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Introduction

Welcome to Monster Manual IIL This book contains new
creatures for use in DuNGEONs & Dracons® adventures. The
monster entries are generally alphabetical by name, with
closely related monsters grouped together. In addition to
the alphabetical listing at the front of this book, monsters
are also listed by type and subtype (page 7), by Challenge
Rating (page 224), and by ECL (page 224).

This introduction explains how to read each creature’s
write-up. It often refers to the Glossary (starting on page
208) for more details on attack forms and the special quali-
ties associated with monsters.

READING THE ENTRIES

Bach monster description is organized in the same gen-
eral format, as outlined below. For complete information
about the characteristics of monsters, consult the Glos-
sary of this book, the Player’s Handbook, or the Dungeon
Master’s Guide.

STATISTICS BLOCK

This portion of a monster description contains basic game
information on the creature.

Name
This is the name by which the creature is generally known.
The descriptive text may provide other names.

Size and Type

This line describes the creature’s size (Huge, for example).
Size categories are defined in the Glossary. A size modi-
fier applies to the creature’s Armor Class (AC) and attack
bonus, as well as to certain skills. A creature’s size also
determines how far it can reach to make a melee attack
and how much space it occupies in a fight (see Space/
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
creatures of the animal type. Type determines certain fea-
tures, such as Hit Dice size, base attack bonus, base saving
throw bonuses, and skill points. For quick reference, the
glossary gives a full description of the features and traits of
each type and subtype.

Hit Dice

This line gives the creature’s number and type of Hit Dice,
and lists any bonus hit points. A parenthetical note gives
the average hit points for a creature of the indicated number
of Hit Dice.

A creature’s Hit Dice total is also treated as 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 tactical speed on land (the
amount of distance it can cover in one move action). If the
creature wears armor that reduces its speed, the creature’s
base land speed follows.

If the creature has other modes of movement, these are
given after (or in place of) the land speed. Unless otherwise
noted, modes of movement are natural (not magical). See the
Glossary for information on movement modes.

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

A creature’s armor proficiencies (if it has any) depend on
its type, but in general a creature is automatically proficient
with any kind of armor it is described as wearing (light,
medium, or heavy), and with all lighter kinds of armor.

Base Attack/Grapple
The number before the slash on this line is the creature’s
base attack bonus (before any modifiers are applied). The
DM usually won't need this number, but it can be handy
sometimes, especially if the creature has the Power Attack
or Combat Expertise feats.

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 creature. The grapple
bonus includes all modifiers that apply to the creature’s
grapple checks (base attack bonus, Strength modifier, spe-
cial size modifier, and any other applicable modifier, such as
a racial bonus on grapple checks).

Attack

This line shows the single attack the creature makes with
an attack action. In most cases, this is also the attack the
creature uses when making an attack of opportunity as
well. The attack line provides the weapon used (natural
or manufactured), attack bonus, and form of attack (melee
or ranged). The attack bonus given 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 attacks, the natural weapon
given here is the creature’s primary natural weapon (see
the Glossary).

If the creature has several different weapons at its dis-
posal, the alternatives are shown, with each different attack
routine separated by the word “or.”

A creature can use one of its secondary natural weapons
(see the Glossary) when making an attack action, but if it
does it takes an attack penalty, as noted in the Full Attack
section below.

The damage that each attack deals is noted parenthetically.
Damage from an attack is always at least 1 point, even if a
subtraction from a die roll reduces the result to 0 or lower.
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Full Attack

This line shows all the physical attacks the creature makes
when it uses a full-round action to make a full attack. It
gives the number of attacks along with the weapon, attack
bonus, and form of attack (melee or ranged). The first entry
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 attacks with
them are made with a —5 penalty to the attack roll, no matter
how many there are. Creatures with the Multiattack feat (see
page 207) take only a —2 penalty on secondary attacks.

The damage that each attack deals is noted parenthetically.
Damage from an attack is always at least 1 point, even if a
subtraction from a die roll reduces the result to 0 or lower.

A creature’s primary attack damage includes its full
Strength modifier (1-1/2 times its Strength bonus if the
attack is with the creature’s sole natural weapon) and is
given first. Secondary attacks add only 1/2 the creature’s
Strength bonus and are given second in the parentheses.

If any attacks also have some special effect other than
damage (poison, disease, energy drain, and so forth), that
information is given here.

Unless otherwise noted, creatures using natural weapons
deal double damage on critical hits.

Manufactured Weapons: Creatures that use swords,
bows, spears, and the like follow the same rules as characters
do. The bonus for attacks with two-handed weapons is 1-1/2
times the creature’s Strength modifier (if it is a bonus), and

Space/Reach

Special Attacks and Special Qualities

is given first. Off-hand weapons add only 1/2 the Strength
bonus and are given second in the parentheses.

v110000) P £q “Supyf

This line describes how much space the creature takes up
on the battle grid and thereby needs to fight effectively, as
well as how close it has to be to threaten an opponent. The
number before the slash is the creature’s space, or how many
feet one side of the creature occupies (see the Size entry in
the Glossary for specifics). For example, a creature with a
space of 15 feet occupies a 3-square-by-3-square space on
the battle grid. The number after the slash is the creature’s
natural reach. If the creature has exceptional reach due to
a weapon, tentacle, or the like, the extended reach and its
source are noted in parentheses at the end of the line.

Many creatures have unusual abilities, which can include spe-
cial 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, vulnerabili-
ties, and other special abilities that are not modes of attack. A
special ability is usually categorized either as extraordinary
(Ex), spell-like (Sp), or supernatural (Su). See the Glossary for
definitions of special abilities. Additional information (when
needed) is provided in the creature’s descriptive text.

When a special ability allows a saving throw, the kind
of save and the save DC is noted in the descriptive text.
Most saving throws against special abilities have DCs cal-
culated as follows: 10 + 1/2 the attacker’s racial Hit Dice +



the relevant ability modifier. The save DC is given in the
creature’s description along with the ability on which the
DC is based.

Saves

This line gives the creature’s Fortitude, Reflex, and Will save
modifiers, which take into account its type, ability score mod-
ifiers, and any special qualities that affect its saving throws.

Abilities

This line lists all six of the creature’s ability scores, in the
customary order: Str, Dex, Con, Int, Wis, Cha. Except where
otherwise noted, each creature is assumed to have the basic
array of ability scores before racial adjustments: 11, 11, 11, 10,
10, 10. To determine any creature’s racial ability adjustments,
subtract 10 from any even-numbered ability score and sub-
tract 11 from any odd-numbered score. (Exceptions are noted
in the Combat section of a creature’s descriptive text.)

Most abilities work as described in Chapter 1 of the
Player's Handbook, with exceptions given below.

Strength: As noted on page 162 of the Player’s Handbook,
quadrupeds can carry heavier loads than bipeds can. Any
creature with four or more motive limbs can carry a load as a
quadruped, even if it does not necessarily use all the limbs at
once. For example, ambush drakes carry loads as quadrupeds.
Intelligence: A creature can speak all the languages
mentioned in its description, 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 otherwise noted).
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 are detailed in the Glossary.

Skills

This line gives the creature’s skills, along with each skill’s
modifier (including adjustments for ability scores, armor
check penalties, and any bonuses from feats or racial traits).
All listed skills are class skills, unless the creature has a char-
acter class (noted in the entry). A creature’s type and Intelli-
gence score determine the number of skill points it has.

The Skills section of the creature’s description recaps
racial bonuses and other adjustments to skill modifiers for
the sake of clarity; these bonuses should not be added to
the listed skill modifiers. An asterisk (¥) beside the relevant
score and in the Skills section of the descriptive text indi-
cates a conditional adjustment, one that applies only in cer-
tain situations (for instance, an avalancher gets an additional
+4 racial bonus on Hide checks when in areas of rocky or
mountainous terrrain).

Natural Tendencies: Some creatures simply aren’t made
for certain types of physical activity. Elephants, despite their
great Strength scores, are terrible at jumping. Giant crocodiles,
despite their high Strength scores, don’t climb well. Horses
can’t walk tightropes. If it seems clear to you that a particular
creature simply is not made for a particular physical activity,
you can say that the creature takes a—8 penalty on skill checks

that defy its natural tendencies. In extreme circumstances
(a porpoise attempting a Climb check, for instance) you can
rule that the creature fails the check automatically.

Feats
The line gives the creature’s feats. The creature’s descriptive
text may contain additional information if a feat works dif-
ferently from the description on pages 206—207 or Chapter
5 of the Player’s Handbook.

Sometimes a creature has one or more bonus feats, marked
with a superscript B (®). Creatures often do not have the pre-
requisites for a bonus feat. If this is so, the creature can still
use the feat. If you wish to customize the creature with new
feats, you can reassign its other feats, but not its bonus feats.
A creature cannot have a feat that is not a bonus feat unless
it has the feat’s prerequisites.

Environment

This line gives a type of climate and terrain where the creature
is typically found. This describes a tendency, but is not exclu-
sionary. A bloodstriker dinousaur, for instance, has an Envi-
ronment entry of warm forests, but could also be encountered
in warm plains, temperate forests, or in any environment as
an animal companion. See Chapter 3 of the Dungeon Master’s
Guide for more on terrain types and climate.

Organization

This line describes the kinds of groups the creature might
form. A range of numbers in parentheses indicates how
many combat-ready adults are in each type of group. Many
groups also have a number of noncombatants, expressed as
apercentage of the fighting population. Noncombatants can
include young, the infirm, slaves, or other individuals who
are not inclined to fight. A creature’s Society section may
include more details on noncombatants.

If the organization line includes the term “domesticated,”
the creature is generally found only in the company of other
creatures, whom it serves in some capacity.

Challenge Rating

This line gives the average level of a party of adventurers for
which one creature of this kind 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 casualties.
For more information about Challenge Ratings, see pages 36
and 48 of the Dungeon Master’s Guide.

Treasure

This line describes how much wealth the creature owns
and refers to Table 3—5: Treasure on page 52 of 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 creatures that own useful, portable treasure (such
as magic items) tend to carry and use these, leaving bulky
items at home. See the Glossary for more details on using the
Treasure line of each monster entry.



Note: The random dungeon generation tables in Chapter Level Adjustment

3 of the Dungeon Master's Guide provide their own treasure
information. Use that information instead of a monster’s
Treasure line whenever you use those tables.

Alignment
This line 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. See
the Glossary for details.

Advancement

This book usually describes only the most commonly encoun-
tered version of a creature (though some entries for advanced
monsters are provided). A creature’s Advancement line shows
how tough the creature can get, in terms of extra Hit Dice.
(The upper limit given in the entry is not an absolute ceiling,
but exceptions are extremely rare.) Often, intelligent crea-
tures advance by gaining a level in a character class instead
of just gaining a new Hit Die.

MONSTERS BY TYPE (AND SUBTYPE)

Aberration: harpoon spider, lifeleech otyugh, lurking stran-
gler, mindshredder larva, mindshredder warrior, mindshredder
zenthal, odopi, prismatic roper, quaraphon, rot reaver, runehound,
seryulin, shrieking terror, stonesinger, susurrus.

(Air): omnimental, storm elemental.

Animal: battletitan dinosaur, bloodstriker dinosaur, flesh-
raker dinosaur, mastodon, needletooth swarm, sea tiger,
swindlespitter dinosaur.

(Aquatic): dragon eel, seryulin, siege crab.

(Chaotic): arrow demon, mivilorn, necronaut, odopi,
sorrowsworn demon, trilloch.

(Cold): chraal, rejkar, snowflake ooze.

Construct: alchemical golem, cadaver collector, gloom
golem, grisgol, hangman golem, mud golem, prismatic golem,
shadesteel golem, shredstorm, slaughterstone behemoth,
slaughterstone eviscerator, warforged, warforged charger,
warforged scout, web golem.

Dragon: ambush drake, dracotaur, dragon eel, rage drake,
ssvaklor.

(Earth): avalancher, dust wight, gulgar, omnimental, sand
giant, slaughterstone behemoth, slaughterstone eviscerator,
stonesinger.

Elemental: chraal, cinder swarm, omnimental, storm
elemental.

(Evil): arrow demon, canoloth, gloom golem, living blas-
phemy, mezzoloth, necronaut, nycaloth, odopi, sorrowsworn
demon, ultroloth.

(Extraplanar): arrow demon, canoloth, dread blossom swarm,
gloom golem, mezzoloth, mivilorn, necronaut, nycaloth, odopi,
omnimental, plague brush, prismatic golem, shadesteel
golem, shrieking terror, sorrowsworn demon, storm elemental,
trilloch, ultroloth.

Fey: glaistig, petal, ragewalker, redcap, shimmerling swarm,
shredstorm, splinterwaif, thorn.

(Fire): cinder swarm, conflagration ooze, harssaf, ominmental,
phoelarch, phoera, sand giant, zezir.

Giant: cave troll, crystalline troll, death giant, eldritch giant,
forest troll, geriviar, mountain troll, sand giant, skullcrusher ogre.

Descriptive Text

This line is included in the entries of creatures suitable for
use as player characters or as cohorts (usually creatures with
Intelligence scores of at least 3 and possessing opposable
thumbs). Add this number to the creature’s total Hit Dice,
including class levels, to get the creature’s effective character
level (ECL). A character’s ECL affects the experience the char-
acter earns, the amount of experience the character must have
before gaining a new level, and the character’s starting equip-
ment. See pages 172, 199, and 209 of the Dungeon Master's
Guide for more information.

The body of each entry opens with a sentence or two that
describes what the player characters might see on first
encountering a monster, followed by a short description
of the creature: what it does, what it looks like, and what
is most noteworthy about it. Special sections describe how
the creature fights and give details on special attacks, special
qualities, skills, and feats.

(Gnoll): flind.
(Goblinoid): forestkith goblin.
(Good): prismatic golem.
Humanoid: changeling, flind, forestkith goblin, kenku, poison
dusk lizardfolk, shifter.
(Incorporeal): deathshrieker, ephemeral swarm, prismatic
golem, trilloch.
(Lawful): justicator, visilight.
(Living Construct): warforged, warforged charger, warforged
scout.
Magical Beast: avalancher, bearhound, brood keeper, brood
keeper larva swarm, feral yowler, ironclad mauler, mivilorn,
phoera, zezir.
Monstrous Humanoid: armand, blackscale lizardfolk, goat-
folk, gulgar, harssaf, lhosk, nycter, phoelarch, protean scourge,
skindancer, vermin lord, war troll, witchknife.
(Native): ak’chazar rakshasa, naztharune rakshasa.
Ooze: arcane ooze, chilling fog, conflagration ooze, glitter-
fire, living blasphemy, sickening sleep, snowflake ooze,
summoning ooze.
Outsider: ak’chazar rakshasa, arrow demon, astral stalker,
canoloth, justicator, lumi, mezzoloth, naztharune rakshasa, ny-
caloth, rejkar, sorrowsworn demon, trilloch, ultroloth, visilight.
Plant: battlebriar, dread, blossom swarm, boar topiary guard-
ian, lion topiary guardian, night twist, plague brush, triceratops
topiary guardian, wood woad.
(Reptilian): blackscale lizardfolk, poison dusk lizardfolk.
(Shapechanger): changeling, protean scourge, shifter.
(Swarm): blood keeper larva, cinder swarm, dread blossom
swarm, ephemeral swarm, needletooth swarm, shimmerling
swarm, shredstorm, swamp strider swarm.
(Tanar’ri): arrow demon, sorrowsworn demon.
Templates: living spell, spellwarped, voidmind, woodling.
Undead: boneclaw, bonedrinker, charnel hound, deathshrieker,
drowned, dust wight, ephemeral swarm, grimweird, necronaut,
plague spewer, salt mummy, vasuthant.
Vermin: chelicera, knell beetle, siege crab, swamp strider swarm.
(Water): omnimental.
(Yugoloth): canoloth, mezzoloth, nycaloth, ultroloth.



Monsters Ato Z

This book contains hundreds of creatures for use in any
Dunceons & Dracons® game. Refer to the glossary (start-
ing on page 208) for the definitions of common features
and abilities of individual monsters. In most cases, a mon-
ster entry describes a typical individual of its kind, which
is the most common version encountered by characters on
adventures. Some of the monster entries, however, include
tougher representatives (“champions”) of their kind. Not
all monster entries include champions, although the rules

presented in Chapter 4 of the Monster Manual allow a Dun-
geon Master to create an advanced version for any monster.
A DM should also feel free to adjust a monster’s statistics as
he or she sees fit to play a monster against type and surprise
the player characters.

Monsters in Eberron and Faeriin: Some monster entries
include a brief section describing the monster’s ecological
niche in the EBerroN campaign setting or the FOrGoTTEN
REeALMS campaign setting (or both). If your campaign is not
set in either Eberron or Faeriin, feel free to use the monster

as you see fit.
AMBUSH DRAKE

Medium Dragon

Hit Dice: 7d12+28 (73 hp)

Initiative: +6

Speed: 40 ft. (8 squares), fly 30 ft. (poor)

Armor Class: 18 (+2 Dex, +6 natural), touch 12, flat-footed 16
Base Attack/Grapple: +7/+10

Attack: Bite +10 melee (1d8+3 plus poison)

Full Attack: Bite +10 melee (1d8+3 plus poison) and 2 claws
+8 melee (1d6+1)

Space/Reach: 5 ft./5 ft.

Special Attacks: Breath weapon, poison

Special Qualities: Darkvision 60 ft., immunity to magic
sleep effects and paralysis, low-light vision, scent, spell
resistance 16, telepathic link 30 ft.

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

Abilities: Str 16, Dex 15, Con 18, Int 7, Wis 10, Cha 9
Skills: Hide +16, Listen +12, Move Silently +12, Spot +12
Feats: Alertness, Improved Initiative, Multiattack
Environment: Temperate plains

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

Challenge Rating: 5

Treasure: Standard

Alignment: Usually neutral evil

Advancement: 8-14 HD (Medium); 15-21 HD (Large)
Level Adjustment: —

Llius. by V. Rams

Ambush drake

About the size of an adult human, this dragonlike creature
bears distinctly lupine features in place of the more common
feline attributes of traditional dragons. lis jaw is elongated and
its build muscular, although its wings seem stunted for its size.

Most creatures perceive ambush drakes as deadly draconic
hunters of limited intelligence. However, they are social
creatures among their own kind. Ambush drakes share the
classic dragon mentality of hoarding treasure, but a pack
doesn’t believe in individual ownership. While one ambush
drake might use an item at any given moment, the pack
owns the treasure, and tomorrow another ambush drake
might use it.

An ambush drake prefers to move about on all fours, only
using its undersized wings when necessary.

An ambush drake typically weighs 200 pounds and has
a 5-foot-long body. Its scales display dark shades of gray
or black.

Ambush drakes can speak Common and Draconic,
but rarely choose to do so. Instead, they communicate
telepathically with their kind.

COMBAT

Ambush drakes generally stalk their prey as a coordi-
nated pack. They start by using their breath weapons
and focus attacks on affected creatures, ignoring quicker
fleeing prey.

Breath Weapon (Su): 30-foot cone, once every 1d4 rounds,
slow (duration 7 rounds), Will DC 17 negates. Ambush drakes
are immune to the breath weapons of other ambush drakes.
The save DC is Constitution-based.

Poison (Ex): Injury, Fortitude DC 17, initial and second-
ary damage 1d6 Dex. The save DC is Constitution-based.

Telepathic Link (Ex): Ambush drakes share a com-
munal consciousness, enabling them to communicate
telepathically with other ambush drakes. A group of
ambush drakes within 30 feet of each other are in con-
stant contact. If one is aware of a particular danger, they
all are. If one in the group is not flat-footed, none of them
are. No ambush drake in the group is considered flanked
unless all are.

Skills: Ambush drakes have a +4 racial bonus on Hide
checks.



ARCANE OOZE
Huge Ooze

Hit Dice: 15d10+120 (202 hp)

Initiative: —5

Speed: 20 ft. (4 squares), climb 20 ft.

Armor Class: 3 (-2 size, —5 Dex), touch 3, flat-footed 3

Base Attack/Grapple: +11/+24

Attack: Slam +14 melee (2d6+7 plus 2d6 acid)

Full Attack: Slam +14 melee
(2d6+7 plus 2dé6 acid)

Space/Reach: 15 ft./10 ft.

Special Attacks: Acid,
constrict 2d6+7 plus
2dé acid, improved
grab, spell siphon

Special Qualities:
Blindsight 60 ft.,
immunity to magic
0oze traits

Saves: Fort +13, Ref
+0, Will +0

Abilities: Str 22, Dex 1,
Con 26, Int —, Wis 1,
Cha1

Skills: Climb +13

Feats: —

Environment: Underground

Organization: Solitary

Challenge Rating: 9

Treasure: None

Alignment: Always neutral

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

Level Adjustment: —

The creature resembles a fluid mass of green protoplasm.
Within its immense bulk, glowing veins throb and pulse with
eldritch light.

Created in ancient times, arcane oozes have long since
outlived their original purpose and their long-forgotten
creators. The bizarre creatures have a strange affinity
for arcane magic. Immune to most arcane magic, arcane
oozes drain arcane energy from nearby spellcasters. Some
speculate that these oozes were created to combat a rival
group of arcane spellcasters, but scant evidence backs
any such conclusion. Others suggest arcane oozes arose
as a natural response to some cataclysmic event caused by
arcane magic. Adherents of these later theories claim that
one day arcane oozes will drown out all arcane magic in
the world.

An arcane ooze measures 15 feet across and 3 feet thick.
It weighs as much as 20,000 pounds.

COMBAT

An arcane ooze attacks by grabbing and squeezing its
prey. It moves instinctively toward the nearest creature
capable of casting arcane spells. It can only detect such
creatures (or any creature) if they are within 60 feet.

Arcane ooze

If attacked by creatures that it cannot detect (because
they are too far away), the ooze instinctively retreats.
An arcane ooze can travel easily on vertical surfaces,
and it lurks on such surfaces, attempting to catch prey
by surprise.
Acid (Ex): An arcane ooze secretes a digestive acid that
dissolves only flesh. Any successful hit in melee combat or
a constrict attack by the creature deals an extra 2d6 points
of acid damage.
Constrict (Ex): An arcane ooze deals auto-
matic slam damage and acid damage with a
successful grapple check.
Improved Grab (Ex): To

use this ability, an arcane

ooze must hit with its slam
attack. It can then at-
tempt to start a grapple
as a free action without
provoking attacks of oppor-
tunity. If it wins the grapple
check, it establishes a hold
and can constrict.
Spell Siphon (Su): An
arcane ooze exerts a strange pull
on arcane spell energy. Any time

an arcane spellcaster begins his turn

within 60 feet of an arcane ooze, he must make

a DC 25 Fortitude save or lose a random spell of the
highest spell level that he has available. For every spell lost
by a victim in this manner, the arcane ooze gains tempo-
rary hit points equal to 5 X the level of the lost spell. These
temporary hit points are lost after 1 hour.
Line of effect between the spellcaster and the arcane ooze

is necessary in order for this ability to work. The save DC is
Constitution-based.
Immunity to Magic (Ex): An arcane ooze is immune
to any spell or spell-like ability that allows spell resistance.
In addition, certain spells and effects function differently
against the creature, as noted below.
A magical attack that deals electricity damage increases
an arcane ooze’s speed as if it had been affected by the haste
spell for 3 rounds.
A magical attack that deals acid damage heals an arcane
ooze of an amount of damage equal to half the acid damage
that the spell would normally have caused.
Skills: An arcane ooze has a +8 racial bonus on Climb
checks and can always choose to take 10 on a Climb check,
even if rushed or threatened.

ARCANE OOZES IN EBERRON

Arcane oozes are found in places where arcane spellcasters
dwell, or in abandoned demesnes where wizards once held
sway. They are encountered with alarming regularity in the
depths of Sharn, the City of Towers.



ARMAND

This short, solidly built humanoid with thick, plated skin seems
as patient as a stone. Its stance lends it stability.

Armands are nomadic humanoids who wander the desert
in search of new experiences. They operate as a democratic
unit with all adult armands able to voice and vote in coun-
cil. They don’t believe in individual ownership and
share all possessions and resources among other
armands. Their philosophy scorns wealth
because of its transitory nature. Of infinitely
greater value are experiences, and those
armands who have traveled, adventured,
and returned to the tribe are deemed
“wise ones” whose advice carries the
most weight. Thus, many young adult
armands leave their families and seek
to see more of the world.

A typical armand stands 3-1/2 to
4 feet tall and weighs roughly 150
pounds.
Armands speak Common and
their own language, Armandish.

COMBAT

An armand prefers to avoid combat.
It enjoys living and treasures
new experiences. An armand
rarely starts a conflict because
combat too often causes an
untimely end and deprives
the armand or its foe of
the pleasures of life. How-
ever, it will certainly fight

if attacked.

Defensive Stance (Ex):
When it needs to, an armand can become a stalwart

bastion of defense. As a move action, an armand can take a
defensive stance, gaining phenomenal precision and dura-
bility, but it cannot move while in this stance. The creature
gains a +2 bonus on attack rolls, a +2 resistance bonus on all
saves, and a +4 dodge bonus to AC until it moves.

The following changes are in effect as long as the defen-
sive stance lasts: AC 22, touch 18, flat-footed 15; Base Atk +5;
Grp +1; Atk claw +11 melee (1d4); Full Atk 2 claws +11 melee
(1d4); SV Fort +6, Ref +9, Will +6.

Stability (Ex): Armands are exceptionally stable on their
feet. They gain a +4 bonus on ability checks made to resist
being bull rushed or tripped when standing on the ground
or burrowing (but not when climbing, flying, riding, or
otherwise not standing firmly on the ground).

Skills: Armands have a +4 racial bonus on Survival

checks.
ARMAND WARDEN

Armand leaders arise from those who have traveled widely
and experienced much. It is the duty of an armand warden
to return to the tribe and lend its wisdom to the group.

Llius. by L. Minnis

Armand

The armand warden presented here had the following
ability scores before racial adjustments and Hit Dice abil-
ity score increases: Str 14, Dex 12, Con 13, Int 10, Wis 15,
Chas.

Combat

An armand warden fights fiercely to defend itself or any
other armand.

Defensive Stance: The statistics for an armand
warden in a defensive stance are adjusted to
account for its elite ability score array and its
monk levels.

The following changes are in effect
until the warden moves: AC 28, touch
22, flatfooted 20; Base Atk/Grp +8/+10;
Atk unarmed +15 melee (1d6+2); Full Atk
unarmed +15/+10 melee (1d6+2) or flurry

of blows +13/+13/+8 melee (1d6+2);
i, SV Fort +11, Ref +14, Will +13 (+15
“Y against enchantment).

Evasion (Ex): If the armand
warden is exposed to any effect
that normally allows it to attempt

a Reflex saving throw for half
damage, it takes no damage with a
successful saving throw.

Slow Fall (Ex): An armand
warden within arm’s reach of

a wall can use it to slow its

descent while falling. The
armand warden takes dam-
age as if the fall were 20 feet
shorter than it actually is.
Still Mind (Ex): +2 bonus
on saves against spells and effects of the
enchantment school.
Possessions: Bracers of armor +2, potion of cure moderate
wounds (2), potion of spider climb.

ARMAND SOCIETY

An armand tribe usually consists of several small, closely
knit family groups that come together to share resources.
When faced with a deadly common foe, many tribes will
converge on a defensible location to “make their stand.”
Tribes look to the wardens for leadership, and a single
tribe may have several wardens leading it. The armands
rarely build permanent dwellings. They live in large
communal tents or take advantage of ready shelter, such
as caves.

Armands worship Fharlanghn, Obad-Hai, or Pelor (or
other deities whose portfolios include travel, nature, and
the sun).

ARMANDS AS CHARACTERS

Armand characters possess the following racial traits.

— +6 Dexterity, +6 Constitution.

—Small size. +1 bonus to Armor Class, +1 bonus on
attack rolls, +4 bonus on Hide checks, —4 penalty on



Armand
Small Monstrous Humanoid

Hit Dice: 5d8+15 (37 hp)

Initiative: +3

Speed: 20 ft. (4 squares), burrow 10 ft.
Armor Class: 18 (+1 size, +3 Dex, +4 natural),

touch 14, flat-footed 15

Base Attack/Grapple: +5/+1

Attack: Claw +9 melee (1d4)
Full Attack: 2 claws +9 melee (1d4)
Space/Reach: 5ft./5 ft.
Special Attacks: —
Special Qualities: Darkvision 60 ft., defensive stance,
stability
Saves: Fort +4, Ref +7, Will +4
Abilities: Str 11, Dex 17, Con 17,
Int 10, Wis 10, Cha 10
Skills: Listen +8, Spot +8, Survival +4
Feats: Weapon Finesse, Weapon Focus
(claws)
Environment: Temperate deserts
Organization: Solitary, pair, group (2-9

plus 1 4th-level warden)
Challenge Rating: 3

Treasure: Standard
Alignment: Usually lawful neutral
Advancement: By character class

Level Adjustment:  +3

grapple checks, lifting and carrying limits 3/4 those of ARMANDS IN EBERRON

Medium characters.

—An armand’s base land speed is 20 feet, and it has a
burrow speed of 10 feet.

—Darkvision out to 60 feet.

—Racial Hit Dice: An armand begins with five levels of
monstrous humanoid, which provide 5d8 Hit Dice, a base
attack bonus of +5, and base saving throw bonuses of Fort
+1, Ref +4, and Will +4.

—Racial Skills: An armand’s monstrous humanoid levels

give it skill points equal to 8 x (2 + Int modifier, minimum ARMAN DS IN FAE RUN

1). Its class skills are Jump, Listen, Spot, and Survival. It has
a +4 racial bonus on Survival checks.

—Racial Feats: An armand’s monstrous humanoid levels
give it two feats.

— +4 natural armor bonus.

—Natural Weapons: Claw (1d4).

—Special Qualities (see above): Defensive stance, stability.

—Automatic Languages: Common and Armandish.
Bonus Languages: Elven, Giant, Gnome, Goblin, Sylvan.

—Favored Class: Monk.

—Level adjustment +3.

Armand Warden, 4th-Level Monk
Small Monstrous Humanoid
5d8+20 plus 4ds+16 (76 hp)

+4

30 ft. (6 squares), burrow 10 ft.

24 (+1 size, +4 Dex, +4 natural, +3 Wis,
+2 bracers of armor +2), touch 18,
flat-footed 20

+8/+10

Unarmed +13 melee (1d6+2)

Unarmed +13/+8 melee (1d6+2) or
flurry of blows +11/+11/+6 melee (1d6+2)
5ft./5 ft.

Flurry of blows, ki strike (magic)
Darkvision 60 ft., defensive stance,
evasion, fast movement, slow fall 20 ft.,
stability, still mind

Fort +9, Ref +12, Will +11 (+13 against
enchantments)

Str 14, Dex 18, Con 19,

Int 10, Wis 16, Cha 8

Jump +6, Listen +15, Sense Motive +7,
Spot +15, Survival +7

Deflect Arrows®, Dodge, Improved
Grapple®, Improved Unarmed Strike®,
Mobility, Weapon Finesse, Weapon
Focus (unarmed strike)

Temperate deserts

Solitary or group (1 plus 2—9 armands)

7

Standard plus possessions noted below
Usually lawful neutral

By character class

+3

Armands inhabit the desert of Menechtarun, on the conti-
nent of Xen'drik. They enjoy civil relations with the sand
giants of the Golden Sargasso and trade with them often.
They also do business with various goatfolk and orc tribes
in the Fangs of Argarak, a mountain chain east of the
desert. A tribe of armands will typically build a caravan-
serai around or near a desert oasis and open its gates to
traders, adventurers, and other peaceful visitors.

Millennia ago, armands wandered freely across the
deserts of Anauroch, maintaining a large monastery
and trading post on the slopes of Azrrhat. However, the
Empire of Shadows destroyed the armand monastery,
and the few armand tribes that survived were driven
south of the Scimitar Spires, into the Saiyaddar. There,
a ravenous blue dragon named Jyrrathazur enslaved the
armands, devouring entire clans that refused to pledge
fealty. One day the dragon disappeared from Anauroch,
and armand nomads have wandered the Saiyaddar as free
folk ever since.



ASTRAL STALKER
Medium Outsider

Hit Dice: 12d8+72 (126 hp)
Initiative: +9

Speed: 50 ft. (10 squares), climb 20 ft.

Armor Class: 30 (+5 Dex, +10 natural, +5 deflection), touch
20, flat-footed 25

Base Attack/Grapple: +12/+19

Attack: Claw +20 melee (1d6+7/19-20) or throat dart +17
ranged (1d4+7 plus poison)

Full Attack: 2 claws +20 melee (1d6+7/19-20) or throat dart
+17 ranged (1d4+7 plus poison)

Space/Reach: 5 ft./5 ft

Special Attacks: Poison, sneak attack +2d6, throat dart
Special Qualities: Camouflage, damage reduction 10/
magic, darkvision 120 ft., elusive prey, evasion, outsider
traits, scent, swift tracker, unearthly grace

Saves: Fort +19, Ref +18, Will +18

Abilities: Str 25, Dex 21, Con 23, Int 12, Wis 16, Cha 20
Skills: Climb +30, Hide +20, Jump +30, Listen +20, Move
Silently +20, Search +16, Sense Motive +18, Spot +20,
Survival +18

Feats: Alertness, Improved Critical (claw)®, Improved
Initiative, Improved Natural Attack (claw), Iron Will,
Track®, Weapon Focus (claw)
Environment: Astral Plane

Organization: Solitary or hunting party (2—6)
Challenge Rating: 12
Treasure: Standard
Alignment: Always lawful evil
Advancement: By character
class

Level Adjustment: +6

1llus. by W. Reynolds

The creature looks like
a muscular humanoid
with thick black-green
skin. Its demonic visage
is reminiscent of a
skeletal human with
a prominent jaw. lts
hands end in large,
wickedly sharp claws.

Astral stalkers roam
the multiverse look-
ing for the ultimate
quarry. They live for the
thrill of the hunt, and they measure their
personal worth and status in their community by
the number and power of the creatures that they
have successfully hunted.

These able hunters prefer to stalk intelligent foes, and the
pleasure they gain from hunting these creatures for sport
makes them evil by the standards of any race. However,
astral stalkers adhere to a short list of tenets that they refer
to as the Rules of the Hunt: Once its quarry has knowingly
eluded an astral stalker, it will never again hunt that crea-
ture; if hired to hunt a creature, the stalker will not hunt its

Astral stalker

employer for at least one year; and no astral stalker will ever
hunt another astral stalker.

Astral stalkers find that their prey provides better sport if
it knows it is being hunted, so they often warn their quarry
in some roundabout fashion before beginning the hunt.

An astral stalker typically stands 6 feet tall and weighs
275 pounds.

Astral stalkers speak Common and Infernal.

COMBAT

Astral stalkers regard all other creatures as potential prey.
Although they seek to test themselves against stronger and
stronger prey, astral stalkers are neither stupid nor foolhardy,
and rarely engage in combat without first preparing the hunt-
ing ground and sizing up their foes. They favor ambushes
designed to weaken the prey before bringing it down.

Poison (Ex): Injury; Fortitude DC 22; initial damage
paralysis 1d4 rounds; secondary damage none. The save
DC is Constitution-based.

Sneak Attack (Ex): An astral stalker can make a sneak
attack like a rogue, dealing an extra 2d6 points of damage
whenever a foe is denied its Dexterity bonus or when the
astral stalker is flanking.

Throat Dart (Ex): An astral stalker’s throat dart has a
range of 150 feet with no range increment.

Camouflage (Ex): An astral stalker can use
the Hide skill in any sort of natural terrain,
even if the terrain does not grant cover
or concealment.

Elusive Prey (Ex): An as-
tral stalker is difficult to
track. Anyone trying to track

one takes a —10 penalty on
Survival checks.

Evasion (Ex): An as-
tral stalker can avoid
even magical and un-
usual attacks with great
agility. If it makes a

successful Reflex sav-

ing throw against an

attack that normally

deals half damage on a suc-

cessful save, it instead takes
no damage.

Swift Tracker (Ex): An astral
stalker can move at its normal

speed while following tracks

without taking the normal -5
penalty. It takes only a —10 penalty

(instead of the normal —20 penalty) when moving
at up to twice normal speed while tracking.

Unearthly Grace (Su): An astral stalker adds its Cha-
risma modifier as a bonus on all its saving throws and as a
deflection bonus to its Armor Class.

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



AVAL ANCHER COMBAT

Large Magical Beast (Earth)

Hit Dice: 6d10+30 (63 hp)

Initiative: +1

Speed: 40 ft. (8 squares), burrow 10 ft., climb 20 ft.

Armor Class: 18 (-1 size, +1 Dex, +8 natural), touch 10,
flat-footed 17

Base Attack/Grapple: +6/+16

Attack: Slam +11 melee (1d8+9)

Full Attack: Slam +11/+6 melee (1d8+9)

Space/Reach: 10 ft./10 ft.

Special Attacks: Cause avalanche, transmute
rock to mud

Special Qualities: All-around vision, -
darkvision 60 ft., immunity to blud-
geoning damage, low-light vision

Saves: Fort +10, Ref +6, Will +3

Abilities: Str 22, Dex 12, Con 21, L
Int 5, Wis 12, Cha 11 -

Skills: Climb +14, Hide +1%
Search +1, Spot +10

Feats: Great Fortitude,
Improved Bull Rush,
Power Attack

Environment: Cold
mountains ¥

Organization: Solitary,
pair, or burial (3—12)

Challenge Rating: 5

Treasure: None

Alignment: Always
neutral

Advancement: 7-9 HD :
(Large); 10-18 HD (Huge) ’ = et R

Level Adjustment: — e -

A large boulder on the rocky slope above 4

you extends a long tendril with a single eye. The

boulder suddenly moves, sending a torrent of rock

and debris toward you.

Avalanchers are bizarre and dangerous creatures that live
along the rocky slopes of tall mountains. They are scav-
engers that use their ability to cause avalanches to bury
potential prey, allowing them to feast at their leisure. While
dangerous to hunt, avalanchers are prized by mountain-
dwelling races as a prime source of meat, although killing
an avalancher is a mighty chore. Some races even “herd”
avalanchers by keeping them penned on plains where their
fearsome abilities pose little threat.

To the casual viewer, an avalancher resembles a large boul-
der of the same coloration and texture as the surrounding
terrain. Occasionally, it will stretch out its single eye that
sits on the end of a tough tendril to scout the landscape. An
avalancher spends most of its time immobile but can move
with startling speed on spindly, crablike legs.

An avalancher is 6 feet tall and weighs 400 pounds.
Avalanchers speak rudimentary Terran.

- Creatures that fail this save must make

Avalancher

While not particularly bright, avalanchers possess a deep
cunning and use their intimate knowledge of mountain-
ous terrain to their advantage. An avalancher’s preferred
tactic is to hide on a rocky slope above a game trail or oth-
er path, using its cause avalanche ability to send a torrent
of rocks down on its prey. It also bull rushes opponents,
knocking them off cliffs to their deaths on the rocky
crags below. It will use its transmute rock to mud
ability against opponents that would not

otherwise be affected by a sliding

avalanche. If losing a combat, an

avalancher will trigger its cause
avalanche ability and “ride” the
rocks down to safety—being
immune to bludgeoning dam-
age, it is not harmed using

this tactic.
Cause Avalanche (Su):

Three times per day, an ava-
lancher can let loose a low,
rumbling noise that causes
avalanches. This avalanche
originates within 30 feet of
the avalancher and must

take place on terrain that has

both loose rock and a signifi-
cant slope (DM’s discretion).
The avalanche moves down a
45-degree slope at a speed of 30
feet per round (slower on a gen-
tler slope, faster on a steeper one).
It spreads outward in a cone, deal-
ing 2dé points of damage to anyone
caught in its path (DC 15 Reflex half).
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a DC 20 Reflex save or become buried beneath
the rocks. Buried characters take 1d6 points of
nonlethal damage per minute. If a buried character
falls unconscious, he or she must make a DC 15
Constitution check or take 1dé points of lethal damage
every minute thereafter until freed or dead.

Transmute Rock to Mud (Sp): Once per day, an ava-
lancher can use transmute rock to mud as the spell. Caster
level 9th.

All-Around Vision (Ex): An avalancher is exceptionally
alert and circumspect, giving it a +4 racial bonus on Spot
checks and Search checks. An avalancher can’t be flanked.

Skills: An avalancher has a +8 racial bonus on Climb
checks and can always choose to take 10 on Climb checks,
even if rushed or threatened. *An avalancher gains a +4
racial bonus on Hide checks when in areas of rocky or
mountainous terrain.

AVALANCHERS IN EBERRON

Avalanchers are most commonly encountered in the moun-
tains northwest of the Eldeen Reaches, although larger
specimens are known to dwell in the Mror Holds.



BATTLEBRIAR

Huge Plant

Hit Dice: 25d8+200 (312 hp)

Initiative: -2

Speed: 30 ft. (6 squares)

Armor Class: 30 (-2 size, —2 Dex, +24 natural), touch 6,
flat-footed 30

Base Attack/Grapple: +18/+37

Attack: Slam +28 melee (2d6+11/19-20)

Full Attack: 4 slams +28 melee (2d6+11/19-20)
Space/Reach: 15 ft./10 ft.

Special Attacks: Impale, improved grab, thorn volley,
trample 2d6+16

Special Qualities: Darkvision 60 ft., low-light vision,
plant traits, resistance to electricity 20 and fire 20,
thorn field

Saves: Fort +22, Ref +6, Will +10

Abilities: Str 32, Dex 6, Con 27, Int 5, Wis 10, Cha 7
Skills: Hide +18*

Feats: Awesome Blow, Cleave, Great Cleave, Improved Bull
Rush, Improved Critical (slam), Improved Natural Attack
(slam), Iron Will, Power Attack, Weapon Focus (slam)
Environment: Temperate forests

Organization: Solitary

Challenge Rating: 15

Treasure: None

Alignment: Usually neutral

Advancement: 26—50 HD (Huge)

Level Adjustment: —

This six-legged lionlike creature has a body made of writh-
ing vines and thorns. Each of its gorillalike pairs of limbs is
slightly shorter than the pair in front of it—its forelimbs are
the longest, the middle pair of limbs slightly shorter, and its
rear pair of legs the shortest of all. Long thorns protrude from
every part of the creature’s body, making it seem impossible
to approach or move around the creature without risking
serious injury.

Plants magically engineered to serve as massive living siege
engines, battlebriars on a field of battle can easily destroy
massed formations of lesser troops. Although created for
war, battlebriars have long since escaped the control of their
creators, and they now roam through forest and field alike. A
single battlebriar is capable of destroying a small town, and
for this reason it is an event of major importance when one
is seen near a settlement of any size.

Battlebriars possess a rudimentary intelligence but no
capacity for speech. On the few times that druids and spell-
casters of similar skill have been able to communicate with
them, battlebriars have proven intractable and uncaring.
A few powerful evil druids have been able to find magi-
cal means of controlling battlebriars, and these controlled
beasts make fearsome guardians.

A battlebriar walks about on all six of its limbs, but when
fighting, it stands on only one set of legs, swinging both
pairs of its huge forelimbs wildly. A battlebriar is almost as
broad as it is tall, and compared to a humanoid of similar
size, is quite squat and stocky.

Battlebriars have a tough, rubbery hide the color of
drying mud, although some of the vinelike strands that
run through its body are greenish in color. A massive plant,
one can grow up to 15 feet in length and weigh as much as
18,000 pounds.

Battlebriars do not speak, but they understand simple
words and phrases in Sylvan.

COMBAT

A battlebriar is neither smart enough nor inventive enough
to give much thought to tactics. It moves toward its foes
with ponderous steps, launching volleys of thorns if its
foes are too mobile to catch. Although slow-thinking
by human standards, a battlebriar is at least perceptive
enough to use its various attack forms to its best advantage,
trampling large groups of smaller foes, using its volleys of
thorns against fleeing enemies, and moving close to foes
who engage in melee combat so as to expose them to its
deadly thorns. More by accident than strategy, battlebriars
have developed one fighting technique that is extremely
effective against Medium and smaller foes. A battlebriar
moves up to its foe and uses its Awesome Blow feat, earning
a free attack of opportunity against its foe if the feat is suc-
cessful because the affected creature is pushed through a
battlebriar’s threatened area.

Impale (Ex): Whenever a battlebriar successfully starts
a grapple with a Medium or smaller creature, there is a
chance that the creature will become impaled on one of
the thorns. After the grapple has begun, a battlebriar can
attempt another grapple check as a free action to impale the
creature on its thorns.

An impaled creature is helpless until it beats the bat-
tlebriar in an opposed grapple check. As long as the only
creatures that it is grappling with are impaled, a battlebriar
is not considered grappled (the battlebriar does not lose its
Dexterity bonus to AC, still threatens an area, and can use its
remaining attacks against other opponents). When making
grapple checks against impaled creatures, a battlebriar takes
a—20 penalty on grapple checks.

Improved Grab (Ex): To use this ability, a battlebriar must
hit with its slam attack. It can then attempt to start a grapple
as a free action without provoking attacks of opportunity.

Thorn Volley (Ex): Battlebriars grow and shed their
thorns at an incredible rate, and by rearing up on their hind
legs and snapping their bodies forward, they can launch a
deadly volley. As a standard action, a battlebriar can launch
a volley of thorns, centering the volley anywhere within 60
feet. The thorns deal 8dé points of piercing damage to all
creatures within a 10-foot radius (Reflex DC 33 half). The
save DC is Strength-based.

Trample (Ex): Reflex half DC 33. The save DC is
Strength-based.

Thorn Field (Ex): The thorns on a battlebriar’s body
protrude into the area surrounding the creature, causing
several effects on creatures moving through a battlebriar’s
threatened area. A battlebriar can make up to four attacks
of opportunity each round. (Unlike the Combat Reflexes
feat, this ability does not allow a battlebriar to make attacks



of opportunity while flat-footed.) In addition, the DCs for
Tumble checks to move through a battlebriar’s threatened
area or through the squares that it occupies increases by
10. Creatures three or more size categories smaller than
a battlebriar cannot freely move through the area that a
battlebriar occupies.

Skills: *Despite its size, a battlebriar blends well with its
surroundings, and it gains a +8 racial bonus on Hide checks
in aboveground, natural environments.

ARBOUND IMPALER
LESSER BATTLEBRIAR)

Large Plant

Hit Dice: 12d8+72 (126 hp)

Initiative: -2

Speed: 30 ft. (6 squares)

Armor Class: 19 (-1 size, —2 Dex, +12 natural), touch 7,
flat-footed 19

Base Attack/Grapple: +9/+19

Attack: Slam +14 melee (1d8+6/19-20)

Full Attack: 2 slams +14 melee (1d8+6/19-20)

Space/Reach: 10 ft./5 ft.

Special Attacks: Impale, improved grab, thorn volley,
trample 1d8+9

Special Qualities: Darkvision 60 ft., low-light vision,
plant traits, resistance to electricity 10 and fire 10,
thorn field

Saves: Fort +14, Ref +2, Will +4

Abilities: Str 23, Dex 6, Con 22, Int 5, Wis 10, Cha 7

Skills: Hide +11*

Feats: Cleave, Improved Bull Rush, Improved Critical
(slam), Improved Natural Attack (slam), Power Attack

Environment: Temperate forests

Organization: Solitary

Challenge Rating: 7

Treasure: None

Alignment: Usually neutral

Advancement: —

Level Adjustment:

Smaller than the more pow-
erful battlebriars that roam
the wild, warbound impal-
ers are at least somewhat
obedient and are often
encountered in the service
of another creature. Skilled
handlers can influence these crea-
tures enough to keep them docile much
of the time, and even send them into
battle when necessary. Many believe
that the warbound impalers were
actually the original battlebriars
and that the larger, more power-
ful battlebriars are in fact war-
bound impalers gone feral.

This thinking belies the notion

Combat

BATTLEBRIARS IN EBERRON

BATTLEBRIARS IN FAERUN

Battlebriar

that warbound impalers are somehow lesser versions of
their untamed kin. A lesser battlebriar averages around 8
feet long and weighs between 1 and 2 tons.

Lesser battlebriars approach combat just like their larger
counterparts.

Trample (Ex): Reflex DC 22 half. The save DC is
Strength-based.

Thorn Volley (Ex): A warbound impaler’s thorns deal
5d6 points of piercing damage to all creatures within the
area (Reflex DC 22 half). The save DC is Strength-based.

During the Last War, the druidic defenders of the Eldeen
Reaches used battlebriars to discourage humanoid incur-
sions into their territory. Their plan backfired, however, as
militant druids from neighboring Aundair and Droaam used
magic to seize control of several dozen Eldeen battlebriars,
pulling them into their nations’ respective armies. Though
few in number, battlebriars continue to serve as living siege
engines throughout the western part of Khorvaire.

While druid circles in Waterdeep and other cities are more
likely to have topiary guardians (see page 173) protecting
their abodes, battlebriars can be found roaming or defend-
ing forests across Faertin. The shattered Circle of Shadow-
dale created the first battlebriars, but warbound impalers
(lesser battlebriars) are known to serve the newly founded
Ring of Swords, defending Neverwinter Wood from gnoll,
bugbear, and hobgoblin raiders.
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BEARHOUND

Large Magical Beast

Hit Dice: 10d10+50 (105 hp)
Initiative: +2

Speed: 40 ft. (8 squares)
Armor Class: 22 (-1 size, +2 Dex, +11 natural), touch 11,
flat-footed 20

Base Attack/Grapple: +10/+22

Attack: Bite +18 melee (1d8+9)

Full Attack: Bite +18 melee (1d8+9) and 2 claws +13 melee
(1d6+5)

Space/Reach: 10 ft./5 ft.

Special Attacks: Enchanted natural weapons, improved
grab, trip

Special Qualities: Darkvision
60 ft., low-light vision, resistance
to cold 10, scent, trackless step,
wild empathy

Saves: Fort +12, Ref +9, Will +5
Abilities: Str 27, Dex 15, Con

21, Int 16, Wis 14, Cha 12

Skills: Hide +13, Knowledge
(nature) +16, Listen +17, Move
Silently +4, Spot +17, Survival
+18 (+20 in aboveground natural
environments)

Feats: Alertness, Power Attack,
Skill Focus (Survival), Stealthy,
Track®

Environment: Temperate forests
Organization: Solitary or pair
Challenge Rating: 7

Treasure: Standard

Alignment: Usually neutral
good

Advancement: 11-20 HD
(Large); 21-30 HD (Huge)
Level Adjustment: +4 (cohort)

1llus. by E. Fiegenschuh

A large bear with the strong,
sharp teeth of a wolf looks at you.
It has a thick neck and a long,
heavy tail.

Bearhounds are intelligent, masterful hunters. Usually
loners that value their privacy and keep to the woodlands,
they will sometimes associate with good creatures for a
righteous cause.

Many laugh at the mention of the elusive bearhound.
Some call it a myth, an animal invented by inebriated
hunters. Few sightings of a bearhound come from repu-
table sources.

A typical bearhound stands 6-1/2 feet tall at the shoulder
when on all fours. It weighs as much as 2,000 pounds.
Bearhounds speak Common and Sylvan.

Bearhound

COMBAT

Abearhound typically attacks in response to a threat. It will
focus on attacking one opponent at a time. When that oppo-
nent is dead, it will move on to another foe.

Enchanted Natural Weapons (Su): A bearhound gains
a+1 enhancement bonus on attack and damage rolls with all
its natural weapons.

Improved Grab (Ex): To use this ability, a bearhound
must hit with a claw attack. It can then attempt to start
a grapple as a free action without provoking attacks of
opportunity.

Trip (Ex): A bearhound that hits with a bite attack can
attempt to trip its opponent (+12 check modifier) as a free
action without having to make a touch attack or provok-

ing attacks of opportunity. If the attempt
fails, the opponent cannot react to trip
the bearhound.
Trackless Step (Ex): A bear-
hound leaves no trail in natural sur-
roundings and cannot be tracked.
It can choose to leave a trail if
so desired.

Wild Empathy (Ex): A bear-
hound can improve the attitude
of an animal. This ability func-
tions like a Diplomacy check to
improve the attitude of a person.

The bearhound rolls 1d20 and

adds +11 to determine the wild
empathy check result. The

typical domestic animal has a

starting attitude of indiffer-

ent, while wild animals are
usually unfriendly.

To use wild empathy, the
bearhound and the animal
must be able to study each
other, which means that
they must be within 30 feet

¥, of one another under nor-
w* ~ mal visibility conditions.
. Generally, influencing an
animal in this way takes 1
minute, but as with influenc-

ing people, it might take more or less time.

Abearhound can also use this ability to influence a magi-
cal beast with an Intelligence score of 1 or 2, but it takes a
—4 penalty on the check.

Carrying Capacity: A light load for a bearhound is up
to 1,038 pounds; a medium load, 1,039-2,079 pounds; and a
heavy load, 2,080-3,120 pounds.

BEARHOUNDS IN EBERRON

Bearhounds are most commonly found in the temperate
forests of the Eldeen Reaches, although agents of House
Vadalis have also taken to enlisting the services of the beasts
as guardians and mounts, for wealthy nobles and merchants
throughout central Khorvaire.



BONECLAW

Large Undead

Hit Dice: 10d12+40 (105 hp)

Initiative: +8

Speed: 40 ft. (8 squares)

Armor Class: 16 (-1 size, +4 Dex, +3 natural), touch 13,
flat-footed 12

Base Attack/Grapple: +5/+14

Attack: Piercing claw +7 melee (2d6+7)*

Full Attack: 2 piercing claws +7 melee
(2de6+7)*

Space/Reach: 10 ft./20 ft.

Special Attacks: Reaching claws

Special Qualities: +2 turn
resistance, damage reduction
5/bludgeoning, darkvision 60
ft., immunity to cold, undead
traits, unholy toughness

Saves: Fort +3, Ref +7, Will +9

Abilities: Str 21, Dex 18, Con
—, Int 14, Wis 14, Cha 19

Skills: Hide +13, Intimidate
+17, Listen +15, Move Silently
+17, Search +15, Spot +15

Feats: Combat Reflexes,
Improved Initiative, Improved
Natural Attack (claw), Power
Attack

Environment: Any

Organization: Solitary, skewer
(2—4), or marrow (6—11)

Challenge Rating: 5

Treasure: None

Alignment: Always chaotic evil

Advancement: 11-22 HD (Large)

Level Adjustment: —

*Includes adjustments for Power
Attack feat.

This large skeletal humanoid’s claw-
like fingers are at least two feet long.
Worse, the slender, knife-sharp claws
contract and extend in length from
moment to moment, sometimes
instantly reaching a length of 10 or

more feet, before slowly contracting.

Boneclaws are bloodthirsty
undead that enjoy using their
extendable claws to bring death
to the living. The lore of the dead

does not reveal from what dark necromancer’s laboratoryor  BONECLAWS IN FAE RU N

fell nether plane boneclaws entered the world. Perhaps they
merely “evolved” from lesser forms.

The boneclaw is an intelligent skeletal undead that pos-
sesses exceptional control over the length of its claws. At
will, a boneclaw can extend one or two of its finger-claws
out to a distance of 20 feet, neatly skewering fleshy creatures
that stand in the way.

COMBAT

A boneclaw stands about 8 feet tall and weighs about
300 pounds.
Boneclaws speak Common and Abyssal.

A boneclaw likes to get the drop on its enemies, espe-
cially when its foes are still at range, surprising them
with an attack of opportunity by extending its claws
as its enemies close to melee range. With its Combat
Reflexes, this can occur often within the same

fight.
A boneclaw normally attacks using its
Power Attack feat, taking a —2 pen-
alty on its attack rolls and
gaining a +2 bonus on
damage rolls.
Reaching Claws (Ex): A
boneclaw can make melee
attacks with its bone
claws, instantly extend-
ing them as part of an
attack to a distance of up to 20
feet (thereby allowing the bone-
claw to threaten more squares
than even its Large size
would otherwise indicate).
Unholy Toughness
(Ex): A boneclaw gains a
bonus to its hit points
equal to its Charisma
modifier X its Hit Dice.

BONECLAWS
IN EBERRON

Droaamite necromancers work-
ing for the Daughters of Sora
Kell have learned how to trans-
form ogre magi skeletons into
boneclaws. During the Last
War, spies from Karrnath failed

to steal the secrets of boneclaw
construction from a cabal of
necromancers operating with-
in the Great Crag (Droaam’s
capital). Through careful nego-
tiation, however, Emerald Claw
agents have succeeded where the
Karrns failed and have begun cre-
ating their own boneclaw killers.
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Boneclaw

Rumors persist that Szass Tam, the zulkir of necromancy in
Thay, created the first boneclaws to protect Thayan enclaves.
However, boneclaws have been encountered in the service
of various liches and necromancers across Faertin. Some
necromancers speak of a night hag who visits them in their
dark dreams, trading the secrets of boneclaw creation for
some “gift” to be named later.



BONEDRINKER
Medium Undead

Hit Dice: 11d12+22 (93 hp)
Initiative: +3

Speed: 30 ft. (6 squares)
Armor Class: 17 (+3 Dex, +4 natural), touch 13, flat-
footed 14

Base Attack/Grapple: +5/+14

Attack: Tentacle +10 melee (1d10+5)

Full Attack: 2 tentacles +10 melee (1d10+5) and 2 claws +5
melee (1d8+2)

Space/Reach: 5 ft./5 ft. (tentacles up to 10 ft.)

Special Attacks: Bonedrink, improved grab, pounce
Special Qualities: Damage reduction 5/silver or good,
darkvision 60 ft., resistance to cold 10, fire 10, and sonic
10, scent, undead traits, unholy toughness

Saves: Fort +3, Ref +6, Will +9

Abilities: Str 21, Dex 16, Con —, Int 8, Wis

14, Cha 15

Skills: Hide +13, Listen +13, Move
Silently +17, Spot +13

Feats: Cleave, Combat Reflexes,
Improved Natural Attack (claws),
Power Attack

Environment: Any

Organization: Solitary, pair, or pack |
(3-6)

Challenge Rating: 6

Treasure: Standard

Alignment: Always chaotic evil
Advancement: 12-15 HD
(Medium); 16—33 HD (Large) ||
Level Adjustment: — )

Illus. by S. Prescott

This gaunt creature is humanoid
in shape, except for two long, writh-
ing, pale tentacles that sprout from
beneath its arms. Although its
features are somewhat goblinoid
in appearance, wicked talons cap
its long, spindly fingers, and its
wide maw opens to reveal many
sharp teeth, including six G-inch-
long fangs. Its hairless, gray-
skinned body is covered in
oozing sores that weep a pale

white fluid.

A truly repulsive crea-
ture, the bonedrinker

hunts to feed on the bones
of its victims. Terrible undead created in a
horrid ritual reminiscent of mummy creation,

seeking new creatures to feed upon. Hobgoblin

wizards originally developed the ritual to create these
monstrosities, using the fallen corpses of goblin and
bugbear warriors to create the first lesser bonedrinkers
and bonedrinkers. The tradition of using bugbears and
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goblins became habit, and nearly all bonedrinkers previ-
ously lived as one of these two goblinoid races. In theory,
other humanoid creatures could be converted into bone-
drinkers, but this would require twisting and adapting
the original ritual.

Bonedrinkers resemble ghasts in many ways, leading
those who catch only fleeting glimpses of the creatures to
erroneously pass on exactly that description. If it weren't for
the two tentacles that grow beneath their arms and the six
horribly long fangs in their mouths, the description might
even fit.

A bonedrinker’s body is covered in weeping sores, the
result of its constant need to feed. The longer one goes
without liquefying and draining a creature’s bones, the
more sores appear. This has no effect on the creature’s abili-
ties, but a bonedrinker certainly grows more reckless and

desperate the hungrier it becomes.
Bonedrinkers prey on any creature
with a skeletal structure. They care noth-
ing for vermin, elementals, constructs, or
any other creature lacking their favorite
e food. Many other carnivores similarly
eat bones, but not in the same way that
+ abonedrinker does. Bonedrinkers secrete
a strange chemical in their saliva that
breaks down bones into a viscous liquid.
As the bones liquefy, the bonedrinker
slurps them up through wounds it
% inflicts with its bite. In essence, a
" '} bonedrinker is to bones what a
g vampire is to blood.
A bonedrinker stands about
7 feet tall and weighs roughly
225 pounds. Created from a
bugbear, it superficially re-
| sembles the goblinoid from
which it was created.
Bonedrinkers speak the
languages they knew in life,
typically Goblin, and that of
their creators, typically Gob-
lin and Common.

COMBAT

Clever hunters, bonedrinkers

" prefer to attack lone victims
unless hunting in packs.

They typically strike from

hiding, pouncing on their cho-

sen prey and attempting to establish a
grapple as quickly as possible. If especially
famished, a bonedrinker might attack more

bonedrinkers wander the dark places of the world, Bouedrinker recklessly, grappling a single victim even if part of a

group and attempting to drain it dry while ignoring

the victim's companions.
Bonedrink (Su): Once a bonedrinker has successfully
grappled an opponent, it can begin to drink its bones. To
do this, the bonedrinker must make a successful grapple



check. If it pins its foe, it fastens onto the creature with
its horrendous fangs. It then secretes a painful toxin into
the victim that deals 1dé points of Constitution damage.
Each round the pin is maintained, the bonedrinker deals
an additional 1d6 points of Constitution damage. Creatures
reduced to 0 Constitution die, as the majority of their bones
become too brittle to support their bodies and they collapse
into a sack of loose flesh.

Creatures without bones or Constitution scores are
immune to the Constitution-damaging effects of the bone-
drink ability.

Improved Grab (Ex): To use this ability, a bonedrinker
must hit with a tentacle attack. It can then attempt to
start a grapple as a free action without provoking attacks
of opportunity. If it wins the grapple check, it establishes
a hold and deals automatic claw or tentacle damage to the
grappled victim. It can deal automatic claw or tentacle
damage in each subsequent round that it maintains the
grapple, and a bonedrinker that has successfully pinned
an opponent can begin to drink its bones (see Bone-
drink, above). Bonedrinkers have a +4 racial bonus on
grapple checks.

Pounce (Ex): If a bonedrinker charges, it can make a full
attack in the same round.

LESSER BONEDRINKER

Small Undead

Hit Dice: 7d12+14 (59 hp)

Initiative: +3

Speed: 30 ft. (6 squares)

Armor Class: 16 (+1 size, +4 Dex, +1 natural), touch 15,
flat-footed 12

Base Attack/Grapple: +3/+5

Attack: Tentacle +5 melee (1d8+2)

Full Attack: 2 tentacles +5 melee (1d8+2) and 2 claws +0
melee (1d6+1)

Space/Reach: 5 ft./5 ft. (tentacles up to 10 ft.)

Special Attacks: Bonedrink, improved grab, pounce

Special Qualities: Darkvision 60 ft., resistance to cold 5, fire
5,and sonic 5, scent, undead traits, unholy toughness

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

Abilities: Str 15, Dex 18, Con —, Int 8, Wis 12, Cha 15

Skills: Hide +15, Listen +9, Move Silently +15, Spot +9

Feats: Combat Reflexes, Improved Natural Attack (claws),
Power Attack

Environment: Any

Organization: Solitary, pair, pack (3—6), or gang (7-12)

Challenge Rating: 4

Treasure: Standard

Alignment: Always chaotic evil

Advancement: 8—10 HD (Small)

Level Adjustment: —

Lesser bonedrinkers vaguely resemble the goblins from
which they spawned, just as bonedrinkers vaguely
resemble bugbears. However, just as with bonedrinkers,
no one confuses a lesser bonedrinker for a new species of
goblin. More so than any goblinoid, lesser bonedrinkers

Combat

CREATING A BONEDRINKER

BONEDRINKERS IN EBERRON

resemble their larger cousins, with the same gray skin,
sharp fangs, tentacles, and oozing sores that the larger
breed possesses.

Lesser bonedrinkers result from applying the necroman-
tic bonedrinker ritual to goblins. These smaller specimens
stand about 3 to 3-1/2 feet tall and weigh about 35 pounds.

Lesser bonedrinkers lack some of the potent physical
capabilities of the larger versions, and not just as a result
of their smaller size. They are less resilient to energy and
lack damage reduction. Not as proficient at grappling as
their larger cousins and lacking the more potent defense
of their kin, lesser bonedrinkers tend to rely more on
group tactics when possible. Although driven by ravenous
hunger, lesser bonedrinkers are canny enough to swarm
a single target in battle, aiding one another in bringing
down a single foe.

Bonedrink (Su): This ability functions exactly as
described above, except a lesser bonedrinker’s bonedrink
deals 1d4 points of Constitution damage.

Unholy Toughness (Ex): A lesser bonedrinker gains a
bonus to its hit points equal to its Charisma modifier X its
Hit Dice.

Skills: Like their brethren (and the goblins from which
they were spawned), lesser bonedrinkers have a +4 racial
bonus on Move Silently checks.

The ritual that turns a bugbear corpse into a bonedrinker
requires the create undead spell cast by a caster of 15th
level or higher with 10 or more ranks in Knowledge (reli-
gion). Transforming a goblin corpse into a lesser bone-
drinker is a similar but less exacting process, requiring
create undead cast by a caster of 12th level or higher with 7
or more ranks in Knowledge (religion). These rituals are
typically known only to hobgoblin wizards and clerics,
though the secret has undoubtedly spread to other races
over the years.

Unholy Toughness (Ex): A bonedrinker gains a bonus to
its hit points equal to its Charisma modifier x its Hit Dice.

Skills: Bonedrinkers have a +4 racial bonus on Move
Silently checks.

The legacy of Khorvaire’s ancient goblinoid kingdoms
survives as a series of ruins spread across the continental
heartland. Beneath these ruins lurk undead creatures
such as bonedrinkers. Many hobgoblin warlords and their
bodyguards became bonedrinkers as a result of unorthodox
burial rituals.



BROOD KEEPER
Huge Magical Beast

Hit Dice: 22d10+154 (275 hp)

Initiative: +3

Speed: 60 ft. (12 squares)

Armor Class: 25 (-2 size, +3 Dex, +14 natural), touch 11,
flat-footed 22

Base Attack/Grapple: +22/+37

Attack: Claw +27 melee (1d8+7)

Full Attack: 2 claws +27 melee (1d8+7) and bite +25 melee
(2d6+3 plus poison)

Space/Reach: 15 ft./10 ft.

Special Attacks: Fear,improved grab, larva swarm, pounce,
rake, rend 2d8+10

Special Qualities: Damage reduction 5/, darkvision 60 ft.,
evasion, fast healing 5, low-light vision, spell resistance 26
Saves: Fort +22, Ref +18, Will +12

Abilities: Str 25, Dex 17, Con 25, Int 6, Wis 16, Cha 8
Skills: Jump +26 (+30 running jump), Listen +14, Spot +14
Feats: Alertness, Dodge, Great Fortitude, Iron Will, Light-
ning Reflexes, Mobility, Multiattack, Run
Environment: Warm plains

Organization: Solitary

Challenge Rating: 16

Treasure: None

Alignment: Usually neutral

Advancement: 23-31 HD (Huge); 3244 HD (Gargantuan)
Level Adjustment: —

Llus. by . Zhang

This creature looks like an enormous beetle with a carapace

made of hundreds of leaf-shaped, chitinous plates. The creature’s
black body gleams with iridescence like the shells of some insects,

but it has eyes like a cat’s. It is armed with long claws on each of
its legs, and large mandibles extend from its mouth.

Brood keepers are terrifying insectlike creatures with the
glimmer of intelligence in their eyes. Like spider eaters, they
are solitary hunters and reproduce in a grisly manner.

Brood keepers are so named because they keep their young
in their backs, releasing them to feed or in times of stress.
Brood keeper larvae look very different from their parent, but
grow to resemble it over the course of many months.

Brood keepers are asexual and releasing their larva
swarms into danger is a part of their reproductive cycle.
Brood keeper larvae do not grow while they live with their
parent, and the adult is willing to but its offspring at risk.
A larva swarm taking damage and potentially dispersing
is the brood keeper’s means of ensuring that the next
generation is strong.

Brood keepers are carnivores, viewing all other living crea-
tures as food. Hardy and powerful creatures, they fearlessly
assault prey of any size, including dragons and giants.

Few find peaceable relations with a brood keeper worth-
while due to their aggressive and foul-tempered nature,
but some have found them useful as potent guardians for
small items by placing the objects inside the brood keeper’s

Brood keeper and larva swarm



carapace pockets. A brood keeper averages 30 feet in length
and weighs some 12 tons.

Although intelligent enough to know a language, brood
keepers do not speak and do not understand a language
unless one is taught to them.

COMBAT

A brood keeper charges and pounces on one foe, then claws
at another. It attacks each enemy it can reach with a charge
in turn and releases its larva swarm to attack prey that is
farther away.

Fear (Su): A creature that witnesses a brood keeper rend
a foe or release its larva swarm must make a DC 20 Will
save or be frightened for 1d10 rounds and shaken for 1
hour. Creatures that succeed on the save are shaken for 1d4
rounds and immune to that brood keeper’s fear effect for 24
hours. This is a mind-affecting fear effect. The save DC is
Charisma-based.

Improved Grab (Ex): To use this ability, a brood keeper
must hit with its bite attack. It can then attempt to start a
grapple as a free action without provoking attacks of oppor-
tunity. If it wins the grapple check, it establishes a hold.

Larva Swarm (Ex): As a full-round action, a brood keeper
can lift the plates of chitin on its back, releasing a brood
keeper larva swarm. The brood keeper larva swarm can act
immediately. Until its next action, the brood keeper takes a
-5 penalty to Armor Class. Brood keepers are immune to a
brood keeper larva swarm’s distraction and swarm attacks.
Abrood keeper can call its larva swarm back as a free action,
but it is a full-round action to accept them back into its cara-
pace, during which time the brood keeper takes a—5 penalty
to Armor Class. Releasing or accepting its larva swarm pro-
vokes attacks of opportunity.

A brood keeper can keep only one brood of larvae in its
back. Should the larva swarm be damaged so much that it dis-
perses, a brood keeper gives birth to another batch of larvae
in 1 month. If the brood keeper has not done so already, it
automatically releases its brood of larvae when it dies.

Pounce (Ex): When a brood keeper charges, it can make
a full attack, including four rake attacks.

Rake (Ex): Attack bonus +25 melee, damage 1d8+3. A
brood keeper rakes with all four back legs, granting it four
extra claw attacks when it begins a round in a grapple or
when it pounces.

Rend (Ex): If a brood keeper hits with at a bite or claw
attack and at least one rake attack, it rips its foe apart. This
attack automatically deals 2d8+10 points of damage.

Evasion (Ex): If the brood keeper makes a successful
Reflex saving throw against an attack that normally deals half
damage on a successful save, it instead takes no damage.

BROOD KEEPER LARVA SWARM
Tiny Magical Beast (Swarm)
Hit Dice: 22d10+50 (171 hp)
Initiative: +7
Speed: 20 ft. (4 squares), fly 30 ft. (good)
Armor Class: 21 (+2 size, +7 Dex, +2 natural), touch 19,
flat-footed 14

Combat

Base Attack/Grapple: +22/—

Attack: Swarm (5d6)

Full Attack: Swarm (5d6)

Space/Reach: 10 ft./0 ft.

Special Attacks: Distraction

Special Qualities: Damage reduction 1/, darkvision 60
ft., evasion, fast healing 1, half damage from slashing and
piercing, low-light vision, spell resistance 22, swarm traits

Saves: Fort +17, Ref +22, Will +12

Abilities: Str 1, Dex 25, Con 14, Int 3, Wis 16, Cha 8

Skills: Jump —4 (0 running jump), Listen +15, Spot +15

Feats: Alertness, Dodge, Great Fortitude, Iron Will, Light-
ning Reflexes, Run, Toughness (2)

Environment: Warm plains

Organization: Solitary

Challenge Rating: 12

Treasure: None

Alignment: Usually neutral

Advancement: —

Level Adjustment: —

As you watch, the plates of chitin on the creature’s back slowly
open, revealing mucus-filled cavities and the writhing forms of
giant maggots with wasp wings. Suddenly, dozens of the foot-
and-a-half-long winged larvae wriggle out of their pockets on the
beetle-creature’s back and take to the air. Once they are freed from
the confines of the shell, you see that their pulpy white bodies are
ringed in brown chitin.

Brood keeper larvae do not grow while they live with their
brood keeper parent but they enjoy the protection the
swarm and their parent offer.

When a brood keeper larva swarm is dispersed, the
remaining larvae flee in every direction. An individual
larva poses little threat, and only one or two survive the
dangers of the wild to become full-grown brood keepers.
Bach winged maggot is about 1-1/2 feet long and weighs
about 2 pounds.

Brood keeper larva swarms do not use language.

A brood keeper larva swarm seeks to please its parent when
released so that the brood keeper will allow it to return to
the chitin pockets in its shell. The swarm often focuses on
attacking flying foes its parent cannot reach and other crea-
tures attacking from a distance.

Distraction (Ex): Any living creature vulnerable to a
brood keeper larva swarm’s damage that begins its turn
with a swarm in its square is nauseated for 1 round; a DC
23 Fortitude save negates the effect. Even after a success-
ful save, spellcasting or concentrating on spells within the
area of a swarm requires a Concentration check (DC 20 +
spell level). Using skills requiring patience and concentra-
tion requires a DC 20 Concentration check. The save DC s
Constitution-based.

Evasion (Ex): If the brood keeper larva swarm makes a
successful Reflex saving throw against an attack that nor-
mally deals half damage on a successful save, it instead takes
no damage.



CADAVER CQLLECTQR Most often, though, cadaver collectors were dispatched

Large Construct to gather bodies for the creation of undead. This activity
Hit Dice: 17d10+30 (123 hp) after a battle typically resulted in retaliation from either
Initiative: +4 or both sides, as few armies want to see their dead return
Speed: 40 ft. (8 squares) to walk the land in undeath.
Armor Class: 29 (-1 size, +20 natural), touch 9, flat- In times of peace, cadaver collectors usually sit idle,
footed 29 finding out-of-the-way locations near the site of their last
Base Attack/Grapple: +12/+26 great battle to wait for a new master to give them new
Attack: Slam +22 melee (4d8+10) orders. Others find employment performing their grisly
Full Attack: 2 slams +22 melee (4d8+10) task for masters who are not so discriminating about
Space/Reach: 10 ft./10 ft. where corpses are collected. Still others have found,
Special Attacks: Breath weapon, impale, improved grab,  through a certain perverse twist of logic, that if no battle
trample 4d8+15 can be found, they can find ways to start a conflict so
Special Qualities: Construct traits, damage reduction  that bodies become available and they can realize their
10/adamantine, darkvision 60 ft., immunity to magic, = purpose once more. Some have just ceased to function
low-light vision correctly. With a lack of purpose, they are unable to dis-
Saves: Fort +5, Ref +5, Will +8 tinguish between bodies living or dead, and collect each
Abilities: Str 31, Dex 10, Con —, Int 5, Wis 16, Cha 14 indiscriminately.
Skills: Listen +15, Spot +15 A cadaver collector, even hunched over, stands about 12
Feats: Alertness, Cleave, Improved Initiative, Improved  feet tall and weighs about 4,000 pounds. They do not speak
Natural Attack (slam), Power Attack, Weapon Focus  but understand one language, usually Common, known to
(slam) their creator.
Environment: Any
Organization: Solitary, pair, or squad (3—5) COMBAT
Challenge Rating: 12 A cadaver collector typically begins a battle with its
Treasure: Standard breath weapon, then grabs any paralyzed opponents and
Alignment: Usually lawful neutral impales them on its spikes to die before turning to deal
Advancement: 18-34 HD (Large) with other foes. If enemies prove re-
Level Adjustment: — silient to its breath, it doesn't hesitate
to snatch up and impale any enemy it
can reach.

Illus. by S. Prescott

This massive, hunched creature built
of stone and metal looms over
you. Its long, heavily plated arms
nearly drag on the ground
from shoulders flanking a
flat-featured, oblong head,
but its back draws your
eye. Spikes of various
sizes—all barbed and
covered in gore dried
and fresh—sprout from
the plates of metal on its
back. A few bodies remain
impaled on the spikes,
their mouths open in silent
screams.

Breath Weapon (Su):
30-foot cone, once every
1d4 rounds, paralyzing gas, Re-
flex DC 18 negates. The save DC
is Constitution-based.

Impale (Ex): If a cadaver
collector has successfully grap-
pled a Medium or smaller
creature, it can attempt to im-

pale the creature on its back
spikes by making a successful
grapple check. Doing so is
a standard action that does
not provoke attacks of oppor-
tunity. If the collector suc-
cessfully impales a creature,
the creature takes 4d8+15
points of damage and is con-
sidered pinned. Each round,
the creature takes another 2d8
points of damage as the move-
ment of the cadaver collector
causes additional pain to the
impaled creature.

Cadaver collectors were origi-
nally built to serve exactly
the purpose their name
implies. Those with an in-
terest in collecting the
dead would deploy the
constructs to bring bodies
back from a battlefield.
Corpses gathered in this
fashion are often used by gen-
erals to provide information The creature cannot break
on an enemy’s forces, as well as to " free unless it makes a DC 28
fuel magical or medical research. Cadaver collector Strength check. Success indicates the creature




is free of the spike but takes an additional 2d8 points of
damage in the process. Failure means the creature takes
4d8 points of damage and remains pinned in place. An
ally can try to free an impaled creature with a DC 20
Strength check.

Once a cadaver collector has a creature or creatures
impaled on its back spikes, it is no longer considered to be in
a grapple and can attack other opponents without penalty.
It cannot use its slam attacks against impaled opponents.
Creatures that get free of a cadaver collector become its
immediate and most urgent targets. It typically pursues
such creatures exclusively if it has any chance of catching
and impaling them again.

A cadaver collector’s back spikes can hold up to 4 Medium
creatures, 16 Small creatures, or 64 Tiny creatures. Creatures
smaller than Tiny are too miniscule to be impaled on the
collector’s back spikes, although the collector can still deal
4d8+15 points of damage to such opponents by grinding
them into its back spikes with a successful grapple check
once it has them grappled.

Improved Grab (Ex): To use this ability, a cadaver col-
lector must hit with a slam attack. It can then attempt to
start a grapple as a free action without provoking attacks
of opportunity. If it wins the grapple check, it establishes a
hold and can attempt to impale the following round.

Trample (Ex): Reflex DC 28 half. The save DC is
Strength-based.

Immunity to Magic (Ex): Like golems, cadaver collec-
tors are especially resilient to magic. However, this resilience
takes a slightly different form in the cadaver collector.

A cadaver collector is immune to any spell or spell-like
ability that allows spell resistance. In addition, spells of
3rd level or lower that target a cadaver collector automati-
cally rebound back at their caster as if the collector were
under the effects of an unbeatable spell turning effect. This
effect cannot be dispelled or suppressed, except against
spells that deal electricity damage (see below). Spells that
deal rust damage or alter stone penetrate the immunity to
magic. Other spells and effects function differently against
the creature, as noted below.

A magical attack that deals sonic damage slows a cadaver
collector (as the slow spell) for 3 rounds, with no saving
throw. Sonic spells of 3rd level or lower are absorbed by the
collector and not reflected.

A magical attack that deals electricity damage is
absorbed rather than reflected. Such an attack breaks any
slow effect on the collector and heals 1dé points of damage
for every 6 points of damage the attack would otherwise
deal. If the amount of healing would cause the collector
to exceed its full normal hit points, it gains any excess as
temporary hit points.

A cadaver collector is affected normally by rust attacks. In
addition, magical attacks that alter the nature of stone, such

GREATER CADAVER COLLECTOR

Combat

CADAVER COLLECTORS
IN EBERRON

as transmute rock to mud, deal 1d6é points of damage per spell
level to the cadaver collector.

Huge Construct

Hit Dice: 35d10+40 (232 hp)

Initiative: +3

Speed: 40 ft. (8 squares)

Armor Class: 30 (-2 size, —1 Dex, +23 natural), touch 7,
flat-footed 30

Base Attack/Grapple: +26/+48

Attack: Slam +39 melee (6d8+14)

Full Attack: 2 slams +39 melee (6d8+14)

Space/Reach: 15 ft./15 ft.

Special Attacks: Breath weapon, impale, improved grab,
trample 6d8+21

Special Qualities: Construct traits, damage reduction
10/adamantine, darkvision 60 ft., immunity to magic,
low-light vision

Saves: Fort +13, Ref +12, Will +14

Abilities: Str 39, Dex 8, Con —, Int 5, Wis 16, Cha 14

Skills: Listen +24, Spot +24

Feats: Alertness, Cleave, Great Cleave, Great Fortitude,
Improved Bull Rush, Improved Initiative, Improved
Natural Attack (slam), Improved Overrun, Improved
Sunder, Lightning Reflexes, Power Attack, Weapon
Focus (slam)

Environment: Any

Organization: Solitary, pair, or squad (3—5)

Challenge Rating: 17

Treasure: Standard

Alignment: Usually lawful neutral

Advancement: 36—-60 HD (Huge)

Level Adjustment: —

An impressive construct built more sturdily than a standard
cadaver collector, a greater cadaver collector stands about 30
feet tall and weighs about 15 tons.

In addition to the tactics common to all cadaver collectors, a
greater cadaver collector also chooses to bull rush, overrun,
and trample to separate and pulp opponents.

Breath Weapon (Su): 30-foot cone, once every 1d4
rounds, paralyzing gas, Reflex DC 27 negates. The save DC
is Constitution-based.

Trample (Ex): Reflex half DC 41. The save DC is
Strength-based.

Cadaver collectors are found throughout the Mournland,
slowly picking their way through battlefields.



CHANGELING

This peculiar humanoid has pale gray skin, thin hair, and blank
white eyes. You see hints of a nose and mouth, but its face is
bereft of expression. lis limbs are gangly and slightly mispropor-
tioned, although it moves gracefully.

Changelings are subtle shapeshifters capable of disguising
their appearance. They evolved through the union of dop-
pelgangers and humans, eventually becoming a separate
race distinct from either ancestral tree. Changelings do
not possess the full shapechanging ability of doppelgang-
ers, but they can create effective disguises at will. This
ability makes them consummate spies and criminals, and
many changelings live up to that potential.

In general, changelings are prudent and cautious,
preferring to take risks only when they feel that their
chances are good or the payoff is worth it. They
appreciate the finer things in life and take great
pleasure in the comforts of a wealthy lifestyle
when they can obtain it. They avoid direct
confrontation, preferring stealthy strikes
and hasty retreats whenever possible. In
conversation, they are soft-spoken but
have a gift for drawing out more infor-
mation than the other party usually plans
to reveal.

Changelings strongly resemble their dop-
pelganger lineage, with only a passing nod to
their humanoid heritage. All changelings fall
within the boundaries of Medium size, usu-
ally standing between 5 and 6 feet tall. Un-
like true doppelgangers, changelings
do have gender in their natural
form, although they can adopt
any shape they like. They
speak Common, but
many changelingsen-
joy collecting other #+
languages to expand
their repertoire of disguises
and identities.

Humans and elves regard
changelings with suspicion.
Many, however, have reason
to do business with them. Dwarves have little
patience for their deceptive and subtle manner.
Gnomes and halflings, on the other hand, enjoy matching
wits with changelings, though they are often rivals in
certain shady activities.

COMBAT

Changelings are reluctant fighters, preferring to intimidate
or bluff their opponents. When forced to fight, they fight
defensively while assessing their chances of winning the
fight. Changelings are not above running when they find
themselves in a losing situation.

llus. by M. Cavotta

Changeling

CHANGELING SPY

Changeling spies have a penchant for shady dealings. Most
of them are rogues of low to middle level who work as deep-
cover spies for local guilds or secret benefactors. Changeling
spies rely on disguises, stealth, and honeyed words to con-
ceal their activities and true motives.

Combat
Changeling spies deal in information and avoid combat
unless they have allies to support them. Some changeling
spies use their natural charisma to lead small gangs of
cloaked changeling warriors, relying on their
P minions to create flanking opportunities
e for sneak attacks.
Sneak Attack (Ex): An changeling
[ can make a sneak attack like a rogue,
W dealing an extra 2dé points of damage
whenever a foe is denied its Dexter-
ity bonus or when the changeling
is flanking.

CHANGELING SOCIETY

Changelings do not build cities of their
own, but live among humans, goblinoids,
or other races, blending in among them
and living in their shadow. They are
most commonly found in large cities,
where they form the backbone of the crim-
inal underworld, though many find more re-
spectable work as entertainers, government
agents, and sometimes adventurers. Even
in large cities, they do not cluster into
extremely large groups. A changeling
“clan” is actually a voluntary associa-
tion of changelings grouped together for
mutual protection rather than a group
of blood relatives. Clan heads govern by
the consent of the clan, and this posi-
tion tends to change hands frequently.
Bosses maintain order and help organize
the clan for common purposes.

A changeling clan includes
30% noncombatants, primarily
children and the elderly, who
are usually the primary reason for the clan’s
existence. Changelings without dependents
generally find little reason to associate with a clan
and operate alone or in smaller gangs organized by a
charismatic leader.

Many changelings revere the deity known as the Trav-
eler. Many others follow a personal philosophy of the
perfect form, in which physical transformation is a spiri-
tual practice symbolizing purification. This philosophy
is curiously amoral, and its practitioners include both
assassins and saintly ascetics.

o |



Changeling, 1st-Level Warrior

Medium Humanoid (Shapechanger)

Hit Dice: 1d8+1 (5 hp)

Initiative: +1

Speed: 30 ft. (6 squares)

Armor Class: 14 (+1 Dex, +3 studded leather),

touch 11, flat-footed 13
Base Attack/Grapple: +1/+0

Attack: Rapier +2 melee (1d6—1/18-20) or Masterwork rapier +5 melee (1d6—1/18-20) or
light crossbow +2 ranged (1d8/19-20) light crossbow +4 ranged (1d8/19-20)
Full Attack: Rapier +2 melee (1d6—1/18-20) or Masterwork rapier +5 melee (1d6—1/18—20) or
light crossbow +2 ranged (1d8/19-20) light crossbow +4 ranged (1d8/19-20)
Space/Reach: 5 ft./5 ft. 5ft./5 ft.
Special Attacks: — Sneak attack +2d6
Special Qualities: =~ Changeling traits, minor Changeling traits, change shape, evasion,
change shape trap sense +1, trapfinding
Saves: Fort +3, Ref +1, Will —1 Fort +1, Ref +5, Will +2
Abilities: Str 8, Dex 13, Con 12, Str 8, Dex 14, Con 10,
Int 10, Wis 9, Cha 11 Int 13, Wis 12, Cha 15
Skills: Bluff +2, Disguise +0* Intimidate +2, Balance +3, Bluff +10, Diplomacy +6, Disable
Jump +0, Sense Motive +2, Spot +1 Device +7, Disguise +8 (+10 acting),
Gather Information +8, Hide +7, Intimidate +6,
Jump +0, Move Silently +7, Search +7, Sense
Motive +10, Tumble +7
Feats: ‘Weapon Finesse Improved Initiative, Weapon Finesse
Environment: Any Any
Organization: Solitary, gang (2—4 plus 1 3rd-level leader), Solitary or gang (1 plus 2—4 changeling warriors)

or clan (10-60 plus 30% noncombatants
plus 3rd-level boss per 10 adults, 2 5th-level
5th-level elders, plus 1 7th-level clan head)

Challenge Rating:  1/2

Treasure: Standard
Alignment: Usually neutral
Advancement: By character class

Level Adjustment:  +0

CHANGELINGS AS CHARACTERS

Changeling characters possess the following racial traits.

—Medium size.

—Changeling base land speed is 30 feet.

— +2 racial bonus on saving throws against sleep and
charm effects.

— +2 racial bonus on Bluff, Intimidate, and Sense Motive
checks.

—Natural Linguist: Changelings add Speak Language to
their list of class skills for any class they adopt.

—Automatic Languages: Common. Bonus Languages:
Auran, Dwarven, Elven, Giant, Gnome, Halfling, and
Terran.

—Favored Class: Rogue.

Changeling Spy, 3rd-Level Rogue
Medium Humanoid (Shapechanger)
3de (13 hp)

+6

30 feet (6 squares)

17 (+2 Dex, +5 +1 chain shirt),

touch 12, flat-footed 15

+2/+1

3

Standard (including masterwork rapier and
+1 chain shirt)

Usually neutral

By character class

+0

Minor Change Shape (Su): Changelings have the
supernatural ability to alter their appearance as though
using a disguise self spell that affects their bodies but not
their possessions. This is not an illusory effect but a minor
physical alteration of a changeling’s facial features, skin
color and texture, and size, within the limits described
for the spell. A changeling can use this ability at will,
and the alteration lasts until she changes shape again. A
changeling reverts to her natural form when killed. A true
seeing spell reveals her natural form. Using this ability isa
full-round action.

Skills: *When using its minor change shape ability, a
changeling gets a +10 circumstance bonus on Disguise

checks.



Huge Undead

Hit Dice: 21d12+84 (220 hp)

Initiative: +2

Speed: 40 ft (8 squares)

Armor Class: 26 (=2 size, +2 Dex, +16 natural), touch 10,
flat-footed 24

Base Attack/Grapple: +10/+32

Attack: Bite +17 melee (2d8+19)*

Full Attack: Bite +17 melee (2d8+19)* and 2 claws +12
melee (2d6+12)*

Space/Reach: 15 ft./10 ft.

Special Attacks: Body integration, rend 4d6+21

Special Qualities: Aversion to daylight, damage reduction
10/silver and magic, darkvision 60 ft., frightful presence,
spell resistance 23, undead traits, unholy toughness
Saves: Fort +7, Ref +9, Will +12

Abilities: Str 38, Dex 14, Con —, Int —, Wis 11, Cha 18
Skills: —

Feats: Power Attack®

Environment: Cold plains

Organization: Solitary, pair, or gang (3—4)

Challenge Rating: 13

Treasure: Standard

Alignment: Always chaotic evil

Advancement: 22-31 HD (Huge); 32—63 HD (Gargantuan)
Level Adjustment: —

*Includes adjustments for Power Attack feat.

Lllus. by D. Ormston

The hound-shaped creature stands at least 20 feet at the
shoulder. Closer scrutiny reveals that while the creature has the
outward shape of a hound, its form is composed of the bodies of
hundreds of rotting humanoid corpses.

Charnel hounds are a stunning achieve-
ment of some crazed necromancer or god
of death. Their very presence is a procla-
mation of necromantic power. The way
in which the bodies making up a char-
nel hound’s form sometimes scream, J
mutter, and jerk serves to horrify and
frighten onlookers.

Charnel hounds, once created, are
self-sufficient engines of undead de-
struction found at night roaming plains
where battles have been fought, or loose
in underground areas large enough to
accommodate their bulk. Dur-
ing the day, they dig themselves
great burrows to escape the sun.
When clerics or necromancers
are powerful enough to command
a charnel hound, it is often i
used as a guardian. ' .

A charnel hound is about | = .
20 feet tall and weighs 2

about 35,000 pounds.

CHARNEL HOUND COMBAT

A charnel hound savages any living creatures it encounters.
When it overcomes its foes (especially humanoids) it imme-
diately integrates the foe into its own body, even if the foe
is not quite dead yet.

A charnel hound uses its Power Attack feat to normally
attack with a —5 penalty on its attack rolls, gaining a +5
bonus on damage rolls.

Body Integration (Su): Whenever a charnel hound
reduces a living humanoid foe of Large size or smaller to
negative hit points, the foe must immediately make a DC 24
Fortitude saving throw. On a failed save, the victim’s body
is instantly absorbed into the form of the charnel hound,
healing the charnel hound of points of damage equal to 3
x Hit Dice of the victim. This effect kills the victim, and
makes it difficult for his companions to recover his body
or equipment unless the charnel hound is defeated and the
proper body pulled from the pile of resultant corpses. The
save DC is Charisma-based.

Rend (Ex): A charnel hound that hits with both claw
attacks latches onto the opponent’s body and tears its flesh.
This automatically deals an extra 4d6+21 points of damage.

Aversion to Daylight (Ex): Charnel hounds loathe day-
light. If exposed to natural daylight (not merely a daylight
spell), a charnel hound takes a —4 penalty on all attack rolls,
saving throws, and skill checks.

Frightful Presence (Su): A charnel hound can inspire
terror by charging or attacking. Affected creatures must
succeed on a DC 24 Will save or become shaken, remaining
in that condition as long as they remain with 60 feet of the
charnel hound. The save DC is Charisma-based.

2 Unholy Toughness (Ex): A charnel
hound gains a bonus to its hit points
equal to its Charisma modifier X its
Hit Dice.

Charnel hound



CHELICERA

Medium Vermin

Hit Dice: 12d8+12 (66 hp)

Initiative: +4

Speed: 30 ft. (6 squares), climb 30 ft.

Armor Class: 19 (+4 Dex, +5 natural), touch 14, flat-
footed 15

Base Attack/Grapple: +9/+17

Attack: Claw +13 melee (1d6+2)

Full Attack: 2 claws +13 melee (1d6+2) and bite +8 melee
(1d8+1 plus disease)

Space/Reach: 5 ft./5 ft.

Special Attacks: Blood drain, improved grab

Special Qualities: Darkvision 60 ft., immunity to sonic,
mimicry, scent, vermin traits

Saves: Fort +9, Ref +8, Will +5

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

Skills: Climb +10, Hide
+12, Listen +9

Feats: Weapon Finesse®

Environment: Warm
mountains

Organization: Solitary or
pack (2-8)

Challenge Rating: 6

Treasure: Standard

Alignment: Always
neutral

Advancement: 13—16 HD
(Medium); 17-36 HD
(Large)

Level Adjustment: —

This creature looks like a spin-
dly black spider as large as a
human. Two thin arms extend
from the insect’s small body,
each ending in a sharp looking
claw. A strange pair of thick
antennae sits atop its head like

a tuning fork.

The chelicera is a spidery creature that can
reproduce any sound it hears. Cheliceras are a
common problem in towns and cities built in warm
climates, where the vermin tend to live in neighborhoods
with poor sanitation.

A chelicera can remember and duplicate sounds. It
has no understanding of speech, but can duplicate many
of the component sounds. The creature tests each sound
it knows, looking for those that most reliably draw
prey. Often, the most useful sounds are the screams of a
previous victim.

From their hidden lairs, they lure victims to their doom
by reproducing the sounds they hear. Warriors of noble
intent rush into a chelicera’s lair to rescue an innocent, only
to discover that it is they who need rescuing. Once someone

Chelicera

enters a chelicera’s territory in search of the source of the
sounds, the creature attacks, leaving the drained corpse in
another part of town. Infestations are often mistaken for
the work of a vampire, but holy water and garlic is of no use
against the cheliceras.

A chelicera is mostly long legs and arms, standing 4 feet
tall and about 5 feet in diameter even though its body is
only about the size of a full backpack. It weighs no more
than 50 pounds.

COMBAT

Cheliceras always attempt to ambush their foe, leaping from
the shadows when they lure a creature to their nest. As they
cannot truly gauge the odds of success, they always spring to
the attack even if a large group enters, subsequently fleeing
if the battle turns against them.
Blood Drain (Ex): A chelicera can suck
the blood from a living creature
by making a successful grapple
check. If it pins the foe, it drains
blood, dealing 1d4 Constitution
drain each round that it makes a
successful grapple check.
Improved Grab (Ex):

To use this ability, a chelic-
era must hit with a claw at-
tack. It can then attempt
to start a grapple as a free
action without provoking
attacks of opportunity. If
it wins the grapple check,
it establishes a hold and can
try to pin the creature on a
subsequent round.
A chelicera has a +4 racial bo-
nus on grapple checks and uses
its Dexterity modifier instead of its
Strength modifier when grappling.
Mimicry (Ex): A chelicera can
repeat any noise it hears as a free ac-
tion. This ability works much like ghost
sound (Will DC 17 disbelief), except that
the sound is always centered on the che-
licera itself. The creature’s favorite tactic is
to reproduce garbled or faint speech, causing

the potential prey to move closer for a better listen.
The save DC is Charisma-based.
Skills: Cheliceras have a +8 racial bonus on Hide checks
and Listen checks. A chelicera also has a +8 racial bonus on
Climb checks and can always choose to take 10 on a Climb
check, even if rushed or threatened.

CHELICERAS IN EBERRON

Cheliceras prowl the Howling Peaks, north of Zilargo,
where they feed on mountain lions, humanoids, and other
weaker predators. Their natural enemies include wyverns,
chimeras, and manticores.
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CHRAAL

Large Elemental (Cold)
Hit Dice: 9d8+45 (85 hp)
Initiative: +0

Speed: 40 ft. (8 squares)
Armor Class: 21 (-1 size, +8 natural, +4 deflection), touch
13, flat-footed 21

Base Attack/Grapple: +6/+15

Attack: Claw +10 melee (1d8+5 plus 1d6 cold)

Full Attack: 2 claws +10 melee (1d8+5 plus 1dé cold) and
bite +8 melee (2d6+2 plus 1dé6 cold)

Space/Reach: 10 ft./10 ft.

Special Attacks: Breath weapon, death throes, freeze
Special Qualities: Damage reduction 5/—, darkvision 60
ft., deflecting cold, elemental traits, immunity to cold,
vulnerability to fire

Saves: Fort +11, Ref +3, Will +5

Abilities: Str 21, Dex 11, Con 20, Int 9, Wis 10, Cha 14
Skills: Listen +4, Search +3, Spot +4

Feats: Improved Natural Attack (bite), Improved Natural
Attack (claw), Iron Will, Multiattack

Environment: Elemental Plane of Water

Organization: Solitary
Challenge Rating: 6

Treasure: None

Alignment: Always neutral evil
Advancement: 10-18 HD (Large);
19-27 HD (Huge)
Level Adjustment: —

Lllus. by D. Allshop

An 8-foot-tall, powerful being
seemingly constructed of magi-
cal ice confronts you. Jagged
spurs and spines form icy
ridges along its blue-black,
humanoid-shaped body, and
cold blue light leaks from
eyes, mouth, and joints of
its glistening black icy form.
Its long, muscled arms end in
sharp talons, and its mouth
opens to reveal rows of wickedly
sharp teeth.

When a particularly evil
and hateful being perishes
on either the Elemental Plane
of Air or the Elemental Plane of
Water, its life force is sometimes
captured by the planar powers and
coalesced into a chraal. The chraal
retains no knowledge of its past life and exists

as aradiant cloud of cold energy trapped inside a monstrous
shell of hard, bluish-black ice.

Some spellcasters who specialize in summoning and
controlling extraplanar servants bind chraals to them once
they learn of the elemental’s existence. The chraals enjoy
such excursions from their home plane, relishing any
chance to inflict harm on the living. A chraal summoned

Chraal

and bound to a spellcaster’s service that is not given the
opportunity to hunt and kill invariably tries to turn against
its summoner.

Chraals are solitary creatures and do not intermingle or
procreate. They do not generally attack one another and
will sometimes combine their strength to defeat a common
enemy before going their separate ways.

A chraal stands 8 feet tall. Its head rests atop two broad
shoulders, and its thick arms end in wicked claws strong
enough to crush stone. A chraal weighs between 1,000
and 2,000 pounds.

Chraals cannot speak or communicate in any way, but
they have rudimentary intelligence and can be command-
ed to follow orders under the proper circumstances.

COMBAT
A chraal is a ruthless killer, relishing the shed blood of
its enemies. It rarely retreats from a fight, attacking until
it or its opponent is slain. A chraal nearly always begins a
battle with its breath weapon. It focuses its attacks on any
creature that exhibits signs that it might have fire (magic or
otherwise) at its disposal. A chraal is too impatient to rely on
its breath weapons for long, however. It would
rather wade into melee, tearing its enemies
to pieces with its sharp claws.
Breath Weapon (Su): 60-foot cone,
3/day, 6dé cold, Reflex DC 19 half.
The save DC is Constitution-based.
Death Throes (Ex): When
killed, a chraal explodes in an
immense blast of cold energy
that deals 10 points of cold
damage and 10 points of pierc-
ing damage to anything within
30 feet (Reflex DC 19 half). The
save DC is Constitution-based.
Freeze (Ex): A chraal
generates so much cold that
its mere touch, including all
its attacks, deals an additional
+1dé6 points of cold damage. Any
metallic weapon a chraal might
wield in combat also conducts
this cold.
Deflecting Cold (Su):
The magical cold radiance
that shines from the cracks
in a chraal’s black ice gives it a
measure of defense, providing it
with a +4 deflection bonus to Armor Class.

CHRAALS IN EBERRON

In the EBerrON campaign setting, chraals are native to the
icy plane of Risia, which is coterminous with the Material
Plane for one month every five years.
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CINDER SWARM

Fine Elemental (Fire, Swarm)

Hit Dice: 16d8 (72 hp)

Initiative: +10

Speed: 40 ft. (8 squares), fly 40 ft. (good)

Armor Class: 25 (+6 Dex, +8 size, +1 natural), touch 24,
flat-footed 19

Base Attack/Grapple: +12/—

Attack: Swarm (4d6 plus 3de fire)

Full Attack: Swarm (4d6 plus 3d6 fire)

Space/Reach: 10 ft./0 ft.

Special Attacks: Burn, distraction

Special Qualities: Darkvision 60 ft., elemental traits,
immunity to fire, swarm traits, vulnerability to cold

Saves: Fort +7, Ref +18, Will +7

Abilities: Str 1, Dex 22, Con 10, Int 4, Wis 11, Cha 11

Skills: Hide +16, Spot +9

Feats: Ability Focus (burn), Ability Focus (distraction),
Great Fortitude, Improved Initiative, Iron Will, Light-
ning Reflexes

Environment: Elemental Plane of Fire

Organization: Solitary, flame (2—4 swarms), or blaze
(5—8 swarms)

Challenge Rating: 13

Treasure: None

Alignment: Usually neutral evil

Advancement: —

Level Adjustment: —

Flickering flames move along the ground and through the air
as one unified mass. It sparks and crackles, setting fire to all
it touches.

While most elementals tend toward neutrality, cinders are
most definitely evil. They glory in inflicting pain and caus-
ing destruction. Individually, they are no more significant
than a fleck of hot ash that snaps out of a campfire. Collec-
tively, they possess great destructive power.

Each elemental composing a cinder swarm speaks Ignan,
but communicating with a single Fine elemental in the
swarm is virtually impossible. The crackle and roar of the
mass of cinders is overwhelms individual voices.

COMBAT

A cinder swarm begins by attacking the nearest creature.
However, in subsequent rounds, it will attack creatures
that demonstrate the ability to harm it, especially those
that have cold-based attacks. Unlike many fire-based
elementals, cinders have a fly speed and frequently go after
aerial opponents.

Burn (Ex): A cinder swarm’s attack deals damage as a
swarm plus fire damage from the Fine elementals’ flaming
bodies. Those swarmed by cinders also must succeed on a
DC 20 Reflex save or catch on fire. The flame burns for 1d4
rounds. A burning creature can take a move action to put out
the flame. The save DC is Constitution-based.

Creatures hitting a cinder swarm with natural weapons
or unarmed attacks take fire damage as though hit by the
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Cinder swarm

swarm, and also catch on fire unless they succeed on a
Reflex save.

Distraction (Ex): Any living creature vulnerable to a
cinder swarm’s damage that begins its turn with a swarm
in its square is nauseated for 1 round; a DC 20 Fortitude
save negates the effect. Even after a successful save, spell-
casting or concentrating on spells within the area of a
swarm requires a Concentration check (DC 20 + spell
level). Using skills requiring patience and concentration
requires a DC 20 Concentration check. The save DC is
Constitution-based.

CINDER SWARMS IN EBERRON

Cinder swarms are native to the fiery plane of Fernia and
often find their way to Eberron at times when Fernia and
the Material Plane are coterminous.

CINDER SWARMS IN FAERUN

Cinder swarms are born in great pits of lava that touch
on the Elemental Plane of Fire. Carried to the surface by
erupting volcanoes, they can ravage thousands of acres of
surrounding countryside. However, they are far more prev-
alent in the Underdark, particularly in the Serpent Deeps
(under Tashalar and Lapaliiya), the Burning Rift (under
the Jungles of Chult), and the Spawning Deep (under the
Smoking Mountains).
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FLAGRATI ZL

This odd creature looks like a massive pudding of flame. Its
glistening membrane barely seems able to contain the roaring
inferno within it. Flames and fiery fluid swirl and flow through
the ooze, and bursts and gouts of flame erupt from occasional
breaks in the creature’s skin.

Most oozes are mindless hunters, stalking the
shadowy places in a constant search for
food. But magical or environmental
accidents sometimes result in a new
breed of monster. Such was the case
with the conflagration ooze. Wheth-
er the result of some wild magical
experiment, an environmental di-
saster, or something else entirely,
conflagration oozes have demon-
strated to the unwary that they
should not be underestimated or
trifled with.

A conflagration ooze looks
like a mass of liquid flame, bare-
ly held together by a transparent
membrane. The fire that roars
within it breaks through the
protective outer skin on occa-
sion, and the creature radiates
an intense heat. The average
conflagration ooze measures 8
feet across and weighs around
1,500 pounds.

Conflagration oozes, unlike the
majority of their ooze counterparts, are

not mindless eaters. They possess a reasonable
degree of intellect, allowing them to formulate tactics and
basic strategy. One typically claims a series of caverns near
a volcano or hot springs as a lair. It spends most of its time
hunting, like other oozes, as it requires a great deal of energy
to fuel the massive inferno raging within.

Conflagration oozes also hoard treasure, and some have
even been known to conduct magical research. Conflagration
oozes love fire, and they sometimes wander out of their lairs

Lllus. by S. Wood

VARIANT CONFLAGRATION OOZE

Occasionally, those who have encountered conflagration oozes
and survived meet others of a similar experience. In the course
of comparing their respective war stories, these individuals
sometimes discover that the creature they faced had one ability
the other group’s did not and assume the creatures to have been
different monsters entirely. These individuals would be wrong.
Highly magical creatures, some rare conflagration oozes have
evolved beyond the abilities normally associated with standard
creatures of their species, gaining a new, deadly ability in the
process. These conflagration oozes have a death throes special
ability that allows them to expose their foes to their deadly fiery
toxin even after death. The CR of these variant conflagration

Conflagration ooze

to revel in the destruction and panic their coming brings as
entire regions of land are consumed in their passing.
Conflagration oozes speak Ignan.

COMBAT

A conflagration ooze begins a battle
with its spell-like abilities, hoping
to immobilize some of its oppo-
nents before engaging in melee.
Once it closes in, it attempts to
grapple its foes and infuse them
with the fiery toxin that surges
through its body.
Fire in the Blood (Su): A potent
fiery toxin flows through the body of
a conflagration ooze. Any creature
grappled or pinned by the ooze must
make a successful DC 19 Fortitude
- save as the fiery toxin seeps through
i the victim’s skin (or whatever surface
¢ passes for its skin) and into its blood
(or life-supporting fluid, such as sap in
. a plant creature).
Success indicates the creature
’ takes 1d6 points of fire damage in
addition to any damage already
dealt by the slam or grapple, as the
fire burns and sears the creature.
Failure indicates that the toxin
has taken hold of the creature’s body
and has begun converting portions of
its blood into liquid flame. The creature
takes 1d4 points of Constitution damage
and 2dé points of fire damage, in addition to any
damage already dealt by the slam or grapple. Each round the
creature remains grappled by the ooze, and for 1 round after-
ward, it must make another DC 19 Fortitude save to reduce
or avoid the same effects.

As a creature that fails its saves takes Constitution
damage, the flaming blood burns through the victim’s skin
in small patches that increase in size the more Constitu-
tion damage accrues. Tiny rivulets of flame leak from these

oozes is increased by 1, since it's entirely likely that the lethal
creatures manage to mortally wound an opponent in the course
of their own death.

Death Throes (Ex): When killed, a conflagration ooze explodes
in a fiery flash of goo that deals 3d6 points of fire damage and
3d6 points of bludgeoning damage to anything within 20 feet.
Creatures that make a DC 17 Reflex save take half damage.

In addition, creatures caught within the blast are exposed to
the ooze’s fiery toxin. These creatures must make a DC 17 For-
titude save or take 1d4 points of Constitution damage and an
additional 2d6 points of fire damage. Only creatures that take
damage from the initial blast must make this second save.
The save DCs are Constitution-based.



Conflagration Ooze

Large Ooze (Fire) Huge Ooze (Evil, Extraplanar, Fire)

Hit Dice: 7d10+28 (66 hp) 15d10+90 (172 hp)

Initiative: +4 +3

Speed: 30 ft. (6 squares), climb 10 ft. 30 ft. (6 squares), climb 10 ft.

Armor Class: 20 (-1 size, +11 natural), touch 9, 21 (-2 size, +14 natural), touch 8,
flat-footed 20 flat-footed 21

Base Attack/Grapple: +5/+15 +11/+29

Attack: Slam +11 melee (2d6+6 plus 1dé6 fire) Slam +20 melee (3d6+10 plus 1ds fire)

Full Attack: 2 slams +11 melee (2d6+6 plus 1d6 fire) 2 slams +20 melee (3d6+10 plus 1dé fire)

Space/Reach: 10 ft./10 ft. 15 ft./10 ft.

Special Attacks: Fire in the blood, improved grab, Fire in the blood, improved grab, smite good,
spell-like abilities spell-like abilities

Special Qualities: Blindsight 60 ft., damage reduction Blindsight 60 ft., damage reduction 5/bludgeoning
5/bludgeoning, immunity to fire, and 10/magic, immunity to fire, ooze traits,
ooze traits, vulnerability to cold resistance to cold 10, spell resistance 20,

vulnerability to cold

Saves: Fort +6, Ref +4, Will +3 Fort +11, Ref +6, Will +8

Abilities: Str 23, Dex 10, Con 18, Str 31, Dex 8, Con 22,
Int 9, Wis 12, Cha 13 Int 9, Wis 12, Cha 15

Skills: Climb +10, Hide +8, Listen +3, Climb +10, Hide +12, Listen +6, Move Silently +12
Move Silently +8

Feats: Ability Focus (fire in the blood)?, Ability Focus (fire in the blood)®, Improved
Improved Initiative, Lightning Reflexes,  Initiative, Iron Will, Lightning Reflexes, Power
Weapon Focus (slam) Attack, Stealthy, Weapon Focus (slam)

Environment: Underground Nine Hells of Baator

Organization: Solitary Solitary

Challenge Rating: 7 13

Treasure: Standard Standard

Alignment: Usually chaotic evil Usually lawful evil

Advancement: 8-11 HD (Large); 12-21 HD (Huge) 16—21 HD (Huge)

Level Adjustment: — -

holes, as well as from the creature’s ears, nose, and mouth,
running down the victim’s body and giving it an unearthly,
terrible appearance.

Creatures that lack a Constitution score, such as con-
structs and undead, or any sort of life-dependent body fluid,
such as elementals, are immune to the Constitution damage
from this ability but are still subject to the fire damage.

Improved Grab (Ex): To use this ability, the conflagra-
tion ooze must hit with its slam attack. It can then attempt
to start a grapple as a free action without provoking attacks
of opportunity. If it wins the grapple check, it establishes a
hold and can attempt to deal slam damage with a successful
grapple check. The ooze can also attempt to use fire in the
blood against the grappled target.

Spell-Like Abilities: 1/day—confusion (DC 15), deep
slumber (DC 14), hold monster (DC 16). Caster level 10th.

Skills: Conflagration oozes have a +8 racial bonus on
Hide checks and Move Silently checks.

INFERNAL CONFLAGRATION OOZE

Infused by evil power, the infernal conflagration ooze is
more sinister than its nonfiendish cousin.
Infernal conflagration oozes speak Ignan and Infernal.
The infernal conflagration ooze presented here adjusts the
base creature’s statistics by advancing its Hit Dice, adding

Combat

Infernal Conflagration Ooze

ability score increases based on Hit Dice, and adding the
fiendish template.

Despite its size, the infernal conflagration ooze is quite
stealthy. It prefers to attack from ambush, surprising its
prey with its confusion, deep slumber, and hold monster spell-
like abilities, then following up with melee attacks (opening
with its smite good attack). Infernal conflagration oozes use
Power Attack frequently unless their foes prove particularly
difficult to hit.

An infernal conflagration ooze’s natural weapons are
treated as magic weapons for the purpose of overcoming
damage reduction.

Fire in the Blood (Su): The flaming toxin secreted by
an infernal conflagration ooze deals 1d6 points of Constitu-
tion damage and 3d6 points of fire damage to a grappled foe.
The save DC to resist the toxin is 25.

Smite Good (Su): Once per day the infernal conflagra-
tion ooze can make a normal melee attack that deals +15
damage against a good foe.

Spell-Like Abilities: The save DCs for the infernal
conflagration ooze’s spell-like abilities increase as follows:
confusion (DC 16), deep slumber (DC 15), hold monster (DC 17).
Caster level 10th.



DEATHSHRIEKER

This horrible apparition floats above the ground, its skeletal face
twisted in horrible pain while it screams in a terrifying cacophony
that sounds like the last shrieks of the dying.

The deathshrieker is an undead spirit that embodies the
horrible cries and shrieks of the dying as they utter their
last gasps of life. It roams lonely and forgotten battlefields,
charnel houses, or sites of terrible plagues, filling the air
with its mournful and soul-sapping screams. It relives the
final moments of those who have died from slow, agonizing
deaths due to violence, disease, or some other tragedy. Typi-
cally, the larger the death and despair of an area, the larger
the deathshrieker, although relatively
small areas that hosted truly despicable
acts of violence can bring one into
being as well.
Most deathshriekers haunt a
single location, although some
wander aimlessly on lonely
and desolate roads or other I
forbidding terrain. They are E‘-ﬂ
angry, vengeful spirits that y

e

| e

endlessly babble the final E
{5

words of those who have o
died. They seek to kill liv-

ing beings just to hear their 4
final scream. The haunt of a
deathshrieker is noted for
odd, disturbing noises
and the occasional whis-
per of the dead crying
out in pain. These noises
can persist for years even if the
deathshrieker is destroyed.

A deathshrieker is 5 to 6 feet tall
and weightless.

Deathshriekers speak Common and
one other language, often the racial lan-
guage of those who died in the most
numbers within the area. They rarely
speak with intent but instead replay
the last words of a hundred souls that
have perished, which blur together in a
terrifying din.

COMBAT

A deathshrieker charges headlong into combat, using its
despair ability to root creatures in place before striking
with their incorporeal touch. A deathshrieker will wait
until it can catch as many creatures as possible in the area
of its scream of the dying ability. If it is close to being
destroyed, a deathshrieker will stay in the thick of combat,
using its death rattle ability to cause a retributive strike
against the living.

Charisma Drain (Su): An individual struck by a
deathshrieker must make a DC 24 Fortitude save or per-
manently lose 1d4 points of Charisma (2d4 points on a

Illus. by A. Stokes
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Deathshrieker

critical hit). The deathshrieker heals 5 points of damage

(10 on a critical hit) whenever it drains Charisma, gain-

ing any excess as temporary hit points. The save DC is
Charisma-based.

Death Rattle (Su): When a deathshrieker is reduced to

0 hit points, it releases a final, devastating shriek. All living

creatures within a 300-foot spread must succeed on a DC

24 Will save or gain 1d4 negative levels. Creatures that

cannot hear or are under the effect of a silence spell gain

a +4 bonus on the save to resist this effect. The save DC is
Charisma-based.

Despair (Su): At the mere sight of a death-

shrieker, the viewer must succeed on a DC

' 24 Will save or be paralyzed with fear for 1d4

--r"r‘f rounds. Whether or not the save is success-

ful, that creature cannot be affected
again by the same deathshrieker’s de-
spair ability for 24 hours. The save DC
is Charisma-based.

if Scream of the Dying (Su):
_# . Once per day, as a full-round ac-
tion, a deathshrieker can release
a soul-numbing scream that
lasts for up to 3 rounds. After
this first round, a deathshrieker
can use a standard action to sustain
. the scream. This attack affects all
@ living creatures within a 30-foot
spread centered on the death-
shrieker, or within a 60-foot cone
extending from the deathshrieker,
at the creature’s option. Once the
deathshrieker chooses the shape of
this effect, it must maintain that ef-
fect for all three rounds. In the case
of a cone, it can aim in a single di-
rection during its turn. Creatures
caught in this area must make a
DC 26 Will save or suffer the ef-
fects described below. The save
DC is Charisma-based. Creatures
that cannot hear or are under the
L effect of a silence spell gain a +4 bo-
nus on their Will saves. The effects

are cumulative and concurrent:

Round 1: The creature is deafened for 1d4 rounds.

Round 2: The creature is stunned for 1d3 rounds.

Round 3: The creature suffers the effects of insanity, as the
spell cast by an 18th-level sorcerer.

This effect is so loud that normal conversation is impos-
sible. Spellcasters who attempt to cast spells with a verbal
component must make a DC 26 Concentration check or the
spell is negated.

Death’s Grace (Ex): A deathshrieker gains a +1 profane
bonus to AC for every 3 Hit Dice it possesses.

Silence Vulnerability (Ex): Deathshriekers cannot
abide silence and are harmed by it. To even enter into the
radius of a silence spell, a deathshrieker must make a Will



Deathshrieker
Medium Undead (Incorporeal)

Hit Dice: 18d12 plus 18 (135 hp) 25d12 plus 25 (187 hp)

Initiative: +11 +12

Speed: Fly 40 ft. (good) (8 squares) Fly 40 ft. (good) (8 squares)

Armor Class: 28 (+7 Dex, +5 deflection +6 profane), 31 (+8 Dex, +5 deflection, +8 profane),
touch 28, flat-footed 21 touch 31, flat-footed 23

Base Attack/Grapple: +9/— +12/—

Attack: Incorporeal touch +16 melee (1d8 Cha) Incorporeal touch +20 melee (1d8 Cha)

Full Attack: Incorporeal touch +16/+11 melee (1d8 Cha) Incorporeal touch +20/+15/+10 melee (1d8 Cha)

Space/Reach: 5 ft./5 ft. 5 ft./5 ft.

Special Attacks: Death rattle, despair, scream of the Death rattle, despair, scream of the
dying dying

Special Qualities: +4 turn resistance, darkvision 60 ft., +4 turn resistance, darkvision 60 ft., death’s grace,
death’s grace, incorporeal traits, silence incorporeal traits, silence vulnerability,
vulnerability, undead traits undead traits

Saves: Fort +8, Ref +13, Will +15 Fort +10, Ref +18, Will +18

Abilities: Str —, Dex 25, Con —, Str —, Dex 27, Con —,
Int 8, Wis 14, Cha 20 Int 8, Wis 14, Cha 20

Skills: Hide +17, Intimidate +19, Listen Hide +23, Intimidate +22, Listen +22,
+17, Search +12, Spot +17 Search +20, Spot +17

Feats: Ability Focus (scream of the dying), Ability Focus (scream of the dying),
Alertness, Combat Reflexes, Great Alertness, Combat Reflexes, Dodge,
Fortitude, Improved Initiative, Great Fortitude, Improved Initiative,
Improved Toughness, Iron Will Improved Toughness, Iron Will,

Lightning Reflexes

Environment: Any Any

Organization: Solitary Solitary

Challenge Rating: 15 19

Treasure: Solitary Solitary

Alignment: Always chaotic evil Always chaotic evil

Advancement: 19-30 HD (Medium) 26—30 HD (Medium)

Level Adjustment:  — —_—

save (DC 12 + caster level). Each round that a deathshrieker
remains within the area of a silence spell, it takes 1d10 points
of damage (Will save for half).

ADVANCED DEATHSHRIEKER

Truly cataclysmic battles sometimes spawn deathshriekers
of incredible power. These horrible beings are like their
weaker kin, but much more aggressive and horrifying.

The advanced deathshrieker presented here adjusts the
base creature’s statistics by advancing its Hit Dice and
adding ability score increases based on Hit Dice.

Combat
The save DCs for this advanced deathshrieker’s Charisma
drain (DC 27), death rattle (DC 27), despair (DC 27), and
scream of the dying ability (DC 29) are adjusted for its
improved Hit Dice. It otherwise follows the same combat
tactics as regular deathshriekers.

DEATHSHRIEKERS IN EBERRON

DEATHSHRIEKERS IN FAERUN

Advanced Deathshrieker
Medium Undead (Incorporeal)

Deathshriekers haunt the battle-scorched plains of the
Mournland. They also prevail along the jagged coastlines
of the Demon Wastes, along which many ships and crews
have met their doom. One of the Lords of Dust, a powerful
rakshasa, inhabits a palace haunted by deathshriekers and
reportedly finds their hellish screams “soothing.”

Deathshriekers have plagued Faertin since the Time of
Troubles, a period of great turmoil and suffering that ended
with the destruction of many gods. They also haunt the land
surrounding the black pit that was once the city of Tilverton
and other ruins of dread and despair.



DEMON, ARROW

Medium Outsider (Chaotic, Evil, Extraplanar,
Tanar'ri)

Hit Dice: 10d8+90 (135 hp)

Initiative: +4

Speed: 40 ft. (8 squares)

Armor Class: 19 (+4 Dex, +5 natural), touch 14, flat-
footed 15

Base Attack/Grapple: +10/+15

Attack: 2 Large +1 composite longbows (+5 Str bonus) +14/+14
ranged (2d6+6/x3) or claw +15 melee (1d6+5)

Full Attack: 2 Large +1 composite longbows (+5 Str bonus)
+14/+14/+9/+9 ranged (2d6+6/x3) or 4 claws +15 melee
(1d6+5)

Space/Reach: 5 ft./5 ft.

Special Attacks: Close combat shot, oversized weap-
ons, spell-like abilities, summon tanar’ri, symmetrical
archery

Special Qualities: Damage reduction 5/cold iron and
good, darkvision 60 ft., immunity to electricity and
poison, resistance to acid 10, cold 10, and fire 10, spell
resistance 18, telepathy 100 ft.

Arrow demon

Lllus. by L. Parrillo

Saves: Fort +16, Ref +11, Will +10

Abilities: Str 21, Dex 19, Con 29, Int 14, Wis 16, Cha 12

Skills: Balance +17, Bluff +14, Climb +18, Concentration
+21, Hide +17, Jump +22, Listen +16, Move Silently +17,
Sense Motive +16, Spot +16

Feats: Point Blank Shot, Precise Shot, Rapid Shot, Weapon
Focus (longbow)

Environment: Infinite Layers of the Abyss

Organization: Solitary, pair, team (3-5), or squad (6—10)

Challenge Rating: 7

Treasure: Double standard (including 2 Large +1 composite
longbows and arrows)

Alignment: Always chaotic evil

Advancement: 11-20 HD (Medium)

Level Adjustment: +8

Lean and wiry, this four-armed creature holds two powerful
longbows in its left arms and draws the strings back in par-
allel with its right arms. The massive arrows notched in the
bows draw the eye, and the emaciated limbs with which it
holds its twin bows obviously conceal an abyssal strength. The
creature’s gray skin is oily and moist, and it is entirely hairless.
The creature’s long legs end in four-jointed toes, and it grips
the ground as it walks.

Arrow demons were created to serve in massive battalions
on the endless abyssal battlefields. Although they still play
a devastating role in such battles, arrow demons have now
begun to appear elsewhere. Powerful demons and mortal
summoners alike have learned that even one arrow demon
is capable of dominating a battlefield.

Although arrow demons are dangerous by themselves,
they are at their most deadly when they can stand still
and shoot every round. On battlefields, this means that
companies of arrow demons are shielded by ranks of
lesser troops—pitiful, abyssal creatures too weak to stop
a serious assault yet numerous enough to slow an onrush-
ing enemy long enough for the ranks of arrow demons
to deliver massive arrow fire on the enemy. In the skir-
mishes and battles of mortal summoners, this means that
the arrow demon is most effective when acting in concert
with other summoned creatures or perhaps the mortal’s
lesser minions.

The very effectiveness of these obvious tactics have
given arrow demons an importance in the ranks of the
demons higher than their sheer physical power would
otherwise earn them. Although an arrow demon must still
give way to any greater demon, large groups of the abyssal
archers know they are too valuable to their demonic lord’s
battle plans to be gainsaid by any but the most powerful
individual demons.

Like other demons, arrow demons are cruel beyond
mortal measure, knowing nothing of compassion or
altruism. They scorn virtue and despise hope, yet they
understand more clearly than perhaps any other demon
that their continued existence depends on their value to
their masters.

An arrow demon is an emaciated, four-limbed demon,
standing some 6 feet 6 inches in height. It is completely



hairless, and its moist, gray skin is sickening and leathery to
the touch. The creature’s limbs conceal a wiry strength, but
it weighs only 150 pounds.

Arrow demons speak Abyssal, Celestial, and Draconic.

Arrow Demon Ammunition
The arrow demon’s statistics assume that the creature uses
nonmagical arrows only. You can add other types of arrows
to the demon’s quiver, or you can roll on the following table
to randomly determine what type(s) of special ammunition
the demon carries (if any). Any ammunition the demon car-
ries should be treated as part of its treasure.

d% Additional Ammunition Cost
01-40 None —
41-45 100 adamantine arrows 305 gp
46-50 100 cold iron arrows 10 gp
51-60 100 alchemical silver arrows 15 gp
61-70 50 adamantine, 50 cold iron 157 gp, 5 sp
71-90 50 adamantine, 50 alchemical 160 gp

silver

91-100 50 cold iron, 50 alchemical silver 12 gp, 5 sp

COMBAT

Arrow demons prefer to fight in ordered ranks surrounded
by hundreds of their kind. Grouped into massive battal-
ions, arrow demons are capable of destroying entire armies
of foes. Now that these demons are being sent to other
planes and given missions other than outright warfare,
most who encounter them do so outside of the abyssal
battlefields of the Nine Hells or the infinite layers of the
Abyss. As archers first and foremost, arrow demons prefer
to have allied creatures between them and an enemy,
allowing them to reliably fire a steady stream of arrows
from their twin bows.

Small groups of arrow demons have perfected an
unorthodox method of holding a running battle. When
pressed and working as a group, the arrow demon with the
most hit points makes a full attack while all of his allies use
dimension door to go as far away as they can and maintain
line of sight to their foes. Once the lead demon is wounded,
it uses dimension door to relocate behind the group and all
but one member of the group use dimension door to appear
next to him, beginning the process once again. Using this
tactic, the demons get to make the maximum number of
full-attack actions possible in the terrain and their foes’
attacks are always directed against the demon most able to
withstand them.

An arrow demon’s natural weapons, as well as any weap-
ons it wields, are treated as chaotic-aligned and evil-aligned
for the purpose of overcoming damage reduction.

Close Combat Shot (Ex): An arrow demon does not
incur attacks of opportunity for firing a bow while threat-
ened. In addition, the arrow demon can shoot its bows to
make attacks of opportunity as if it threatened the squares
adjacent to it with its bows.

Oversized Weapons (Ex): Arrow demons can use bows
of any kind that are up to one size larger than their size
would allow without penalty.

SUMMONING AN ARROW DEMON

ARROW DEMONS IN EBERRON

ARROW DEMONS IN FAERUN

Spell-Like Abilities: At will—dimension door (self plus
50 pounds of objects only). Caster level 10th.

Summon Tanar’ri (Sp): Once per day, an arrow
demon can either automatically summon 1dé dretches
or attempt to summon another arrow demon with a 35%
chance of success. This ability is the equivalent of a 4th-
level spell.

Symmetrical Archery (Ex): The arrow demon has an
amazing ability to wield two bows at once in unison. Any
time the arrow demon could make a single attack with a
bow, it can attack with both of its bows, at —2 to all its attack
rolls that round. For example, when making an attack
action, an arrow demon can fire one arrow from each bow
at its normal attack bonus minus 2, and when making a
full-attack action, it can fire one arrow from each bow for
each of its normal iterative attacks (two arrows from each
bow, each shaft at a —2 penalty). The statistics block above
already includes these bonuses. The arrow demon takes no
additional penalties for using multiple weapons as long as it
is using only bows.

Telepathy (Su): Arrow demons can communicate
telepathically with any creature within 100 feet that has
a language.

An evil spellcaster who knows the summon monster VI spell
can choose to permanently remove the babau from the list
of creatures that he can summon (either with summon mon-
ster VII or with higher level summoning spells). If he does
s0, he can replace the babau with the arrow demon, adding
it to the list of creatures that he can summon with the spell.
Once the spellcaster learns higher-level summoning spells,
he can use them to summon multiple arrow demons if he
has chosen this option.

Arrow demons are native to the plane of Shavarath, where
they wage war against the devils indigenous to that plane.
Desperate Cyran and Karnnathi commanders used sum-
moned arrow demons to bolster their armies in the dying
days of the Last War.

In the ForcoTTEN REALMS setting, arrow demons are native
to the Infinite Layers of the Abyss. However, they also popu-
late the Blood Rift, a plane where demons and devil wage the
eternal Blood War. In addition, the Blood Rift floats among
the Lower Planes, becoming coterminous at different times
to many of them. Consequently, arrow demons may also be
encountered in the Barrens of Doom and Despair, Deep
Caverns, the Demonweb Pits, Fury’s Heart, Hammergrim,
Nishrek, and the Supreme Throne.



DEMON, SORROWSWORN

Large Outsider (Chaotic, Evil, Extraplanar, Tanar'ri)
Hit Dice: 18d8+216 (297 hp)

Initiative: +7

Speed: 40 ft. (8 squares), fly 80 ft. (poor)

Armor Class: 28 (-1 size, +3 Dex, +16 natural), touch 12,
flat-footed 25

Base Attack/Grapple: +18/+31

Attack: +2 glaive +23 melee (2d8+25)* or bite +21 melee
(1d8+14 plus 1 Con)*

Full Attack: +2 glaive +23/+18/+13/+8 melee (2d8+25)* and
bite +16 melee (1d8+9 plus 1 Con)* or 2 claws +21 melee
(1d6+14)* and bite +16 melee (1d8+9 plus 1 Con)*
Space/Reach: 10 ft./10 ft. (glaive 15-20 ft. only)

Special Attacks: Aura of loss, spell-like abilities, whispers
of loss

Special Qualities: Damage reduction 10/cold iron and
good, darkvision 60 ft., immunity to electricity and
poison, mind reading, outsider traits, resistance to acid
10, cold 10, and fire 10, spell resistance 25, strong willed,
telepathy 100 ft.

Saves: Fort +22, Ref +14, Will +17 (+21 against mind-
affecting spells and abilities)

Abilities: Str 29, Dex 17, Con 32, Int 20, Wis 22, Cha 21
Skills: Bluff +26, Concentration +32, Diplomacy +9, Hide
+28, Intimidate +28, Knowledge (arcana) +26, Knowledge
(geography) +26, Knowledge (the planes) +26, Listen +29,
Move Silently +32, Sense Motive +27, Spellcraft +28,
Spot +29, Survival +35 (+37 on other planes, +37 avoiding
getting lost and hazards)

Feats: Ability Focus (aura of loss), Alertness, Cleave,
Combat Reflexes, Great Cleave, Improved Initiative®,
Improved Sunder, Improved Toughness®, Power
Attack

Environment: Infinite Layers of the Abyss
Organization: Solitary

Challenge Rating: 17

Treasure: Standard coins; double goods; standard items,
plus +2 glaive

Alignment: Always chaotic evil

Advancement: 19-36 HD (Large); 37—72 HD (Huge)
Level Adjustment: —

*Includes adjustments for Power Attack feat.

This emaciated figure stands nearly 15 feet tall. Batlike wings
protrude from its back. Its face is a skeletal mockery of utter
mourning, and two short, twisted horns sprout from the front of
its high brow. A wide maw and hooked claws clutching a massive
polearm only add to this picture of lethality.

Creatures of loss, sorrowsworn demons appear only after
a war or battle has finished. They prey on the feelings of
great sorrow that permeate a region after the loss of its
youth and promise.

Favored haunts of sorrowsworn demons include mass
graves, orphanages, hospitals, and the homes of those who
have lost loved ones to battle. Wherever one can find the
greatest concentration of souls suffering from loss, one can

also often find a lurking sorrowsworn demon, encouraging
those feelings and sating itself on them.

A sorrowsworn demon stands between 12 and 15 feet
high and weighs about 500 pounds. Its skin is always a
dusky black, and its face always appears as a mocking visage
of great sadness.

Sorrowsworn demons speak Abyssal, Celestial, Common,
Dwarven, Elven, Giant, Goblin, and Infernal.

COMBAT

A sorrowsworn demon preys on the weakness of others,
and its tactics reflect this preference. It nearly always strikes
from hiding, attempting to bring its aura of loss to bear on
as many foes as possible. It then uses its mind reading abili-
ties to determine what its foes most fear losing, then uses
its whispers of loss to further weaken its opponents before
ripping into them.

A sorrowsworn demon’s natural weapons, as well as any
weapons it wields, are treated as chaotic-aligned and evil-
aligned for the purpose of overcoming damage reduction.

A sorrowsworn normally attacks using its Power Attack
feat, taking a —5 penalty on its attack rolls and gaining a +5
bonus on damage rolls (+10 damage if using a glaive).

Aura of Loss (Su): A sorrowsworn demon radiates
feelings of intense personal loss. Any creature within 30
feet of a sorrowsworn demon must make a DC 26 Will
save or be overwhelmed with feelings of despair as they
continually visualize the most terrible losses they’ve ever
endured or can imagine happening. These feelings mani-
fest as a —2 penalty on attack rolls, saving throws, ability
checks, and skill checks. An opponent that fails this
save and has also had its mind read by the sorrowsworn
demon is more likely to fall victim to its whispers of loss
(see below).

In addition, due to the distracting nature of the aura, any
affected creatures that attempt to cast spells must succeed
on a Concentration check (DC 20 + spell level) to avoid
losing the spell.

This ability lasts for as long as affected creatures
remain within the area of the aura and for 2d6 rounds
after they leave. Creatures that leave the aura and reen-
ter must make another save upon reentry or be affected
once more, regardless of whether they made their initial
saving throw.

The sorrowsworn demon can suppress or activate this
ability at will as a free action. This is a mind-affecting
ability. The save DC is Charisma-based.

Spell-Like Abilities: At will—detect magic, invisibil-
ity, nondetection, greater teleport (self plus 50 pounds of
objects only); 3/day—greater dispel magic, touch of idiocy
(+26 melee touch), unholy blight (DC 19); 1/day—feeble-
mind (DC 20), mind fog (DC 20), plane shift, weird (DC 24).
Caster level 20th.

Whispers of Loss (Su): A sorrowsworn demon preys on
an enemy’s feelings of loss, both real and projected. While
engaged in combat, it whispers and hisses constantly,
both aloud and in the minds of those creatures that can
understand it.



A sorrowsworn demon can intensify these whispers,
focusing them as a free action each round on one target
within 60 feet that can understand it. Bach round, it can
change targets at will (this is also a free action, although
the previous victim might suffer lasting effects from the
whispers of loss, as described below). These intensified
whispers of loss have different effects, depending on the
sorrowsworn demon’s whims and tactics.

Any creature that has succumbed to both a sorrowsworn
demon’s aura of loss and mind reading abilities takes an addi-
tional —2 penalty on any saves to resist the sorrowsworn
demon’s whispers.

Future Sorrow: A sorrowsworn demon whispers of the
losses to come, and the futility of struggling against the
inevitability of loss. The target creature is stunned for 2
rounds (Will DC 24 negates). This is a fear effect.

Great Emptiness: A sorrowsworn demon whis-
pers of the great losses of history: genocides and
other mass murders, great tragedies, and sac-
rifices that resulted in no greater good. The
target creature be-
comes confused for
5 rounds (Will DC
24 negates).

Past Losses: A sorrowsworn demon
describes the target creature’s past
losses, both real and imagined. The
creature is dazed for 3 rounds as it con-
templates all the losses of its life (Will DC
24 negates).

Whispers of loss is a mind-affecting ability
and only functions against creatures with an
Intelligence score of 3 or higher. A creature
that succeeds on the saving throw against
a whispers of loss effect is immune to
that effect (but not the other effects) for 24
hours. Caster level 20th. The save DCs are
Charisma-based.

Mind Reading (Sp): Once per round
as a free action, a sorrowsworn demon can
read the mind of one opponent (Will DC 24
negates). This ability functions exactly as the
detect thoughts spell (caster level 20th), except that
the effect is immediate. An opponent that fails
this save and has also succumbed to the sorrow-
sworn demon’s aura of loss is more likely to fall victim to its
whispers of loss (see above).

A creature that succeeds on the saving throw is immune
to that sorrowsworn demon’s mind reading ability for the
next 24 hours. The save DC is Charisma-based.

Strong Willed (Ex): Masters of manipulating minds,
sorrowsworn demons are in turn especially resistant to
similar abilities. They have a +4 racial bonus on saves against
mind-affecting spells and abilities.

Telepathy (Su): Sorrowsworn demons can communicate
telepathically with any creature within 100 feet that has a
language.

FE

Sorrowsworn demon

Skills: A sorrowsworn demon has a +8 racial bonus on
Hide, Move Silently, and Survival checks.

TACTICS ROUND-BY-ROUND

A sorrowsworn demon begins an encounter hidden (using
invisibility and nondetection), spying out its would-be oppo-
nents and using its mind reading and detect magic abilities to
gauge their intentions and powers. Once it believes its aura
of loss and other mind-affecting abilities can take a toll, it
teleports into the midst of its enemies.
Round 1: Greater dispel magic on target with most magical
auras (detected with its detect magic spell-like ability).
Round 2: Mind fog against foes to weaken Will saves.
Round 3: Feeblemind on spellcaster.
Round 4: Greater teleport to immediate vicinity of ene-
mies, exposing them to aura of loss. Use whispers of loss
against foe most likely to threaten it.
Round 5: Unleash unholy blight or make full
attack. Continue with whispers of loss.

SORROWSWORN DEMONS
IN EBERRON

Sorrowsworn demons feed on the
. despair that permeates lands torn
~asunder by the Last War. Nations
that have suffered the greatest
losses—Aundair, Thrane, Karr-
nath, Breland, and the Mournland

(formerly Cyre)—make good
homes for these demons. They are
also drawn to cities such as Sharn,
where large numbers of post-war
refugees have gathered.

SORROWSWORN .
DEMONS IN FAERUN

Faerin has seen its share of
wars, and sorrowsworn demons
are drawn to places where the
lingering pain of war is felt

most strongly. They often lurk in
shattered temples dedicated to dead

gods such as Myrkul and Bhaal, feeding on
the despair of forsaken clerics. They also hide
among the masses, feeding on the anguish of
Thayans, Rashemaar, Cormyrians, Sembians, and other
people who lost loved ones to the Tuigan Horde and
similar invaders.
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Huge Animal

Hit Dice: 36d8+324 (486 hp)
Initiative: +4

Speed: 40 ft. in half-plate barding (8 squares); base speed 60 ft.
Armor Class: 35 (-2 size, +7 half-plate barding, +20 natural),
touch 8, flat-footed 35

Base Attack/Grapple: +27/+51

Attack: Bite +41 melee (3d6+16)

Full Attack: Bite +41 melee (3d6+16) and 2 claws +39 melee
(2d6+8) and tail spike +39 melee (2d6+8)

Space/Reach: 15 ft./10 ft.

Special Attacks: Improved grab, swallow whole

Special Qualities: Low-light vision, scent

Saves: Fort +29, Ref +22, Will +15

Abilities: Str 42, Dex 11, Con 29, Int 2, Wis 13, Cha 16
Skills: Jump +23, Listen +11, Spot +20

Feats: Armor Proficiency (heavy), Armor Proficiency (light),
Armor Proficiency (medium), Cleave, Improved Initiative,
Improved Natural Attack (bite), Improved Natural Attack
(claw), Improved Overrun, Iron Will, Lightning Reflexes,
Multiattack, Power Attack, Run

Environment: Warm plains
Organization: Solitary
or battalion (4)
(domesticated)
Challenge Rating: 16
Treasure: None
Alignment: Always neutral
Advancement: 37-48 HD (Huge)
Level Adjustment: —

Illus. by R. Horsley

This giant bipedal reptilian beast has
powerful jaws, massive teeth, and thick bony plates
along its back and spiked tail. Steel half-plate barding
covers the creature, adding even more protection; a
saddle can be seen on the creature’s back.

Battletitan dinosaurs are massive predatory beasts
meticulously bred as hybrids of other dinosaurs.
They do not occur naturally; only elaborate
nonmagical breeding techniques give
rise to the mighty battletitans. King-
doms that field the dinosaurs in their armies
jealously guard the means of their creation, treating
such information as a state secret. With the ferocity of the
most dangerous carnivores and the defenses of the toughest
armored herbivores, a battletitan is a terror to behold.
Battletitans are trained from birth to fight carrying arider
and wearing barding. None but the most skilled and trusted
knights are allowed to guide a battletitan into combat, and
trainers teach each dinosaur to accept only riders who
know the proper signals. Armies can replace riders that are
killed in battle simply by teaching the signals to a new rider
(which is crucial, since the battletitans almost always outlive
those who sit atop them).

An adult battletitan is 32 feet from nose to tail and stands
18 feet tall at the shoulder. It weighs more than 12 tons.

Battletitan

DINOSAUR, BATTLETITAN COMBAT

A battletitan is under the control of its handler in combat;
the rider gives the creature commands as it would any other
mount trained for war. Warriors mounted on battletitans prefer
to overrun ranks of regular infantry on their way to seeking out
enemy siege engines or other powerful battlefield monsters.
A rider must make a Ride check to attack while riding a battle-
titan, and usually requires a reach weapon to attack foes.

Improved Grab (Ex): To use this ability, a battletitan
must hit an opponent of up to one size smaller with its bite
attack. It can then attempt to start a grapple as a free action
without provoking attacks of opportunity. If it wins the
grapple check, it establishes a hold and can try to swallow
the foe the following round.

Swallow Whole (Ex): A battletitan can try to swallow a
grabbed opponent of up to two sizes smaller than itself by
making a successful grapple check. The swallowed creature
takes 2d8+12 points of bludgeoning damage and 12 points
of acid damage per round from the dinosaur’s gizzard. Swal-
lowed creatures must also make a DC 37 Fortitude saving
throw each round or be overcome with nausea until their
next action (the save DC is Constitution-based). While in
the gizzard, the opponent is still considered grappled due
to a battletitan’s powerful digestive muscles.

A swallowed creature can cut its
way out by using a light slashing or
piercing weapon to deal 30 points of

damage to the gizzard (AC 18). Once the
creature exits, muscular action closes the
hole; another swallowed opponent must
cut its own way out. A Huge battle-
titan’s gizzard can hold 1 Medium,
2 Small, 8 Tiny, 32 Diminutive, or
128 Fine opponents.

TRAINING A
BATTLETITAN

The techniques for training one of
these powerful dinosaurs are as closely
guarded as the means of breeding them.
Training a young battletitan requires six
months of work and a DC 28 Handle
i=#'  Animal check; battletitans cannot be
domesticated if they reach adulthood
without having been trained.

Battletitans are naturally sterile, and each specimen is the
product of direct crossbreeding of other dinosaurs. As a re-
sult, a young battletitan that makes it to the open market
commands whatever price the market can bear, which is of
ten more than 100,000 gp. Any such sales are likely to at-
tract the attention of the kingdom from which the creature

was pilfered, of course.

Battletitan dinosaurs cannot be selected as animal com-
panions, nor can they be summoned with summon nature’s
ally spells.

Carrying Capacity: A light load for a battletitan is up to
11,093 pounds; a medium load, 11,094-22,186 pounds; and
a heavy load, 22,187-33,280 pounds.



Large Animal

Hit Dice: 9d8+54 (94 hp)

Initiative: +0

Speed: 40 ft. (8 squares), burrow 20 ft.

Armor Class: 19 (-1 size, +10 natural), touch 9, flat-footed 19

Base Attack/Grapple: +6/+16

Attack: Bite +11 melee (1d8+9 plus 1dé6 acid or Powerful
Charge 1d8+9 plus 2d6 plus 1d6 acid)

Full Attack: Bite +11 melee (1d8+9 plus 1dé acid)

Space/Reach: 10 ft./5 ft.

Special Attacks: Blood squirt

Special Qualities: Caustic blood, low-light vision, spiked
skin

Saves: Fort +11, Ref +6, Will +3

Abilities: Str 22, Dex 11, Con 21, Int 2, Wis 10, Cha 9

Skills: Hide +2%, Listen +2, Spot +8

Feats: Alertness, Powerful Charge®, Toughness (3)

Environment: Temperate deserts

Organization: Solitary, pair, or herd (5-8)

Challenge Rating: 6

Treasure: None

Alignment: Always neutral

Advancement: 10-18 HD (Large); 19—27 HD (Huge)

Level Adjustment: —

This quadruped is covered with a thick, spiked hide. Two large
horns jut backward from its massive head.

Bloodstriker dinosaurs feed on vegetation and larger insects,
often burrowing to hide from both predators and prey.

A bloodstriker is about 14 feet long and weighs about
3,000 pounds.

COMBAT
A bloodstriker epitomizes tough
natural defenses. Thick, spiked “ f
plates cover its body, i
providing both f ‘:.7. -
excellent natural
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Fleshraker

Bloodstriker

BLOODSTRIKERS AS MOUNTS

AT A

armor and protective spikes apt to damage any creature
adventurous enough to attack it. Those that successfully
attack are sprayed by the dinosaur’s caustic blood, providing
further dissuasion. In addition, the creature has an unusual
attack whereby it squirts its acidic blood from its eyes. It
usually uses the blood squirt as a defensive measure when
confronted by persistent foes.

Blood Squirt (Ex): Every 1d4 rounds, a bloodstriker can
project a 30-foot line of its acidic blood as a standard action.
Anyone in the area takes 2d6 points of acid damage (Reflex
DC 19 half). The save DC is Constitution based.

Caustic Blood (Ex): Any creature successfully striking a
bloodstriker with a melee weapon or natural weapon takes
1d6 points of acid damage from the dinosaur’s highly acidic
blood. Weapons with exceptional reach, such as longspears,
do not endanger their users in this way.

Spiked Skin (Ex): A bloodstriker’s thick skin bristles
with defensive spikes. Any creature attacking a bloodstriker
with a melee weapon or natural weapon takes 1d8+6 points
of piercing and slashing damage from the dinosaur’s barbs.
Weapons with exceptional reach, such as longspears, do not
endanger their users in this way.

Skills: *Bloodstrikers gain a +4 racial bonus on Hide
checks when they burrow underground to hide. They lurk
just below the surface of the ground with only their eyes and
the tops of their heads exposed.

In places where dinosaurs are used as mounts, bloodstrik-
ers are greatly prized because of their defensive capabilities.
Trainers and riders must exercise great personal care when
working with these creatures, however, because their spiked
hide and defensive abilities present additional challenges.
When attempting to
teach a bloodstriker
to take a rider or
perform tasks, the
trainer must de-
cide whether to take extra
precautions (increasing the
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training time by 50%), or to work with it in the standard  but if they're hungry enough, or if they outnumber a small
amount of time (taking a —4 circumstance penalty on all  group, fleshrakers are just as likely to attack.
Handle Animal checks to teach, train, or rear). When food becomes scarce, fleshrakers have been known

Riding a bloodstriker is equally challenging. All ride  to grow bolder in their hunts. They find a deserted stretch
checks are made with a —4 circumstance penalty. In addi-  of road traveled by the occasional caravan and attempt to
tion, a rider requires a specially made exotic saddle. Some-  pick off straggling pack mules or even lightly guarded

one foolish enough to attempt to ride the creature bareback ~ wagons. Those who have encountered fleshraker packs and
or with a noncustomized saddle takes 1d8+6 points of  survived swear the creatures set up ambushes and coordi-
piercing and slashing damage from its spiked skin upon  nate their attacks.
mounting it or whenever a Ride check is required. Some wild tribes of forest dwellers have been known to
Carrying Capacity: A light load for a bloodstriker is ~ domesticate fleshrakers to serve as guards. Their natural
up to 520 pounds; a medium load, 521-1,040 pounds; and a ability to blend in with their surroundings, combined with
heavy load, 1,041-1,560 pounds. their innate tactical sense, makes them especially deadly
in this capacity. Rumors also abound of some fleshrakers
BLOODSTRIKER being used as mounts, although the creature’s spines would
ANIMAL COMPANIONS certainly require the use of a specially constructed saddle to
Druids of 10th level or higher can select bloodstriker animal ~  ride it comfortably.
companions. Apply a —9 adjustment to the druid’s level for An average fleshraker stands 7 feet tall and weighs about
purposes of determining the companion’s characteristics 300 pounds.

and special abilities.
COMBAT

A fleshraker prefers to begin each combat with a leaping
I F K pounce attack. A fleshraker tries to land on its target, pin-
Medium Animal ning it to the ground so that it can savagely rip its prey apart
Hit Dice: 4d8+8 (26 hp) as quickly as possible. If a target cannot be slain in a single
Initiative: +4 leaping pounce attack, a fleshraker is likely to flee and let its
Speed: 50 ft. (10 squares) debilitating poison have a chance to work, returning later
Armor Class: 20 (+4 Dex, +6 natural), touch 14, flat-footed 16 when the prey is weakened.
Base Attack/Grapple: +3/+6 Afleshraker cannot use its tail attack against an opponent
Attack: Claw +6 melee (1d6+3 and poison) it bites in the same round.
Full Attack: 2 claws +6 melee (1d6+3 plus poison) and bite Leaping Pounce (Ex): When a fleshraker charges, it
+1 melee (1d6+1) and tail +1 melee (1d6+1 plus poison) leaps high into the air above its prey, attempting to knock it
Space/Reach: 5 ft./5 ft. to the ground. This ability functions much like the pounce
Special Attacks: Leaping pounce, poison, rake 1d6+2 special attack. However, a fleshraker’s incredible jumping
Special Qualities: Low-light vision, scent ability makes its leaping pounce particularly deadly.
Saves: Fort +6, Ref +8, Will +3 When a fleshraker charges a foe, it can make a full attack,
Abilities: Str 17, Dex 19, Con 15, Int 2, Wis 14, Cha 12 including one rake attack. If a fleshraker successfully hits
Skills: Hide +12%, Jump +24 and damages a target of its size or smaller that it pounces
Feats: Improved Natural Attack (claw), Track on during a charge, it can make a free trip attack without
Environment: Temperate forests provoking attacks of opportunity. If the fleshraker wins
Organization: Solitary or pack (3-10) the opposed trip check, it can make an immediate grapple
Challenge Rating: 2 check. If it succeeds, the opponent is considered grappled
Treasure: None and pinned on the ground beneath the fleshraker. On each
Alignment: Always neutral subsequent round, the fleshraker can deal automatic claw
Advancement: 5-8 HD (Medium); 9-12 HD (Large) and rake damage with a successful grapple check against a
Level Adjustment: — pinned opponent.
If a fleshraker fails the opposed trip check, it cannot
Thil’l, WiCked-IOOkiI’lg spines bristle from thiS creature’s back, be tripped in return. Iflt successfuﬂy trips its Opponent

sinuous tail, and muscled forelimbs, glistening with some clear Wyt fails the subsequent grapple check, the opponent is

liquid. Although it stands upright, you can tell the mottled green . . ) ‘s
killer can run on all fours should it desire. A long, reptilian snout still prone in the fleshraker's square, but itis not grappled

opens wide with a short bark to display a set of deadly, sharp or pinned. ) ) o

teeth, and each of its four limbs sprouts a pair of G-inch-long Poison (Ex): Injury, Fortitude DC 14, initial damage

hooked claws. 1dé Dex, secondary damage 1dé Dex. The save DC is
Constitution-based.

A cousin of the velociraptor, the fleshraker is a clever predator Rake (Ex): Attack bonus +2 melee, damage 1d6+2.

that lurks in areas of heavy undergrowth and dense forest. Skills: Fleshrakers have a +8 racial bonus on Hide checks

Fleshrakers usually hunt in packs, preying upon unsuspect-  and a +6 racial bonus on Jump checks. *The Hide bonus

ing creatures that pass by. They prefer to attack lone targets,  increases to +10 in forested areas.



FLESHRAKER
ANIMAL COMPANIONS

Druids of 4th level or higher can select a fleshraker dino-
saur as an animal companion. Apply a —3 adjustment to the
druid’s level for purposes of determining the companion’s
characteristics and special abilities.

DINOSAUR
— SWINDLESPITTER
Small Anima

Hit Dice: 2d8+2 (11 hp)

Initiative: +5

Speed: 30 ft. (6 squares)

Armor Class: 18 (+1 size, +5 Dex, +2 natural), touch 16,
flat-footed 13

Base Attack/Grapple: +1/-4

Attack: Beak +7 melee (1d4—1)

Full Attack: Beak +7 melee (1d4—1)

Space/Reach: 5 ft./5 ft.

Special Attacks: Poison spray

Special Qualities: Darkvision 60 ft., low-light vision,
scent, uncanny dodge

Saves: Fort +4, Ref +8, Will +3

Abilities: Str 9, Dex 21, Con 13, Int 2, Wis 16, Cha 14

Skills: Hide +9% Listen +5, Move Silently +5% Sleight of
Hand +10, Spot +5

Feats: Mobility®, Run, Weapon Finesse

Environment: Warm forests

Organization: Solitary or pack (4—16)

Challenge Rating: 1

Treasure: Standard

Alignment: Always neutral

Advancement: 3—6 HD (Small); 7-9 HD (Medium)

Level Adjustment: —

B

This bipedal reptilian creature has a lithe body and a whiplike
tail. Smaller than a halfling, it has a pair of dexterous grasping
hands, a sharp beak, and large pure black eyes.

Not all dinosaurs are massive brawlers that shake the ground
as they pass. The swindlespitter relies on its small size and
natural agility to survive literally beneath the notice of its
larger cousins. They can be found in any land where other
dinosaurs live and are a nuisance to just about every creature
they encounter.

Swindlespitters are natural thieves, devouring eggs
they steal from the nests of other breeds. However, they
are easily confused by manufactured objects, mistaking
them for oddly shaped eggs. Travelers should be wary of
their tendency to sneak into settlements or camps and
swipe backpacks, spellbooks, and other objects of similar
size. They carry such items into the jungle a fair distance
before trying to rip them open to get at the gooey yolk they
imagine is within. Many adventurers find their possessions
shredded by the time they are able retrieve them from a very
perplexed swindlespitter.

ANIMAL COMPANIONS

In lands where humanoids and dinosaurs live side-by-
side, swindlespitters are treated as an unfortunate neces-
sity. While the creatures walk off with unsecured objects
regularly, those wise in the ways of natural cycles realize
the importance of the lowly swindlespitter. By devouring
the eggs of larger dinosaurs, they keep those creatures from
reproducing in greater numbers than the land can support.
In some cultures, the swindlespitter is even considered a
symbol of balance and harmony with nature. Anyone dis-
covered harming one of the little dinosaurs in such a society
quickly finds themselves on the wrong end of a very sticky
cultural misunderstanding.

A swindlespitter stands less than 3 feet tall and weighs
about 30 pounds.

COMBAT

A swindlespitter has no interest in fighting other creatures;
it relies solely on stealth to acquire its meals. It flees if dis-
covered, either finding a hiding spot or simply running as
fast as it can with its ill-gotten gains. If it is cornered, it
attempts to blind its pursuers with its poison and dart away.
Only as a last resort does a swindlespitter attack with its
sharp beak. In large groups, they are slightly more daring,
sometimes descending on a nest or camp and carrying off
anything not tied down.

Poison Spray (Ex): When threatened, a swindlespitter
sprays a corrosive poison in a 15-foot cone from its mouth.
Contact; Fort DC 12; initial damage blindness for 2d4 min-
utes; secondary damage 1d4 Con. The swindlespitter can
spray this poison once every 1d4 rounds. Swindlespitters
flee from blinded opponents if possible. The save DC is
Constitution-based.

Uncanny Dodge (Ex): A swindlespitter is adapted to get-
ting out of the way of larger dinosaurs. It has the ability to
react to danger before its senses would normally allow it to
do so. It retains its Dexterity bonus to AC even if it is caught
flat-footed or struck by an invisible attacker.

Skills: A swindlespitter has a +2 racial bonus on
Spot checks and Listen checks. *It gains a +2 racial
bonus on Hide checks and Move Silently skills when in
forested terrain.

SWINDLESPITTER

A 1stlevel druid can select a swindlespitter dinosaur as an
animal companion.

DINOSAURS IN EBERRON

The world of Eberron never endured an Ice Age, and
consequently dinosaurs remain vital constituents of the
planet’s ecology. On civilized continents such as Khor-
vaire and Sarlona, dinosaurs of Large size or smaller are
used as herd animals or mounts, while larger dinosaurs
survive only in remote areas or in captivity. Dinosaurs of
all sizes roam free on the untamed continent of Xen'drik,
while on Argonnessen they provide a ready food supply
for dragons or serve as mounts for dragon-worshiping
barbarian tribes.



This large creature has the upper torso of a muscular reptilian
humanoid, a spear held tightly in its clawed hands. Its eyes
are black and its sharp teeth glisten. Its lower torso resembles
the body of a wingless dragon with large, clawed feet and a
spiked tail that flails from side to side.

Dracotaurs are sly, merciless preda-
tors incapable of showing compas-
sion and expecting none in return.
Hard scales that vary in color from
green to brown cover a dracotaur from
head to tail. Males have ornate crest-
ing on their heads, throats, and
chests ranging from bright red to
deep purple. A dracotaur’s 4-foot-
long tail, although used primar-
ily for balance, ends in wicked
spikes that can be brought to
bear in battle.

Dracotaurs excrete body
oil that helps keep their
scales and leather armor
supple. They typically
wield sharp spears.

An adult dracotaur
stands 7 feet tall and mea-
sures 10 feet long, weigh-
ing about 2,000 pounds.
Dracotaurs speak Draconic.

COMBAT

Dracotaurs overwhelm their foes quickly

using ambushes and flanking tactics. Cold, calculat-
ing creatures, dracotaurs usually announce their presence by
spitting gouts of fire at their foes and then charge forward
with their spears. In the unfolding conflict, a dracotaur relies
on its brute strength and multiple attacks to win the day.
Spit Fire (Su): A dracotaur can spit a glob of fire as a stan-
dard action. Once a dracotaur spits, it cannot spit again for 1
minute. The dracotaur’s spittle is a sticky adhesive substance
that ignites when exposed to air, much like alchemist's fire.
This glob of fiery spittle is treated as a ranged touch attack
with a range increment of 20 feet.

A direct hit deals 2d6 points of fire damage. Every creature
within 5 feet of the point where the spittle hits takes 1d4
points of fire damage from the splash. Unlike alchemist’s
fire, a dracotaur’s spittle does not continue to burn.

Skills: Because of their tails, dracotaurs have a +4 racial
bonus on Balance, Jump, and Swim checks.

DRACOTAUR RAGER

The most feared warriors in a dracotaur tribe are often barbar-
ians who use their brute strength and ferocity to claim power.
The dracotaur rager presented here had the follow-
ing ability scores before racial adjustments and Hit Dice
ability score increases: Str 15, Dex 13, Con 14, Int 8, Wis
12, Cha 10.

Illus. by S. Prescott

Dracotanr

DRACOTAUR DRACOTAUR SOCIETY

Dracotaurs gather in small, nomadic tribes. Dracotaurs
respect power above all, and they measure power in terms
of raw strength and arcane magical ability. Their leaders are
usually mighty warriors, sorcerers, or both.

Although dracotaur tribes occasionally fight over land, ri-
val tribes quickly band together when faced with a common
outside threat. Dracotaurs will also ally with other reptilian
creatures, including lizardfolk and nagas. Although they are
not devout creatures, dracotaurs see true dragons as pow-
erful embodiments of the ancient gods and will give their
lives in the service of such creatures. Much of the race’s ar-
cane knowledge comes from the ancient

teachings of the true dragons.

Dracotaurs rarely stay in any one place
long enough to warrant the building
of permanent settlements. However,
tribes will often lay claim to ancient
ruins and use them as sanctu-
aries, training grounds, or

neutral meeting places.

Dracotaurs and cen-

taurs despise one another,

and many a dracotaur war-

rior dreams of devouring the
flesh of a fallen centaur foe.

Combat
Dracotaur barbarians enter a
rage immediately upon joining
a combat.

Rage (Ex): Twice per day,
this dracotaur rager can enter a state of fierce rage that
lasts 10 rounds. The following changes are in effect as
long as he rages: AC 18 (touch 9, flat-footed 18); hp increase
by 14; Atk +15 melee (2d6+9/x3, battleaxe); Full Atk +13/
+8 melee (2d6+9/x3, battleaxe) and +13 (1d8+4x3, handaxe)
and +8 melee (1d8+4, bite) and +8 melee (1d8+13, tail slap);
SV Fort +14, Will +9; Str 28, Con 24. At the end of his rage,
the dracotaur barbarian is fatigued for the remainder of
the encounter.

Trap Sense (Ex): A dracotaur rager has an intuitive
sense that alerts it to danger from traps, granting a +1
bonus on Reflex saves and a +1 dodge bonus to AC against
attacks by traps.

Uncanny Dodge (Ex): A dracotaur rager can react to
danger before its senses would normally allow it to do so.
It retains its Dexterity bonus to AC even if it is caught flat-
footed or struck by an invisible attacker. However, it still
loses its Dexterity bonus to AC if immobilized.

DRACOTAURS AS CHARACTERS

When they are not hunting or defending their territory,
many dracotaurs pursue the study of sorcery. Dracotaur
barbarians, fighters, and rangers are also common. Draco-
taur clerics (which are rare) worship Tiamat and can choose
from the Destruction, Evil, and Trickery domains.
Dracotaur characters possess the following racial traits:



Dracotaur
Large Dragon
Hit Dice: 3d12+9 (28 hp)
Initiative: +1
Speed: 50 ft. (10 squares)
Armor Class: 17 (~1 size, +1 Dex, +5 natural,
+2 leather armor), touch 10,
flat-footed 16
Base Attack/Grapple: +3/+11
Attack: Spear +6 melee (2d6+6/x3)
Full Attack: Spear +6 melee (2d6+6/x3)
and bite +1 melee (1d8+2) and
tail slap +1 melee (1d8+6)
Space/Reach: 10 ft. /5 ft.
Special Attacks: Spit fire
Special Qualities: Darkvision 60 ft., immunity to magic
sleep effects and paralysis, low-light
vision
Saves: Fort +6, Ref +4, Will +5
Abilities: Str 18, Dex 12, Con 16,
Int 13, Wis 11, Cha 13
Skills: Balance +5, Intimidate +7, Jump +16,
Knowledge (arcana) +4, Listen +6,
Sense Motive +6, Spellcraft +4, Spot +6
Survival +6, Swim +8, Use Magic
Device +7
Feats: Armor Proficiency (light),
Iron Will
Environment: Temperate matshes
Organization: Gang (2-3), band (6-10 plus
50% noncombatants plus 1 rager
of 3rd—e6th level), or tribe (30-60
plus 50% noncombatants plus
2 ragers of 3rd—6th level and
1 leader of 4th—10th level)
Challenge Rating: 3
Treasure: Standard
Alignment: Usually neutral evil
Advancement: By character class
Level Adjustment:  +5

— +8 Strength, +2 Dexterity, +4 Constitution, +2 Intel-
ligence, +2 Charisma.

—Large size: —1 penalty to Armor Class, —1 penalty on attack
rolls, —4 penalty on Hide checks, +4 bonus on grapple checks,
lifting and carrying limits double those of Medium characters.

—Space/Reach: 10 feet/5 feet.

—A dracotaur’s base land speed is 50 feet.

—Darkvision out to 60 feet, low-light vision.

—Racial Hit Dice: A dracotaur begins with three levels
of dragon, which provide 3d12 Hit Dice, a base attack bonus
of +3, and base saving throw bonuses of Fort +3, Ref +3,
and Will +3.

—Racial Skills: A dracotaur’s dragon levels give it skill
points equal to 6 x (6 + Int modifier). Its class skills are
Intimidate, Jump, Knowledge (arcana), Listen, Sense Motive,

, Motive +7, Spellcraft +6, Spot +7,

Dracotaur Rager, 4th-Level Barbarian
Large Dragon

3d12+15 plus 4d12+20 (80 hp)

+2

60 ft. (12 squares)

20 (-1 size, +2 Dex, +5 natural,

+4 masterwork chain shirt), touch 11,
flat-footed 20

+7/+18

Battleaxe +13 melee (2d6+7/x3)
Battleaxe +11/+6 melee (2d6+7/x3) and
handaxe +11 (1d8+3/x3) and bite +6
melee (1d8+3) and tail slap +6 melee
(1d8+10)

10 ft. /5 ft.

Rage, spit fire

Darkvision 60 ft., fast movement,
immunity to magic sleep effects and
paralysis, low-light vision, trap sense +1,
uncanny dodge

Fort +12, Ref +6, Will +7

Str 24, Dex 15, Con 20,

Int 10, Wis 12, Cha 12

Balance +5, Intimidate +11, Jump +28,
Knowledge (arcana) +6, Listen +10, Sense

Survival +10, Swim +9, Use Magic

Device +7

Iron Will, Power Attack, Two-Weapon
Fighting

Temperate matshes

Gang (2-3), band (1 plus 6-10 dracotaurs
plus 50% noncombatants), or tribe (2 plus
50% noncombatants plus 3060 dracotaurs
and 1 leader of 4th—10th level)

7

Standard

Usually chaotic evil
By character class
+5

Spellcraft, Spot, Survival, Swim, and Use Magic Device.
Because of their tails, dracotaurs have a +4 racial bonus on
Balance, Jump, and Swim checks.

—Racial Feats: A dracotaur’s Hit Dice give it two feats.

—Weapon and Armor Proficiency: Proficient with natu-
ral weapons and with all simple weapons. Proficient with
light armor.

— +5 natural armor bonus.

—Natural Weapons: Bite (1d8) and tail slap (1d8).

—Special Attacks (see above): Spit fire.

—Special Qualities (see above): Immunity to magic sleep
effects and paralysis.

—Automatic Languages: Draconic. Bonus Languages: Any.

—TFavored Class: Sorcerer.

—Level adjustment +5.



DRAGON EEL

Large Dragon (Aquatic)

Hit Dice: 14d12+70 (161 hp)

Initiative: +4

Speed: 20 feet (4 squares), swim 60 ft.

Armor Class: 27 (-1 size, +18 natural), touch 9, flat-
footed 27

Base Attack/Grapple: +14/+26

Attack: Bite +21 melee (4d8+12 or Powerful Charge 4d8+12
plus 2d6)

Full Attack: Bite +21 melee (4d8+12)

Space/Reach: 10 ft./5 ft.

Special Attacks: Improved grab, swallow whole

Special Qualities: Blindsense 30 ft., damage reduction 5/
adamantine, darkvision 60 ft., immunity to magic sleep
effects and paralysis, low-light vision, keen scent

Saves: Fort +14, Ref +9, Will +10

Abilities: Str 26, Dex 11, Con 21, Int 8, Wis 12, Cha 13
Skills: Bluff +18, Hide +13, Listen +18, Sense Motive +18,
Spot +18, Swim +16

Feats: Cleave, Improved Bull Rush, Improved Initiative,
Improved Sunder, Power Attack, Powerful Charge®
Environment: Temperate aquatic

Organization: Solitary or pair

Challenge Rating: 11

Treasure: Standard

Alignment: Usually neutral evil

Advancement: 15-28 HD (Large); 29—42 HD (Huge)
Level Adjustment: —

Illus. by A. Rex

Silvery scales glisten on the muscular
flanks of this long, narrow, creature.
A powerful, jagged beak snaps
beneath frighteningly intelligent {
eyes. Pairs of small fins tipped with L
hooks march down its belly, while x
a frilled fin runs the full length
of its back.

The only redeeming quality
of the terrible dragon eel is
that it can’t stand to be near
another dragon eel except
when mating or raising
young. One dragon eel
can easily put a hole in the side of a
sailing vessel, devouring the crew at
its leisure after the vessel sinks. In
groups they could destroy entire
navies. Captains have been known

to negotiate with dragon eels for
safe passage of their ships, but
dragon eels are reputed to be great
liars and some crews who thought
they were safe have vanished without
atrace.

A dragon eel is usually about 20 feet long
and weighs about 1,000 pounds.

Dragon eel

Dragon eels speak Aquan and Draconic, and particularly
intelligent individuals speak Sahuagin and Common.

COMBAT

A dragon eel prefers to attack ships by charging them,
ramming holes in their sides beneath the waterline in an
attempt to sink them. If an opponent is too large to swallow,
a dragon eel attempts to grapple and then submerge with its
foe, drowning it.

Improved Grab (Ex): To use this ability, a dragon eel
must hit with its bite attack. It can then attempt to start a
grapple as a free action without provoking attacks of oppor-
tunity. If it wins the grapple check, it establishes a hold
and can attempt to swallow the foe the following round
(see below).

Swallow Whole (Ex): A dragon eel can try to swallow
agrabbed opponent of Medium or smaller size by making
a successful grapple check. Once inside, the opponent
takes 1d8+8 points of crushing damage plus 8 points of
acid damage per round from the dragon eel’s gizzard. A
swallowed creature can cut its way out by using a light
slashing or piercing weapon to deal 25 points of damage
to the gizzard (AC 17). Once the creature exits, muscu-
lar action closes the hole; another swallowed opponent
must cut its own way out. A Large dragon eel’s interior
can hold 2 Medium, 8 Small, 32 Tiny, 128 Diminutive, or
512 Fine opponents.

Blindsense (Ex): A dragon eel can locate
. creatures underwater within 30 feet by

o ] .
" . nonvisual means. Opponents the dragon
= v .
ﬁf’ W ., eel can’t actually see still have total
L el concealment against the dragon
s o0

eel. This ability works only when
the dragon eel is underwater.
Keen Scent (Ex): A dragon
eel can notice creatures by scent
within 180 feet, and detect blood
in the water up to a mile away.
Skills: A dragon eel has a
+8 racial bonus on any Swim
check to perform some special
action or avoid a hazard. It can
always choose to take 10 on a
Swim check, even if distracted
or endangered. It can use the run
action while swimming, provided
it swims in a straight line.

DRAGON EELS
IN EBERRON

Dragon eels live in the oceans of Eberron and
prey on dragon turtles and sailing vessels. They are
most common among the islands north of Xen'drik,
where the sahuagin dwell. The relationship between
dragon eels and sahuagin is unclear. The sahuagin
speak of their alliances with the creatures, but the
dragon eels clearly consider the sahuagin to be servants,
if not slaves, and guardians of their hoards




READ BL

Tiny Plant (Extraplanar, Swarm)

Hit Dice: 7d8+14 (45 hp)

Initiative: +3

Speed: Fly 60 ft. (good) (12 squares)

Armor Class: 16 (+2 size, +3 Dex, +1 natural), touch 15,
flat-footed 13

Base Attack/Grapple: +5/—

Attack: Swarm (2d6)

Full Attack: Swarm (2d6)

Space/Reach: 10 ft./0 ft.

Special Attacks: Blood drain, distraction, poison pollen

Special Qualities: Half damage from slashing and pierc-
ing, low-light vision, plant traits, regeneration
5, swarm traits

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

Abilities: Str 2, Dex 17, Con 14, Int —,
Wis 10, Cha 3

Skills: Hide +11% Listen +2,
Spot +2

Feats: Alertness®, Ability
Focus (poison pollen)®,
Lightning Reflexes®

Environment: Wilderness of the
Beastlands

Organization: Solitary, pair
(2—4), or colony (5-8)

Challenge Rating: 6

Treasure: None

Alignment: Always neutral

Advancement: —

Level Adjustment: —

M SWARM

Ahead of you lies a beauti-
ful bed of hundreds of large
red flowers speckled with
gold and black. Their sweet
perfume isn’t quite strong
enough to disguise the sent of
rotting flesh, and looking closer,
you notice the flowers seem planted
in dead bodies. Suddenly, all the flowers shudder
as if in a strong breeze and lift into the air. They fly
up like a flock of sparrows coming aloft and swoop
around toward you with flowers pointed away and
wicked thorns aimed in your direction.

Dread blossoms are blood-drinking plants from the Wilder-
ness of the Beastlands transplanted to the Material Plane by
foolish elves who mistook their nature.

An individual dread blossom looks like a foot-long
crimson flower, speckled with gold and black pollen,
that ends in a 6-inch-long hollow thorn surrounded at
its base by a frill of inch-long roots. Few creatures can
examine a dread blossom in such detail, as a dread blos-
som swarm at rest is usually firmly planted in the bodies
of its last victims.

In flight, a dread blossom swarm resembles a flock of
birds wheeling swiftly through the air. Each blossom flies

S

Dread blossom swarm

thorn forward, fluttering two petals as rapidly as a humming-
bird flaps its wings.

Creatures of the Beastlands know not to disturb beds of
dread blossoms, but inhabitants of the Material Plane are
often curious about the dead creatures where the plants have
taken root.

COMBAT

A dread blossom swarm swoops in to surround a creature
and attacks. It uses no tactics except to move over creatures
paralyzed by its pollen. It avoids areas of intense cold or heat
but otherwise attacks until it or its target is killed.
Blood Drain (Ex): In addition to swarm damage, a dread
blossom swarm deals 1d6 points of Con-
stitution damage to any paralyzed

T or otherwise immobilized living
creature whose space it occupies at

" the end of its turn.
Distraction (Ex): Any living
creature vulnerable to a dread blos-
som swarm’s damage that begins
its turn with a swarm in its square
V is nauseated for 1 round; a DC 15
/‘ Fortitude save negates the effect.

#  Even after a successful save, spellcast-

ing or concentrating on spells within
the area of a swarm requires a Con-
centration check (DC 20 + spell level).
Using skills requiring patience and con-
centration requires a DC 20 Con-
centration check. The save DC is
Constitution-based.
Poison Pollen (Ex): A dread
blossom swarm constantly exudes
an airborne contact poison in a 15-
foot radius. Creatures within the
area or within the swarm must suc-
ceed on a DC 17 Fortitude save or be
paralyzed for 1 round. Secondary dam-
age is paralysis for 1 minute. The save
DC is Constitution-based.
Regeneration (Ex): Fire and cold deal
normal damage to a dread blossom swarm.
Skills: *A dread blossom swarm gains a +10 racial bonus
on Hide checks in forested areas.

DREAD BLOSSOM SWARMS
IN EBERRON

Dread blossoms are native to the plane of Lamannia, the
Twilight Forest. They gather in the jungles of Aerenal.
Millennia ago, elf sorcerers living on Xen'drik brought
the first dread blossoms to Eberron to plague their giant
masters. Dread blossom swarms continue to ravage the
inhabitants of the jungles of Xen'drik and Aerenal.
The elves of Aerenal have been accused of deliberately
transplanting and unleashing dread blossom swarms
upon their enemies, most recently the orc tribes of the
Shadow Marches.
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DROWNED

Medium Undead

Hit Dice: 20d12+20 (150 hp)
Initiative: +5

Speed: 30 ft. (6 squares), swim 30 ft.

Armor Class: 19 (+1 Dex, +8 natural), touch 11, flat-
footed 18

Base Attack/Grapple: +10/+17

Attack: Slam +12 melee (1d8+12)*

Full Attack: 2 Slams +12 melee (1d8+12)*

Space/Reach: 5 ft./5 ft.

Special Attacks: Drowning aura

Special Qualities: Darkvision 60 ft., fast healing 5, undead
traits, unholy toughness

Saves: Fort +6, Ref +9, Will +12
Abilities: Str 25, Dex 13, Con —,
Int 9, Wis 10, Cha 12

Skills: Hide +20, Listen +14,
Move Silently +20, Spot +18,
Swim +18

Feats: Alertness, Cleave, Great
Cleave, Improved Initiative,
Improved Natural Attack
(slam), Lightning Reflexes,
Power Attack

Environment: Any
Organization: Solitary or pair
Challenge Rating: 8

Treasure: None

Alignment: Always chaotic evil
Advancement: By character class
Level Adjustment: —

*Includes adjustments for Power
Attack feat.

1llus. by W. Reynolds

This animated corpse is sopping
wet, as if it just crawled from the
water. The air around it is thick and
cloying, exuding the essences of the
corpse’s watery grave.

The drowned lost their lives in
the watery deep. The evidence |
of their gasping death always
saturates their clothing and flesh,
and fills the air around them.
Many drowned came to their
current circumstances when their
ships went down at sea with all

hands. Others, more ancient, first

arose when their island homes

sank beneath the waves ages ago,

drowning all.

A drowned stands between 5-

1/2 and 6-1/2 feet tall and weighs

between 120 and 210 pounds.

The drowned speak Common and Abyssal.

Drowned

COMBAT

A drowned slams its foes with sodden limbs, but more wor-
risome is its terrible drowning aura.

A drowned normally attacks using its Power Attack feat,
taking a -5 penalty on its attack rolls and gaining a +5 bonus
on damage rolls.

Drowning Aura (Su): A drowned gives off a 30-foot-
radius emanation of suffocating drowning, imbuing its
surroundings with a watery glint and deadly threat for crea-
tures that breathe. All breathing creatures within 30 feet of
a drowned are treated as if beneath water in terms of being
able to breathe. The drowning aura accelerates the process
of drowning.

Normally, a creature can hold its breath for a number
of rounds equal to twice its Constitution score before it

begins to drown. Within the

: drowning aura, a creature can

. only hold its breath if it makes

i a DC 10 Constitution check

. every round. Each round, the

DC increases by 1. When the

character finally fails its Con-

stitution check, it begins to

drown. In the first round, it

falls unconscious (0 hit points).

In the following round, it drops

to —1 hit points and is dying. In

the third round, if still in the
drowning aura, it drowns.

Unholy Toughness (Ex):
A drowned gains a bonus to its
hit points equal to its Charisma
modifier X its Hit Dice.

Skills: A drowned has a +8
racial bonus on any Swim check
to perform some special action
or avoid a hazard. It can always

choose to take 10 on a Swim check,

even if distracted or endangered.
It can use the run action while
swimming, provided it swims in
a straight line.

DROWNED IN
EBERRON

Zarash Bay holds one of Khorvaire’s
largest ship graveyards, and the drowned
occasionally rise from the depths to trouble
the citizens of Zarash’ak, the City of Stilts,
to the north. The drowned are also known
to haunt Lantern Keep, a ruined stronghold
in the fetid swamp west of the bay. Ships
lost in the Straits of Shargon and Kraken
Bay have also led to troubling encounters
with drowned in southern Breland and
Darguun. The frontier city of Stormreach on
the northern tip of Xen'drik has also faced the hungry wrath
of a drowned crew.




DUST WIGHT
Medium Undead (Earth)

Hit Dice: 16d12 plus 16 (120 hp)

Initiative: —1

Speed: 20 ft. (4 squares)

Armor Class: 20 (-1 Dex, +11 natural), touch 9,
flat-footed 20

Base Attack/Grapple: +8/+13

Attack: Slam +10 melee (2d6+8/19-20)*

Full Attack: 2 slams +10 melee (2d6+8/19—20)*

Space/Reach: 5 ft./5 ft.

Special Attacks: Crumbling touch, petrifying cloud

Special Qualities: Damage reduction 5/adamantine,
darkvision 60 ft., elemental turning vulnerability,
undead traits

Saves: Fort +7, Ref +4, Will +10

Abilities: Str 21, Dex 8, Con —, Int 8, Wis 11, Cha 11

Skills: Hide +11, Listen +11, Move Silently +11, Search +10,
Spot +11

Feats: Great Fortitude, Improved Critical (slam), Improved
Natural Weapon (slam), Improved Sunder, Improved
Toughness, Power Attack

Environment: Any

Organization: Solitary or gang (2-5)

Challenge Rating: 7

Treasure: None

Alignment: Always chaotic evil

Advancement: 9-12 HD (Medium); 13—-18 HD (Large);
1924 HD (Huge)

Level Adjustment: —

*Includes adjustments for Power Attack feat.

This haggard humanoid creature stands in a small cloud of dust.
Its stonelike features seem eroded and crumbling, like an ancient
statue battered by the elements.

Dust wights are hateful creatures formed by a conjunc-
tion of elemental earth and negative energy. They seek to
tear down and destroy all creations of stone and metal,
and if they have to kill living creatures to do that, so much
the better.

A dust wight looks like a gaunt, human-sized earth ele-
mental with forever-crumbling features. Despite its worn
appearance, it weighs about 400 pounds.

Dust wights speak Terran.

COMBAT

A dust wight enters combat with its stonelike fists flying,
seeking to affect as many foes as possible with its petrifying
cloud. If it petrifies a foe, it turns its attacks on that target,
battering the stony victim into rubble.

A dust wight normally attacks using its Power Attack feat,
taking a—3 penalty on its attack rolls and gaining a +3 bonus
on damage rolls.

Crumbling Touch (Su): A dust wight’s slam attack, in
addition to dealing damage, weakens objects crafted of
metal or stone. Each time a creature is struck by a slam
attack from a dust wight, any metal or stone armor worn by

Dust wight

the target takes 2d8+10 points of damage (Fortitude DC 23
half). If this attack destroys the armor, the dust wight gains
5 temporary hit points (which last for a maximum of 1 hour).
The save DC is Strength-based.

The dust wight's slam attack deals double normal damage
against creatures or objects crafted of metal or stone, such
as a shield guardian or stone golem.

Petrifying Cloud (Su): A dust wight is surrounded by
a cloud of dusty particles. Any living creature that comes
within 5 feet of a dust wight must succeed on a DC 18
Fortitude save or become petrified one round later. During
the intervening round, the petrification can be halted by
stone shape or move earth. A creature who saves successfully
against the petrifying cloud can'’t be affected again by that
dust wight's petrifying cloud for 24 hours. The save DC is
Charisma-based.

Elemental Turning Vulnerability (Ex): A character
who can turn undead and also turn earth creatures gains
a +2 bonus on turning checks to turn a dust wight. A
character who can rebuke undead and also rebuke earth
creatures gains a +2 bonus on turning checks to rebuke a
dust wight.
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ELEMENTAL, STORM

A dark storm cloud crackles with lightning and reverberates with
the dull rumble of thunder.

The elemental incarnation of a living storm, a storm elemen-
tal displays the same sudden, violent nature as a tempest. It
seldom leaves its home plane unless summoned or called,
but when it does it is capable of great destruction.

When not on the Elemental Plane of Air, storm elemen-
tals seek out natural squalls and are happiest in the midst of
araging thunderstorm.

Storm elementals speak Auran but rarely choose to do so.
A storm elemental’s voice sounds like distant thunder.

COMBAT

Storm elementals are very hearty, yet they prefer to fight
on wild, broken terrain where they can avoid obstacles
by flying. They stay airborne when possible, remaining
out of the reach of enemies. Their thunder and lightning
special ability gives them a ranged attack that most other
elementals lack.

Air Mastery (Ex): Airborne creatures take a —1 penalty
on attack and damage rolls against a storm elemental.
Shock (Su): Once per round as a free action, a storm
elemental can deliver an electrical shock to a single oppo-
nent within 10 feet. This attack deals nonlethal electricity
damage to living opponents (Fortitude half). The save DC is
Constitution-based.

Illus. by D. Bircham

Storm elemental

Size
Small
Medium
Large
Huge
Elder
Greater

Height  Weight Fortitude DC Damage
4 ft. 4 |b. 12 1d4
8 ft. 8 Ib. 14 2d4
16 ft. 16 Ib. 18 4d4
32 ft. 321b. 24 8d4
36 ft. 40 Ib. 26 10d4
40 ft. 48 Ib. 28 12d4

Thunder and Lightning (Su): Once per minute as a full-
round action, a storm elemental can emit a blast of thunder
coupled with a bolt of lightning.

The thunder deals sonic damage (see chart) to all crea-
tures within 60 feet of the storm elemental. A Fortitude
save halves this damage.

The lightning is a 120-foot-long line that deals electricity
damage (see table). A Reflex save halves this damage.

The save DCs are Constitution-based.

Size
Small
Medium
Large
Huge
Elder
Greater

Save Sonic Electricity
DC Damage Damage
12 1d6 2d6

14 2d6 4d6

18 4d6 8d6

24 8d6 16d6

26 10d6 21d6

28 12d6 24d6

Electrical and Sonic Healing (Ex): Storm elementals
take no damage from electricity and sonic attacks. Instead,
any electricity attack (such as shocking grasp or lightning bolt)
or sonic attack (such as sound burst) used against a storm ele-
mental heals 1 point of damage for every 3 points of damage
the attack would otherwise deal. The storm elemental can’t
heal hit points by attacking itself.

STORM ELEMENTALS IN EBERRON

In the EBERRON campaign setting, storm elementals ravage
the plane of Kythri, where chaos holds sway. Storm elemen-
tals find their way to Eberron whenever Kythri and the
Material Plane are coterminous. The gnomes of Zilargo and
the drow of Xen'drik occasionally use bound storm elemen-
tals to power vehicles and magic items, a tricky endeavor
given the elementals’ temperamental dispositions. On 15
Lharvion 997 YK in the city of Trolanport, a failed attempt
to bind a storm elemental to a House Lyrandar skyship
resulted in the deaths of four gnomish magewrights and
caused irreparable damage to the ship.

SUMMONING STORM ELEMENTALS

Storm elementals can be added to the list of creatures that
can be summoned using summon monster and summon
nature’s ally spells, as shown below.

Elemental Spell Lists

Small
Medium
Large
Huge
Greater

Summon monster IV, summon nature’s ally 111
Summon monster VI, summon nature’s ally V
Summon monster VII, summon nature’s ally VI
Summon monster VI, summon nature’s ally VIl
Summon monster IX, summon nature’s ally VIII



Hit Dice:

Initiative:
Speed:
Armor Class:

Base Attack/Grapple:

Attack:
Full Attack:

Space/Reach:
Special Attacks:
Special Qualities:

Saves:
Abilities:

Skills:

Feats:

Environment:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:
Level Adjustment:

Hit Dice:
Initiative:
Speed:
Armor Class:

Base Attack /Grapple:

Attack:
Full Attack:

Space/Reach:
Special Attacks:
Special Qualities:

Saves:
Abilities:

Skills:

Feats:

Environment:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:
Level Adjustment:

Storm Elemental, Small
Small Elemental

(Air, Extraplanar)

2d8+2 (11 hp)

+2

20 ft. (4 squares), fly 40 ft. (perfect)
14 (+1 size, +2 Dex, +1 natural),
touch 13, flat-footed 12

+1/-3

Slam +4 melee

(1d4 plus 1d4 electricity)
Slam +4 melee

(1d4 plus 1d4 electricity)

5 ft./5 ft.

Shock, thunder and lightning
Air mastery, darkvision 60 ft.,
electrical and sonic healing,
elemental traits

Fort +1, Ref +5, Will +0

Str 10, Dex 15, Con 12,

Int 4, Wis 11, Cha 11

Listen +4, Spot +5

Alertness, Weapon Finesse®

Elemental Plane of Air
Solitary
2
None
Usually neutral
3 HD (Small)

Storm Elemental, Huge
Huge Elemental

(Air, Extraplanar)
16d8+96 (168 hp)

+3

50 ft. (10 squares), fly 100 ft. (perfect) 50 ft. (10 squares), fly 100 ft. (perfect)

17 (=2 size, —1 Dex, +10 natural),
touch 7, flat-footed 17

+12/+30

Slam +20 melee (2d6+10

plus 2dé6 electricity)

2 slams +20 melee (2d6+10

plus 2d6 electricity)

15 ft./15 ft..

Shock, thunder and lightning
Air mastery, damage reduction 5/-,
darkvision 60 ft., electrical and
sonic healing, elemental traits
Fort +11, Ref +11, Will +5

Str 30, Dex 9, Con 22,

Int 6, Wis 11, Cha 11

Listen +11, Spot +12

Alertness, Blind-Fight,

Cleave, Improved Initiative,
Lightning Reflexes, Power
Attack

Elemental Plane of Air
Solitary

8

None

Usually neutral

17-20 HD (Huge)

Storm Elemental, Medium
Medium Elemental

(Air, Extraplanar)

4d8+8 (26 hp)

+5

30 ft. (6 squares), fly 60 ft. (perfect)
15 (+1 Dex, +4 natural),

touch 11, flat-footed 14

+3/45

Slam +5 melee

(1d6+2 plus 1dé electricity)
Slam +5 melee

(1d6+2 plus 1dé electricity)
5ft./5 ft.

Shock, thunder and lightning
Air mastery, darkvision 60 ft.,
electrical and sonic healing,
elemental traits

Fort +3, Ref +5, Will +1

Str 14, Dex 13, Con 14,

Int 4, Wis 11, Cha 11

Listen +5, Spot +6

Alertness, Improved Initiative

Elemental Plane of Air
Solitary
4
None
Usually neutral
5-7 HD (Medium)

Storm Elemental, Greater
Huge Elemental

(Air, Extraplanar)
21d8+126 (220 hp)

+4

22 (-2 size, +14 natural),

touch 8, flat-footed 22
+15/+34

Slam +24 melee (3d6+11

plus 2d6 electricity)

2 slams +24 melee (3d6+11
plus 2d6 electricity)

15 ft./15 ft.

Shock, thunder and lightning
Air mastery, damage reduction 10/—,
darkvision 60 ft., electrical and
sonic healing, elemental traits
Fort +13, Ref +14, Will +7

Str 32, Dex 11, Con 22,

Int 8, Wis 11, Cha 11

Listen +14, Spot +14

Alertness, Blind-Fight, Cleave,
Great Cleave, Improved
Initiative, Improved Natural
Attack (slam), Lightning Reflexes,
Power Attack

Elemental Plane of Air
Solitary

10

None

Usually neutral

22-23 HD (Huge)

Storm Elemental, Large

Large Elemental

(Air, Extraplanar)

8d8+32 (68 hp)

+4

40 ft. (8 squares), fly 80 ft. (perfect)
16 (~1 size, +7 natural),

touch 9, flat-footed 16

+6/+16

Slam +11 melee

(1d8+6 plus 1d8 electricity)

2 slams +11 melee

(1d8+6 plus 1d8 electricity)

10 ft./10 ft.

Shock, thunder and lightning

Air mastery, damage reduction 5/-,
darkvision 60 ft., electrical and sonic
healing, elemental traits

Fort +6, Ref +6, Will +2

Str 22, Dex 11, Con 18,

Int 6, Wis 11, Cha 11

Listen +7, Spot +8

Alertness, Blind-Fight, Improved
Initiative

Elemental Plane of Air

Solitary

6

None

Usually neutral

9-15 HD (Large)

Storm Elemental, Elder
Huge Elemental

(Air, Extraplanar)
24d8+144 (252 hp)

+5

50 ft. (10 squares), fly 100 ft. (perfect)
24 (-2 size, +1 Dex, +15 natural),
touch 9, flat-footed 23

+18/+37

Slam +27 melee (3d6+11/19-20

plus 2d6 electricity)

2 slams +27 melee (3d6+11/19—-20
plus 2d6 electricity)

15 ft./15 ft.

Shock, thunder and lightning

Air mastery, damage reduction 10/-,
darkvision 60 ft., electrical and sonic
healing, elemental traits

Fort +14, Ref +17, Will +8

Str 32, Dex 13, Con 22,

Int 10, Wis 11, Cha 11

Listen +29, Spot +29

Alertness, Blind-Fight, Cleave,
Great Cleave, Improved Critical
(slam), Improved Initiative,
Improved Natural Attack (slam),
Lightning Reflexes, Power Attack
Elemental Plane of Air

Solitary

12

None

Usually neutral

25-48 HD (Huge)




EPHEMERAL SWARM

Tiny Undead (Incorporeal, Swarm)

Hit Dice: 12d12 plus 12 (90 hp)

Initiative: +4

Speed: Fly 30 ft. (good) (6 squares)

Armor Class: 20 (+2 size, +4 Dex, +4 deflection), touch 20,
flat-footed 16

Base Attack/Grapple: +6/—

Attack: Swarm (1d6 Str)

Full Attack: Swarm (1d6 Str)

Space/Reach: 10 ft./0 ft.

Special Attacks: Distraction, Strength damage

Special Qualities: Darkvision 60 ft., half damage from
slashing and piercing, incorporeal traits, swarm traits,
undead traits

Saves: Fort +4, Ref +8, Will +8

Abilities: Str—, Dex 18, Con —, Int 2, Wis 11, Cha 18
Skills: Listen +9, Spot +10

Feats: Alertness, Toughness (4)

Environment: Ethereal Plane

Organization: Solitary

Challenge Rating: 5

Treasure: None

Alignment: Usually chaotic evil

Advancement: —

Level Adjustment: —

A ghostly swarm of rats floats silently and eerily
along the ground,
creeping closer.

Illus. by R. Garres

Ephemeral swarm

Ephemeral swarms are the ghostly collections of many
little creatures that suffered a common death. Just as
when a spirit of a particular creature lingers on as a ghost,
when many small creatures die a violent death, they may
linger on as a vengeful ephemeral swarm. The undead
swarm is composed of the psychic agony and anguish of
the newly departed.

The physical appearance of the creatures in the swarm
corresponds to what was killed. Thus, in an area where a
plague killed all the cats, the ephemeral swarm will look
like a pack of cats and kittens. If a fireball spell took out a
rats’ nest, the ephemeral swarm would seem to be a ghostly
rat swarm.

COMBAT

Almost all ephemeral swarms return from the dead seeking
to inflict pain and suffering similar to that which they expe-
rienced upon their deaths. If the agent of their destruction
is visible and recognizable by the creatures, a swarm will
direct its efforts toward killing him. Otherwise, a swarm
surrounds and attacks any living prey it encounters.

Distraction (Ex): Any living creature vulnerable to
an ephemeral swarm’s damage that begins its turn with
a swarm in its square is nauseated for 1 round; a DC 20
Fortitude save negates the effect. Even after a successful
save, spellcasting or concentrating on spells within the
area of a swarm requires a Concentration check (DC 20 +
spell level). Using skills requiring patience and concentra-
tion requires a DC 20 Concentration check. The save DC is
Charisma-based.

Strength Damage (Su): The swarm attack of an ephem-
eral swarm deals 1d6 points of Strength damage to any
living creature whose space it occupies at the end of its
move. A creature reduced to Strength 0 by an ephemeral
swarm dies. This is a negative energy effect.

EPHEMERAL SWARMS IN EBERRON

Ephemeral swarms sometimes manifest in cities recover-
ing from a terrible animal or vermin infestation. These
undead swarms are the remnants of one or more swarms
that were previously exterminated. Ephemeral swarms
are also encountered in the ruined strongholds of the
Dhakaani Empire and the haunted halls of Nolunthrone,
a ruined dwarf city beneath the Ironroot Mountains in the
Mror Holds.

EPHEMERAL SWARMS IN FAERUN

Ephemeral swarms haunt the Underdark and various dun-
geons scattered across Faertin (see Known Dungeons of
Faertin, pages 293296 of the ForcortEN REALMs Campaign
Setting, for likely locations). They also haunt the labyrinthine
sewers of FaerGin’s oldest cities, the Mulhorandi capital of
Skuld in particular. Some ephemeral cat swarms found
under Skuld are particularly ancient and deal other types of
ability damage in addition to Strength damage.



FERAL YOWLER

Medium Magical Beast

Hit Dice: 7d10+56 (94 hp)

Initiative: +7

Speed: 50 ft. (10 squares)

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

Base Attack/Grapple: +7/+11

Attack: Bite +11 melee (1d8+7)*

Full Attack: Bite +11 melee (1d8+7)* and 2 ’
claws +6 melee (1d6+5)*

Space/Reach: 5 ft./5 ft.

Special Attacks: Trip, yowl of fear

Special Qualities: Darkvision
60 ft., fast healing 3, immuni-
ties, low-light vision, minor
displacement, scent

Saves: Fort +13, Ref +8, Will +4

Abilities: Str 18, Dex 17, Con
27, Int 7, Wis 14, Cha 16

Skills: Hide +13, Listen
+5, Move Silently +13,
Spot +5

Feats: Improved Initiative,
Power Attack, Stealthy

Environment: Temperate
mountains

Organization: Solitary, pair,
or pride (6-10)

Challenge Rating: 5

Treasure: Standard

Alignment: Always chaotic evil

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

Level Adjustment: —

*Includes adjustments for Power Attack feat.

A hideous creature pads silently toward you on four feet, its
blank white eyes fixed in your direction. Patchy fur covers its
shrunken, unhealthy black skin only in places, and open sores
dot its hide. A feral, narrow, catlike head swings low to the
ground, and you see a long, emaciated tail shifting behind the
creature as it walks.

Feral yowlers are the result of extreme experiments in nec-
romantic magic gone awry. Whether originally spawned
from displacer beasts, panthers, or concocted from no
known beast, the first feral yowlers were warped and
twisted by massive amounts of magical energy. Because of
these experiments, they not only developed an immunity
to necromantic magic, they also gained the abilities that
make them such deadly and efficient killers. Feral yowlers
are ruthless predators, hunting not only for fun but also for
the thrill of the kill.

A feral yowler measures about 7 feet long and weighs
roughly 400 pounds. While they love to yowl, feral yowlers
do not actually speak, though some learn to recognize a few
simple words of Goblin.

Feral yowler

COMBAT

A lone feral yowler always tries to
ambush its prey. When it does
strike, it begins a battle with

its yowl of fear, hoping to distract
and weaken its foes. A feral yowler
then charges into combat, relying
on rapid attacks to bring prey
down quickly.
A feral yowler prefers to

fight using its Power Attack feat,
typically taking a—3 penalty on its
attack rolls and gaining a +3 bonus
on damage rolls.
Trip (Ex): A feral yowler that
hits with a bite attack can attempt
to trip its opponent (+5 check
modifier) as a free action without
making a touch attack or pro-
voking attacks of opportunity.
If the attempt fails, the oppo-
nent cannot react to trip the
feral yowler.
Yowl of Fear (Su): Every

1d4 rounds, a feral yowler can
let loose a wailing yowl that
strikes fear into the hearts of any
who hear it. All creatures within 60
feet of a feral yowler that can hear its yowl

are affected. Bach creature within the area must
make a DC 16 Will save or be shaken for as long as
it remains within the area and for 2d4 rounds after.
A creature that succeeds on the saving throw is immune
to that feral yowler’s yowl for 24 hours. The save DC is
Charisma-based.
Immunities (Ex): Feral yowlers are immune to fear,
negative energy, and energy drain effects.
Minor Displacement (Su): A light-bending glamer con-
tinually surrounds a feral yowler, making it hard to surmise
the creature’s true location. Any melee or ranged attack
directed at it has a 20% miss chance unless the attacker
can locate the beast by some means other than sight. A true
seeing effect allows the user to see the beast’s position, but
see invisibility has no effect.
Skills: A feral yowler has a +6 racial bonus on Hide
checks and Move Silently checks.

FERAL YOWLERS IN EBERRON

Feral yowlers roam the Labyrinth, a maze of canyons and
fissures that scars the landscape of the Demon Wastes. They
also inhabit forlorn ruins and dungeons throughout Khor-
vaire, occasionally striking up alliances with goblinoid
warlords in exchange for treasure or fresh food.

1231040 4 ] 19 “Smy]



GERIVIAR

Huge Giant

Hit Dice: 26d8+208 (325 hp)

Initiative: +1

Speed: 70 ft. (14 squares)

Armor Class: 37 (-2 size, +1 Dex, +28 natural), touch 9,
flat-footed 36

Base Attack/Grapple: +19/+38

Attack: Slam +29 melee (3d6+11) or exploding nodule +18
ranged (see text) or rock +18 ranged (2d8+16)

Full Attack: 8 slams +29 melee (3d6+11) and bite +23 melee
(2d6+5); or exploding nodule +18 ranged (see text)
Space/Reach: 15 ft./15 ft.

Special Attacks: Batter, exploding nodules, rock throwing,
spell-like abilities

Special Qualities: Damage reduction 10/adamantine and
magic, immunities, leap, low-light vision, regeneration 8,
rock catching, spell resistance 28, sprint

Saves: Fort +23, Ref +11, Will +13

Abilities: Str 33, Dex 12, Con 26, Int 11, Wis 17, Cha 18
Skills: Climb +19, Escape Artist +9, Jump +45, Listen +11,
Spot +11, Tumble +13, Use Rope +1 (+3 with bindings)
Feats: Awesome Blow, Cleave, Combat Reflexes, Great
Cleave, Improved Bull Rush®, Improved Natural Attack,
Improved Sunder®, Iron Will, Lightning Reflexes, Power
Attack, Weapon Focus (slam)

Environment: Temperate marshes

Organization: Solitary, pair, or band (6-9 plus 20% non-
combatants)

Challenge Rating: 19

Treasure: Standard

Alignment: Usually neutral evil

Advancement: 27-40 HD (Huge); 41~78 HD (Gargantuan)
Level Adjustment: —

This massive, six-limbed creature stands a full 30 feet tall. Its
rough gray hide is covered in thick, armored plates bulging
with spiky protrusions that resemble oversized caltrops. The
creature’s head is sunken between its massive shoulders, and
each of its four arms has two elbow joints, giving the creature a
rolling, smooth gait.

Geriviars are nomadic giants that have a burning hatred
to destroy anyone who encroaches on their desolate lands.
Geriviars lurk in hostile environments, preferring rough
mountains or inhospitable marshes. Wherever they lair,
geriviars typically seek isolation, whether as solitary crea-
tures or in small family units. Some members of the race
have been pressed into service in armies, acting as living
siege weapons.

These spiky giants are extremely hostile to any other
creature they perceive as a threat, which includes almost
anything else that moves. They especially distrust any race
or creature that seeks to stake a claim on the land by build-
ing permanent structures on it. Geriviars have an incred-
ible loathing for buildings of any sort, viewing a permanent
structure almost as a personal affront.

Geriviars are tenacious and uncompromising in nearly
every endeavor. Once a geriviar undertakes a task or
makes up its mind to accomplish something, only death
or an incredible will can prevent it from following the task
through to its completion.

This odd behavior, combined with a geriviar’s unique set
of abilities, has led many scholars to surmise that geriviars
were originally engineered beings, created by warlords in
times long past as mobile siege engines. Since they are emi-
nently suited for such an occupation, few who have seen a
geriviar in action can refute these claims.

Geriviars rarely stay in one place for long, possessed of a
nearly insatiable paranoia that someone might be building
on the lands they currently inhabit.

Geriviars, like many giants, carry their treasure in a sack
or other container, as long as it's portable. They dress in just
enough clothing to stave off the cold, which they do not
prefer, and some geriviars wear armor and wield weapons,
although most prefer their natural attacks.

A geriviar stands between 25 and 30 feet tall and weighs
about twelve tons. Their minimal body hair is typically
black, and their skin ranges in tones of gray. Geriviars
speak Giant.

COMBAT

A geriviar strikes from a distance, attempting to whittle
down an opponent’s strength with thrown rocks and explod-
ing nodules before engaging in melee. Once in close combat,
it uses its Improved Sunder feat to destroy an enemy’s weap-
ons, or its Improved Bull Rush feat to send enemies over
cliffs or into deadly patches of marsh ground.

Batter (Ex): A geriviar is especially ferocious and adept
at attacking unattended objects. When attacking such an
object, it ignores half the item’s hardness. This ability does
not allow a geriviar to ignore half an item’s hardness when it
makes sunder attempts.

Exploding Nodules (Ex): A geriviar’s body is covered
with spherical, spiny nodules that range between 1 and 2
feet in diameter. Bach of these nodules is filled with small
fragments of the armored plates covering the geriviar’s
body, as well as a volatile, explosive liquid secreted through
the giant’s skin. A geriviar can break off up to two of these
nodules each round (until it runs out) and hurl them at its
opponents as a standard action.

Each nodule is a grenadelike weapon that deals 5d6
points of piercing damage and 5dé points of fire damage
in a 10-foot spread (DC 31 Reflex half). The save DC is
Constitution-based.

A healthy geriviar normally carries twelve nodules at a
given time. Nodules take 3dé minutes to grow back once
broken off. A geriviar can regrow multiple nodules at the
same time. However, if a geriviar’s regeneration is negated
somehow, it takes 2 to 3 days to regrow.

Rock Throwing (Ex): A geriviar can hutl rocks of 60
to 80 pounds (Medium objects) up to 160 feet. A geriviar
can throw up to two rocks per round, using two of its four
arms to lift them from the ground or its sack, and two to
hurl them.



Spell-Like Abilities: 3/day—rveverse gravity, telekinesis
(DC 19); 1/day—invisibility, shout (DC 18), stone shape. Caster
level 20th.

Immunities (Ex): Geriviars have immunity to disease,
mind-affecting spells and abilities, poison, fire, and sonic.

Leap (Ex): Geriviars can always take 10 on Jump checks.
Also, if a geriviar leaps down from a great height, a success-
ful DC 15 Jump check negates the damage from the first 60
feet of the fall, as opposed to the first 10 feet.

Regeneration (Ex): Acid and cold deal normal damage
to a geriviar. If a geriviar loses a limb or body part, the
lost portion regrows in 3dé minutes. The creature can
reattach the severed member instantly by holding it to
the stump.

Rock Catching (Ex): A geriviar can catch rocks (or
projectiles of similar shape). Once per round, a geriviar
that would normally be hit by a rock can make a Reflex
save to catch it as a free action. The DC is 15 for a Small
rock, 20 for a Medium one, and 25 for a Large one. (If the
projectile provides a magical bonus on attack rolls,
the DC increases by that amount.) A
geriviar must be ready for and
aware of the attack in order
to make a rock catch-
ing attempt.

Sprint (Ex): A
geriviar can sprint
on all six limbs. A
geriviar that takes
the run action
moves six times
its speed.

GERIVIAR
SOCIETY

Many geriviars seek out a
solitary existence, lurk-
ing in isolated places, pa-
trolling their territories, and
repelling “invaders.” Others
form small familial bands. These groups
of related geriviars roam as a unit. Those
unable to keep pace with the group,
whether due to infirmity, a fester-

ing wound, or old age (a rare state
indeed for a geriviar) are simply

left behind. In a battle, however,

those geriviars that have com-

mitted to the family structure

devote themselves to the idea
absolutely, fighting tenaciously

to the death to defend an attacked
member of the band.

The pathological rage geriviars have for structures leads
them to immediate violence against creatures they encoun-
ter who have built on their territory.

Geriviars have been known to join (voluntarily or other-
wise) military divisions in need of siege experts. Some of

Geriviar

the giants even enjoy the duties involved, since it gives them
the opportunity to destroy the buildings they so thoroughly
loathe. Such geriviars require a stern and uncompromising
commander, however. When the time to retreat sounds,
such a leader will always be hard-pressed to pry a geriviar
from its task.

Unlike many of their giant kin, geriviars rarely take slaves.

TACTICS ROUND-BY-ROUND

A geriviar typically begins combat invisible, hoping to catch
its opponents unaware. It prefers to fight from a distance as
long as possible, weakening its enemies with ranged attacks
and delaying them with its spell-like abilities despite its
amazing melee proficiency.
Prior to combat: Invisibility.
Round 1: Throw rocks or exploding nodules at apparent
ranged attackers, such as spellcasters or archers.
Round 2: Continue with ranged bom-

bardment, using leap or

sprint to maintain dis-

tance if necessary.
If forced into
melee, try to sun-
der weapons or bull
rush enemies.
Round 3: Teleki-
nesis Or reverse gravity
on melee attacker to regain
high ground and distance, or
continue ranged bombardment.
Round 4: Repeat round 3 as
necessary.

GERIVIARS
IN EBERRON

The ancient goblinoid em-
pires of Khorvaire used gerivi-
ars as living siege engines, and

a few survive to the present day
in Darguun, defending Ruukhan

Draal and other large goblin settle-
ments. “Free” geriviars also roam se-

cluded valleys in the Mror Holds and
= Lhazaar Principalities, attacking all
they encounter.

GERIVIARS IN FAERUN

Geriviars dwell in the region bounded

by the Maerthwatch (a crescent-shaped
chain of mountains and craggy hills south
of Chessenta), the Black Ash Plain, and the
Chondalwood. Small family groups of geriviars claim
the Black Ash Plain or have migrated southward, cutting a
narrow swath east of the Landrise. Some have drifted as far
south as the Great Rift, where their territorial claims are
more hotly contested by the indigenous inhabitants.
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GIANT, DEATH
Huge Giant

Hit Dice: 23d8+115 (218 hp)

Initiative: +8

Speed: 35 ft. in banded mail (7 squares); base speed 50 ft.
Armor Class: 29 (-2 size, +1 Dex, +14 natural, +6 banded
mail), touch 9, flat-footed 28

Base Attack/Grapple: +17/+37

Attack: Greataxe +27 melee (4d6+18/x3) or slam +27 melee
(1d8+12) or rock +17 ranged (2d8+12)

Full Attack: Greataxe +27/+22/+17/+12 melee (4d6+18/x3)
and bite +22 melee (2d6+6) or 2 slams +27 melee (1d8+12)
and bite +22 melee (2d6+6) or rock +17 ranged (2d8+12)
Space/Reach: 15 ft./15 ft.

Special Attacks: Frightful keening, rock throwing, spell-
like abilities, steal soul

Special Qualities: Darkvision 60 ft., guardian souls,
immunity to fear and energy drain, low-light vision, rock
catching, sold soul, soul healing

Saves: Fort +26, Ref +17, Will +21

Abilities: Str 34, Dex 13, Con 21, Int 12, Wis 20, Cha 25
Skills: Concentration +19, Intimidate +15, Knowledge
(arcana) +14, Knowledge (history) +12, Knowledge (reli-
gion) +19, Listen +12, Spellcraft +16, Spot +12, Survival +6
Feats: Ability Focus (frightful keening), Ability Focus (steal
soul), Cleave, Iron Will, Lightning Reflexes, Point Blank
Shot, Power Attack, Precise Shot

Environment: Temperate deserts

Organization: Solitary, pair, or gang (3—8)

Challenge Rating: 16

Treasure: Standard

Alignment: Always neutral evil

Advancement: By character class

Level Adjustment: —

This heavily armored, gaunt giant has pointed ears and dark
gray skin. Its hands end in long yellow claws, and its snarl shows
sharp fangs. It is surrounded by a thin fog of swirling vapor, and
as you watch, the cloud forms into tormented faces that scream
in terror and pain.

Death giants are a race of terribly evil giants that, in order to
preserve their empire from destruction, traded the immor-
tal souls of every one of their kind in exchange for unholy
power. It was a poor bargain, and the death giants now live
with the mistake of their ancestors.

The souls of death giants are bound for destruction on
the Negative Energy Plane, and their link to that profane
realm grants them spell-like abilities and great power over
the souls of others.

Death giants have dark gray to black skin and yellow eyes.
Like stone giants, they lack hair; unlike most giants, their
ears come to a point. Their unkempt nails form hard claws,
and their teeth are sharp. A death giant stands about 15 feet
tall and weighs 2,000 pounds.

Death giants speak Giant and Common.

COMBAT

Death giants are fearsome melee opponents and powerful
spellcasters. They prefer to cast spells in combat situations
but reserve some for opportune tactics and healing.

Frightful Keening (Su): As a standard action, a death
giant can trigger the guardian souls that waft around its
body to wail in frightful anguish. Living creatures within
100 feet that hear this keening must make a DC 30 Will
save. Success indicates that the creature is shaken until it
can no longer hear the keening or moves out of range. Fail-
ure causes the creature to be panicked for as long as it can
hear the keening and remains within range, and shaken for
24 hours afterward.

Ending the frightful keening is a standard action. This
is a sonic, mind-affecting fear ability. The save DC is
Charisma-based.

Rock Throwing (Ex): Death giants are accomplished
rock throwers and gain a +1 racial bonus on attack rolls
when throwing rocks. A death giant can hutl rocks of 60 to
80 pounds (Medium objects) up to five range increments.
The range increment is 120 feet for a death giant’s rocks.

Spell-Like Abilities: 3/day—greater dispel magic, inflict
critical wounds (+27 melee touch, DC 21), unholy blight (DC
21); 1/day—flame strike (DC 22). Caster level 16th.

Steal Soul (Su): Any living creature with 10 or fewer hit
points within 15 feet of a death giant must succeed on a DC
30 Fortitude save each round or die instantly. This is a death
effect. The save DC is Charisma-based.

Any creature that dies within 15 feet of a death giant has
its spirit sucked up into the swirling guardian souls that
protect the death giant. Such creatures cannot be raised,
resurrected, or reincarnated so long as the death giant lives.
Killing the death giant releases the souls.

If a living death giant is within 15 feet of a death giant
that dies, the souls are not released and are instead trans-
ferred to the nearby death giant due to its steal soul ability.

Under extraordinary circumstances, a living death giant
may release a soul it has captured.

Guardian Souls (Su): A death giant’s victims become
its guardians in death. Each death giant is surrounded by a
constantly swirling cloud of intangible spirits.

These spirits provide the death giant with warnings
and protection, granting the creature a bonus on initia-
tive rolls, saves, Listen checks, and Spot checks equal to
its Charisma modifier.

A death giant’s will binds its guardian souls to it. They
are not ghosts or undead in the usual sense and cannot
be damaged, dispelled, or separated from the death giant.
Only a successful turning attempt can quell these spirits
for a time. If the turning attempt would turn or rebuke
an undead with Hit Dice equal to the death giant’s, the
guardian souls vanish for 1d10 rounds, and the death
giant loses the benefits of its guardian souls, frightful
keening, soul healing, and steal soul abilities until the
souls return.

Rock Catching (Ex): Once per round, a death giant that
would normally be hit by a rock (or projectile of similar
shape) can make a Reflex save to catch it as a free action.



The DC is 15 for a Small rock, 20 for a Medium one, and 25
for a Large one. (If the projectile provides a magical bonus
on attack rolls, the DC increases by that amount.) The giant
must be ready for and aware of the attack in order to make a
rock-catching attempt.

Sold Soul (Ex): A death giant cannot be raised, res-
urrected, or reincarnated. If a death giant’s soul is not
taken as a guardian soul by another death giant or kept
from departing by some other means (such as soul bind),
it is utterly destroyed 1 round after the giant’s death.

Soul Healing (Su): When a death giant is protected by
its guardian souls, hit point damage due to negative ener-
gy (such as from an inflict spell) heals rather than harms

a death giant. Death giants are healed by positive energy DEATH GIANTS IN FAE RUN

(such as from cure spells) normally.

DEATH GIANT SOCIETY

Death giants live in the ruins of their once-great civilization,
scattered across the desert following the wars that brought
their empires to ruin. Capable of using magic to provide
for themselves, death giants have allowed their culture and
skills to atrophy. They create weapons and armor for the often
intense “soul-trading” battles between various groups, but
otherwise spend their time seeking a way to rid themselves
of their race’s curse while maintaining their powers.

DEATH GIANTS
WITH CLASS LEVELS

A death giant’s favored class is fighter. Death giant clerics
are very rare and worship dark and alien deities that don't
care if the souls of their followers reach them. The

of a once-proud civilization of giants brought to ruin by
dragons and their own hubris. A few death giants have
found their way to other continents, such as Argonnessen
and Khorvaire, although their hatred of other creatures
demands that they live in isolation. At least two death
giants—a pair of sisters named Arakajda and Behkorr—
prowl the Mournland searching for souls to steal.

In an EBERRON campaign, the souls of death giants are
bound to the plane of Mabar, the Endless Night. Some
death giants aim to release their souls from the dark grasp
of Mabar, allowing them passage to Dolurrh, the Realm of
the Dead, when the end comes.

Ash giants (as death giants were once known) lived among
the humans of Netheril. When the Netherese empire
crumbled in the wake of the phaerimm onslaught, the
ash giants surrendered their immortal souls to
some great power to ensure their own survival, ‘ﬂ"
forsaking their human allies. What

used to be Netheril survives in -
the present day as the great
desert of Anauroch, and death
giants inhabit various ancient
Netherese ruins.
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giant deities abandoned the death giants when they sy

decided to sell the souls of their race, although
some death giants still pay homage to them.

TACTICS ROUND-BY-ROUND

A death giant seeks to soften up its opponents with its
frightful keening and spells before entering melee.

Round 1: Frightful keening,

Round 2: Use unholy blight on shaken foes. If no foes
appear shaken, charge into melee.

Round 3: Use flame strike on foes that are both shaken by
the frightful keening and sickened by the unholy blight. If
only one or two foes are shaken and sickened, enter melee,
focusing on foes that resisted the effects.

Round 4: Charge the foe most damaged by the flame
strike, or make a full attack on the weakest foe if it is
already in melee.

Round S: If still in a position of strength, continue the
attack, only using inflict critical wounds on a shaken foe if
it is having trouble hitting with its full attack. If in a po-
sition of weakness, use inflict critical wounds to heal and
attempt to intimidate foes into accepting a truce, perhaps
bargaining the release of the soul of a fallen foe.

DEATH GIANTS IN EBERRON

Death giants haunt cyclopean ruins deep in the wilds
of Xen'drik, surrounded by the shattered remains

B

Death giant



GIANT, EI DRITCH

This giant resembles a well-formed human of enormous pro-
portions. Its skin is tinged with a faint purple hue, and strange
arcane symbols are tattooed onto nearly every inch of its flesh.
It has light hair and eyes that seem to change color from blue to
green to violet.

Eldritch giants are powerful scions of arcane lore.
Ancient creatures fallen from what was once great
power, eldritch giants spend countless years
seeking out fragments of arcane knowledge.
Although they are selfish and cruel, eldritch
giants are smart enough to bargain fairly
when they must and perceptive enough
to know that open conflict distracts
them from their studies.

Eldritch giants hate storm
giants, although they are typically
too involved in their pursuit of ¢
magical power to bother with
fighting other creatures.

An adult eldritch giant is 25
feet tall and weighs about 13,000
pounds. Eldritch giants have
incredible life spans and can live
to be more than 3,000 years old.
Eldritch giants speak Abyssal,
Common, Giant, and Terran.

COMBAT

An eldritch giant uses its spell-
like abilities to strip opponents
of their magical enhancements
before entering melee combat.
Although its size forces it to fight
in relatively open environments, an

eldritch giant’s ability to use dimension door makes
it capable of devastating hit-and-run tactics.
Spell-Like Abilities: At will—detect magic, greater dispel
magic, magic missile; 3/day—dimension door, globe of invulner-
ability. Caster level 20th.

Eldritch Mastery (Su): An eldritch giant has an exten-
sive familiarity with and an intuitive grasp of arcane magic.
It can use spell completion items (such as scrolls) as if it had
the wizard’s class spell list and were of the appropriate level
to cast the spell. It can use spell trigger items (such as wands
and staffs) as if it had the wizard’s class spell list.

Natural Willpower (Ex): Unlike most giants, eldritch
giants have a strong innate resistance to mental compulsion,
illusion magic, and the like. Eldritch giants have a +6 racial
bonus on Will saves.

TACTICS ROUND-BY-ROUND

An eldritch giant is most effective as a melee combatant,
but it benefits greatly from spending a few rounds using its
spell-like abilities to strip away the magic effects of its foes.
Prior to Combat: Scout foes with detect magic and activate
globe of invulnerability.

Lllus. by L. Parrillo

Eldritch giant

Round 1: Use a quickened greater dispel magic on the foe
with the most magical auras and charge the nearest foe.
If unable to close, instead use an empowered magic missile
followed by a quickened dimension door to get close to a
spellcasting opponent.

Round 2: Continue melee combat, using
quickened greater dispel magic to strip foes of
their magical enhancements.

Round 3: If no foes are within
melee reach, use empowered magic
missile or dimension door to attack

elusive opponents.
Round 4: If the foes are still
mounting a credible threat, retreat
using dimension door. Otherwise,
alternate intelligent use of spells

with full attacks.

A) ELDRITCH GIANT
CONFESSOR

Schemers and manipulators even
among their own people, eldritch
" | giant confessors have chosen the
- path of divine magic rather than a
direct study of arcane power. These

giants pull together others of their
kind through deceit, manipula-
tion, and bullying. Eldritch giant
confessors believe in the divinity
of magic itself, justifying their
cruel actions with a philosophy
that proclaims that whatever
you can accomplish through
magic is morally correct.
The eldritch giant con-
fessor presented here had the
following ability scores before racial adjustments
and Hit Dice ability score increases: Str 12, Dex 8,
Con 14, Int 10, Wis 15, Cha 13.

Combat

Eldritch giant confessors herd lesser giants before them into
battle. Although these cruel creatures have great confidence
in their physical and magical abilities, they place little value
in the lives of lesser creatures, even other eldritch giants.
Eldritch giant confessors carefully enhance their own abili-
ties with spells before and during a fight, especially favoring
the use of quickened spells such as divine favor that enhance
their physical combat abilities. They gain a +2 bonus on
all turn/rebuke undead attempts due to their Knowledge
(religion) skill.

Typical Cleric Spells Prepared (6/8/7/6/5/4/3): 0—detect
magic (2), light (2), read magic (2); 1st—bless, cure light wounds
(3), divine favor, inflict light wounds* (+32 melee touch; DC
18), shield of faith (2); 2nd—Dbear’s endurance, bull’s strength,
cure moderate wounds (2), hold person (2), shatter® (DC 19);
3rd—cure serious wounds (DC 20) (2), daylight, dispel magic*,
invisibility purge, protection from energy; 4th—cure critical



Eldritch Giant

Huge Giant

Hit Dice: 25d8+255 (337 hp)

Initiative: +1

Speed: 35 ft. (7 squares) in full plate armor;
base speed 50 ft.

Armor Class: 32 (-2 size, +1 Dex, +13 natural,

+8 full plate, +2 heavy steel shield),
touch 9, flat-footed 31
Base Attack/Grapple: +18/+42

Attack: Bastard sword +33 melee (3d8+16/19—-20)  Bastard sword +42 melee (3d8+16/17—20)

Full Attack: Bastard sword +33/+28/+23/+18 Bastard sword +42/+37/+32/+27 melee
melee (3d8+16/19—20) (3d8+16/17—20)

Space/Reach: 15 ft./15 ft. 15 ft./15 ft.

Special Attacks: Spell-like abilities Rebuke undead 3/day (+4, 2d6+2, 11th), spells,

spell-like abilities

Special Qualities: Eldritch mastery, low-light vision, Eldritch mastery, low-light vision,
natural willpower natural willpower

Saves: Fort +23, Ref +9, Will +19 Fort +32, Ref +11, Will +30

Abilities: Str 42, Dex 12, Con 28, Str 44, Dex 10, Con 32,
Int 18, Wis 16, Cha 12 Int 18, Wis 24, Cha 15

Skills: Concentration +37, Diplomacy +3, Concentration +49, Diplomacy +4,
Knowledge (arcana) +32, Knowledge Knowledge (arcana) +42, Knowledge
(religion) +14, Knowledge (the planes) +24, Knowledge (religion) +24,
(the planes) +14, Listen +21, Sense Listen +24, Sense Motive +45,
Motive +31, Spellcraft +34, Spot +21 Spellcraft +44, Spot +30

Feats: Cleave, Empower Spell-Like Ability Cleave, Empower Spell-Like Ability (magic missile),
(magic missile), Exotic Weapon Exotic Weapon Proficiency (bastard sword),
Proficiency (bastard sword), Great Great Cleave, Improved Bull Rush, Improved
Cleave, Iron Will, Power Attack, Critical (bastard sword), Improved Overrun,
Quicken Spell-Like Ability (greater Iron Will, Power Attack, Quicken Spell, Quicken
dispel magic), Quicken Spell-Like Spell-Like Ability (greater dispel magic),
Ability (dimension door), Weapon Quicken Spell-Like Ability (dimension door),
Focus (bastard sword) Weapon Focus (bastard sword)

Environment: Temperate mountains Temperate mountains

Organization: Solitary or family (2—4 plus 35% Solitary or family (1 plus 2—4 plus 35%

noncombatants plus 1 wizard or

cleric of 7th—10th level plus

1-2 greater earth elementals)
Challenge Rating: 15

Treasure: Standard coins; double goods;
standard items

Alignment: Usually neutral evil

Advancement: By character class

Level Adjustment:  —

wounds (2), discern lies (DC 21), divine power, inflict critical
wounds® (+32 melee touch; DC 21); sth—Quickened divine
favor, flame strike (DC 22) (2), mass inflict light wounds* (+32
melee touch; DC 22); 6th—heal (2), harm* (DC 23).

*Domain spell. Domains: Destruction (smite 1/day, +4
melee attack, +11 damage), Magic (use spell completion and
spell trigger items as 5th-level wizard).

ELDRITCH GIANT SOCIETY

Eldritch giants dwell in isolated mountaintop towers or in
deep caverns near wellsprings of arcane power. They are
greatly interested in arcane magic, and they spend much

Eldritch Giant Confessor, 11th-level Cleric
Huge Giant

25d8+274 plus 11d8+122 (557 hp)

+1

35 ft. (7 squares) in full plate armor;

base speed 50 ft.

34 (-2 size, +1 Dex, +13 natural, +9 +1 full

plate, +3 +2 light steel shield), touch 9,

flat-footed 33

+26/+51

noncombatants plus 1-2 greater earth
elementals)

20

Standard coins; double goods; standard
items plus +1 full plate and +2 light steel shield
Neutral evil

By character class

of their time researching spells, searching for lost items of
power, or crafting magic items of their own creation. Only a
few eldritch giants typically dwell in the same place, drawn
together by shared interest in specialized or esoteric knowl-
edge about one facet of arcane magic. Groups of eldritch
giants rarely live close to others of their kind, driven to
remote regions to look for fragments of lost lore or for other
strange purposes. On rare occasions, eldritch giants will
seek out civilized lands in order to buy large quantities of
raw materials such as paper, ink, and the rare materials used
to create magic items.



GIANT, SAND

This dark-skinned giant looks like an oversized, muscular human
with tan hair and eyes.

Disciplined and cautious, sand giants are respected, honor-
able desert-dwellers.

A sand giant’s hair can be black, brown, tan, or blond, and
its eyes usually match its hair color. Its skin ranges from a
deep chocolate brown to pale beige.

Sand giants prefer loose, light garments in colors that
harmonize with their desert landscape, such as sandy beige,
white, dusty red, and khaki. They avoid wearing bulky or
metal armor, preferring leather or studded leather in the
hot desert.

An adult male is about 12 feet tall and weighs about 2,000
pounds. Females are slightly larger and heavier, but otherwise
identical with males. Sand giants can live to be 250 years old.
Sand giants speak Common and Giant.

COMBAT

A sand giant usually prepares for com-
bat by digging into the sand and
hiding to lure its opponents in
close, readying its sand blast-
er to spray its enemies. In
close combat, a sand
giant wields its mighty
scimitar.

Sand Blaster: A
sand blaster is a Large
exotic ranged weapon
made from long tubes.
It creates a 10-foot cone of
sand, doing 1d8 points of dam-
age (Reflex DC 22 half). Living
creatures that fail their saves are
tormented by itching skin and
burning eyes, imposing a —4 pen-
alty to AC and a -2 penalty on attack
rolls for 3 rounds. The save DC is Constitution-
based. (It relies on the user’s ability to blow a hearty
gust of air through the tube.) A sand blaster uses 5
pounds of sand as ammunition, and packing a
sand blaster with one charge of ammunition
is a full-round ac-
tion. A sand blaster
costs 30 gp.
Spell-Like Abilities: 1/day—meld into stone,

statue. Caster level 15th.

Heat Shimmer (Su): At will as a free action, a sand giant
can create a shimmering effect around itself that functions
like a blur spell, caster level 15th.

Skills: *A sand giant gains a +8 racial bonus on Hide
checks and Survival checks in deserts.

SAND GIANT CHAMPION

A sand giant champion’s additional fighting skill gives it
a significant edge and makes it a formidable opponent.

Llius. by R. Lemen

Sand giant

Such trained warriors often serve the monarch as his or
her personal guard.

The sand giant champion presented here had the follow-
ing ability scores before racial adjustments and Hit Dice
ability score increases: Str 15, Dex 8, Con 14, Int 10, Wis 13,
Cha 12.

Combat
A sand giant champion attacks with great skill and optimizes
its tactics. It uses its Spring Attack to selectively attack oppo-
nents, maneuvering to its advantage. It uses Power Attack
judiciously against opponents with a lower Armor Class.
Sand Blaster: Reflex DC 25 half.

SAND GIANT SOCIETY

Sand giants live in stable communities in the desert. Their
lives revolve around ordered discipline. Their desert dwell-
ings exhibit careful organization and a layout that empha-
sizes defensibility. They often build into the side of a mesa
or in some other geographically sheltered area.

Sand giant leadership originates from a hereditary mon-
archy. The next king or queen is
the firstborn child of

the present monarch.

A complicated line of

succession based on
blood relations and birth order
dictates the order of the heirs
beyond the first.
Most sand giant commu-
nities are isolated in the desert,
but the giants are by no means
isolationists. They usually con-
duct profitable trades with cara-
vans and travelers. Occasionally,
a sand giant will act as a guide for
travelers in the harsh desert.

SAND GIANTS
AS CHARACTERS

Logical and lawful, sand giants have a com-
plex society that interrelates well with
humanoids.

Sand giant characters have the follow-

ing racial traits.

— +16 Strength, +10 Dexterity, +10

Constitution, +6 Wisdom, +2 Charisma.
—Large size. —1 penalty to Armor Class, —1

penalty on attack rolls, —4 penalty on Hide checks, +4 bonus
on grapple checks, lifting and carrying limits double those
of Medium characters.

—A sand giant’s base land speed is 40 feet, and it has a
burrow speed of 10 feet.

—Low-light vision.

—Racial Hit Dice: A sand giant begins with fifteen levels
of giant, which provide 15d8 Hit Dice, a base attack bonus
of +11, and base saving throw bonuses of Fort +9, Ref +5, and
Will +5.



Sand Giant
Large Giant (Earth, Fire)

Hit Dice: 15d8+75 (142 hp)

Initiative: +5

Speed: 40 ft. (8 squares), burrow 10 ft.

Armor Class: 28 (-1 size, +5 Dex, +11 natural,
+3 masterwork studded leather),
touch 14, flat-footed 23

Base Attack/Grapple: +11/+23

Attack: Scimitar +19 melee (1d8+8/15-20);
or sand blaster (see text)

Full Attack: Scimitar +19/+14/+9 melee
(1d8+8/15—20); or sand blaster
(see text)

Space/Reach: 10 ft./10 ft.

Special Attacks: Sand blaster, spell-like abilities

Special Qualities: Heat shimmer, immunity to fire,
low-light vision, vulnerability to cold

Saves: Fort +14, Ref +12, Will +10

Abilities: Str 27, Dex 21, Con 21,
Int 10, Wis 16, Cha 12

Skills: Hide +1%, Knowledge (nature) +11,
Listen +12, Spot +12, Survival +12%
(+14 in aboveground natural
environments)

Feats: Cleave, Improved Critical (scimitar)
Iron Will, Lightning Reflexes, Power
Attack, Weapon Focus (scimitar)

Environment: Warm deserts

Organization: Solitary, gang (2-5), band (6-9 plus

35% noncombatants), settlement

(10—40 plus 1 monarch and 3—4 fighters

of 3rd—s5th level)
Challenge Rating: 10

Treasure: Standard

Alignment: Usually lawful neutral
Advancement: By character class
Level Adjustment:  +4

—Racial Skills: A sand giant's giant levels give it skill points
equal to 18 x (2 + Int modifier, minimum 1). Its class skills are
Hide, Knowledge (nature), Listen, Spot, and Survival. A sand

giant gains a +8 racial bonus on Hide checks and Survival SAND GIANTS IN EBERRON

checks in deserts.

—Racial Feats: A sand giant’s giant levels give it six
feats.

—Weapon Familiarity: Sand giants treat sand blasters
(see Combat, above) as martial weapons rather than exotic
weapons.

— +11 natural armor bonus.

—Special Attacks (see above): Sand blaster, spell-like
abilities.

—Special Qualities (see above): Heat shimmer, immunity
to fire, vulnerability to cold.

—Automatic Languages: Common and Giant. Bonus
Languages: Draconic, Elven, Goblin, Orc.

SAND GIANTS IN FAERUN

Sand Giant Champion, 5th-Level Fighter
Large Giant (Earth, Fire)

15d8+105 plus 5d10+35 (234 hp)

+4

40 ft. (8 squares), burrow 10 ft.

28 (-1 size, +4 Dex, +11 natural,

+4 masterwork chain shirt),

touch 13, flat-footed 24

+16/+30

Scimitar +27 melee (1d8+13/15-20);

or sand blaster (see text)

Scimitar +27/+22/+17/+12 melee
(1d8+13/15—20); or sand blaster

(see text)

10 ft./10 ft.

Sand blaster, spell-like abilities

Heat shimmer, immunity to fire,
low-light vision, vulnerability to cold
Fort +21, Ref +10, Will +10

Str 32, Dex 18, Con 24,

Int 10, Wis 19, Cha 14

Climb +29, Hide -1*, Knowledge (nature)
+11, Listen +10, Spot +10, Survival +10%
(+11 in aboveground natural
environments)

Cleave, Dodge, Improved Critical
(scimitar), Improved Sunder, Mobility,
Power Attack, Spring Attack, Weapon
Focus (scimitar), Weapon Specialization
(scimitar)

Warm deserts

Solitary, gang (2-5), settlement (3—4 plus
10—40 sand giants plus 1 monarch)

15

Standard

Usually lawful neutral
By character class

+4

—TFavored Class: Fighter.
—Level adjustment +4.

Sand giants inhabit the vast desert on the continent of
Xen'drik. Although sand giant clans generally lead nomadic
lives, a few clans maintain permanent dwellings carved into
towering spires of sand-sculpted rock that thrust up from
the desert wasteland.

Sand giants once roamed all of southern Faertin, as far west
as the Calim Desert and as far east as Raurin and the Plains
of Purple Dust. The largest settlements of sand giants can
be found in Raurin, near the Giant’s Belt. The sand giants
must periodically defend themselves against incursions by
eldritch giants and their enslaved goblinoid minions.



GLAISTIG

A staggeringly beautiful maiden stands waist-deep in the water,
swaying back and forth as she sings a haunting song.

Beautiful and enchanting, glaistigs are fey that lurk in and
around pools, lakes, and streams. They have an insatiable
craving for the blood of mortals, beguiling victims to come
close to their lair in order to drain them. They are com-
monly mistaken for vampires because of their bloodsucking
technique, but they are not undead.

Glaistigs resemble incredibly attractive female humans
or half-elves, but instead of normal legs, they have goat legs
with long, white fur. Most have snow-white hairand eyes that
shimmer like water. When they smile, glaistigs try not to
show their teeth, which are sharpened to cruel-looking fangs
and revealed only when they are about to strike. Glaistigs
wear long, fine robes and dresses that drape along the ground,
which are used to hide their legs. Glaistigs loathe showing
their legs to anyone, and will only reveal them to lash out in
anger. If someone catches sight of a glaistig’s goat legs, it will
become very angered and attack the offender.

Despite their single-minded lust for blood, glaistigs are
unpredictable and capricious. If they have recently fed (say,
within a month), then they are just as likely to help some-
one as they are to attack. More than a few people have been
attacked by a glaistig, even if it has talked and been friendly
to them in the past. Glaistigs also enjoy dancing, and some
lure their victims to caper and dance for many hours before
attacking them.

Glaistigs are solitary by nature and do not even
like other fey all that much. While they

gain no sustenance from the blood of

sylvan creatures, glaistigs have been . &
known to attack fey that come too f o
close into their territory. Per- !
haps because of their similar
nature, glaistigs in particular
do not like dryads, and it is
extremely rare to find the
two beings in the same ter-
ritory. An average glaistig is
about 5 feet 2 in height and
weighs about 90 pounds.
Glaistigs speak Com-
mon, Elven, and Sylvan.

COMBAT

A glaistig uses its beguiling
song to lure victims close to
the water, targeting specific
individuals. If a large group comes

close to its lair, it will lurk beneath

the surface until only one or two targets remain.
A glaistig is mystically bound to its watery lair and cannot
move more than 300 yards away from it.

Once a victim is within striking distance, a glaistig
will cease singing and grapple the opponent. If the grab
is successful, it will drain blood for as long as possible. If
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Glaistig

reinforcements arrive, the glaistig will try to use suggestion,
hypnotism, or fog cloud to cause a diversion and slip beneath
the surface of its watery home.

Beguiling Song (Su): A glaistig can attempt to beguile
creatures with its song. A glaistig sings, targeting a single
creature it can see within 300 yards of the body of water to
which it is linked (see Water Symbiosis, below). This is a sonic
charm effect, and the creature must be able to hear the glaistig
for it to take effect. The targeted creature must make a DC 19
Will saving throw. A creature that successfully saves cannot
be affected again by the same glaistig’s song for 24 hours.

Failure indicates the creature is beguiled and moves
toward the glaistig, taking the most direct route available.
If that path leads into a dangerous area (such as very deep
or fastmoving water), the beguiled creature gets a second
saving throw. If that save is successful, the beguiling effect
is broken, and that creature cannot be affected by that
glaistig’s song for 24 hours.

A glaistig that desires a companion often moves out of the
water and bestows water breathing upon its beguiled victim
so it can take him underwater. A beguiled creature takes
no actions other than to defend himself. (Thus, a fighter
cannot run away or attack, but takes no defensive penalties.)
A beguiled victim that moves within 5 feet of the glaistig
must make a DC 19 Will saving throw or be charmed, as
by the charm monster spell cast by an 8th-level sorcerer. A
creature that successfully saves cannot be affected again by
the same glaistig’s song for 24 hours. The beguiling effect
continues so long as the glaistig sings. A glaistig does not

need to continue singing to keep a victim charmed.
A glaistig can use its beguiling song both above
and below the water. Most glaistigs move into deep
water, forcing a beguiled victim to move toward
them. If these unlucky creatures fail their second
saving throw, they usually drown (see page 304
of Dungeon Master’s Guide). The save DC is
Charisma-based.
Blood Drain (Ex): A glaistig can
suck blood from a living victim
with its fangs by making a suc-
cessful grapple check. If it
pins the foe, it drains blood,
dealing 1d4 points of Con-
stitution drain each round
the pin is maintained.
— Spell-Like Abilities:
At will—dancing lights,
fog cloud, hypnotism (DC 15),
suggestion (DC 17); 1/day—water
breathing. Caster level 8th.

Water Breathing (Ex): A glaistig can

breath either water or air.

Water Symbiosis (Su): Each glaistig is mysti-
cally bound to a body of water or a waterway as small as a pond
or as large as a lake or river. A glaistig cannot move more than
300 yards away from its body of water and still breathe nor-
mally. If a glaistig strays farther away, it must hold its breath
or immediately start to suffocate (see Suffocation, page 304



Glaistig

Medium Fey
Hit Dice: 6d6+12 (33 hp)
Initiative: +1
Speed: 30 ft. (6 squares), swim 50 ft.
Armor Class: 15 (+1 Dex, +4 natural), touch 11,

flat-footed 14

Base Attack/Grapple: +3/+4

Attack: Bite +4 melee (1d6+1) or Dagger of venom +6 melee (1d4+1 and
dagger +4 melee (1d4+1) poison) or bite +5 melee (1d6)

Full Attack: Bite +4 melee (1d6+1) and Dagger of venom +6 melee (1d4+1 and
dagger —1 melee (1d4+1) poison) and bite +0 melee (1d6)

Space/Reach: 5 ft./s ft. 5 ft./5 ft.

Special Attacks: Beguiling song, blood drain, Beguiling song, blood drain, spell-like
spell-like abilities abilities, spells

Special Qualities: Damage reduction 5/cold iron, Damage reduction 5/cold iron, low-light
low-light vision, resistance to cold 10 vision, resistance to cold 10 and fire 10,
and fire 10, water breathing, water symbiosis ~ water breathing, water symbiosis

Saves: Fort +4, Ref +6, Will +9 Fort +6, Ref +9, Will +14

Abilities: Str 12, Dex 13, Con 14, Str 10, Dex 16, Con 16,
Int 13, Wis 14, Cha 19 Int 12, Wis 17, Cha 24

Skills: Bluff +14, Diplomacy +12, Bluff +17, Concentration +13,
Disguise +12 (+14 acting), Escape Diplomacy +15, Disguise +14 (+16 acting),
Artist +7, Hide +3, Intimidate +12, Bscape Artist +10, Hide +6, Intimidate +16,
Knowledge (nature) +5, Listen +9, Knowledge (nature) +5, Listen +10, Move
Move Silently +7, Sense Motive +11, Silently +9, Sense Motive +13, Spot +9,
Spot +8, Swim +18, Use Rope +1 Swim +17, Use Rope +3 (+5 with bindings)
(+3 with bindings)

Feats: Ability Focus (beguiling song), Ability Focus (beguiling song), Alertness,
Alertness, Iron Will Iron Will, Spell Focus (enchantment)

Environment: Temperate forests Temperate forests

Organization: Solitary Solitary

Challenge Rating: 6 8

Treasure: Standard Standard plus dagger of venom, bracers

of armor +2, and ring of protection +2
Alignment: Always chaotic neutral Always chaotic neutral
Advancement: By character class By character class

Level Adjustment:  +4

of the Dungeon Master’s Guide). Once a glaistig has moved
beyond the boundary of its connection, it cannot breathe
normally until it has immersed itself in its body of water.
Skills: Glaistigs have a +4 racial bonus on Bluff and Sense
Motive checks. A glaistig has a +8 racial bonus on any Swim
check to perform some special action or avoid a hazard.
It can always choose to take 10 on a Swim check, even if
distracted or endangered. It can use the run action while
swimming, provided it swims in a straight line.

GLAISTIG MINDBENDER

Naturally inclined toward magic and enchantments of all
kinds, many glaistigs become sorcerers that specialize in
mind-bending magic. They use these abilities to enhance
their chances of luring prey to their watery homes.

The glaistig sorcerer presented here had the following abil-
ity scores before racial adjustments and Hit Dice ability score
increases: Str 8, Dex 14, Con 12, Int 10, Wis 13, Cha 15.

Combat

GLAISTIGS IN EBERRON

Glaistig Mindbender, 5th-Level Sorcerer
Medium Fey

6d6+18 plus 5d4+15 (66 hp)

+3

30 ft. (6 squares), swim 50 ft.

21 (+3 Dex, +4 natural, +2 bracers of armor

+2, +2 ring of protection +2), touch 15,
flat-footed 19

+5/+5

+4

The save DCs for this glaistig sorcerer’s beguiling song (DC
22) and spell-like abilities (hypnotism DC 18, suggestion DC
20) are adjusted for its higher Charisma score.

Typical Sorcever Spells Known: (6/8/6): 0—daze* (DC
18), detect magic, ghost sound (DC 17), prestidigitation, resis-
tance, touch of fatigue (+5 melee touch; DC 17); 1st—charm
person® (DC 19), disguise self, mage armor, magic missile;
2nd—daze monster™ (DC 20), touch of idiocy (+5 melee
touch; DC 19).

Glaistigs are found throughout Khorvaire. They haunt the
rivers, lakes, and woodland streams of the Shadow Marches,
Droaam, Breland, the Mror Holds (particularly near Mirror
Lake), and Valenar. Valenar elf warriors often hunt glaistigs
for sport, taking their hooves as trophies.



GNOILL, F1LIND

Medium Humanoid (Gnoll)

Hit Dice: 2d8+4 (13 hp)

Initiative: +1

Speed: 30 ft. (6 squares)

Armor Class: 18 (+1 Dex, +2 natural, +3 studded leather, +2
heavy steel shield), touch 11, flat-footed 17

Base Attack/Grapple: +1/+4

Attack: Flindbar +5 melee (2d4+3/19-20)

Full Attack: Flindbar +5 melee (2d4+3/19-20)
Space/Reach: 5 ft./5 ft.

Special Attacks: —

Special Qualities: Darkvision 60 ft.

Saves: Fort +5, Ref +1, Will +0

Abilities: Str 17, Dex 12, Con 15, Int 10, Wis 11, Cha 10
Skills: Listen +5, Spot +5

Feats: Weapon Focus (flindbar)

Environment: Warm plains

Organization: Solitary, pair, hunting party (1 plus 1—4 gnolls
and 1-2 hyenas), or band (110 plus 10-100 gnolls plus 50%
noncombatants plus 1 3rd-level sergeant per 20 adults and 1
leader of 4th—6th level (25% gnoll) and 5-8 hyenas), or tribe
(2—20 plus 20-200 gnolls plus 50% noncombatants plus 1
3rd-level sergeant (75% gnoll) per 20 adults, 1 or 2 lieuten-
ants of 4th or 5th level (50% gnoll) and 1 leader of 6th—8th
level (25% gnoll) and 7-12 hyenas)

Challenge Rating: 2

Treasure: Standard

Alignment: Usually neutral evil

Advancement: By character class

Level Adjustment: +2

Llius. by V. Rams

This humanoid is slightly larger than a human and a little
broader. It has short, dirty, brown and red fur covering its
hyenalike head.

These powerful and merciless relatives of the gnolls are
often found in gnoll bands as leaders or elite hunters. While
gnolls admire and respect them, flinds have no great love for
their lesser cousins.

A flind appear much like a gnoll, though it is a little
shorter and broader. It stands roughly 7 feet tall and
weighs 300 to 350 pounds. A flind’s forehead does not slope
back as far, and its ears are more rounded than those of an
ordinary gnoll.

Flinds speak Gnoll and Common.

COMBAT

The merciless flinds are clever tacticians, preferring to use
surprise, terrain, and superior numbers to their advantage.
When commanding gnoll hunting parties, they have no
qualms about sacrificing their cousins for personal gain.

Flindbar: A flindbar resembles a pair of chain-linked
iron bars, not unlike a flail. This one-handed exotic weapon
costs 30 gp, deals 2d4 points of bludgeoning damage, has
a threat range of 19-20, deals double damage on a critical
hit, and weighs 2 pounds. Flinds treat a flindbar as a martial
weapon instead of an exotic weapon.

The wielder of a flindbar gains a +2 bonus on opposed
attack rolls made to disarm an enemy (including the roll
to avoid being disarmed if such an attempt fails). If a pro-
ficient wielder threatens a critical hit, he can make a free
disarm attempt against that opponent before confirming
the critical hit (this disarm attempt doesn’t provoke attacks
of opportunity).

Skills: A flind has a +2 racial bonus on Charisma-based
checks made to influence gnolls.

FLINDS AS CHARACTERS

Flind leaders are usually rangers or blackguards. Flind
clerics typically worship Erythnul, deity of slaughter.
Flind characters possess the following racial traits.
—+6 Strength, +2 Dexterity, +4 Constitution.
—Medium size.
—A flind’s base land speed is 30 feet.

—Darkvision out to 60 feet.

—Racial Hit Dice: A flind begins with two levels of
humanoid, which provide 2d8 Hit Dice, a base attack
bonus of +1, and base saving throw bonuses of Fort +3,
Ref +0, and Will +0.

—Racial Skills: A flind’s humanoid levels give it skill
points equal to 5 x (2 + Int modifier, minimum 1). Its class
skills are Listen and Spot. Flinds gain a +2 racial bonus on

Charisma-based checks made to influence gnolls.

—Racial Feats: A flind’s humanoid levels give it one feat.

—Weapon Familiarity: Flinds treat flindbars as martial
weapons rather than exotic weapons.

— +2 natural armor bonus.

—Automatic Languages: Common, Gnoll. Bonus
Languages: Draconic, Elven, Goblin, Orc.

—Favored Class: Ranger.

—Level adjustment +2.



GOATFOILK (IBIXIAN)

Medium Monstrous Humanoid

Hit Dice: 3d8+3 (16 hp)

Initiative: +0

Speed: 30 ft. (6 squares)

Armor Class: 15 (+2 natural, +3 studded leather),
touch 10, flat-footed 15

Base Attack/Grapple: +3/+5

Attack: Greataxe +6 melee (1d12+3/x3) or
head butt +5 melee (1d6+2)

Full Attack: Greataxe +6 melee (1d12+3/
x3) and head butt +0 melee (1d6+1)

Space/Reach: 5 ft./5 ft.

Special Attacks: —

Special Qualities: Darkvision 60 ft.,
pack fervor

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

Abilities: Str 15, Dex 11, Con 13, Int 8,
Wis 8, Cha 10

Skills: Intimidate +4, Listen +4,
Spot +4

Feats: Alertness, Weapon Focus (greataxe)

Environment: Temperate plains

Organization: Solitary, pair, brawl (3-5),
or pack (21-30 plus 25% noncom-
batants plus 1 adept, cleric, or
sorcerer of 3rd or 4th level and 1
barbarian of 4th or 5th level)

Challenge Rating: 2

Treasure: Standard

Alignment: Usually neutral

Advancement: 4—6 HD (Medium); 7-9 HD (Large)

Level Adjustment: +1

An amalgam of goat and human, this creature has a furry chest
and legs that end in hooves.

Goatfolk are powerfully built goatlike creatures that
resemble satyrs. Unlike their hedonistic and mischievous
fey cousins, goatfolk are much more physically focused
creatures who favor a barbarian lifestyle.

Goatfolk choose leaders by combat, and the strongest and
most aggressive lead the pack. Thus, leadership is transitory
and prone to challenge. Both males and females assert them-
selves and hold these temporary positions of power.

These creatures call themselves ibixians, and races that
deal regularly with them use the proper name, but collo-
quially, they’ve been dubbed “goatfolk.”

Goatfolk are bigger than most humans and almost all
satyrs, standing about 6 to 6-1/2 feet tall and weighing about
250 pounds.

Goatfolk speak Common and their own language, Ibixian.

COMBAT

Goatfolk enjoy melee combat. They often start fights for the
sheer pleasure of fighting.

Pack Fervor (Ex): An ibixian loves to brawl with or along-
side others of its kind. Doing this increases its enjoyment of

Goatfolk

the fight and adds ferocity to its attacks. When an ibixian is
within 30 feet of another goatfolk, it gains a +2 morale bonus
on attack rolls and damage rolls and a +4 morale bonus

on saving throws against fear effects.
Skills: Goatfolk have a +4 racial bonus on
Intimidate checks.

GOATFOLK
AS CHARACTERS

Goatfolk characters possess the following
racial traits.
— +4 Strength, +2 Constitution, —2
Intelligence, —2 Wisdom.
—Medium size.
—An ibixian’s base land speed
is 30 feet.
—Darkvision out to 60 feet.
—Racial Hit Dice: An
ibixian begins with three levels
of monstrous humanoid, which
provide 3d8 Hit Dice, a base
attack bonus of +3, and base
saving throw bonuses of Fort +1, Ref
+3 and Will +3.
—Racial Skills: An ibixian’s mon-
strous humanoid levels give it skill
points equal to 6 x (2 + Int modi-
fier, minimum 1). Its class skills
are Intimidate, Listen, Spot, and
Survival. It has a +4 racial bonus on
Intimidate checks.
—Racial Feats: An ibixian’s monstrous humanoid levels
give it two feats.
—Weapon Proficiency: An ibixian is proficient with the
greataxe and all simple weapons.
— +2 natural armor bonus.
—Natural Weapons: Head butt (1de).
—Special Qualities (see above): Pack fervor.
—Automatic Languages: Ibixian and Common. Bonus
Languages: Elven, Giant, Ghome, Goblin, Sylvan.
—TFavored Class: Barbarian.
—Level adjustment +1.

GOATFOLK IN EBERRON

Goatfolk settlements tend to lie in out-of-the-way places. The
largest concentrations of ibixians can be found in the grassy
steppes and foothills surrounding the Blackcap Mountains
in northern Breland and southern Aundair. During the
Last War, Aundair used conscripted goatfolk infantry units
against armies from Breland and Thrane. After witnessing
firsthand the effectiveness of the ibixian troops, Breland fol-
lowed suit. In a battle known as the Clash of Horns, goatfolk
from Aundair faced goatfolk from Breland on the field of
battle. After a brief yet bloody skirmish, the ibixians on both
sides joined forces and turned against the armies of Aundair
and Breland. Both armies were routed, after which the sur-
viving goatfolk retreated to the Blackcaps. They remain in
hiding to this day, fearing reprisal for their treachery.
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GOBLIN, FORESTKITH

This small, primatelike humanoid is covered in stiff, black fur
except for its cruel and wild face.

These nocturnal hunters, also known as kith, are formi-
dable despite their small size. Though they can easily stand
upright, forestkith goblins tend to run and walk on all fours
in a manner characteristic of primates, perhaps because
their arms are longer than their legs. Their mouths sport
very sharp teeth, and each hand and foot brandishes long,
curved claws adapted for climbing. They spend most of their
time in trees.

Forestkith goblins hunt most creatures that travel
through their forest territories, ignoring only those crea-
tures larger than a horse. In lean times, forestkith goblins
often plan and execute sophisticated raids on

humanoid frontier communities for food,

preferring snatch-and-run tactics target-

ing the young.

A forestkith goblin stands about
3 feet tall and weighs about 40
pounds.

Forestkith goblins speak
rudimentary Goblin but are
illiterate.

COMBAT

Forestkith goblins excel at am-
bushes and use well-established
tactics to fit the prey they seek.
If fighting a larger group, they
attack the weakest members
with nets first, dragging the
entangled victims away quick-

ly to feed on them before going
back for the rest.

Forestkith goblins attack
obviously superior foes heed-
lessly with the same wild fren-
zy and loud, discordant screams
that paralyze their weaker foes with
fright. Their lust for the kill usually over-
whelms concern for individual safety. Any
attack on a more numerous, stronger, or more so-
phisticated foe can result in the whole forestkith goblin
party being wiped out if it is not led by a druid kith elder,
who alone possesses the wisdom and leadership to order a
strategic retreat.

Discordant Frenzy (Ex): When melee ensues, forest-
kith goblins go into a frenzy, jumping about chaotically and
screaming loudly. Creatures with 2 HD or fewer within 30
feet of at least three attacking forestkith goblins become
shaken for 1d4 rounds unless they succeed on a DC 9 Will
save. A creature that resists the effect cannot be affected by
it for 24 hours. This is a mind-affecting fear effect. The save
DC is Charisma-based.

Light Sensitivity (Ex): Forestkith goblins are dazzled in
bright sunlight or within the radius of a daylight spell.

Llius. by V. Rams

Forestkith

Tree Shape (Su): A forestkith goblin can change form
into a small tree, shrub, or limb, equivalent to the tree shape
spell as cast by a 12th-level druid. A forestkith goblin
typically uses this ability at or near daybreak as a form of
camouflage, due to its dislike for daylight.

A goblin cannot dismiss this effect, but it ends automati-
cally at sunset or if the goblin takes damage.

Skills: Forestkith goblins have a +2 racial bonus on Jump
checks. A forestkith goblin also has a +8 racial bonus on
Climb checks and can always choose to take 10 on Climb
checks, even if rushed or threatened. *A forestkith goblin
gains a +4 racial bonus on Hide checks and Move Silently
checks in forested areas, and it gains a +4 racial bonus on
Craft (weaving) checks to create nets.

FORESTKITH
GOBLIN BARBARIAN

The best forestkith goblin hunters are

barbarians. Despite their small size,
these creatures are potent combat-
ants, as tough as any dwarf or

half-orc.

Combat

The save DC for this forestkith
goblin barbarian’s discordant
frenzy is DC 9.

Rage (Ex): Once per day,
this forestkith barbarian can
enter a state of fierce rage that
lasts 7 rounds. The following
changes are in effect as long
as he rages: AC 15 (touch 11,
flat-footed 13); hp increase by
2; Atk +7 melee (1d10+5/x3,
greataxe) or +4 ranged (spe-
cial, masterwork net); Full Atk

,t +7 melee (1d10+5/x3, greataxe) or
+4 ranged (special, masterwork
net); SV Fort +6, Will +3; Str 19,
Con 18. At the end of his rage, the
forestkith barbarian is fatigued for the
remainder of the encounter.

FORESTKITH GOBLIN SOCIETY

Forestkith goblins do not have a sophisticated culture or
written language. The only tools they routinely make are
their nets, which are highly prized by hunters for their
masterwork quality.

Forestkith goblins are nomadic hunters and have no
established home, but roam a well-defined territory, usu-
ally 5 square miles per group member. Forestkith goblins
hunt until the rays of daylight make their way through the
forest canopy, whereupon they immediately go to sleep in
their tree shape wherever they are standing.

They operate with a semblance of pack unity and coordina-
tion only when executing ambushes or raids for food. Forest-
kith goblins encountered alone are usually social outcasts.



Forestkith Goblin, 1st-Level Warrior

Small Humanoid (Goblinoid)

Hit Dice: 1d8 (4 hp)

Initiative: +2

Speed: 30 ft. (6 squares), climb 20 ft.

Armor Class: 14 (+1 size, +2 Dex, +1 natural),
touch 13, flat-footed 12

Base Attack/Grapple: +1/+2

Attack: Bite +3 melee (1d4+1) or masterwork
net +4 ranged (see text)

Full Attack: Bite +3 melee (1d4+1) or masterwork
net +4 ranged (see text)

Space/Reach: 5 ft./5 ft.

Special Attacks: Discordant frenzy

Special Qualities: Darkvision 60 ft., light sensitivity,
tree shape

Saves: Fort +2, Ref +2, Will +0

Abilities: Str 12, Dex 15, Con 11,
Int 6, Wis 10, Cha 9

Skills: Climb +9, Craft (weaving) +0%,
Hide +6% Jump +5, Move Silently +2*

Feats: Improved Grapple

Environment: Temperate forests

Organization: Solitary (outcast), family (3—6),
pack (6—16 plus one 3rd-level
barbarian kith leader), or troop
(14—34 plus three 3rd-level barbarian
kith leaders and one 5th-level druid
kith elder)

Challenge Rating:  1/2

Treasure: No coins, no goods, standard
items plus masterwork net

Alignment: Usually chaotic evil

Advancement: By character class

Level Adjustment:  +1

Political currency in forestkith goblin society is defined
only by who can guarantee the most food. Leaders can be
either male or female, determined by who can devise and
orchestrate the most lethal ambushes and raids as well as
personally lead the charge. The leader of a forestkith goblin
pack is a barbarian of at least 3rd level, while the leader of
troop is a druid elder of at least 5th level.

FORESTKITH GOBLINS
AS CHARACTERS

Forestkith goblin characters possess the following racial
traits.

— +2 Dexterity, —2 Intelligence.

—Small size. +1 bonus to Armor Class, +1 bonus on
attack rolls, +4 bonus on Hide checks, —4 penalty on
grapple checks, lifting and carrying limits 3/4 those of
Medium characters.

—A forestkith goblin’s base land speed is 30 feet.

—Darkvision out to 60 feet.

—Racial Skills: +2 racial bonus on Jump checks. They
also have a +8 racial bonus on Climb checks and can always

Forestkith Goblin, 1st-Level Barbarian
Small Humanoid (Goblinoid)

1d12+2 (14 hp)

+2

30 ft. in hide armor (6 squares), climb 15 ft.;
base speed 40 ft.

17 (+1 size, +2 Dex, +1 natural, +3 hide
armor), touch 13, flat-footed 15

+1/-1

Greataxe +5 melee (1d10+3/x3) or
masterwork net +4 ranged (see text)
Greataxe +5 melee (1d10+3/x3) or
masterwork net +4 ranged (see text)

5 ft./s ft.

Discordant frenzy, rage

Darkvision 60 ft., fast movement, light
sensitivity, tree shape

Fort +4, Ref +2, Will +1

Str 15, Dex 15, Con 14,

Int 8, Wis 12, Cha 8

Climb +11, Hide +4% Jump +5, Move
Silently +2*

Weapon Focus (greataxe)

Temperate forests

Solitary or war party (1-3 plus 2—5 1st-level
warriors)

1

No coins, no goods, standard items plus
masterwork net

Usually chaotic evil

By character class

+1

choose to take 10 on Climb checks, even if rushed or threat-
ened. Forestkith goblins gain a +4 racial bonus on Hide and
Move Silently checks in forested areas. They gain a +4 racial
bonus on Craft (weaving) checks to create nets.
—Weapon Familiarity. Forestkith goblins treat nets as
martial weapons rather than as exotic weapons.
— +1 natural armor bonus.
—Special Attacks (see above): Discordant frenzy.
—Special Qualities (see above): Light sensitivity, tree
shape.
—Automatic Languages: Goblin. Bonus Languages:
Common, Elven, Giant, Orc.
—Favored Class: Barbarian.
—Level adjustment +1.

The forestkith goblin warrior presented here had the follow-
ing ability scores before racial adjustments: Str 12, Dex 13,
Con 11, Int 8, Wis 10, Cha 9.

The forestkith goblin barbarian presented here had the
following ability scores before racial adjustments: Str 15,
Dex 13, Con 14, Int 10, Wis 12, Cha 8.



GOLEM

Golems are magically created automatons of great power.
Constructing one involves the employment of mighty
magic and elemental forces.

Immunity to Magic (Ex): Golems have immunity to
magical and supernatural effects that allow spell resistance.
Exceptions are noted.

ALCHEMICAL GOLEM

Large Construct

Hit Dice: 22d10+30 (151 hp)

Initiative: +1

Speed: 20 ft. (4 squares) (can’t run)

Armor Class: 26 (-1 size, +1 Dex, +16 natural), touch 10,
flat-footed 25

Base Attack/Grapple: +16/+26

Attack: Slam +21 melee (2d8+9 plus 2dé6 acid)

Full Attack: 2 slams +21 melee (2d8+9 plus 2dé6 acid)
Space/Reach: 10 ft./10 ft.

Special Attacks: Acidic touch, berserk, breath weapon
Special Qualities: Alchemical healing, construct traits,
damage reduction 10/adamantine and 20/piercing or

PLANAR GOLEMS

Planar golems, such as the gloom golem and prismatic golem,
are special kinds of constructs made from the matter of an Outer
Plane. Building one is a task suited only to those who can control
the very essences of the planes.

A planar golem may be constructed only on the plane from
which it is crafted. A spirit from the planar matter is trapped
by a powerful magic item and then bound to the creator’s will.
The matter is extremely difficult to shape, always destroying the
expensive item in the process.

Planar golems are notoriously difficult to control, because
planes have their own characteristics that override those of the
golems’ forgers. A planar golem takes on some traits of the plane
it comes from. The creator of the planar golem, as well as anyone
who would control it, must be of an alignment matching that of
the plane used to create the golem. If the controller’s alignment
changes, the golem becomes uncontrolled until the controller
returns to the former alignment.

Planar golems have the extraplanar subtype unless on their
home plane. Planar golems otherwise follow the normal rules
for golems as detailed in the Monster Manual Golem entry
(page 134).

CREATING NEW PLANAR GOLEMS

Two types of planar golems are introduced in this book: the
gloom golem (from the Gray Waste of Hades) and the pris-
matic golem (from the Blessed Fields of Elysium). Other types
of planar golems can be created from the matter of other planes.
They include the following:

Amorphion (Ever-Changing Chaos of Limbo): Comprised of
churning stone, water, fire, air, and color, an amorphion ema-
nates a continual aura of chaos that causes spells or spell-like
abilities in the affected area to go awry, as though affected by
the wild magic planar trait (see pages 149-150 of the Dungeon
Master’s Guide for details).

slashing, darkvision 60 ft., immunity to magic, low-light
vision, rupture

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

Abilities: Str 23, Dex 12, Con —, Int —, Wis 10, Cha 1

Skills: —

Feats: —

Environment: Any

Organization: Solitary or gang (2—4)

Challenge Rating: 11

Treasure: None

Alignment: Always neutral

Advancement: 23-33 HD (Large); 34—44 HD (Huge)

Level Adjustment: —

A large, humanoid-shaped creature with swollen, unformed fea-
tures lumbers toward you. Fluid bulges beneath its skin.

The body of an alchemical golem is composed of a single
tough, transparent membrane in the shape of a humanoid,
with the face usually mimicking the appearance of its cre-
ator. Inside the membrane is a swirling collection of toxic,
oily chemicals, which merge and separate at random, and

Ash Golem (Bleak Eternity of Gehenna): Made from the pyro-
clastic ash of Gehenna, this golem resembles a giant ashen
skeleton surrounded by a cloud of blinding hot cinders.

Battleglory (Heroic Domains of Ysgard): This golem is made
from the bones, armor, and weapons of a dozen slain barbarians,
knitted into a single shambling form that fights relentlessly.

Gear Golem (Clockwork Nirvana of Mechanus): A clockwork
creature, this precision golem grinds and ratchets implacably
toward its foes. It can grab foes and hold them against its whirl-
ing gears, grinding and crushing them.

Mindstrike Golem (Windswept Depths of Pandemonium):
This hideous golem feeds on sanity and resembles a 15-foot-long
worm composed of black blood. Its bite transforms its wounded
victims into screaming, deluded maniacs.

Perfector (Peaceable Kingdoms of Arcadia): This golem is
fashioned from polished silver and gold, perfectly formed into
the shape of an archon, formian, or other lawful being. It can
burn evil creatures with its luminous gaze, and its touch can also
lift curses and cure maladies.

Sentinel of Mithardir (Olympian Glades of Arborea): The body
of this golem resembles an elf formed out of chalky white dust
lifted from the endless desert of Mithardir, Arborea’s third layer.
Lightning plays across the surface of the golem as it walks. In
battle, the golem can channel this electricity into its dusty fists
or hurl lightning bolts at distant foes.

Shacklelock Golem (Tarterian Depths of Carceri): This golem
resembles a shambling mass of chains, shackles, and manacles,
created to entwine and bind its foes.

Valorhammer (Seven Mounting Heavens of Celestia): This
golem resembles a winged dwarf fashioned from pure white
alabaster and adorned with inlaid mithral filigree. It can smite
evil, and the mithral warhammer it wields is treated as a holy
merciful weapon in its stony hands alone.

Woodwrath Golem (Wilderness of the Beastlands): A rolling
mass of rustling leaves, sharpened twigs, and wooden spikes
deals piercing damage in addition to trampling its foes into
the ground.



give the creature life. An alchemical golem wears no cloth-
ing and has no possessions. Despite the membrane that
keeps the ingredients inside, the golem gives off a faint,
acrid smell.
An alchemical golem is 9 feet tall and weighs 4,000 pounds.
Alchemical golems cannot speak.

Combat
An alchemical golem can be a particularly dangerous oppo-
nent, because the mere act of damaging it releases toxic
chemicals that burn the skin and choke the lungs. Wise
combatants use ranged attacks against alchemical golems.

Acidic Touch (Ex): An alchemical golem’s surface
gleams with acid. The merest touch of the construct deals
2d6 points of acid damage. Any creature that touches an
alchemical golem (such as with a grapple attack or touch
spell) takes this damage as well.

Berserk (Ex): The same noxious mixture of ingredients
that gives an alchemical golem life also makes it unstable.
When an alchemical golem enters combat, there is a
cumulative 1% chance each round that its elemental spirit
breaks free and goes berserk. The uncontrolled golem
goes on a rampage, attacking the nearest living creature,
or smashing an object smaller than
itself if no creature is within reach,
then moving on to spread more
destruction. Once the golem
goes berserk, no known method
can reestablish control.

Breath Weapon (Su): 15-
foot cone, once every 1d4+1
rounds, 5d6 acid, Reflex DC
21 half. All creatures in the
toxic, acidic cone must also
make a DC 21 Fortitude save to
avoid breathing in the poisonous
fumes taking 2 points of Consti-
tution damage. The save DCs are
Constitution-based.

Alchemical Healing (Ex):
An alchemical golem does not heal
as normal. An alchemical golem can
consume a large barrel of a special
alchemical mixture worth 500 gp
to restore itself to full hit points. It
takes 2 full rounds for an alchem-
ical golem to consume the lig-
uid. Because of this, creators
of alchemical golems com-
monly leave a vat or two of this
substance near a golem in case it
is damaged.

Immunity to Magic (Ex): An alchemical
golem is immune to all spells, spell-like abili-
ties, and supernatural effects that allow spell resistance,
except as follows.

A neutralize poison spell slows it (as the slow spell) for 2de6
rounds, with no saving throw.

Alchemical golem

A poison spell heals all its lost hit points.

Rupture (Ex): Any single hit that deals at least 10 points
of damage punctures an alchemical golem’s membrane. This
releases a spray of chemicals that fills a 5-foot square in the
direction from which the attack originated, its effects are
identical to the breath weapon listed above. The membrane
then closes, reducing the spill to a mere trickle.

When an alchemical golem is reduced to 0 hit points (by
any source), the membrane collapses, spilling out all the
remaining chemicals. The noxious materials fill a 15-foot
radius with the same effect as the breath weapon.

Construction
An alchemical golem’s body is made from a complex
series of noxious alchemical liquids poured into a tough,
humanoid-shaped membrane.

The golem’s cost includes 2,000 gp for the construction of
the body. Creating the body is a complex task that requires
a DC 20 Craft (alchemy) check.

CL 14th; Craft Construct (see page 206), geas/quest, limited
wish, poison, and polymorph any object, caster must be at least
14th level; Price 70,000 gp; Cost 36,000 gp + 2,720 XP.

ALCHEMICAL
GOLEMS IN EBERRON

Tzandro Kavalant, a senior mentor at
the Tower of Alchemy in Arca-
nix, teaches his pupils the secrets
of alchemical golem creation—
secrets he learned, allegedly,
from flesh-eating witches in
the Byeshk Mountains. Most
& of Khorvaire’s most gifted
alchemists have their own
handwritten, potion-stained
copy of Kavalant’s Alcheme

(a large and rambling tome)
tucked away on some dusty
shelf, if not an alchemical golem
guarding their precious supplies.

ALCHEMICAL
GOLEMS IN FAERUN

Alchemical golems are prevalent
7 across Faer(in, usually found
“H guarding wizards workshops and
dank dungeons. Some Faertinian
alchemical golems have modi-
fied breath weapons that deal
other types of ability damage
instead of (or in addition to)
Constitution damage, while
the Red Wizards of Thay have created vari-
ants that spew great gouts of alchemist’s fire or
entangling goo (similar to that found in a tanglefoot bag)
instead of acid.
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GLOOM GOLEM

Large Construct (Evil, Extraplanar)

Hit Dice: 8d10+30 (74 hp)

Initiative: +2

Speed: 30 ft. (6 squares)

Armor Class: 22 (-1 size, +2 Dex, +11 natural), touch 11,
flat-footed 20

Base Attack/Grapple: +6/+14

Attack: Claw +9 melee (1d8+4 plus 1dé Cha) or spiked
chain +9 melee (2d6+6 plus
1d6 Cha)

Full Attack: 2 claws +9 melee
(1d8+4 plus 1d6 Cha) or spiked
chain +9/+4 melee (2d6+6 plus
1dé6 Cha)

Space/Reach: 10 ft./10 ft. (spiked
chain up to 20 ft.)

Special Attacks: Crushing
despair, touch of woe

Special Qualities: Construct
traits, damage reduction 10/
good, darkvision 60 ft., immu-
nity to magic, low-light vision
Saves: Fort +2, Ref +4, Will +2
Abilities: Str 18, Dex 15, Con —, Int —,
Wis 11, Cha 15

Skills: Move Silently —8

Feats: —

Environment: Gray Waste of
Hades

Organization: Solitary
Challenge Rating: 7

Treasure: None

Alignment: Always neutral evil
Advancement: 9-12 HD (Large);
13-16 HD (Huge)

Level Adjustment: —

Lllus. by F. Wayshak

This misshapen ogrelike brute has taut

flesh with a claylike texture. Howls of pain issue
from a gaping black orifice where its face should be. Tormented
visages press out from beneath its membranous skin, as though
other creatures trapped inside it were clamoring for release.

Creatures of pure malevolence and woe, gloom golems
haunt the layers of Hades, thriving on the misery and
despair they inflict on others. The feelings of woe they
absorb from their fallen victims manifest as tormented
visages pressing against the inside of their skin. How-
ever, gloom golems do not actually absorb the bodies of
their prey.

From a distance, a gloom golem could be mistaken for an
ogre, although up close it lacks finer features. The gray sub-
stance that makes up its body comes from the three layers
of Hades and carries a foul stench. A gloom golem stands 10
feet tall and weighs 950 pounds.

Gloom golems howl incessantly but do not communicate.
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Gloom golem

Combat
A gloom golem attacks with its two claws, although it can
wield weapons as well. Its preferred weapon is the spiked
chain. When using a spiked chain, a gloom golem gains 10
feet on its reach and gets a +2 bonus on opposed attack rolls
made to disarm an enemy (including the opposed attack roll
to avoid being disarmed if such an attempt fails). It can also
use the spiked chain to make trip attacks, dropping it to
avoid being tripped if its own attempt to trip fails.
A gloom golem’s natural weapons, as well as any weap-
ons it wields, are treated as evil-aligned for the pur-
. pose of overcoming damage reduction.
Crushing Despair (Su): Creatures with-
in 30 feet of a gloom golem who hear its
sincessant howl must succeed on a DC
16 Will save or take a —2 penalty on
' attack rolls, saving throws, skill
checks, ability checks, and weapon
damage rolls. The penalties last un-
til the golem is destroyed, for only
then is the victim’s despair lift-
ed. A good hope spell counters this
mind-affecting compulsion. The
save DC is Charisma-based.
Touch of Woe (Ex): A crea-
ture wounded by a gloom golem
must succeed on a DC 16 Will save
or take 1d6 points of Charisma
drain. As the creature loses Cha-
risma, it becomes more miserable
and withdrawn until, at 0 Charisma,
it collapses into a nightmare-filled
coma. The save DC is Charisma-based.
Skills: Due to its incessant howl-
ing, a gloom golem takes a —10 pen-
alty on Move Silently checks.

Construction

A gloom golem’s body is crafted
from a single block of clay taken from the banks

of the River Styx as it flows through the Gray Wastes of

Hades. The block weighs at least 1,000 pounds and costs

10,000 gp. Assembling the body requires both a DC 21

Craft (sculpting) check and a DC 21 Knowledge (the

planes) check.

CL 11th; Craft Construct (see page 206), crushing despair,
limited wish, planar binding, polymorph any object, caster must
be evil and at least 11th level; Price 40,000 gp; Cost 25,000
gp + 1,200 XP.

GLOOM GOLEMS IN EBERRON

In the BBERRON campaign setting, gloom golems are created
on the plane of Mabar, the Endless Night, and are often
referred to as Mabarak golems or doomhowlers.

GLOOM GOLEMS IN FAERUN

In the ForcoTTEN