjoy combat. Those with spell-like abilities often
use them from a distance. Many demons can create dark-
ness, so they frequently do so before joining melee.

Outsider Traits: A demon has darkvision (60-foot range).
It cannot be raised or resurrected (though a wish or miracle
spell can restore life).

In addition, all tanar’ri have the following abilities in
common.

Tanar’ri Traits: Tanar’ri can communicate telepathi-
cally with any creature within 100 feet that has a lan-
guage. A tanar’ri is immune to electricity and poison, and
it has acid resistance 20, cold resistance 20, and fire resist-
ance 20.

ALKILITH (TANAR’RI)

Medium-Size Outsider (Chaotic,
Evil, Extraplanar)

Hit Dice: 11d8+33 (82 hp)

Initiative: +7

Speed: 40 ft.

AC: 23 (+7 Dex, +6 natural),
touch 17, flat-footed 16

Base Attack/Grapple:
+11/+14

Attack: Slam +19 melee

Full Attack: 4 slams
+19 melee

Damage: Slam 1d8+3
plus acid

Face/Reach: 5 ft./5 ft.

Special Attacks: Acid,
cloudkill form, spell-
like abilities

Special Qualities:
Acid immunity,
amorphous, com-
mand ooze, DR
20/+2, immunities,
outsider traits, SR
23, summon tanar’ri,
tanar'ri traits

Saves: Fort +10, Ref

+14, Will +10 Alkilith

Abilities: Str 16, Dex 25, Con 16, Int 14, Wis 17, Cha 15

Skills: Bluff +16, Concentration +17, Diplomacy +20,
Disguise +2 (+4 acting), Escape Artist +21, Hide +21,
Intimidate +18, Listen +19, Move Silently +21, Sense
Motive +17, Spot +19, Survival +3 (+5 following tracks),
Use Rope +7 (+9 binding)

Feats: Alertness, Combat Reflexes, Weapon Finesse,
Weapon Focus (slam)

Climate/Terrain: Any land and underground (Abyss)

Organization: Solitary or gang (2—4)

Challenge Rating: 14

Treasure: Standard

Alignment: Always chaotic evil

Advancement: 12-22 HD (Large), 23—33 HD (Huge),
34—44 HD (Gargantuan), 45+ HD (Colossal)

Even among demons there are those that disgust and ter-
rify; the alkilith is one of these. A shapeless horror used
by demon lords for missions in regions most demons
would hesitate to venture into, the alkilith is despised
and feared by most other demons. Alkiliths thrive in the
foulest and most inhospitable places in the Abyss. They
are pollution and corruption made sentient and hate-
fully alive.
An alkilith appears as a shivering blob of phosphores-
cent green corruption surrounded by a cracked, leath-
ery coating that constantly oozes, secretes,
hardens, and splits open. Dark, swollen eye-
globules dot the surface of its body. Though
alkiliths are at least as large as a human,
they can shape their amorphous
bodies to fit through cracks as
small as 1 inch wide.

Combat
Despite their gelatinous
shape, alkiliths can move
at a respectable speed.
They can attack up to
four times a round with
pseudopods of acidic
slime. These hideous
creatures take great
pleasure in corrupting
and polluting their envi-
rons, and they have been
known to ignore attackers
for a chance to corrupt a
pool of fresh water. There
seems to be no upper
limit to an alkilith’s size;
planar travelers tell sto-
ries of alkiliths the size
of lakes in the deepest
reaches of the Abyss.




Acid (Su): Anyone struck by an alkilith’s pseudopod
must make a Fortitude save (DC 18) or take an additional
1dé points of acid damage in the current round and each
of the next 1d6 rounds. Additionally, each time a character
fails a Fortitude save against
this attack, one of his items %,
is put at danger as if he had .!ﬁ.';
rolled a natural 1 on his {i"- )
saving throw (see Items
Surviving after a Saving
Throw in Chapter 10 of
the Player’s Handbook).

Cloudkill Form (Su):
As a full-round action, an
alkilith can assume the
form of a cloud of noxious
green vapor. The alkilith is
gaseous (as if it were the
target of a gaseous form

spell) in this form, and
anyone inside the cloud
suffers as if from a cloudkill
spell. Returning to its solid
form is a full-round action.
Caster level 11th; save DC
17 (also see cloudkill spell
description).

Spell-Like Abilities: At §
will—contagion, desecrate, '-I‘x\,
detect magic, dispel magic, -.}l\
enervation, hold monster, magic
circle against good, stinking ““-—-..
cloud, teleport without error "« ™W%i -

(self plus maximum load of Blood fiend
objects only), wall of ice; 3/day—cone of
cold, unholy blight. Caster level 11th; save DC 17 + spell level.

Amorphous (Ex): An alkilith is not subject to flanking or
critical hits. It is immune to poison, sleep, paralysis, stun-
ning, and polymorphing.

Command Ooze (Sp): An alkilith can control the actions of
any ooze within 60 feet as a free action. The ooze is allowed
a Will save (DC 17) to resist.

Immunities (Ex): Alkiliths are immune to harmful gases
such as the effect of a stinking cloud spell and the stench abil-
ity of a monster. They only take half damage from bludg-
eoning weapons.
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ALKILITHS AND BOOK OF VILE DARKNESS

If you are using Book of Vile Darkness in your campaign, alkiliths serve
the demon lord Juiblex. Characters with the thrall of Juiblex prestige

class can summon an alkilith using the summon major demon ability
they gain at 9th level, even though the alkilith has one more HD than
normally allowed for the use of that ability.

Summon Tanar’ri (Sp): Once per day, an alkilith may
attempt to summon 1 hezrou with a 50% chance of success
(result of 51-100 on d%).

~ BLOOD FIEND
: __ Large Undead (Extraplanar)

¥ \\L Hit Dice: 12d12 (78 hp)

."-r_" Initiative: +6
'l.; Speed: 40 ft., fly 80 ft. (perfect)
. AC: 31 (—1 size, +2 Dex, +20

natural) touch 11, flat-
footed 29
Base Attack/Grapple:
+6/+18
Attack: Claw +13 melee
Full Attack: 4 claws +13
melee and bite +8 melee
Damage: Claw 1d6+8 plus
energy drain, bite 1d8+4 plus
blood drain o
Face/Reach: 10 ft./10 ft. :
Special Attacks: Blood drain,
domination, energy drain,
spell-like abilities
Special Qualities: Acid
resistance 20, alternate form,
cold resistance 20, create

Py [/ spawn, DR 20/+2, electricity
R f, immunity, fast healing 5, fire

r_.f" /] }‘I resistance 20, gaseous form,

¥ 4 o l SR 24, turn resistance +6,

f + undead traits

Saves: Fort +4, Ref +8, Will +13
Abilities: Str 26, Dex 15, Con —, Int
17, Wis 20, Cha 21

Skills: Concentration +20, Diplomacy +7, Hide +17, Listen
+20, Move Silently +17, Search +19, Sense Motive +20,
Spot +20, Survival +5 (+7 following tracks)

Feats: Combat Reflexes, Dodge, Improved Initiative,
Lightning Reflexes, Mobility

Climate/Terrain: Any land and underground (Abyss)

Organization: Solitary, pair, or gang (3-5)

Challenge Rating: 14

Treasure: Standard

Alignment: Always chaotic evil

Advancement: 13-18 HD (Large); 19-36 HD (Huge)
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Blood fiends create more blood fiends from other
demons in a manner similar to the way vampires create
more vampires from humanoids. Their gaze can sap the
will of mortals.

A blood fiend is an ogre-sized demonic creature that
stands about 9 feet tall. Its thick, scaly hide is a deep
purple color, almost black. Each of its four strong arms
ends in a humanlike hand, each finger of which is tipped




with a claw. A blood fiend has glowing red eyes and a
wolflike muzzle lined with sharp teeth that seem too large
to fit in its mouth.

Blood fiends speak Abyssal.

Combat
A blood fiend lacks the subtlety of an ordinary vampire. It
does not hesitate to wade into melee with its four claws and
vicious bite.

Blood Drain (Su): A blood fiend sucks blood from living
victims when it hits with its bite attack. Each successful bite
attack deals 1d4 points of Constitution drain.

Domination (Su): Like a vampire, a blood fiend can
crush an opponent’s will by looking into its eyes. This attack
functions like a gaze attack, except that it is a standard
action, and creatures merely looking at the blood fiend are
not affected. Any creature within 30 feet that the blood
fiend targets for the attack falls instantly under its influence
as though by a dominate monster spell (caster level 18th; Will
save DC 21).

Energy Drain (Su): Any living creature hit by a blood
fiend’s claw attack must succeed on a Fortitude saving
throw (DC 21) or gain one negative level. For each nega-
tive level bestowed, the blood fiend heals 5 points of
damage. If the amount of healing is more than the damage
the creature has taken, it gains any excess as temporary hit
points. If the negative level has not been removed (with a
spell such as restoration) before 24 hours have passed, the
afflicted opponent must succeed on a Fortitude save (DC
21) to remove it. Failure means the opponent’s level (or Hit
Dice) is reduced by one.

Spell-Like Abilities: At will—detect good, detect magic,
teleport without ervor (self plus maximum load of objects
only); 3/day—chaos hammer, darkness, unholy blight;
1/day—nblasphemy, desecrate. Caster level 18th; save DC 15 +
spell level.

Alternate Form (Su): A blood fiend can assume the
shape of a regular or fiendish dire bat, a dire wolf, a
howler, or a nightmare as a standard action. The creature
can remain in the assumed form indefinitely.

Create Spawn (Su): An outsider of the evil subtype slain
by a blood fiend’s energy drain attack (negative levels equal
to current Hit Dice, or drained below 1st level) rises as a
blood fiend 1d4 days after death. The new blood fiend does
not have any of the abilities it had in life.

Fast Healing (Ex): A blood fiend heals 5 points of
damage per round so long as it has at least 1 hit point. Fast
healing does not restore hit points lost from starvation,
thirst, or suffocation, and it does not allow a blood fiend to
regrow or reattach lost body parts. If reduced to 0 hit
points or lower, a blood fiend automatically assumes
gaseous form and attempts to escape. Its fast healing

begins as soon as it has rested anywhere (it is not limited
to a coffin) for 1 hour. A dismissal, dispel evil, banishment,
dictum, or holy word spell cast on it while its current hit
points are below 1 destroys it utterly.

Gaseous Form (Su): At will, a blood fiend can assume
gaseous form as a standard action. This ability functions
like the gaseous form spell (caster level 5th), except that the
blood fiend can remain gaseous indefinitely and has a fly
speed of 20 feet (perfect).

Turn Resistance (Ex): A blood fiend is treated as an
undead with 6 more Hit Dice than it actually has for the pur-
pose of turn, rebuke, command, or bolster attempts.

Undead Traits: A blood fiend is immune to mind-
affecting effects, poison, sleep, paralysis, stunning, disease,
death effects, necromantic effects (unless they specifically
affect undead), and any effect that requires a Fortitude save
unless it also works on objects. It is not subject to critical
hits, subdual damage, ability damage, ability drain, or death
from massive damage. A blood fiend cannot be raised, and
resurrection works only if it is willing. A blood fiend has
darkvision (60-foot range).

Skills: A blood fiend has a +8 racial bonus on Bluff,
Hide, Listen, Move Silently, Search, Sense Motive, and
Spot checks.

KLURICHIR (TANAR'RI)

Huge Outsider (Chaotic, Evil, Extraplanar)

Hit Dice: 20d8+120 (210 hp)

Initiative: +2

Speed: 50 ft., fly 90 ft. (poor)

AC: 34 (-2 size, +2 Dex, +24 natural), touch 10, flat-
footed 32

Base Attack/Grapple: +20/+37

Attack: Huge +3 battleaxe +30 melee

Full Attack: Huge +3 battleaxe +30/+25/+20/+15 melee, or
2 pincers +25 melee and spines +20 ranged

Damage: Huge +3 battleaxe 2d8+12/19-20/x3, pincer
2d6+4, spines 2d4-+4 plus poison

Face/Reach: 15 ft./15 ft.

Special Attacks: Fear aura, improved grab, poison, rend
2de6+13, spell-like abilities, spells, summon tanar'ri, vorpal
pincers 2d6+13

Special Qualities: DR 30/+5, outsider traits, see invisibility,
SR 36, tanar'ri traits

Saves: Fort +18, Ref +14, Will +15

Abilities: Str 29, Dex 15, Con 22, Int 20, Wis 16, Cha 23

Skills: Bluff +29, Concentration +29, Diplomacy +33,
Disguise +6 (+8 acting), Hide +25, Intimidate +31,
Knowledge (any two) +28 each, Listen +27, Move
Silently +25, Search +28, Sense Motive +27,
Spellcraft +28, Spot +27, Survival +4 (+6 following
tracks)

Feats: Cleave, Great Cleave, Improved Critical (vorpal
pincers), Improved Critical (battleaxe), Multiattack,
Multiweapon Fighting, Power Attack




Climate/Terrain:
Any land and
underground
(Abyss)

Organization:
Solitary, group
(2-3), or troupe
(1 klurichir plus 2 balors,
2-3 mariliths, and 3-5 i
nalfeshnees) P

Challenge Rating: 25

Treasure: Standard coins, double goods, double items

Alignment: Always chaotic evil

Advancement: 21-30 HD (Huge); 31-60 HD

(Gargantuan)

It takes something truly horrifying to frighten the greater
demons of the Abyss. If balors do have nightmares, they can
probably be attributed to the klurichirs. Some demons say
these creatures serve as generals under the greatest Abyssal
lords. Whether that is true or not, the sight of a klurichir
sends most demons scurrying for cover.

A Klurichir stands 30 feet tall. Its broadly muscled body
is covered in skin of the blackened color normally associ-
ated with a corpse that dies due to extreme cold. Mon-
strous, red batlike wings flare from its back, and its four
arms constantly twitch and flex as if seeking fresh prey to
crush and destroy. Its face resembles a cross between a
mule and a snarling orc, and spines cover its face, neck,
and upper shoulders.

The creature’s most hideous feature is located in the
middle of its abdomen: a large, gaping mouth filled with
a slobbering tongue and rows of blunt, powerful, grind-
ing teeth. Just above this obscene maw sits a pair of mas-
sive, sharp pincers the size of large scythe blades. At rest,
the pincers slowly open and close, while the mouth rests
partially open, a slow trickle of drool leaking from its
slack lips. In battle, the pincers twitch and snap in time

Klurichir

with the klurichir's movements, while the drool-
ing mouth in the creature’s abdomen slavers, smacks,
and occasionally howls.

Klurichirs usually only appear when an Abyssal
lord has developed a personal interest in some task
and wants to ensure its completion. Totally secure in

their power, klurichirs do not hesitate to boss weaker
demons around—even balors that moved too slowly have
been known to experience the bite of a klurichir’s axe.

Klurichir speak Abyssal, Common, Celestial, Draconic,
Ignan, and Undercommon.

Combat

Klurichirs are brilliant tacticians. They prefer to let the
demons accompanying them enter melee while they
remain at the rear casting defensive spells and using their
more powerful spell-like abilities. If pressed into melee,
they wade into combat with their magic battleaxes, occa-
sionally launching a volley of spines. If one manages to grab
afoe in its lower, nonaxe-wielding hands, it holds the victim
close to its chest, so its vorpal pincers can hack at the victim’s
head. If a klurichir succeeds in lopping the head from an
opponent with its pincers, it stuffs the head and body into
the grinding mouth below without missing a beat in the
flow of battle.

Fear Aura (Su): As a free action, a klurichir can pro-
duce a fear effect. This ability functions like a fear spell
(caster level 20th; save DC 24), except that it affects all
creatures within a 30-foot radius around the klurichir.
Any creature that makes a saving throw against the effect
cannot be affected again by that klurichir’s fear aura for
one day.

Improved Grab (Ex): If a klurichir hits an opponent
that is at least one size category smaller than itself with a
pincer attack, it deals normal damage and attempts to start
a grapple as a free action without provoking an attack of
opportunity (grapple bonus +37). If it gets a hold, it draws
the grappled character toward its vorpal pincers and its

KLURICHIRS AND THE EPIC LEVEL HANDBOOK

If you are using the Epic Level Handbook in your game, you can replace
a klurichir's Cleave feat with the Multiweapon Rend epic feat.




mouth, where it can immediately attempt to attack the
opponent with its vorpal pincers attack (at a +25 attack
bonus). Thereafter, the klurichir can simply use its pincer
to hold the opponent, taking no penalty on its grapple
checks and not considered grappled itself (see Improvd
Grapple, below). Bach successful grapple check it makes
during successive rounds automatically deals pincer
damage and allows it to make a vorpal pincers attack and a
bite attack on the victim.

Improved Grapple (Ex): Normally, a creature engaged in
a grapple that does not want to be considered grappled must
take a —20 penalty on its grapple check. But the klurichir,
while grappling with its pincers, is never considered grap-
pled. It can conduct grapple attacks with its pincers nor-
mally without taking any penalties on other attacks, and it
need not take the —20 penalty on grapple checks to be con-
sidered not grappling.

Poison (Ex): A klurichir delivers its poison (Fort DC 26
negates) with each successful spine attack. Initial and sec-
ondary damage are the same (2d4 Str).

Rend (Ex): If a klurichir hits a single target with both
pincers, it latches onto the opponent’s body and tears the
flesh. This attack deals 2d6+13 points of damage. It typically
uses this ability only against Huge and larger creatures,
which it cannot grab.

Spell-Like Abilities: At will—blasphemy, deeper darkness,
desecrate, detect good, detect law, dispel good, fear, greater dispelling,
magic circle against good, mass charm, mass suggestion, pyrotech-
nics, read magic, symbol (any), telekinesis, teleport without evror
(self plus maximum load of objects only), tongues (self only),
unhallow, unholy aura, unholy blight, and wall of five; 3/day—
destruction, enervation, five storm, implosion, slay living. Caster
level 20th; save DC 16 + spell level.

Spells: A klurichir can cast arcane spells as a 10th-level
sorcerer (spells/day 6/8/8/7/6/4; spells known 9/5/4/3/
2/1; save DC 16 + spell level). Klurichirs prefer abjuration
and evocation spells above others. A typical spells known
list: 0—arcane mark, daze, disrupt undead, flave, mage hand,
open/close, prestidigitation, vay of frost, vesistance; 1st—mage
armor, magic missile, shield, shocking grasp, sleep; 2nd—
endurance, flaming sphere, Melf’s acid arrow, protection from
arrows; 3rd—fireball, haste, protection from elements; 4th—ice
storm, stoneskin; Sth—dismissal.

Summon Tanar'ri (Sp): Once per day a klurichir can auto-
matically summon 4d10 quasits, 1dé hezrous, 2 nalfeshnees,
2 glabrezus, 2 mariliths, or 2 balors (klurichir’s choice).

Vorpal Pincers (Su): A klurichir can make a vorpal
pincers attack against an opponent grappled in its pin-
cers, once each round, if it makes a successful grapple
check. Its vorpal pincers have an attack bonus of +25 and
deal 2d6+13 points of damage with a successful attack.
The pincers threaten a critical hit on a natural attack roll
of 18-20 (including both their natural sharpness and the
demon’s Improved Critical feat). On a successful critical
hit, the pincers sever the opponent’s head from its body.

Some creatures, such as many aberrations and most
oozes, have no heads. Others, such as golems and undead
creatures other than vampires, are not affected by the loss
of their heads, but most creatures die when their heads are
cut off.

See Invisibility (Su): This ability functions like a see
invisibility spell, except that it is always active and its range
extends to the limit of the klurichir’s vision.

Skills: Klurichirs have a +8 racial bonus on Intimidate
and Sense Motive checks and a +4 racial bonus on Move
Silently checks.

MAUREZHI (TANAR'RI)

Medium-Size Outsider (Chaotic, Evil, Extraplanar)

Hit Dice: 5d8+5 (27 hp)

Initiative: +2

Speed: 40 ft.

AC: 15 (+2 Dex, +3 natural) touch 12, flat-footed 13

Base Attack/Grapple: +5/+7

Attack: Bite +7 melee

Full Attack: Bite +7 melee and 2 claws +5 melee

Damage: Bite 1d6+2 plus paralysis, claw 1d4+1 plus
paralysis

Face/Reach: 5 ft./5 ft.

Special Attacks: Consume, paralysis, pounce, spell-like
abilities

Special Qualities: Assume shape, DR 10/+1, outsider
traits, SR 19, summon creatures, tanar'ri traits

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

Abilities: Str 14, Dex 15, Con 12, Int 9, Wis 12, Cha 17

Skills: Bluff +11, Diplomacy +5, Disguise +11* (+13%
acting), Hide +10, Intimidate +5, Jump +18, Listen +11,
Move Silently +10, Spot +11

Feats: Alertness, Multiattack

Climate/Terrain: Any land and underground (Abyss)

Organization: Solitary, pair, or pack (3-5)

Challenge Rating: 9

Treasure: Standard, plus consumed characters’ gear

Alignment: Always chaotic evil

Advancement: See text

Maurezhis are hideous demons that feed on corpses. Unlike
common ghouls, they can assume the forms of humanoid
creatures they consume.

In its natural form, a maurezhi strongly resembles an
ordinary ghoul. Its hunched and gaunt body has the pallor
of death. Its ears are long and pointed, and its mouth is
full of serrated teeth for rending flesh. Its elongated fin-
gers end in wicked claws, and its muscular legs, which
resemble those of a big cat, allows it to run quickly and
pounce on its prey.

Maurezhis speak Abyssal. When a maurezhi assumes
another creature’s form, it can speak any language that crea-
ture could speak. Like other tanar’ri, maurezhis can also
communicate telepathically.




Combat

In its natural form, a maurezhi pounces on its prey and tears
the flesh with its claws and teeth. It fights in a consumed
creature’s guise only if it wishes to maintain that disguise or
if it can gain some clear advantage by doing so.

Consume (Ex): When a maurezhi slays a sentient living
creature (Int 3 or higher) and consumes the body, it gains
additional power from this grisly food. It must begin eating
the corpse within 10 minutes of its death and requires 30
minutes to complete the consumption. If the maurezhi is
interrupted during this process, it can't completely consume
the corpse or gain the benefits.

A creature that has been consumed by a maurezhi
cannot be restored to life through any form
of raising or resurrection that requires
part of the corpse. A wish,
mivacle, or true resurvection
spell can restore a con-
sumed victim to life, but
there is a 50% chance that
even such powerful mag-
ic will fail.

There is no limit
to the number of
corpses a maurezhi
can consume in this
fashion, but it only
advances (see below)
by devouring the
corpses of human-
oids whose Hit Dice
or levels are at least
half its current Hit
Dice. For example, a
maurezhi of 13 Hit
Dice can only advance Maurezhi
by devouring the corpse
of a character of at least 7th level.

For each suitable humanoid corpse a maurezhi con-
sumes, its Hit Dice, natural armor bonus, Strength, Intel-
ligence, and base attack bonus each increase by +1. Its
base saving throw bonuses improve according to its new
Hit Dice. It gains additional skill points equal to 8 + its
Intelligence modifier, and it spends these additional
points on skills possessed by its victim (all of which are
treated as class skills for the maurezhi). If the added Hit
Die brings the maurezhi’s total HD to a multiple of four, it
gains a new feat as well, which it can choose from among
the feats its previous victims had, assuming that it meets
the prerequisites. In addition, the maurezhi gains access
to the memories of the creature it has consumed, can
speak any language that creature knew, and can assume
that creature’s form (see below).

The maurezhi can reach a maximum of 20 Hit Dice
through advancement. Its damage reduction, spell resist-
ance, and Challenge Rating improve based on its Hit Dice,
as shown on the table below.

Maurezhi Damage Spell

Total HD Reduction Resistance CR
5-7 10/+1 19 9
8-9 15/+1 20 10
10-14 20/+2 21 11
15-19 20/+2 22 12
20 30/+3 23 13

Paralysis (Ex): Any creature hit by a maurezhi’s claw
or bite attack must succeed on a Fortitude save (DC 10 +
1/2 maurezhi’s HD + mau-
rezhi’s Con modifier)
or be paralyzed for
1dé6+4 minutes.
Pounce (Ex): If a
maurezhi charges, it
can make a full attack
even though it has
moved.

Spell-Like Abilities:
Always active—death-
watch; at will—animate
dead, bluy, cause fear, chill

touch, death knell, hold
person, invisibility; 3/day—
fear. Caster level equals
Hit Dice; save DC 13 +
spell level.

Assume Shape (Su):
A maurezhi can take on
the appearance of any
humanoid creature whose

corpse it has consumed. This ability
function like the disguise self spell (DC 15, caster level 10th),
except that the maurezhi can remain in the chosen form
indefinitely. It can assume a new form or return to its own
as a standard action.

Summon Creatures (Sp): This ability functions like a
summon monster spell of the appropriate level, except that it
has only a limited chance of success. Once per day, a mau-
rezhi can summon 1d4 ghouls with a 100% chance of suc-
cess, or 2d4 dretches with a 60% chance of success (result of
41-100 on d%). This works like the summon tanar’ri ability of
other demons.

Skills: A maurezhi has a +8 racial bonus on Jump checks.
*When using its assume shape ability, a maurezhi receives
an additional +12 circumstance bonus on Disguise checks
(reflecting its access to the consumed form’s memories as
well as its physical alteration).
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MYRMYXICUS (TANAR’RI)

Huge Outsider (Aquatic, Chaotic, Evil, Extraplanar)

Hit Dice: 18d8+126 (207 hp)

Initiative: +2

Speed: 20 ft., fly 40 ft. (poor), swim 60 ft.

AC: 33 (-2 size, +2 Dex, +18 natural, +5 profane), touch 15,
flat-footed 31

Base Attack/Grapple: +18/+37

Attack: Huge +3 unholy scythe +27 melee

Full Attack: Huge +3 unholy scythe +27/+22/+17/+12 melee
and 3 Huge +3 unholy scythes +22 melee, or bite +25
melee and tail +25 melee and 6 tentacles +25 melee

Damage: Huge +3 unholy scythe 2d6+14/19-20/x4
(primary), Huge +3 unholy scythes 2d6+8/19—20/x4
(secondary), bite 2d8+5, tail 1d8+5, tentacle 1d6+5

Face/Reach: 15 ft./15 ft.

Special Attacks: Breath weapon, Charisma drain,
constrict 1d6+5, improved grab, spell-like abilities,
summon tanar’ri

Special Qualities: DR 30/+3, infuse scythe, outsider traits,
SR 30, tanar'ri traits, unholy ichor

Saves: Fort +18, Ref +13, Will +18

Abilities: Str 33, Dex 15, Con 24, Int 22, Wis 24, Cha 21

Skills: Bluff +26, Concentration +29, Diplomacy +30,
Disguise +5 (+7 acting), Hide +15, Intimidate +28,
Knowledge (arcana) +27, Knowledge (religion) +27,
Knowledge (the planes) +27, Listen +30, Search +27,
Sense Motive +28, Spellcraft +29, Spot +30, Survival +7
(+9 following tracks or on other planes), Swim +40

Feats: Alertness, Cleave, Improved Critical (scythe),
Multiattack, Multiweapon Fighting, Power Attack,
Weapon Focus (scythe)

Climate/Terrain: Any water (Abyss)

Organization: Solitary

Challenge Rating: 21

Treasure: Standard coins, double goods, standard items

Alignment: Always chaotic evil

Advancement: 19-25 HD (Huge); 26—48 (Gargantuan);
49-54 (Colossal)

The devastating and terrible myrmyxicuses are among the
most powerful of the tanar’ri. They are feared and respected
by most anything they encounter.

A myrmyxicus is a truly terrifying sight. Its greasy green
body is eellike, measuring nearly 25 feet in length. A tall
row of spines runs down its back, and the tip of its tail is
adorned with a slavering lamprey mouth. The myrmyxicus
has a powerfully muscled humanoid torso with four arms
arranged symmetrically around the chest. Six octopoid
tentacles are arranged in a similar manner around the crea-
ture’s waist, where its torso turns into its long eel-like tail.
The head of a myrmyxicus resembles that of a prehistoric
sea reptile, with a fanged snout and tiny black eyes, but
with the addition of three pairs of curling horns like those
of a ram.

The myrmyxicuses rule vast regions of the Abyssal
oceans from floating citadels made of millions of tons of
fish skeletons and razor-sharp shells and coral. They are
their own masters, and they never serve any other creature
for long. Many myrmyxicuses spend ages looking for ways
to transport their floating citadels into the seas of other
Abyssal layers or even other planes to expand their
enslaved empires.

Combat

Unlike most powerful tanar'ri, the myrmyxicus does not
have a huge array of spell-like powers to rely upon. Not that
it needs such powers; in combat, few creatures can match
the horrible fury of an enraged myrmyxicus. It spreads its
attacks out among any creatures it can affect, only focusing
its attacks on a single target in the rare case when it meets a
creature that poses a challenge.

Breath Weapon (Su): Once per minute, a myrmyxicus
can exhale a 40-foot cone of unholy black vapor. All crea-
tures in this area must make a Reflex save (DC 26) or
become nauseated. Good-aligned creatures take 10dé
points of unholy damage as well (this damage is halved if
the Reflex save is successful). Each round beyond the first
that a good-aligned victim remains in contact with the
vapor, he automatically takes 5d6 points of unholy
damage. The vapor remains in the area for 1dé rounds
before it dissipates.

Charisma Drain (Su): An individual struck by a
myrmyxicus’s tail attack must make a Will save (DC 24) or
permanently lose 1dé points of Charisma (twice that
amount on a critical hit). The myrmyxicus heals 5 points of
damage (10 on a critical hit) whenever it drains Charisma,
gaining any excess as temporary hit points.

Constrict (Ex): With a successful grapple check, a myr-
myxicus can constrict a grabbed opponent, dealing 1d6+5
points of bludgeoning damage.

Improved Grab (Ex): If a myrmyxicus hits an oppo-
nent that is at least one size category smaller than itself
with a tentacle attack, it deals normal damage and
attempts to start a grapple as a free action without provok-
ing an attack of opportunity (grapple bonus +37). If it gets
a hold, it also constricts on the same round. Thereafter, the
myrmyxicus has the option to conduct the grapple nor-
mally, or simply use its tentacle to hold the opponent (—20
penalty on grapple check, but the myrmyxicus is not con-
sidered grappled).

MYRMYXICUSES AND THE EPIC LEVEL
HANDBOOK

If you are using the Epic Level Handbook in your game, you can
replace a myrmyxicus’s Cleave feat with the Multiweapon Rend
epic feat.




Spell-Like Abilities: At will—cause fear,
charm person, charm monster, freedom of
movement, telekinesis, teleport without errov
(self plus maximum load of objects only),
true seeing; 3/day—rcontrol water, control
weather, greater dispelling, unholy aura,
unholy blight. Caster level 18th; save
DC 15 + spell level.

Summon Tanar'ri (Sp):
Once per day, a myr-
myxicus can attempt M
to summon either
2d6 skulvyns or 1
hezrou (myrmyxi-
cus’s choice), with a
55% chance of suc-
cess (result of 46—100 on d%).

Infuse Scythe (Su): A myr- | |
myxicus can infuse any master- —
work scythe it touches with r_?
unholy magical energies, transform-
ing it into a +3 unholy scythe as long
as the demon remains in physical 'y l Wastrilith
contact with the scythe. A myr-
myxicus may infuse up to four
scythes at a time in
this manner; most ‘i
carry four huge mas- o 88 o,
terwork scythes with - 1;-
them for this purpose. A -
The act of infusing a |
scythe is a full-round ac-
tion, and the myrmyxicus
may only infuse one scythe
at a time. f'r

Unholy Ichor (Su): =
The thick, tarlike blood '/
of a myrmyxicus sprays
upon any creature that
deals damage to the de-
mon with a melee
attack using a pierc-
ing or slashing weapon
or natural weapon. A
Reflex save (DC 26) al-
lows the attacker to
avoid the spray; other-
wise he becomes nau-
seated for 1d4 rounds.
Good-aligned crea-
tures struck by this
ichor who fail their
saves take 2dé points of
unholy damage from the ini-
tial contact.
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Skills: A myrmyxicus has a +8 racial bonus on any Swim
check to perform some special action or avoid a hazard and
can always choose to take 10 on Swim checks, even if dis-
tracted or endangered.

SKULVYN

Large Outsider (Aquatic, Chaotic, Evil, Extraplanar)

Hit Dice: 4d8+8 (26 hp)

Initiative: +3

Speed: 10 ft., swim 50 ft.

AC: 18 (1 size, +3 Dex, +6 natural), touch 12, flat-footed 15

Base Attack/Grapple: +4/+12

Attack: Bite +7 melee, or tail lash +7 melee

Full Attack: Bite +7 melee and 2 claws +5 melee, or 4 tail
lashes +7 melee

Damage: Bite 1d8+4, claw 1d6+2, tail lash 1d4+4 plus
wounding

Face/Reach: 10 ft./10 ft.

Special Attacks: Slow aura, wounding

Special Qualities: DR 10/+1, outsider traits, SR 12, scent

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

Abilities: Str 18, Dex 16, Con 15, Int 5, Wis 8, Cha 11

Skills: Hide —1%, Listen +6, Move Silently +10, Spot +6,
Swim +19

Feats: Combat Reflexes, Multiattack

Climate/Terrain: Any water (Abyss)

Organization: Solitary or school (2-12)

Challenge Rating: 4

Treasure: —

Alignment: Always chaotic evil

Advancement: 5-12 HD (Large)

The skulvyn is a bestial demon that haunts the reeking seas
of the Abyss, constantly on the hunt for prey to torment
and eat.

A skulvyn looks like a streamlined lizard with broad
clawed feet that are almost flippers. Its head is snakelike in
shape, with a wide jaw and bulging black eyes. It has four
long tails that can propel it through the water at great speed;
the razor-sharp spines on the tails make them terrible
weapons as well.

The most disturbing aspect of a skulvyn may be its
strange aura of magical energy that causes other creatures to
move and react with agonizing slowness. Skulvyns use this
aura to great advantage, remaining just out of reach of a
slowed victim while he gradually bleeds to death.

Skulvyns speak Abyssal.

Combat
Skulvyns usually hunt in schools and concentrate all of
their attacks on one target. They often swarm in to attack for
around, and then swim away to watch in glee as their victim
bleeds to death from the numerous wounds.
Skulvyns can be summoned using a summon monster IV
spell.

Slow Aura (Su): Living creatures that come within 30
feet of a skulvyn must make a Will save (DC 12) or
become slowed for 4 rounds. Skulvyns are immune to
this aura. A creature that makes a successful saving
throw is immune to that particular skulvyn’s slow aura
for one day. Creatures that come within range of a pack of
skulvyns must make one saving throw for each skulvyn
in the pack.

Wounding (Ex): Wounds resulting from a skulvyn’s tail
lash attacks bleed for an additional 1 point of damage per
round thereafter. Multiple wounds from such attacks result
in cumulative bleeding loss (two wounds for 2 points of
damage per round, and so on). The bleeding can be stopped
only by a Heal check (DC 15) or the application of any cure
spell or other healing spell.

Skills: Skulvyns have a +8 racial bonus on any Swim
check to perform some special action or avoid a hazard and
can always choose to take 10 on Swim checks, even if dis-
tracted or endangered. *They also have a +8 racial bonus on
Hide checks when in water.

WASTRILITH

Huge Outsider (Aquatic, Chaotic, Evil, Extraplanar)

Hit Dice: 15d8+60 (127 hp)

Initiative: +8

Speed: 30 ft., swim 80 ft.

AC: 25 (-2 size, +4 Dex, +13 natural), touch 12, flat-
footed 21

Base Attack/Grapple: +15/+32

Attack: Bite +22 melee

Full Attack: Bite +22 melee and 2 claws +17 melee

Damage: Bite 2d6+9, claw 2d4+4

Face/Reach: 15 ft./15 ft.

Special Attacks: Breath weapon, spell-like abilities

Special Qualities: Break summoning, cold immunity,
fire vulnerability, immunity to water, outsider traits,
SR 20, telepathy, water mastery

Saves: Fort +13, Ref +15, Will +12

Abilities: Str 29, Dex 18, Con 19, Int 14, Wis 12, Cha 19

Skills: Bluff +18, Concentration +18, Diplomacy +20,
Disguise +4 (+6 acting), Escape Artist +18, Hide +10,
Intimidate +28, Knowledge (arcana) +15, Knowledge
(the planes) +15, Listen +15, Move Silently +18,
Spellcraft +18, Spot +15, Survival +1 (+3 on other
planes), Swim +31, Use Rope +4 (+6 binding)

Feats: Combat Reflexes, Dodge, Improved Initiative,
Iron Will, Lightning Reflexes, Mobility

Climate/Terrain: Any aquatic (Abyss)

Organization: Solitary

Challenge Rating: 17

Treasure: Double standard

Alignment: Always chaotic evil

Advancement: 16-21 HD (Huge); 22-45 HD
(Gargantuan)




Wastriliths are the terrible lords of the watery parts of the
Lower Planes. Standoffish and isolated creatures, they rule
their domain with an iron fist.

A wastrilith has the appearance of a leering eel with a
humanoid torso. Its long, segmented body ends in a power-
ful tail. Its huge, bulging eyes never blink, and its mouth is
full of needle-sharp teeth.

Bullying and arrogant, wastriliths enjoy intimidating
other creatures into fealty. On the Material Plane, they
build magnificent underwater palaces as bases of opera-
tion to terrorize shipping lanes and other aquatic races.
They do not need to eat, but nevertheless relish in devour-
ing the flesh of aquatic elves, merfolk, and other intelli-
gent aquatic creatures. In addition to their murderous
habits, they encourage evil beings to become pirates and
marauders, providing what assistance they can.

Wastriliths speak Common, Abyssal, and Aquan.

Combat

Wastriliths prefer to send minions to do their fighting for
them. They typically summon a host of water-based creatures
to attack, and hurl their formidable spell-like abilities into
the fray.

Wastriliths can be summoned using a summon monster
IX spell.

Breath Weapon (Su): Cone of boiling water, 3d10 points
of damage, 60 feet, every 1d4 rounds; Reflex DC 21 half.

Break Summoning (Ex): If summoned via a summon
monster spell, a wastrilith can make an opposed Wisdom
check to break free of the summoning. If it succeeds, it then
goes on a rampage, attacking the summoner.

Spell-Like Abilities: At will—blasphemy, control water,
deeper darkness, desecvate, detect good, detect law, fear, greater
dispelling, read magic, suggestion, telekinesis, teleport without
error (self plus 50 pounds of objects only), tongues (self
only), unhallow, unholy blight, wall of ice; 3/day—symbol
(any), unholy aura. Caster level 15th; save DC 14 + spell
level.

Three times per day, a wastrilith can cast summon monster
IX as a 17th-level wizard. It can only summon aquatic and
water-based creatures, such as fiendish sharks or squids and
water elementals.

Immunity to Water (Ex): Wastriliths are immune to
attacks that are based on water.

Telepathy (Su): Wastriliths can communicate telepathi-
cally with any creature within 100 feet that has a language.

Water Mastery (Ex): A wastrilith gains a +1 bonus on
its attack and damage rolls if its opponent is touching
water.

Skills: Wastriliths have a +8 racial bonus on Intimidate
checks. They have a +8 racial bonus on any Swim check to
perform some special action or avoid a hazard and can
always choose to take 10 on Swim checks, even if dis-
tracted or endangered.

DEVA

Devas are the rank-and-file soldiers in the never-ending
war of good against evil. Proactive messengers of the
gods of weal, devas prefer to deliver their missives at
swordpoint, and they take their battles to all corners of
the multiverse. Devas most often descend from the
planes of good at the behest of their powerful sponsors.
Agents of good frequently summon them using spells
such as gate or planar ally. Rarely, devas act independ-
ently, spreading the cause with fervent application of
righteous violence.

A deva appears as a handsome human. Two beautiful
feathered wings grow from its back. Devas reluctantly
clothe themselves in simple loincloths or coverings when
traveling to the Material Plane, in deference to mortal cus-
toms. All remnants of a deva’s body, clothing, and items
vanish upon the creature’s death.

Every deva belongs to one of three orders: astral, movanic,
or monadic (astral devas appear in the Monster Manual).
Bach order is the political equal of the others, and while
squabbles of personality occasionally occur, the groups
themselves cooperate unfailingly. Devas never knowingly
negotiate with evil creatures, though nonlawful devas occa-
sionally treat with nonevil neutrals.

Devas speak Celestial, Infernal, and Draconic.

COMBAT

Devas have a number of common qualities that enable them
to act more effectively in battle.

Outsider Traits: A deva has darkvision (60-foot range). It
cannot be raised or resurrected (though a wish or miracle
spell can restore life).

In addition, all devas have the following abilities in
common.

Celestial Traits: A celestial can speak with any creature
that has a language as though using a tongues spell (caster
level 14th, always active). It is immune to petrification
attacks, and it has low-light vision, darkvision (60 feet), and
a +4 racial bonus on Fortitude saves against poison. As an
outsider, it cannot be raised or resurrected (though a wish or
mivacle spell can restore life).

Immunities (Ex): Devas are immune to acid, cold, and
electricity. Monadic devas also have fire immunity.

Protective Aura (Su): As a free action, a deva can sur-
round itself with a nimbus of light that has a radius of 20
feet. This aura acts as a double-strength magic circle against
evil and as a minor globe of invulnerability, both as cast by a sor-
cerer whose level is equal to the deva’s Hit Dice. The aura can
be dispelled, but the deva can create it again as a free action
on its next turn.




MONADIC DEVA

Medium-Size Outsider (Extraplanar, Good)

Hit Dice: 10d8+50 (95 hp)

Initiative: +7

Speed: 40 ft., fly 90 ft. (good)

AC: 25 (+3 Dex, +12 natural), touch 13, flat-footed 22

Base Attack/Grapple: +10/+15

Attack: Mace of smiting +15 melee

Full Attack: Mace of smiting
+15/+10 melee

Damage: Mace of smiting 1d8+7

Face/Reach: 5 ft./5 ft.

Special Attacks: Spell-like
abilities

Special Qualities: Celestial
traits, DR 10/+1, deliver-
ance from death,
elemental ease, immuni-
ties, outsider traits,
protective aura, SR 22,
uncanny dodge

Saves: Fort +12, Ref +10,
will +10

Abilities: Str 20, Dex 16, |
Con 20, Int 17, Wis | |
17,Cha 19 |

Skills: Balance +16, 1}
Concentration +18,
Diplomacy +19,
Knowledge (any
three) +16, Listen
+16, Move
Silently +1s,
Sense Motive -
+16, Spellcraft +16, = =
Spot +16 e

Feats: Cleave, Great
Cleave, Improved
Initiative, Power

The bulk of neutral good devas come from the ranks of
the monadics.

Monadic devas have dark brown skin, jet hair, and pierc-
ing green eyes.

Combat

While astral and movanic devas appreciate
battle, monadic devas adore it and view
combat as a welcome break from their
4 tedious watch. They prefer to charm
1 any elemental foes, and they move
in to harry enemies with powerful

* blows from a mace of smiting.
| Monadic devas can be sum-
| moned using a summon mon-

i ster IX spell.
ok Spell-Like Abilities: At
*

will—aid, charm monster
(elementals only), conse-
crate, continual flame, create
food and water, death ward,
5 detect evil, discern lies, hold
| monstey, mirror image, prayer,
protection from arvows; 3/day—
atonement, cure serious
wounds, daylight, dispel
magic, divination, ethereal
jaunt, hallow, holy aura, holy
smite, neutralize poison, plane
shift, remove curse, remove dis-
ease, remove fear; 1/day—
commune, dispel evil, raise
dead. Caster level 11th;
save DC 14 + spell level.
Deliverance from
eath (Ex): Monadic devas
areimmune toall death spellsand
magical death effects. Theyare like-
wise immune to ability damage,

Attack ability drain, and energy drain.
Climate/Terrain: Any land ’ -, | Elemental Ease (Ex):

and underground (Upper e Monadic devas are immune

Planes) = :F' it 5 "'F v N to the deleterious effects
Organization: Solitary, pair, or squad (3—6) k- \.\ e of elemental traits of air-
Challenge Rating: 12 TR . dominant, earth-dominant,

Treasure: —

Alignment: Always good (any)

Advancement: 11-20 HD (Medium-size); 21-30 HD
(Large)

By far the most stoic of their kind, monadic devas keep
an eye on the Ethereal Plane and the Elemental Planes at
the request of their heavenly masters. This assignment
has granted them heroic patience and a greater apprecia-
tion for balance than found among their counterparts.

fire—dbminant, and water-dominant
planes (see Chapter 1 of Manual of
the Planes). They can breathe in any
environment as if wearing a necklace of adaptation.

Change Shapef(Su): A monadic deva can assume the
form of any Small or Medium humanoid.

Uncanny Dodge (Ex): Devas retain their Dexterity
bonus to Armor Class even when flat-footed or struck by an
invisible attacker, and they cannot be flanked except by a
rogue of at least 14th level.




MOVANIC

Medium-Size Outsider (Extraplanar, Good)

Hit Dice: 6d8+12 (39 hp)

Initiative: +8

Speed: 40 ft., fly 90 ft. (good)

AC: 22 (+4 Dex, +8 natural), touch 14, flat-footed 18

Base Attack/Grapple: +6/+9

Attack: +1 flaming greatsword +11 melee

Full Attack: +1 flaming greatsword +11/+6 melee

Damage: +1 flaming greatsword 2d6+5 plus 1d6 fire

Face/Reach: 5 ft./5 ft.

Special Attacks: Spell-like abilities

Special Qualities: Celestial traits, DR 10/+1, divine
equilibrium, fire resistance 20, heavenly deflection,
immunities, outsider traits, protective aura, soothing
presence of nature, SR 19

Saves: Fort +7, Ref +9, Will +10

Abilities: Str 17, Dex 18, Con 15, Int 17, Wis 16, Cha 18

Skills: Balance +13, Concentration +11, Diplomacy +15,
Intimidate +13, Knowledge (any three) +12, Listen +12,
Sense Motive +12, Spellcraft +12, Spot +12

Feats: Improved Initiative, Iron Will, Weapon Focus
(greatsword)

Climate/Terrain: Any land and underground (Upper
Planes)

Organization: Solitary, pair, or squad (3—6)

Challenge Rating: 9

Treasure: —

Alignment: Always good (any)

Advancement: 7—12 HD (Medium-size); 13—18 HD
(Large)

As the most numerous and weakest of their kind, movanic
devas serve proudly as infantry against the hordes of evil.
Tasked with serving the needs of the Positive Energy Plane,
the Negative Energy Plane, and the Material Plane, some
movanic devas consider themselves more worldly than
their astral and monadic counterparts, since their travels
grant them a better grasp of mortal affairs.

Slender and exceedingly agile, movanic devas have
milky white skin and silvery hair and eyes. When at peace
among mortals, they prefer to take the form of a human-
oid or animal.

Combat
Movanic devas enjoy combat and prefer to wade into melee
with a firm grip on their +1 flaming greatswords.

Movanic devas can be summoned using a summon monster

VII spell.

Spell-Like Abilities: At will—aid, consecrate, continual flame,

create food and water, death ward, detect evil, discern lies, prayer,

protection from avrows; 3/day—atonement, bless weapon, cure sevious
wounds, daylight, divination, ethereal jaunt, hallow, holy smite, neutva-
lize poison, plane shift, remove curse, remove disease, remove fear;

1/day——commune, raise dead. Caster level 9th; save DC 14 +
spell level.

Divine Equilibrium (Ex): Movanic devas are im-
mune to the effects of negative-dominant or positive-
dominant planar energy traits (see Chapter 1 in Manual
of the Planes).

Heavenly Deflection (Su): Once per round as a free
action, a movanic deva can deflect ranged attacks and cer-
tain spells by batting them away with its +1 flaming great-
sword. When a ranged attack, ray, or single-target spell
would ordinarily hit or affect the deva, the deva can make
a Reflex saving throw against a base DC of 20. If the
ranged weapon has an enhancement bonus, the DC
increases by that amount. If the attack is from a spell, the
spell level is added to the base DC. If the deva succeeds, it
deflects the attack. Deflected spells are negated as if
counterspelled.

The deva must be aware of an attack in order to have a
chance to deflect it.

Change Shape: A movanic deva can assume the form of
any Small or Medium humanoid.

Soothing Presence of Nature (Ex): Movanic devas have
a calm spirit that is pleasing to inhabitants of the natural
world. Unless magically compelled to do so, no plant or
animal will attack a movanic deva.

DEVIL

The Nine Hells of Baator are home to many fiendishly evil
beings. The most numerous of the devils are the baatezu,
who are infamous for their strength, evil temperament, and
ruthlessly efficient organization. Among the baatezu are the
paeliryon and xerfilstyx. Though these two kinds of devils
wield terrible powers, they have different characteristics
and appearances.

COMBAT

Both the paeliryon and xerfilstyx begin battle by using
their spell-like abilities. After that, they use some of their
more specialized attacks to destroy their foes.

Baatezu Traits (Su): A baatezu sees perfectly in dark-
ness of any kind, even that created by deeper darkness
spells. It can communicate telepathically with any crea-
ture within 100 feet that has a language. A baatezu is
immune to fire and poison, and it has acid resistance 20.
A paeliryon has cold resistance 20, and a xerfilstyx has
cold immunity.

Outsider Traits: Outsiders have darkvision (60-foot
range), and they cannot be raised or resurrected (though a
wish or miracle spell can restore life).

Summon Baatezu (Sp): Once per day, a paeliryon can auto-
matically summon 4 lemures, 4 osyluths, 4 barbazu, 2
erinyes, 2 cornugons, or 2 gelugons (paeliryon’s choice).
Twice per day a xerfilstyx can automatically summon 4
lemures, 4 osyluths, 4 kytons, 4 hellcats, 2 erinyes, 2 gelu-
gons, or 2 pit fiends (xerfilstyx’s choice).



PAELIRYON (BAATEZU)

Huge Outsider (Lawful, Evil, Extraplanar)

Hit Dice: 18d8+90 (171 hp)

Initiative: +3

Speed: 40 ft., burrow 20 ft., fly 100 ft. (poor)

AC: 36 (-2 size, +3 Dex, +20 natural, +5 deflection), touch
16, flat-footed 33

Base Attack/Grapple: +18/+33

Attack: Fingernail +23 melee

Full Attack: 2 fingernails +23 melee and bite +21 melee

Damage: Fingernails 2d6+7/17-20/x3 plus deform, bite
2d8+3

Face/Reach: 15 ft./10 ft. (30 ft. with fingernails)

Special Attacks: Augmented critical, belittle, deform,
fingernails, intoxicating scent, spell-like abilities,
summon baatezu

Special Qualities: Baatezu traits, cold resistance 20,
DR 20/+3, outsider traits, scent, see invisibility, SR 32,
tongues

Saves: Fort +16, Ref +14, Will +16

Abilities: Str 25, Dex 16, Con 20, Int 18, Wis 21, Cha 21

Skills: Bluff +23, Concentration +23, Diplomacy +9,
Disguise +23 (+25 acting), Forgery +22, Gather
Information +28, Hide +13, Intimidate +25,

Knowledge (arcana) +22, Knowledge (local) +25,
Knowledge (the planes) +22, Listen +25, Move Silently
+21, Sense Motive +23, Spot +25, Survival +5 (+7 on
other planes)

Feats: Alertness, Hover, Improved Critical (fingernails),
Multiattack, Quicken Spell-Like Ability, Skill Focus
(Gather Information), Skill Focus (Knowledge [local])

Climate/Terrain: Any land and underground (Nine Hells)

Organization: Solitary, team (2—4), or troupe (2—4 plus
2-3 pit fiends, 2—6 cornugons, and 3-8 hamatulas)

Challenge Rating: 22

Treasure: Standard coins, double goods, double
items

Alignment: Always lawful evil

Advancement: 19-27 HD (Huge); 28—54
HD (Gargantuan)

Paeliryons believe that information
is the key to power. Frequently
found running extensive spy
rings on nearly every plane,
they have minions gathering
secrets wherever such informa-
tion could translate into further-
ing a paeliryon’s goals.

A paeliryon’s skin color is a
mix of sickly green and pink.
It stands nearly 20 feet high,
but its height is overshadowed
by its massive obesity. Heavy,
batlike wings sprout from its

back, and it stinks of unwashed bodies and brimstone. The
devil’s body combines elements of both male and female
anatomy. The most disturbing feature about a paeliryon,
though, is its face. The devil’s hideous visage sports an
overly wide mouth full of sharp teeth. Warts and boils
erupt all over its face, which is painted in a mockery of a
courtesan’s. Rouge is applied thickly to the paeliryon’s
cheeks, its lips shine with a waxy red sheen, and its wide,
reptilian eyes are surrounded by blue makeup. To top it all
off, a paeliryon’s long fingernails are always stained a bril-
liant red that never fades.

Rarely do denizens of the Material Plane meet a paeliryon
face to face, since these devils prefer to work from behind
the scenes, where they orchestrate tyrannical takeovers
and manipulate events through their many lackeys. Few
have successfully dealt with the vile devils. Fewer still have
survived such an encounter. When a paeliryon deems it
necessary to become involved in some scheme itself, it's
usually because some plan has gone awry, and the creature
is on the warpath.

Paeliryons speak Infernal, Celestial, Common, Under-
common, and Draconic.

Combat

A paeliryon nearly always begins a battle with one of its
many spell-like abilities. It targets ranged attackers and
spellcasters first, then hovers over landbound melee fight-
ers and uses its fingernails to deadly effect, wounding and
deforming the hardiest opponents.

Augmented Critical (Ex): A paeliryon’s fingernails
threaten a critical hit on a natural attack roll of 17-20 due to
the creature’s augmented critical ability and its Improved
Critical feat. On a successful critical hit with its fingernails,

the paeliryon deals triple damage.
Belittle (Ex): As a stan-
dard action, a paeliryon
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can belittle creatures by hurling insults and epithets that
seem to strike at the heart of its foes’ insecurities. This is a
mind-affecting effect that originates from the paeliryon
and extends outward in a 60-foot cone. All opponents
within the cone must make a Will save (DC 24) or be
stunned for 1 round. Those who succeed on their saves
but remain within the cone must continue to save each
round that the paeliryon continues to belittle them. After
being stunned, opponents become shaken for 3d4 rounds,
though they cannot be stunned again by that paerliyon for
one day.

Deform (Su): A paeliryon can twist and deform victims
struck by its fingernails. Those struck by the fingernails
must make a Fortitude save (DC 24). Success indicates the
victim takes only normal fingernail damage. Failure indi-
cates the victim takes 1d4 points of Charisma damage in
addition to normal damage.

Fingernails (Ex): A paeliryon’s fingernails are its dead-
liest weapon. It can extend them from its hands, which
enables it to attack foes up to 30 feet away with them as if it
had 30-foot reach. Those struck by a paeliryon’s fingernails
may fall prey to its deform special attack, as well as take
normal damage. A paeliryon can extend or retract its finger-
nails at will (a free action).

Intoxicating Scent (Su): Any creature that comes within
30 feet of a paeliryon must make a Will save (DC 24) or be
intoxicated by the monster’s pernicious aura. This ability
works like a mind fog spell cast by a 20th-level caster; its
effects persist as long as the victim remains within 30 feet of
the devil, plus an additional 2d6 rounds. A creature that
succeeds on its Will save against the devil’s intoxicating
scent remains immune to that paeliryon’s intoxicating scent
for one day.

Spell-Like Abilities: At will—animate dead, antilife
shell, blasphemy, charm person, create undead, desecvate, detect
chaos, detect good, detect magic, fiveball, greater dispelling,
hold monster, improved invisibility, magic circle against
good, major image, mind blank, produce flame, suggestion,
teleport without ervor (self plus maximum load of objects
only), unhallow, unholy aura, and wall of fire; 3/day—
blasphemy, enervation, meteor swarm (any), permanent image,
screen, shadow walk, symbol (any), vampiric touch; 1/day—
dictum, dispel good, forbiddance, greater command, implosion,

PAELIRYONS AND ORIENTAL ADVENTURES

If you are using Oriental Adventures in your campaign, the paeliryon
works well as a Shadowlands oni. It gains the Shadowlands subtype
while losing the Lawful subtype. Its Taint score is 12. It loses its

baatezu traits (including its fire and poison immunity and resistance to
acid) while gaining oni qualities including cold, fire, and acid resistance
10 and an alternate form ability. It also gains regeneration 3, and it
takes normal damage from jade or Kuni crystal weapons and from
honorable or blessed weapons of at least +4 enhancement.

XERFILSTYX (BAATEZU)

imprisonment, soul bind, word of recall. Caster level 20th; save
DC 15 + spell level.

Scent (Ex): A paeliryon can detect approaching enemies,
sniff out hidden foes, and track by sense of smell.

See Invisibility (Su): Paeliryons continually see invisi-
bility as the spell cast by a 20th-level sorcerer.

Tongues (Su): A paeliryon can speak with any creature
that has a language, as though using a tongues spell cast by a
20th-level sorcerer. This ability is always active.

Huge Outsider (Aquatic, Lawful, Evil, Extraplanar)
Hit Dice: 15d8+105 (172 hp)
Initiative: +5

Speed: 50 ft., burrow 20 ft., fly 60 ft. (poor), swim 60 ft. P 1

AC: 29 (-2 size, +1 Dex, +20 natural), touch 9, flat-
footed 28

Base Attack/Grapple: +15/+32

Attack: Claw +23 melee

Full Attack: 2 claws +23 melee and bite +21 melee and tail 4
+20 melee and horns +20 melee

Damage: Claw 2d4+9, bite 1d8+4, tail 1d8+4, horns 2d6+4

Face/Reach: 15 ft./15 ft.

Special Attacks: Attach, blood drain, breath weapon,
fear aura, memory theft, spell-like abilities, summon
baatezu, toss

Special Qualities: Baatezu traits, cold immunity, DR
15/+3, fast healing 5, immunities, knowledgeable,
outsider traits, SR 29

Saves: Fort +16, Ref +10, Will +14

Abilities: Str 29, Dex 12, Con 25, Int 14, Wis 20, Cha 19

Skills: Bluff +22, Concentration +25, Diplomacy +6,
Disguise +4 (+6 acting), Hide +11%, Intimidate +6,
Knowledge (arcana) +20, Knowledge (the planes) +20,
Listen +23, Move Silently +19, Search +20, Spellcraft +22,
Spot +23, Survival +5 (+7 following tracks or on other
planes), Swim +33

Feats: Improved Bull Rush, Improved Initiative,
Multiattack, Power Attack, Weapon Focus (bite), Weapon
Focus (claw)

Climate/Terrain: Any land and underground (Nine Hells)

Organization: Solitary, team (2—4), or troupe (12 plus
1-2 pit fiends, 3—4 cornugons, and 3—6 hamatulas)

Challenge Rating: 18

Treasure: Standard coins, double goods, double items

Alignment: Always lawful evil

Advancement: 16-22 HD (Huge); 23—45 HD
(Gargantuan)

Xerfilstyxes are the stealers of memories and the keepers
of thoughts. Lairing mostly on the banks of the River Styx
in Avernus, the first layer of Baator, they keep guard over
its shores.

Xerfilstyxes resemble “classic” devils from the waist up.
They have a muscular, humanoid torso and arms, and their




heads feature both a large, toothy maw and two massive
black horns that sprout from their foreheads. Their hands
have large, hooked claws, and giant blue bat wings
grow from a xerfilstyx’s back. '
From the waist down, these devils look like
giant slugs. Their lower bodies drag behind
them on the ground, leaving a thick, slippery
trail of slime wherever they go. Their skin is
a near-translucent, sickly blue. e,
Running all over their bodies, & -y i
and vividly visible beneath -}r ' -F'
their skin, are massive £ i e J
) ' o
veins that pulse red the 1
color of blood. *
Xerfilstyxes are totally mad. §§
They swim frequently in the £ *
River Styx, and the constant bom-
bardment of the memories of the
lost souls that come to Baator has long
since driven each member of the race to insanity.
They take umbrage with any creature that tries to
gain access to the river, often observing such indi- ;
viduals from a distance to gauge their strength % =8
before attacking with a furious vengeance.
Even other devils tend to
avoid xerfilstyxes, since the i _J S
xerfilstyxes’ insanity makes = =

»
them very unpredictable, espe- '1:‘:

u

cially for the lawful denizens - ,‘."- -
of Baator. . -y

Xerfilstyxes know a smat-
tering of all languages and often
switch between a long-forgotten tongue and a current lan-
guage in the middle of a sentence.

Combat

A xerfilstyx nearly always begins a battle with a barrage of
offensive spell-like abilities. It enjoys the carnage of melee,
however, and closes quickly. A xerfilstyx on Baator always
tries to draw its opponent near the River Styx so it can use its
toss ability to throw the foe into the river’s waters. Otherwise,
it brings its foul tail to bear by trying to attach it to an oppo-
nent and drain the opponent of both blood and memories.

Attach (Ex): If a xerfilstyx hits with a tail attack, the tail,
in addition to dealing normal damage, attaches to the oppo-
nent’s body. Then it draws the stuck opponent into the xer-
filstyx’s square (no attack of opportunity) unless that crea-
ture breaks free, which requires a successful Escape Artist
check (DC 30) or Strength check (DC 26). A xerfilstyx that
has attached itself to an opponent for 1 round can begin to
drain the victim’s blood and memories through a plethora of
small suckers covering its tail.

Blood Drain (Su): A xerfilstyx can suck the blood from a
living victim with tiny suckers in its tail, dealing 1d4 points
of Constitution drain each round it remains attached.
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Breath Weapon (Su): A xerfilstyx can spew forth a 50-
foot cone of scalding blood mixed with water from the River
Styx as a standard action. To use this attack, the xer-
filstyx must have drained blood from a victim
within the past day. The amount of damage
dealt depends on how many points of
Constitution it has drained within
that period of time. For each point
drained, its breath weapon deals
1d8 points of damage (maxi-
* mum 20d8 on a single use). A
xerfilstyx typically has 1d6+9
points of drained Constitu-
tion available for use as a
breath weapon when ini-
tially encountered. A suc-
cessful Reflex save (DC 24)
halves the damage. Any crea-
ture caught in the breath
weapon’s area must also
make a Will save (DC 22)

or suffer the effects of a
modify memory spell (caster
level 20th) that erases all
recollection of the en-
counter with the xerfil-
styx up until the point
just after its breath weap-
on was used. A xerfilstyx uses this
ability not only to deal damage but also to pos-
sibly end a combat that has turned against it.

Fear Aura (Su): As a free action, a xerfilstyx can produce
a fear effect. This ability functions like a fear spell (caster
level 20th; Will save DC 22), except that it affects all crea-
tures in a 30-foot radius around the xerfilstyx. Any creature
that makes a successful saving throw against the effect
cannot be affected again by that xerfilstyx’s fear aura for one
day. All baatezu are immune to the xerfilstyx’s fear aura.

Memory Theft (Su): A creature attached to a xerfilstyx’s tail
must make a Will save (DC 22) or be subject to a modify
memory spell (caster level 20th)(. This effect is identical to the
memory-altering effects of the xerfilstyx’s breath weapon.

Spell-Like Abilities: At will—blasphemy, charm person,
cone of cold, confusion, desecrate, detect good, detect magic, dispel
good, dispel magic, hold person, ice storm, improved invisibility,
legend love, magic civcle against good, major image, suggestion,
telekinesis, teleport without ervor (self plus maximum
load of objects only), unhallow, unholy aura, wall of ice;
2/day—meteor swarm, insanity, power word blind, symbol (any);
1/day—energy drain, fovesight. Caster level 20th; save DC 14 +
spell level.

Toss (Ex): After a successful charge attack, a xerfilstyx
gets a free trip attempt. If the xerfilstyx wins the opposed
Strength check during the trip attempt, instead of simply
knocking the opponent prone, it tosses the opponent into
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the air with its horns, dropping the opponent prone into any
square it threatens. This toss deals 1d6 points of falling
damage in addition to the damage that was done with the
initial charge attack. Characters with ranks in the Tumble
skill who are not flat-footed can make a Tumble check (DC
15) to avoid this damage and land on their feet.

Fast Healing (Ex): A xerfilstyx regains lost hit points at
the rate of 5 per round. Fast healing does not restore hit
points lost from starvation, thirst, or suffocation, and it does
not allow a xerfilstyx to regrow or reattach lost body parts.

Immunities (Ex): A xerfilstyx is immune to piercing
damage, cold, mind-affecting effects, and all harmful effects
of the River Styx.

Knowledgeable (Ex): Swimming for so long in the River
Styx has made xerfilstyxes some of the most knowledgeable
beings in Baator. A xerfilstyx makes Knowledge checks for
any Knowledge skills as if it had 2 minimum of 10 ranks in
that skill. To surpass the 10-rank minimum, the xerfilstyx
must assign more than 10 ranks to the skill as normal.

Skills: Xerfilstyxes have a +8 racial bonus on any Swim
check to perform some special action or avoid a hazard and
can always choose to take 10 on Swim checks, even if dis-
tracted or endangered. *A xerfilstyx has a +10 racial bonus
on Hide checks while submerged in water due to its natu-
ral coloring.

— DIRE RHINOCEROS

Huge Animal

Hit Dice: 17d8+153 (229 hp)

Initiative: +5

Speed: 30 ft.

AC: 21 (-2 size, +1 Dex, +12 natural), touch 9, flat-footed 20

Base Attack/Grapple: +12/+30

Attack: Gore +21 melee

Full Attack: Gore +21 melee

Damage: Gore 2d8+15/17-20/X3

Face/Reach: 15 ft./10 ft.

Special Attacks: Augmented critical, trample

Special Qualities: Low-light vision, scent

Saves: Fort +19, Ref +13, Will +6

Abilities: Str 30, Dex 13, Con 29, Int 2, Wis 13,
Cha 10

Skills: Hide -7, Listen +13, Spot +13

Feats: Alertness, Improved Bull Rush, Improved Critical
(gore), Improved Initiative, Lightning Reflexes, Weapon
Focus (gore)

Climate/Terrain: Temperate and cold plains or
tundra

Organization: Solitary or herd (2-12)

Challenge Rating: 9

Treasure: —

Alignment: Always neutral

Advancement: 18-34 HD (Huge); 35—-51 HD
(Gargantuan)

The dire rhinoceros is a massive, woolly creature with a
single nasal horn that often grows up to 10 feet in length.

A typical dire thinoceros grows up to 30 feet long (exclud-
ing the horn) and can weigh up to 10,000 pounds.

COMBAT

A dire rhinoceros always initiates combat with a charge
attack if it can, so that it can wade into the midst of its
enemy with its horn.

Dire rhinoceroses can be summoned using a summon
nature’s ally VII spell.

Augmented Critical (Ex): A dire rhinoceros’s gore
attack threatens a critical hit on a natural attack roll of 17-20
because of the creature’s augmented critical ability and its
Improved Critical feat. On a successful critical hit with a
gore attack, a dire thinoceros deals triple damage.

Trample (Ex): As a standard action, a dire rhinoceros can
trample opponents at least one size category smaller than
itself. This attack deals 2d12+15 points of bludgeoning
damage. A trampled opponent can attempt either an attack
of opportunity at a —4 penalty or a Reflex save (DC 28) for
half damage.

Scent (Ex): A dire rhinoceros can detect approaching
enemies, sniff out hidden foes,
and track by sense of smell.

Dire rhinoceros
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D IS EN CHANTE R A surly beast by nature, a disenchanter is constantly

Huge Magical Beast hungry. It can sense a strong magical aura from up to 10
Hit Dice: 16d10+64 (152 hp) miles away and is drawn to such an aura. The disenchanter
Initiative: +6 ignores individuals that do not radiate magic and lopes away
Speed: 30 ft. if no food is to be found, even if it is attacked.
AC: 30 (-2 size, +6 Dex, +16 natural), touch 14, flat-
footed 24 Combat
Base Attack/Grapple: +16/+37 A disenchanter is ferocious in combat, drawn to opponents
Attack: Tail slam + 21 melee, or tongue +21 melee that are loaded down with magic items. It chooses the
Full Attack: Tail slam + 21 melee, 2 hooves +15 melee, or character with the most powerful items first, grappling
tongue +21 melee with its tongue and trying to increase its strength. It some-
Damage: Tail slam 1d10+5, hoof 1d8+2, tongue see text times tries to disarm an opponent, then runs away with a
Face/Reach: 15 ft./10 ft. (15 ft. with tongue) particularly powerful item until it has been drained of all
Special Attacks: Adhesive, constrict, disenchant, drain magic before returning for more.
magic, improved grab While draining magic, a disenchanter can still attack with
Special Qualities: Darkvision 60 ft., DR 10/+1, detect its hooves and powerful tail, and it thrashes about wildly
magic, low-light vision, SR 30 while feeding. The creature often uses its tongue to grapple
Saves: Fort +14, Ref +16, Will +7 and constrict an opponent.
Abilities: Str 21, Dex 23, Con 18, Int 5, Wis 14, Cha 10 Adhesive (Ex): A disenchanter’s tongue is coated with a
Skills: Hide -2, Jump +9, Listen +7, Move Silently +11, powerful adhesive that allows it to hold creatures or items
Spot +7 fast in order to feed. This adhesive gives the disenchanter a
Feats: Improved Disarm, Improved +8 bonus on grapple checks and disarm attempts.

Constrict (Ex): With a successful grapple check, a disen-
chanter can constrict a grabbed opponent held by its
tongue, dealing 2d6+6 points of bludgeoning damage.

Detect Magic (Su): A disenchanter is always aware of any
magical auras within 60 feet, and it can instantly determine

the number, strength, and location of each aura. This ability is
: otherwise similar to the detect magic spell.

Disenchant (Su): Magic weapons
that successfully hit the disenchanter
deal normal damage, but must make
a successful Fortitude save (DC 20) or
be reduced in power. On a failed save,
the weapon permanently loses one ran-
experimentation by a group of domly determined special ability. If the
desperate generals who needed magic weapon has no more special abil-
a beast of war capable of reduc- | i  ities (or never had any), then the dis-
ing the magical strength of their ' enchanter permanently drains 1
enemies. The experiment went a _ point of its enhancement bonus.
bit too well, and numerous disen- Magic items that are disen-
chanters escaped their creators chanted in this way do not give
and now roam the wilds, searching the disenchanter temporary hit
for magic to consume. . points the way its drain magic

A disenchanter is a powerfully built ability does (see below).
quadruped with an elongated neck Drain Magic (Su): If a disen-
and head. It has a sturdy tail that ends chanter hits an opponent with its
in a knotty ball the size of a man’s head. tongue attack, it can choose to drain
Its hide is covered in silvery scales that any magic items that the opponent
glint in the sunlight. Its most impressive might have. It affects magic items in
feature is its tongue, which can extend . the following order: shield, armor,
15 feet from its mouth. This tongue helmet, item in hand, cloak, stowed or
is extremely tough and Y sheathed weapon, bracers,
flexible and is split at clothing, jewelry (including
the end. rings), and anything remaining.

Sunder, Power Attack, Weapon
Finesse, Weapon Focus (tail slam),
Weapon Focus (tongue)
Climate/Terrain: Any land and
underground
Organization: Solitary or pair
Challenge Rating: 17
Treasure: —
Alignment: Always neutral
Advancement: 17-25 HD (Huge);
26-51 HD (Gargantuan)

Disenchanters are the result of

Disenchanter




The disenchanter can choose to keep its tongue stuck to
the item until it is completely drained. Each full round
that the tongue is attached to an item, the disenchanter
drains a special ability or 1 point of enhancement bonus,
or 10 to 40 percent (1d4X10%) of any remaining charges
for charged items such as wands. For every special ability
or point of enhancement bonus that the disenchanter
drains, it gains 10 temporary hit points.
For every charge it drains, it gains 1
temporary hit point.

An opponent can attempt a
Strength check (DC 23) to pry
an item away from the disen- %
chanter’s adhesive tongue. A
disenchanter can still attack with
its hooves and tail slam while 1
attached to an item.

Improved Grab (Ex): If a disen-
chanter hits an opponent that is at least
one size category smaller than itself with a
tongue attack, it attempts to start a grapple as
a free action without provoking an attack
of opportunity (grapple bonus +37, including
the bonus from its adhesive). If it gets a hold, it also con-
stricts on the same round. Thereafter, the disenchanter
usually simply uses its tongue to hold the opponent (-20
penalty on grapple check, but the disenchanter is not
considered grappled).

_ [ETHEREAL OOZE

Huge Ooze (Extraplanar, Incorporeal)

Hit Dice: 12d10+72 (138 hp)

Initiative: —5

Speed: 15 ft.

AC: 4 (-2 size, -5 Dex, +1 deflection), touch 4, flat-footed 4,
or 3 (-2 size, —5 Dex), touch 3, flat-footed 3

Base Attack/Grapple: +9/+26

Attack: —, or slam +16 melee

Full Attack: —, or slam +16 melee

Damage: —, or slam 2d6+13 plus 3d6 acid

Face/Reach: 15 ft./10 ft.

Special Attacks: Acid, constrict, engulf, etherealize,
improved grab

Special Qualities: Blindsight 60 ft., incorporeal, mani-
festation, ooze traits

Saves: Fort +10, Ref —1, Will -1

Abilities: Str 28, Dex 1, Con 22, Int—, Wis 1, Cha 1

Climate/Terrain: Any (Ethereal Plane)

Organization: Solitary

Challenge Rating: 10

Treasure: Standard

Alignment: Always neutral

Advancement: 1318 HD (Huge); 19-36 HD
(Gargantuan)

Ethereal oozes are creatures
native to the Ethereal Plane that hunt and feed off material
beings. Their terrifying, seemingly unstoppable attacks have
given rise to countless myths about the wrath of gods and
stories of mysterious disappearances.

A typical ethereal ooze has a shape similar to that of a
gelatinous cube. It is filled with a turgid swirl of fleshy color
and the remains of its previous meals.

Combat

Much like a ghost, an ethereal ooze lurks in material form
on the Ethereal Plane until it detects a creature on the Mate-
rial Plane large enough to attract its interest (at least Small
in size). The ethereal ooze then manifests and moves toward
the creature, hoping to move over it incorporeally and
become ethereal before it can run away.

Acid (Ex): An ethereal ooze secretes a digestive acid that
dissolves flesh. Any melee hit against a creature on the Ethe-
real Plane deals acid damage.

Blindsight (Ex): An ethereal ooze’s entire body is a primi-
tive sensory organ that can ascertain prey by scent, vibration,
and sound within 60 feet. An ethereal ooze usually does not
need to make Spot or Listen checks to notice creatures within
range of its blindsight. An ethereal coze on the Ethereal Plane
can ascertain creatures and objects on the Material Plane
within 60 feet. Material objects still block sounds from the
Material Plane, and a silence spell blocks the ethereal ooze’s
perception of creatures and object on the Material Plane.

Constrict (Ex): With a successful grapple check (grapple
bonus +24), an ethereal ooze can constrict a grabbed oppo-
nent, dealing automatic slam and acid damage.
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Engulf (Ex): Although it moves slowly, an ethereal ooze
can simply mow down Large or smaller prey on the Ethereal
Plane as a standard action. It cannot make a slam attack on
the round it engulfs prey. The ethereal ooze merely has to
move over the opponents, affecting as many as it can cover.
Opponents can make opportunity attacks against the ethe-
real ooze, but if they do, they are not entitled to a saving
throw. Those who do not attempt opportunity attacks must
succeed on a Reflex save (DC 20) or be engulfed; on a suc-
cess they are pushed back or aside (opponent’s choice) as the
ethereal ooze moves forward. Engulfed creatures are subject
to the ooze’s constrict damage and are considered grappled
and trapped within its body. A creature so trapped cannot
breathe and must hold its breath or suffocate.

Etherealize (Su): After manifesting on the Material
Plane, an ethereal ooze can attempt to etherealize material
targets. To do so, it moves over them, covering as many tar-
gets of Large size or smaller as it can.These targets can make
attacks of opportunity against the ethereal ooze, but it is
incorporeal. The ethereal ooze can then make use of its ethe-
realize ability as a standard action. Creatures covered by its
body must make a Will saving throw (DC 20) or be drawn
into the Ethereal Plane inside the ethereal coze. Such a crea-
ture is then considered engulfed.

Should a victim manage to win its way free of the ethereal
ooze on the Ethereal Plane, the ooze continues to attack. Crea-
tures freed of the ooze while ethereal remain in that state, and
they must find their own way back to the Material Plane.

Improved Grab (Ex): If an ethereal ooze hits an opponent
on the Ethereal Plane that is at least one size category smaller
than itself with a slam attack, it deals normal damage and
attempts to start a grapple as a free action without provoking
an attack of opportunity (grapple bonus +26). If it gets a hold,
it constricts on the same round. Thereafter, the ethereal ooze
has the option to conduct the grapple normally, or simply use
its pseudopod to hold the opponent (~20 penalty on grapple
check, but the ethereal ooze is not considered grappled). In
either case, each successful grapple check it makes during
successive rounds automatically deals slam and acid damage.

Incorporeal Subtype: An ethereal ooze can be harmed
only by other incorporeal creatures, +1 or better magic
weapons, spells, spell-like abilities, and supernatural abili-
ties. The creature has a 50% chance to ignore any damage
from a corporeal source, except for force effects or attacks
made with ghost touch weapons. It can pass through solid
objects, but not force effects, at will. Its attacks ignore natu-
ral armor, armor, and shields, but deflection bonuses and
force effects work normally against them. An ethereal coze
always moves silently and cannot be heard with Listen
checks if it doesn’t wish to be.

Manifestation (Su): An ethereal ooze dwells on the Ethe-
real Plane. As an ethereal creature, it cannot affect or be
affected by anything in the material world (except that it can
be targeted by force effects and abjurations that originate on
the Material Plane). When an ethereal ooze manifests, it

partly enters the Material Plane and becomes visible but
incorporeal on the Material Plane. A manifested ooze
cannot harm material opponents except by using its ethere-
alize ability. A manifested ooze remains partially on the
Ethereal Plane, where is it not incorporeal. A manifested
ooze can be attacked by opponents on either the Material
Plane or the Ethereal Plane. The ethereal ooze’s incorporeal-
ity helps protect it from foes on the Material Plane, but not
foes on the Ethereal Plane.

Ooze Traits: An ethereal ooze is immune to mind-
affecting effects, poison, sleep, paralysis, stunning, and poly-
morphing. It is not subject to critical hits or flanking.

ETHERGAUNT

Travelers to the Ethereal Plane report vast fields of noth-
ingness, roiling fog cloaking a barren landscape. Some-
times, however, they come upon fantastic stone pyramids
or cyclopean menhirs topped with flashing magical flames,
relics of an ancient race. Knowledgeable scholars refer to
the fearsome creators of these structures as ethergaunts,
after their emaciated, delicate frames. An advanced culture
that abandoned the Material Plane more than 10,000 years
ago, the ethergaunts are finally coming back.

Adult ethergaunts stand 8 feet tall and resemble extraor-
dinarily thin humanoids. An ethergaunt’s long, thin arms
reach to mid-calf; each hand has three agile fingers and a
thumb. An inhuman face caps a short neck that protrudes
from the center of the creature’s chest, giving the ethergaunt
a somewhat stooped appearance. Because few creatures can
gaze upon an ethergaunt’s face without taking severe
damage to their psyches, the creatures have developed
bisected masks that serve to give them a somewhat human-
like appearance. Dozens of colorful, prehensile tendrils
emerge from behind the mask like a mane of thick, fleshy
hair. The faceplate resembles a featureless porcelain visage,
and the mask’s color reveals the ethergaunt’s role in the crea-
tures’ pragmatic society. Red ethergaunts serve the race as
scientists and explorers. White ethergaunts manage the
reds’ affairs and form the primary government of the race.
The dreaded black ethergaunts control the entire society of
ethergaunts; fewer than one hundred blacks are thought to
exist. Other colors and roles may exist.

Ethergaunts have a great disdain for the creatures that
have inhabited “their world” since their ancient departure.
They have progressed technologically and philosophically
to a point where they consider most inhabitants of the
Material Plane no more relevant than insects. While they
see themselves as beyond good and evil in the classic sense,
they are not pleased at the current infestation of their old
home, and have set upon the most devastating extermina-
tion in history.

Ethergaunts communicate with each other by wriggling
their head tendrils, which transmits a psychic “soundprint”
identifiable as language to other ethergaunts within normal




hearing range. They occasionally communicate with mem-
bers of Material Plane races by revealing their true faces to
one of the creature’s cohorts and using that dominated ally
as a psychic puppet-envoy. In such communications, the
ethergaunts refer to themselves as the khen-zai. Ethergaunts
can hear normally, despite the fact that they cannot speak.

Ethergaunts communicate with each other using their
own language, Khen-Zai, which cannot be learned by those
who lack their unique anatomy. Most know a smattering of
other languages—usually tongues plucked from the minds
of enslaved envoys. Common additional languages include
Common, Draconic, Dwarven, and Elven.

COMBAT

Though members of each ethergaunt caste have unique
individual spells and abilities, the race as a whole shares a
number of characteristics.

Enslave (Su): Three times per day, an ethergaunt can
attempt to enslave any one living creature within 30 feet.
This ability functions similarly to a dominate monster spell
(caster level 16th; Will save DC 13 for red, DC 16 for white,
and DC 20 for black ethergaunts). An enslaved creature
obeys the ethergaunt’s telepathic commands to the letter.
The subject can attempt a new Will save every day to break
free. Otherwise, the ethergaunt’s control is broken only by
the death of either the ethergaunt or the enslaved creature,
or by a remove curse or dispel magic effect, or if the ethergaunt
travels more than 1 mile from the enslaved creature or trav-
els to a different plane from the one its thrall is on.

At any given time, an ethergaunt may have one slave per
point of Charisma bonus (normally one slave for a red or
white ethergaunt or two for a black, although exceptional
individuals may be able to command more slaves).

Stupefying Gaze (Su): An ethergaunt can open and close
its vertically bisected mask as a free action, revealing a hor-
rifically alien morass of facial organs and orifices. On its
turn, the creature decides if it wants its mask open or closed.
Anyone within 30 feet of an ethergaunt with an open mask
who meets the creature’s gaze must succeed on a Will saving
throw (DC 13 for red, DC 16 for white, and DC 20 for black
ethergaunts) or immediately take 1d4 points of Intelligence,
Wisdom, and Charisma damage. A creature that successfully
saves against this effect cannot be affected by the same
ethergaunt’s stupefying gaze for one day.

Ethergaunts are immune to their own gaze attacks and to
those of others of their kind.

Immunity to Spells (Su): Ethergaunts may choose to
ignore the effects of arcane spells, just as if the spellcaster
had failed to overcome spell resistance. They have no
power over divine spells, having long ago rationalized
divinity out of their racial philosophy. Though powerful,
this ability is somewhat limited. It applies only to arcane
spells of 2nd level or lower for red ethergaunts, 4th level
or lower for white ethergaunts, and 6th level or lower for
black ethergaunts.

Material Jaunt (Su): Ethergaunts dwell on the Ethereal
Plane. While in their natural state of etherealness, they can
perceive but not affect creatures and objects on the Material
Plane. However, an ethergaunt can transport itself from the
Ethereal Plane to the Material Plane as a standard action. It
can remain on the Material Plane for up to 1 round per Hit
Die it possesses. At the end of this time, or when the ether-
gaunt chooses, it becomes ethereal again. An ethergaunt
must remain on the Ethereal Plane for at least 1 hour after a
material jaunt before it can use the ability again.

Ethergaunts who wish to remain on the Material Plane
for a longer time must use plane shift or similar magic. Most
white and black ethergaunts know the plane shift spell and
use it for this purpose.

Total Vision (Ex): An ethergaunt’s superdeveloped brain
and countless facial sensory organs allow it to discern all
objects within 40 feet, even through the mask that hides its
face. An ethergaunt usually does not need to make Spot or
Listen checks to notice creatures within range of its total
vision. A silence spell has no bearing upon an ethergaunt’s 4
total vision.
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BLACK ETHERGAUNT

Medium-Size Aberration (Extraplanar)

Hit Dice: 16d8+32 (104 hp)

Initiative: +8

Speed: 30 ft.

AC: 29 (+4 Dex, +15 natural), touch 14, flat-footed 25

Base Attack/Grapple: +12/+13

Attack: Etherblade +13 melee, or etherblade +16 ranged touch

Full Attack: Etherblade +13 melee, or etherblade +16
ranged touch

Damage: Etherblade 1d10+1, or etherblade 1de

Face/Reach: 5 ft./5 ft.

Special Attacks: Enslave, spells, stupefying gaze

Special Qualities: Darkvision 60 ft., material jaunt, immu-
nity to spells, total vision

Saves: Fort +7, Ref +9, Will +12

Abilities: Str 12, Dex 18, Con 14, Int 31, Wis 15, Cha 15

Skills: Concentration +21, Diplomacy +23, Heal +21,
Knowledge (arcana) +29, Knowledge (any three) +29,
Listen +21, Move Silently +23, Sense Motive +21,
Spellcraft +31, Spot +21

Feats: Combat Casting, Empower Spell, Exotic Weapon
Proficiency (etherblade) (B), Extend Spell, Heighten
Spell, Quicken Spell, Spell Penetration

Climate/Terrain: Any land and underground (Ethereal
Plane)

Organization: Solitary or council (1 black, 5 whites, and
12 reds)

Challenge Rating: 17

Treasure: Double standard

Alignment: Usually neutral evil

Advancement: By character class

Level Adjustment: +4




Black ethergaunts stand at the pin-
nacle of khen-zai society. Honored as
near-divine philosopher-scientists,
the black caste is credited with
advancing ethergaunt
society to its present
. state of perfection. No
f k. lesser khen-zai ques-
' * '\\ tions the will of
% a black ether-

gaunt, for to
dosois to

question
the pro-
gress of the
entire race.
By far the thin-
nest and most emaci-
ated of the ethergaunts,
blacks lack the physical
power of their underlings—
a deficiency balanced by a
brain that allows them to
outthink even the most
intelligent opponent. Their
black faceplates represent a
complete void of emotion—
the khen-zai believe that
the blacks have rid
themselves of all
emotion, thus al-
lowing them to command
the race without being clouded by weaknesses such as
regret, compassion, and mercy. Despite pretensions to the

ETHERGAUNT

Black
ethergaunt

contrary, however, most black ethergaunts possess an
abundance of selfish emotions such as greed, ambition,

and hubris.

Combat
Black ethergaunts are rarely found without a handful of
powerful slaves that serve as bodyguards. If necessary,
they sacrifice their thralls to protect themselves. Though
they are able to use etherblades, black ethergaunts con-
sider engaging in physical combat to be a sign of failure,
preferring to rely on spells or technological items such
as doubt bombs (see Ethergaunt Items, later in this
entry). They particularly hate clerics, viewing divine
. spellcasters as a threat to the khen-zai’s atheist philoso-
phy. Rather than change that philosophy, the black
ethergaunts have decided to simply eliminate the divine
spellcasters.

Spells: A black ethergaunt can cast arcane spells as a
17th-level wizard (4/7/7/6/6/6/6/3/3/2; save DC 20 + spell
level). A typical spell list: 0—daze, disrupt undead, mage hand,
resistance; 1st—endurance, expeditious retreat, hypnotism, mage

armor, magic missile (2), shield; 2nd—detect thoughts, glitter-
dust, Melf’s acid arvow, mirror image, Melf’s acid avrow, protection
from arrows, see invisibility; 3rd—dispel magic, displacement,
fiveball, haste, lightning bolt, vampiric touch; 4th—charm mon-
ster, ice storm, improved invisibility, Otiluke’s vesilient spherve,
phantasmal killey, vainbow pattern; 5th—cone of cold, dismissal,
feeblemind, mind fog (2), wall of force; 6th—Bigby’s forceful
hand, disintegrate (2), greater dispelling, mass suggestion, project
image; 7th—finger of death, plane shift, prismatic spray; 8th—
Bigby’s clenched fist, horrid wilting, sunburst; 9th—Bigby’s
crushing hand, energy drain.

RED ETHERGAUNT

Medium-Size Aberration (Extraplanar)

Hit Dice: 5d8+5 (27 hp)

Initiative: +2

Speed: 30 ft.

AC: 16 (+2 Dex, +4 natural), touch 12, flat-footed 14

Base Attack/Grapple: +3/+5

Attack: Etherblade +6 melee, or etherblade +6 ranged
touch

Full Attack: Etherblade +6 melee, or
etherblade +6 ranged touch

Damage: Etherblade 1d10+3
(melee), or etherblade
1d6 (ranged)

Face/Reach: 5 ft./5 ft.

Special Attacks:
Enslave, spells,
stupefying gaze

Special Qualities:
Darkvision 60
ft., material
jaunt, immu-
nity to spells,
total vision

Saves: Fort
+2, Ref +3,
Wwill +6

Abilities: Str
14, Dex 14,
Con 12, Int
23, Wis 15,
Cha 13

Skills: Con-
centration
+9, Heal +10,
Knowledge (ar-
cana) +14, Listen
+10, Move Silent-
ly +10, Spell-
craft +16,
Spot +10,
Survival

+10 E
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Feats: Combat Casting (B), Exotic Weapon Proficiency
(etherblade) (B), Track, Weapon Focus (etherblade)

Climate/Terrain: Any land and underground (Ethereal
Plane)

Organization: Solitary or team (1-6)

Challenge Rating: 9

Treasure: Standard

Alignment: Usually neutral evil

Advancement: By character class

Level Adjustment: +7

By far the most frequently encountered caste of ether-
gaunts, reds serve the race as scouts, trackers, and low-
level diplomats (particularly when diplomacy in
fact means exterminating natives to send a
political message). Though they hold an arro-
gant opinion of their own importance in relation
to the current residents of the Material Plane,

file of the ether legions. The fact that ether-
gaunt grunts generally are more brilliant
than the brightest human mages reveals
m}lch regard_mg khen- _
zai perspective.
Slightly shorter and
bulkier than their supe-
riors, red ethergaunts sport a
crimson faceplate that marks
them as creatures who have yet to
purge the fires of passion from their rational
minds. Accordingly, many of the more power-
ful reds view the struggle against the Mater-
ial Plane races as a battle of the cultured
against ravenous barbarians.

Combat

Red ethergaunts are adept at the use
of the etherblade, a scientific weapon
invented by the khen-zai during
their sojourn to far planes. Most
ethergaunts prefer to take potshots
with the weapon from a

safe distance instead of

engaging in melee.

Spells: A red ethergaunt can cast
arcane spells as a 9th-level wizard
(4/6/6/4/3/2; save DC 16 + spell level). A typical spell list:
0—daze, disrupt undead, mage hand, vesistance; 1st—expeditious
retreat, hypnotism, mage armov, magic missile, shield, true strike;
2nd—detect thoughts, glitterdust, Melf’s acid arrow, mirror image,
protection from arrows, see invisibility; 3rd—dispel magic, dis-
placement, tongues, vampiric touch; 4th—charm monster,
improved invisibility, Otiluke’s vesilient spheve, phantasmal killer;
5th—cone of cold, mind fog.

WHITE ETHERGAUNT
Medium-Size Aberration (Extraplanar)
Hit Dice: 11d8+22 (71 hp)
Initiative: +3
Speed: 30 ft.
AC: 23 (+3 Dex, +10 natural), touch 13, flat-footed 20
Base Attack/Grapple: +8/+9
Attack: Etherblade +9 melee, or etherblade +11 ranged
touch
Full Attack: Etherblade +9 melee, or etherblade +11
ranged touch
Damage: Etherblade 1d10+1 (melee), or etherblade 1dé6
(ranged)
Face/Reach: 5 ft./5 ft.
Special Attacks: Enslave, spells, stupefying gaze
Special Qualities: Darkvision 60 ft., material jaunt,
gts immunity to spells, total vision
# Saves: Fort +5, Ref +6, Will +9
Abilities: Str 12, Dex 16, Con 14, Int 27, Wis 15,
Cha 13
Skills: Concentration +16, Diplomacy +17,
| Heal +16, Knowledge (arcana) +22, Knowledge
(the planes) +22, Listen +16, Move Silently +17,
Sense Motive +16, Spellcraft +24, Spot +16,
Survival +2 (+4 on other planes)
Feats: Combat Casting, Empower Spell,
. Exotic Weapon Proficiency (etherblade)
i (B), Extend Spell, Spell Penetration
Climate/Terrain: Any land and under-
ground (Ethereal Plane)
Organization: Solitary, pair, or cadre (3-8)
Challenge Rating: 13

Treasure: Standard
.~ | Alignhment:
S " Usually neutral evil
““S— Advancement: By
character class
Level Adjustment: +5

White ethergaunts, who serve the race as scholars, philoso-
phers, diplomats, and bureaucrats, occasionally parley
with the Material Plane races in order to serve the greater
goal of planar domination. Cunning schemers, whites
attempt to purge all emotion from their deal-
ings, instead dedicating them-
(P | selves to an objective (in their
view) pragmatism. Whites seldom give an inch, and “negoti-
ations” generally boil down to suggestions that fighting off
inevitable genocide will only result in unnecessary struggle
and needless destruction of material resources.

White ethergaunts are the tallest of their race. They often
clothe themselves in robes and skirts of an organic material
resembling rubber. They care nothing for red ethergaunts,
viewing them as worthless pawns (but still a thousand times
more valuable than a hundred Material Plane creatures’
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lives). Most white ethergaunts respect their black over-
lords, but a few of the most ambitious secretly plan to
usurp their authority and take over ethergaunt society.
Such irrationality, when discovered by the highest caste, is
eradicated immediately.

Combat

Though skilled at the use of the etherblade, most white
ethergaunts avoid melee, preferring to rely upon spells or
the fantastic technological weapons developed by the black
ethergaunt caste (see Ethergaunt Items, below).

Spells: A white ethergaunt can cast arcane spells as a
13th-level wizard (4/6/6/6/6/4/3/2; save DC 18 + spell
level). A typical spell list: 0—daze, disrupt undead, mage hand,
resistance; 1st—expeditious retreat, hypnotism, mage armor,
magic missile, shield, true strike; 2nd—detect thoughts, glitter-
dust, Melf’s acid arrow, mirrov image, protection from arrows, see
invisibility; 3rd—dispel magic, displacement, fireball, haste,
tongues, vampiric touch; 4th—charm monster, improved invisi-
bility, Otiluke’s vesilient spheve, phantasmal killer, rainbow pat-
tern, scrying; 5Sth—cone of cold, dismissal, mind fog (2); 6th—
disintegrate, mass suggestion, project image; 7th—plane shift,
power word stun.

Ethergaunt Society

Ethergaunt society serves the dual goals of philosophical
progress and self-preservation. The khen-zai define prog-
ress as the culling of emotion in order to approach per-
fect rationality. They define self-preservation as the
removal of any threat to their carefully developed objec-
tive philosophy. The inhabitants of the Material Plane
threaten both philosophy and preservation, and hence
must be destroyed.

Rigidly stratified through an immutable caste system, an
ethergaunt’s role in society is largely defined by the actions
(or lack thereof) of its predecessors. The khen-zai long ago
eliminated irrational ambition by ensuring that no ether-
gaunt can ever achieve a greater status. Once during its life-
time, however, an ethergaunt can produce a young khen-zai
through asexual reproduction. The child’s caste, and hence
the color it will bear upon its faceplate for its entire life, is
decided before it is born by a cadre of black ethergaunts who
weigh the achievements of the child’s ancestors before
assigning the child’s caste.

Bthergaunts gather in small communities known as
enclaves, usually situated around a large central pyramid
that serves as a center of learning for the entire community.
The largest such settlements boast as many as ten black
ethergaunts, fifty white ethergaunts, and as many as five

hundred reds.

Ethergaunt Items

Ethergaunts have developed a number of technological
marvels. Because the race shuns art or pleasure, most such
devices facilitate one of two activities: genocide or the

eradication of religious devotion. Though the features of
these objects resemble those of magic items, the objects are
in fact technological and are not affected by spells such as
antimagic field. Only ethergaunts have the knowledge and
skill to build or maintain these devices.

Etherblade: Resembling a short glaive topped with a
hollow barrel, this favored weapon of the ethergaunts can
fire a ray of force as a ranged touch attack for 1dé points of
damage. The etherblade ray has a range increment of 40 feet.
The weapon can fire 50 times before it is exhausted. It
cannot be recharged.

An etherblade can be used as a two-handed weapon in
melee combat to deal 1d10 points of slashing damage. A
fully charged etherblade has a market price of 800 gp.

Doubt Bomb: This small ceramic sphere contains a
chemical mixture intended to overstimulate the “doubt
centers” in the brain. The bomb can be thrown as a grenade-
like weapon. A thrown bomb shatters on impact, creating a
cloud of poisonous gas in a 10-foot spread (initial and sec-
ondary damage 1dé Wisdom, Fort DC 15 negates). Ether-
gaunts are immune to the effects of doubt bombs.

A doubt bomb has a market price of 500 gp.

Ethergaunt Characters

Ethergaunts sometimes become rogues or fighters, but
their favored class is wizard. Ethergaunts who add levels of
wizard add their natural spellcasting ability (9th level, 13th
level, or 17th level) to their class levels in wizard and deter-
mine their spellcasting ability accordingly. For example, a
3rd-level red ethergaunt wizard has the spellcasting ability
of a 12th-level wizard.

Clerics, druids, paladins, and members of any other class
or prestige class that involves channeling devotional energy
or divine magic are not only unknown among ethergaunt
society, but are severely persecuted as contrary to the khen-
zai way of life.

Because of its many special abilities, an ethergaunt PC’s
effective character level (ECL) is equal to its class level + 12
(red), + 16 (white), or + 20 (black). Such characters would
be considered traitors to their race, especially if they asso-
ciated with Material Plane creatures.

FENSIR

Among the inhabitants of the Plane of Ysgard, fensirs are
commonly called trolls, despite the fact that the two
kinds of creatures are completely unrelated. Fensirs are
giants—albeit cultured and intelligent ones that desire
only to be left alone. The two different kinds of fensirs are
normal ones (males and females) and the dreaded rakkas—
female fensirs that undergo a hideous transformation
that turns them into gigantic brutes that rampage around
the countryside.

Sunlight is anathema to fensirs; they turn to stone the
moment their body is fully exposed to it. Because of this




vulnerability, they are only encountered outside their sod-
covered homes well after dusk.

COMBAT

Like other giants, fensirs hurl rocks with great efficiency
and usually have a few on hand.

Rock Throwing (Ex): An adult fensir has a +1 racial
bonus on attack rolls when throwing rocks. A normal fensir
can hurl rocks weighing 40 to 50 pounds each (Small
objects) up to five range increments. A rakka can hurl rocks
weighing 60 to 80 pounds (Medium-size objects). The rocks
have a range increment of 120 feet.

Rock Catching (Ex): A normal fensir can catch Small,
Medium-size, or Large rocks (or projectiles of similar
shape). A rakka can catch rocks of up to Huge size. Once per
round, a fensir that would normally be hit by a rock can
make a Reflex save to catch it as a free action. The DC to
catch a rock is based on the rock’s size (see the table below).
If the projectile has a bonus on attack rolls, the DC increases
by that amount. The fensir must be aware of and ready for
the attack.

Rock Size DC
Small 15
Medium-size 20
Large 25
Huge 30

Spell-Like Abilities: At " =%
will—transmute "qh‘f
i
mud to vock, . ahr
transmute _# .
rock to

mud. Caster level 9th; save DC 8 (normal fensir) or 9 (rakka)
+ spell level.

Sunlight Vulnerability (Ex): If a fensir is caught out in
sunlight, it turns into stone as if by a flesh to stone spell with-
out a saving throw. If in the area of a sunbeam or sunburst
spell, a fensir must make a Fortitude save or be turned to
stone, in addition to the normal effects of the spell. Fensirs
can sense automatically when the sun is about to set or rise
up to 1 hour ahead of the event.

FENSIR

Large Giant (Extraplanar)

Hit Dice: 4d8+8 (26 hp)

Initiative: +1

Speed: 40 ft.

AC: 18 (1 size, +1 Dex, +6 natural, +2 leather), touch 10,
flat-footed 17

Base Attack/Grapple: +3/+12

Attack: Huge greataxe +7 melee, or rock +4 ranged

Full Attack: Huge greataxe +7 melee, or rock +4 ranged

Damage: Huge greataxe 2d8+7, rock 1d6+5

Face/Reach: 10 ft./10 ft.

Special Attacks: Rock throwing, spell-like abilities, spells

Special Qualities: Darkvision 60 ft., low-light vision, rock
catching, sense twin, sunlight vulnerability

Saves: Fort +6, Ref +2, Will +2

Abilities: Str 20, Dex 12, Con 15, Int 13, Wis 12, Cha 7

Skills: Climb +9, Hide +1, Listen

+5, Spot +5, Survival +6

Feats: Brew Potion (B), Point

Blank Shot, Precise Shot

Climate/Terrain:

Any land (Ysgard)

Organization:

" Solitary, pair,

i b—-.. family (4-6), or

village (11-20 plus

35% noncombatants)

Challenge

Rating: 5

Treasure: Standard

Alignment:

Always

chaotic

neutral

Advance-

ment: By

character class

Level Adjust-

ment: +5

Fensir




Fensirs range in size from nearly human stature to that of a
hill giant. They are unattractive beings with huge heads and
enormous noses. Most fensirs have warty skin and deep
black eyes that are often misaligned. Fensirs typically wear
fine leather armor, vests, and big black rabbit-fur hats of
varying styles.

Fensirs are not social creatures, preferring to build their
villages in remote locations such as rocky sea cliffs, high
mountains, and secluded swamps. The vast majority of
fensir births result in fraternal twins, and the two offspring
remain close. These twins have an almost psychic connec-
tion; each knows the location and status of his or her sibling
at all times. The death of one causes the other to do every-
thing in his or her power to avenge the death—even cross-
ing into the Material Plane to seek vengeance.

Almost all fensirs have the ability to cast spells. Those that
do not show any talent are exiled from the family and are
forced to wander Ysgard. Fensirs are potent diviners and
have the ability to brew almost any kind of magic potion. All
fensirs know how to manufacture a special potion that can
revert fensirs that have been turned to stone back to normal.
This potion’s effect is like a stone to flesh spell, but it works
only on fensirs.

Fensirs speak Giant and Common.
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Combat
Because of their shy nature, fensirs usually remain at a dis-
tance and chase off interlopers with rocks and a variety of
spells. All fensirs have the ability to transmute mud to rock,
which they use to keep a steady supply of rocks on hand to
hurl at opponents. They also use transmute rock to mud to bog
down the enemy.

Fensirs prefer to attack creatures that use spells such as
sunbeam or sunburst.

Spells: A fensir can cast arcane spells as a 5th-level wizard
(4/4/2/1; save DC 11 + spell level). A fensir has the normal
arcane spell failure chance for the armor it wears (10% in the
case of leather armor). A typical spell list: 0—detect magic,
ghost sound, ray of frost, read magic; 1st—color spray, magic mis-
sile, obscuring mist, protection from law; 2nd—Dbull’s strength,
darkness; 3rd—Tightning bolt.

Sense Twin (Ex): A fensir knows the location and health
of his or her twin as if by the status spell with no range limit.
If the death of the twin happened through malicious intent
by another being or beings, the surviving fensir can track
those individuals as if by locate person with no range limit.

. Fensir Characters
Wizard is the favored class of fensir. A fensir that gains
levels of wizard adds its natural spellcasting ability (5th-

. level wizard) to its wizard class levels and determines its
spells per day accordingly. For example, a 3rd-level fensir
wizard has the spellcasting ability of an 8th-level wizard. The
effective character level (ECL) of a fensir is equal to its class
level +9.

RAKKA

Huge Giant (Extraplanar)

Hit Dice: 12d8+60 (114 hp)

Initiative: —1

Speed: 40 ft.

AC: 21 (-2 size, —1 Dex, +11 natural, +3 studded leather),
touch 7, flat-footed 21

Base Attack/Grapple: +9/+25

Attack: Slam +17 melee, or rock +8 ranged

Full Attack: 2 slams +17 melee, or rock +8 ranged

Damage: Slam 2d6+8, rock 1d6+8

Face/Reach: 15 ft./15 ft.

Special Attacks: Dying curse, rock throwing, spell-like
abilities

Special Qualities: Darkvision 60 ft., low-light vision, rock
catching, sunlight vulnerability

Saves: Fort +13, Ref +3, Will +6

Abilities: Str 27, Dex 8, Con 20, Int 3, Wis 15, Cha 8

Skills: Climb +11, Hide -9, Listen +6, Spot +6, Survival +6

Feats: Cleave, Great Cleave, Point Blank Shot, Power
Attack, Precise Shot

Climate/Terrain: Any land (Ysgard)

Organization: Solitary, family (1 rakka plus 4—6 fensirs),
or village (1 rakka plus 11-20 fensirs and 35% non-
combatants)

Challenge Rating: 8

Treasure: —

Alignment: Always chaotic neutral

Advancement: —

Level Adjustment: +4

After a female fensir gives birth to a pair of young, she may
undergo a transformation into a rakka. If she does so, she
begins to grow until she reaches a height of 20 feet and a
weight of 6,000 pounds. Her intellect dwindles during this
period, and the rest of her family must strip the surrounding
landscape to find enough food to keep the rakka alive and
appeased. The family often gets wild, causing all sorts of
destruction in the rakka’s wake. However, the family con-
tinues to support and defend the rakka until she dies,
which is usually a year or so after the transformation.

When a rakka dies, the family that supported her picks
up stakes and wanders the wilds of Ysgard in an activity
known as “The Long Walk.” These exiled fensirs become a
menace as they pillage the countryside out of anger, spite,
or simple confusion.

Combat

Lacking much of the intelligence she once had, a rakka
simply lashes out with her two enormous fists or hutls rocks
at anything that displeases her.

A rakka loses the ability to cast spells, but she still retains
the spell-like abilities of a fensir.

Dying Curse (Su): Just before a rakka is killed, she places
a dying curse on those responsible. This works as a geas/quest




spell cast by an 11th-level caster (DC 20) and usually
involves forcing the afflicted opponent to pay back or serve
the rakka’s family.

Rakka Characters
Barbarian is the favored class of rakkas. The effective charac-
ter level (BCL) of a rakka is equal to its class level + 16. Thus,
a tst-level rakka barbarian has an ECL of 17 and is the equiv-
alent of a 17th-level character.

FEYTOUCHED

Medium-Size Fey

Hit Dice: 1d6—1 (2 hp)

Initiative: +5

Speed: 30 ft.

AC: 13 (+1 Dex, +2 leather), touch 11, flat-
footed 12

Base Attack/Grapple: +0/+0

Attack: Dagger +0 melee, or shortbow +1
ranged

Full Attack: Dagger +0 melee, or
shortbow +1 ranged

Damage: Dagger 1d4, or shortbow
1dsé

Face/Reach: 5 ft./5 ft.

Special Attacks: Charm person

Special Qualities: Immunity to
mind-affecting effects, low-light
vision

Saves: Fort —1, Ref +3, Will +2

Abilities: Str 10, Dex 13, Con 9, Int
10, Wis 10, Cha 13

Skills: Bluff +5, Handle Animal
+2, Hide +7, Knowledge (any
one) +2, Move Silently +7,
Sense Motive +4, Spot +3,
Survival +4

Feats: Improved Initiative

Climate/Terrain: Any land
and underground

Organization: Solitary or
team (2—4)

Challenge Rating: 1/2

Treasure: Standard

Alignment: Usually
chaotic (any)

Advancement: By character
class

Level Adjustment: +1

The fey are known for their curiosity (some would say
obsession) with humanoids and giants, and sometimes a fey

falls in love with one of these creatures. The creatures known
as feytouched have a half-fey and a humanoid or a giant as
ancestors. (Half-fey are described later in this book.)

Feytouched are a widely varied group of beings—some
are wispy and beautiful, while others are ugly and brutish.
Some resemble elves, with pointed ears and almond shaped
eyes. Others look more like trolls, with warty skin and dis-
proportioned limbs. Regardless, all feytouched have at least
one feature or characteristic that is out of the norm—
vibrantly colored hair, feathered eyebrows, or a propensity
for speaking in rhyme, for example. Despite their actual
appearance, all feytouched are highly charismatic beings
that draw attention wherever they go.

Feytouched have no cohesive culture;
either they become isolated loners, or
they immerse themselves in cosmo-
politan society, sampling everything
life has to offer. They are also drawn to
the same natural settings that other fey
called home. Most fey respond favor-
ably to feytouched and consider them
distant cousins.

COMBAT
“] Feytouched rarely think of

combat as something serious.
They enjoy toying with their oppo-
nent, but can become truly enraged
[ ¥ when things turn against them.
They are usually baffling and erratic
in combat.

Most fey first try to avoid
combat by using their charm
person ability. If that fails, they
will fend off attacks until they can
safely flee.

Charm Person (Sp): Once per
day, a feytouched can use charm
P/ person as the spell. Caster level

equals Hit Dice, save DC 11.

Immunity to Mind-Affecting
Effects (Ex): A feytouched is im-
mune to all spells and effects with
g the mind-affecting descriptor.
Skills: Feytouched have a +2
racial bonus on Hide and Move
Silently checks.

Feytouched

FEYTOUCHED CHARACTERS

A feytoucheds favored class is bard or rogue, although those
that seclude themselves in nature are usually druids or
rangers. Feytouched clerics are rare, since most fey have a
strong aversion to the worship of gods.

g

;
5
o
&
@)
T
m
S

LB =
-

=
o

N1




FHORGE

Large Animal (Extraplanar)

Hit Dice: 12d8+63 (112 hp)

Initiative: +4

Speed: 40 ft.

AC: 17 (1 size, +8 natural), touch
9, flat-footed 17

Base Attack/Grapple: +9/+22

Attack: Bite +19 melee

Full Attack: Bite +19 melee

Damage: Bite 1d8+13/19-20

Face/Reach: 10 ft./5 ft.

Special Attacks: Double damage on charge,
improved grab, rage, worry

Special Qualities: Ferocity, low-light vision, scent

Saves: Fort +13, Ref +8, Will +6

Abilities: Str 29, Dex 10, Con 21, Int 2, Wis 15, Cha 10

Skills: Hide —4, Listen +10, Spot +9

Feats: Improved Critical (bite), Improved Initiative,
Toughness, Track, Weapon Focus (bite)

Climate/Terrain: Any coastal, temperate, and warm forest
(Outlands)

Organization: Solitary or herd (5-8)

Challenge Rating: 9

Treasure: —

Alignment: Always neutral

Advancement: 13—26 HD (Huge); 27-39 HD

(Gargantuan)

The fhorge is a fierce hunter of the Outlands. A cousin to the
dire boars of the Material Plane, the fhorge is tougher,
meaner, and deadlier. Fhorges claim no territory as their
own,; instead they roam the land and follow whatever source
of food is most plentiful at the time.

An adult thorge stands 5 feet tall at the shoulder, and
its muscular body slopes down toward its smaller
hindquarters like its boar cousins. It has a coat of brown,
black, or gray fur and small, beady eyes. The fhorge’s most
distinguishing trait is its head, or more specifically its
mouth. Like a crocodile’s, the mouth of a fhorge domi-
nates its gnarled face. Large enough to engulf a human,
the mouth bristles with large, razor-sharp teeth and a set
of four tusks.

The bizarre musculature of a thorge’s jaw fascinates those
with an interest in the animal world—but those who have
survived a fhorge encounter have less flattering things to
say about it.

COMBAT

A fhorge’s strategy in a fight is simple: Shake it until it’s

dead. The creature charges into battle initially, grabs hold of

its prey in its cavernous mouth, and shakes it until either

the creature dies or the fhorge is slain by another foe.
Improved Grab (Ex): If a fhorge hits an opponent that

is at least one size category smaller than itself with a bite

! i
e | |,.II, f
- i attack, it deals normal
| - |
QLI" i | .1, damage and attempts to
o ' start a grapple as a free action

without provoking an attack of opportunity

=" (grapple bonus +22). If it gets a hold, it also

worries on the same round. Thereafter, the thorge has the

option to conduct the grapple normally, or simply use its

bite to hold the opponent (—20 penalty on grapple check,

but the fhorge is not considered grappled). In either case,

each successful grapple check it makes during successive
rounds automatically deals worry damage.

Rage (Ex): A fhorge that takes damage in combat flies
into a berserk rage on its next turn and bites madly until
either it or its opponent is dead. The fhorge gains a +4 bonus
to Strength, a +4 bonus to Constitution, and a +2 morale
bonus on Will saves, but takes a —2 penalty to Armor Class.
The following changes are in effect as long as the rage lasts:
HD 12d8+87 (136 hp); AC 15, touch 7, flat-footed 15; Base
Attack/Grapple +11/+24; Full Attack bite +21 melee;
Damage bite 1d8+15; SV Fort +15, Will +8; Str 33, Con 25. A
thorge cannot end its rage voluntarily.

Worry (Ex): A thorge that successfully gets a hold on an
opponent with its improved grab ability shakes the victim
violently back and forth. This attack deals bite damage each
round until the victim breaks free, the thorge is slain, or the
victim dies.

Ferocity (Ex): A thorge is such a tenacious combatant
that it continues to fight without penalty even while dis-
abled or dying.

Scent (Ex): A thorge can detect approaching enemies,
sniff out hidden foes, and track by sense of smell.




FLAME SNAKE

Brutish creatures of scales and fire, flame snakes are often
coerced or bribed into serving as guards for royal families.
Mercenaries to the core, even the smallest of these snakes
make effective “watchdogs.” In the wild, they prefer to lair
in volcanoes (dormant or active) or near hot springs or
steam vents.

All flame snakes—minor, lesser, and greater—are
adorned in a mix of red and orange scales. Down the ser-
pents’ backs run an intricate series of black scales that
form a repeating pattern of ankhs. Their dull eyes never
seem to blink, and, like many reptiles, they spend long
periods of time coiled up and drowsing in the warmth of
their lairs.

All flame snakes understand Ignan, but only the greater
flame snake is capable of speech.

COMBAT

All three species of flame snake use similar tactics in
battle. They prefer to bite their opponents and then allow
their venom to run its course. The smaller, less intelli-
gent flame snakes repeat this tactic until their opponents
are brought down; the more intelligent varieties have
other abilities at their disposal. The flame snake’s fiery
venom is one of its most feared weapons. The fierce,
burning agony the toxin causes sometimes drops would-
be intruders even after they have attempted to flee from
the burning creatures.

All flame snakes have some abilities in common.

Heat (Ex): A flame snake generates so much heat that its
mere touch deals additional fire damage. This damage varies
by subrace.

Fire Subtype (Ex): A flame snake is immune to fire dam-
age. It takes half again as much (+50%) damage as normal
from cold, regardless of whether a saving throw is allowed,
or if the save is a success or a failure.

Scent (Ex): A flame snake can detect approaching ene-
mies, sniff out hidden foes, and track by sense of smell.

Skills: Flame snakes have a +8 racial bonus on Climb
checks and can always choose to take 10 on Climb checks,
even if rushed or threatened.

MINOR FLAME SNAKE

Small Magical Beast (Fire)

Hit Dice: 1d10 (5 hp)

Initiative: +3

Speed: 30 ft., climb 10 ft.

AC: 16 (+1 size, +3 Dex, +2 natural), touch 14, flat-
footed 13

Base Attack/Grapple: +1/-3

Attack: Bite +3 melee

Full Attack: Bite +3 melee

Damage: Bite 1d4+1 plus 1dsé fire plus poison

Face/Reach: 5 ft./5 ft.

Special Attacks: Burning hands, fiery poison, heat

Special Qualities: Darkvision 60 ft., fire subtype, low-light
vision, scent

Saves: Fort +2, Ref +5, Will +0

Abilities: Str 12, Dex 16, Con 10, Int 7, Wis 11, Cha 11

Skills: Climb +9, Hide +9, Listen +3, Move Silently +5,
Spot +3

Feats: Alertness

Climate/Terrain: Any land and underground

Organization: Solitary or clutch (4-12)

Challenge Rating: 1

Treasure: 50% coins, 50% goods

Alignment: Usually evil (any)

Advancement: 2—-3 HD (Small)

Minor flame snakes are the runts of the species. In clutches
of mixed snakes (which usually consist of 4-8 minor, 3-5
lesser, and 1-2 greater snakes), they are totally subservient
to their more powerful cousins.

Minor flame snakes are typically 4 feet long and about 2
inches in diameter. They seem to glow with heat, and from
certain angles, heat waves appear to radiate off them.

Minor flame snakes enjoy collecting shiny objects, particu-
larly ones made of gold. Unfortunately for the small serpents,
they rarely get to keep such trinkets, for their bigger
brethren like them as well. Even when a minor flame snake
on its own accumulates some sort of hoard, it often forgets
where it left its treasure, so small caches of coins or small
golden objects are often scattered about its territory.

Combat

A minor flame snake tries to begin battle with its burning
hands ability. It then rushes into combat and uses its bite lib-
erally. Minor flame snakes, while not brilliant by any
stretch, know that their venom is particularly toxic and
often engage in hit-and-run tactics against larger groups or
foes that obviously outmatch them.

Burning Hands (Sp): Once per day, a minor flame snake
can use a burning hands ability that functions as the spell of
the same name (caster level 3rd; Ref DC 11).

Fiery Poison (Ex): A minor flame snake delivers its
poison (Fort DC 10 negates) with each successful bite
attack. Initial and secondary damage are the same (1d4 Str).
In addition, if the save fails, the minor flame snake’s poison
burns its victim from the inside as it courses through the
opponent’s body. Each round the poison remains in a
victim’s bloodstream (maximum 10 rounds), it deals 1 point

FLAME SNAKES AND DEITIES AND DEMIGODS

If you are using the Pharaonic pantheon presented in Deities and
Demigods, flame snakes are foremost among the minions of Set.
Their home plane in the Pharaonic cosmology is the Twelve Hours
of Night.




of fire damage (no save). This includes the round in which
the victim was bitten.

LESSER FLAME SNAKE

Medium-Size Magical Beast (Fire)

Hit Dice: 8d10+16 (60 hp)

Initiative: +4

Speed: 40 ft., climb 20 ft.

AC: 21 (+4 Dex, +7 natural), touch 14, flat-footed 17

Base Attack/Grapple: +8/+10

Attack: Bite +13
melee, or magma
spit +12 ranged
touch

Full Attack: Bite
+13 melee and tail
spike +9 melee, or
magma spit +12
ranged touch

Damage: Bite
1d8+2 and
2dé fire plus
poison, tail
spike 1d6+1
plus 2dsé fire,
magma spit
2de fire

Face/Reach: 5
ft./5 ft. (coiled)

Special Attacks:
Constrict
2d6+3 plus
2ds fire, fiery
poison, heat,
magma spit

Special Qualities:
Darkvision 60 ft.,
fast healing 3, fire
subtype, low-light vision,
scent, uncanny dodge

Saves: Fort +8, Ref +10, Will +4

Abilities: Str 15, Dex 18, Con 15, Int 8, Wis 14, Cha 13

Skills: Climb +10, Hide +7, Listen +5, Move Silently +7,
Spot +4

Feats: Multiattack, Weapon Finesse, Weapon Focus
(bite)

Climate/Terrain: Any land and underground

Organization: Solitary, pair, or clutch (4-7)

Challenge Rating: 7

Treasure: Standard coins, 50% goods

Alignment: Usually evil (any)

Advancement: 9—16 HD (Large); 17-24 HD (Huge)

Flame snakes

Lesser flame snakes are significantly more powerful versions
of minor flame snakes. They are also the most foul-tempered

of the species. Abused by the greater flame snakes on a regular
basis, they frequently take their anger out on minor flame
snakes—or any other creature that wanders nearby.

Lesser flame snakes appear nearly identical to minor
flame snakes, with the exception of being quite a bit larger.
Measuring 7 feet long and 3—4 inches in diameter, they are
intimidating specimens. The only other significant differ-
ence is the spike of hardened bone that grows from the
creatures’ tails.

Of all three varieties of flame

snake, the lesser ones are
the least commonly used

as household guards, de-
spite the relative rarity
of greater flame snakes,
because they are more
vicious and cruel than
the other varieties.
Most would-be em-
ployers shy away from
a creature almost as
likely to bite its mas-
ter as any intruders.

Combat
Lesser flame snakes
revel in the burning of
their foes, so they use
their magma spit at every
opportunity. In groups,
they use fairly so-
phisticated tactics
that include form-

ing crude ranks of
‘h melee combatants,
behind which more

flame snakes launch

their globs of fiery spittle. They

usually use their constrict ability
only between spit attacks.

Constrict (Ex): With a successful grapple check, a
lesser flame snake can constrict a grabbed opponent, deal-
ing 2d6+3 points of bludgeoning damage and 2dé points
of fire damage.

Fiery Poison (Ex): A lesser flame snake delivers its
poison (Fort DC 16 negates) with each successful bite
attack. Initial and secondary damage are the same (1d4 Str).
In addition, if the save fails, the lesser flame snake’s poison
burns its victim from the inside as it courses through the
opponent’s body. Each round the poison remains in a
victim'’s blood stream (maximum 10 rounds), it deals 2
points of fire damage (no save). This includes the round in
which the victim was bitten.

Magma Spit (Su): Every 1d4 rounds, a lesser flame snake
can launch a sticky glob of fiery spittle at an opponent




within 30 feet (no range increment). A successful ranged
touch attack is required to hit. If struck, a target takes 3dé6
points of fire damage and must make a Reflex save (DC 16)
or catch on fire.

Fast Healing (Ex): A lesser flame regains lost hit points
at the rate of 3 per round. Fast healing does not restore hit
points lost from starvation, thirst, or suffocation, and it
does not allow a lesser flame snake to regrow or reattach
lost body parts.

Uncanny Dodge (Ex): A lesser flame snake retains its

Dexterity bonus to Armor Class even when flat-footed or

struck by an invisible attacker.

GREATER FLAME SNAKE

Huge Magical Beast (Fire)

Hit Dice: 17d10+85 (178 hp)

Initiative: +7

Speed: 60 ft., climb 50 ft.

AC: 29 (-2 size, +3 Dex, +18 natural), touch 11, flat-
footed 26

Base Attack/Grapple: +17/+33

Attack: Bite +24 melee

Full Attack: Bite +24 melee and crush +19 melee and tail
spike +18 melee

Damage: Bite 2d8+8 plus 1dé fire plus 1d6 negative
energy plus poison, crush 1d8+4 plus 1dé fire plus 1dé
negative energy, tail spike 1d6+4 plus 1deé fire plus 1de
negative energy

Face/Reach: 15 ft./15 ft. (coiled)

Special Attacks: Breath weapon, constrict 4d6+12 plus
1de fire plus 1d6 negative energy, death throes, fiery
aura, fiery poison, heat, improved grab, negative energy,
spell-like abilities, swallow whole

Special Qualities: Darkvision 60 ft., DR 15/+2, fast
healing 5, fire subtype, low-light vision, scent, SR 27,
uncanny dodge

Saves: Fort +15, Ref +13, Will +7

Abilities: Str 27, Dex 17, Con 20, Int 11, Wis 14, Cha 16

Skills: Climb +16, Hide —5, Listen +14, Move Silently
+13, Search +10, Spot +14

Feats: Alertness, Cleave, Improved Initiative, Power
Attack, Weapon Focus (bite), Weapon Focus (crush)

Climate/Terrain: Any land and underground

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

Challenge Rating: 16

Treasure: Standard

Alignment: Usually evil (any)

Advancement: 1824 HD (Huge); 25-51 HD
(Gargantuan)

Greater flame snakes are massive creatures that radiate
evil almost as strongly as they radiate heat. Malicious and
vile, they rule small clutches of flame snakes through fear
and intimidation. Used by only the wealthiest rulers,
greater flame snakes are typically unpredictable. In some

cases, entire households have gone missing overnight
when a greater flame snake decided it would like its lord’s
trinkets for itself.

Greater flame snakes look like much larger versions of
their lesser kin; they measure up to 30 feet long and 6 feetin
diameter. Greater flame snakes also have darker scales than
other flame snakes. Their mostly red scales occasionally are
interspersed with one of the deepest black.

There is more to these great serpents than most suspect.
Greater flame snakes claim, among themselves only, to
once have been powerful fiends. Banished from the Nine
Hells for a long-forgotten transgression, many strive to
regain the levels of power they supposedly once had.
Those who have faced a greater flame snake could give
credence to these claims, since the creature’s mere pres-
ence radiates the sort of evil usually associated only with
the dark denizens of Baator and the Abyss.

Greater flame snakes speak Infernal in addition to Ignan.

Combat

Greater flame snakes use their breath weapons early and
often. They are also constantly hungry and make frequent
use of their swallow whole ability while waiting for their
breath weapon to recharge. Against particularly challeng-
ing foes, they don't hesitate to employ their spell-like abili-
ties, but they know that their best tactic is to stay close to
their opponents and allow their fiery aura to wear their
foes down.

Breath Weapon (Su): Every 1d4 rounds, a greater flame
snake can unleash a 50-foot cone of dark fire. A Reflex save
(DC 23) halves the damage. The breath weapon deals 12d6
points of damage, half of which is fire damage and the
other half of which is negative energy damage.

Constrict (Ex): With a successful grapple check, a
greater flame snake can constrict a grabbed opponent, deal-
ing 4d6+12 points of bludgeoning damage, 1d6 points of fire
damage, and 1d6 points of negative energy damage.

Death Throes (Ex): When slain, a greater flame snake
explodes in a blinding flash of fiery light that deals 30 points
of damage (15 points fire, 15 points negative energy) to
everything within 50 feet. A Reflex save (DC 23) halves the
damage.

Fiery Aura (Ex): Merely being in the presence of a
greater flame snake is damaging. Any creature within 5 feet
of a greater flame snake automatically takes 1dé points of
fire damage.

Fiery Poison (Ex): A greater flame snake delivers its
poison (Fort DC 26 negates) with each successful bite
attack. Initial and secondary damage are the same (1d4 Str).
In addition, if the save fails, the greater flame snake’s poison
burns its victim from the inside as it courses through the
opponent’s body. Each round the poison remains in a
victim’s bloodstream (maximum 10 rounds), it deals 4 points
of fire damage (no save). This includes the round in which
the victim was bitten.
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Improved Grab (Ex): If a greater flame snake hits an
opponent that is at least one size category smaller than
itself with a bite attack, it deals normal damage and
attempts to start a grapple as a free action without pro-
voking an attack of opportunity (grapple bonus +33). If it
gets a hold, it can swallow the opponent on its next suc-
cessful grapple check. Alternatively, the greater flame
snake has the option to conduct the grapple normally, or
simply use its bite to hold the opponent (20 penalty on
grapple check, but the greater flame snake is not consid-
ered grappled). In either case, each successful grapple
check it makes during successive rounds automatically
deals bite damage.

Negative Energy (Su): A greater flame snake’s dark
origins provide it with the ability to deal negative
energy damage with most of its attacks. See the descrip-
tions of individual special attacks and special qualities
for details.

Swallow Whole (Ex): A greater flame snake can swal-
low a single creature that is at least two size categories
smaller than itself by making a successful grapple check
(grapple bonus +33), provided it already has that opponent
in its maw (see Improved Grab, above). Once inside the
greater flame snake, the opponent takes 2d6+13 points of
crushing damage, 1d4 points of fire damage, and 1d4
points of negative energy damage per round from the
flame snake’s stomach. A successful grapple check allows
the swallowed creature to climb out of the stomach and
return to the greater flame snake’s maw, where another
successful grapple check is needed to get free. Alterna-
tively, a swallowed creature can try to cut its way out with
either claws or a light piercing or slashing weapon. Deal-
ing a total of at least 20 points of
damage to the stomach (AC 19)
in this way creates an opening
large enough to permit escape.
Once a single swallowed
creature exits, muscular
action closes the hole; _ ]
thus, another swal- |
lowed opponent must

snake’s stomach can hold 2 Large, 4 Medium-size, or 16
Small or smaller opponents.

Spell-Like Abilities: 3/day—fireball, fire shield (warm
shield only); 1/day—firestorm, flame strike, maximized fire-
ball. Caster level 16th; save DC 13 + spell level.

Fast Healing (Ex): A greater flame snake regains lost
hit points at the rate of 5 per round. Fast healing does not
restore hit points lost from starvation, thirst, or suffoca-
tion, and it does not allow a greater flame snake to regrow
or reattach lost body parts.

Uncanny Dodge (Ex): A greater flame snake retains its
Dexterity bonus to Armor Class even when flat-footed or
struck by an invisible attacker, and it cannot be flanked
except by a rogue of at least 215t level.

FORMIAN

The highly regimented race of antlike creatures known
as formians have a number of specialized subraces, and
each subrace devotes itself to particular aspects that ben-
efit the welfare of the hive. No single individual matters—
except the queen, which other formians protect with
their lives.

The three subraces of formian described below are in
addition to those covered in the Monster Manual (the worker,
warrior, taskmaster, myrmarch, and queen)

COMBAT

Most formians are generally aggressive, seeking to subdue
all they encounter. If they perceive even the slightest
threat to their queen, they attack immediately and fight to
the death. Any formian also attacks immediately if
ordered to do so by a superior.

Hive Mind (Ex): All
formians within 50 miles of
their queen are in con-
stant communi-
cation. If one
is aware of a
particular
danger, they all
are. If one in a group is not
flat-footed, none of them
. are. No formian in a group

is considered flanked

| unless all of them are.

Immunities (Ex):

Formians have cold,

petrification, and poi-
son immunity.

Outsider Traits: Formians have darkvision (60-foot
range), and they cannot be raised or resurrected (though a
wish or miracle spell can restore life).

Resistances (Ex): All formians have fire, electricity, and
sonic resistance 20.

5

It




ARMADON

Large Outsider (Extraplanar, Lawful)

Hit Dice: 8d8+32 (68 hp)

Initiative: +5

Speed: 40 ft.

AC: 25 (—1 size, +1 Dex, +15 natural), touch 10, flat-
footed 24

Base Attack/Grapple: +8/+18

Attack: Bite +13 melee

Full Attack: Bite +13 melee and 2 claws +11 melee and
sting +11 melee -

Damage: Bite 2d6+6/17-20/%3, claw 1d8+3, g
sting 2d4+3

Face/Reach: 10 ft./5 ft.

Special Attacks: Acid spray,
augmented critical, hive mind,
poison

Special Qualities: Acid immunity, immunities, outsider
traits, resistances, SR 20

Saves: Fort +10, Ref +7, Will +7

Abilities: Str 22, Dex 13, Con 19, Int 10, Wis 12,
Cha 11

Skills: Balance +12, Climb +17, Hide +8, Jump
+17, Listen +12, Move Silently +12, Spot +12,
Survival +12

Feats: Improved Critical (bite), Improved
Initiative, Multiattack

Climate/Terrain: Any land and
underground (Mechanus)

Organization: Solitary, team (2—4),
or troop (6—11)

Challenge Rating: 8

Treasure: —

Alignment: Always lawful
neutral

Advancement: 9-12 HD
(Large); 12—24 (Huge)

Observer

Armadons are shock troops that
lead the charge into battle and
tear apart anything that gets
in their way. They are utterly
merciless and are sent into the most dangerous situations.

Bulky and well armored, armadons look more like
giant fleas than their antlike formian kin. Their mandibles
are huge, and they have elongated arms that end in pow-
erful claws.

Armadons do not speak.

Combat
Armadons rush into the thick of battle where they can do
the most damage. They typically release a gout of acid prior
to engaging in melee. Because they are immune to acid, they
use their acid spray in areas with other armadons even if
they are in combat.

Armadons can be summoned using a summon monster
VII spell.

Acid Spray (Ex): An armadon can spray a 20-foot burst of
acid from glands in its tail, dealing 3d8 points of acid
damage to everything in the area. Once an armadon uses
this ability, it can't use it again for 1d4 rounds. A successful
Reflex save (DC 17) halves the damage.

Augmented Critical (Ex): An armadon’s bite attack
threatens a critical hit on a natural attack roll of 17-20
because of the creature’s augmented critical ability and its
Improved Critical feat. On a successful critical hit with a

bite, an armadon deals triple damage.

' Poison (Ex): An armadon
delivers its poison (Fort DC 18
negates) with each success-

ful sting attack. Initial and
secondary damage are the same (1d6 Str).

OBSERVER
Medium-Size Outsider (Extraplanar,
Lawful)
Hit Dice: 9d8+18 (58 hp)
___ Initiative: +6
s Speed: 40 ft.
f AC: 17 (+2 Dex, +5 natural), touch
12, flat-footed 15
Base Attack/Grapple: +9/+10
Attack: Sting +10 melee
{' Full Attack: Sting +10 melee
Damage: Sting 2d4+1
Face/Reach: 5 ft./5 ft.
Special Attacks: Hive mind, poison, spell-like abilities
Special Qualities: All-around vision, evaluation,
immunities, outsider traits, resistances, SR 23,
telepathy 250 ft.
Saves: Fort +8, Ref +8, Will +10
Abilities: Str 12, Dex 15, Con 14, Int 18, Wis 19,
Cha 17
Skills: Climb +11, Craft (any one) +13, Diplomacy
+15, Hide +12, Listen +16, Move Silently +11, Search
+13, Sense Motive +14, Spot +16, Survival +13 (+15
following tracks)
Feats: Alertness, Improved Initiative, Track
Climate/Terrain: Any land and underground (Mechanus)
Organization: Team (2—4) or platoon (2—4 plus 7-18
workers and 6—11 warriors)
Challenge Rating: 11
Treasure: —
Alignment: Always lawful neutral
Advancement: 10-13 HD (Medium-size); 13—27 HD
(Large)

An observer is weaker than a taskmaster (see the Monster
Manual). It has two sets of eyes—one large set on the front
of its head and another smaller set on the sides of its head,
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granting it all-around vision. Its antennae are larger than
those of other subraces, and its arms end in small, delicate
hands used for manipulation, not combat.

Like taskmasters, observers lack mouths and communi-
cate only through telepathy. Observers know Formian and
Common.

Combat
Observers do their best to avoid getting into melee. They
remain in the background so that they can deduce the behav-
ior and tactics of the intruders for the benefit of the other
formians to exploit. In addition to using their evaluation
ability, observers try to determine how many and what kind
of magic the intruders might possess.

Observers can be summoned using a summon monster
IX spell.

Poison (Ex): An observer delivers its poison (Fort DC 16
negates) with each successful sting attack. Initial and sec-
ondary damage are the same (1dé Int).

Spell-Like Abilities: At will—charm monster, clairau-
dience/clairvoyance, detect chaos, detect magic, detect thoughts,
see invisibility, true seeing. Caster level 12th; save DC 13 +
spell level.

All-Around Vision
(Ex): Observ- _——
ers are ex-
ceptionally & *
alert and cir- .
cumspect. Their
double set of un- .
blinking eyes grants "«
them a +4 racial bonuson -

Spot and Search checks, and
they can't be flanked. -

Evaluation (Ex): The in- -
credible minds of observers
evaluate and break down the strengths
and weaknesses of enemies in mere moments.

For each full round of combat that an observer
can visually see a single opponent (magical
means, including clairvoyance, do not
work), each formian in contact with the hive mind
gains a +1 insight bonus on attack rolls against that
opponent. This effect is camulative for each round of
combat and does not have a limit.

The effect lasts until the observer is killed, knocked
unconscious, blinded, or cannot see the target for 1 full
round. This bonus begins again as soon as the observer sees
them again, starting at +1 per round.

The bonus does not imporve if multiple observers are
watching the same target. Other formians can process the
information from any number of observers watching mul-
tiple targets.

Telepathy (Su): An observer can communicate telepathi-
cally with any creature within 250 feet that has a language.

-
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Winged warrior

WINGED WARRIOR

Medium-Size Outsider (Extraplanar, Lawful)

Hit Dice: 6d8+12 (39 hp)

Initiative: +4

Speed: 20 ft., fly 60 ft. (good)

AC: 19 (+4 Dex, +5 natural), touch 14, flat-footed 15

Base Attack/Grapple: +6/+8

Attack: Bite +8 melee, or spike +10 ranged

Full Attack: Bite +8 melee and 2 claws +6 melee, or 2
spikes +10 ranged

Damage: Bite 1d4+2, claw 1dé+1, spike 1d4+2/19-20/%X3
plus poison

Face/Reach: 5 ft./5 ft.

Special Attacks: Augmented critical, hive mind, poison,
spikes

Special Qualities: Immunities, outsider traits, resistances,
SR 18

Saves: Fort +7, Ref +9, Will +6

Abilities: Str 15, Dex 18, Con 15, Int 10, Wis 12, Cha 11

Skills: Balance +13, Climb +11, Hide +13, Listen +10,
Move Silently +13, Search +9, Spot +10, Survival +10

Feats: Flyby Attack, Hover, Multiattack

Climate/Terrain: Any land and underground (Mechanus)

Organization: Solitary, team (2—4), or troop (6—11)

Challenge Rating: 6

Treasure: —

Alignment: Always lawful neutral

Advancement: 7-16 HD (Medium-size); 17-18 HD (Large)

The winged war-
rior is a specialized
version of the standard
formian warrior. Teams and
troops of winged warriors take to the
I air to scout ahead of advancing forces
and also lead strike forces to soften up the
enemy for the standard warriors to mop up.
Winged warriors are slightly smaller
than normal warriors. Much of
their mass is centered in their
wings, which have a span of about 10
feet. Instead of a normal stinger, a winged
warrior has a slender tail tipped with sharp

spikes, which it can launch at an opponent.

Winged warriors are much slower on land than their
ground-based counterparts, so they spend the major-
ity of their time in the air. They can remain aloft
for hours at a time before needing rest.

Winged warriors can communicate
effectively through the hive mind, but they do so only to
relay battle plans and tactics. They cannot speak otherwise.

Combat
Winged warriors prefer to launch spikes before swooping in
and fighting in melee. They target anyone using ranged




weapons against them first, and then attack the most physi-
cally daunting opponents.

Winged warriors can be summoned using a summon mon-
ster VI spell.

Augmented Critical (Ex): A winged warrior’s spikes
threaten a critical hit on a natural attack roll of 19-20. On a
successful critical hit with its spikes, a winged warrior deals
triple damage.

Poison (Ex): A winged warrior delivers its poison (Fort
DC 15 negates) with each successful spike attack. Initial and
secondary damage are the same (1d6 Str).

Spikes (Ex): Twice per day, with a snap of its tail, a
winged warrior can release two spikes as a standard action.
This attack has a range of 90 feet with no range increment.

FOSSERGRIM

Medium-Size Fey (Aquatic)

Hit Dice: 5d6+15 (32 hp)

Initiative: +7

Speed: 30 ft., swim 60 ft.

AC: 18 (+2 Dex, +6 +1 chainmail), touch 12, flat-footed 16

Base Attack/Grapple: +2/+4

Attack: Masterwork longspear +3 melee, or masterwork
battleaxe +3 melee, or masterwork longbow +6
ranged

Full Attack: Masterwork longspear +3
melee, or masterwork battleaxe +3
melee and masterwork handaxe
+3 melee, or masterwork long-
bow +6 ranged

Damage: Masterwork long-
spear 1d8+3, master-
work battleaxe 1d8+2,
masterwork handaxe
1d6+2, masterwork
longbow 1d8

Face/Reach: 5 ft./5 ft.

Special Attacks: True
strike (in water only)

Special Qualities: Fast
healing 5 (in splashing
water only), low-light
vision, SR 15 (in splashing
water only), waterfall
dependency

Saves: Fort +4, Ref +7, Will +6

Abilities: Str 15, Dex 17, Con 16,
Int 12, Wis 15, Cha 18 g

Skills: Diplomacy +13, Heal +9, Hide +10, q“'r*_
Knowledge (nature) +10, Sense Motive +9,
Spot +9, Survival +9 (+11 in aboveground natural
environments), Swim +17

Feats: Improved Initiative, Two-Weapon Fighting

Climate/Terrain: Any land

Organization: Solitary

Challenge Rating: 5

Treasure: Standard

Alignment: Always neutral

Advancement: 6—8 HD (Medium-size); 9-15 HD
(Medium-size)

Fossergrims are reclusive fey that are mystically tied to
waterfalls in the same way that dryads are bound to oak
trees. A fossergrim does not bother anyone who uses its
waterfall for bathing or drinking, but it is merciless
toward anyone who pollutes or dams the river that feeds
the waterfall. Fossergrims have been known to give assis-
tance or information to those in need, as long as those
receiving the information act politely and don’t do any-
thing to harm the water.

Legends are told of fossergrims that seduce young maidens
who come to bathe or wash clothing at the banks of their
rivers. This mating produces more fossergrims, who appear
as normal humans until maturity, at which point they seek
out a waterfall of their own.

Fossergrims look like handsome and rugged human
males with flowing white hair and beards tinged with
blue. They have piercing eyes that shimmer like pools of
water. Fossergrims wear beautiful shining
chainmail and carry weapons of fine
quality. They also wear attrac-
tive clothing and exquisite
silver jewelry that glints
in the sunlight.
Although mystically
bound to its water-
fall, a fossergrim
can leave its river,
but it never strays
far. The creature
can swim up its
waterfall as easily
as it walks across
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solid ground. Although they do not need shelter, most fos-
sergrims create comfortable and well-furnished lairs in the
caves that are found behind their waterfalls.

When its waterfall freezes during the cold winter
months, a fossergrim falls into a deep torpor inside the
frozen cascade of ice. It is still aware of its surroundings,
however, and emerges from the ice to protect its river
from harm.

Fossergrims speak Common and Sylvan.

COMBAT

A fossergrim prefers to fight from within the cascading
sheet of its waterfall (providing at least one-half conceal-
ment) and attack with its longspear or longbow. If attacked
while caught away from its waterfall, a fossergrim retreats to
it as quickly as possible.

Many of its special abilities work only when a fossergrim
is standing in “splashing” water. This includes the waterfall
itself, plus an area that extends out 2d10X5 feet downstream
(or farther for bigger waterfalls).

A fossergrim can be summoned using a summon nature’s
ally V spell.

True Strike (Sp): As long as both a fossergrim and its
opponent are standing in the fossergrim’s river, the fosser-
grim gains a +20 insight bonus on
attack rolls as if affected by the
spell true strike. The distance be-
tween the fossergrim and target does
not matter, although range incre-
ments still apply.

Fast Healing (Ex): When
in splashing water, a fos-
sergrim regains lost hit 4
points at the rate of 5 _l;
per round. Fast heal-
ing does not restore
hit points lost from star-
vation, thirst, or suffocation, and it
does not allow a fossergrim to regrow
or reattach lost body parts.

Waterfall Dependency (Su):
Bach fossergrim is mystically
bound to a large waterfall and must
never stray more than 1,000 feet
from it. Any who do become ill and
die within 4d6 hours. A fosser- |
grim’s waterfall does not radi-
ate magic.

Skills: A fossergrim has a
+8 racial bonus on any Swim
check to perform some spe-
cial action or avoid a hazard and
can always choose to take 10 on |
Swim checks, even if distracted
or endangered.

GATHRA

Large Magical Beast (Extraplanar)

Hit Dice: 9d10+72 (121 hp)

Initiative: —1

Speed: 40 ft.

AC: 22 (~1 size, —1 Dex, +14 natural), touch 8, flat-footed 22

Base Attack/Grapple: +9/+21

Attack: Gore +16 melee

Full Attack: Gore +16 melee and 2 hooves +11 melee

Damage: Gore 1d10+8, hoof 1dé6+4

Face/Reach 10 ft./5 ft.

Special Attacks: Bellow, trample

Special Qualities: Darkvision 60 ft., DR 20/+2, low-light
vision, outsider traits

Saves: Fort +14, Ref +5, Will +6

Abilities: Str 27, Dex 9, Con 26, Int 4, Wis 17, Cha 16

Skills: Hide 5, Listen +7, Spot +7, Survival +7

Feats: Cleave, Great Cleave, Improved Bull Rush, Power
Attack

Climate/Terrain: Any land and underground (Nine Hells)

Organization: Solitary, pair, or herd (6-12)

Challenge Rating: 10

Treasure: —

Alignment: Always lawful evil

Advancement: 10-16 HD (Huge);

17-27 HD (Gargantuan)

Gathras are powerful and dangerous
animals that wander the scorched
plains of Avernus, one of the
layers of the Nine Hells.
Although they look like
herd animals, gathras are
actually predators that hunt
down and devour any animal unlucky
enough to be caught in the open.
A gathra looks like a horrid blend
of boar and bull. It is heavily
muscled, with stubby legs that
can propel it at great speed.
Two enormous tusks jut from
its fang-filled mouth, and it
constantly drools a foul-
smelling spittle. The eyes of
a gathra glow with a dim red
light that becomes brighter
when the beast is angered.
Demons and other evil
creatures commonly round
up gathras to use them
as powerful mounts. The
beasts are stubborn and
L unpredictable creatures that
require constant discipline and domination
to be kept in line.




COMBAT

Gathras are unsubtle beasts that charge into battle at the
first opportunity. They typically bellow before charging, and
then trample over their cowering opponent. Gathras that are
used as mounts usually have thick armor to improve their
already impressive defenses.

Bellow (Sp): Three times per day, a gathra can let out a ter-
rifying bellow. Everyone within 30 feet must make a Will
save (DC 15) or be affected as if by fear as cast by a 9th-
level wizard.

Trample (Ex): As a standard action, a gathra can trample
opponents at least one size category smaller than itself.
This attack deals 2d6+8 points of bludgeoning damage. A
trampled opponent can attempt either an attack of
opportunity at a —4 penalty or a Reflex save (DC 20) for
half damage.

GIANT

Giants are humanoid-shaped beings of great size who pos-
sess even greater strength. They accomplish much simply
through sheer determination and brute force. Most rely on
their might to solve their problems, and any difficulty that
can't be overcome with their muscles is normally not worth
bothering over. Giants can deal tremendous damage to
those who anger or oppose them, but they can also put their
strength to good use in aiding their allies.

Many giants subsist by hunting or taking what they want
from smaller, weaker beings. A few giants are not so cruel
and raise what crops and livestock they need to survive.

All giants speak Giant. Those with an Intelligence score of
at least 10 also speak Common.

COMBAT

Giants relish melee combat. They favor massive weapons,
especially two-handed ones, and wield them with impres-
sive skill. They have enough cunning to soften up a foe
with ranged attacks before closing, if they can. A giant’s
favorite ranged weapon is a big rock.

Rock Throwing (Ex): An adult giant is an accomplished
rock thrower, so he or she has a +1 racial bonus on attack
rolls when throwing rocks. A giant of at least Large size can
hurl rocks weighing 40 to 50 pounds each (Small objects) up
to five range increments. (The range increment is 120 feet.)
A Huge giant can hurl rocks weighing 60 to 80 pounds
(Medium-size objects).

Rock Catching (Ex): A giant of at least Large size can
catch Small, Medium-size, or Large rocks (or projectiles of
similar shape). A Huge giant can catch rocks of up to Huge
size. Once per round, a giant that would normally be hit by
a rock can make a Reflex save to catch it as a free action. The
DC to catch a rock is based on the rock’s size (see the table
below). If the projectile has a bonus on attack rolls, the DC
increases by that amount. The giant must be aware of and
ready for the attack.

Rock Size DC
Small 15
Medium-size 20
Large 25
Huge 30
BOG GIANT
Large Giant (Aquatic)

Hit Dice: 848+32 (68 hp)

Initiative: +0

Speed: 30 ft., swim 40 ft. )

AC: 19 (1 size, +3 hide armor, +7 natural), touch 9, flat- F ; "g
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footed 19

Base Attack/Grapple: +6/+17

Attack: Huge longspear +13 melee, or rock +6 ranged

Full Attack: Huge longspear +13/+8 melee, or rock +6
ranged

Damage: Huge longspear 2d6+10, rock 1d6+7

Face/Reach: 10 ft./10 ft.

Special Attacks: Rock throwing 4

Special Qualities: Darkvision 60 ft., low-light vision,
rock catching

Saves: Fort +12, Ref +2, Will +2

Abilities: Str 24, Dex 11, Con 19, Int 6, Wis 11, Cha 14

Skills: Hide +4%, Listen +2, Spot +2, Swim +15

Feats: Alertness, Great Fortitude, Martial Weapon
Proficiency (longspear) (B), Weapon Focus (longspear)

Climate/Terrain: Any land, aquatic, and underground

Organization: Solitary, gang (2-5), band (6-9 plus 35%
noncombatants), hunting/raiding party (6-9 plus 1-2
giant crocodiles), or tribe (21-30 plus 1-3 elders,
2-12 giant crocodiles, 12-22 lizardfolk, and 35%
noncombatants)

Challenge Rating: 6

Treasure: Standard

Alignment: Usually neutral

Advancement: By character class

Bog giants are shy and reclusive beings who prowl swamps
and marshlands to hunt dangerous predators such as
black dragons.

Among the smallest of giants, they stand around 10 feet
tall and weigh up to 600 pounds. They are ugly, disgusting
creatures, with mottled froglike skin and long, stringy black
hair. Bog giants have webbed fingers and toes, which allows
them to swim faster than they can walk on land. The typical
clothing for either gender is hide armor made from the skin
of crocodiles.

A bog giant’s bag contains 2d4 rocks, 1d4+2 mundane
items, and the giant’s personal possessions. These posses-
sions tend to be well worn, filthy, and waterlogged items
that it got from something it killed for food, and they often
include scraps of fur and hide, bones, and teeth.

Bog giants with sufficient intelligence typically learn
Draconic in addition to Common.




Combat
Because they can breathe underwater, bog giants prefer to
surprise their enemies by swimming close before striking.
They take advantage of their natural camouflage in swamp
areas to ambush their prey. Some bog giants emulate croco-
diles by grappling an opponent and dragging it under the
water to drown.

Skills: Bog giants have a +8 racial bonus on any Swim
check to perform some special action or avoid a hazard and
can always choose to take 10 on Swim checks, even if dis-
tracted or endangered. A bog giant has a +4 racial bonus on
Hide checks. *In swamp areas, a bog giant’s racial bonus
on Hide checks rises to +8.

Bog Giant Society
Bog giants are found exclusively in swamps and marshes.
They spend most of their time hunting, gathering, and scav-
enging rotting meat. They build crude, temporary shelters
in the fallen logs and vines.

Bog giants both venerate and hunt crocodiles, alligators,
and other large reptiles. Most tribes keep “pet” crocodiles
on tethers around their encampments. Bog giants are on
friendly terms with lizardfolk, although sometimes the two
races come into conflict when food resources are low. Bog
giants despise trolls and attack them on sight.

Bog Giant Characters
A bog giant’s favored class is ranger. Many groups of bog
giants include both druids and rangers.

SHADOW GIANT
Huge Giant
Hit Dice: 18d8+144 (225 hp)
Initiative: +7
Speed: 50 ft.
AC: 28 (-2 size, +3 Dex, +17 natural), touch 11, flat-footed 25
Base Attack/Grapple: +13/+34
Attack: Huge morningstar +24 melee, or Huge mighty
composite shortbow (+4 Str bonus) +14 ranged, or rock
+15 ranged
Full Attack: Huge morningstar +24/+19/+14 melee, or
Huge mighty composite shortbow (+4 Str bonus)
+14/+9/+4 ranged, or rock +15 ranged
Damage: Huge morningstar 2d8+19, Huge mighty
composite shortbow (+4 Str bonus) 2dé+4, rock
1d6+13
Face/Reach: 15 ft./15 ft.
- Special Attacks: Death attack, rock throwing,
sneak attack +4ds, spell-like abilities
Special Qualities: Blindsight 60 ft., hide in
plain sight, light sensitivity, low-light
vision, rock catching
Saves: Fort +19, Ref +9, Will +8 )
Abilities: Str 36, Dex 17, Con 26, Int
11, Wis 14, Cha 19

Skills: Diplomacy +6, Hide +16, Jump +18, Listen +9, Move
Silently +8, Sense Motive +7, Spot +9

Feats: Alertness, Cleave, Combat Reflexes, Improved
Initiative, Point Blank Shot, Power Attack, Precise Shot

Climate/Terrain: Any land and underground.

Organization: Solitary, pair, or family (2-8 plus 35%
noncombatants plus 1 sorcerer of 7th—10th level)

Challenge Rating: 18

Treasure: Double standard

Alignment: Usually lawful evil

Advancement: By character class

Among the crude and simple-
minded giant races, shadow
giants possess a unique aspect:
subtlety. They are feared and
hated even by other giants,
since they have a reputation
for being murderers, thieves,
and assassins against their
own kind. They dwell in par-
ticularly dark areas, in-
cluding those that are
known to border the
Plane of Shadow.

A shadow giant
stands around
20 feet tall and
weighs around
4,000 pounds. It
is thin and wiry,
with gaunt fea-
tures. However,
despite
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its emaciated appearance, it is very strong and fit. Males
always have pure white hair, while females’ tresses are
always pitch black. The eyes of a shadow giant are the color
of a starless void. Shadow giants dress in elegant, if grim,
clothing that is predominately black and blood red.

A shadow giant’s bag contains 1d2 rocks, 1d6+4 mun-
dane items, and the giant’s personal possessions. Personal
possessions usually include exquisite sculptures, gem-
stones, and artwork.

Combat

Shadow giants are nimble and elusive. They strike from
darkness before retreating back into it. They rarely attack
directly and prefer ranged attacks to melee.

Shadow giants attack anyone who uses a daylight spell
first, and then they go after anyone else using alternate light
sources. They use their deeper darkness ability before moving
into close combat.

Death Attack (Ex): If a shadow giant studies its victim
for 3 rounds and then makes a sneak attack with a melee
weapon that successfully deals damage, the sneak attack
has the additional effect of possibly either paralyzing or
killing the target (giant’s choice). While studying the
victim, the shadow giant can undertake other actions so
long as its attention stays focused on the target and the
target does not detect the assassin or recognize the assassin
as an enemy. If the victim of such an attack fails its Forti-
tude saving throw (DC 10 + 1/2 shadow giant’s HD +
shadow giant’s Int modifier) against the death effect, it
dies. If the saving throw fails against the paralysis effect,
the victim becomes helpless and unable to act for 1de
rounds plus 1 round for each 2 HD of the shadow giant. If
the victim’s saving throw succeeds, the attack is just a
normal sneak attack. Once the shadow giant has com-
pleted the 3 rounds of study, it must make the death attack
within the next 3 rounds. If a death attack is attempted and
fails (the target makes its save) or if the shadow giant does
not launch the attack within 3 rounds of completing the
study, 3 new rounds of study are required before the giant
can attempt another death attack.

Sneak Attack (Ex): Anytime a shadow giant’s target is
denied a Dexterity bonus, or when a target is flanked by a
shadow giant, the shadow giant deals an additional 4dé
points of damage on a successful melee attack.

Spell-Like Abilities: At will—blur, deeper davkness, shades,
shadow evocation, shadow walk. Caster level 18th; save DC 14 +
spell level.

Blindsight (Ex): A shadow giant maneuvers and fights
not only by sight, but also by using hearing and smell to
ascertain its surroundings. This ability enables it to discern
objects and creatures within 60 feet. A shadow giant usually
does not need to make Spot or Listen checks to notice crea-
tures within range of its blindsight.

Hide in Plain Sight (Su): As long as a shadow giant is
within 10 feet of some sort of shadow, it can hide itself from

view in the open without anything to actually hide behind.
It cannot, however, hide in its own shadow.

Light Sensitivity (Ex): When exposed to sunlight, or to
light equivalent to a daylight spell, shadow giants take a —2
morale penalty on all attack rolls, saves, checks and
damage rolls.

Skills: A shadow giant has a +4 racial bonus on Hide
checks. *In shadowy areas, this bonus rises to +8.

Shadow Giant Society

Even among the normally xenophobic giant race, shadow
giants are incredibly reclusive and distrusting. They prefer a
solitary existence, though some band together out of neces-
sity. The rare shadow giant that settles down typically makes
its lair underground.

Shadow giants are more cerebral and inquisitive than
other giants, and they seek out knowledge as much as
they do wealth. They have no compunctions about
murder, and they have been known to contract out their
services to kill other giants. Because of this reputation,
most giants attack shadow giants on sight—storm giants
in particular despise them.

Shadow Giant Characters

A shadow giant’s favored class is rogue. Most groups of
shadow giants include both rogues and sorcerers.

GOLEM

Golems are magically created automatons of great power.
The golems described here supplement the golems in the
Monster Manual and Monster Manual IL.

COMBAT

Golems are tenacious in combat and prodigiously strong
as well. They are emotionless and cannot be provoked, but
those described here are inherently cruel and love to tor-
ment their foes.

A golem’s creator can command it if the golem is within
60 feet and can see and hear its creator. If not under a com-
mand, a golem usually follows its last instruction to the best
of its ability, though if attacked it returns the attack. The
creator can give a golem a simple program to govern its
actions in his or her absence, such as “Remain in an area
and attack all creatures that enter” (or only a specific type of
creature), “Ring a gong and attack,” or the like.

Construct Traits: Golems are immune to mind-affecting
effects, poison, sleep, paralysis, stunning, disease, death
effects, necromantic effects, and any effect that requires a
Fortitude save unless it also works on objects. A golem is
not subject to critical hits, subdual damage, ability damage,
ability drain, energy drain, or death from massive damage.
It cannot heal itself but can be healed through repair. It
cannot be raised or resurrected. All golems have dark-
vision (60-foot range).



CONSTRUCTION

The cost given for each golem includes the price of the
physical body, plus all the materials and spell components
that are consumed during the process or that become a per-
manent part of the golem.

The first task in the construction of a golem is assembling
the golem’s physical body. The creator can assemble the body
personally or hire someone else to do the job. The builder
must have the appropriate skill, which varies with the kind
of golem being constructed.

The real work of creating a golem involves extended magical
rituals that take two months to complete. Understanding the
rituals requires a character of the specified level who has the
Craft Magic Arms and Armor and Craft Wondrous Item feats.
The creator must labor for at least 8 hours each day in a spe-
cially prepared laboratory or workroom. The chamber is simi-
lar to an alchemist’s laboratory and costs 500 gp to establish.

When not working on the rituals, the creator must rest
and can perform no other activities except eating, sleeping, or
talking. If personally constructing the golem’s body, the cre-
ator can perform the building and the rituals together. Miss-
ing a day of rituals means the process fails and must be started
again. Any money spent is lost, but XP are not. The golem’s
body can be reused, as can the laboratory.

Completing the ritual drains the appropriate XP from the
creator and requires casting any needed spells on the final
day. The creator must cast the spells personally, but they can
come from outside sources, such as scrolls.

BLOOD GOLEM OF HEXTOR

Large Construct

Hit Dice: 10d10+30 (130 hp if supplied with blood)

Initiative: —1

Speed: 20 ft. (can't run)

AC: 26 (—1 size, —1 Dex, +9 natural, +9 +1 full plate), touch 8,
flat-footed 26; without armor 17 (—1 size, —1 Dex, +9
natural), touch 8, flat-footed 17

Base Attack/Grapple: +7/+17

Attack: Masterwork heavy flail +13 melee, or slam +12
melee (see text)

Full Attack: 2 masterwork heavy flails +13 melee, or 2
slams +12 melee (see text)

Damage: Masterwork heavy flail 1d10+6, slam 1d8+6
(see text)

Face/Reach: 10 ft./10 ft.

Special Attacks: Blood siphon, whirlwind of death

Special Qualities: Blood dependency, blood reservoir,
construct traits, DR 10/+1, magic armor, magic immunity,
rust vulnerability

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

Abilities: Str 22, Dex 8, Con —, Int —, Wis 10, Cha 1

Skills: —

Feats: —

Climate/Terrain: Any land and underground

Organization: Solitary or gang (2—4)

Challenge Rating: 8

Treasure: Large +1 full plate (does not resize)
Alignment: Always lawful evil

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

The blood golems of Hextor are foul constructs made of the
coagulated blood of sacrificial victims. Girded in magic
armor and bearing masterwork weapons, they bring death
to the enemies of the faith.

Without its armor, a blood golem looks like a vaguely
humanoid shape made out of thickened red and black
blood. It constantly leaks blood wherever it goes and is often
surrounded by swarms of flies and other flying vermin that
dine on its leavings. Although the church of Hextor once
was satisfied with this raw form, recently the creators of
these golems have added a final step in which they seal the
golem in a custom-made suit of +1 full plate with masterwork
heavy flails fused to each of its arms. This suit of armor
includes two spherical reservoirs on the shoulders that store
more blood to fuel the creature. Metal pipes and valves
convey the creature’s blood within the armor, but the seals
are imperfect and it still leaks fluid.

Because it is a construct, a blood golem can remain motion-
less in one place for days, although it requires fresh blood on
a regular basis. This requirement makes it a poor guardian
for remote places that do not have many visitors.

Combat

A blood golem is straightforward in combat: It simply
lashes out at its foes with its heavy flails, which are actually
parts of its body. It is a cruel and malicious combatant, in
that it apparently derives satisfaction from slaying enemies
despite its lack of true intelligence.

Blood Siphon (Su): A blood golem can suck the blood out
of a helpless creature or a body that has died within the past
hour, dealing Constitution damage at the rate of 1 point per full
round. Bvery Constitution point lost in this fashion heals the
golem 5 hit points. (The golem usually restores its hit points to
maximum before filling its reservoirs so that it can remain at
full strength.) Both the golem and the victim must remain
motionless. Priests of Hextor often provide blood golems with
bound or unconscious victims for this very purpose.

Whirlwind of Death (Ex): A blood golem can spin its
upper body and cause its flails to rotate at high speed. This abil-
ity allows it to attack all creatures within its reach as if it had the
Whirlwind Attack feat. In the round after the golem performs
this maneuver, it can take only a single attack or move action.

Blood Dependency: Because a blood golem constantly
leaks its own vital fluid, it must absorb blood from other
creatures to continue functioning. The golem loses 5 hit
points per day, regardless whether it is engaged in physical
activity or merely stands motionless for the entire day. If the
golem’s armor is removed or destroyed, this loss increases to
10 hit points per day. If the golem reaches 0 hit points from
blood leakage, it is destroyed, leaving only its armor.




Blood golem
of Hextor

Blood Reservoir
(Ex): The reservoirs
in the golem’s armor
hold blood equivalent to 20 points of Constitution, which is
about as much as the capacity of two average human bodies.
The golem normally draws 1 point of Constitution from the
reservoir every day to sate its blood dependency. It can draw
blood from its reservoirs as a free action, and it often does so
during combat.

Magic Armor: A blood golem is encased in a suit of full
plate armor with an enhancement bonus of at least +1. If the
golem is destroyed, the armor can be reused for another
blood golem, but it does not resize to fit other creatures.

Magic Immunity: A blood golem is immune to all
spells, spell-like abilities, and supernatural effects, except
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BLOOD GOLEMS AND BOOK OF VILE DARKNESS

If you are using the sacrifice rules from Book of Vile Darkness in your

game, replace the Heal check to extract the blood with a Knowledge
(religion) check to make a successful sacrifice. The DC is 40, and the
creator need not meet the other prerequisites (minimum level, XP cost,
and spells known) to create the golem if the check is successful.

as follows. A gentle repose spell acts as a slow spell for 3
rounds with no saving throw. Regenerate restores 1 hit
point of damage per caster level. Horrid wilting does half or
one-quarter damage if the golem fails or succeeds on its
saving throw, respectively.

Rust Vulnerability: A blood golem’s armor is vulnerable
to rust attacks, such as from a rust monster or the rusting
grasp spell. If its armor is destroyed in this manner, the
golem’s AC drops and it makes slam attacks instead of flail
attacks. Once its armor is gone, the golem loses its blood
reservoir, and it loses hit points to blood leakage at the rate
of 10 hit points per day instead of 5 per day.

Construction

A blood golem’s semisolid body is created from the blood of
16 Medium-size humanoids sacrificed to Hextor. The golem
costs 50,000 gp to create. Extracting the blood from the sac-
rificial victims requires a Heal check (DC 15). The creator
must be 14th level and able to cast divine spells. Completing
the creation drains 1,000 XP from the creator and requires
animate objects, bull’s strength, gentle repose, and heal.

The magic armor of the golem costs the standard amount
for its kind, except that the materials cost for the master-
work full plate costs more than the normal amount because
of the larger size and special requirements of the golem’s
physiology (total cost for the armor is 4,150 gp). The master-
work flails cost 315 gp each. Blood golems can be built with
more powerful armors or weapons.

BRAIN GOLEM

Large Construct

Hit Dice: 12d10+30 (96 hp)

Initiative: +0

Speed: 20 ft.

AC: 17 (1 size, +4 inertial armor, +4 natural), touch 9, flat-
footed 17

Base Attack/Grapple: +9/+19

Attack: Slam +14 melee

Full Attack: Slam +14 melee

Damage: Slam 2d6+9

Face/Reach: 10 ft./10 ft.

Special Attacks: Mind blast

Special Qualities: Construct traits, DR 20/+2, inertial
armor, SR 25

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

Abilities: Str 23, Dex 11, Con —, Int 6, Wis 11, Cha 8

Skills: Listen +11, Spot +12

Feats: Alertness, Cleave, Power Attack, Skill Focus (Listen),
Skill Focus (Spot)

Climate/Terrain: Any underground

Organization: Solitary

Challenge Rating: 10

Treasure: —

Alignment: Always lawful evil

Advancement: 13-18 HD (Large); 19—-36 HD (Huge)




A creation of the mind flayers, a brain golem exists purely to
fulfill their desires.

A brain golem appears as a burly humanoid, about 8 feet
tall and 5 feet wide, with an oversized brain serving as its
entire head. In fact, the whole body is made up of brain
tissue that is covered with a thin film of slimy skin.

Brain golems do not speak or understand any language,
despite their intelligence, but they respond to telepathic
commands from any mind flayer.

Combat
Brain golems enter combat with a mind blast and then focus
their physical attacks on weak-looking opponents. They
never attack mind flayers under any circumstances.

Mind Blast (Su): This attack is a 60-foot cone. Anyone
caught in this area must succeed on a Will save (DC 15) or
be stunned for 3d4 rounds. A brain golem can use this abil-
ity once per minute.

Inertial Armor (Su): A brain golem’s body is surrounded
by a tangible field of force similar to that created by the mage
armor spell, granting it a +4 armor bonus to Armor Class.
Unlike mundane armor, inertial armor carries no armor
check penalty, speed reduction, or arcane spell failure
chance. Because it is composed of force, incorporeal crea-
tures can’t bypass it the way they do normal armor.

Construction
A brain golem’s body is formed from the brains of intelligent
creatures and topped off with a bud from a mind flayer com-
munity’s elder brain to form the creature’s “head.” Its skin is
a membrane secreted by the elder brain bud.

The golem costs 55,000 gp to create, which includes 1,000
gp for the construction of the body. Assembling the body
requires a Heal check (DC 15).

The creator must be 16th level and able to cast arcane
spells. Completing the ritual drains 1,200 XP from the creator
and requires bull’s strength, feeblemind, geas/quest, limited wish,
and mage armor.

DEMONFLESH GOLEM
Huge Construct (Extraplanar)
Hit Dice: 24d10+40 (172 hp)
Initiative: +3
Speed: 50 ft., fly 100 ft. (average)
AC: 33 (-2 size, =1 Dex, +26 natural), touch 7, flat-footed 33
Base Attack/Grapple: +18/+36

BRAIN GOLEMS AND THE PSIONICS HANDBOOK

If you are using the Psionics Handbook in your campaign, rather than

being an arcane spellcaster, the creator of a brain golem can be a
psion of 16th level or higher with access to the Inertial Armor feat,
animal affinity, astral construct VII, domination, matter manipulation,
and mind blast.

— J—

Attack: Slam +27 melee, or tail lash +27 melee

Full Attack: Slam +27 melee and claw +29 melee, or tail
lash +27 melee

Damage: Slam 2d6+10, claw 2d6+12/19-20, tail lash
1d6+10 plus daze

Face/Reach: 15 ft./15 ft. (25 ft. with tail)

Special Attacks: Claw graft, fear gaze, spell-like abilities,
whip tail graft

Special Qualities: Acid resistance 20, cold resistance 20,
construct traits, DR 30/+3, electricity immunity, fast
leg graft, fire resistance 20, immunity to magic, see
invisibility

Saves: Fort +8, Ref +7, Will +9

Abilities: Str 31, Dex 8, Con —, Int 8, Wis 12, Cha 13

Skills: Climb +29, Jump +28

Feats: Cleave, Combat Reflexes, Great Cleave, Improved
Critical (claw), Improved Initiative, Power Attack,
Weapon Focus (claw), Weapon Focus (slam), Weapon
Focus (tail lash)

Climate/Terrain: Any land and underground (the Abyss)

Organization: Solitary

Challenge Rating: 18

Treasure: —

Alignment: Always chaotic evil

Advancement: 25-36 HD (Huge); 37-72 HD
(Gargantuan)

The ultimate example of fiendish grafting (see Appendix 2),
the demonflesh golem is a collection of demonic body parts
assembled into a truly vile whole.

A demonflesh golem bears a superficial resemblance to a
flesh golem. Its overall form is humanoid, with the addition
of a pair of membranous wings and a long, thin tail. Its left
arm is muscular and sinewy, with a large, clawed hand,
while its right arm is more slender and ends in a heavy, bony
hand. Its right leg is long and agile, while its left is thicker
and heavier. Despite having a pronounced limp, the creature
moves quickly and can climb and jump with remarkable
ease. One eye is bright red and has a black iris, while the
other is yellow with no visible iris, but it has a pupil shaped
like a cat’s.

Unlike most golems, a demonflesh golem is reasonably
intelligent, and it speaks and understands Abyssal.

Combat
A demonflesh golem attacks in a whirling fury. Its left,
clawed arm seems to attack of its own volition, and its tail
lashes wildly from side to side during combat.

Claw Graft (Ex): A demonflesh golem’s left arm can
attack independently of the golem’s control. This allows a
golem to make a second attack each round. This means the
golem can attack with its slam, then move, and then attack
with its claw, all in a single round (but it cannot attack twice
with its claw). The clawed arm has a Strength score of 35,
attacks at the golem’s full base attack bonus (plus its higher




Strength bonus), and gains its full Strength bonus on
damage rolls.

Fear Gaze (Su): Anyone within 30 feet of a demonflesh
golem who meets its eyes must succeed on a Will saving
throw (DC 19) or be paralyzed with fear for 1d4 rounds.
Demonflesh golems are immune to their own gaze at-
tacks and to those of others of
their kind.

Spell-Like Abilities: 3/day—
darkness, poison, unholy aura;
1/day—destruction, horrid wilt-
ing, unholy blight. Caster level
20th; save DC 11 + spell level.

Whip Tail Graft (Ex): As a
full-round action, a demonflesh
golem can direct its tail to
attack one creature within
25 feet. Wounds from the
tail burn fiercely, causing the
creature struck to be dazed
for 1 round unless it makes a
Fortitude save (DC 11).

Immunity to Magic
(Ex): A demonflesh golem
is immune to all spells,
spell-like abilities, and
supernatural effects, except
as follows. A death effect
slows it (as the slow spell)
for 1d6 rounds, with no
saving throw. A spell with
the chaotic or evil descrip-
tor (such as chaos hammer or
unholy blight) breaks any
slow effect on the golem
and cures 1 point of damage
for each 3 points of damage
it would otherwise deal. It is
fully affected by spells with
the law or good descriptor, unless
its construct traits make it im-
mune to the spell’s effects (it
cannot be blinded by a holy
aura, for example, because that
effect allows a Fortitude save).

As an extraplanar creature,

a demonflesh golem on the
Material Plane can be driven
back to its home plane by a
dispel evil or dispel chaos spell
(as well as by holy word or
dictum), but it is not affected
by banishment or dismissal
since they are not good or
lawful spells. Hellfire golem

Demeonflesh golem




See Invisibility (Su): A demonflesh golem can continu-
ously see invisibility as the spell cast by a 20th-level sorcerer.

Skills: A demonflesh golem’s fast leg graft (see Appendix
1) gives it a +5 racial bonus on Climb and Jump checks.

Construction

A demonflesh golem can be constructed only in the Abyss
or on another chaotic infernal plane (in the D&D cosmol-
ogy, this would include Pandemonium and Carceri; see
Manual of the Planes). Assembly requires access to a variety
of demon bodies and fiendish grafts (see Appendix 3),
specifically including a claw fiendish arm, a fast fiendish
leg, a fear fiendish eye, membranous fiendish wings, and a
whip fiendish tail.

The golem costs 130,000 gp to create, which includes 1,000
gp for the construction of the body. Assembling the body
requires a Heal check (DC 15) and a Knowledge (the planes)
check (DC 20).

The creator must be 18th level and able to cast both
arcane and divine spells. Completing the ritual drains 3,000
XP from the creator and requires darkness, destruction,
geas/quest, horrid wilting, planar binding, poison, unholy aura,
and unholy blight.

HELLFIRE GOLEM

Large Construct (Extraplanar)

Hit Dice: 20d10+30 (140 hp)

Initiative: +2

Speed: 40 ft.

AC: 27 (-1 size, +2 Dex, +16 natural), touch 11, flat-
footed 25

Base Attack/Grapple: +15/+26

Attack: Slam +22 melee

Full Attack: 2 slams +22 melee

Damage: Slam 1d8+7/19-20 plus 2d6 hellfire

Face/Reach: 10 ft./10 ft.

Special Attacks: Hellfire, spell-like abilities

Special Qualities: Acid resistance 20, cold resistance
20, construct traits, DR 30/+3, fire immunity, immunity
to magic

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

Abilities: Str 25, Dex 14, Con —, Int 12, Wis 13, Cha 14

Skills: Climb +30, Jump +30, Spot +24

Feats: Cleave, Combat Reflexes, Great Fortitude, Great
Cleave, Improved Critical (slam), Power Attack, Weapon
Focus (slam)

Climate/Terrain: Any land and underground (Nine Hells)

Organization: Solitary

Challenge Rati