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INTRODUCTION

Many Swords & Wizardry players will not be familiar with the past history of the Tome of Horrors. After all, the Tomes
were not written until 2002, a time when many of us were no longer paying attention to “mainstream” gaming publications
any more. For those who were content to remain entirely with the Original Edition, or the First Edition, or even the
Second Edition of our game, the significance of these books is probably a complete mystery. On the other hand, those
of us who — like me — were still playing later editions before deciding to return to our gaming roots, will almost certainly
have encountered these books, if only by their tremendous reputation. To explain briefly what they are: the first Tome of
Horrors was essentially a collection of existing monsters from earlier editions, re-described for the new D&D rules that
were published by Wizards of the Coast Inc. The next two volumes offered multitudes of newly-invented monsters for
gamers playing those rules. It is clear why the second two volumes are of tremendous use to old-school players — these
are monsters that most of us have never seen before, huge numbers of them, that can be used to populate entire dungeons,
confound players, and spark the sort of new-found wonder that comes from cracking open a brand-new book of resources.
Why, though, is that first volume, the one that merely “updated” earlier monsters, of any value to those of us who already
own the first edition books in which these monsters originally appeared? After all, Swords & Wizardry is all about a return
to the game’s roots, as [ mentioned earlier. What is the value of taking the 2002 re-description of those monsters, and then
doing a second re-description to get them right back to the original form? The First Edition monster books are there on Ebay
and in used bookstores, still easily available — first edition books are getting more expensive, but the supply has certainly not
run out, and probably will not run out for years to come. First Edition monster books simply aren’t in the same situation as
the supply of the original-edition rulebooks, which has dwindled so much that the Swords & Wizardry rules are desperately
needed in order to preserve the continued existence of a community playing the original version of the game. But First
Edition monsters? The answer, I think, depends on the lens through which you perceive the game itself. For one thing, the
Swords & Wizardry version of Tome of Horrors is not a First Edition re-description of First Edition monsters — it is an
Original Edition description of First Edition monsters. In creating this book, the authorial team for the Swords & Wizardry
version embarked on an unusual journey, the task of forgetting as well as remembering, creating as well as documenting,
re-imagining instead of reproducing. In many ways, interpreting the First Edition monsters in terms of the Original Edition
is to explore new territory — familiar territory, but territory that still contains surprises, opportunities, and unexpected
inspirations. This aspect of the book is highlighted by John Stater’s, Jeff Harkness’, and Gary Schotter’s tremendously
creative short scenarios for each monster, offering a view of the monster that captures the vital and vibrant spirit of the
Original Edition’s terse, folkloric, and evocative style in an entirely new way.

My challenge, to those old-school players who might be approaching this book with any degree of skepticism, is that
you approach it as it was envisioned, with new eyes raised toward an unfamiliar horizon, the undiscovered country, the
unexplored reaches of the game that have called to us with siren-song since the days of our youth when we first stumbled
across the world of fantasy roleplaying. Once you have read this introduction, close the book. And then, just as you did
years or perhaps decades ago, open the book with the same sense of wonder, the same willingness to imagine a world from
scratch, that you had when you played the game for the first time. It is in here, waiting to be found by those who seek it out.

— Matthew J. Finch






Aterrant to AlrGmoorax
Aberrant

Hit Dice: 8

Armor Class: 4 [15]

Attacks: 1 great club (2d8)
Saving Throw: 8

Special: Physical deformity
Move: 12

Alignment: Chaos
Challenge Level/XP: 9/1,100

Aberrants are hideous giants standing about 14 feet tall, with deformed
bodies and limbs. Aberrants are covered in coarse, dark hair or blisters
(for those without body hair). They make their homes in caves,
abandoned mines, or deep underground away from civilization.
Many have physical deformities, such as a misplaced or extra
arm (an extra attack), eyes on the sides or back of their head !
(to see people sneaking up on them), flapping ears (to better NGy
hear) or a huge nose (to smell creatures).

Cyst Fist’s Pass

A small troop of 16 aberrants from the Cyst Fist Tribe have
set up a camp at the crest of the mountain pass. Their leader
is the biggest of the tribe, a mountain of a creature named \ !
Furgristle. This group has journeyed down from their caves
higher up in the mountains to raid and pillage, hoping to bring
back items to help the tribe get through the coming winter. The entire
group is wary and alert for danger after coming so close to civilization,
and have laid out an ambush along the path leading to their encampment.

The path leading through the dense temperate forest is eerily quiet, with
the sounds of the wind through the evergreens creating an occasional
whistle. Hiding in the trees at the ambush point are 4 aberrants, each
camouflaged with branches and leaves covering their deformed hides.
Two aberrants swing large logs suspended by vines down at the PCs to
knock them from their horses or to sweep them off their feet (1d6 points
of damage). When the logs hit, the remaining 2 aberrants charge the PCs
from the front.

The area around the campsite consists of discarded boulders, demolished
wagons, crates, barrels and other refuse taken during their raids. This
debris forms an extremely crude wall around the camp. Makeshift tents
made from overlapping canvas and torn leathers surround a large fire pit
sitting in the center of the camp. A partially eaten horse impaled on a
spit sits above the sputtering fire. A crow’s cage hanging from a high
post contains a halfling dressed as a jester. Furgristle keeps the “little
human” as a pet because the halfling’s acrobatics makes the aberrant
laugh. Eight aberrants remain in the camp at all times, while 4 others
walk the perimeter.

Copyright Notice

Author Scott Greene.



The Tome of Horrors Complete

Abomination

Abominations (often called hybrids) are fusions of two normal creatures
that are just as often intelligent as they are rampaging beasts. No one knows
how abominations came to be: perhaps the result of experimentation by
a mad wizard or druid, a wish spell gone awry, or the wrath of a deity.
The end result that fuses two creatures together often destroys the mind
of the hapless beings, forcing them into madness and evil. The most well
known examples of abominations are hippogriffs, griffons, gorilla-bears,
and the terrible owlbear.

Owlephant

Hit Dice: 10

Armor Class: 4 [15]

Attack: Slam (2dé6) and 2 claws (2d8) or gore (2d8)
Saving Throw: 5

Special: Trample

Move: 12

Alignment: Neutrality

Challenge Level/XP: 10/1400

This massive creature looks like an elephant with the head of a giant
owl. Beneath its tusks, two clawed arms protrude from its body, one to
each side of its elephantine trunk. Its feathered owl head is dark brown,
fading to gray as it blends into its elephant-like body. An owlephant can
trample opponent simply by moving over them. Those who fail a saving
throw suffer 2d8 points of damage each. Those who pass a saving throw
leap to the side to avoid the beast. Folk who choose not to avoid the
trample attack can make a counter attack at a +1 bonus to hit.

Tigrilla
Hit Dice: 5

Armor Class: 5 [14]
Attack: 2 claws (1d8)
Saving Throw: 12
Special: Rake with claws
Move: 15/9 (climbing)

Alignment: Neufrality
Challenge Level/XP: 5/240

This creature looks like a gorilla with the head of a tiger. Its arms end in
sharpened claws and its fur is orange-brown. Its head is striped like that
of a normal tiger.

A tigrilla attacks by raking with its claws and biting with its fangs. If it
hits the same opponent with both claws attacks it rakes with the claws,
inflicting an additional 1d8 points of damage.

The Old Hermit’s Castle

The adventurers wander into a creepy jungle valley, thick with
vegetation but bearing wide paths that local guides claim were made by
elephants. Rising above the jungle there are the ruins of an old castle, one
owned, the guides say, by a weird old hermit. The hermit was a magician
of some ability who specialized in unnatural crossbreeds.

The castle sits upon a rocky hill covered with green vines and shrubbery.
A nest of 1d6 tigrilla lives on the slopes of the hill. A troupe of 1d4+4
owlephants and several owlbears dwell in the valley.

The castle looks as though it was destroyed in an explosion. Those
exploring the place will feel a sinister presence (the phantom of the
magician, see phantom entry in this book). Under the rubble, one might
find a partially collapsed staircase to the castle’s dungeons. The dungeons
consist of a large common room connected to a laboratory on one side
and storage rooms and cells on the other. One of the cells holds two

human skeletons and a bloody bones (see entry in this book). The storage
rooms hold copper vats, some in need of repair, bottles of reagents and
phosphorescent liquids (poisonous to touch or taste) and other odds and
ends of a magicians laboratory. The laboratory’s steel door is blown off
its hinges and the laboratory is completely destroyed.

Copyright Notice
Authors Erica Balsley and Scott Greene.



Aterrant to AlrGmoorax

Abyssal Harvester (Fourth-Category Demon)

Hit Dice: 15

Armor Class: 1 [18]

Attacks: 6 tentacles (2dé)
Saving Throw: 3

Special: Constrict, harvest
Move: 6

Alignment: Chaos

Challenge Level/XP: 17/3,500

This gigantic beast stands nearly 40 feet tall. It is a squat, bloated mass
of grayish, leathery flesh, somewhat in an oval shape with six long,
serpentine tentacles. A massive gaping maw dominates its top surface.
Hundreds of smaller tentacles allow the creature to move. The tentacles,
if they hit, constrict for automatic damage after the initial hit. An abyssal
harvester — which normally resides in the Abyss — can push up to four
tentacles into the world. These tentacles appear out of thin air and can
attack and grab victims to “harvest” by dragging them back through the
rift to the Abyss.

The Root Run Vanishings

The Root Run Tunnel is a winding, six-mile underground trade route.
The tunnel is 20 feet wide and its dirt ceiling varies from 12 to 20 feet.
Thick redwood roots stick through the ceiling like giant twisted serpents.
A flagstone entry goes for about a mile in from each tunnel entrance,
before turning into a smooth dirt floor. Crossbeams engraved with the
names of traders to use the tunnel are set every so often hold the ceiling
in place. Lanterns hang every 100 yards to light the path.

A group of travelers entered the tunnel a week ago but never came out.
Three people later found an abandoned cart at the tunnel’s halfway point,
but no people. Rumors are flying that the Root Run is haunted. Fear has
halted the trade route, and the trade group that maintains the tunnel is
offering a 500 gp reward for the safe return of the missing travelers.

The reward won’t ever be collected. The missing traders met a gruesome
fate when an abyssal harvester broke through a hole in reality as they
passed. The grasping tentacles dragged the victims into the Abyss where
they were devoured. The abyssal harvester currently has four of its thick
tentacles stretched across the tunnel’s passage to snare new victims. The
tentacles appear to be tree roots in the semi-darkness until they rise to
attack.
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Abyssal Larva

Hit Dice: 3

Armor Class: 8 [11]
Attacks: acidic bite (2d4)
Saving Throw: 14

Special: maggot spray
Move: 6

Alignment: Chaos
Challenge Level/XP: 4/120

Abyssal larva look like pufty, bloated human-sized whitish-yellow
maggots with purplish veins pulsating under their fleshy forms. A vaguely
humanoid head sits atop its body and its facial features are twisted and
distraught, as if the creature was in a constant state of pain. A pair of
large, downward-curving horns juts from its head, just above its sunken
eyes. Its mouth is lined with filthy, sharpened fangs. Once per day, an
abyssal larva can regurgitate and spray a stream of maggots at a victim
within 10 feet. If the creature fails a save, it is sickened.

The Maggot Pits

This 70-foot-diameter circular room is a charnel house of gore. Twenty
decaying bodies hang from the 40-foot-high ceiling on rusted, barbed
chains. Transparent tubes wind among the chain links and siphon fluids
from the corpses. These tubes drape over 10-foot-tall wooden vats filled
with congealing blood.

Beneath the hanging bodies, millions of squirming maggots fill a
30-foot-wide pit in the center of the room. More maggots drop from the
hanging bodies into the pits below. The central pit is 10 feet deep, and
filled to floor level with maggots. Stone steps descend to the maggot pit’s
floor, although using the steps nauseate those who try (save avoids).

In the maggot pit are 3 abyssal larva that spew a stream of maggots at
intruders before rising to attack. A magic-user summoned the creatures to
protect himself. He feeds the hanging bodies to the creatures after he has
drained their blood for his gruesome experiments.
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Aterrant to AlrGmoorax

Adherer

Hit Dice: 4

Armor Class: 3 [16]

Attack: 2 slams (1d4)

Saving Throw: 13

Special: Adhesive, double damage from fire, resistance to
blunt weapons (50%), surprise on 1-3 on 1dé

Move: 12

Alignment: Chaos

Challenge Level/XP: 5/240

The adherer is a subterranean humanoid whose folds of filthy, pale skin
cause it to resemble a mummy. It exudes sticky, sour smelling glue from
its skin that sticks to anything other than stone, including melee attacks.
Each successful melee attack requires a saving throw to avoid it sticking
fast to the weird creature. Once a creature is stuck, it suffers 1d4 damage
per round from the grapple. The glue is dissolved by boiling water, and it
breaks down 1 hour after the creature dies.

It Could Use a Little Salt

In a subterranean gallery draped with sticky fungal ropes and made
unbearably warm and humid by a hot spring that spews polychromatic
salts a gang of 1d3+1 adherers has made its home. They keep their treasure
in a sealed urn of terracotta which they have lowered into the spring — it is
now encrusted by the salts and difficult to discern from the uneven floor
of the pool created by the spring. Moreover, retrieving it is tricky without
a couple 10-ft poles. The adherers are rarely (2 in 6 chance) in their little
hideout, spending most of their time wandering the underworld looking
for treasure-laden victims to carry home, where they are dismembered
and boiled in the spring for a grisly repast, their treasure added to the urn.
In time, the adherers hope to collect a fitting tribute to some demon lord,
that they can request a release from their tortured existence.

Credit
The Adherer originally appeared in the First Edition Fiend Folio (O
TSR/Wizards of the Coast, 1981) and is used by permission.
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Aerial Servant

Hit Dice: 16

Armor Class: 3 [16]

Attack: Slam (4d4)

Saving Throw: 3

Special: Throttle, invisibility, only harmed by magic
weapons, wind blast

Move: 24/24 (flying)

Alignment: Neutrality

Challenge Level/XP: 20/4400

Aerial servants are semi-intelligent creatures from the Elemental Plane
of Air that often roam the Astral and Ethereal planes. They normally are
only found on the Material Plane as a result of being summoned by a
cleric using the aerial servant spell and commanded to perform some
task, often being required to use their immense strength to carry objects
or aid the summoner. Though an aerial servant performs whatever task is
asked of it, it resents being summoned and forced to do another’s bidding;
therefore, it attempts to pervert the conditions of the summoning and its
mission. An aerial servant that fails or is thwarted in its mission becomes
insane and immediately returns to the caster who summoned it, either
killing the caster or carrying the caster back to the Elemental Plane of Air
with it. Aerial servants are naturally invisible, and thus remain invisible
even while attacking. Aerial servants can only be killed on their native
plane. If slain elsewhere, they simply dissolve into wisps of vapor and
return to their home plane.

Acrial servants attack by using a shearing blast of wind as a weapon or
by grabbing an opponent and crushing it within their powerful grasp. An
aerial servant can use its wind blast once every 1d4 rounds. The wind blast
has a range of 80 feet and can be used against a single target, inflicting
4d8 points of damage and knocking them back 2d10 feet. The target can
roll a saving throw to halve the damage and avoid being knocked back.
An aerial servant grapple inflicts 4d4 points of damage each round and is
notoriously difficult to break.

The Tomb of Zexus

When the archimage Zexus undertook the construction of his tomb,
he plotted a petty revenge on the lords of elemental air who had most
ungenerously done him wrong during his climb to the heights of wizardry.
So it was that he summoned an aerial servant with all the ordinary
perambulations and enticements and put it to the task of constructing a
fitting tomb for one as grand as Zexus Yellow-Eyed. In due time, the tomb
was constructed from massive slabs of precisely fitted marble. Zexus
induced his servant to follow him into the tomb and place the last stone
merely as a test. The slow-witted elemental saw no trickery, for surely the
mage yet lived and would not seal himself into a tomb willingly. Alas, this
was exactly the intention of Zexus, for a slow, persistent curse had been
withering his body for ages. The tomb sealed, the aerial servant found
itself standing in the middle of a cunningly designed magic circle, unable
to do anything while the mage slumped down in a silver chair, died and
over the course of a hundred years mouldered away. The servant remains
in the tomb, invisible and waiting only for the great slab to be moved and
a toe to step over the threshold, breaking the circle and releasing it to take
its century of impotent rage out on the toe’s hapless owner.

Credit

The Aerial Servant originally appeared in the First Edition Monster
Manual (© TSR/Wizards of the Coast, 1977) and is used by permission.
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Atierrant to ArGmoorax

Afanc

Hit Dice: 21

Armor Class: 2 [17]

Attacks: Bite (5dé), 2 claws (2d8)
Saving Throw: 3

Special: Swallow whole, sea swell
Move: 3/30 (swim)

Alignment: Chaos

Challenge Level/XP: 23/5,300

An afanc is a massive, gray-skinned whale with a bulbous
head similar to a catfish. Its eyes are sullen and blue and
its huge pectoral fins are serrated. These omnivorous
hunters roam the deep sea. If an afanc rolls a 15 or
above on its bite attack, it grasps a victim in its
toothy maw and swallows the creature whole on
the next round. When facing surface ships, an
afanc can raise its entire body out of the water
and crash down on the surface to generate a
30-foot-tall wave to swamp vessels.

The One That
Got Away

The merchant ship Helene’s Grace recently sailed
into the port city of Borenstown, its keel splintered
and its hull battered. The ship sits in port, listing
badly against a redwood pier that juts into the
Reaping Sea. Sailors swarm over the ship,
patching holes and repairing a splintered mast.
All look fearfully to the sea, watching for danger.

Helene’s Grace has been on the run for three
days after an afanc attacked it in the open sea.
The ship accidentally rammed the surfacing
afanc, and the angry fish turned on the vessel.
It has trailed the ship ever since, battering the
hull and nearly capsizing it twice as Grace made
for shore. Captain Cor Balt fears the return of
the giant sea creature, and is offering 100 gp
to anyone who’ll protect the ship while repairs
are made. Around 20 townsfolk line the dock,
scanning the waters. Most don’t even know
what they are watching for.

The afanc rams the pillars supporting the dock
in anger before turning on the ship, throwing
many of the unfortunate townsfolk into the
harbor. Screams for help turn to terror as the giant
afanc breaches among the anchored vessels.
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Ahlinni (Cackle Bird)

Hit Dice: 4

Armor Class: 5 [14]

Attacks: 1 bite (1d8) or impale (2d8), 2 claws (1d4)
Saving Throw: 13

Special: Breath weapon, impale

Move: 15

Alignment: Neutrality

Challenge Level/XP: 5/240

The ahlinni, or cackle bird (so called because of its breath weapon) is
a 5-foot-tall flightless bird that dwells in thick forests. It is covered in
greenish feathers, and is nearly invisible when it lies motionless in its
leafy surroundings. The bird’s beak is half the length of its body, and as
straight and strong as a long sword (2d8 damage). Wicked claws also
sprout from its wings. Once every three rounds, an ahlinni can expel a
pinkish gas that causes creatures that fail a save to fall to the ground
laughing manically for 1d3 rounds.

A Bird in the Hand

A 30-foot-wide marble fountain sits in a clearing deep in the Kajaani
Forest, its cool, clear waters gurgling in the foot-deep basin. Vine-
covered ruins around the fountain are slowly being reclaimed by the
forest. Standing at the cardinal points of the fountain are four statues of
laughing nymphs holding vases of sculpted flowers. Diamond chips are
worked into the marble surfaces, so the entire fountain glints and gleams
in the sunlight.

A 20-foot-tall central statue of a massive crane-like man stands in the
center of the fountain, its sculpted feathers also decorated with bits of
sparkling glass and precious stones. Its bird head has a beak that is partly
open. The giant figure has two outstretched arms with its palms cupped
together. Water pours from between the statues intertwined fingers and
drops into the basin below. A pink mist floats across the splashing waters, , ®
and birds cackle noisily in the treetops.

The clearing is the home of a flock of cackle birds.
The flock leader has her nest in the statue’s cupped
hands, while the rest of the flock shelters in the
treetops surrounding the clearing. The flock
leader considers the fountain her “treasure” and
frequently breathes her pinkish gas out over the
water to mark her territory. The gas floats across
the surface, infusing the water with the laughing
properties. Anyone drinking the water must save
or fall to the ground laughing uncontrollably.

There are 10 total birds in the clearing. The nine
in the treetops hop to the ground to defend their
leader should PCs threaten her nest.
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Aterrant to Abrlmooras
Algoid

Hit Dice: 5
Armor Class: 4 [15]
Attack: 2 slams (1d10)

Saving Throw: 12

Special: Immunity to electricity and fire, resistance to blunt
weapons (50%), mind blast, surprise on 1-3 on 1dé

Move: 9

Alignment: Neutrality

Challenge Level/XP: 7/600

The algoid is a living colony of algae that has developed some
semblance of intelligence and mobility. It is roughly humanoid in shape
and resembles a green humanoid. Algoids make their lairs in marshes and
swamps. They are often encountered with other marsh-dwelling sentient
plants; though never with shambling mounds (they hate them and usually
attack them on sight). In its natural surroundings, it is nearly invisible
until it attacks and uses this to its advantage when prey is nearby. Algoids
can “wake” trees as do treants. Once per day, an algoid can use a mind
blast in a 60-foot cone. Any creature caught in the cone must succeed on
a saving throw or be stunned for 3d4 rounds. Control water spells deal
1d6 points of damage per caster level to algoids, with no saving throw
allowed.

Someone Should Clean This Up

Water features are a wonderful addition to any dungeon complex, but
over time they become something of a bother without an apprentice to
keep them clean. In a misty corridor of one dungeon adventurers might
come across a truly impressive spectacle — a chamber 30-ft wide and
60-ft long taken up by a stepped pool that gets as deep as 5-ft. Drains
trickle water into the pool from a number of lead pipes capped by copper
grotesques set into the walls, which are further ornamented by panels of
speculum, a highly reflective alloy of copper and tin. A clogged drain
in the bottom of the pool, covered by a copper grill, allows water to
slowly escape the pool for lower levels of the underworld. Over -
time, the pool has acquired a thick layer of algae and a cluster
of 1d4+2 algoids that lurk just beneath the surface. The floor
of'the pool is littered with their accumulated treasures, which
they sometimes use as bait — leaving a few coins or a nice
gem resting on the edge of the pool. The corpses of felled
adventurers are layered with algae and, eventually, join
the cluster.

Credit

The Algoid originally appeared in the First Edition
Fiend Folio (© TSR/Wizards of the Coast, 1981) and
is used by permission.
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Al-mi’raj

Hit Dice: 1d6
Armor Class: 5 [14]
Attack: Horn (1dé) /

Saving Throw: 18

Special: Blink, dimension door, immune to
poison, magic resistance 30%

Move: 24

Alignment: Neutrality

Challenge Level/XP: 2/30

The al-mi’raj is a large rabbit with white, pink,
yellow, or light green fur and a long golden or black
horn. Al-mi’raj can blink (as the spell) and use a
dimension door effect once per round. Rare al’mi’raj
are more intelligent than their kin and have the
following psionic powers: Control winds, darkness
15-ft radius, levitate and telekinesis. These psionic
al-mi’raj have a challenge level of 3.

You’ve Been Warren-ed

On a green and pleasant pasture crossed by a lazy
stream thick with lilypads and choked with reeds
1d10+10 al-mi’raj, including a psionic leader, have
established a warren. During the daytime, one sees
the creatures hopping around the meadow, grazing
on the tender grasses and digging up roots, their
golden horns shimmering in the sunlight. At the
first sign of intruders, the creatures begin to hiss,
and a swift wind sweeps across the meadow. Then
the warm light of the sun is replaced by a thick, inky
darkness. The intruders now discombobulated, the
canny beasts quickly surround them and then charge
into battle, blinking if the intruders find a way to defeat
their darkness ability. The bones of an unfortunate mage
lying in reeds bears silent witness to the effectiveness of the
al-mi’raj’s territorial defense.

Credit

The Al-mi’raj originally appeared in the First Edition Fiend Folio (©
TSR/Wizards of the Coast, 1981) and is used by permission.
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Amghisbaena

Hit Dice: 6

Armor Class: 4 [15]

Attack: 2 bites (1dé plus poison)

Saving Throw: 11

Special: Resistance to cold (50%), split, cannot be surprised
Move: 9/9 (climbing and swimming)

Alignment: Neutrality

Challenge Level/XP: 7/600

The amphisbaena is a giant poisonous snake about 10 feet long. It is
often found lairing near a water source or in dark, damp locations. An
amphisbaena moves on land by grasping one of'its necks with its other head
and rolling across the ground like a hoop. The amphisbaena’s poison is
deadly unless the victim passes a saving throw. Each of the amphisbaena’s
heads functions independently of the other. An amphisbaena that is cut in
half continues to function normally (each with half its current hit points)
and reattaches its body together in 1d2 days.

Twining the Fountain

This chamber is composed of massive granite blocks, each lovingly
cut into a perfect cube and stacked. The chamber measures roughly
12-ft wide and 12-ft deep and has a conical ceiling 15-ft tall at its apex.
A 4-ft diameter pool, raised about 2-ft above the beige-tiled floor has an
amphisbaena wrapped around it. A stream of water falls from the apex
of the ceiling into the pool. If the beast is killed and its blood drips into
the pool, the water will turn murky red and then freeze solid for mere
moments before it collapse into a pile of silver coins.

Credit
The Amphisbaena originally appeared in the First Edition Monster

Manual (© TSR/Wizards of the Coast, 1977) as Snake, Amphisbaena
and is used by permission.
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Amghisbaena Basilisk

Hit Dice: 6

Armor Class: 4 [15]

Attacks: 2 bites (2dé)

Saving Throw: 11

Special: Petrifying gaze
Move: 12

Alignment: Neutrality
Challenge Level/XP: 10/1,400

An amphisbaena basilisk is a single great lizard composed of two
normal basilisks conjoined in the middle. Each head’s gaze can turns
to stone anyone meeting its eye. Fighting without trying to look at the
creature incurs a -4 penalty to hit. If the amphisbaena basilisk’s gaze is
reflected back at it, it has a 10% chance to force the basilisk into a saving
throw against being turned to stone itself.

Heads in the Clouds

Lazy coils of purple smoke roil from the 50-foot-by-30-foot room,
filling the chamber waist high with thick clouds. The smoke smells of
burnt lotus blossoms and is so thick it obscures the floor. The ceiling rises
15 feet over the thick mist. A 10-foot-tall statue of obsidian gilded with
gold leaf stands in the center of the room. The statue is a massive satyr
with two faces, one on each side of its head. It holds a cornucopia from
which the purple wisps pour. One face is smiling, while the reverse side
sneers. The purple smoke is harmless.

Curled around the base of the statue is an amphisbaena basilisk, with
each of its heads on opposite sides of the statue facing toward the single

entry into the room. The clouds obscure the creature’s conjoined state,
and it appears to be two creatures with its heads down in the mists.

Hidden in the base of the center statue is a compartment that contains 3
potions (levitate, healing and gaseous form), 3 rubies (100 gp each) and a
silver ring of mammal control carved in the shape of a platypus.

Copyright Notice
Author Erica Balsley.
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Anemone, Great (Giant) Sea

Hit Dice: 11

Armor Class: 8 [11]

Attacks: tendrils (paralysis)

Saving Throw: 4

Special: Acid cloud, swallow whole
Move: O (immobile)

Alignment: Neutrality

Challenge Level/XP: 13/2,300

This gigantic flowerlike creature has a dark green to gray trunk and a
brightly colored interior. At the center of the creature’s front is a circular
opening that leads into its interior. An anemone attacks any creature that
swims into its many tendrils with a paralytic poison that immobilizes prey
so it can be swallowed whole. A victim caught in the tendrils can save
to resist the paralysis. If a creature fails, the anemone swallows the pre
whole in the next round. If provoked, an anemone ejects the contents
of its stomach in an acidic cloud that deals 1d8 damage to all creatures
within 20 feet for 1d3 rounds.

Death Dive

A reef of jagged coral rises out of the surf, a deadly barrier shielding
the rich seabed for the pearl divers of Markees. The hearty divers raft
out into the deep water beyond the reef to swim deep beneath the azure
waves. A bed of oysters containing rare fist-sized crimson pearls is
located 40 feet beneath the waves.

A great sea anemone matured in the coral during the winter, however,
and snatches divers who get too close to the aquatic vermin. The anemone
appears to be a rock tube stuck near the base of the colorful coral, but it
quickly lashes out with its tendrils. Crimson pearls litter the sea floor
around the creature, as do the expelled bones of its victims. The pearls
can be sold for 100 gp each.

The devious divers want to get rid of the anemone, and are spreading
stories about a “mermaid stuck in the rocks” to get people to dive into the
dangerous waters.
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Atierrant to ArGmoorax

ANGELS

n Angels are a race of celestials native to the lawfully-aligned outer planes.

Angel, Chalkydri

Hit Dice: 9

Armor Class: 0 [19]

Attacks: +2 flaming long sword (1d8+2 + 1dé6 fire)
Save: 7

Special: Plane shift, spells

Move: 9/18 (flying)

Alignment: Lawful

Challenge Level/XP: 11/1,700

This angelic figure resembles a muscular humanoid with
coppery skin and eyes. It has four large feathery, white wings
and carries a longsword swathed in fire. Chalkydri take their role
as protectors of good very seriously, and shift planes with ease,
jumping from one reality to the next to do so. They are powerful
spell casters (at will—bless, detect evil, dispel magic, invisibility
(self only), polymorph self, remove curse, cure disease, see
invisible; 3/day—cure serious wounds, flame strike; 1/day—
restoration, raise dead)

Purgatory of the Nexus

A thick door made from an unearthly green stone blocks access
to the area beyond. The looted remains of dozens of skeletons lie
in heaps outside the door. A cryptic epitaph etched in the stone
reads:

Away from the sight of mortals, cast deep beneath the sward.

A gate that seals the portal and a key forged from angel's sword.

The floor of the 60-foot-diameter cylindrical room beyond
drops 30 feet down once past the door. The ceiling rises 30 feet |
above the entry. A round, 30-foot-tall pillar-like pedestal sits in
the center of the room. The pedestal is 15 feet in diameter and the
top is level with the entrance door. A plinth holding a small silver key sits
in the exact center of the room atop the large pedestal.

Kneeling before the key is a solemn chalkydri angel who holds a sword
in his hand. The blade has a small section carved from it that perfectly
matches the silver key. The angel does not respond or acknowledge
anyone standing outside the room. The angelic being attacks without
reason those disturbing the room, regardless of their alignment. The
chalkydri was tasked with protecting the key so that it does not fall into
any mortal’s possession. Despite the key’s normal size, it weighs 400
pounds. It unlocks a gate to Hades in the city of Eminence.

Copyright Notice
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Angel, Empyreal

Hit Dice: 12

Armor Class: -1 [20]

Attacks: 1 weapon (2dé)

Saving Throw: 3

Special: Radiant blast; immune to acid, cold and
peftrification; resists electricity and fire; spell-like abilities
Move: 15/25 (flying)

Alignment: Lawful

Challenge Level/XP: 15/2,900

Empyreals are powerful angelic warriors about 9 feet tall with silver
hair, blue eyes and dressed in shining armor. They have large, feathery,
silver wings and milk-white skin. Empyreals are fiery, quick-tempered,
and forceful, but always fair. To non-Lawful beings and Lawful creatures
with fewer HD, the empyreal appears as a column of white fire. Once per
day, an empyreal can increase its radiance to deal 8d6 damage to creatures
within 60 feet, and blind them for 3d6 minutes (save for half damage,
avoid blindness). An empyreal also radiates an aura in a 30-foot-radius
that forces Chaotic creatures to save before they can attack the angel. This
aura grants Lawful creatures a -2[+2] armor bonus.

Empyreals have a number of spell-like abilities: at will—continual light,
detect evil, dispel magic, invisibility (self only), remove curse; 2/day—
blade barrier, cure disease, cure serious wounds; 1/day—resurrection,
raise dead. Many can also cast spells as an 8th-level Cleric.

2

The Burning Angel

A column of white fire rises nearly 20 feet in the middle of 12 engraved
brass plates set in the marble floor. Each pie-shaped plate is 20 feet long
from the center flame to its outer edge, and the group forms a perfect
circle around the knight. The white fire burns slowly with a blinding light,
the overlapping flames flickering and receding in a slow-motion dance.
Within the burning fire, obscured by the semi-solid flames, stands a
warrior clad in shining plate armor decorated with swirling golden sigils.
Two feathered wings curl up from the warrior’s back, the tips nearly
reaching the edge of the flames. The knight holds a crackling streak of
lightning shaped into a long sword in his hands. Kneeling on the ground
around the angelic knight are four brass figures, each holding a halberd
pointing inward toward the knight. The tips of the halberds just touch the
white fire sheathing the knight, and arcs of fire jump along their metal
bodies.

The knight is an empyreal angel named Jemichar who was caught in
a time trap during a battle more than 600 years ago. The angel landed
among the brass plates and was caught in a temporal moment designed to
repeat for 1,000 years. The brass plates originally burned at 1,000 degrees,
but the spell loses a degree of heat for each year that passes. Right now,
the plates burn at 400 degrees (4d6 points of damage to anyone touching
them).

The brass figures are 4 brass men tasked with keeping the angel in the
trap. The brass men attack anyone attempting to free the angelic warrior.
The brass men heal 12 points of damage each round they are in contact
with the brass floor plates. The angel can be freed by removing the runes
engraved in the plates by destroying the copper plates or otherwise marring
the sigils themselves. Each rune eliminated drops the temperature of the
plates by 10 degrees. When the plates no longer burn, the angel’s stasis
lifts and Jemichar soars into the sky.
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Angel, Monadic Deva

Hit Dice: 10

Armor Class: -2 [21]

Attack: 2 weapons (3d6)

Saving Throw: 5

Special: Immunities, +1 weapon to hit, magic resistance
(60%), magical abilities

Move: 18/36 (flying)

Alignment: Law

Challenge Level/XP: 18/3500

Monadic devas are angels with silvery wings that patrol the Ethereal and
Elemental planes. They serve as leaders and officers in celestial armies.
Monadic devas wield two maces +3/+5 vs. constructed creatures. They
are immune to acid and cold damage and death effects and suffer only half
damage from electricity and fire. Monadic devas can use the following
spells: charm elemental (per charm monster, but only affects elementals),
continual light, cure disease, cure light wounds (7/day), detect evil, dispel
magic, hold monster (1/day), holy word, invisibility (self only), mirror
image (7/day), polymorph self and remove curse.

Eternal Vigilance

In a long forgotten temple to the gods of Law, a lone monadic deva sits
in quiet contemplation of a shimmering, silvery pool set in the floor and
surrounded by glossy tiles of sapphire blue set with fire opals. Ensconced
on a throne of marble, he waits for the Intruder to once again attempt to
enter the universe through that pool, for the deva is a gatekeeper, pledged
for eternity to protect creation from something beyond and before and
alien to creation. The chamber holds several idols of lawful deities, all
hewn from marble and decorated with gold leaf. The deva is instantly
hostile toward chaotics that enter the temple, but is friendly enough to
lawful and neutral folk, provided they do not approach the silver pool.

Credit

The Monadic Deva originally appeared in Dragon #63 (© TSR/Wizards
of the Coast, 1982) and later in the First Edition Monster Manual II (©
TSR/Wizards of the Coast, 1983) and is used by permission.

Copyright Notice
Author Scott Greene, based on original material by Gary Gygax.
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Angel, Movanic Deva

Hit Dice: 8

Armor Class: -1 [20]

Attack: Weapon (3dé)

Saving Throw: 8

Special: Immunities, +1 weapon to hit, magic resistance
(55%), magical abilities

Move: 18/36 (flying, swimming)

Alignment: Law

Challenge Level/XP: 15/2900

Movanic devas resemble broad-shouldered humans with silver hair,
white eyes, and large feathery silver wings. Relatives of the monadic
devas, they are usually found wandering the Positive or Negative Energy
Planes or the Material Plane. Movanic devas directly aid powerful
mortals when evil threatens the balance of the planes. In the celestial
armies, movanic devas serve as soldiers.

Movanic devas wield +/ flaming greatswords. Animals do not willingly
attack movanic devas, and plant creatures cannot and do not attack
them unless attacked first. Movanic devas can shift between planes at
will. They can also use the following spells: Anti-magic shell (3/day),
continual light, cure disease, cure light wounds (7/day), detect evil, dispel
magic, invisibility (self only), plane shift, polymorph self, protection from
normal missiles (1/day) and remove curse.

Rooting Out a Thief

One night, a squad of exceptionally handsome men and women with
sepia skin, glossy black hair pulled back and tied with saffron ribbons
and opalescent eyes enters an otherwise quiet inn. They wear coats of
gleaming mail and carry flamberges. After a quick survey of the room,
they fan out and begin asking patrons if they have seen a ruddy-skinned
merchant in these parts. While the men and women are charming in their
manner and graceful in their speech, they are also quite insistent and
rebuff all questions as to who they are or to the identity of their lord. They
focus their most intense questioning on the chaotic, but make sure to
question everyone in the place. The mysterious folk are actually movadic
devas, polymorphed to resemble normal humans. They seek a demon or
devil who has been plying the trade of soul stealer on the Material Plane
in these parts, but are having difficulty locating him.

Credit

The Movanic Deva originally appeared in Dragon #63 (© TSR/Wizards
of the Coast, 1982) and later in the First Edition Monster Manual 11 (©
TSR/Wizards of the Coast, 1983) and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by Gary Gygax.
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ANIMAL LURDS

For every animal species, there is a single ruler or lord, looked upon by those animals as a minor deity of sorts.
The animal lord is the master of that species; for example, there is a fox lord, mouse lord, and a cat lord. Each animal
can assume two forms: human and animal. Its animal form is always of a member of the species it represents.
Animal lords are seen as protectors of nature and animals. They may step in and prevent hunters from destroying
a race of animals or foresters from completely decimating a forest. They do not, however, interfere with nature itself
(i.e., animals die, they are killed for food or clothing)—such is the way of the universe.

Animal lords are effectively immortal and nearly impossible to slay.
When slain, an animal lord’s soul reforms on the Astral Plane. Within
one week, it inhabits another animal of its type on the Material Plane and
reforms. No form of magic (such as magic that would contain or trap her
soul) prevents this. To permanently kill an animal lord, one must destroy

Animal Lord, Cat Lord

every animal it commands in existence (so her soul has no creature to
inhabit).

Animal lords are immune to mind-affecting effects, including illusions.
They can only be harmed by +1 or better weapons.

Hit Dice: 19

Armor Class: -5 [24]

Attack: 2 claws (2dé) and bite (1d6)

Saving Throw: 3

Special: Change shape, howl, lick wounds, magic
resistance (95%), magical abilities, immune to mind-
affecting effects, surprise on 1-4 on 1dé, +1 or befter
weapon to hit

Move: 24/12 (climbing)

Alignment: Neutrality

Challenge Level/XP: 26/6200

There is only one. The Cat Lord is the Lord of All Felines. His natural
form is that of a black panther with dark, ruby eyes. He can assume a
human form, and in this form, he appears as a dark-skinned human with
black hair, chiseled features, and ruby eyes. In human form, he almost
always dresses in black. The Cat Lord spends his days roaming the
planes. The Cat Lord can speak the secret language of druids.

When the Cat Lord howls, all creatures except felines within a 20-foot
spread must succeed on a saving throw or be stunned for 1d2 rounds.
Once every 1d4 rounds the Cat Lord can spit a line of caustic saliva at a
single target to a range of 30 feet. A creature hit must succeed on a saving
throw or be blinded.

Twice per day, the Cat Lord can automatically summon 1d4+2 lions
or tigers, 1d4+4 leopards or cheetahs, 1d2 smilodons, 1d2 weretigers, or
30 + 1d20 (normal) cats. No felines, including chimeras, caterwauls, sea
cats, kamadans, tabaxis or feline lycanthropes willingly attack the Cat
Lord. The Cat Lord can speak to all such creatures.

Nine times per day, the Cat Lord can lick his wounds, curing 2d4 points
of damage. The Cat Lord can use the following spells: Astral spell (1/
day), detect evil, dimension door, ethereality (2/day, as the potion), haste
(2/day, self only), invisibility and teleport (1/day).

The Cat Lord sees five times as well as a human in shadowy illumination
and normal light and can leap up to 30 feet forward, backward or laterally
with minimal effort. The Cat Lord can communicate telepathically at a
range of 100 feet.
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Pomp and Circumstance

With baited breath do the people of this bustling market town await the
coming of the Cat Lord, for his arrival has been presaged by the golden
tiger that only last week entered the town and took its place in the market
square. The yowling of a hundred cats announces his arrival, strutting in
human form down the streets, empty of humans and demi-humans but
swarming with cats of every shape and size, all come to pay homage to
their master. For centuries, the Cat Lord has come to this town to receive
tribute from the many feline tribes, each one sending their representative
with a choice prize. But this year, he wears a look of concern on his
face, for a new force has arrived in the town, something unknown but
worrisome to him, something that will have to be uncovered and stamped
out.

Credit
The Cat Lord originally appeared in Monster Manual II (© TSR/Wiz-
ards of the Coast, 1983) and is used by permission.

Copyright Notice
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Animal Lord, Mouse Lord

Hit Dice: 15

Armor Class: -5 [24]

Attack: Bite (2dé + disease)

Saving Throw: 3

Special: Change shape, disease, magic resistance (95%),
magical abilities, immune to mind-affecting effects
(including illusions), surprise on 1-5 on 1dé, +1 or better
weapon fo hit

Move: 24/12 (climbing)

Alignment: Neutrality

Challenge Level/XP: 21/4700

Like the Cat Lord, there is only one Mouse Lord, and she is the Lord
(or Lady) of all rodents. Her natural form is that of a large black-furred
dire rat with copper eyes. She can assume a human form and this form
is almost always of a female with darkened skin, raven-black hair, and
copper eyes. She dresses in robes of flowing silver or gray. The Mouse
Lord spends her days roaming the planes. She can speak the secret
language of druids.

The Mouse Lord’s bite causes black fever, which kills in 1d3 days
unless cured.

Twice per day, the Mouse Lord can automatically summon 10-100
rats or mice, 2d8 brain rats* or shadow rats*, 2d6 dire rats or barics*, or
1d4 dire shadow rats*, ethereal rats*, or wererats, or 1d4+1 rat swarms.
The Mouse Lord can speak to all of these creatures, and none of these
creatures will willingly attack the Mouse Lord, although they can be
compelled to do so using magic.

The Mouse Lord sees four times as well as a human in shadowy
illumination and twice as well in normal light.

The Mouse Lord can use the following spells: Astral spell (1/day),
confusion, detect evil, ethereality (2/day, as the potion), teleport (1/day).

* These creatures may be found in this book.
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The Circumstance

In a deep place, damp, pungent and unlit, the Mouse Lord reclines on
a couch of stone before a platform that supports a large, silver idol in the
shape of a rat, its carnelian eyes swallowed up by the darkness. She is
marshalling her forces, in this hidden recess beneath the caravan town,
unseen and unsuspected by the fools above. Tired of the persecution of
her people, the Mouse Lord has come to establish a new order, where rat
devours cat and humans bait no traps, instead leaving choice offerings on
their tables at night for their four-footed masters. Here she rests, a swarm
of rats around her ankles, awaiting news that the Cat Lord has arrived to
receive his final tribute.

Copyright Notice

Authors Scott Greene and Erica Balsley.
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Ant Lion

Hit Dice: 8

Armor Class: 2 [17]

Attack: Bite (2d8)

Saving Throw: 8

Special: Trap

Move: 12/6 (burrowing)
Alignment: Neutrality
Challenge Level/XP: 8/800

The ant lion is a vicious insect-like creature that resembles a giant gray
or brown ant with leathery skin covered in coarse, black bristles. Its deep,
inset eyes are black and its mouth is filled with rows of jagged teeth. Two
large silver mandibles protrude just above its mouth. Each mandible has a
barb on its inside midway between the creature’s mouth and the end point
of the mandible. The ant lion lurks in the bottom of pits and holes feeding
on those unfortunates that fall in.

Ant lions dig deep, funnel-shaped pits in which to trap their prey. An
ant lion pit is about 60 feet across and about 20 feet deep. A creature that
steps on the pit must succeed at saving throw or slip and fall down into
the center of the funnel. It is there the ant lion waits, buried just under the
surface of the ground. When prey falls to the center of the funnel, the ant
lion surfaces and attacks, using its mandibles to grab and tear its prey.
An ant lion that gets a hold does not release its prey until either it or the
prey is dead.

A Handy Trap

The sandstone monuments poke out of the desert sands, so weathered
that they look to be part of the desert and inseperable from it. But a wise
sage knows that these crooked pylons are much more than they seem,
being as they are the fingers of a giant hand, a hand that awaits only a new
crystalline matrix to re-awaken and deliver to its new master all the lands
surrounding these butterscotch brown sands. What no sage could possibly
know is that the great stone hand holds a terrible danger in the form of a
large ant lion, its pit dug in the ruined courtyard just beyond those stone
fingers. There, the ant lion preys on hapless caravaneers who pass through
the fingers, anointing them with quinoa oil as the old stories say they
must to avoid the depredations of the ghouls that lurk on the windswept
expanses of the desert. Just a few feet beyond the old arch and into the
ruined compound, and one loses their footing and plunges into the 20-ft
deep pit and into the crushing mandibles of the ant lion. Mixed in with the
bones of llamas and merchants there is a considerable treasure.

Credit

The Ant Lion originally appeared in the First Edition Monster Manual 11
(© TSR/Wizards of the Coast, 1983) and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by Gary Gygax.
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Apparition
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Hit Dice: 8

Armor Class: 4 [15]

Attack: Spectral strangulation (see text)
Saving Throw: 8

Special: Strangulation, detect living, incorporeal, sunlight
powerlessness

Move: 12/24 (flying)

Alignment: Chaos

Challenge Level/XP: 9/1100

Apparitions are undead spirits of creatures that died as the result of an
accident. The twist of fate that ended their life prematurely has driven
them totally and completely to the side of evil. An apparition is often
mistaken for a ghost or spectre. Apparitions hate all living creatures and
attack them on sight. Apparitions are ethereal creatures and they exist
mainly on the Ethereal Plane.

An apparition has no physical attacks and attacks by fear alone. By
implanting a suggestion in a victim’s mind, it attempts to actually scare
the life out of its opponent. Once the apparition selects a target, it shifts
into the Material Plane and uses its spectral strangulation ability. If the
target fails a saving throw made to disbelieve in the attack, it dies of fright.
If the target succeeds at the saving throw, they are merely affected by the
fear spell. Any humanoid slain by an apparition becomes an apparition in
1d4 hours. Apparitions are utterly powerless in natural sunlight and flee
from it. An apparition caught in sunlight cannot attack.

The Mage’s Fate

On that day twenty years ago, how could the old mage know he was
sitting down to his last meal? It had been a common enough day, filled
with researches into the recesses of the labyrinthine halls of the dungeon
and little real success - always more questions than answers. He and his
small retinue of apprentices had sat down around the old stone table in
the room they called the “Grand Tomb”. The table was made of marble,
with a sculpture worked into the top depicting a gaunt man in full armor,
hands clasped around a two-handed axe that extended all the way down
to his pointed feet. An oddity to be sure, for the mage was quite sure it
was not a repurposed sarcophagus lid - maybe a trophy memorializing a
fallen foe? There they sat, the hired man bringing in a platter of boiled
mushrooms they had discovered in a reeking cavern, a mismatched
collection of found goblets and tankards holding souring wine, hard tack
and salt pork spread out before them on the table. So involved were they
with the feast and a good natured exploration into the meaning of the
holes that dotted the floor of the Grand Tomb, they didn’t notice the hiss
of gas making its way through those holes, or the silent sliding of stone
doors into place blocking their escape. And so, they died, coughing and
hacking. And now, as soon as the party finds a way through that stone
slab, the brave adventurer will discover the final fate of that mage and his
apprentices, now 1d3+1 apparitions, still collected around the weird table
wondering what it all means.

Credit

The Apparition originally appeared in the First Edition Fiend Folio (©
TSR/Wizards of the Coast, 1981) and is used by permission.

Copyright Notice
Authors Scott Greene and Clark Peterson, based on original material by
Underworld Oracle.
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Arach

Hit Dice: 8

Armor Class: 5 [14]
Attacks: 6 slams (1dé) or 6 short swords (1dé), 1 bite (1d4
plus poison)

Save: 8

Special: Poison, summon spiders, spells
Move: 12/6 (climb)

Alignment: Chaos

Challenge Level: 9/1,100

This six-armed humanoid has a lithe build and stands
just under seven feet tall. They have narrow aquiline
faces and bony plates protruding from their thoraxes
and limbs. Arach inject a poison with their bite, and
may coat their weapons with the same substance.
About 30% of arach are spell casters, able to cast
spells as a 6th-level Magic-user.

Spider Colony

The underground tunnel opens into a cylindrical

chamber filled with hanging vines and thick, twisted
roots that drape down from the 50-foot-high ceiling.
Three tunnels exit the chamber in various directions.
Tiles inlaid in the jade floor depict a massive spider
overrunning a city as black flames lick the night sky.
The spider’s eyes are red tiles that glow brightly
in the darkened chamber. Spiders crawl in thick
clusters through the roots and vines, and thick balls
of webbing hang among the plants.

A nest of 6 arach lives in a series of chambers
accessed by a hidden doorway 40 feet off the floor.
The spider-like men and woman often lurk in the vines
like giant hunting spiders, suspending themselves by
gripping the roots and ivy in their six hands. The arach
drop on unsuspecting explorers, and fight to subdue
victims to sacrifice them in a grand ceremony to the
spider god of destruction the tribe worships. The arach
nest is decorated with spun webs, and thousands of spiders
crawl inside the wide tunnels.

Copyright Notice

Author Scott Greene.
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Arcanoplasm

Hit Dice: 5 )
Armor Class: 8 [11] - £
Attacks: 1 acid slam (2d4 plus 1dé acid + grab) A S :jf;

Saving Throw: 12 bt A
Special: acid (1dé), absorb spells, spell mimicry, immunities T,
Move: 3

Alignment: Neutrality
Challenge Level/XP: 8/800

Arcanoplasms resemble giant pale yellow amoebas with “veins” of dark o~ i
gray striping. Arcanoplasms are “tuned” to arcane magic and can de- (/ o
tect magic-users within 100 feet. They can mimic any 5th-level or
lower magic-user spell cast within 30 feet on their next action.
Any arcane spell cast is automatically absorbed to heal 1 point
for every 3 points of damage otherwise done (non-damaging
spells heal 1 point per spell level of the spell). Spells that 'Y
affect an area are not absorbed, but also don’t affect the
arcanoplasm. Cleric spells affect the ooze normally. Ar-
canoplasms are immune to poison, sleep effects, paraly-
sis and polymorph.

The Glass Menagerie

The hallway opens into a 30-foot-by-30-foot room
melted from within. The walls, floor and ceiling
bow outward as if a pressure wave of heat slammed
into them. Wall sconces droop like melted wax, the
metal lanterns attached to them nothing more than
molten puddles running in gray streaks down the
stone walls.

Glass statues of cats, dogs and other wildlife sit
on shelves or stand freely about the room. Some
of the life-size sculptures are incredibly detailed,
showing matted fur and antler scarring. The room
gleams with reflected light from the hundreds of
statues, which range from small glass tree frogs
glued to the wall to a massive moose that dominates
one corner of the chamber. All of the glass animals
are incredibly detailed sculptures, but nothing more.

A fine layer of dust collects on all of the animals.

Floating in the center of the room is a 5-foot-
diameter glass sphere whose interior roils with
yellows and grays. The sphere floats a foot off the
floor, and can be pushed around the room with ease.
There is a 1 in 6 chance that anyone pushing on the
glass shatters it accidentally. The yellow mass inside the
sphere twists and turns wildly whenever a magic-user
comes within 5 feet. This wild thrashing has a 1 in 20
chance of shattering the glass. Anyone tapping the glass
with a weapon shatters it instantly.

Trapped inside the sphere in an arcanoplasm that has been
held captive for nearly a year. The creature melted the room,
but was then trapped in the sphere by a magic-user named Chripat
the Green. The effort cost the magic-user dearly; he fell sick and
died of his injuries before he could get rid of the creature permanently.
The arcanoplasm is folded tightly upon itself inside the glass sphere, and
twists and turns unable to escape. It expands to fill a 10-foot square if
released.

Copyright Notice

Author Scott Greene.
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Archer Bush

Hit Dice: 2

Armor Class: 5 [14]
Attack: Thorns (1d8)
Saving Throw: 16

Special: Thorns

Move: 3

Alignment: Neutrality
Challenge Level/XP: 2/30

The archer bush is a subterranean, semi-mobile plant that looks like a
small mound of brownish-green leaves with pale buds of gold and purple.
It takes sustenance from the blood of living creatures. Hidden beneath its
trunk is the archer bush’s mouth, which appears to be nothing more than
a dark recess or cavity. It attacks by firing a cluster of thorns at a single
creature that comes within 20 feet of its location. These thorns inflict 1d8
points of damage and impose a -1 penalty to hit and to saving throws until
removed.

A Way Out

A long, inclined passage leading toward the surface ends in a strange
chamber measuring 30-ft wide and deep and 40-ft from floor to ceiling.
The floor of the chamber is an inverted pyramid 15 feet deep with stepped
sides. The upper portion of the chamber is similarly shaped with a 5-ft
wide opening in the roof that appears to let in daylight. In floor of the
chamber is inhabited by a patch of 1d4+4 archer bushes as well as a few
pale vines bearing plutonic grapes (edible, but narcotic and with a deep,
sharp taste). While the hole in the ceiling appears to provide a way out
of the dungeon, it is actually a trick - just a few feet above the hole there
is a large, silver plate enchanted with a permanent /ight spell - a fairly
convincing illusion. The chamber is visited every few days by a gang
of kobolds who use silver flutes to put the plant monsters into a trance,
gathering any dropped treasure and picking a few grapes to turn into
black wine.

Credit

The Archer Bush originally appeared in the module B3 Palace of the
Silver Princess (© TSR/Wizards of the Coast, 1981) and is used by
permission.

Copyright Notice
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Ascomoid

Hit Dice: 6

Armor Class: 3 [16]

Attack: Run over or slam (1d8)

Saving Throw: 11

Special: Run over, spores, resistance to blunt weapons, fire
and electricity (50%)

Move: 15

Alignment: Neutrality

Challenge Level/XP: 8/800

Ascomoids are subterranean fungus monsters that exist on a diet of
living creatures. They appear as 10-ft diameter brownish-green puftballs
pocked by small dots that function as sensory organs. Ascomoids feed
by sitting atop a slain creature and absorbing its body fluids into its own
form. Creatures slain in this manner appear as rotting husks. Ascomoids
generally avoid light and the surface world, though they have no adverse
reaction to sunlight or bright light. They attack by rolling over its
opponents or slamming into them. Creatures that are run over or slammed
must pass a saving throw or be knocked prone. Ascomoids can also fire
spores at attackers. The spores have a range of 30-ft and billow into a
cloud with a 20-ft radius and 20-ft height. Creatures caught in the cloud
must pass a saving throw or suffer 2d6 points of damage. All creatures,
whether they save or not, are blinded and nauseated for 1d4 rounds.

The King’s Sauna

Damp and musty, the tunnel lead downward towards a large, natural
cavern. As the tunnel approaches the cavern one notices whitish, downy
fungus covering the walls and floor. The fungus is occaisionally interupted
by small, tan puftballs that seem to quiver as people pass by. The cavern
is monstrously large, with sulfur encrusted cracks in the walls and floor
emitting a thin vapor that coats the cavern in moisture and allows fungus
to thrive. A second tunnel, really a subterranean riverbed, exits the cavern.
Dwellers of the underworld call this place The King’s Sauna, referring
to the warm, moist air and to the cavern’s only inhabitant, a massive
ascomoid. The ascomoid knows when people are approaching, and often
lies in wait for them on an inclined shelf near the entrance, waiting for
them to reach the center of the room, where the foot-wide cracks hinder
their movement, before attacking. Any treasure found littering the floor is
most likely tarnished or rusted unless made of gold, silver or stone.

Credit

The Ascomoid originally appeared in Dragon #68 (© TSR/Wizards of
the Coast, 1982) and later in the First Edition Monster Manual 11 (©
TSR/Wizards of the Coast, 1983) and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by Gary Gygax.
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Asrai

Hit Dice: 1

Armor Class: 8 [11]

Attacks: 1 cold touch (1dé)

Saving Throw: 17

Special: Chill touch, spells, water dependent
Move: 12/24 (swim)

Alignment: Neutrality

Challenge Level/XP: 3/60

An asrai is a 1-foot tall female fey with long golden hair, slightly
pointed elf-like ears and pale blue skin. Her eyes are emerald or gold
and her features are delicate. Male asrai are thought to exist, though none
have ever been encountered. Asrai can’t leave their watery homes for
more than an hour. An asrai’s touch chills opponents for 1d6 points of
damage. Asrai cast spells as Sth-level Magic-Users. Twice per day, they
can also cast create water and obscuring mist.

The Lady in the Lake

A small pond sits amid the rolling hills under a peaceful blue sky. Elms
sway in a gentle breeze. Frogs croak a natural melody and dragonflies
flit across the still waters. Fallen logs sit in a jumble on the pond’s edge.

An overturned rowboat floats in the lake about 15 feet offshore. Its
wooden hull is scratched and battered, and small icicles of hoarfrost
drape off the boat despite the dale’s warm weather. The lake is shallow
for about 5 feet along the edge, then drops to about 20 feet. The boat stays
in one spot, resisting the slight wind pushing against it. A long sword
with a gleaming golden hilt is thrust through the boat’s wooden hull. The
weapon has a small red jewel on the end that pulses like a beating heart.
From the boat, a woman’s voice pleads, “Help me.”

An asrai named Nemedia became trapped in this small pond as she was
traveling overland after drought forced the water creature from her river
home. She had hoped to move on by now, heading eastward in small hops
to a river about a day away. Her luck held until she reached this idyllic
pond.

The pond was already the hunting ground of 7 stirges that live in the
breakdown of fallen logs and in the trees on the edges of the pond. The
stirges attacked Nemedia as the exhausted asrai dove into the lifesaving
water. She was able to overturn a rowboat to shield herself from the flying
pests, but has been unable to escape.

Nemedia hides in the pond’s deep water, but occasionally surfaces
beneath the rowboat to see if she might yet escape. She pleads with
rescuers to help, promising them riches. The sword is a phantasmal force
image she hopes will entice rescuers. The stirges refuse to let their meal
get away so easily, however, and attack if PCs move toward the rowboat.

The asrai takes any help offered, including being carried in a container
of water to the nearest river if PCs offer. If transported in such a manner,
she repays her rescuers by drawing them a map to a small treasure hoard
of 100 gp and 4 small rubies (50 gp each).

STIRGES (7): HD 1+1; AC 7[12]; Atk Sting (1d3 + blood drain);
Move 3 (Fly 18); Save 17; Alignment: Neuftrality; CL/XP 1/15;
Special: Drain blood 1d4/round

Copyright Notice
Author Erica Balsley.
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Assassin Bug, Giant

Hit Dice: 6

Armor Class: 5 [14]

Attacks: 2 claws (1dé) and 1 bite (1d8 + liquefy organ)
Saving Throw: 11

Special: Liquefy organs

Move: 9/6/12 (climb/flying)

Alignment: Neutrality

Challenge Level/XP: 8/800

A giant assassin bug has a narrow head ending in a segmented beak or
proboscis. The 5-foot-tall creature’s carapace is dull brownish-black and
its front jackknife legs are covered in thousands of small hairs. Two long
segmented antennae jut from its head. Assassin bugs are predatory insects
that feed on the blood and tissue of living creatures. An assassin bug has
two pairs of wings that it keeps folded against its back when not using
them to fly. The bite of an assassin bug injects a corrosive poison that
liquefies its prey’s insides (save to resist).

Don’t Mess With Mama

In the depths of the Primian Forest, the trees grow in thick clusters with
conjoined canopies blocking the sunlight. Thick fronds catch the area’s
scant rainwater and hold it in the tops of the trunks. The ground is dusty
and brown and dead. A giant assassin bug hunts in this seared wasteland,
running through the upper branches before leaping down to pin prey. The
creature has a clutch of young it protects in the hollow formed beneath a
couple of fallen oak trees. The body of a half-digested fighter lies slumped
over the log. His legs are still solid, but his torso a liquefied mess of soft
flesh and gooey organs. The three young assassin bugs leap to attack if
disturbed, but the real threat is their mother who viciously tears into any
creature approaching her nest and young.

Copyright Notice

Author Scott Greene.
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Astral Shark

Hit Dice: 8

Armor Class: 3 [16]

Attack: Bite (1d8)

Saving Throw: 8

Special: Astral scent, sever silver cord
Move: 24

Alignment: Neutrality

Challenge Level/XP: 9/1100

Astral sharks are sleek, piscean creatures with blotchy skin of sickly
white and pink. They measure between 12 and 30 feet in length. Astral
sharks have jagged, slightly curved dorsal fins and large, bulbous, lidless
eyes that show no trace of pity. Astral sharks dwell on the Astral Plane,
sitting atop that weird dimension’s food chain. They seem to be drawn
to the strange energies of visitors to the Astral Plane, relishing the silver
cords that connect an astral traveler to its material body. Astral sharks
can detect the presence of an astral traveler within 180 feet. When such
a traveler is detected, it streaks toward them and begins to circle, darting
in to bite with its powerful jaws. On a roll of a natural 20, the astral shark
manages to sever the traveler’s astral cord, destroying its material body
and astral form.
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Titanic Skeleton

Making their way across the great astral expanse, the adventurers
might come across a giant skeleton drifting aimlessly, almost gracefully.
Although it might be mistaken for the bones of a storm giant, the skeleton
actually belonged to a young titan that fled battle with a great wyrm into
the Astral Plane, only to die there. A passing school of 1d4+1 astral sharks
stripped the titanic body of flesh, leaving only a few gibbets of amber-
colored meat, shredded vestments and a smattering of treasure, much of it
now floating in the vicinity of the corpse. The sharks remain nearby, and
there is a 2 in 6 chance per minute spent examining the body that they
detect the presence of visitors and attack.

Copyright Notice
Author Scott Greene.
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Atomie

Hit Dice: 1d3

Armor Class: 4 [15]

Attack: Weapon (1d3)

Saving Throw: 18

Special: Spells, magic resistance (20%), surprise on 1-2 on
1dé

Move: 15/24 (flying)

Alignment: Neutrality

Challenge Level/XP: 2/30

Atomies are among the smallest of the fey, looking like 1-foot tall elves
with gangly limbs and greenish skin. They dwell in arboreal regions, with
a single atomie family staking their claim to a single tree. Atomies are
attractive, especially when compared to other sprites. Atomie clothing
is almost always magical, made to change color with the seasons to
help hide the wearer during all times of the year. Atomies can cast the
following spells: Blink, entangle, invisibility (self), pass without trace
and speak with animals.

There Goes the Neighborhood

When the archduke laid siege to the baroness’ castle, he felled many
trees and heaped one depredation after another on the woodlands that
had housed a tribe of atomies since time immemorial. Fearing the iron
weapons of the soldiers, the 2d4x10 atomies have moved on, taking up
residence in a large forest of walnuts and wild apple trees. The people of
a small village have gleaned much of their sustenance from this forest
for years, grazing their swine in it and gathering walnuts and apples. The
atomie, having just been driven from their own lands, are in no mood for
sharing with humans and are thus doing their best to drive the humans
away - tormenting hogs, tying fairy knots in hair, petty theft, scouring
the woodlands of walnuts and apples, etc. The atomies have no leaders as
such, with each female among believing herself to be a queen, so some
of the creatures are against this campaign of terror and may be inclined
to help the hapless villagers. The tree top hovels of the atomie are woven
from fallen and living branches and very difficult to spot. The woods are
now filled with simple traps - small holes to turn ankles, arrows coated
with painful toxins and the like. At heart, the atomies do not wish to kill
the humans, just drive them away.

Credit

The Atomie originally appeared in the First Edition Monster Manual 11
(© TSR/Wizards of the Coast, 1983) and is used by permission.
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Aterrant to Abrlmooras
Aurumvorax (Golden Gorger)

Hit Dice: 12

Armor Class: 0 [19]

Attack: Bite (1d8)

Saving Throw: 3

Special: Rake with claws, surprise on 1-2 on 1dé, resistance
to fire (50%), immunity to poison

Move: 12/3 (burrowing)

Alignment: Neutrality

Challenge Level/XP: 13/2300

The aurumvorax (also called the golden gorger) is an extremely vicious
creature that resembles an 8-legged badger with bright, golden fur. Only
3 feet long, aurumvoraces are extremely territorial, coming together only
rarely to mate. The aurumvorax attacks by biting a foe and holding on
with its powerful jaws. Victims of the creature’s bite attack must pass
a saving throw to avoid being held in jaws and raked with four claw
attacks, each inflicting 1d4 points of damage. Aurumvorax feed on gold,
devouring the coins and using the gold to strengthen their bones and
stiffen their bristles. The pelt and bones of the animal are worth 2,000 gp.

1

Laying Claim

A grumpy old aurumvorax has made a lair for itself in a shallow, rocky
cave overlooking a small gully that holds a trickling river that is quite rich
in gold. More than a few prospectors have made the mistake of setting up
camp along the stream, all of them quickly run off by the territorial and
aggressive beast. This particular aurumvorax is now nursing a litter of
1d4+1 young. At the back of the beast’s lair, one might find a tarnished
metal wheel with five spokes sticking up out of the rock. With some effort
(total strength score of 18) it can be turned to no immediate, obvious
effect. One turn after turning the wheel, one might discern a low rumbling.
1d4 rounds after that, the rumbling becomes a roar and a wall of water
sweeps down the gully, taking anything in its path with it and inflicting
6d6 points of damage on them. Folks in the cave will be drowned unless
they can fight the current and swim free. The deluge continues for 1d4+1
rounds before settling down and leaving a small, swift river in place of the
stream. The water comes from a dam constructed by the ancients about
twelve miles up river.

Credit

The Aurumvorax originally appeared in the First Edition
Monster manual I (© TSR/Wizards of the Coast, 1983) and is used
by permission.
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Babbler

Hit Dice: 5

Armor Class: 4 [15]

Attack: 2 claws (1dé) and bite (1d8)
Saving Throw: 12

Special: Surprise on 1-4 on 1dé
Move: 15/9 (bipedal)

Alignment: Chaos

Challenge Level/XP: 5/240

Babblers are tall creatures that appear to a cross between a lizardman
and a gorgosaurus. They heave yellow scales, grey underbellies, and
large, strong tails that keep them balanced when they stand on their hind
legs. Most of their time is spent slithering on their stomach in search
of prey. The babbler is a carnivore and is quite fond of human, elven,
and dwarven flesh. They speak their own weird, gutteral language and
understand Common but cannot speak it. A babbler making a surprise
attack enjoys a +2 bonus to hit and damage.

7

The Babbler Step

A stepped pyramid has long stood in the midst of the marshlands,
rising from a shallow lake, the shores of which are choked with reeds
that pipe weird tunes in the frequent winds that sweep over the area.
The pyramid is constructed of large blocks of a chalky, ochre colored
stone, and though now very weathered, once were decorated with angular
glyphs of grimacing dragons and water lilies. At the top of the pyramid,
which stands about 60-ft tall at the pinnacle, there is a small altar stained
with wine and blood, for this pyramid was dedicated to an elder god who
granted euphoria and madness in exchange for sacrifices. A hidden catch
on the altar causes it to slide slightly, revealing a narrow flight of steps
that winds its way into the heart of the pyramid.

The steps finally end in a large chamber lit by etheric orbs of light that
bob gently on the surface of a dank, slimy pond. The pond is connected
to the outer lake via submerged tunnels. Once a holy place to the lizard
men who ruled these lands in ancient times, it is now occupied by the
descendants of the priests who presided over that final sacrifice that
helped tear down the wall between the Material Plane and the pocket
dimension of Agothustlaat. A pack of 1d3+1 babblers lairs in this pond,
relaxing in the cool waters and awaiting the day when the stars realign
and Agothustlaat can return to our world.

A small hole drilled through the wall allows a small beam of light to
enter the pond chamber. When the beam of light strikes the sapphire (300
gp) eye of a bas-relief of a reptilian priest in full regalia on the opposite
wall, the babblers will know it is time. A copper urn, sealed with wax,
holds the sacrificial robes and knives of the babbler priests. A secret door
in the cavern leads to a narrow hallway lined with small cells wherein are
chained a number of human and demi-human captives taken in raids on
surrounding settlements. The prisoners are kept alive on a diet of swamp
roots and raw fish, and two have already perished.

Credit

The Babbler originally appeared in the First Edition Fiend Folio (©
TSR/Wizards of the Coast, 1981) and is used by permission.
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Rahbler to Rargigg Deroish
Baccae

Hit Dice: 3

Armor Class: 7 [12]

Attacks: 2 claws (1dé) and 1 bite (1d4) or 1 weapon (1d10)
and 1 bite (1dé)

Saving Throw: 14

Special: beast form, charming gaze

Move: 6

Alignment: Neutrality

Challenge Level/XP: 4/120

Baccae are attractive women with long flowing, rich, red hair and
emerald green eyes. They wear billowy white robes emblazoned with
archaic symbols and runes and stand between 5 and 6 feet tall and weigh
around 120 to 130 pounds. When enraged or intoxicated, baccae become
beastlike and attack with weapons, fangs and claws. When in human
form, any creature withon 30 feet meeting their gaze must save or be
charmed (as per the spell).

Wild Things

The forest’s thick plants and clinging thorns give way to a strange sight:
Six women wearing little more than silk scarves tied strategically around
their bodies dance in unison around a proud stag in the middle of the
leaf-covered clearing. A bonfire of aromatic wood sends a thin stream
of smoke across the dancers. Their flesh glistens with a fine sheen of
sweat as they dance. The leader is a tall woman with rich red hair and
emerald eyes who moves a half-second ahead of the dancers, directing
the bacchanalia.

If interrupted, the dancers halt immediately, and the stag bounds away,
vanishing into the forest with a chaotic stamp of hooves and thrashing of
its pronged head. The 6 baccae invite PCs to join their dance. Red wine
is freely offered, and the women consume as much as their guests. PCs
notice the changes in the women almost immediately as they become
more bestial and belligerent, and the dance becomes wilder and more
passionate.

The baccae have one enemy in the woods, however, a black-furred
gang of 4 ruthless werewolves who hide in the woods waiting to end the
dancers’ revelry. These ruffians burst out of the forest intent on slaying
the women, and any guests they encounter.

Copyright Notice

Author Scott Greene.
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Banderlog

Hit Dice: 4

Armor Class: 5 [14]

Attack: Bite (1dé) or club (1dé) or coconut (1d4)
Saving Throw: 13

Special: Coconut throwing

Move: 15/12 (climb)

Alignment: Neutrality

Challenge Level/XP: 4/120

The banderlog is a somewhat intelligent baboon-like primate with
grayish-brown fur that makes its home in warm forests and jungles.
Though it appears as a larger version of the common baboon, it does
not keep company with or associate with normal baboons. Banderlogs’
intelligence allows them to form small tribal communities for protection
and companionship. The leader of such a community is usually the largest
and strongest banderlog of the tribe. Banderlogs sustain themselves on a
diet of fruits and nuts, with coconuts being their favorite food. Though
omnivorous, they rarely eat meat of any sort. Unaggressive unless
threatened, banderlogs prefer to attack from a distance using small rocks
or coconuts. They can hurl these projectiles up to 50 feet.

Banderlog Barque
A grand barque, the property of a noblewoman from the coast, has ////f
run aground on a sandbank near the bank a great jungle river. The 4// —
barque ventured up the river in search of a great treasure, a treasure //’
guarded by sinister powers who did not wish it found. One terrible % // 4
night, these guardians descended from a moonless sky and killed .

or carried away the barque’s entire complement. vy,

The abandoned boat has now been taken over by a a pack // 4
of 6d4 banderlogs and their 1d2 leaders (6 HD each). The . / ‘
banderlogs have occupied themselves by dismantling just 4 11,
about everything they could get their hands on, swinging about
on the slack ropes, tearing up the sails and feasting on the ol
provisions below decks. The captain’s cabin, fairly doused in
blood, still holds a treasure map stuck to a table with a dagger.
Credit
The Banderlog originally appeared in the First Edition
module S3 Expedition to the Barrier Peaks (© TSR/Wizards
of the Coast, 1980) (as the baboonoid) and later in the First
Edition Monster Manual 11 (© TSR/Wizards of the Coast,
1983) and is used by permission.
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Rahler to Rurging Denish

Baobhan Sith

Hit Dice: 3

Armor Class: 9 [11]

Attacks: 1 slam (1d4) and 1 bite (1d4)

Saving Throw: 14

Special: Blood drain, captivating dance, dying words, spell-
like abilities

Move: 15

Alignment: Chaos

Challenge Level/XP: 6/400

A baobhan sith appears as female elf with pearl white skin, golden or
brown hair, and eyes of emerald, blue or hazel. Her figure is sleek and
curved and she moves with a cat-like grace. By entrancing creatures with
their dance, they lure men to their deaths. Those who see her dance must .
make a save, or become enthralled for 2d4 rounds. Once a target is /
captivated, the baobhan sith moves in and drains its blood with a -
bite (1d4 points of damage). When slain, the baobhan sith curses oz
her killers with her dying words. At will, baobhan sith can detect ;
thoughts and cast plant growth and suggestion.

The Prism Prison

A 100-foot-diameter reflecting pool of clear water fills

this forgotten temple. Plants grow wildly about the room
from golden planters, creating a jungle of vegetation
within the building. Ten mirrored columns surround the
pool, each rising to the arching ceiling 40 feet overhead.
A gurgling fountain of water jets upward in the center of
the pool, splashing against the sides of a 15-foot-diameter
clear crystal sphere hovering above the pool. Within the
crystal is a pale elf with golden hair and delicate features.
She is dressed in a sheer gown that flows over her slender
body like a waterfall.

The woman is a baobhan sith imprisoned by her sisters for
leading a female warrior into their valley. If PCs approach
the pool, the trapped baobhan sith begins dancing. The crystal
prison reflects the dance into the water and onto the pillars,
forcing anyone looking at any of these reflective surfaces to
save or be charmed by the woman’s seductive movements. Any
charmed PCs are attacked by 8 baobhan sith hiding in the thick
vegetation.

If the crystal is shattered, the baobhan sith within is freed and
flees.

Copyright Notice
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Barbegazi (Ice Gnome)

Hit Dice: 2

Armor Class: 8 [11]

Attacks: 1 weapon (1d4)

Saving Throw: 16

Special: Spell-like abilities, snow move, immune to cold, fire
vulnerability

Move: 9

Alignment: Neutrality

Challenge Level/XP: 3/60

Barbegazis — also known as ice gnomes — stand about 3-1/2 feet tall
and have white hair and long flowing whitish-blue beards that appear
to be made of icicles. Their skin is pale and glossy-white and their eyes
are deep blue. They have large, flat feet and never wear shoes. They are
perfectly adapted to live in the coldest regions, and can walk on deep
snow without being slowed. Once per day, a barbegazi can cause metal to
freeze using a variation of heat metal. They are also able to shoot shards
of ice from their hands (cold variation of burning hands, 1/day) to stop
attackers.

Making Tracks

Two run-down wagons sit in the middle of the frozen
wasteland, their battered wooden sides covered by
thick polar bear pelts to keep out the cold. A weak fire
burns in the middle of deep snowdrifts, the logs barely
flickering with tiny licks of flame. The camp is empty,
although boot prints from about six human travelers
lead off into the trees. .

The camp is a trap laid by a group of 8 barbegazi
thieves journeying far from their Wailing Glacier
home. The small band is wanted by their village for
stealing a diamond idol that supposed to keep the
Wailing Glacier from melting. The small group fled
their village and has been robbing travelers for supplies
as they stay a step ahead of the bounty hunters hired to Q‘*
return the idol.

The barbegazi hide in hollowed-out snowdrifts with their
2 polar bear pets. The polar bears pull the wagon when the
barbegazi travel. The human tracks leading out of the camp were made
using wooden boot shapes the barbegazi strap onto their smaller feet to
mislead travelers.

One of the wagons contains a fist-sized diamond carved to look like
a small white dragon wrapping itself around a frozen icicle. The idol is
worth 500 gp, but the barbegazi of the Wailing Glacier have hired agents
to seek out and return the relic. They look harshly on anyone trying to sell
the stolen relic.

N

<n

POLAR BEAR (2): HD 7; AC 6[13]; Atk 2 claws (1dé+1), 1 bite E b
(1d10+1); Move 12; Save 9; CL/XP 7/600; Special: Hug. 2
n
. . 0
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Rahbler to Rargigg Deroish
Baric

Hit Dice: 2

Armor Class: 6 [13]

Attack: 2 claws (1d3) and bite (1d8)
Saving Throw: 16

Special: None

Move: 15

Alignment: Neufrality

Challenge Level/XP: 2/30

Barics look like giant 6-legged rats with black fur
and yellow eyes. They have long, duck-like bills lined
with rows of needle-like teeth. The average baric is 3
feet long and weighs 50 pounds, though they can grow to a
length of 7 feet and weigh about 150 pounds. Some races keep
barics as pets, though more often than not, these unpredictable monsters Credit

turn on their masters within a short time of entering captivity. The Baric originally appeared in the module B3 Palace of the

Silver Princess (© TSR/Wizards of the Coast, 1981) and is used by

Rat I_’aCk permission.

Copyright Notice

A pack of 1d8 barics has been placed into suspended animation within = 5 470 Seott Greene. based on original material by Jean Wells.

a large, long, silvey cannister. The cannister’s origin is unclear, though it
bears many dents and scuffs, as though it has come a long way. It is now
resting in the midst of a large, vaulted cavern, having been carried there
by the warriors of a tribe of troglodytes, their shaman having declared it a
god when a patrol discovered it in the surface swamps.

The cannister can be opened by the turning of dials found on one end
of'the cannister. The dials are encrusted with dried muck from the swamp
and one of them is damage, requiring a thief to succeed at an open locks
roll at a -15% penalty, or not penalty if assisted by a magic-user with
a read languages spell. When opened, the end of the cannister simply
falls off, as though severed, ending the suspended animation and setting
the barics loose on an unsuspecting world. Inside the cannister there is a
thick layer of red dust and a treasure of 1d4 x 100 oblong gold coins in
a leather sack.
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Basidirond

Hit Dice: 5

Armor Class: 3 [16]

Attack: Slam (1d8 + spores)

Saving Throw: 12

Special: Hallucination cloud, spores, immune to cold
Move: 9

Alignment: Neutral (chaotic tendencies)

Challenge Level/XP: 8/800

Basidirons are fungal creatures that resemble inverted umbrellas with
stems of dark green or brown hanging beneath it. The inside of its cone-
shaped top is inky black. The basidirond stands 7 feet tall, and is believed
to be related to the ascomoid (q.v.). It makes it lair in very dry underground
caverns. The basidirond attacks by striking with its cone-shaped cap or
by releasing a cloud of spores . This cloud of spores measures 20 feet
in radius. Creatures within the cloud must succeed on a saving throw
or be affected as by a confusion spell for as long as they remain in the
cloud plus 1d4 rounds after leaving the area. A new save must be made
each round a creature remains within the affected area. (For more specific
hallucinations see the sidebar text.)

Basidirond Hallucination Cloud
Rather than affecting an opponent as by a confusion spell,
you can randomly determine hallucinations for each creature
affected. The duration remains the same as detailed under the
creature’s special attack.
1d8  Hallucination
1 Individual believes he is in a swamp and strips off gear
and armor to avoid sinking.
2 Individual believes he is being attacked by a swarm of
spiders. He attacks the floor and surrounding area.
3 Individual believes item held has turned into a viper;
drops item and retreats back from it.
4 Suffocation—Individual believes he is suffocating and
gasps for air and clutches throat.
5 Individual believes he has shrunk to 1/10 normal size. He
begins yelling for help.
6 Individual believes his associates have contracted a
disease. He will not come closer than 10 feet.
7 Individual believes he is melting; grasps self in attempt to
hold together.
8 Individual believes his back is covered with leeches. He
tears armor, clothing, etc. from his back to get at them.

A basidirond’s slam attack transfers smothering, poisonous spores to its
opponent. A creature struck must succeed on a saving throw or smother
in 1d4+1 rounds unless a cure disease spell is cast on them. A basidirond
takes no damage from a cold effect, but is slowed (as the spell). During
this time, a basidirond cannot use its poisonous spores or hallucination
cloud special attacks.

Fungus Among Us

As you proceed down the tunnel, you notice the air becoming warmer
and drier, working you into a lather and parching your throat. After a few
more yards, you hear the screams of a madman echoing down the tunnel.
They grow louder and louder, and no more than a minute later you catch
sight of an adventurer in chainmail running towards you screaming about
“the spiders”. If one attempts to stop him, he flails wildly for a couple
rounds before coming to his senses. Otherwise, he continues running past
the adventurers into the dungeon.

If calmed down, the man describes 1d3 weird fungal creatures with long,
brown tendrils and a cone shaped bodies dwelling in a large cavern about
100 yards ahead. The cavern is horseshoe-shaped and measures about 300
feet from entrance to exit. It is terribly warm, caused by a volcanic vent
that passes through the inner cavern wall and filled with bones, dozens
of pieces of armor and weapons and a thick layer of dried fungus - either
husks of the creature’s “young”, or flakes from its own body.

Besides any other treasure that might litter the area, the dried husks
are valuable for brewing a bitter, nauseating tea that is said to give one
the ability to see through illusions for up to one hour after drinking it.
Imbibers of the tea will find that these rumors are true, but they must also
pass a saving throw at +4 or lose their minds (per a symbol of insanity
spell).

Credit

The Basidirond originally appeared in Dragon #68 (© TSR/Wizards
of the Coast, 1982) and later in the First Edition Monster Manual II (©
TSR/Wizards of the Coast, 1983) and is used by permission.
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Rahler to Rurging Denish
Basilisk, Crimson

Hit Dice: 6

Armor Class: 4 [15]

Attacks: 1 bite (1d8 + acid)

Saving Throw: 11

Special: Acid bite, blood frenzy, wounding gaze,
camouflage

Move: 6

Alignment: Neutrality

Challenge Level/XP: 7/600

A crimson basilisk is about 6 feet long and weighs over 400 pounds. Its
skin is dull crimson though it can easily change its color to match that of
its surroundings. Its eight legs are thick and stout and end in sharpened
claws. The spines on its back are crimson as well, though they tend to be
darker than its overall body (especially in males). Its eyes glow with a
ghostly blue light. A crimson basilisk’s saliva is corrosive, dealing 1d6
points of acid damage with each bite. Any creature within 30 feet that
meet’s the creature’s gaze must save or lose 1d4 hit points as their blood
weeps from their eyes, ears, nose and mouth. A crimson basilisk that
detects fresh blood within 30 feet enters a frenzied state that gives it a
+2 to-hit bonus.

Tears of the God

The 20-foot-tall head of a statue sits on the ground. There are no clues
to the whereabouts of the rest of the statue. Blood continually drips over
the surface of the unknown bearded god, weeping from its hairline where
a stone crown sits and down its cheeks and chin. The entire area reeks
of rotting gore, and years of draining blood saturate the ground around
the stone head. Clouds of flies swarm the area, driven by bloodlust. The
blood pours over the head and coalesces in cracks and crevasses, creating
a dramatic chiaroscuro effect on the white marble head. The flowing
blood gives the statue the appearance that it is crying.

The blood is actually from the prey of a crimson basilisk that nests atop
the stature in a natural hollow inside the stone crown. The crimson
basilisk normally stays atop the statue to sun and devour its meals;
otherwise, it is off hunting for prey and mates. Down-on-their-
luck locals sometimes journey to the statue to make offerings
of meat and fruits to the god. Sometimes they do not return.

. . L]
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Basilisk, Greater

Hit Dice: 10

Armor Class: 2 [17]

Attack: 2 claws (1d8 + poison) and bite (1d8)
Saving Throw: 5

Special: Foul breath, peftrifying gaze, poison
Move: 9

Alignment: Neufrality

Challenge Level/XP: 13/2300

Greater basilisks are larger, more vicious cousins of the normal basilisk.
They are 12-foot long reptilian monsters with dull brown skin, yellow
underbellies and eyes that glow with an eerie, pale green incandescence.
Sages believe the greater basilisk hails from the Elemental Plane of Earth.

In combat they rear up on their hind legs and slash opponents with their
poisonous claws while also using their deadly gaze attack. The beast’s
poisonous claws inflict an additional 1d4 points of damage with each hit
unless a successful saving throw is made. The breath of a greater basilisk
is so foul that all creatures within 5 feet must succeed on a saving throw or
take 1d4 points of damage each round they remain in the area. A creature
need only succeed on this saving throw once to avoid further damage
from the poisonous breath.

The greater basilisk’s petrifying gaze has a 50-foot range. Those it looks
at must succeed at a saving throw or be turned into stone. The greater
basilisk is near-sighted and must be within 10 ft. of its reflected gaze to
suffer the same fate.

Life-Giving Water

A mated pair of greater basilisks has made its home in a series of
howling caverns in a wasteland of red sandstone and stunted creosote
bushes. The entrance to their maze-like lair is partially obscures by large
boulders. Within the caverns, the wind causes a constant roaring and
whistling that makes it impossible to hear the greater basilisks moving
about. The greater basilisks usually lie motionless within their caverns,
allowing them to surprise opponents on a roll of 1-2 on 1d6. There is
about a 25% chance that one or the other is in their lair, and a 10% chance
that both are in their lair.

The beasts are careless about where they devour their prey, so bits
of armor, clothing, weapons, treasure and clothing as well as petrified
adventurers can be found throughout the caverns. In the heart of the
caverns there is an ancient druidic altar composed of a wind-shaped
boulder surrounded by the burned remains of the creosote and painted
with shamanic symbols.

A depression in the top of the altar holds crystal clear water that can
reverse the petrifying gaze of the basilisks if applied to the victim within
10 rounds of being turned to stone. A small mirror lies in the bottom of
the basin.

Credit

The Greater Basilisk originally appeared in the First Edition Monster
Manual II (© TSR/Wizards of the Coast, 1983) and is used by
permission.
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Rahbler to Rargigg Deroish

Bat, Doombat

Hit Dice: 6

Armor Class: 2 [17]

Attack: Bite (1d8) and tail (1dé)
Saving Throw: 11

Special: Shriek

Move: 3/18 (flying)

Alignment: Chaos

Challenge Level/XP: 8/800

The doombat is a giant black bat with glowing yellow eyes. It is a nocturnal
hunter that desires living flesh to sustain it. The doombat has a 10-foot
wingspan, though specimens with wingspans reaching 25 feet have been
reported. The approach of a doombat can be heard long before the creature
arrives on the scene, the yipping growing louder as the doombat draws
closer. When a doombat yips, all creatures (except other doombats) within
a 100-foot spread must succeed on a saving throw or suffer a -1 penalty on
attacks rolls and saving throws for the duration of the battle. The yipping
is constant, and spellcasters in the area must succeed on a saving throw
anytime they attempt to cast a spell. The effect of several doombats yipping
at once is not cumulative. Doombats use echolocation to pinpoint creatures
within 120 feet, allowing them to attack invisible opponents at no penalty.

Doom, the Bell Tolls

When the errant knight in the scarlet tunic emblazoned with a golden sun
killed the old sage in the belltower, things in the village began to improve.
The rains stopped, the sun shone strong and the animals, drawn and lean,
fattened up almost immediately. The people became hale and healthy as
well, and the old belltower, home of the curious sage who turned out to
be a necromancer, was bricked up. All the people remembered well the
final curse on the necromancer’s lips - when next the bell rings, doom will
come from the skies.

The necromancer wasn’t just whistling Dixie. In the grey peaks that
loom over the lush meadow valley of the village, there are a number of

Bat, Mobat

caves both small and large. Nobody living has ever ventured into these
caves, for they are exceptionally difficult to reach and the stories that
have passed down from past generations report they they are barren
and useless. The highest cavern is not completely barren, though, for it
connects to much deeper tunnels and vaults wherein dwell many colonies
of doombats.

Should the bell in the tower ever ring again, at nightfall the cavern will
belch forth 1d4+4 of these terrible creatures to wreak the necromancer’s
final vengeance against the village. And in the vault from whence the
doombats come, there is a weird idol of spongy, grey stone that is warm
and pulsating to the touch. The idol depicts a petty and forgotten god, and
it holds a large, perfect sapphire (worth 2,500 gp) that serves as a mystic
key to release that forgotten god from its extradimensional prison. All that
must happen is for sapphire be bathed in the blood of an innocent and then
shattered by a doombat’s shriek.

Credit

The Doombat originally appeared in the First Edition Fiend Folio (©
TSR/Wizards of the Coast, 1981) and is used by permission.

Copyright Notice
Author Scott Greene,
based on original material
by Julian Lawrence.

Hit Dice: 4

Armor Class: 3 [16]

Attack: Bite (1d8)

Saving Throw: 13

Special: Sonic screech

Move: 9/15 (flying)

Alignment: Neufrality (chaotic tendencies)
Challenge Level/XP: 6/400

Mobats are large, brown bats with razor-sharp fangs and green, glowing
eyes. The mobat has a wingspan of approximately 15 feet. It is a nocturnal
creature, cruising silently through the night sky in its never ending quest
for food. A mobat can blast an ear-splitting screech that affects all within
a 20-foot spread. The screech stuns any creature in the area for 1d3 rounds
if it fails a saving throw. Mobats use echolocation to pinpoint creatures
within 120 feet, allowing them to attack invisible opponents at no penalty.
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With This Ring

A colony of 2d4 mobats has been making a nuisance of itself to the
people on the jungle’s edge, ever since a mysterious, exotic woman was
carried into the village by a hunting party. The woman has been locked in
a deathless sleep since found, and the villager’s now suspect that she is
a witch calling the mobats to attack their livestock. The local priest finds
this unlikely, but knows that the people’s fear and anger cannot long be
supressed.

The people are not entirely wrong. The mobats do search for the
woman, who escaped from a reclusive wizard’s tower with a magical ring,
swallowing it to hide it from him. She is now in the grip of the wizard’s
curse, the ring attracting the mobats, the largest being the polymorphed
wizard.

Credit

The Mobat originally appeared in the First Edition module S4 Lost
Caverns of Tsojcanth (© TSR/Wizards of the Coast, 1982) and later
in the First Edition Monster Manual I (© TSR/Wizards of the Coast,
1983) and is used by permission.

Copyright Notice
Author Scott Greene and Clark Peterson, based on original material by
Gary Gygax.
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Beast of Chaos

Hit Dice: 5

Armor Class: 0 [19]

Attack: 2 claws (1d4) and bite (1d8)

Saving Throw: 12

Special: Frightful presence, rage, immunities, magic
resistance (25%)

Move: 15

Alignment: Chaos

Challenge Level/XP: 8/800

A chaos beast resembles a lion with dark, blackened fur, razor-sharp
fangs, and oversized paws that wield sharpened claws.

When a beast of chaos growls, roars, hisses, or makes any other sound
common to its animal type, all creatures within 30 feet that hear it and
those with fewer HD than the beast of chaos must succeed on a saving
throw or become shaken for 5d6 rounds.

In the presence of bright light, a beast of chaos flies into a berserk
rage, attacking until either it or its opponent is dead. It gains a +1 bonus
to hit and damage while enraged. If the source of light is removed, the
creature’s rage ends 1d4 rounds later.

Beasts of chaos are immune to confision, fear, hold animal, hold
monster, slow, and haste.

Chaos in the Savannah

When a party of adventurers toppled the blackened idol of the Ancient
Traveler, the chaotic deity of the savannah, they unleashed a potent green
mist that flowed across the landscape, tainting the grass and trees and
twisting a pride of lions into beasts of chaos. The 1d6+5 lions now dwell
in the shade of the fallen idol, collecting shamans from the savannah
tribes and depositing their bodies into the hole from whence came the
mists. The hole is the incarnate stomach of the Ancient Traveler, and the
victims fuel his manifestation in the Material Plane.

The idol was 30 feet tall and up to 15 feet wide in places. The pieces of
the idol (there are eight) now sprawl across the savannah. The grasses in
the area have turned crimson and the trees are the color of jaundiced flesh,
their leaves scarlet and oozing a weird sap (causes confusion to those who
touch or taste them unless they pass a saving throw).

At the bottom of the hole of green mists, there is a pool of green acid. It
is currently inhabited by seven wights, the risen remains of the shamans
dropped into the hole by the beasts of chaos. The wights bear scars from
the beasts and their legs and arms are twisted into weird angles.

Copyright Notice
Author Scott Greene.
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Bedlam

Hit Dice: 8

Armor Class: 4 [15]

Attacks: 2 slams (2d4)

Saving Throw: 8

Special: Chaos burst, immune to polymorph,
spell failure

Move: 30 (flying)

Alignment: Neutrality

Challenge Level/XP: 10/1,400

A bedlam is a semi-amorphous, nearly vaporous

creature composed of pure chaos. The creature

has no set shape or form. Every minute or so {

its form changes from that of a smoky gray M

and vaguely humanoid figure with arms,

head, and torso to a swirling mass of

grayish-black chaotic matter crackling

with bluish-gray energy. A bedlam

can unleash a burst of energy against

nearby opponents for 4d8 damage

(save for half). Spells fizzle around

a bedlam, with magic-users needing | >
\_£)

to make a save to successfully cast = -

a spell.

Rest in
Peace and Quiet

Pilgrim House was a place of
screams and insanity until about
a week ago. The asylum sits on a
hillside overlooking Dalerest, with
wrought-iron gates keeping patients
inside. Thick climbing streamers
of ivy cover the fence, and azaleas
planted by the insane surround
the three interconnected buildings’
granite foundations. The manor house
is eerily silent, however, all of patients
cowering in fear or whimpering silently
in far corners by themselves. They run if
approached. At night, the usual screams ¥
echoing through the hospital’s halls are \ N
replaced by eerie silence. )
An old man with wrinkled skin, a long white
beard and scrawny legs walks half-naked through the ;
yard around the hospital. He wears a gold “crown” made i ©
of folded paper on his head. Grubal Norton struts around -
the yard, having a grand old time. The patients either run from
him or drop to the ground and grovel at his feet. He wears an assortment
of rings on his toes and has a woman’s silk scarf wrapped around his . .
wrist. Norton was admitted to the hospital against his will more than a COP}’Tlght Notice
week ago when he was found dancing naked in the street with a bear-  Author Scott Greene.
skin rug. If PCs approach the old man, he puts his finger to his lips and
shushes them.
Norton considers himself the emperor of Pilgrim House. As royalty,
the screams of the other patients offend him. One of the worthless rings
Norton wears on his toes is a dimensional prison that contains a bedlam
in its opal depths. Norton’s anger every sleepless night calls the bedlam
forth, and the creature enforces the old man’s wish for silence. The other
patients know to keep quiet or face the bedlam’s deadly torments. The
creature floats freely through the manor halls at night looking for people
making too much noise. Anyone angering Norton or touching the old man
immediately draws the bedlam out of its dimensional lair.
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Beetle, Giant Blister

Hit Dice: 2

Armor Class: 8 [11]

Attacks: 1 bite (1dé)

Saving Throw: 16

Special: Blister spray, immune to poison
Move: 15

Alignment: Neufrality

Challenge Level/XP: 3/60

Blister beetles are 3 feet long with slick, dark green carapaces. Their
legs are dark green or black and their mandibles are serrated, and black
or green in color. When they snap them together, their mandibles produce
an audible clicking sound that can be heard up to 10 feet away. When
attacked, the beetle releases a foul stream of oily liquid up to 20 feet that
irritates an attacker’s skin (1d3 damage, save avoids).

Blister Pack

The ground in a 20-foot-wide clearing is burned and blackened. A
rotting, hollow tree trunk lies on the ground, its entire side bubbling
with a green syrupy liquid. Other trees standing around the clearing are
missing bark on the sides facing the clearing. Grass around the edges
of the clearing is withered and brown. A giant sunflower lies across the
clearing, its stem burned in half. A giant bee lies crushed beneath the
fallen flower. The upper half of the bee has been burned away. The entire
area smells of nail polish remover.

A giant blister beetle colony lives under the clearing. The opening into
their colony is inside the fallen tree. Two beetles wait for creatures to

. Lid |1LI : ‘\'.
i .
A N

%\:I j’n i

i

i
! L

enter their clearing, then spray the area with their oily blistering liquid
through holes in the hollow trunk. They rush out opposite ends of the
tree to attack, clicking their mandibles to bring other insects from the
underground nest. The Game Referee should adjust the number of beetles
to fit the Challenge Level of the PCs.

Copyright Notice

Author Scott Greene.

Beetle, Giant Boring

Hit Dice: 5

Armor Class: 2 [17]

Attack: Bite (2d8)

Saving Throw: 12

Special: Hive mind

Move: 9

Alignment: Neutrality
Challenge Level/XP: 5/240

Giant boring beetles are 9-foot long, with greenish-gray carapaces
and wing-covers and black legs and mandibles. They feed primarily on
wood, mold, fungus, and other organic matter and make their lairs inside
ancient tunnels and caverns, where they harvest and grow molds and
fungi. Shriekers are prized for both food and their use as alarms to warn
the boring beetles of intrusion. Boring beetles are about 9 feet long. All
boring beetles within 1 mile of each other are in constant communication.
If one is aware of a particular danger, they all are. If one in the group is
not surprised then none of them are.

Boring Temple

The temple that is supposed to hold the shinbone of Saint Alyssa of
the Black Rose sank into the ground more than a century ago, sinkholes
being common along the coast. The people merely filled it in with rubble
and rebuilt, and for years never ventured into the dangerous corridors and
crumbling rooms of the old temple, trusting that its inaccessibility would
keep the relics safe.

But now, as a weird plague sweeps along the coast and strikes down
man, woman and child indiscriminately, the priests have decided the
holy reliquary must be recovered. To their dismay, they have discovered
that the old temple has become something of a hub in the underworld. A

tribe of venemous kobolds has moved into the old kitchen and turned the
old fire pit into a place of sacrifice in honor of whatever minor demonic
functionary they’re worshipping this week.

The catacombs are now crawling with a hive of 1d8+10 giant boring
beetles. The catacombs connect to the ancient crypt, the center of the
beetles’ hive. The vaulted crypt is now filled with all sorts of weird, pale
fungi, including 2d4 shriekers. The sarcophagus of Saint Alyssa and the
reliquary have not been harmed.

Credit

The Boring Beetle originally appeared in the First Edition Monster
Manual (© TSR/Wizards of the Coast, 1977) and is used by permission.

Copyright Notice
Author Scott Greene, based on original material by Gary Gygax.
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Beetle, Giant Death Watch

Hit Dice: 9

Armor Class: 2 [17]

Attack: Bite (1d8)

Saving Throw: 6

Special: Death rattle, immune to death spells, surprise on a
1-40on 1d6é

Move: 12

Alignment: Neutrality

Challenge Level/XP: 11/1700

This creature appears as a giant beetle with a dark green carapace and
wing-covers. Its body is covered in leaves and sticks. Its mandibles are
silver and its legs are black. The death watch beetle makes its lair in forests
and uses a mixture of saliva and earth to stick rubbish (leaves and twigs, for
instance) to itself in order to attack by surprise. Once every hour, a death ~ measures 20 feet on each side. The narrow tunnel leads downward, slightly,
watch beetle can vibrate its carapace to produce a clicking noise that sets ~ ending in a circular shaft open to the sky and also descending into a little cavern
up vibrations in all creatures within 30 feet. Affected creatures with 6 HD  that holds a floating globe of wan light. When touched, this globe emits a sound
or less must succeed on a saving throw or die immediately. Creatures with  inaudible to human beings that attracts a death watch beetle that lives nearby.
more than 6 HD or those that succeed on their saving throw take 4d6 points The death watch beetle will creep towards the pyramid and then lie low
of damage. Since the effect stems from the vibrations set up in a victim’s ~ in a shallow, natural pit, its body covered with leaves and sticks. In this
body and not from the clicking noise itself, silence offers no protection  position, it will wait until the blasphemers come close enough to use its
against this attack. Likewise, a creature that cannot hear can still be affected. ~ death rattle and then strike. The globe of light can be moved by touching
it with a slim wand of knotty pine. It gives out light equal to a full moon
and acts as a protection from evil spell.

Death Pyramid Crodit

The natives have always considered the valley hemmed in by the cliffs =~ The Death Watch Beetle originally appeared in the First Edition
of white chalk to be a sacred, taboo place. To visitors, it appears to be little ~ Monster Manual Il (© TSR/Wizards of the Coast, 1983) and is used by
more than a gentle woodland of tall pines. The valley is abundant in game ~ permission.
and the air here is always crisp and cool. In the midst of the valley there is a
crude pyramid built of pale yellow chalk blocks, heavily weathered. What Copyright Notice
carvings still exist depict dancing skeletons and large scarabs. Authors Scott Greene and Clark Peterson, based on original material by
A very narrow tunnel leads into the pyramid, which stands 30 feet tall and Gary Gygax.

Beetle, Giant Rhinoceros

Hit Dice: 12

Armor Class: 1 [18]

Attack: Bite (2d8) and gore (2d6)
Saving Throw: 3

Special: Trample (3d46)

Move: 9

Alignment: Neufrality

Challenge Level/XP: 12/2000

Giant rhinoceros beetles are 12-foot long beetles with grayish-brown
carapaces and wing-covers and a large brownish-black “horns” between its
mandibles. They are found in the warm jungles and forests of the world and
spend their days searching for plants, fruits, and berries on which to sustain
themselves. Giant rhinoceros beetles can trample smaller creatures by simply
moving over them, inflicting 3d6 points of damage (save for half damage).

. . All would be well with this situation were it not for the jungle goblins,

Fun Wlth Exp1051ons mean-spirited little men with long green n}ustaphes and broad, bald heads
marred by scars and liver spots. The goblins like a good prank, and their

acqisition of fire powder has given them the idea that a few well placed

For generations, the jungle people have kept the trading lanes clear with the . ; .
£ Jung © peop P g explosions in the beetle pen could make for a jolly afternoon.

use of a swarm of 1d6+5 semi-tamed giant rhinoceros beetles. The beetles are

controlled by priestly maidens using long sticks scented with fragrant herbs. .

Slaves armed with sickles are connected to the beetle’s carapace via long Credn. o . . o

chains and neck collars, sweeping away the choking underbrush of the rain 1 h¢ Rhinoceros Beetle originally appeared in the First Edition Monster

forest while the beetle topples trees and trods things underfoot. Manual (© TSR/Wizards of the Coast, 1977) and is used by permission.
The beetles are kept in a large enclosure - a pit surrounded by a wooden . .

palisade, with their handlers living in long houses outside the enclosure Copyrlgh‘ Notice

and slaves living in subterranean chambers beneath the beetle enclosure. Author Scott Greene, based on original material by Gary Gygax.
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Beetle, Giant Saw-Toothed

Hit Dice: 4

Armor Class: 7 [12]
Attacks: 1 bite (2d4)
Saving Throw: 13

Special: Grab

Move: 12

Alignment: Neufrality
Challenge Level/XP: 5/240

A giant saw-toothed beetle has oversized serrated mandibles to chew
and crush its food. These creatures are about 6 feet long. Their wing
covers and carapace are silvery-green in color and have a dull sheen.
Their legs are long with spiraling bands of green and black. Its compound
eyes aid it in detecting creatures moving close by, though it usually relies
on motion and scent to pick up its prey. If a serrated beetle hits with a bite,
it holds the prey in is massive mandibles, automatically inflicting 1d6
damage in the next round until the creature is freed.

Where the Trail Ends

A foot-deep carpet of colorful leaves covers the forest floor, the twisted
trees standing bare above the multi-hued landscape. A wide path has been
gouged recently through the leaves, the muddy trench dug a foot into the
wet earth. The ragged trench wanders drunkenly from left to right along
the path. The trench dead-ends in the middle of a clearing amid a stand
of old oaks.

The center of the clearing where the trench stops is a 10-foot-wide pit
that drops 15 feet straight down to a dirt floor in a 30-foot-wide chamber.
Seven tunnels lead underground from this central room. The pit opening
is covered by a lattice of small branches, leaves and chewed bark. At the
bottom of the hole, a dead giant saw-toothed beetle lies in a crumpled
heap. Part of its head is split by a sword stuck in the insect’s serrated
mandibles. Dirt cakes the large mandibles, and its carapace is covered
with burns. The dead beetle returned to its nest, dragging its mandibles
through the forest. Other saw-toothed beetles in the nest replaced the leaf
and twig pit covering, but have yet to dismember the dead insect. The
sword has a jewel-covered hilt and is worth 200 gp if sold.

Living in the tunnels are 6 giant saw-toothed beetles that pour out to
attack anyone who falls into the pit. The insects climb out of the pit to
attack creatures wandering around the clearing.

Copyright Notice

Author Scott Greene.
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Beetle, Giant Slicer

Hit Dice: 6

Armor Class: 2 [17]

Attack: Bite (3d8)

Saving Throw: 11

Special: Vorpal bite
Move: 9

Alignment: Neufrality
Challenge Level/XP: 8/800

This creature appears as a giant beetle with a triangular head and two
long, razor sharp mandibles. Its body is black in color. It closely resembles
a large stag beetle and is often mistaken for such. However, the slicer beetle
is more aggressive than the stag beetle. The creature dines on carrion, fresh
meat, and leaves. Slicer beetles are about 10 feet long, but can grow to
lengths of 20 feet or more. If a slicer beetle scores a natural 20 on its attack
roll and its victim fails a saving throw, it severs one of the opponent’s
extremities (roll 1d6: 1-3 arm, 4-6 leg; 50% chance of either right or left).

Thistledown Justice

It isn’t that the baron is not mad, but he certainly is not as bloodthirsty as his
enemies would have people believe. Dwelling in his little, ancient stronghold
on the craggy hill in the Thistledowns, he and his people herd sheep, and
grow grains and bitter herbs, produce a fine, soft cheese from ewe milk and
do their best to discourage visitors. The Thistledowners, as they are called,
are an insular people who follow the old traditions, including trials by ordeal.

Within the baron’s shell keep there is a deep pit that serves as the lair of a giant
slicer beetle called “The Sword of Justice” by the locals. The slicer beetle is
well fed on offal and straw, and therefore doesn’t always attack when a criminal

Beetle, Giant Water

is dropped into the pit. They must stay in the pit for a few minutes based on
the severity of the crime they allegedly committed and either come out intact
(proving them innocent) or having lost a limb. The limb is then roasted on a fire
as a sacrifice to the goddess of justice and the crime is duly forgotten.

The beetle is one of a mating pair, the “stallion” being kept in a similar
pit located quite far from the stonghold to avoid potential burrowing.

Credit

The Slicer Beetle originally appeared in the First Edition Monster
Manual IT (© TSR/Wizards of the Coast, 1983) and is used by
permission.

Copyright Notice
Author Scott Greene,
based on original

material by Gary Gygax.

Hit Dice: 3

Armor Class: 6 [13]

Attacks: 1 bite (1d8)

Saving Throw: 14

Special: Stench spray, aquatic
Move: 6/24 (swim)

Alignment: Neutrality
Challenge Level/XP: 3/60

The highly aggressive giant water beetles average about 6 feet long though
they can grow to a length of about 10 feet. Their body is cylindrical and
hydrodynamic, tapering into a pointed tail section. Their body shape allows
them to move rapidly through the water and also aids them in hunting,
allowing them to dive quickly through the water when a target is spotted.
Typical coloration is black or dark brown with their wing covers following
their body coloration. Some species of giant water beetle have yellow legs
or a silver stripe on their dorsal side. Females are slightly larger than males
and have a red band around their front legs. They rarely come on land, and
never venture far from a water source. Once per minute, a water beetle can
eject a foul-smelling liquid from its abdomen that sickens creatures nearby.

Cheese Log

A bridge built of 8-foot-diameter tree trunks roped together side-by-side
floats low on the placid surface of Whisper Creek. The water is 30 feet deep
and 300 feet wide. The bridge is shaky, but two ropes at waist height on either
side of the 8-foot-long logs allow a person to stand upright while crossing.
The logs are lashed together with a series of ropes and leather straps.

The 15-foot-center section of the bridge smells horrible, like moldy cheese

left too long in the sun. The smell wafts over the water and seems to rise out
of the logs. Three logs in the middle of the span are rotten, the wood eaten
through from below. The upper surface of the bridge over this rotten section
is extremely brittle. Anyone stepping on the center logs splinters the wood
and steps right through the bridge deck into the water below.

A colony of giant water beetles lives underneath the bridge, protecting a
queen that has chewed the logs open and frequently crawls inside the wet
wood to deposit her eggs. The water beetles float in the water like logs,
but submerge to attack anyone in the water.

The cheese smell is from the corpse of a halfling traveler who fell into the
water a day ago and was killed by the giant beetles. The little man was carrying
a sack full of cheeses to sell in a nearby market. His body is crammed into the
hollow within the logs, and his leather pack reeks of cheese. The beetles put
him into the crevice to feed the young water beetles when they hatch.

Copyright Notice ;
Author Scott Greene. )
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Beetle, Requiem

Hit Dice: 18

Armor Class: 2 [17]

Afttacks: 2 claws (3dé6+4) and bite (2d8+4)
Saving Throw: 3

Special: Constrict, earth-shaking

Move: 18

Alignment: Neutrality

Challenge Level/XP: 20/4,400

The gigantic requiem beetle has a dark red carapace, blackish-red wing
covers, and black legs. Two large claw-like pincers protrude from its
front to slash and rip the air around the creature. Its oversized mandibles
are dark reddish-black. Requiem beetles measure about 40 feet long and
weigh about 18 tons. A requiem beetle that hits a single opponent with
both claws automatically constricts for 5d6 points of damage. Whenever
a requiem beetle moves more than 10 feet in a round, all creatures within
10 feet must save or fall down as the earth shakes.

Potato Beetles

Buffalo Bur is a small mountain settlement situated in a quiet cove.
Fields of wild potato plants surround the village. Countless beetles swarm
over the land and congregate in and around the town. The beetles cover
virtually everything in Buffalo Bur in inches-deep layers throughout the
streets and inside dwellings. The beetles envelop the building like a thick
living blanket, and the constant drone of clicking of legs and buzzing
wings drowns out most noise. Although the beetles are slow to react, if
agitated they fly en mass, obscuring vision until they settle down in about
1d3 hours.

This plague of beetles moved into Buffalo Bur overnight nearly two
months ago. Although harmless, the number of beetles creates unsettling
and unlivable conditions in Buffalo Bur. The villagers fled, unable to
defend the town against the insurmountable beetle swarm. The beetles
devastated the crops and contaminated the water, and the constant drone
and large amount of pheromones in the air drew a much-larger relative to
the devastated landscape. A requiem beetle now resides in a large potato
barn on the far side of town. The beetle burrowed up from below the barn
to feast on the stored potatoes. The barn sways and groans as the requiem
beetle moves within the rickety wooden structure.

Copyright Notice

Author Scott Greene.
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Belabra (Tangler)

Hit Dice: 4
Armor Class: 2 [17] LY
Attack: Slam (2dé) or 12 tentacles (1d2) and bite (1dé) 3\ : ;
Saving Throw: 13 [~

Special: Acidic blood, tentacle barbs
Move: 3/9 (flying)

Alignment: Neufrality

Challenge Level/XP: 6/400

Belabras resemble a man-sized flying jellyfish with a hard, chitinous
shell and twelve long tentacles. Four thin, pupil-less eyestalks protrude
from its cap. A small, bird-like beak is hidden among its array of
tentacles. Its cap is blackish-gray and its eyestalks are dark gray. They
dwell in deep forests and thick undergrowth and sustain themselves on
a diet of plants, berries, and rodents. Particularly hungry belabras will
attack larger creatures, such as humanoids. Each time a belabra is hit with
a slashing or piercing weapon, all creatures within a 10-foot radius must
succeed on a saving throw or be sprayed by the creature’s acidic blood.
A creature that fails its save is partially blinded and overcome with fits of
sneezing. Both effects last 1d6+2 rounds. An affected creature takes a —4
penalty to hit, —1 penalty to AC, loses its Dexterity bonus to AC (if any)
and moves at half speed. All checks relying on vision have a 50% chance
of failing. A belabra’s tentacles are lined with razor-sharp barbs. Anytime
a grappled creature attempts to break free and fails, it takes 1d4 points of
piercing damage from the barbs.

Air Jelly Baby

On a long, inaccessible ridge there lives an old belabra who fancies
himself the “lord of the woods”. Although solitary by nature, the old
tangler has spent the past five years raising a lost human toddler he calls -
well, belabra is almost impossible to write down in any meaningful way,
but he calls the child something like “Zzzikikik”. The child has become
an expert at climbing and swinging and hunting, and he and his tutor
dwell in a treetop nest of woven branches and twigs, protecting their
domain from incursions by goblins, orcs and other humans.

Zzzikikik, who fights with a gnarly club studded with discarded belabra
barbs, wears a teardrop shaped sapphire worth 500 gp, the only link to his
parents, exiled nobles who were cast into the wild by an ambitious and
wicked aunt. His adopted father is never far from him.

Credit

The Belabra originally appeared in the First Edition Creature Catalog
(Dragon #94) (© TSR/Wizards of the Coast, 1985) and later in the
Second Edition Monstrous Compendium (MC 3) (© TSR/Wizards of the
Coast, 1991) and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by Ed Greenwood.
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Bhuta

Hit Dice: 7

Armor Class: 4 [15]

Attack: 2 claws (1d6)
Saving Throw: 9

Special: Death grip

Move: 12

Alignment: Chaos
Challenge Level/XP: 8/800

When a person is murdered, the spirit sometimes clings to the Material
Plane, refusing to accept its mortal death. This spirit, called a bhuta,
possesses its original body and seeks out those responsible for its murder.
It will never rest until those responsible are sought out and slain. Since the
transformation into unlife is almost instant (occurring within 1-2 hours
after death), the bhuta appears as it did in life for about 2 weeks, taking
on a more decayed appearance thereafter. Close inspection (spot on a roll
of 1-2 on 1d6) reveals slight decay, and the body still shows signs of
any trauma suffered prior to death (wounds, disease, burns, or the like),
but outwardly, the bhuta for the most part appears as a normal creature
of its race. In its undead state, the bhuta sustains itself on a diet of flesh,
preferring that of humans and elves. A bhuta that scores two successful
claw attacks on an opponent in the same round fastens its hands around
its opponent’s throat and deals 1d6+1 damage per round until the hold is
broken with a successful attack by the victim. The bhuta’s main objective
is revenge on the person that killed it. So long as the bhuta and its killer
are on the same plane of existence, it can find its target unerringly.

Wine (and Moan) Cellar

It was twelve years ago, twelve dark years, that the countess ended
a night of debauchery by toppling into an open well. Her husband, a
knightly rake known mostly for his womanizing and misfortune at the
card table, immediately had the well sealed and a small memorial in her
honor built nearby and then took the throne and coronet and began his
rule as “the wastrel count”.

It was a neat piece of work by the count, for his ex-wife’s corpse, now
risen as a bhuta, is physically incapable of getting through the seal. If she
could, or if anyone was inclined to move the seal, they would discover
a pallid, rotting corpse in an expensive gown with a deep slash across
her throat (no doubt suffered in the fall) with vivid wine stains down her
frock. Her jaw was shattered in the fall, and thus is capable of little more
than a gibbering moan. The countess was wearing about 2d8 x 100 gp
worth of jewelry when she fell into the well.

A secret door in the bottom of the dry well connects to secret tunnels
to a wine cellar that was walled in a hundred years ago and is itself only
accessible via a secret door in the friary, the friars being inclined to raid
the wine cellar on special occaisions. The present count is unaware of
these secret passages.

Copyright Notice
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BicloEs

Hit Dice: 12+2

Armor Class: 2[17]

Attacks: 2 weapons (4dé)
Saving Throw: 3

Special: Hurl boulders

Move: 12

Alignment: Chaos

Challenge Level/XP: 13/2,300

A biclops appears to be a filthy ettin, but has one eye in the center of
each ugly head. They are feared by less intelligent monsters such as hill
giants and trolls, whom they beat to death on sight. They throw two rocks
for 3d6 points of damage.

Two Heads are Better than One Eye

Angry voices rise into shouts from
behind a plank leaning against the
cave opening. Two voices shout
at one another and the sounds of
meaty fists hitting flesh can be heard
clearly behind the makeshift door.

Beyond the door is a truly odd
sight: a biclops sits with its back
against the rock wall, its two heads
arguing loudly. The right head
wears a pirate’s eye patch over its
lone eye, leaving it blind, while the
left-side head shouts for a turn as the
hand on that side of its body tries to
grab the patch of black cloth. A giant
club leans against the wall near the
creature. A pirate’s body lies battered and
broken at the giant’s feet, the corpse’s head
crushed into the floor. The feathery remains
of a green parrot are punched into the rocks
behind the biclops.

Lotney the biclops killed the pirate, but the
two heads decided they wanted to wear the man’s
eye patch. They are quick to remove it if PCs enter
the room, so the giants can see to attack. The eye
patch can wait until the biclops sees what other
interesting toys these new visitors carry — and what
the two heads can argue over.

Copyright Notice
Author Scott Greene.



Anpendin R: Templates

Bleeding Horror

Hit Dice: 6

Armor Class: -1 [20]

Attack: Axe of Blood (2dé) or 2 claws (1d8)

Saving Throw: 11

Special: Blood consumption, horrific appearance, +1 or
better weapon to hit, magic resistance (10%)

Move: 12

Alignment: Chaos

Challenge Level/XP: 10/1400

Created by the axe of blood, these foul undead creatures drip with the
blood they were so willing to sacrifice to the hungry blade. They are filled
with the unquenchable desire for blood to feed the weapon that created
them. Bleeding horrors appear as skeletons or sunken corpses covered in
and continuously dripping thick red blood. Their eyes glow with a desire
for blood. They may wear armor and wield weapons.

A living creature within 60 feet that views a bleeding horror must
succeed on a saving throw or take 1d6 points of strength damage. This
damage cannot reduce a victim’s strength below 0, but anyone reduced to
strength 0 is helpless.

When a bleeding horror successfully hits a living opponent with a claw
attack, it heals a number of hit points equal to the damage dealt. However,
it can’t gain more than the subject’s current hit points, which is enough
to kill the subject. A bleeding horror can’t gain more hit points than the
maximum hit points allowed by its Hit Dice.

If a bleeding horror hits an opponent with both claw attacks in a single
round, that opponent suffers catastrophic blood expulsion, taking 1d4
points of constitution damage. A successful saving throw reduces the
damage by half. For each point of constitution damage dealt, a bleeding
horror gains 4 temporary hit points. Any creature slain by the blood
consumption attack of a bleeding horror becomes a bleeding horror in
1d4 minutes under the command of its creator.

If the axe of blood is taken from a bleeding horror before the creature is
destroyed, it can find it unerringly.

Axe Murderer

When the dwarf warlord finally completed his quest and took possession
of the axe of blood, he wasted no time in beginning the ritual to empower
the axe with his own blood. Unfortunately, he fell to the axe’s influence
and is now a bleeding horror himself. His comrades soon fell to his axe,
and were the first members of a rapidly expanding army of bleeding
horrors. The warlord now commands thirty bleeding horrors drawn from
kobold, orc, goblin and ogre tribes.

On the third level of a dungeon, the remnants of several humanoid
tribes has managed to block the bleeding army behind several collapsed
passages. They are trying to dig themselves out and threaten to engulf the
civilized lands beyond the wilderness if they escape the dungeon. The
humanoids, as chaotic as they are, will not refuse help from powerful
adventurers. They know of a secret way into the sixth level of the dungeon
(via an air shaft), so that they might come up behind the bleeding army
and destroy it. The ogres will even send two or three of their number
along to help.

Copyright Notice
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Minor Artifact: The Axe of Blood

The axe of blood is rather nondescript, being made of dull iron.
Only the large, strange rune carved into the side of its double-
bladed head gives any immediate indication that the axe may
be more than it seems. The rune is one of lesser life stealing,
carved on it long ago by a sect of evil sorcerers. This is, in fact,
the only remaining copy of that particular rune, thus making the
axe a valuable item. Further inspection reveals another strange
characteristic: the entire length of the axe’s long haft of darkwood
is wrapped in a thick leather thong stained black from years of
being soaked in blood and sticky to the touch. When held, the
axe feels strangely heavy but well balanced, and it possesses a
keenly sharp blade.

Until activated, the axe is just a +/ battleaxe. The wielder must
consult legend lore or some other similar source of information
to learn the ritual required to feed the axe. Despite the gruesome
ritual required to power the axe, the weapon is not chaotic but
is instead neutral. Bound inside it is a rather savage earth spirit.

The axe draws power from its wielder in order to become a
mighty magic weapon. Each day, the wielder of the axe can
choose to “feed” the axe, sacrificing some of his blood in a
strange ritual. This ritual takes 30 minutes and must be done at
dawn.

Using the axe, the wielder opens a wound on his person (dealing
1d6 points of damage) and feeds the axe with his own blood. The
wielder sacrifices blood in the form of hit points. For each 1d6
hit points sacrificed, the wielder gains a +1 bonus on attack rolls
and weapon damage rolls with the axe (to a maximum of +3). Hit
points sacrificed to the axe cannot be healed magically, but heal
at the rate of 1 point per day. Similarly, the damage caused by the
opening of the wound may not be healed by any means until the
sacrificed hit points are regained.

There is a chance that the hit points sacrificed to the axe is
lost permanently. If the wielder always skips a day in between
powering the axe and always powers the axe with the morning
ritual, there is no chance of permanent loss. If, however, the
axe is fed on consecutive days, there is a 1% chance plus a 1%
cumulative chance per consecutive day the axe is powered that
hit points sacrificed to the axe on that day is permanently lost.

If reduced to 0 hit points as a result of feeding the axe, the
wielder becomes a bleeding horror.
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Blindheim

Hit Dice: 4

Armor Class: 3 [16]

Attack: Bite (1dé)

Saving Throw: 13

Special: Eye beams
Move: 12

Alignment: Chaos
Challenge Level/XP: 5/240

Blindheims are 4-foot tall frog-like humanoids with large, bulbous eyes that
constantly emit bright yellow beams of light. A blindheim’s skin is mottled
yellow, growing darker across its back. Its feet are webbed as are its claws.
Blindheims dwell in underground caverns and sustain themselves on a diet of
fungi, molds, and small rodents. An extra eyelid allows the blindheim to “turn
off” its eyes when it is sleeping or resting. A dead blindheim’s eyes are dull gold
in color. A blindheim can turn its eyes on and off as it wishes, but always leaves
them on during combat. When open, the eyes emit a 30-foot cone of light. It can
see normally in this light and functions normally in areas of magical darkness. A or just below it. The cavern is usually pitch dark, and the mirrored crystals make
creature looking at a blindheim when its eye beams are “on” must succeed ona  navigating the cavern difficult with torch or lantern light. When the blindheim’s
saving throw or be blinded for 1 hour. turn on their lights, it becomes downright dazzling, requiring adventurers to make

a saving throw to avoid suffering a -2 penalty on attack rolls due to the glare.
The cavern contains 1d6 x 1,000 sp, 1d4 x 100 gp, four lion skins (worth

Blmd Ir]tersectlon 25 gp each) a pink pearl worth 115 gp and magical horseshoes of speed.

A gang of 1d3+1 blindheims has taken up residence in a crystaline cavern. The ~ Credit
interior of the cavern is highly irregular, with massive crystal columns jutting ~ The Blindheim originally appeared in the First Edition Fiend Folio (©
from the floor, some going from floor to ceiling, and thousands of smaller, multi- ~ TSR/Wizards of the Coast, 1981) and is used by permission.
faceted crystals embedded in the walls and in between the larger crystals.
The blindheims dwell on a crystal shelf about 20 feet above the floor of the  Copyright Notice
cavern, what treasures their victims have dropped being found either on the shelf ~ Author Scott Greene, based on original material by Roger Musson.

Blood Bush

Hit Dice: 4

Armor Class: 7 [12]

Attacks: 4 tendrils (1d4), 6 flower darts (1d2)
Saving Throw: 13

Special: Paralysis

Move: 0

Alignment: Neutrality

Challenge Level/XP: 4/120

A blood bush is a 3-foot-tall flowering bush with a thick trunk and small
whip-like branches. Each branch is topped with a blood-red flower and
deep, rich green leaves. A victim hit by a dart must make a saving throw
or be paralyzed for 1d6+1 rounds.

Unsafe Haven

A decaying mausoleum rises out of the forest. Crumbling columns
surround the stone structure, and the faces of singing angels are worn
away by the elements. Bushes blooming with red flowers grow abundantly
around three stone steps leading up to the gravesite’s sealed marble door.
The word Haven is carved into the stone. A warm golden light filters out
of cracks in the stone fagade. The light is cast by a crystal globe held in a
gold-colored statue’s outstretched hands. The globe and statue are coated
with yellow mold. The globe casts a radiant but heat-free light in a 20-
foot radius. Three stone crypts are filled with brittle bones.

The bushes surrounding the crypt are 6 blood bushes. Bones from past
victims poke out of the dirt around the mausoleum’s foundation.

Copyright Notice
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Blood Hawk

Hit Dice: 1

Armor Class: 4 [15]

Attack: 2 claws (1d4) and bite (1d6)
Saving Throw: 17

Special: None

Move: 6/36 (flying)

Alignment: Neufrality

Challenge Level/XP: 2/30

The blood hawk is nearly identical to a normal hawk and is often
mistaken for one, but it is stronger and far more aggressive than a normal
hawk and has red talons and a dull red beak. Blood hawks love the taste
of human flesh and are relentless in their hunt of human prey. They often
steal gems from the corpses of their humanoid prey, which they use to
line their nests.

Predator or Prey?

A haggard and motley collection of hobgoblins is holed up in
a shallow cave, a small fire pit having been dug just outside the
cave entrance and several conies now roasting above in on a
spit. The hobgoblins are on guard, but have no pickets posted,
apparently being worried about leaving the cave.

Visitors soon discover the cause of the hobgoblin’s worries
if they remain in the open for more than a few moments.
A flock of 1d6+5 blood hawks dwells on the ledges above
the cave, nesting in natural alcoves dug into the
stone. The lowest of the nests is 60 feet above the
floor of the valley, the highest about 120 feet up
and easily 80 feet below the cliffs above.

In one of those nests lies the golden crown
(worth 250 gp) of the hobgoblin king, studded
with jewels and stolen not three days ago from
his head while he was hunting. The clans are
gathering in a week’s time, and the loss of the
crown could mean the loss of his position. The
15 remaining hobgoblins sent to retreive the crown have
failed on several attempts to reach the nests, and are
considering fleeing into the wilderness. They might be
open to some assistance.

Credit

The Blood Hawk originally appeared in the First Edition Fiend Folio (©
TSR/Wizards of the Coast, 1981) and is used by permission.
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Bloodsuckle

Hit Dice: 6

Armor Class: 7 [12]

Attacks: 2 tendrils (1d4), limb rake (1dé)

Saving Throw: 11

Special: Blood drain, create host, grab, summon host, seed
Move: O

Alignment: Neufrality

Challenge Level/XP: 8/800

A bloodsuckle is a nightmarish bush consisting of a bulbous root from
which sprout several vine-like tendrils. The tendrils end in hollow, needle-
like points and can reach lengths of 60 feet. Woody limbs as thick as a
human’s leg sprout from the trunk of the bloodsuckle. The leaves of a
bloodsuckle bush are a vile greenish color, and constantly ooze a sticky sap
that reeks of decay, filth, and other unmentionable odors. Bloodsuckles are
semi-intelligent. immobile plants that gain nourishment from the blood of
living creatures. A bloodsuckle injects its sap into a host using its tendrils
so it can control the creature to attack others or approach the plant to drain
its blood. If a bloodsuckle hits a victim with both tendrils, it automatically
begins draining the creature’s blood (1d4 hit points per round). Once per
month, a bloodsuckle can generate a walnut-sized seed that it implant’s in a
host’s body. The host is then sent away, and a new bloodsuckle sprouts in the
victim in 1d4 days. If threatened, the bloodsuckle can produce a high-pitched
whine that draws nearby hosts to defend it.

Out to Pasture

Farmer Gertie knows that the cows are out to get her. She’s seen
them plotting to kill her. Every time she goes out to milk them in the
morning, they look at her funny, like they were just talking about her and
she interrupted them. They watch her every move, never mooing, and
sometimes turn their heads as if listening to an unheard voice. A voice
even she can’t hear ... and she hears lots of voices.

She’s sure the cattle are plotting something. And don’t you pay no mind to
farmer Johnstone down the road, who says she’s just been working the back
forty in the sun too long. He’s the one who samples the smelly
grain alcohol he cranks out on his little backyard still.

Gertie’s concerned now that 3 cows from her
herd wandered off without a trace. She’s not
seen them for two days, and she’s concerned
they’re out cavorting with Johnstone’s bull.
The cows stay in the barn at all times, when
they leave, they do so in a single line all
headed in the same direction. The bovines
stare down anyone who enters the stalls,
never making any sound. Bloody marks
are visible along each cow’s flank.

A little over a week ago, the cows stumbled
into a bloodsuckle patch in Gertie’s back field,
and the plant is using the animals for food
and protection. Two of the missing cows are
protecting the patch, while the third was drained of
blood and lies dead in the bloodsuckle patch.

And Gertie was right, the cows are cavorting with
the bull in the next pasture, but only because it is
also under the bloodsuckle plant’s control. The
bull comes running if the plant is threatened.

BULL: HD 4; AC 6[13]; Atk gore (2d4),
tframple 1dé; Move 12; Save 13; CL/
XP 4/120; Special: double damage

from charge

Copyright Notice
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Bloody Bones

Hit Dice: 5

Armor Class: 3 [16]

Attack: 4 tendrils (see below) and 2 claws (1d6)
Saving Throw: 12

Special: Tendrils, slippery, resistance to fire (50%)
Move: 12

Alignment: Chaos

Challenge Level/XP: 7/600

Bloody bones are evil undead spirits that haunts caverns, caves, and
other desolate places. Their true origins are unknown, but they are
believed to be the undead remains of those who desecrate evil temples
and are punished by the gods for their wrongdoings. It appears as a
skeletal humanoid with bits of muscle and sinew hanging from its body.
Four long, sinewy tendrils writhe from its midsection. The entire creature
constantly oozes a mixture of blood and mucus. Its eye sockets are hollow
and show no pupils. A creature hit by the monster’s tendril attack must
pass a saving throw or be held fast and dragged toward the bloody bones.
The bloody bones’ tendrils have 10 hit points each and an AC of 3 [16].
Bloody bones are difficult to wrestle or snare due to the constant flow of
blood and mucus across their bodies. Webs, magic or otherwise, do not
affect bloody bones, and they usually wiggle free from most other forms
of confinement.

b3

Bloody Pirates?

The people of the coast had long since become accustomed to the
coming of the Black Galleass with the headless figurehead and its buff
colored sails.. Framed by a blazing sunset, it would make its way to the
coast and disembark a small launch carrying a basalt idol of the demon
prince of evil sea creatures. Accompanied by men swathed in black and
shuffling as though chained, the idol would be carried through a town
preceeded by a tall man with golden eyes carrying a large urn. Coins
would be placed into the urn by those wishing to avoid the attention of
the demon prince and the village elders would make whatever gift they
could of stores and supplies. The priests would carry their idol back to the
launch and then their ship would disappear over the horizon for another
happy year.

What a surprise, then, to find the galleass grounded on a windswept
beach littered with the detritus of the sea. Listing slightly, its hull buffeted
by the crashing surf, it lies there with not a sign of its rowers or priests.
Closer inspection, of course, reveals a grisly scene - bodies strewn about
the deck, their clothes and hides cleaved by axe blows. The carnage
continues below decks, with the remains of a few skeletal rowers still in
evidence, though most seem to have been blasted away by a divine fire.

The most terrible surprise, however, lies in the ship’s shrine, located
in the aftcastle. A shield, white and bearing a red cross, lies shattered
outside the door and a thick spear holds the doors to the shrine open.
Inside, in front of the toppled idol, are 1d4+1 bloody bones, still wearing
the tattered surcoats that would identify them as crusaders. Although they
succeeded in destroying the temple ship of a demon prince, they could not
resist the ire of the dark gods with which that prince was allied.

Copyright Notice
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Boalisk

Hit Dice: 5

Armor Class: 3 [16]

Attack: Bite (1d8)

Saving Throw: 12

Special: Constrict, gaze

Move: 9/9 (climbing, swimming)
Alignment: Neufrality
Challenge Level/XP: 6/400

A Dboalisk is a constrictor snake 12 to 30 feet long with dark scales
interspersed with pale green and yellow daubs of color to help it blend
in with its surroundings on the forest floor. The eyes of a boalisk are
large and reddish in color. They dwell in misty jungles and along dark
riverbanks. Boalisks have a powerful bite attack. Victims of a successful
bite attack must succeed at a saving throw or be ensnared by the serpent’s
coils and constricted for 1d8 points of damage per round. The boalisk’s
more potent ability is its terrible gaze. Those within 30 feet that meet the
boalisk’s gaze must succeed on a saving throw or contract black rot. Black
rot strikes at a victim almost immediately, causing the skin to become
black and glossy and terrible swelling in the joints and face. Each day,
a victim of the rot loses 1d6 points of constitution and charisma if they
fail a saving throw. The disease persists until the victim succeeds at two
consecutive daily saving throws. A victim of the disease dies when their
constitution reaches 0. A recovering victim regains 1 point of charisma
and 1 point of constitution per day of rest.

bl

Quarantine

Tromping up the jungle trail that follows the lazy river into the highlands,
you come across an old trading post of timber and stone. The trading post
is two stories tall and looks abandoned at first blush. Dozens of barrels
and crates lie outside the post, filled with basic trade goods and supplies.
As one approaches, a voice will call out to them, weak and mournful.

“Come no closer,” it says, “we have been invaded and the black rot is
upon us. Take what you will and leave only your prayers.”

Three days earlier, a boalisk crawled into the post, bringing with it the
black rot and making a meal of a halfling trader. The others managed to
escape to the second floor and bar the door. They do not know whether
the serpent remains, but know that the disease will soon claim the last of
them. The barrels and crates stores on the second story were thrown out
in case folk came upon the post - better not to waste supplies in such a
hostile country. The boalisk is now lodged between two water barrels on
the ground floor, patiently waiting for new prey to enter the post.

Credit

The Boalisk originally appeared in the First Edition module S4 Lost
Caverns of Tsojcanth (© TSR/Wizards of the Coast, 1982) and later
in the First Edition Monster Manual I (© TSR/Wizards of the Coast,
1983) and is used by permission.
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Bog Beast

Hit Dice: 5

Armor Class: 5 [14]

Attack: 2 claws (1dé6 + swamp fever)
Saving Throw: 12

Special: Swamp fever, rend with claws
Move: 12

Alignment: Neufrality

Challenge Level/XP: 6/400

Bog beasts make their homes in bogs and swamps and feed on creatures
that dwell there. They are avid hunters and a bog beast’s hunting area
usually covers a large expanse of ground several miles around its lair. It
makes its lair amid overgrown swamplands and attacks just about any
creature that travels too close to its lair. They are large humanoids with
shaggy fur and clawed hands and feet. Two, long, upright tusks protrude
from its mouth. Its eyes are dull brown and its fur is brownish-yellow. A
bog beast stands over 9 feet tall and weighs around 1,100 pounds. They
seem to be able to communicate with one another through a series of
guttural grunts and growls, but do not speak any known language. If a bog
beast succeeds on both claw attacks against an opponent, they rend for an
additional 2d6 damage. Characters who suffer damage from a bog beast’s
claws must pass a saving throw or come down with a case of swamp
fever. The fever causes swelling of the joints and fills the lungs with fluid.
The diseased character’s movement rate is cut in half and they suffer a -2
penalty to AC and saving throws. Each day, they receive a saving throw
at a -2 penalty to shake off the disease.

Cypress Swamp

A pack of 1d4+1 bog beasts has taken up residence beneath an ancient,
black cypress in the heart of the swamp. The fish here are plentiful and the

alligators are not terribly bothersome. The bog beasts serve the impetuous
and often cruel dryad of the cypress, bringing her young fishermen that
they kidnap from the nearby settlement of humans.

Most of these unfortunates are wracked with disease by the time they
reach the cypress, and thus are not pleasing to the dryad and are quickly
cast away into the mud of the swamp. The leader of the bog beasts is a
barbaric individual with +2 HD who fights as a berserker. He carries a
massive club constructed from the jawbone of a black dragon that he
claims he killed with his bare hands (a lie - he found the body rotting in
a small pool).

The bog beasts have 1d4 x 1,000 sp, 1d4 x 100 gp, a rhodochrosite
worth 70 gp, a brass broach shaped like a salamander swallowing its own
tail worth 95 gp and a limestone statuette of a knight worth 1 gp.

Copyright Notice
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Bog CreeBer

Hit Dice: 7

Armor Class: 6 [13]

Attacks: 1 slam (1dé), 4 tendrils (1d4) or bite (2d4)
Saving Throw: 9

Special: Constrict, spit acid, camouflage

Move: 4/9 (swim)

Alignment: Neutrality

Challenge Level/XP: 8/800

The bog creeper is a creature native to the thickest, darkest swamps. It
superficially resembles a man-sized rotted tree trunk sprouting several thorny
tendrils each about 10 feet long and a single 6-foot long limb. Bog creepers
are carnivorous, lurking amid dead trees and stumps waiting to ambush
unsuspecting prey. When prey comes within range, a bog creeper lashes out
with its single limb and slashes with its tendrils. If two tendrils hit the same
opponent, the creature grabs the victim and constricts it for 2d4 damage as it
transfers the prey to its mouth. Three times per day, a bog creeper can vomit
digestive sap on opponents (2d8 points of damage; save for half).

Stumped

Two loggers from Carson’s Mill are missing. The men were last seen heading
into the hills above the logging camp, making their way toward the deep woods.
Their axes were found scattered amid the stumps of the cleared forest, along
with a couple of goblin spears. The villagers fear the men have been abducted
—or killed — by the ugly little humanoids. Worse still, two of the men searching
for the missing loggers are now missing, and the villagers fear that the goblins

are getting uppity and preparing to move against the isolated town.

The men are dead, but it wasn’t goblins that got them. In fact, the goblins
that stumbled upon the remains of the men and their scattered belongings
were killed moments after the men by a bog creeper that makes its home
among the hundreds of stumps in the cleared forest. The bog creeper
grabbed the men and goblins and moved on once it had digested its meal.
It now hides among the stumps, its tendrils spread out along the ground,
waiting for more victims to stumble into its clutches.

Inside the creature’s gullet are 60 gp, three small rubies (50 gp each)
and a +1/ silver dagger.

Copyright Notice
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Bog Mummy

Hit Dice: 8
Armor Class: 2 [17]

Attack: Slam (1dé + bog rot)
Saving Throw: 8
Special: Bogrot, +1 or better weapon fo hit, resistance to

fire (50%)

Move: ?

Alignment: Chaos
Challenge Level/XP: 10/1400

Bog mummies resemble normal mummies, but are covered with a thin
layer of swamp mud. Bog mummies rarely leave the swamp where they
were formed. They hate life and attack any living creature that trespasses
in their swamp. Bog mummies can only be harmed by magic weapons. Its
touch infects victims who fail a saving throw with bog rot, a supernatural
disease that does not allow wounds to heal naturally, and cuts magical
healing in half until cured with the cure disease spell. Humanoids killed
by a bog mummy rise as bog mummies themselves in 1d4 days unless
their bodies are removed from the swamp or a cure disease spell is cast
on the corpse. A bog mummy’s movement is unaffected by mud, marshes
and swamps.

Hanging Was Too Good for Him

On a peaty moor frequented only by ravens, scrawny ebon hares and the
timid priests of the god of the scythe, one might have the misfortune to
come across a low pool of water that is now home to a bog mummy. The
mummy was a common thief that was strangled and thrown into the holy
waters that are marked with a runic pillar.

The bog mummy has leathery, slate colored skin, dead eyes and stark
white hair. It still wears the rope that hanged it, and has thin, atrophied
arms and legs that, despite their appearance, are horribly strong. When it
opens its mouth to groan, a thick, distended tongue lolls out. A terrible
visage to be sure.

Bronze rings, bracelets, anklets and torques have been cast into the
waters of the pond, and 1d10 x 100 gp worth of these goods can be found
with an hour of uncomfortable searching. Such robberies will not go
unnoticed by the god of the scythe.

Credit

The Bog Mummy originally appeared in the Second Edition Return to
White Plume Mountain (© Wizards of the Coast, 1999) and is used by
permission.
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Bogeyman

Hit Dice: 6

Armor Class: 5 [12]

Afttacks: claw (1dé)

Saving Throw: 11

Special: Frighten, create illusions, magical weapons to hit
Move: 12

Alignment: Chaos

Challenge Level/XP: 7/600

A bogeyman is a man-sized undead that lacks a corporeal body. A
bogeyman can create realistic illusions and sounds to scare victims, and
can only be hit by magical weapons. An opponent seeing a bogeyman
must make a saving throw or run in fear (as per the spell).

Bump in the Night

This encounter takes place in a long hall (either a
dungeon or inn or a similar setting) with many doors
evenly spaced on either side. Some or all of the doors
could be illusions. A bogeyman haunts this area.
It uses its fear ability to scatter the party before
running into one of the doors. Using illusions and its
incorporeal form, it runs in and out of various doors.
PCs chasing it will find an empty room — even as the
creature exits from a different door across the hall.

Once the bogeyman has a victim alone, it attacks.
The bogeyman is something of a coward and flees
if cornered or outnumbered. One of the rooms
has a shallow grave (possibly under floorboards)
barely noticeable to casual observers. The grave
is old and contains the remnants of the bogeyman
(once a thief). His body still holds a short sword
with a hollow pommel. Within the pommel are 4
rubies (50 gp each) and a treasure map (the reason
he was slain).

Copyright Notice
Author Scott Greene.
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Boggart

Hit Dice: 6

Armor Class: -1 [20]

Attack: Electrical discharge (2dé)

Saving Throw: 11

Special: Immune to magic, magical abilities
Move: 9

Alignment: Chaos

Challenge Level/XP: 8/800

Although a boggart’s natural form is that of a small will-o’-wisp,
boggarts usually take the form of a 2-foot tall humanoid with unkempt
dark hair, an untrimmed shaggy beard, thick mustache, pale skin and
green eyes. The boggart is a relative of the will-o-wisp. Sages believe it
to be a sort of “larval” or immature form of said creature. Boggarts are
immune to most spells or spell-like abilities that allow spell resistance,
except magic missile, protection from evil, protection from evil 10-ft
radius and maze. Boggarts can use ESP (as the spell) at will and can
become invisible for 10 minutes each day. Once per day, a boggart can
unleash a screech that causes confusion (per the spell) in all those within
30 feet who fail a saving throw. The confusion lasts for 6 rounds. Each
additional boggart within 10 feet that joins the screeching imposes a -1
penalty to the saving throw. Boggarts not only deliver electrical shocks
with their physical attacks, but also throw electrical current up to 10 feet,
dealing 2d6 points of damage (save for half).

Acts of War

A pack of 1d4+1 boggarts haunts a lonely bridge on a rapid river that
meanders through the lands between two baronies. The sole means of
communication between these baronies, it was until recently stalked by
a notorious highwayman. The boggarts electricuted the bandit (his life
was a series of disasters that culminated in his fey encounter) and strung
his body up in the branches of a gallows oak on the near side of the river.

The pitiless creatures entertain themselves by tossing the body down
in front of travelers and making it dance. Folk who attempt to flee with
their wagons are attacked on the bridge and tossed, alive or dead, into the
rapids. More than a few unfortunates have washed up downshore, and
one ambitious counsellor has asserted that their deaths are a clear act of
war by the neighboring barony.

Credit

The Boggart originally appeared in the First Edition module WG4 The
Forgotten Temple of Tharizdun (© TSR/Wizards of the Coast, 1982)
and later in the First Edition Monster Manual II (© TSR/Wizards of the
Coast, 1983) and is used by permission. This is not the same Boggart
that appeared in Dragon #54 (© TSR/Wizards of the Coast, 1981).

Copyright Notice
Author Scott Greene, based on original material by Gary Gygax.
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Bone Cobbler

Hit Dice: 5

Armor Class: 5 [14]

Attack: 2 hammers (1d4) or 2 claws (1d3)
Saving Throw: 12

Special: Animate bones, breath weapon
Move: 12

Alignment: Chaos

Challenge Level/XP: 7/600

The bone cobbler is a tattered and desiccated humanoid often mistaken
for a zombie in weak light. The bone cobbler is a malign and evil creature
that delights in slaying its opponents and stripping the flesh from their
bones. Bone cobblers take the skeletal remains of those they kill and
combine them with other bones in their lair. From these bones they sculpt
and form weird humanoid or half-humanoid skeletal statues. Once per
day, a bone cobbler can animate up to 5 skeletal statues within 30 feet.
These creatures fight as skeletons, though their forms and structures do
not necessarily resemble anything remotely humanoid. A bone cobbler
can rapidly strip all the flesh from a human-sized creature in 3 rounds
using its claws and hammers. Once stripped, the bone cobbler devours the
flesh and collects the victim’s bones to use in its “sculptures”. A creature
slain in this manner can only be brought back to life by a wish spell.
Finally, a bone cobbler can bellow forth a cloud of vapors every 1d4+1
rounds that covers a 10-foot-radius area. Creatures within the area must
succeed on a saving throw or be slowed (as the slow spell) for 1d4 rounds.

Everybody Needs a Hobby

The sculptor of idols was never as reverent as his customers. His last
object d’art was an idol of the love goddess for a shrine located out in the
sticks. His progress on this particular sculpture had been hampered by
the presence of his model, a peasant girl of very pleasing face and figure.
Alas, a fortnight ago the maiden’s paramour got wind of her new position
and, with two boon companions struck, bashing the sculptor’s head in and
making a terrible mess of his workshop.

By the next night, one of the murderers had disappeared, his hovel
turned into a bloody mess. The others followed, but the disappearances
did not end with the trio of killers. In all, twenty villagers have gone
missing. After the first five disappeared, the stripped bones of the others
began to crop up, often jumbled and put together into bizarre shapes. The
elders have sent for a priest from the imperial market town further down
the river, but no help has yet arrived.

Copyright Notice
Author Scott Greene.
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Boneneedle

Hit Dice: 2
Armor Class: 8 [11] Marrow Donor

Attacks: 1 bite (1d3 + marrow poisoning)

Savin-g Throw: 16 ) ) Bones crunch underfoot in this narrow underground passage. A massive
Special: Marrow poisoning, aversion to daylight gray wolf lies collapsed amid the white heaps. It whimpers weakly but

M?Ve: 18 . doesn’t move. It has a red leather collar around its neck. Written on the
Alignment: Neutrality ) collar is the word Jasper. Leg bones, spinal columns and arm bones
Challenge Level/XP: 3/60 surround the animal, each bone splintered and picked clean of flesh.
A, The bones are mainly from animals, but a few humanoid remains
can be found.
7 The wolf is the animal companion of Hollister, a ranger who
entered the cave and died there. The wolf waited outside the
cave for three days before venturing inside. He was attacked
by the bone needles that live in the underground cavern
among the bones. The animal is barely alive and in need
of care.

A nest of 1d6+5 bone needles lives in the rocky passage.
The bone needles burrow out of the broken bones to attack
living creatures. One is wrapped around the underside of

the wolf’s throat. If rescued, the wolf follows PCs who

Boneneedles are bloated, yellowish-
white blobs of rubbery flesh with
spidery legs of black or gold. Two
long, sharply-curved mandibles
protrude from the monster. The
mandibles are glossy-black and
hollow, and aid the boneneedle
in piercing its prey’s flesh and
bone and siphoning off its
meal. After feeding, its form
takes on a sickly yellow color.

>

The boneneedle’s bite secretes rescued it.
a thick, syrupy neurotoxin that
breaks down bone (save resists). Copyright Notice

A creature with weakened bones
suffers an extra +2 damage each time

Author Scott Greene.

he is struck.

Bonesnapper

Hit Dice: 4 appendage, which it so happened was equipped with a ring of invisibility,
Armor Class: 3 [16] a ring which has, stewing in the beast’s digestive juices, made it vanish
Attack: Bite (1d8) and tail slap (1d3) from sight. The other members of the menagerie are particularly excited,
Saving Throw: 13 having not been fed for several days.

Special: Surprise on aroll of 1-2 on 1dé

Move: 9 Credit

Alignment: Neuftrality The Bonesnapper originally appeared in the First Edition Fiend Folio (©
Challenge Level/XP: 4/120 TSR/Wizards of the Coast, 1981) and is used by permission.

The bonesnapper resembles a man-sized bipedal dinosaur with gray- Copynght Notice
green flesh mottled with gray spots. Its eyes are scarlet and its teeth are  Author Scott Greene, based on original material by Ian Livingstone. [ |
yellow. Though unintelligent, it is fond of collecting and decorating its g
lair with the jawbones of its victims.

Don’t Feed the Animals

You wander into a vast cavern containing a number
of’cages composed of steel bars setin a circle 10-ftin
diameter, the bars rising from floor to ceiling - the
height ranges from 15 to 25 feet. There are fifteen
cages in all, each containing a monster (you can
choose them at random from this volume, if you
like) save for one. One cage is empty, its only
contents being a silvery skullcap and small patch
of dried blood. The blood actually forms a trail
from the cage to an exit some 30 yards away. It
doesn’t take a ranger to tell that some pour soul
dragged itself from the cage to the door.

While the cage has no visible occupant, it does
have an invisible occupant - a bonesnapper. The
wizard who built this subterranean menagerie, made
the mistake of quickly grasping through the bars for his hat
and getting it stuck. The bonesnapper made quick work of the invading
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Bonesucker

Hit Dice: 8

Armor Class: 3 [16]

Attack: 4 tentacles (1d4+4 + liquefy bones)
Saving Throw: 8

Special: Liquefy bones, +1 or better weapon to hit
Move: 9

Alignment: Chaos

Challenge Level/XP: 10/1400

This bizarre creature resembles a fleshy tree trunk. Atop its main body
protrudes a mass of writhing tentacles that constantly ooze and drip a
brownish-yellow fluid. These tentacles appear to be only one or two feet
long, but can be extended up to 10 feet. Near the top of its body is a
ring of black, unblinking eyes that make it impossible for the monster
to be surprised. Bonesuckers stand about 10 feet tall and move about
through the use of 5 thick tentacles at their base. They stalk the darkness
of wastelands and dank caves. Bonesuckers consume only the bones of
an opponent by grabbing it and piercing its flesh with its hollow tentacles.
Victims of a successful tentacle attack must pass a saving throw or be held
fast and pierced by the hollow, bony protrusions that line the tentacle.
These tubes inject digestive enzymes into the bones, inflicting 2d4 points
of damage and causing 1d2 points of strength damage each round.

Fatal Error

The tunnel you are traveling down ends in an iron grate with a latch
mechanism at the top. The grate is thick and studded with small spikes.
Unhooking the latch causes the spring loaded grate to slam down on
anyone standing in front of it, causing 2d6 points of damage to those who
fail leap back (i.e. fail a saving throw).

Beyond the iron grate there is a large chamber, easily 100 feet wide
and 200 feet long with a 30-foot high ceiling. The chamber is filled with
bizarre, disturbing statues - most of them carved from basalt , but a few
carved from greenish marble or limestone. The statues look to have been

Bookworm

sculpted by a mad genius, suggesting humanoid and animal shapes that
came out of a madman’s nightmares.

In the center of the room there is a partial magic circle surrounded
by a number of puddles of wax that used to be candles. A half-finished
sculpture of what appears to be a twisted, evil tree stands next to the
circle. On the margins of the circle lies the remains of a human body - just
dried skin from which the bones and tissue have been removed.

The skin is swathed in robes of black velvet that were held on by a
corded belt. A blank scroll, partially burned, lies next to the body. The
body belongs to a wizard and artist whose model escaped from the magic
circle. The model was a bonesucker, a bizarre entity brought from another
dimension by means of the now useless scroll. The bonesucker is still
lurking in the chamber, waiting for a new victim.

Copyright Notice
Author Erica Balsley.

The bookworm is a tiny, 1-inch long, gray, seemingly normal worm. This
miniscule creature is the bane of scholars, wizards, and sages, for its primary
source of food is the paper, wood, and leather that make up books.

Bookworms cannot harm living creatures, but they burrow through wood,
leather, rope, and paper very quickly. They ignore the hardness of such
materials, and a burrowing bookworm deals 3 points of damage per round to
dead wood, rope, paper, or leather. Bookworms are quick and agile (move 9)
and seek to avoid being seen. To this end, they can alter their body color to
match that of their surroundings. They surprise on a roll of 1-4 on 1d6.

Scrolls are destroyed in a single round and any spells contained on it are
destroyed as well. A spellbook loses one spell level per round that a bookworm
spends burrowing into it. For example, a spellbook has 100 pages and can hold
a maximum of 100 total spell levels (a spell takes up one page per spell level).
Multiple bookworms can destroy a spellbook much faster. Each bookworm
burrowing through a book destroys one spell level per round.

A typical lair (or brood) contains 1d4 x 10 bookworms. They are easily killed
by attacks that deal damage over an area (such as fire or cold). Consider one
worm killed for each point of damage dealt.

Taking Out the Trash

You enter a cavern 60 feet long and between 15 feet and 20 feet wide.
The cavern is piled up to waist height with trash and detritus, mostly in the
form of worm-ridden books and tomes. The trash gives off a four odor (per
the troglodyte stench ability) and a good amount of heat, making walking

Tl

through the trash uncomfortable. The air in the cavern is very close and
muggy. About a dozen holes in the ceiling spew more trash into the room
(from an indeterminate source) as people walk through it. Those walking
through the cavern are wading through both bookworms and rot grubs. Each
round spent in the room brings a 1 in 6 chance of attack by one or the other.

Credit

The Bookworm originally appeared in the First Edition Monster Manual
11 (© TSR/Wizards of the Coast, 1983) and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by Gary Gygax.
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Brass Man

Hit Dice: 10

Armor Class: 4 [15]

Attacks: 1 slam or 1T weapon (3dé)

Saving Throw: 5

Special: Spit molten brass (6d6), +1 or better magic weapon
to hit, slowed by lightning, healed by fire, immune to spells
Move: 6

Alignment: Neutrality

Challenge Level/XP: 12/2,000

A brass man is an 8-foot tall humanoid composed of brass and weighing
about 900 pounds. Its facial features are exquisitely and delicately
worked. Some brass men have ancient runes and symbols carved into
their bodies. Many are constructed with weapons, though the average
brass golem relies on its fists. In combat, a brass man can spit a 30-foot
stream of molten brass every 1d4 rounds (6d6 damage). Lightning slows
a brass man, and fire heals it. They are immune to all other spells.

2S el
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Head Games

An abandoned shrine sits deep in the Kriegh Forest, its flaking stucco
columns entwined with clinging ivy. The stone portico rises above a
marble entryway. Ornate double doors bordered in brass are closed but
not locked.

The interior walls of the 20-foot-by-20-foot shrine are lined with 10
1-foot-deep niches that run the length of each side of the structure. These
shelves start at floor level and rise to the ceiling 15 feet overhead. Each
20-foot-long niche houses a row of carved stone heads, about 20 in a
row (around 200 stone heads per wall). Some are representations of
influential leaders, while others are gods and goddesses. Nestled among
the heads are bird nests and other debris carried in by forest creatures. A
shattered skylight lets rain in, creating standing pools of stagnant water
where mosquitos buzz in swirling clouds. A rope hangs down through the
skylight to coil on the floor. Engravings on the walls of prancing satyrs
and reveling druids are covered with green mold.

The heads are enchanted so that they all turn in unison to “watch”
people who enter the shrine. The heads always turn to follow the person
closest to them as they walk about the chamber. The effect is like being
on a stage in the middle of a gallery of spectators. The heads are harmless,
but disconcerting.

Against the wall opposite the brass entry sits a basalt altar, its sides
decorated with idyllic pastoral scenes. A three-inch-thick glass top on the
altar shields a depression in the stone that contains a shining gold ring
carved with images of ivy and a scroll sealed with a wax signet. The
burned body of a tomb robber lies in a heap of charred remains at the base
of the altar. His armor is decayed and melted through, with obvious burn
spots marring the leather. A crowbar in one of his skeletal hands is bent
and twisted, the metal running like wax on the floor tiles. One corner of
the glass atop the altar is scratched and chipped.

One of the heads behind the altar actually belongs to a brass man
kneeling inside a space covered by a phantasmal force. The golem’s
entire body — except its head — is hidden by the spell so that it appears to
be just one of the many moving heads lining the shelves. The brass man’s
features are coated with a thin patina of plaster to blend in with the stone
heads beside it. It rotates to watch PCs, just like the rest of the heads in
the gallery. The golem is tasked with protecting the altar and its contents.

The brass man kneels in its niche and doesn’t bother PCs unless they
touch the altar or harm the other carvings. If that happens, it spits a stream
of molten brass at the closest PC then rises out of the phantasmal stone
wall to attack. When it does so, a wall of fire ignites across the doorway,
blocking the room’s only entrance. The golem returns to its post after PCs
are driven off.

The ring is a ring of regeneration, while the scroll contains three druid
spells of the Game Referee’s choosing.

(See the angel, empyreal entry for another encounter with the brass
man.)

Copyright Notice
Authors Scott Greene and Casey Christofferson.
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Brownie

Hit Dice: 1d3

Armor Class: 2 [17]

Attack: Tiny sword (1d3)

Saving Throw: 18

Special: Magic resistance (25%), spells
Move: 9

Alignment: Law

Challenge Level/XP: 1/15

A brownie is a timid, quiet fey creature that prefers to live only among
its own kind. Most brownies dwell in pastoral areas untouched by
civilization, such as deep forests and wild lands far from other creatures.
They resemble 18-inch tall elves with greenish skin and brown, gray or
tawny hair. Most brownies prefer green or otherwise brightly colored
clothing. They may be distant relatives of pixies and halflings, but this
has never been proven. In woodland areas, brownies surprise on a roll of
1-4 on 1d6, and is only surprised on a roll of 1 on 1d8. The can use the
following spells once per day each: Confusion, continual light, dimension
door, protection from evil 10-ft radius and mirror image.

Delectable Desserts

A band of 1d8+4 brownies lives together in a mossy cottage constructed
next to an ancient oak. The brownies cultivate a small garden in and
around the cottage, though it is so chaotic and overgrown one might never
recognize it as such. The cottage has a two-level cellar, the upper level
being used to store preserves and roots and the lower level for cultivating
large, musty smelling mushrooms that are dried and turned into a delicious
broth or powdered and turned into a cure for many diseases (+2 bonus to
save vs. disease if applied to a wound).

The lower level has a secret door hidden behind shelves of mushrooms
(the shelves swing out of the way if a secret lever is tripped). Behind
the secret door there is a long tunnel winds its way beneath the woods,
sometimes broken by a spiral stairway into a hollowed oak and finally
ending in a hollowed hillock of greenish, marble boulders. In this hidden
space there are a number of tree roots hanging from the ceiling and woven
together into a single strand that drips moisture into a copper recepticle
set in the floor.

A single draught from the copper basin acts as a cure light wounds spell.
Two draughts acts as a cure light wounds and cure disease spell and three
draughts acts simply as a very slow acting polymorph, turning a person
into a wolfberry bush over the course of six hours. Not surprisingly,
there are a number of well tended wolfberry bushes around the brownies’
cottage, the fruit being used to make jelly tarts that act as half strength
cure light wounds spells but take 2 rounds to consume.

Credit

The Brownie originally appeared in the First Edition Monster Manual
(© TSR/Wizards of the Coast, 1977) and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by Gary Gygax.
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Brume

Hit Dice: 7

Armor Class: 2 [17]

Attacks: 2 claws (1d6)

Saving Throw: 9

Special: Magical weapons to hit, magical abilities
Move: 15

Alignment: Chaos

Challenge Level/XP: 8/800

A brume is an opaque spirit that takes human form. It can only be
hit by magical weapons. A brume’s claws cause an opponent to forget
everything that has happened in the last 1d6 hours (save resists). A brume
can create a billowing fog to appear three times a day.

Swept Away in the Moment

A maze made of narrow 5-foot-wide bridges stretches throughout a
cavernous room. The bridge-path has many twists and turns that often end in
dead ends. The floor of the room lies 60 feet down on each side of the bridge
and appears to be covered in upward pointing sword blades. Oozing carefree
through the blades are 3 black puddings. They make no attempt to climb the
walls, contently dissolving refuse scattered along the bladed floor.

With careful study, a clear and safe path to the other side of the room
can be navigated. The exact dimension of the bridge maze is left to the
Game Referee, but the arching bridges should be expansive with many
dead ends to force PCs to backtrack.

A brume hides beneath a bridge two-thirds of the way across the room.
It creates a fog to cover the area while it attacks with its memory-robbing

Brykolakas

claws. PCs robbed of their memory find themselves lost on a bridge maze
without a clue as to where they are or why they are there.

Copyright Notice

Author Scott Greene.

Hit Dice: 5

Armor Class: 5 [14]

Attacks: 2 claws (1dé + infection)

Saving Throw: 12

Special: Create spawn, death throes, infection, change
shape

Move: 6/24 (swim)

Alignment: Chaos

Challenge Level/XP: 7/600

Brykolakas are 6-foot-tall humanoid creatures with bluish-gray skin
and unkempt black or gray hair. They can assume the shape of a dolphin
or a manta ray at will. Their eyes burn with a hatred for living creatures,
and their hands end in razor-sharp talons with black or broken nails.
Brykolakas dress in flowing robes or gowns. When killed, a brykolakas’
body changes into a pool of deadly poison (2d4 points of damage to all
within 10 feet). The creature’s claws also carry a deadly infection that
deteriorates a victim’s organs (save or die). Any humanoid slain by a
byrkolakas rises as a kalanos in 1d4 days under the creature’s control:

Kalanos: HD 3; AC 8[11]; Attack 1 slam (1d4 + 1 level drain);
Save 14; Alignment Chaos; Move 6, Swim 24; CL/XP 4/120;
Special: Level drain (1)

The Haunted Potty

Just offshore from the coastal town of Niborlyn dwells a brykolakas.
The brykolakas lairs in an old place of worship dedicated to a sea
goddess. The mostly intact ruins of a cathedral lie submerged in the
bay, only the square top of the 60-foot-tall bell tower visible above the
surface during low tide. Four stone sculptures of gargoyles (inanimate)

7§

stand watch on the corners

of the tower. Although

the stone church and
bell tower remain, N
the tower’s wooden
access door rotted
away long ago,
leaving a square
portal into the
cathedral’s

black interior.

The villagers

call the tower
“Hell’s Well,”

not knowing of

the submerged
cathedral below.
The fishermen

stay clear of the

top of the bell tower
and believe it an ill
omen to even view the

gargoyles. The brykolakas
occasionally raids the village

of livestock or lone drunkards.

The brykolakas has discovered that
the village’s sewer network empties
into an undersea cave. Through this cave, the brykolakas can enter the
village undetected by climbing the walls of the pit toilets.

/ﬂ\;z- ".', ¢
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Buckawn

Hit Dice: 1d6

Armor Class: 2 [17]

Attack: Dagger (1d3) or dart (1d3)

Saving Throw: 18

Special: Poison use, spells, magic resistance (10%)
Move: 12

Alignment: Neutrality

Challenge Level/XP: 2/30

Buckawns look like halfling-sized humanoids with swarthy skin, dark
hair, greenish-brown eyes and brown clothes. Buckawns are somehow
related to brownies, but they are nowhere near as kind-hearted and playful.
Buckawns are extremely reclusive and rarely have dealings with outside
races. Trade of any kind between a buckawn tribe and another race is
virtually unheard of. Characters who journey into a buckawn’s realm are
usually left alone, providing they themselves leave the buckawn’s realm
alone. Buckawns readily use poisoned blades when confronted with a
tough opponent, when outnumbered, or when battling opponents for
whom they have great disdain. They favor moonseed berries as poison
and usually have a plentiful supply readily available (see the sidebar).

Moonseed Berries

These small berries are bluish-purple and resemble wild
grapes. They are highly poisonous and are often mixed with
food or crushed and smeared on a weapon or object. The poison
is deadly unless the victim succeeds at a saving throw. Even if
the saving throw is successful, the poison inflicts 1d8 points of
damage. A vial of the poison can be purchased from unsavory
types for 1,500 gp.

Buckawns can use the following spells at will: Phantasmal force,
invisibility and insect plague (1/day).

Children of the Berries

A band of 1d6+5 buckawn poachers has constructed a hunting blind
on the outskirts of a bustling village. The buckawns prey on children
who wander too far from home, bringing them back to their own hidden
village in the dark forest to work as slaves. The children are put to the task
of picking moonseed berries. The berries are quite acidic, raising boils on
their fingers and staining them a deep crimson.

The slave children are kept in mildly comfortable cages in a tall, barn
like structure disguised to look like a copse of trees. The buckawn village
has a population of 1d10+10 living in teepee-like structures constructed
from peeled tree bark. Most of the tribespeople work as quail hunters and
bowyers. The buckawn are currently holding 15 children in their barn.

Credit

The Buckawn originally appeared in the First Edition Monster Manual
11 (© TSR/Wizards of the Coast, 1983) and is used by permission.

Copyright Notice
Author Scott Greene, based on original material by Gary Gygax.
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Bumblebee, Giant

Worker

Hit Dice: 3

Armor Class: 3 [16]

Attacks: Sting (1dé + poison)
Saving Throw: 14

Special: None

Move: 6/18 (flying)
Alignment: Neutrality
Challenge Level/XP: 5/240

Giant bees live in enormous hives in massive tress, along cliffs or even
tunneled through soil. A hive can hold as many as 100 bees and always
contains one queen. The poison of a bee does 2d6 points of damage if a
saving throw is failed, 1d4 points of damage if the saving throw succeeds.

Queen

Hit Dice: 10

Armor Class: 3 [16]

Attacks: Sting (1dé + poison)
Saving Throw: 5

Special: None

Move: 6/18 (flying)
Alignment: Neutrality
Challenge Level/XP: 12/2,000

The queen of a giant bee hive is larger and tougher, than the average
giant bee. The poison of a bee does 2d6 points of damage if a saving
throw is failed, 1d4 points of damage if the saving throw succeeds.

Mis-spelled Bee

The residents of the destitute and dwindling hamlet of Lessef scrape by
farming on their barren lands. The people live with the very real fear of
famine lingering above their heads. Only the locale tavern and church
show any hint of prosperity.

Which is why the villagers were surprised to find a field on the outskirts
overflowing with incredibly large clovers and sunflowers, some reaching
heights of 15 to 20 feet. Recently, a good-hearted but inept druid named
Hagglethorn Beefalo attempted to aid the impoverished citizens. By
casting plant growth and administering a nutrient-rich potion in mass
quantity, he secretly fed the clover and sunflower fields at night. His
plan seemed flawless. The bountiful result would feed the remaining
livestock and allow the town to sell the surplus of the plentiful crops. A
humble man, Hagglethorn didn’t hang around to take credit, desiring that
the townsfolk credit the fertility goddess Freya for their good fortune.
As fate would have it, though, the combination of spells and fertilizer
had unfortunate results: The bees that collected the pollen and nectar also
grew to gigantic sizes.

The territorial bees have now taken the village hostage. The citizens
barricaded themselves into their homes a week ago, and their stored
provisions are all but depleted. A few corpses of slain villagers lie around
the village’s well, some still grasping pitchforks and axes where they
made a last stand. Their bodies are swollen and peppered with puncture
wounds. Villagers plead for assistance, but do not open their doors or
windows. The bees have taken over a large barn on the north side of town.
A massive hive fills the interior of the barn. Only the destruction of the
hive and the queen will keep the bees from returning. The nest contains
20-30 giant bees and one queen. The Game Referee should adjust the
number of bees to challenge the players. While the people of Lessef are
grateful, they can offer only small rewards to their saviors. They offer a
jar of pickled eggs, a fox pelt (5 gp) and as much honey as the PCs can

carry.
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Bunyip

Hit Dice: 5
Armor Class: 4 [15]
Attack: Bite (1dé)

Saving Throw: 12 g
Special: Frenzy, roar, vorpal bite " ’/,

Move: 21 (swimming) oo E ///'////,

Alignment: Neutrality (with lawful fendencies) j&@ ~k %

Challenge Level/XP: 7/600

Bunyips are aquatic creature with the front half of a black seal and
the rear half of a grayish-black shark. The bunyip is about 6 feet long,
though specimens of up to 10 feet long have been encountered. Bunyips
do not attack creatures larger than themselves, except in self-defense
or if they detect blood in the water. A bunyip that detects blood in the
water goes into a killing frenzy, as do all other bunyips within a 90-foot
radius. Frenzied bunyips attack twice per round until either they or their
opponents are dead. A frenzied bunyip’s swim speed increases to 24.
This frenzy lasts for 10 rounds. When a bunyip roars, all creatures with
4 or less HD within a 100-foot spread must succeed on a saving throw or
become panicked for 2d4 rounds, dropping their weapons and fleeing at
top speed. If a bunyip scores a natural 20 on its attack roll, it severs one
of the opponent’s extremities (roll 1d6: 1-3 arm, 4-6 leg; 50% chance of
either right or left).

Feeding Time

To label the lord of the coast a bastard would be accurate on two
counts, namely parentage and personality. The veteran of many battles
and intrigues maintains a stout tower on the limestone cliffs, as well as a
narrow, rickety stair to the strand of beach below and a fairly large curtain
wall encompassing his fields and meadows.

On the beach below his stronghold, the lord of the coast has a long,
stone quay built into the crystal clear waters of the bay. A scaffolding has
been constructed at the end of the quay, with a hook and winch device
that allows a bound subject to be raised and lowered above the water.
Swimming about the quay are is a large bunyip, well trained to circle
the scaffolding when his “feeding gong” is struck at the top of the tower.

The lord keeps a fine collection of skulls on his scaffolding, and a few
incomplete skeletons chained to the battlements of his tower.

Credit

The Bunyip originally appeared in the First Edition Fiend Folio (©
TSR/Wizards of the Coast, 1981) and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by Dermot Jackson.
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Buming Dervish

Hit Dice: 8

Armor Class: 7 [12]

Attacks: 1 weapon (1dé + 1dé fire)

Saving Throw: 8

Special: Flame form, spell abilities, resist fire
Move: 9/6 (flying)

Alignment: Chaos

Challenge Level/XP: 9/1,100

Burning dervishes vary in appearance, but all resemble humans. Skin
color, eye color, and hair color range across the same spectrum as that for
normal humans. It is said that the burning dervishes were once a noble
tribe of jann who sold their souls to the Sultan of Efreet in exchange for
greater power over the Elemental Plane of Fire. Burning dervishes can
shift into a flame form that resembles a column of fire to deal fire damage
with each slam or weapon attack. Each day, a burning dervishes can
become invisible 3 times, cast pyrotechnics 3 times, cast enlarge twice
and cast produce flame twice. They can also transport themselves and up
to eight creatures to any elemental plane, the Astral Plane or the Material
Plane.

The Desert Toll

A burning sandstorm roars off the desert sands of the Veil, the leading
edge of the blowing grit sparking a bluish flame that dances through the
superheated air. Temperatures soar above 120 degrees, and the driving
sand scours bare skin raw.

A shirtless man with tattoos inked in henna across his bare torso walks
at the head of the storm, his arms wide in greeting even as he ignores the
torrential winds whipping around him. A nimbus of blue flame hugs his
body, but he pays it no mind, brushing the fire away as anyone else would
an annoying gnat.

“Greetings, friends,” he calls, his voice rising above the harsh winds.
“I am Khalid al-Sin. Welcome to the grand desert! Do you have the gold
needed to pass through my glorious desert?” Khalid steeples his hands
before him and smiles.

Khalid is a burning dervish who delights in robbing travelers
crossing “his” desert. He is an accomplished fighter and gladly
takes his toll by beating travelers senseless, then taking their
gold — and any other belongings he desires
— while they are down.

Copyright Notice
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Cadaver

Hit Dice: 2

Armor Class: 6 [13]

Attacks: 2 claws (1d4 + disease) and bite (1dé + disease)
Saving Throw: 16

Special: Disease, reanimation

Move: 6

Alignment: Chaos

Challenge Level/XP: 4/120

Cadavers are humanoids dressed in tattered rags. Rotted flesh reveals
corded muscles and sinew stretched tightly over its skeleton. Hollow
eye sockets flicker with an unholy fire of orange or yellow light. The
cadaver’s mouth is lined with jagged and broken teeth, and its hands end
in wicked claws. The creature’s claws and bite transmit horrible diseases
that waste victims’ flesh (1d4 hit points damage; save resists). When
killed, a cadaver regenerates 1 hit point per round. It stands up ready to
fight again when it regains its full hit points. Damage caused by spells is
not restored.

Bring Out Your Dead

A cloaked figure stands in the center of Arnelt, his wrinkled hand resting
on a small cart pulled by a broken-down mare. Corpses lie heaped in the
cart, stacked like cords of wood. The old man is as broken as his horse,
but stands patiently by as two men load another body. A crying woman
hands him a bag of coins and he nods silently. When the body is loaded,
he takes the horse’s reins and tugs it forward. His voice is loud as he calls
out, “Bring out your dead!”

The old man never stays long in any town. He arrives at sunrise and
leaves before the sun goes down. Rowling is a man with many secrets.
First off, he’s not actually an undertaker. And second, he’s not and old
man; he’s actually a young thief named Rowling who concocted this
scheme to make money. He’s been traveling from town to town for a
month now collecting the dead. He has no intention of burying the dead
he collects, however. Instead, he takes the corpses outside town and
dumps them in secluded spots where they won’t be found.

His callousness has caused many of the unburied corpses left in his
wake to rise as cadavers focused on finding the false undertaker. The
undead charge into towns Rowling has visited, hoping to finally catch
the liar before he moves on. They are mindless, but driven as a group to
complete this single purpose. They spare no one in the towns they pass
through as they follow the man who dumped their bodies.

Copyright Notice

Author Scott Greene.



Cadaver fo Crystallis

Cadaver Lord

Hit Dice: 5

Armor Class: 3 [16] ’7
Attacks: 2 claws (1d4 + disease) and bite (1dé + disease) = .
Saving Throw: 12

Special: Disease, reanimation, create spawn, command
undead, magical abilities, spell resistance (20%), +1 magic
weapons to hit

Move: 9

Alignment: Chaos

Challenge Level/XP: 7/600

Cadavers lords are humanoids wearing tattered rags. Rotted flesh reveals / ey
corded muscles and sinew stretched tightly over its skeleton. Hollow eye % .
sockets flicker with an unholy fire of orange or yellow light. The cadaver /////,//a
lord’s mouth is lined with jagged and broken teeth, and its hands end in // .

wicked claws. The creature’s claws and bite transmit horrible diseases that
waste victims’ flesh (1d4 hit points damage; save resists). When killed, a
cadaver lord regenerates 1 hit point per round. It stands up ready to fight
again when it regains its full hit points. Damage caused by spells is not
restored. A creature slain by a cadaver lord awakens in 1d4 rounds as a
cadaver. The cadaver lord can command any undead to do its bidding.
Once per day, a cadaver lord can cast darkness (15-foot radius) and fear.

The Wall of Thorns

A wall of darkness fills the corridor ahead. Just inside the perfect line
of darkness is a spiked wall that fills the 10-foot-wide dungeon corridor.
Ivory horns and metal spikes jut out at random angles across the boards
forming the wall. Bodies of adventurers are spitted on the horns. Severed
heads are mounted on spikes atop the 8-foot-tall wall. The wall leaves a
three-foot gap between its top and the ceiling. The wall is mounted on
steel wheels and can be pushed forward quite quickly. Anyone struck by
the wall takes 3d6 points of damage and must save or become impaled on 4
the racks of horns and spikes. /

Chained to the back of the wall are two muscular minotaurs. The
creatures’ sole purpose is to push the wall forward against anyone
approaching the darkness. The minotaurs wear blindfolds and are covered
in thick scars. A line of six ghouls stand behind the minotaurs, whipping
them mercilessly with cat-o-nine-tails.

A cadaver lord named Iniquitus Shaw sits on a bone throne pulled by
another crouching minotaur. Shaw’s eyes smolder a hellish flame as he
watches his minions drive creature’s before his wall of death. Rarely does
he rise from the throne to attack, preferring to let his minions do the dirty
work.
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Carbuncle

Hit Dice: 1

Armor Class: 1 [18]

Attack: Bite (1d2)

Saving Throw: 17

Special: Discord, foresight, telepathy 100 ft.
Move: 9

Alignment: Neutrality

Challenge Level/XP: 2/30

Deep in the tangled underbrush of forests and in the remote regions of
dismal swamps and bogs lives a strange creature called the carbuncle.
The carbuncle resembles a cross between an anteater and armadillo with
a large, red jewel embedded in its head. The carbuncle is a withdrawn
creature and seeks to avoid encounters. Should it seek interaction, a
carbuncle often begins by proudly announcing the value of the gem in
its forehead just to watch the reaction such information arouses. Despite
its overall shy nature, the carbuncle has a mischievous side as well, often
seeking to join travelers in order to play pranks and gauge the reactions
of the unfortunate victims of its curiosity. After joining with a party, a
carbuncle will seek to cause discord by using selective telepathic images
and prophesies to breed hostility and suspicion between party members.
These images can be created once per round in the mind of a single
creature within 30 feet of the carbuncle. Affected creatures must pass a
saving throw or fall into loud bickering and arguing with those around
them. If the affected creatures have different alignments, there is a 50%
chance that they attack each other. Carbuncles might also telepathically
contact nearby monsters and lead them to attack the party so that it
can watch in fascination and read the thoughts of the party as they are
attacked, slipping away at an opportune moment. A carbuncle can be
coerced to surrender the gem in its forehead with some difficulty and
much deception. When a carbuncle is slain, its forehead gem crumbles
to dust. If the carbuncle relinquishes its gem, it grows another one within
one month. Carbuncles enjoy watching others fight, but avoids engaging
in combat itself.

i

Helpful Suggestions

You come across an abandoned caravan wagon. The wagon has been
tipped over and several barrels of pale ale lie in a pile next to it. Sitting
atop the pile, taking a long draught from one of the barrels, is a bizarre
creature that looks like an armadillo with a long snout, low-slung ears and
a large red jewel in its forehead. As the party looks upon the creature, they
hear a voice in their heads, speaking their native language, asking them
what they’re waiting for and to come on over for a drink.

The creature is quite jovial, telling jokes and chattering on about the
dangers of its forest home. It will explain that the caravan was struck by
bandits who chased the merchants into the woods. It suggests moving on
as soon as possible, and will offer to lead the party through the woods.

The carbuncle will take a winding, confusing path in an attempt to
disorient the party, eventually leading them to an ancient tower in the
woods. The tower is built of limestone caked with soil and heavily
weathered and stands 100-ft in height.

The tower can be entered through a portcullis of rusty steel. Beyond
the portcullis is a small, empty circular room. The carbuncle hangs back,
explaining that it suffers from claustrophobia and explaining that the
trapdoor in the ceiling leads to a magical chamber that holds an ancient
relic (choose something important to your home campaign). When the
party pulls on the rope tied to the trapdoor, the tower rapidly descends
into the earth, the voice of the carbuncle in their heads laughing and
wishing them a pleasant journey through the underworld.

When the tower hits bottom, inflicting 1d6 points of damage from the
jarring stop, the exit now leads to a subterranean tunnel and whatever
horrors the referee wishes to inflict on her players.

Credit
The Carbuncle originally appeared in the First Edition Fiend Folio (©

TSR/Wizards of the Coast, 1981) and is used by permission.
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Cataer fo Crystallis

Carrion Moth

Hit Dice: 5

Armor Class: 3 [16]

Attack: 4 tentacles (paralysis) and bite (1dé)
Saving Throw: 12

Special: Drone, paralysis, stench

Move: 12/24 (flying)

Alignment: Neutrality

Challenge Level/XP: 8/800

Carrion moths resemble giant moths with long, beautiful wings covered
in rippling patterns resembling skulls. Its head is centipede-like, with four
long tentacles surrounding its mouth, which has a single pair of needle-
like mandibles. Just as the caterpillar grows into a moth, sages believe the
carrion crawler eventually sheds its form and transforms into the carrion
moth. The carrion moth grows to a maximum length of 20 feet. Its wings
are lined with tiny holes and veins that allow the carrion moth to emit a
whining drone that affects all creatures that hear it. Affected creatures
must pass a saving throw or be confused (as the spell) for 2d4 rounds.
Creatures hit by the carrion moth’s tentacles must pass a saving throw
or be paralyzed for 2d6 rounds. Carrion moths are attracted to the stench
of decaying flesh and the light of anything larger than a torch or lantern.
When a carrion moth dies, its carcass splits open and releases a foul-
smelling gas. All living creatures (except other carrion moths) within 5
feet of the carcass must succeed on a saving throw or be nauseated for
1d4+1 rounds.

Crystal Cone Cave

In a large, conical cavern (70 feet in diameter at the bottom, 80 feet
high), 2d6 carrion moths swarm around a glowing crystal at the pinnacle
of the cavern. The crystal is actually a gnomish construction of glass
and filled with a glowing ooze that causes terrible burns and possible
mutations to people who are exposed to it. The ooze can also be used
to enchant weapons, imparting a +1 bonus to weapons dipped into it.
Removing the crystal from the ceiling is not easy, and the carrion moths
make the operation even more difficult. If the glowing ooze touches a
moth, it swells to twice its size (double Hit Dice) and becomes especially
aggressive.

Copyright Notice
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Caryatid Column

Hit Dice: 5

Armor Class: 5[14]
Attack: Longsword (1d8+1)
Saving Throw: 12

Special: Immune to magic, half damage from
normal weapons, shatter weapons

Move: 9

Alignment: Neutrality

Challenge Level/XP: 7/600

A caryatid column is akin to the stone golem in that it is a magical
construct created by a spellcaster. They look like exquisitely sculpted and
chiseled statues of beautiful female warriors carrying longswords. The
longsword is constructed of steel, but is melded with the column and made
of stone until the column animates. Caryatid columns are programmed as
guardians and activate when certain conditions or stipulations are met or
broken (such as a living creature enters a chamber guarded by a caryatid
column). It does not move more than 50 feet from the area it is guarding
or protecting. They are immune to all spells except transmute rock to
mud, which deals 1d6 points of damage per caster level to the caryatid
column, transmute mud to rock, which heals the caryatid column of all
damage and stone to flesh, which makes it subject to normal damage from
weapons and suspends its immunity to magic for 1 round. Whenever a
weapon strikes the caryatid column, the wielder must pass a saving throw
or the weapon shatters into pieces. Magic weapons add their enchantment
bonus to the saving throw.

Works of Art

You enter an opulent, though quite ancient and dusty, throne room clad
in malachite. The ceiling is held aloft by a number of brass pillars. The
room measures 20 feet in width and 40 feet in length, the ceiling being
15 feet overhead. At the end of the room there is a stately marble throne,
ornately carved into images of cherubs, wood nymphs and panthers,
flanked by two seven-foot-tall pillars of ghostly white marble.

The pillars are carved to represent twin maidens, naked, their waist-long
hair adorned with stars and gleaming, curved longswords held above their
heads, forming an arch. The pillars are caryatid columns and programmed
to behead any who approaches the throne who is not crawling on all fours,
nose pressed against the ground. The are likewise programmed to defend
the rightful ruler of the kingdom.

Credit

The Caryatid Column originally appeared in the First Edition Fiend
Folio (© TSR/Wizards of the Coast, 1981) and is used by permission.
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Cadaver fo Crystallis

Catezgrism

Hit Dice: 6

Armor Class: 3 [16]

Attacks: 4 legs (1d8) and bite (1dé)
Saving Throw: 11

Special: Crystal silk, crystalline mandibles
Move: 9

Alignment: Neutrality

Challenge Level/XP: 8/800

A caterprism is a caterpillar made of crystal with hexagonal body
segments and twelve sharply angled legs. Each body segment is about 2
feet long and contains a single pair of legs. The head of a caterprism is
caterpillar-like, with large faceted eyes and huge mandibles. Three times
per day, a caterprism can spew forth a crystalline silk up to 20 feet that
instantly solidifies into a rock-like substance. Creatures caught in the silk
are impaled for 3d6 points of damage (save for half) as it hardens. The
crystalline mandibles of a caterprism are extremely sharp. If a caterprism
rolls a natural 20 with its bite attack, it severs the head of its opponent.

i

The Crystal Cocoon

Gerdstall’s Rock and Mineral Exchange is a small shop at the base
of the Hollow Spire Mountains. Three days ago two well-liked former
miners, the Gerdstall brothers, died in the shop they loved. Their bodies
were impaled within a crystalline web of spikes. Sharp web filaments fill
the tiny shack.

Behind the shop, a massive crystal cocoon hangs from a stout elm’s
branch. A dark hole beneath the split-open cocoon leads into the mountain,
and several shallower holes are dug throughout the yard. The hole looks
like a dog has been at work, frantically digging into the ground over and
over.

A caterprism recently hatched from the crystalline cocoon (which the
Gerdstalls thought was an elaborately carved chunk of crystal and not a
real pod). The newly hatched caterprism chased the brothers into their
shop, and lashed out when one of the men struck it with a broom. The
creature’s web of crystal spikes killed the brothers, and the giant earth
creature bored its way into the mountains. It is now digging a series
of tunnels for a lair, but returns each night to feast on exotic stones the
brothers buried in their back yard to keep them safe.

Copyright Notice
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Caterwaul

Hit Dice: 5

Armor Class: 3 [16]

Attack: 2 claws (1d4) and bite (1dé)
Saving Throw: 12

Special: Screech

Move: 21/9 (climbing)

Alignment: Chaos

Challenge Level/XP: 6/400

Caterwauls are semi-intelligent bipedal felines with dark, blue fur and
long tails. Caterwauls are terribly quick, and they use this speed to run
down their prey. The caterwaul’s lair is most often a cave littered with
sticks, twigs, and leaves, with walls covered in scratch marks where the
beast has honed its claws. Once every 10 rounds, a caterwaul can emit a
piercing screech that deals 1d8 points of damage to all creatures within
60 feet that hear it. A creature that makes a successful saving throw takes
half damage. About 1 in 6 caterwauls is so quick that it enjoys a +2 bonus
to AC and can make an additional claw attack each round.

Catnip Tribute

Descending a rugged mountain trail - wide but precarious - you see an
assemblage of thirty men in baggy trousers and long, heavy coats of blue-
black velvet and brass buttons. The men in the front rank carry long poles
topped by stylized brass panther heads holding lanterns in their mouths.
Behind this front rank are two ranks of men holding wicked looking
pole arms and wearing shirts of gleaming scales in place of velvet coats.
Behind these soldiers stride eight men holding aloft a palanquin of teak
and silver topped by a gauzy pavilion of red and yellow. The palanquin is
followed by more soldiers, these men armed with long bows and curved
swords.

At the head of the assemblage is a tall man with pink eyes and platinum
hair. He rides a white charger, caparisoned in damask silks, and wears a
coat of black mail and a velvet cape. Naturally, the assemblage expects
travelers coming the opposite way to stand aside, and they will press this
demand with a show of arms if necessary. The leader of the assemblage
proclaims himself the grand vizier of a hidden country in the mountains,
a country of teak forests and spice plantations and beautiful men and
woman with honey-colored skin and hair as black as a starless night.
On the palanquin is the kingdom’s living goddess, she of the swift death
who commands fear with her voice, which sounds like the scream of a
thousand innocents.

The living goddess is a caterwaul. She is on her way into the lowlands
to pay homage to the Cat Lord and bring a tribute of catnip in intricately
carved pomanders of teak inlaid with silver images of hunting cats.

Credit

The Caterwaul originally appeared in the First Edition Fiend Folio (©
TSR/Wizards of the Coast, 1981) and is used by permission.
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Cataer fo Crystallis

Cave Cricket

Hit Dice: 1

Armor Class: 3 [16]
Attack: 2 kicks (1d4)
Saving Throw: 17
Special: Chirp

Move: 12

Alignment: Neutrality
Challenge Level/XP: 1/15

Cave crickets are larger versions of normal crickets (3 feet long) and,
much like the smaller crickets they resemble, are relatively harmless. The
cave cricket’s chirping can be heard to a range of 300 feet. Creatures
within 20 feet of a chirping cave cricket cannot be heard unless they
scream. Spellcasters in the area must succeed on a saving throw to
successfully cast a spell. The chirping increases the chance of wandering
monsters by 30%. Cave cricket usually avoid combat, making a couple
kick attacks against an attacker and then fleeing.

iy

Kicking Cricket Style

You come to a very tricky portion of the underworld - a large cavernous
tunnel of loose, toppled stones, many bearing signs of having been carved
by some unknown subterranean race. At the bottom of this tunnel is a swiftly
moving stream of icy cold water. The stream has cut a 10-foot deep channel
through the tunnel. Narrow paths run alongside the stream, first one bank and
then the other, with crossings either by leaping over a place where the stream
narrows or via narrow, slippery bridges both natural and artificial.

Staring up from the shallower portions of the steam are the skulls of
uncoordinated or unlucky adventurers, along with fragments of stone
faces carved from the gold-colored rock of the tunnel.

The sound of the stream echoes through the tunnel, lulling one to sleep
but for the incessant chirping of a cluster of 1d4+1 cave crickets. The
echoe of the chirping is loud and unnerving, imposing a -1 penalty to all
saving throws, including saving throws to avoid falling into the stream,
which moves at a rate of 120 feet per round.

The tunnel has five such crossings, the banks near the middle crossing being
occupied by the cave crickets in question. Though not terribly dangerous in
and of themselves, a well-placed kick by a cave cricket can mean one’s end
if sent over the banks into freezing waters. Each round one is carried down
the stream (which ultimately plunges into deeper portions of the underworld)
inflicts 1d6 points of damage. During each round spent in the waters, one must
pass a saving throw at a cumulative -1 penalty per round of exposure or be
paralyzed by the chilling waters, meaning death by drowning in the next round.

Credit

The Cave Cricket originally appeared in the First Edition module S4 The
Lost Caverns of Tsojcanth (© TSR/Wizards of the Coast, 1982) and later
in the First Edition Monster Manual I (© TSR/Wizards of the Coast,
1983) and is used by permission.
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Cave Fisher

Hit Dice: 3

Armor Class: 3 [16]

Attack: Filament (see text) and 2 claws (1d6)
Saving Throw: 14

Special: Filaments

Move: 6

Alignment: Neutrality

Challenge Level/XP: 4/120

The cave fisher is a 7-foot long insect-like creature with a hard outer shell.
It has eight legs, two of which end in serrated pincers. The cave fisher’s
snout fires a strong, web-like adhesive filament it uses to reel in its prey.
The cave fisher lairs on ledges and cliffs underground, where it can quickly
strike and reel in its prey. Its lair is always littered with bones and gear
from its previous victims. Often, the ground and walls nearby are covered
with this filament. The cave fisher’s preferred method of attack is to anchor
itself to its ledge and string its filament across the ground of its lair. When a
living creature touches or passes near the filament (1 in 6 chance of spotting
the filament, 2 in 6 for elves), the fisher attempts to trap it and reel it in. If
the cave fisher fails this, it can fire its filament at an opponent up to 60 feet
away. If a cave fisher hits with its filament attack, the filament latches onto
the opponent’s body. This deals no damage but drags the stuck opponent
10 feet closer each subsequent round unless that creature breaks free. An
application of liquid with high alcohol content dissolves the adhesive and
forces the cave fisher to release its hold. The filament has 10 hit points and
is AC 2 [17]. If the filament is severed, it grows back within 1 hour.

Into the Cave Fisher’s Mouth

If the subterranean river gorge inhabited by the cave crickets (q.v.) was not
deadly enough, it becomes worse. The tunnel eventually narrows into a misty
canyon. The stream here punges into the depths of the underworld, creating
a terrible cacaphony that makes it impossible to hear somebody more than 5
feet away and imposes a 5% chance of spell failure on spell casters.

The canyon in question is really more of a vertical than horizontal reality,
as it only extends another 200 feet ahead, but climbs more than 500 feet
upwards, with many caves on precariously hung limestone ledges leading
to other adventures. The canyon also drops 300 feet through a freezing
shower caused by the stream, eventually ending in a cavern of ice.

The upper portions of the canyon are hunted by a gang of 1d4 cave
fishers. The fishers mostly feed on cave crickets and the weird octopoid
rats that lurk in this portion of the underworld.

Credit
The Cave Fisher originally appeared in the First Edition module 44 In

the Dungeons of the Slave Lords (© TSR/Wizards of the Coast, 1981)
and later in the First Edition Monster Manual II (© TSR/Wizards of the
Coast, 1983) and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by Lawrence Schick.
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Cadaver fo Crystallis

Cave Leech

Hit Dice: 5

Armor Class: 9 [10]

Attacks: 8 tentacles (1d4 blood drain) or bite (1d6)
Saving Throw: 12

Special: Blood drain

Move: 3

Alignment: Neutrality

Challenge Level/XP: 6/400

Cave leeches measure about § feet long and have a flattened semi-
translucent body colored a sickly yellow or pale gray. Eight whip-like
tentacles, each about 6 feet long protrude from the cave leech’s body
near its head. These tentacles contain rigid hairs that let the cave leech
drain 1d4 hit points worth of blood with each strike. Hundreds of smaller
tentacles line its body and aid in locomotion. The cave leech has a large,
round mouth ringed with dozens of razor-like teeth.

iR

The Opportunistic Leeches

A thin trickle of bloody water flows out of a rocky cave in the Malkan
Peaks. The water courses over a jumble of recently fallen rocks that block
much of the spillway. The streambed around the cave entrance is a muddy
mess filled with blood-tinged puddles. Jutting lifelessly out of the rockfall
dam is a hairy arm with a gold signet ring (20 gp) on one finger. Water
seeps around the arm and flows down the rocks.

The ranger Hork Brambletread was looking for a lost bear cub when
he discovered that a recent cave-in had nearly dammed up Flat Rock
Creek. The intrepid outdoorsman clambered up a small waterfall to break
loose the stone dam, but stumbled and fell into a narrow gap between two
boulders. As water poured over him, the sputtering, frantic Hork flailed
wildly, causing another rockfall that slowly suffocated the poor ranger.
His body further blocks the flow of water. A four-foot-deep pool of water
collects within the cave entry.

Feeding on Hork’s pale, bloated corpse are three cave leeches. The
cave leeches are aggressive, and fight to get at PCs investigating the dead
ranger.
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Cave Moray

Hit Dice: 4

Armor Class: 1 [18]

Attack: Bite (1dé)

Saving Throw: 13

Special: Recoil attack, surprise on 1-3 on 1dé
Move: 6

Alignment: Neutrality

Challenge Level/XP: 4/120

Cave morays are not related to moray eels, their name coming instead
for a similarity in ferocity and habit between the two creatures. The cave
moray is a slug-like creature, brownish-gray in color, about 5 feet long
and 1 foot thick. Cave morays make their lairs underground in abandoned
mines, dungeons, or natural occurring caves, usually near corridors,
hallways or other areas of high traffic. Its lair is a burrow, just large
enough for its body dug into the walls. Only one cave moray inhabits
each burrow. Cave morays wait in their burrows, usually with a fellow
on the opposite side of the passage, to ambush anyone walking down
their passage. Cave morays enjoy a +1 bonus to hit when they attack a
surprised opponent.

Curiosity Killed the Cat

The prospect of climbing into the circular shaft via the ice cold glass
rungs is daunting. Add to that the brownish, bubbling liquid inside the
rungs, greasy and smelling of cat fur and the blue vapors wafting gently
out of the shaft and causing a tingling in the flesh and it is a bit too much.
And that rheumatic cough that echoes from below. Egad! What could be
down there?

Of course, no sane adventurer would have entered that shaft had they
known it was inhabited by a colony of 1d6+10 cave morays, tucked
neatly into their little burrows and perfectly aware of the weird lifting
qualities of the vapor - that in fact living creatures cannot fall down the
shaft after losing their grip on the rungs - just hanging in space, waiting
for the pitiless beasts to recoil and attack.

Credit

The Cave Moray originally appeared in the First Edition module S4
Lost Caverns of Tsojcanth (© TSR/Wizards of the Coast, 1982) and
later in the First Edition Monster Manual II (© TSR/Wizards of the
Coast, 1983) and is used by permission. Cave morays made their first
appearance in d20 in the Necromancer Games module Tomb of Abysthor
by Clark Peterson (©2001, Clark Peterson, Necromancer Games, Inc.).

Copyright Notice
Authors Scott Greene and Clark Peterson, based on original material by
Gary Gygax.
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Cerberus

Hit Dice: 20 (120 hp)

Armor Class: 0 [19]

Attack: 3 bites (3d§)

Saving Throw: 3

Special: Breath weapon, howl, petrifying gaze, poisonous
bite, +1 or better weapon to hit, regenerate 1dé hit points
per round, magic resistance (20%)

Move: 24

Alignment: Chaos

Challenge Level/XP: 29/6100

The triple-headed Cerberus (there is thankfully only one) is the guardian
of Hades. He appears as a 10-foot long, three-headed black mastiff of
the Molossian breed. Cerberus is tasked with the duty of keeping dead
souls in Hades. If a dead soul attempts to pass beyond the Gates of Hades
and back into the land of the living, Cerberus attacks relentlessly until
that soul returns to Hades. If slain, the soul is immediately devoured by
Cerberus and is lost forever. Cerberus is also tasked with keeping living
creatures out of the land of the dead (adventurers being what they are,
they love to journey to Hades). Living creatures that attempt to move past
Cerberus into Hades (through the main gates) are immediately attacked.

Cerberus has a variety of potent attacks with which to carry out his
duties. He usually begins a combat with a terrible, hair-raising howl that
causes panic in those who hear it and fail a saving throw. This panic lasts
for 2d4 rounds. Cerberus’ saliva carries a deadly poison. The dog’s center
head can spit a stream of poison to a range of 30 feet. A creature meeting
the gaze of all three heads must make a saving throw or be turned to stone
(basalt, to be precise).

Cerberus is immune to any extraordinary, spell-like, or supernatural
effect or spell that would teleport him or move him from his current
location. Only deities can affect him with such magic. He is immune to
death effects and disintegration and takes only half damage from acid,
cold, electricity and fire.

J|

Guard . . . Dogs?

On a gray plain, covered with a downy soft layer of lichens and
interupted here and there with gnashing stalagmites hung with garlands
of silvery blossoms, there stands a gate of black bronze. The gate bears
no ornamentation and it is unlocked. No walls stand beside the gate, but it
does pierce an ethereal barrier into the Land of the Dead, abode of Hades.

The gate swings open easily, though it gives an eerie groan. Beyond lies
a heavy gloom and a light, sucking wind that chills the flesh and drowns
the spirit. As one passes through the gate, they find themselves suddenly
far beyond it, on a path of white pebbles edged by black poppies. Ahead
there are pavilions of ghost-white marble, domed and unadorned and
populated by spirits with downcast faces. The spirits do not speak or
move, but one might glimpse one, now and then, bathed in an amber
glow, their face upturned and for a mere moment smiling.

The path behind still leads to the gate, but between the trespasser and
the gate stands a massive, black mastiff, three-headed and sitting on its
haunches, its necks bent down vulture-style to allow its red eyes to leer
and threaten. While one seeks the gate, they will alway find it at the center
of the plain and Cerberus fronting it.

Copyright Notice
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Cerebral Stalker

Hit Dice: 9

Armor Class: 7 [12]

Attacks: 2 claws (1dé+2) or bite (1d8+2)

Saving Throw: 6

Special: Consume brain, create zombie, fear gaze, web
Move: 6/3 (burrow)

Alignment: Chaos

Challenge Level/XP: 11/1,700

Cerebral stalkers are 6-foot tall bipedal creatures with blackish-gray
scales covering their semi-reptilian form. A thick layer of mucus and
slime drips from the creature’s body. The cerebral stalker’s bestial head
sports vertical-slitted eyes of dull gray and a mouth filled with jagged
teeth. Its hands are large and end in sharpened claws. A creature slain by
a cerebral stalker’s bite attack has its brain ripped out and consumed. The
empty husk becomes a zombie in 1d4 rounds. A cerebral stalker’s gaze
instills fear (as per the spell of the same name) and three times per day, it
can shoot sticky webbing from its body (as per a web spell).

Brrrrraaaiiiinnnsssss!

This large natural chamber overflows with zombies. At least 20 undead
shuffle about the 50-foot-wide cavern, their eyes dull and lifeless. The
sounds of their moaning bounces off the rocks. At the far end of the room,
a 15-foot-tall hollow onyx skull hangs down from the ceiling, suspended
about 10 feet over a flat brass altar. Blood drips down from a woman’s
torn body caught in the skull’s carved teeth to spatter on the altar’s
engraved surface. Chunks of flesh and other unrecognizable bits of gore
litter the brass plate. Behind the skull, a set of narrow stairs carved into
the rock leads upward.

The stairs lead up to a cemetery crypt in the small village of Silhaven.
Dismembered bodies lie in puddles of blood throughout the village, and
the wails of people trapped inside the church can be heard. The church’s
doors and windows are boarded up from the inside, and 10 more zombies
surround the structure, clawing at the building as they try to get at the
tasty flesh trapped inside.

A cerebral stalker lairs in the underground temple. The zombies are
Silhaven villagers it killed after finding this forgotten room beneath the
town. The creature sleeps in the skull’s lower jawbone and watches out
the eye sockets if anyone enters the room. It uses its fear gaze on anyone
meeting its stare, and leaps from the skull to attack while its zombies
overrun intruders.

Copyright Notice

Author Scott Greene.

0l



Cadaver fo Crystallis

Chain Worm

Hit Dice: 12

Armor Class: 1 [18]

Attacks: 1 bite (2dé) and tail sting (2dé + poison)
Saving Throw: 3

Special: Poison, trilling

Move: 9/6 (climb)

Alignment: Neutrality

Challenge Level/XP: 12/2,000

A chain worm is a massive centipede with a bright, reflective silver
carapace. Its legs are dull silver and its oversized mandibles are black.
A dull black stinger is located at the rear of its body. Chain worms stand
nearly 6 feet tall and are about 10 feet long. By rapidly vibrating its
carapace, a chain worm emits a high-pitched trilling sound that stuns and
deafens all creatures within 30 feet (save resists).

As the Worm Turns

A thin, undulating portal of yellowish goo hangs suspended in the
middle of this barren 80-foot square room, held upright by a gleaming
silver frame carved with images of conquering worms consuming
writhing humans. The goo wobbles if touched, but doesn’t break, despite
appearing to be paper thin. The chamber is nearly 60 feet tall.

The silver frame is a foot in diameter and stands nearly 15 feet tall. It is
10 feet wide from side to side and sits in the center of a 15-foot-diameter
silver disk flush with the marble floor. A 20-foot-long chain worm skitters
along the outer edge of the disk in a one-foot-wide groove, its movement
causing the entire disk to rotate slowly. The worm ignores PCs unless
they try to enter the frame or stop it from running in circles around the
groove.

If the platform stops rotating, the shimmering goo pulses with an
audible thrumming. Within 2d4 rounds of standing still, a purple worm is
expelled through the goo curtain into the chamber. The portal could lead
PCs anywhere the Game Referee wishes.

Purple Worm: HD 15; AC 6[13]; Atk 1 bite (2d12), 1 sting (1d8
+ poison); Move 9; Save 3; CL/XP 17/3500; Special: Poison
sting, swallow whole.

Copyright Notice
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Cherum

Hit Dice: 24

Armor Class: -3 [22]

Attacks: 2 claws (2d8 + 1dé fire) and bite (4dé + 1dé6 fire)
Saving Throw: 3

Special: Fiery aura, swallow whole, regenerate 5 hp/
round, immune to fire and poison, vulnerable to cold, spell
resistance (30%)

Move: 6

Alignment: Neuftrality

Challenge Level/XP: 27/6,500

This hairless mountain of slick raw burning flesh constantly sizzles and
oozes with the stench of burning fat. Two long meaty arms sprout from a
hugely obese frame; its head appears to be little more than a bald sloping
brow with black pits for eyes. Its maw splits open to reveal cavernous
jaws, teeth glowing like huge red hot coals. A cherum stands about 70
feet tall and weighs well over 40,000 pounds. Anyone within 40 feet
of a cherum takes 6d6 points of fire damage each round (save for half)
from the blazing heat radiating off the creature’s body. If a cherum rolls
a natural 20 on its bite attack, it swallows an opponent whole and does
an automatic 4d6 points of damage each round to the creature. Cherum’s
heal 5 hit points per round while touching flame or lava.

The Burning Crater of Ashgaba

Nearly a century ago a massive underground cavern collapsed near the
sprawling city of Ashgaba on the outskirts of the Kanderi Desert. A cherum
burrowing up from the depths caused the collapse. Natural gas swept into
the city, killing most of the citizens overnight as the toxic fumes washed
over dwellings. Flames ignited the gas, causing even more devastation.
The gas in the city has since burnt off, and people have resettled the oasis
city. The collapsed cavern left a massive crater just outside the walls of
the city. The crater burns continuously as natural gas seeps through the
rubble of the collapse. The result is a 100-foot-deep crater more than 600
feet across with a bowl-shaped floor filled with flaming rocks.

The citizens of Ashgaba blame the destruction of their city on the anger
of'the gods. Twice each year during a solar eclipse, Ashgaba holds a mass
ritual sacrifice to appease the gods. They sacrifice eight virgins (two for
cach of the elements) by casting them into the flaming crater. The cherum
remains in the bottom of the crater, content with the constant sacrifices.
The cherum becomes quite angry if its needs are not met.

Elgra, an elderly woman, pleads on the streets for someone to save her
teenage granddaughter, her only surviving relative. Darvaza was selected
to be sacrificed during the next eclipse in 10 days. If Darvaza is rescued,
Elgra offers Darvaza and her dowry as a reward for saving her grandchild.

Copyright Notice
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Chrystone

Hit Dice: 5

Armor Class: 4 [15]

Attack: Longsword (1d8)

Saving Throw: 12

Special: Breath weapon, spells, immune to magic,
resistance fo non-magical weapons (50%), shatter weapons
Move: 9

Alignment: Neutrality

Challenge Level/XP: 8/800

Chrystones are humanoid creatures made of rock and crystal that
normally stand just over 5 feet tall. Their coloration varies by the types
of crystal and rock they absorb, giving each chrystone a unique pattern
of striations and coloration that makes them easy to tell apart. Originally
imbued with life by a spellcaster in a ritual involving the blood of several
dragons and a demon, chrystones grow new offspring through budding.
To form a new bud, a chrystone must consume several times its weight in
crystals and consume at least 300 gp worth of gems. The bud continues to
grow from the chrystone’s back until it is large enough to separate. Each
chrystone offspring retains the memories and knowledge of its entire
parental line.

In battle, a chrystone can exhale a 20-foot cone of rainbow colors up to
three times per day. Creatures with 2 HD or less are blinded and knocked
unconscious for 2d4 rounds and remain blinded for an additional 1d4
rounds after regaining consciousness. Creatures with 3 or more HD
are blinded for 1d4 rounds. Sightless creatures are not affected by the
chrystone’s breath weapon.

Chrystones can use the stone shape spell at will and the stone tell spell
twice per day. They are immune to all spells save transmute rock to mud,
which slows them for 2d6 rounds, transmute mud to rock, which restores
all lost hit points to them, stone shape, which acts as a cure light wounds
spell, and stone to flesh, which does not turn them into flesh, but does
negate their immunity to magic for 1 round.

Whenever a character strikes a chrystone with a weapon (magical or
nonmagical), the wielder must succeed on a saving throw or shatter into
pieces. A magic weapon adds its own bonus to the saving throw. If the
weapon breaks, the chrystone takes no damage from the attack.

When a chrystone is destroyed, it shatters, spraying razor-sharp
fragments from its form. Creatures within 5 feet of the chrystone take 2d6
points of damage. A saving throw halves the damage.

0

Rock Band

The broad valley of the basalt pillars and the sheer bordering cliffs is a
land of unceasing war. The largest of the pillars serve as fortresses with
cunningly hidden entrances and arrow slits, each occupied by a squad
of 1d6+14 chrystones. The prismatic crystalline creatures hide in their
fortresses, hoarding gems and jewels they have stolen from travelers,
one another, or retrieved from the ground. They drive their kobold slaves
lower and lower, watching intently to make sure they do not undermine
their own fortresses. Scouts sit atop each tower, watching the other
scouts, hurling insults from time to time or rushing down into the fortress
to announce the presence of outsiders.

When outsiders come to the valley, the pillars disgorge their warriors,
who surround the hapless travelers demanding gems and fighting with the
other chrystones for the right to the visitor’s wealth. Perhaps someday one
conglomerate of chrystones will destroy the others and found a kingdom
in the valley, but given the requirements for budding and the enmity and
cunning of the kobold slaves, this is unlikely.

Credit

The Chrystone first appeared in the Necromancer Games module
Hall of the Rainbow Mage by Patrick Lawinger (©2002, Necromancer
Games, Inc.).
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ChuEacabra

Hit Dice: 3

Armor Class: 5 [14]

Attacks: 2 claws (1d3) and bite (1d4)
Saving Throw: 14

Special: Drain blood

Move: 9

Alignment: Neutrality

Challenge Level/XP: 4/120

The chupacabra is a fur-covered bipedal creature is 3 or 4 feet tall
with a hunched back, red eyes, and a mouth filled with sharpened teeth.
A flexible rows of spines run down its back. Chupacabras are small
terrifying bloodsuckers that lurk on the fringes of society, emerging at
night to drain the blood of warm-blooded creatures. If a chupacabra hits
a single opponent with both claws, it latches on and begins sucking the
creatures blood with an automatic bite attack that does 1d4 points of
damage each round thereafter. There is a 10% chance that any chupacabra
encountered has wings (Fly 15).

The Child in the Well

A crowd of people gathers around a stone well in the center of the small
village of Reynwald. A few hold ropes and even a short ladder. People are
pushing and jostling to get to the front of the group to see what’s going
on. Nearly 20 people are crowded around the scene, nearly the entire
community. Jurgen Horstman, the village elder, tries to keep order. The
villagers think a small child has fallen into the dry well, and are frantic to
save the youth. They can just barely see him moving around in the dark
at the bottom of the 60-foot-deep pit. A few are breaking out torches as
the sun sets.

The “child” is actually a chupacabra lurking at the bottom of the well as
bait. It is part of a colony of 10 that lives under the town in a large cavern
containing a dry underground lake. The lake used to feed the well before
it dried up. The chupacabras expanded the small opening to get into the
well, and were going to invade the town that night. Instead, someone
heard one of the diggers clawing at the tunnel and thought it was a child
trying to get out. Anyone lowered into the well is dragged into the side
tunnel where the chupacabra wait in the darkness.

Copyright Notice
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Church Grim

Hit Dice: 5

Armor Class: 7 [12]

Attacks: Bite (1d6)

Saving Throw: 12

Special: Howl, +1 or better weapons to hit, soul defender
Move: 15

Alignment: Lawful

Challenge Level/XP: 6/400

Church grims are good sprits that guard cemeteries from those who seek
to steal from the dead, or those who wish to desecrate the sanctity of the
graves there. They appear as large black dogs, roving protectively among
the tombstones at night. The eyes of a church grim see all evil that crosses
into its territory, and it spares no mercy for such trespassers. The howl of
a church grim causes any Chaotic creature to save or flee in terror for 2d4
rounds (save resists). Church grims are partly incorporeal, requiring +1 or
better weapons to hit. A church grim that is destroyed reforms in 24 hours.
Animate dead or similar spells to create undead fizzle when a church grim
is around as the creature defends the dead souls under its protection.
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Watchers on the Water

The Bunford River winds through the Krieger hills at a leisurely pace,
the 30-foot-deep channel funneling through narrow straits. The water runs
green from floating algae, and glows at night under the full moon. Several
low stone bridges rise barely 10 feet over the water. Several fishing poles
are set in stone holders on the bridge, their long lines dragging in the water.
Floating on the water are several funeral barges, each elaborately
decorated and piled with weapons, shields and gold. Several appear to
have been set ablaze, but haven’t burned completely. The honored dead
rest in silent repose in the center of the floating biers, their arms folded
over their brawny chests. The dead are barbarians from a nearby tribe
killed during a battle with the red dragon Horvoraxx the Crimson Death.

The barges are partially burned from fires set as they were pushed
into the river. A rain squall extinguished the flames not long afterward.
The barges drift until they sink. Five church grims walk alongside the
funeral barges to protect the honored dead and their belongings. The dogs
walk easily atop the slow-moving current, their heads down in a somber,
silent processional. One occasionally raises its head in a mournful howl,
the baying full of grief and pain. The church grims leave creatures on
the banks alone, and only attack someone foolish enough to try to steal
something off one of the barges. They don’t react if PCs fire flaming
arrows into the barges. The incorporeal grims vanish when the barges
burn completely or sink into the deep river.

Copyright Notice
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Churr

Hit Dice: 6

Armor Class: 4 [15]

Attacks: 2 claws (1dé) and bite (1dé)
Saving Throw: 11

Special: Constrict, howl

Move: 9/6 (climb)

Alignment: Neutrality

Challenge Level/XP: 6/400

Churrs are savage ape-like creatures found in heavily forested areas.
They are fairly intelligent, standing 8 feet tall and weighing about 800
pounds. If a churr hits a single opponent with both claws, it grabs the foe
and constricts for an additional 1d6 points of damage. A churr can unleash
a frightening howl that causes all creatures within 60 feet to flee in fear
(as per a fear spell) if they fail a save.

Knowledge for All and None

In the northern reaches of the Seething Jungle, hidden far from prying
eyes, a fire-blasted landscape opens among the wild palm fronds and
grasping vines. A village of churr lives on the edges of this forsaken
desolation of blackened lava rock, their dwellings little more than mud
huts dug into the jungle dirt. Sticks and wide-leaf palm fronds cover these
bare huts.

Standing in the middle of the village is a 12-foot-tall smooth black
monolith formed of igneous rock. This black featureless slab of stone has
no markings, and absorbs the sunlight burning down on it. The churr carry
bone clubs and protect the black stone with a fierce passion. The churr
worship the stone as their “god” and claim it speaks to them in sibilant
whispers to guide their lives. Anyone staring at the monolith starts seeing
black sigils move across its depths, and points of unnoticed light sparking
along the edges. Its true purpose is left to the Game Referee to decide.

Before the slab appeared on the volcanic field, the churr fought with
their hands; they quickly learned to craft crude weapons after it appeared.
Outsiders are not permitted to approach the deity and are viciously
attacked if they try. The churr fear others will take their god and leave
them clawing in the mud again.

Copyright Notice

Author Scott Greene.

07




Cataer fo Crystallis

Clam, Giant

Hit Dice: 4

Armor Class: 5 [14]

Attack: Bite (swallow)

Saving Throw: 13

Special: Acid, surprise on 1-3 on 1dé
Move: 3

Alignment: Neutrality

Challenge Level/XP: 4/120

Giant clams are generally found in coastal waters no deeper than 60 feet
from the surface of the water. Many species of giant clams subsist strictly
on a diet of sunlight, and as such are never found in deeper waters where
sunlight cannot reach. Such giant clams are generally found in shallow seas
or attached to coral reefs near the surface. Other species of giant clams feed
not only on sunlight but also on what they can filter from the water, usually
small plants and animals, and sometimes the occasional swimmer. A giant
clam moves by pushing out a small “foot” and sliding itself along. Victims of
the giant clam’s bite attack must pass a saving throw or be swallowed. The
giant clam uses a slow-acting acid to break down its meals, inflicting 1d2
points of damage each round. Victims lodged inside the creature can escape
with a successful strength check. Otherwise, it opens on its own in 1d4 hours.

clams also serve as final justice for intruders condemned by the whispers of

Seaf ood Cocktail the sea goddess carried on the salty winds that sweep the coast.

Credit

The Giant Clam originally appeared in the First Edition module £X2
Land Beyond the Magic Mirror (© TSR/Wizards of the Coast, 1983)
and is used by permission.

At the bottom of a sheer, chalk precipice the giant clams clutter the bottom
of the shallow, silty sea. For lesser folk, the clam fields are best avoided.
But for the stone giants of the coast, the clams are easy pickings. The stone
giants are cliff divers, vaulting into the chilly waters and wrestling the giant
clams from the bottom. From their shells they make ceremonial gowns and R .
other tools. The meat is roasted or stewed and the juice is spiced with mint COP}'“gh‘ Notice . .
and imbibed as a cocktail (one few other living creatures will drink). The ~ Author Scott Greene, based on original material by Gary Gygax.

Clamor

Hit Dice: 4 When the Rooster opened, the barkeep found 6 casks of wine lined up
Armor Class: 3 [16] on the bar. A large red ribbon wrapped twice around the barrels. A bow
Attacks: sonic ray (2dé) sprinkled with glittering pollen sat on top. A note in flourishing handwriting
Saving Throw: 13 read: “For Zandon, Raise a Glass — Loudly — For All He Does.”

Special: Sonic burst, mimic, +2 magic weapons to hif, The tavern has tapped three of the kegs, and is pouring wine freely to
invisibility anyone wanting a glass. Zandon sits in the middle of the revelry, downing
Move: 24 (flying) glass after glass and getting quite drunk.

Alignment: Neutrality The fourth keg holds the mimis® ¢

Challenge Level/XP: 7/600 surprise: They trapped a clamor
in the cask as a farewell

A clamor is a strange, extraplanar creature composed entirely of sound ~ present to the town.

waves. Normally invisible, a clamor looks like a field of shifting patterns ~ Tapping the keg causes

of vibrations and oscillations approximately 5 feet across and about as tall.  the barrel to explode

Clamors can perfectly mimic any sound they encounter. Clamors tend to  and the clamor rises

avoid combat, instead staying back and “playing back” any sound they hear.  into the middle of

If attacked, the clamor blasts opponents with a high frequency sonic beam.  the tavern.

If overwhelmed, it uses its sonic burst to escape. This burst of sound can be

heard for miles. Any creature within 100 feet of the clamor must save or be Copyright

stunned for 1d3 rounds. Anyone within 50 feet must save or be permanently ~ Notice

deafened. If attacked, the clamor focuses its sonic ray on the opponent. Author Erica

Bar Fight

The Ruddy Rooster is alive with pretty maids dancing, men singing
uproariously near the hearth, and celebrating patrons toasting the magic-user
Zandon the Unpredictable. The magic-user recently (and quite by accident)
drove off a horde of mimis infesting the city’s grain silo. The miniature
pranksters moved on, but decided to leave one last surprise for the townsfolk.
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CLOCKWURKS

Clockworks are the creations of powerful machines called brain gears.

Each clockwork creature varies from its brethren and each is assigned
a task by the brain gear that created it. Clockworks are automatons and
follow orders without question. It is through these various clockwork
creations that brain gears seek to destroy all living creatures. They come
in a wide variety of shapes and sizes.

The clockwork creations controlled by a brain gear share several
characteristics. Most constructs are immediately destroyed when reduced
to 0 hit points. Clockworks with the self-repair special quality, however,
are not destroyed at 0 or less hit points. While they do cease to function,
they continue to self-repair, only at a slower rate. Once it has self-repaired
itself to at least 1 hit point, the clockwork begins functioning normally
again.

Some clockworks (see below) can automatically repair themselves

with spare parts and scrap, and a built-in mechanism allows them to self-
repair even when seemingly destroyed. The clockwork automatically
heals damage at a fixed rate per round, as given in the clockwork’s entry.
Certain attack forms, typically acid, cold, and fire cannot be self-repaired.
The clockwork’s descriptive text describes the details.

A clockwork with self-repair can repair lost limbs (including its head),
but it takes 3d6 rounds to do so. A clockwork reduced to 0 or less hit
points is not destroyed, but begins to self-repair damage at one-half its
normal rate (minimum 1 hit point per round). It still cannot repair damage
dealt by acid, cold, or fire effects. For example, a clockwork with self-
repair 3 normally regains 3 hit points per round. If reduced to 0 or less hit
points, it regains 1 hit point per round until it has at least 1 hit point (at
which time it self-repairs at its normal rate).

Clockwork Brain Gear

Hit Dice: 5

Armor Class: 2 [17]

Attack: None

Saving Throw: 12

Special: Confrol clockworks, dream
Move: 0

Alignment: Neutrality

Challenge Level/XP: 3/60

The original brain gear began as little more than a collection of gears,
chains, counterweights, and levers, but was enhanced and grown into a
controlling intellect through a process very similar to flesh golem creation.
A brain gear in its true form resembles nothing more than a copper or gold
box or cube that shines with a pale blue light. It is immobile, cannot
attack, or speak. The casing of a brain gear is so hard that it ignores up to
5 points of damage from physical attacks.

A brain gear is designed to control the actions of all other clockworks
created by its own creator, relieving the creator of having to oversee
simple operations of the clockworks. It is rumored that some brain gears
occasionally develop an evil intellect and turn their charges against its
creator. Any clockwork that comes within two miles of a brain gear
immediately falls under that brain gear’s control. If more than one brain

Clockwork Drone

Hit Dice: 1d6

Armor Class: 2 [17]
Attack: Slam (1d3)
Saving Throw: 18

Special: None

Move: 9/24 (flying)
Alignment: Neutrality
Challenge Level/XP: B/10

Clockwork drones appear as human eyeballs encased within flat, metal
disks. Imbued with magic that allows it to fly, a drone’s approach is
announced by a low buzzing sound caused by its tiny gears and pistons
working furiously to maintain this magical field. These clockworks are
designed to act as observers. When a drone finds an advantageous position
from which to maintain its watch, it uses a small, metallic claw on its
underside to attach itself to a surface. Drones usually avoid combat at all
costs. When they are pressed into fighting, they prefer to aid their fellow
clockworks by distracting their enemies.

gear attempts to control a clockwork (or if the clockwork is under the
control of another brain gear or overseer), each gear must make a saving
throw; the brain gear beating its saving throw by the most gains control
of that clockwork.

When a clockwork moves more than 2 miles away from a brain gear, it
continues to perform the last order given to it, but there is a 25% percent
chance each hour that it ceases to function, collapsing into a pile of junk.
If a brain gear later moves within two miles of the destroyed clockwork,
the clockwork can reactivate if it has the self-repair ability. Otherwise, it
remains destroyed.

A brain gear in control of at least one clockwork can use that clockwork
to perceive the world through its senses. This ability has a range of 2
miles. A brain gear can switch control from one clockwork to another
once per round. A brain gear uses this ability to give commands to its
clockworks, allowing the usually mindless creatures to fight with highly
coordinated tactics. Each clockwork is capable of receiving roughly 100
words worth of orders. Anything beyond that is too complicated for the
clockwork to handle.

The brain gear has a limited ability to send psychic messages to multiple
creatures of a particular type (human, ogre, etc) through their dreams.

The secrets of clockwork construction are known only to the brain gear
and to those it employs.

Clockwork Overseer

Hit Dice: 2

Armor Class: 2 [17]
Attack: Slam (1d4)
Saving Throw: 16

Special: None

Move: 15

Alignment: Neutrality
Challenge Level/XP: 2/30

Overseers are a recent invention of the brain gears. They look like three-
foot tall wooden dolls with long, slender limbs. An overseer can journey
up to 10 miles away from a brain gear while maintaining contact with it.
An overseer acts as a field commander for brain gears, controlling up to
20 HD worth of clockworks that are within 100 feet of its position so long
as the overseer remains within 10 miles of the brain gear. An overseer
avoids direct combat at all costs under direct orders of a brain gear. If
cornered with no way of escaping, an overseer fights, and attempts to flee
as soon as possible.




Cadaver fo Crystallis

Clockwork Parasite

Hit Dice: 4

Armor Class: 4 [15]

Attack: Bite (1d4)

Saving Throw: 13

Special: Conftrol host, self-repair
Move: 9

Alignment: Neutrality
Challenge Level/XP: 5/240

Clockwork parasites are fist-sized constructs that resemble mechanical
beetles. They burrow into the skulls of the recently dead and reanimate
the body using electrical impulses to control and direct the corpse. The
animated corpses look and fight like zombies, though they cannot be
turned or controlled. A host brought to 0 or less hit points is destroyed,
but can be repaired by the clockwork parasite using its self-repair ability
(though this only works if the host is brought to 0 or less hit points; a
host does not gain the self-repair ability of the parasite while “alive”).
A clockwork parasite regains 3 hit points per round. Damage dealt from
acid, cold, or fire effects cannot be self-repaired. If reduced to 0 or less
hit points, it regains 1 hit point per round (but still cannot repair damage
caused by acid, cold, or fire effects) until it has at least 1 hit point (at
which time it begins to self-repair at its normal rate of 3 hit points per
round).

Clockwork Scout

Hit Dice: 1

Armor Class: 2 [17]
Attack: Slam (1d4)
Saving Throw: 17
Special: None

Move: 15

Alignment: Neufrality
Challenge Level/XP: 1/15

Scouts are constructed to resemble animals commonly found in the area
that the brain gear operates within. Their inner wood and metal workings
are covered by an animal’s pelt. Characters have only a 1 in 6 chance to
notice the deception (2 in 6 for demi-humans and 3 in 6 for druids and
rangers). This camouflage helps them move about unnoticed and gives
them the opportunity to strike from ambush. They are designed to serve
as the mobile eyes and ears of a clockwork colony. While still restricted
by the 2-mile radius they must remain within to keep contact with a brain
gear, scouts serve an important role as reconnaissance, patrol, and pursuit
troops. Only if the scouts have a chance to strike from a devastating
ambush does the brain gear order them into battle.
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Clockwork Swarm

Hit Dice: 4

Armor Class: 2 [17]

Attack: Swarm (1dé)

Saving Throw: 13

Special: Distraction, minimum damage from slashing and
piercing weapons, self-repair

Move: 15

Alignment: Neutrality

Challenge Level/XP: 7/600

Clockwork swarms are a collection of tiny, insect-like clockworks that work
together as a single creature. An individual member of the swarm poses little
threat. Yet when acting in concert, a swarm poses a deadly threat to adventurers.
Much like the clockwork warrior, the clockwork swarm forms a fighting frame
from random pieces of trash, debris, and other cast-offs. The swarm, however,

Clockwork Titan

is much more capable of adapting to new situations and surviving combat.
Unless the individual components of the swarm are destroyed, it simply
reforms and continues its attack. Area of effect attacks, such as burning oil,
fireball, or lightning bolt are the most effective means of destroying the swarm.
A clockwork swarm typically appears as a ramshackle collection of spare parts
and garbage draped in a thick, web-like substance and arranged in a vaguely
humanoid form. Living creatures engulfed by the clockwork swarm must pass
a saving throw or be unable to act during that round.

A clockwork swarm regains 3 hit points per round. Damage dealt from
acid, cold, or fire effects cannot be self-repaired. If a clockwork swarm
takes damage from an area attack, it is unable to repair itself for 1d6
rounds following the attack. If reduced to 0 or less hit points, it regains 1
hit point per round (but still cannot repair damage caused by acid, cold,
or fire effects) until it has at least 1 hit point (at which time it begins to
self-repair at its normal rate of 3 hit points per round).

Hit Dice: 7

Armor Class: 0 [19]

Attack: Slam (2d8)

Saving Throw: 9

Special: None

Move: 12

Alignment: Neutrality
Challenge Level/XP: 8/800

Clockwork Warrior

Clockwork titans are huge, crab-like mechanical monstrosities. They
have saucer-shaped hulls set atop four spindly legs that allow it to move
with surprising speed and agility. Two iron-shod fists are mounted on the
front of the hull. The clockwork titan has a long reach, and can attack
from behind a line of clockwork warriors.

Hit Dice: 3

Armor Class: 2 [17]

Attack: Slam (1d8)

Saving Throw: 14

Special: Self-repair

Move: 9

Alignment: Neutrality
Challenge Level/XP: 4/120

Clockwork warriors are constructed from a wide range of materials but
take the same general form of a 6-foot tall armored humanoid. They all
feature a “nervous system” of thin steel wires that controls their individual
pieces. Tiny clockworks that look much like metallic cockroaches infest
the warrior, working to repair damage sustained by this construct. These
tiny clockworks repair 1 hit point per round. Acid, fire, and cold effects
destroy these maintenance clockworks, thus preventing the warrior from
repairing damage from those sources. Unlike clockwork swarms (see
below), the clockworks that repair the warrior lack the intelligence and
sophistication to tackle any other task.

A.L Spells Armageddon

The wizard’s tomb (place it where you will) was a marvel to people
near and far. On the exterior, a proper crypt of bronze decorated with
automatons that, at different times of the day and year, performed complex
pageants from the life and times of the wizard, from his apprenticeship
to his mastery of the magical arts. What powered the giant clockwork
device was unknown, but it was known that the crypt never wore down
and assumed that some magical agent was responsible for the crypt’s
maintenance. At each winter solstice, an automaton of the wizard appears
atop the crypt with a great cauldron, and shooting stars streak from his
fingers as a sinuous marilith rises from the cauldron, flashes its blades and
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then returns to the cauldron.

Little do the onlookers know that the appearance of the cauldron offers
them a chance, however slight, of preventing catastrophe. The old wizard
had one final triumph before he expired - the creation of a brain gear. For
decades he had slaved away in his workshop, making his clocks and his
automatons and putting them to work excavating a large tomb, the top of
which would be is marvelous clockwork crypt.

Beneath the surface, in cold, lightless halls, a terrible device was
assembled. The halls now click and clack with the movement of gears
and trip hammers, all centered around the mainspring and the brain gear.
The appearance of the cauldron is the only time a small opening appears
in the crypt - a way into the heart of the machine and the slim chance of
stopping it before it completes the final phase of the wizard’s revenge and
unleashes an army of clockworks on the world bent on the final triumph
of machine over man.

Credit

Clockworks and the Brain Gear first appeared in G/ Siege of Durgam's
Folly by Mike Mearls (©2001, Necromancer Games, Inc.).

Copyright Notice
Authors Mike Mearls and Scott Greene.
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Clockwork Bronze Giant

Hit Dice: 14

Armor Class: 0 [19]

Attacks: 1 Weapon (4dé plus poison) or 1 fist (2d8)

Saving Throw: 3

Special: magic resistance (25%), +1 magic weapon needed
to hit, throw rocks (2d8), lightning heals, immune to most
spells

Move: 12

Alignment: Neutrality

Challenge Level/XP: 16/3,200

A clockwork bronze giant is a massive automaton standing 25 feet
tall constructed entirely of bronze. Other clockwork giants are rumored
to be crafted of iron, steel, bronze or other metals. Clockworks giants
have no mind of their own and follow commands and orders given by
their creator. Lightning heals a 3 hit points per level of the spell cast at a
clockwork bronze giant. They are immune to all other spells.

Zenith of Time

On the plateau of a mountain peak stand seven clockwork bronze giants. ﬁ
Each one stands at the point of a mosaic eight-pointed star set into the N
rock. One of the clockwork giants is missing.

Coral and barnacles cover the first clockwork bronze
giant, as if it has stood in the ocean for a long period
of time. The second bronze clockwork giant stands
tarnished and stained, and rotted vines and moss have
left vein-like striations on the giant’s bronze skin.
The third giant is bright and shiny, its highly polished
bronze shell glimmering in the sunlight. The fourth
clockwork giant has muted features, as if it had stood
in an extremely hot setting that softened its features
almost to nonexistence. The next giant wears faded
organic paint and necklaces of chains and crudely
carved skulls. The sixth shows signs of battle, and its
head is missing. Arrows of orcish origin remain wedged
in its body. The seventh dirt-filled giant has plants and : b 2 b / ‘;'_-;..c g
small trees growing from its cavities. b ; ; \ e h"%‘f{_

Each of these automated giants holds aloft a mace-like Sk ] ! '
scepter toward the center of the star. An octahedron-shaped
garnet the size of a human skull tops each scepter. The garnet
tips atop the scepters touch in the air above the center of the star.
Directly below the garnets in the center of the star pattern is a 12-inch-
diameter brick hole that descends into the mountainside. The midday sun
faintly sends a red beam of light from the garnets into the hole. The giants
attack anyone disturbing the hole in the ground. Careful study of the star
reveals that the eight-pointed star represents a solar calendar spanning
80-year intervals. Whatever the clockwork bronze giants were designea
for will take place soon.

Copyright Notice -

Author Scott Greene.
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Clubnek

Hit Dice: 2

Armor Class: 6 [13]

Attack: 2 claws (1d4) and beak (1dé)
Saving Throw: 16

Special: Burst of speed

Move: 15

Alignment: Neutrality

Challenge Level/XP: 2/30

A clubnek is a large flightless bird resembling a green ostrich with an
oversized beak that it uses to pound and bite. Found roaming meadowlands
and forests, it is primarily a herbivore subsisting on a diet of plants and
flowers, though it is given to flights of unpredictability when it takes the
role of hunter and predator. A clubnek stands 7 feet tall and weighs about
350 pounds. Clubneks are generally nonaggressive unless threatened
or frightened, though they are known to occasionally have fits of erratic
behavior that cause them to become quite aggressive. In such a case, they
attack until slain or driven off. If its prey attempts to flee, the clubnek often
runs it down and continues combat. Once every 5 rounds, a clubnek can
move five times its normal speed when it makes a charge.

allowed) that causes shortness of breath and causes the skin around the
mouth and eyes to become dry and brittle. The diseased suffer a -1 penalty
Fre e d om to saving throws and temporarily lose 1 hit point per hit dice or level from

exhaustion. A new saving throw can be made every three days, with back

to back successful saves required to shake off the malady.
A flock of 2d4 clubnecks has managed to trap itself within the entrance to

a dungeon. The birds have made a terrible mess of the place and are nearly  Credit
starving when adventurers make the mistake of opening the door to their  The Clubnek originally appeared in the First Edition Fiend Folio (©
prison. All at once, the skiddish beasts will bolt for the opening (whether itis  TSR/Wizards of the Coast, 1981) and is used by permission.
an exit or carries them deeper into the maze), trampling anyone in their path.
The room is now caked with feathers and dung. When disturbed, the Copyright Notice
powdery dung might enter the lungs, infecting them with a disease (save

Cobra Flower

Hit Dice: 6

Armor Class: 5 [14]

Attack: Bite (1d8 + 1dé acid)
Saving Throw: 11

Special: Squeeze

Move: 3

Alignment: Neutrality
Challenge Level/XP: 7/600

Author Scott Greene, based on original material by M. English.

Funeral Garland

In an octagonal room of swirled gray marble,
measuring 30-ft across. The room contains
1d3+1 potted cobra flowers, basking under
the light of several spheres hanging from the
ceiling. In the center of the room, amidst the
cobra flowers, there lies the dead body of
a woman on a marble slab, her flesh eaten
away and her white robes tattered.

The corpse is a wraith, and wears a
large, bronze key around its neck. It waits
to attack until one has battled through the
cobra flowers and approached the slab.

The bronze key only works if struck against

the marble slab, releasing a tone that causes

one of the stone walls of the octagonal room

to vanish, revealing a chamber containing 3d6 x
1,000 sp and 1d6 x 1,000 gp.

Cobra flowers are tall, slender plants with
large, flowering bulbs and brownish-green
roots. Two large, green leaves flank its
flowering top, giving the appearance of a
cobra’s hood. Its leaves are thin and have
transparent blotches on them. Cobra flowers
draw nutrients from sunlight, the soil, and
water, but enjoy a diet of insects, rodents,
animals, and even humans and demi-humans
when available. The creatures can be found nesting
in forests and often take up residence near small
population areas where they can feed on humanoids _
who wander into their area. Many a child’s or adult’s TIT— Copyright Notice
disappearance can be attributed to a cobra flower. When a cobra Author Scott Greene.
flower detects a living creature, it remains motionless until its prey is within
5 feet. It then spreads its leafy hood, opens its flowery bulb, and bites its prey,
secreting acidic enzymes to break down and digest the victim. Cobra flowers
can also wrap their thick stems around an opponent with a successful attack,
holding their prey still, squeezing them for 1d8 points of damage per round
and increasing their chance to hit with their bite attack by +2.
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Coffer Corese

Hit Dice: 2

Armor Class: 5 [14]

Attack: Slam (1d$)

Saving Throw: 16

Special: Death grip, weapon resistance, deceiving death,
cause fear

Move: 9

Alignment: Chaos

Challenge Level/XP: 5/240

- f 2
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The coffer corpse is an undead creature formed as the result of an
incomplete death ritual. It looks like a desiccated corpse shrouded in
rotting, tattered funerary clothes. It is often found haunting stranded
funeral barges or in other situations where a corpse has not been
delivered to its final resting place. The creature hates life and attacks
living creatures on sight. In combat, coffer corpses attempt to grasp their
opponents around the throat, strangling them for 1d6 damage per round.
A creature in the coffer corpse’s death grip cannot cast spells and can
only break free by rolling an open doors check on a d8. Coffer corpses
can only be harmed by magic weapons, and suffer minimal damage from
edged and piercing weapons. Any time an attack is successful, regardless
of the weapon used, damage dice should be rolled. If apparent (or real, in
the case of magical bludgeoning damage) is 6 or higher, the coffer corpse
appears to fall to the ground, destroyed. If the horror had a victim in its
death grip, it will release its hold and then fall to the ground. On its next
turn, however, it will rise again as if reanimated. A creature viewing this
apparent reanimation must make a saving throw or become panicked for
2d4 rounds.

River of Corpses

Descending a set of narrow, stone stairs, you
find yourself in a long tunnel, the ends of which
disappear into darkness. The middle of the tunnel
is taken up by a slowly flowing river of bilious
green liquid. 1d6 corpses (coffer corpses, as it turns
out) are either floating down the river or have run
aground on the sloping banks, for the cross section of the
tunnel would reveal it to be circular.

It’s impossible to walk down the tunnel without getting one’s feet
wet, without the use of magic, of course. Spaced irregularly down the
tunnel are openings covered with rusty grates. The entrances are placed
at roughly chest height for an adult male. As soon as one enters the tunnel
and wades a bit in the water (it is 2 feet deep at its deepest), the coffer
corpses animate and attack.

Fleeing more than 120 feet in either direction brings adventurers into
the grips of another 1d6 coffer corpses. The grates covering the exits can
be removed with an open doors roll.

Credit
The Coffer Corpse originally appeared in the First Edition Fiend Folio

(© TSR/Wizards of the Coast, 1981) and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by Simon Eaton.
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Colossus, Jade

Hit Dice: 30

Armor Class: -6 [25]

Attacks: 2 slams (4d8)

Saving Throw: 3

Special: Breath weapon, +3 weapons to hit, immune to fire,
immune fo magic

Move: 12

Alignment: Neutrality

Challenge Level/XP: 36/9,200

Jade colossi are massive constructs standing 35 feet tall and weighing
about 60,000 pounds. It appears as a massive humanoid carved of smooth
green stone. Its body is made up of perfect angles and contours. A jade
colossus pummels a foe with its hardened fists. Once every 1d4 rounds, a
jade colossus can spray a blast of green energy in a 60-foot cone or 120-
foot line that does 15d6 points of damage (save for half). A creature
slain by this blast is transformed into jade. Disintegrate slows a jade
colossus for 1d6 rounds, while fire heals the construct. It is immune
to all other magic.

When Stars Align

In the middle of the ruined bowl of a collapsed stone amphitheater, a (
gleaming marble pedestal rises 6 feet above the blistering desert sands (
claiming the ancient city. Low stone steps encircle the raised platform, and C) P
arailing carved with a fantastic depiction of a giant snake chasing its £ ‘_‘ji_-)
tail rings the dais. A slender golden pillar standing 3 feet tall sits (] Jjﬂ‘s’ -
in the middle of the platform. A mosaic star pattern inlaid with 5
gleaming quartz covers the floor of the dais. A small platinum-
and-gold lamp sits atop the pedestal. The lamp’s curling handle
sparkles with inset diamonds and emeralds.

A glowing green crystal dome encases the lamp, completely
covering the top of the gold pedestal. This small dome is
impervious to all efforts to remove it. The pedestal is similarly
enchanted, and anyone striking it feels a heavy weight settle
on their shoulders as if the weight of the world had settled
over them. At the base of the pedestal are seven seven- ) . ;
pointed stars, each one representing a nation of the forsaken ) g \ A | / / ) e 2
kingdoms of the Lands of Brass. 1 * / ‘ | : il A

Engraved in the surface of the golden pedestal, beneath the
dome, are words written in a flowing, mysterious script. The
writing is the Covenant of Brass, and reads “Hail from the
skies of molten metals, where the burning clouds of Ingol rain
liquid fires over the lands of mortal fear. I plead for you, O
Master of Fire and Brass, to now appear.” After the greeting
are written the seven forgotten kingdoms. The names are listed
in alphabetical order. The seven-pointed stars at the base of the
pillar each have the name of one of the kingdoms engraved on
them. If pressed in the correct order by an efreeti as he recites the
Covenant of Brass, the glass dome covering the lamp vanishes
for 1 hour and grants everyone standing on the pedestal a single
wish. §

If pressed incorrectly (or by anyone other than an efreeti), the green =&
glass clouds over, and a jade colossus materializes to destroy the would-
be thieves.

Copyright Notice

Author Scott Greene and Casey Christofferson.
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Cooshee

Hit Dice: 3

Armor Class: 4 [15]

Attack: 2 claws (1d4) and bite (1d8)
Saving Throw: 14 (12 vs. charm)

Special: Sprint, trip, surprise on 1-3 on 1dé
Move: 15

Alignment: Neutrality (lawful tendencies)
Challenge Level/XP: 4/120

Cooshees are large, 200-pound, 4-foot tall hounds with green and
brown spotted fur, a long, curling tail and ears that taper to points. They
are known throughout the world as elven dogs, for their features resemble
those of elves and they are often found in the employ of elves (who use
them as guards). Though they only bark to warn their masters or other
cooshees, the bark can be heard clearly up to one mile away. Cooshees
enjoy a +2 bonus to save vs. charm effects. Once per hour, they can sprint
at 10 times their normal speed. The victim of a cooshee’s bite attack must
pass a saving throw or be knocked prone.

Elven Safari

A pack of 1d6+3 cooshees has treed a kamadan (see that entry) in a large
banyan, awakening 2d4 noisy banderlogs (see that entry) and, thus, most of
the surrounding woodlands. The master of the pack, a 5th level elf fighter/
magic-user, is about 1 turn behind the pack. The elf is mounted on a bay
mare, extraordinarily intelligent, and is dressed in woodland green, a mail
coat and carries a brass hunting horn (worth 40 gp), a longbow, 20 red-
fletched arrows and a longsword. The hunter seeks the kamadan for its
pituitary glands, required by a wise woman to effect a cure for his lady love.

Credit

The Cooshee originally appeared in Dragon #67 (© TSR/Wizards of the
Coast, 1983) and later in the First Edition module §4 Lost Caverns of
Tsojcanth (© TSR/Wizards of the Coast, 1982) and still later in the First
Edition Monster Manual 11 (© TSR/Wizards of the Coast, 1983) and is
used by permission.

Copyright Notice
Author Scott Greene, based on original material by Gary Gygax.

Comse Candle

Hit Dice: 6

Armor Class: 8 [11]

Attacks: Incorporeal touch (1dé)
Saving Throw: 11

Special: Hypnotic lights

Move: 46/18 (flying)

Alignment: Chaos

Challenge Level/XP: 8/800

A corpse candle appears as a translucent image of its living self. Its body
shows little, if any, signs of death. Corpse candles can create dancing,
twisting patterns of light that lure victims toward the colorful aura. A
creature must save or be drawn onward — often into danger such as over
cliffs, through fire or worse.

The Light at the End

A narrow channel of deep water runs down the center of a stone crypt.
Bones are piled in niches along the route, spilling out onto the narrow
ledges running alongside the water. The water is 10 feet deep. It is still and
dark. Each niche is six feet wide and piled with miscellaneous bones from
random corpses stuffed into the space. Ten-foot-tall statues of ancient kings
stand in the spaces between the niches. Each holds a black candle in their
outstretched hands. The candles sputter and flicker, thick tallow dripping
down over the stone hands. Heavy shadows dance across the arched ceiling.
A small boat sits on the edge of the water at the start of the crypt.

The watery channel runs throughout the entire crypt network. One dead-
end passage opens into a 20-foot-diameter circular room filled with stain
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glass panels. The chamber glows with light reflected from candles set in
the statues” hands and along the walls. The water here is 20 feet deep. An
ancient hag was drowned in chamber 50 years ago when she tried to raise
the dead to do her bidding. The crone rose as a corpse candle that haunts
the crypts, although she prefers to remain in this chamber. Her bones lie
at the bottom of the watery pit.

Copyright Notice

Author Scott Greene.
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Corpse Orgy

Hit Dice: 14

Armor Class: 2 [17]

Attacks: 4 slams (2dé)

Saving Throw: 3

Special: Absorb body, pain shriek, half damage from blunt
weapons

Move: 6

Alignment: Chaos

Challenge Level/XP: 16/3,200

A corpse orgy is a large, undulating mass of rotting corpses, sinew,
bones, blood, muscle, mucus, and organs. It resembles an ooze and has
no discernible features (other than the corpse parts that make up its form).
A corpse orgy can absorb the physical body of any creature it has reduced
to O hit points by moving over it and remaining in contact with it for
at least one full round. When it absorbs a body, the corpse orgy gains
12 temporary hit points. A creature whose body is absorbed can only be
raised or resurrected if the corpse orgy that absorbed its body is slain
and the corpse in question is recovered. Twice per day, a corpse orgy can
unleash a piercing shriek from the various heads captured in its form that
deals 8d6 points of damage to all creatures within a 40-foot radius (save
for half).

Dead Drop

The jungle opens into a wide clearing that’s been burned through the
foliage. The dirt is churned and broken, and the impressions of hundreds
of feet are pressed into the soft ground. A 10-foot-tall mound of freshly
turned dirt rises in the center of the open area. Corpses are visible in the
dirt hill, with decaying arms, legs and heads pushing out of the earthen
mound. A fresh coat of lye is sprinkled over the raised earth.

Hundreds of human, goblin and other beings are piled in contorted
heaps under the thin dirt layer. All were sacrificed at the temple of al-
Sifon and the remains disposed of in this charnel pit. The dirt and lye only
recently were applied.

A corpse orgy lives in the 10-foot-deep trench, and rises to the surface if
the bodies are disturbed. The corpses above it begin pushing outward as
the thing rises, the remains bursting out of the dirt as if alive. The corpse
orgy attacks anyone bothering its “meal.”

Copyright Notice

Author Scott Greene.
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Comse Rook

Hit Dice: 6

Armor Class: 6 [13]

Attacks: 2 claws (1dé) and 3 bites (1d8)
Saving Throw: 11

Special: Rend

Move: 6/24 (flying)

Alignment: Chaos

Challenge Level/XP: 7/600

Corpse rooks resemble large three-headed ravens or crows. Their
feathers are oily black in color and have a pungent, almost sulfuric, odor.
Their beak and talons are bright silver and their eyes are golden. The
creature’s wings are tipped with silver and the wingspan measures about
30 feet. From head to tail, the corpse rook is about 12 feet long. A corpse
rook that hits with two or more bites on a single opponent latches on and
tears at the victim’s flesh for an additional 2d8 points of damage.
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For the Birds

The scourge of the skies over Trivat, Mergond is really not much more
than an amateurish thief at best. He can barely break into anything, his
chances of pickpocketing a blind fool are slim to none, and he can’t move
without tripping over every noisy thing in his path. He’s worthless as a
thief, but excels in highway robbery.

What makes Mergond frightening is Moll, his corpse rook mount. He
raised the bird from an egg and lovingly coddles her like a child. He feeds
her dead squirrels from a pouch he carries. He rides on the bird’s back in
a special saddle.

A murder of crows fly in formation with Moll when she and Mergond
set off to find gold. Mergond lets Moll sweep down on travelers before
landy to demand tribute. He uses a wand of metal detection to make sure
people don’t hold out the good stuff. Moll has other ideas about what to
take, and wouldn’t mind a horse or a PCs.

Copyright Notice
Author Scott Greene.
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Comsespinner

Hit Dice: 12

Armor Class: 3 [16]

Attacks: 1 bite (2d8 + poison)

Saving Throw: 3

Special: Create corpsespun zombie, poison, web
Move: 9/6 (climb)

Alignment: Neutrality

Challenge Level/XP: 13/2,300

A corpsespinner is a huge tarantula-like creature, bone white in color
with bands of gray, black, or silver ringing its abdomen and legs. The
average corpsespinner is 15 feet long. Its body is covered in short, bristly
hairs of white or silver. The corpsespinner has a skull-like marking on
its thorax. Its eight eyes are silver, white, or gray. Creatures killed by a
corpsespinner rise in 1 hour as corpsespun zombies. A corpsespinner’s
bite delivers a toxic poison, and they can fire sticky strands of webbing up
to 80 feet up to 10 times per day (otherwise similar to a web spell)

Skeleton Key

A 150-foot stretch of hallway disappears into darkness and cobwebs.
Dust covers everything in thick gray layers. Bone lanterns carved to
resemble spiders give off a feeble bluish light. Halfway down the hall
stands a skeleton wearing decaying finery and draped in thick layers
of webbing. Alert PCs notice the skeleton doesn’t touch the floor;
sticky strands hold it aloft. The webs rise into a hollow nook where a
corpsespinner waits, plucking at the webs to make the skeleton move.
The spider toys with intruders by raising the skeleton’s arms like a crude
marionette. A gold key on a leather strap dangles enticingly from the
skeleton’s right arm.

A 25-foot-long stretch of floor beneath the skeleton is an open pit trap
covered with webs. The thick webs bounce like a trampoline, but a roll of
1-3 on an 8-sided die causes the shroud to rip. PCs who fail a save land
in the pit 10 feet below. Trapped in the pit are 10 corpsespun zombies.
The corpsepinner attacks from above any PCs distracted by the zombies.

The gold key is worth 10 gp, and is enchanted to open any door (3
charges left).

Copyright Notice
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Crab, Monstrous

Hit Dice: 3

Armor Class: 3 [16]
Attack: 2 claws (1d4)
Saving Throw: 14
Special: None

Move: 12/9 (swimming)
Alignment: Neutrality
Challenge Level/XP: 3/60

Monstrous crabs are omnivores and spend most of their time combing
the ocean floors for food. Many act as vegetarians and sustain themselves
on a diet of algae, fungus, and water-based plants, while others act as
scavengers or predators. Some have been known to actively hunt giant
clams and snails (the monstrous crab pries the shell open and devours the
fleshy innards). Still others prefer to dwell in coastal waters and prey upon
land-based creatures that wander too close to the shoreline. Monstrous
crabs are often hunted as food by other races (particularly humans and
sahuagin). They are about the size of a panther.

Guards of the Subterranean Sea

Could the fishermen of the coastal village have ever guessed at what
lie beneath their feet? In the chalky hills, covered in scrawny blackberry
bushes and tufts of yellow-green grass there was an old well, long since
gone dry. Even if it had not gone dry, it was inconvenient to reach, sitting
as it did atop a little mound of treacherous rocks, and there was such a
nice little stream just a stone’s throw from the village gate.

Should one ever decide to climb down the well — and why would a
fisherman ever do such a daft thing — they would discover that the
turquoise sea from which they drew their sustenance did not stop at the
sandy beach where they parked their simple boats. Beneath the earth,
that sea continued, strained through undersea tunnels and forming a vast,
lightless sea that supported giant, albino crabs — 2d6 of them usually
loitering at the bottom of that old well, waiting to greet anyone foolish
enough to go exploring.

If one could get past those crabs, and the dozens of their fellows who
would be drawn from the quiet waters to investigate any commotion, they
might venture out onto that sea with its low ceiling and weird, lambent
flames dancing above the glassy surface and beckoning the foolhardy into
the Underworld.

Credit

The Monstrous Crab originally appeared in the First Edition Monster
Manual (© TSR/Wizards of the Coast, 1977) and is used by permission.
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Crabman

Hit Dice: 3

Armor Class: 3 [16]
Attack: 2 claws (1dé)
Saving Throw: 14
Special: None

Move: 12/9 (swimming)
Alignment: Neutrality
Challenge Level/XP: 3/60

This giant-sized creature is a bipedal humanoid with a crab-like head,
large hands that end in powerful pincers, feet that are splayed. It is covered
with chitinous plates, reddish-brown in color. Two smaller humanoid
arms protrude below its pincers. Crabmen inhabit coastal waters, hunting
fish and gathering food. Crabmen communicate with others of their race
through a series of hisses and clicks. A typical crabman stands about 9
feet tall. They speak their own language, and more intelligent examples
of their species often speak Common. Crabmen are passive and peaceful
creatures, rarely engaging in combat. Crabmen attack with their claws;
their pincers prevent them from wielding weapons. Their humanoid arms
end in human-like hands and are used for fine dexterity and manipulation;
they are too weak to wield weapons effectively. Crabmen can survive
indefinitely on land and under water. Crabmen make their homes in sea
caves and coastal cliffs. Most tribes are led by male or female elders.

Crabmen as Characters

Crabmen are rather hulking brutes, despite their passive dispositions.
They begin the game with an extra hit dice and are capable of swimming
at a speed of 9. Their chitinous exoskeletons provide an AC of 3 [16],
which is convenient since crabmen are incable of wearing armor or using
shields. Their pincer attacks do 1d6 points of damage - again, this is
convenient since they are incapable of using weapons, their second set of
humanoid arms being too frail for such heavy work.

Crabmen may be fighters, advancing to the 4th level of ability (Sth level
with Strength of 17, 6th level with Strength of 18). Rare crabmen with
prime requisites of 16 or higher can take up the profession of druid or
magic-user, advancing to a maximum of 3rd level.

High Crustacean Society

A dozen miles across that shallow, subterranean sea, the ceiling rises
high enough that the weird, upside-down towers built there by some
unknown race can only be seen by following up the slowly swaying
chains that descend from their battlements. The crabmen use these chains
to climb into the towers from their own mazelike fortress in the shallows
that they may access the upper world, but they do not relish entering those
monuments to an extinct race, for they exude a peculiar malice for things
born from the sea.

The crabmen of the subterranean sea have whitish-pink shells and
bulbous eyes atop their crimson eye stalks. They have carved for
themselves a fortress of mazelike passages from the living stone that lies
no more than 20 feet below the surface of the sea. Into these corridors,
which sink 50 feet into the sea floor, they herd their fish and raise their
urchins, cultivating them for their toxins (which they turn into effective
anti-ooze medicinal) and to decorate their burrow-like homes dug into the
walls of the corridor.

A total of 2d6 x 20 crabmen dwell in the mazelike fortress, extracting
copper from the sea floor and carrying it to the upper world to smelt and
shape it into tools in forges hidden in the hills. They are ruled by a court
of 3d4 sooks (females) with sorcerous powers. Each female dwells in a
fortified burrow with its own egg chamber, the chamber being secured
and trapped to discourage attacks from outsiders and other crabmen.

Credit

The Crabman originally appeared in the First Edition Fiend Folio (©
TSR/Wizards of the Coast, 1981) and is used by permission.
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Crag Man

Hit Dice: 6

Armor Class: 4 [15]

Attacks: 2 piercing slams (1d8+2)

Saving Throw: 11

Special: Pierce, piercer hellstorm, passwall
Move: 6

Alignment: Chaos

Challenge Level/XP: 7/600

Sometimes called living stalagmites, crag men appear as a normal
stalagmite. In humanoid form, a crag man is a 6-foot tall human-shaped
creature seemingly carved from stone. It is thick and squat and its features
are jagged and broken. Small depressions on its head function as eyes,
though no pupils are present. The crag man has no ears. A ridge on
its “face” running between its eyes serves as a nose and its mouth is a
wide, toothless crevice. Its arms end in powerful fists and its legs end
in humanoid feet. A crag man’s hands end in stony points that pierce an
opponent’s skin with each slam. Once a day, a crag man can summon
2d10 piercers with a 50% chance of success. A crag man can employ
passwall (as per the spell) once per day.

Piercer: HD 3; AC 3[16]; Atk 1 drop and pierce (3d6); Move
1; Save 14; CL/XP 3/60; Special: None.
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Dinner is Served

A dead gnoll sits upright on a round rock in the center of this large
natural cavern. The corpse holds a silver knife and fork (1 gp total) in its
lifeless paws. A wooden bowl sits on a flattened stalagmite, the dish filled
with a dried-up rat and and heaps of crushed purple mushrooms. The
gnoll has been dead less than a day.

The makeshift table is a crag man that killed the gnoll and propped the
beast up to “entice” others to investigate. The stalactites hanging from the
cavern’s roof are piercers the crag man directs to drop on unsuspecting
PCs.

The gnoll wears a leather belt containing 10 gp, a shiny rock good luck
charm (it didn’t work for him), and a wooden dog whistle that charms a
creature blowing it into falling in love with the next gnoll he meets (save
avoids).

Copyright Notice
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Crayfish, Monstrous

Hit Dice: 4

Armor Class: 4 [15]

Attack: 2 claws (1dé)

Saving Throw: 13

Special: Surprise on 1-2 on 1dé
Move: 9/15 (swimming)
Alignment: Neutrality
Challenge Level/XP: 4/120

Giant crayfish are freshwater creatures that dwell on the bottom of seas,
lakes, ponds, and other shallow waters. They are predators and scavengers
and exist on a diet of decaying flesh (dead fish and other water-based
animals), algae, snails, worms, and other animals (including swimmers who
come to close to their lair). Giant crayfish make their homes under rocks or
in underwater tunnels burrowed out by the crayfish. Most underwater tunnels
extend over long distances and include a “chimney” found along the edge
of the water or even as far as 100 feet away from the water which allows
the giant crayfish to enter and exit its passageways onto dry ground. A giant
crayfish can survive out of the water for up to 7 hours before suffocating.

Crayfish Fricassee

Trodding through the soggy bayou, you come across a brutish hill giant
armed with a spiked club and a large sling. The hill giant is stalking giant
crayfish for his chieftain’s nuptial feast, and has just come across 1d4+1
of the pincered monstrosities. The hill giant will not refuse help, and if
helped will invite his new friends to the feast.

The feast is being held on a barren cairn surrounded by fields of clover
and daisies, many of the flowers having been woven into garlands to
decorate the bride and groom. Visitors are welcome, but though the hill
giant clans have sworn a promise of peace on this day, being around
several dozen drunken hill giants is still very dangerous. Each wedding
guest is required to bestow a valuable gift on the new couple - failure to
do so being considered a grave insult.

Credit

The Monstrous Crayfish originally appeared in the First Edition Monster
Manual (© TSR/Wizards of the Coast, 1977) and is used by permission.
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Author Scott Greene, based on original material by Gary Gygax.

Crucifixion SEirit

Hit Dice: 12

Armor Class: 4 [15]

Attacks: Incorporeal touch (1d8 + paralysis) or crucify soul
Saving Throw: 3

Special: Crucify soul, paralysis

Move: 9/18 (flying)

Alignment: Chaos

Challenge Level/XP: 15/2,900

A crucifixion spirit is a translucent, gaunt humanoid with injuries to
each wrist and to the arch of each foot. A crucifixion spirit makes no noise
and its face is twisted in eternal pain. Its eyes flicker red. The incorporeal
touch of a crucifixion spirit causes paralysis (save avoids). Five times per
day, the spirit can point at a single target and crucify its soul if it hits its
target. If the target fails a save, his body collapses as his soul is ripped out
of his body and crucified to an X-shaped structure with translucent spikes.
The victim is not dead, but loses 2 levels per round unless he is saved. A
crucified victim can return to its body by making a save, but this leaves
the victim stunned for one round.

Burning Revenge

Six boulders stand upright on the edge of the Corros Desert, the
10-foot-wide flat sides of each massive stone turned to face the harshest
winds blowing off the burning sands. Heavy links of black chain wrap
around each rock. Shackled to the rocks by red-hot metal manacles are
six blackened bodies. Their faces and skin are sandblasted away, leaving
them unidentifiable. Each was a thief sentenced to death and chained to
the Rocks of Woe. The bodies are suspended against the superheated
rocks. A man’s head pokes out of the sand in front of the rocks, his wiry
hair flapping in the harsh winds. His skin is streaked with blood. The
howling winds drown his screams.

Four of the dead men hung on the rocks were killers and thugs who
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deserved their gruesome fate. Two were innocents wrongly convicted by
Magistrate Chesle, the corrupt judge now buried up to his neck in the
shifting sands. The innocent victims died horrible deaths on the rocks,
and rose mere hours later as crucifixion spirits intent on revenge. Instead
of killing Chesle outright, the pair dragged the elderly man to the desert
hole to die slowly.

Chesle begs for his life and offers PCs gold and land if they free him.
The crucifixion spirits rise out of the rocks supporting their blackened
corpses if anyone helps the judge.

Copyright
Notice
Author
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Crypt Thing

Hit Dice: 6

Armor Class: 2 [17]

Attack: 2 claws (1dé)

Saving Throw: 11

Special: Teleport other, +1 or better weapons to hit, turn as
10 HD monster

Move: 12

Alignment: Neutrality

Challenge Level/XP: 9/1100

Crypt things are hooded and robed skeletons found sitting in high-
backed chairs, its eyes appearing as small pinpoints of reddish light.
They are created by spellcasters as tomb guardians. They never leave
their assigned area and never initiate combat. A crypt thing is content to
sit (or stand) in its assigned area so long as intruders do not disturb it or
anything in the assigned area. At the first sign of disturbance however,
a crypt thing springs to life. Its first order of business is to attempt to
remove the interlopers from its assigned area by teleporting them 1d10
x 100 feet in a random direction (roll 1d4: 1, north; 2, south; 3, east;
4, west). The recipient of this free, unplanned trip can resist it with a
saving throw. A teleported creature arrives in the closest open space at the
determined destination. A teleported creature can arrive in mid-air rather
than on a solid surface, if the crypt thing wishes.

Crypt Guardian

There exists in some parts of the world (and perhaps only truly in legend;
sages aren’t sure) a variant of the crypt thing known as a crypt guardian.
This variant has all the same abilities and powers as a normal crypt thing,
with the following changes. The variant does not possess the ability to
teleport others. Instead, it can simultaneously paralyze and turn invisible
all creatures within 50 feet. An affected creature can make a saving throw
to negate the effects. Affected creatures remain paralyzed and invisible
for 2d4 days. A new save is allowed each day until the effects are broken,
dispelled, or the duration ends.

Toga Party

Beyond the dusty antechamber there is a long passageway - 60 feet
long - ending in a circular chamber lit by a single everburning brazier.
On one wall there is a crypt, 20 feet long and 15 feet wide, with panes of
amber-colored glass set into the walls - five panes on each wall. The glass
apparently covers small alcoves, for a torch held up to the glass reveals a
mouldering body partially covered in a funeral shroud behind it. A the end
of the chamber there is a brass throne set with two large rubies (red glass,
actually) set in the arms. Sitting in the throne there is a corpse, swathed in
a woolen toga and wearing a brass helm surmounted by a horsehair crest.

The corpse is a crypt thing, and it will certainly teleport intruders far
away. Now, it so happens that on the wall opposite the entrance to the
crypt there is a large mirror - oval and measuring 5 feet tall and 3 feet
wide. The mirror is set in a brass frame made to look like dozens of
sinuous fire nymphs. The mirror is harder than steel and impossible to
shatter, but one can walk through it by holding a burning ember from the
brazier in their fist. Holding the ember in this way inflicts 1d4 points of
(non-lethal) damage.

On the other side of the mirror, one finds an identical crypt, save for the
fact that the throne is made of gold and set with actual rubies and worth
easily 10,000 gp. The corpse on the throne is not a crypt thing, but rather
the body of a long dead sorcerer. The bodies behind the amber glass are
wights, and they will burst through the glass to attack intruders into the
true tomb.

11

Create Crypt Thing

Spell Level: Cleric and Magic-User, 7th Level
Range: 60 feet

Duration: Instantaneous

This spell allows you to animate a single corpse into
a crypt thing. This spell must be cast in the area the
creature is to guard or it fails. The corpse must be
mostly infact and must be humanoid-shaped and
have a skeletal system or structure. Only one crypt
thing is created with this spell, and it remains in the
area where it was created until destroyed. A black
pearl gem worth at least 300 gp must be placed
inside the mouth of the corpse. When the corpse
animates, the gem is destroyed.

Credit

The Crypt Thing originally appeared in the First Edition Fiend Folio (©
TSR/Wizards of the Coast, 1981) and is used by permission. According
to an article by Don Turnbull in Dragon #55 (© TSR/Wizards of the
Coast, 1981), the Crypt Thing was never intended to be an undead
creature, though somehow it evolved into that over the years.

Copyright Notice
Author Scott Greene, based on
original material by Roger Musson.




The Tome of Horrors Complere

Crystalline Horror

Hit Dice: 7

Armor Class: 0 [19]

Attack: Shard spray (3dé) or claw (1dé)

Saving Throw: 9

Special: Shard spray, bend light, +1 or better weapons to
hit, resistance to cold (50%)

Move: 12

Alignment: Chaos

Challenge Level/XP: 10/1400

A crystalline horror is a weird, unnatural humanoid made entirely of
crystal and glass. It is man-sized and its head sports no eyes, nose, ears, or
mouth. Its body appears razor-sharp and jagged. Its hands end in wicked
claws. The origins of the crystalline horror are shrouded in mystery. A
crystalline horror can loose a spray of razor-sharp shards of glass from its
body in a 40-foot cone. A creature in the area takes 3d6 points of damage
or half that amount if it succeeds on a saving throw. The crystalline horror
can launch only five such sprays in a given day. Victims of any attack
from the crystalline horror must pass an additional saving throw to avoid
having an artery knicked. Unfortunates who fail such a saving throw
suffer an additional 1d4 points of damage each round from bleeding
until the wound is tended or magically healed. In place of attacking, a
crystalline horror can refract natural light into a bright light that radiates
out in a 10-foot spread. Creatures within this area must succeed on a
saving throw or be blinded for 3 rounds.

Crystal Blue Confusion

In an icy cave in the high mountains, very near the blazing sun, a
crystalline horror sits brooding. A skeleton is all that remains of the
remorhaz that once called this cavern home. The crystalline horror puzzles
over a blue metallic cube, a sort of puzzle box. Sadly, the creature’s
wickedly sharp claws are too clumsy to work the box.

Should one solve the puzzle (you can have players work on a real puzzle
or allow their characters to attempt three 1d20 rolls, needing to roll under
their intelligence scores on all three rolls) it opens into a strange metallic
spider that roosts on one’s shoulder for one hour. During this hour, the
spider protects them from all evil mental effects. When the hour is up,
the creature folds back into a cube and cannot be re-opened (a task which
requires solving a new puzzle or re-rolling against intelligence) for 24
hours.

Fighting in the ice cave is treacherous, with each missed attack or move
of more than 3 feet requiring a saving throw to avoid falling prone and
suffering 1d4 damage.

Copyright Notice
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Crystallis

Hit Dice: 14

Armor Class: 2 [17]

Attacks: 2 claws (2d6+3)

Saving Throw: 3

Special: Crystalline claws, wounding, petrification breath
Move: 6/6 (burrow)

Alignment: Neutrality

Challenge Level/XP: 17/3,500

A crystallis is formed of quartz, earth, and crystal and stands about 13
feet tall. Its powerful arms and legs end in razor-sharp claws that glint
and shine like polished steel. Its large rounded head sports two sunken
crystalline eyes and a gaping toothless maw. A crystallis attacks with
razor-sharp crystalline claws that cause opponents to bleed each round for
2 hit points of damage until a healing spell is cast on the creature. Once
every 1d4+1 rounds, the creature can breathe a cloud of orange smoke
that fills a 10-foot cube in front of the crystallis. Anyone inside this smoke
must save or be turned into a crystal, gem-encrusted statue.

Rock Garden

This humid cavern drips with condensation. Clear pools of warm
water collect in low spots on the stone floor. Hundreds of fantastic cave
formations are covered with quartz crystals of incredible beauty and
color. Massive teardrop-shaped crystals hang delicately from the ceiling.
Magical light brought into the room causes a dazzling display of brilliant
light to reflect around the chamber. PCs must save or be blinded by the
white glare of the reflected light (-2 to-hit penalty while in the room).
Lanterns, torches and candlelights do not have this effect.

The hanging crystals are caterprisms in cocoons. They are at a delicate
state and quickly die if the cocoon is harmed in anyway. A hermit-like
crystallis tends to his rock garden beneath the hanging cocoons. Several
caterprisms hide among the natural crystal formations. The protective
crystallis dislikes intruders, and attacks anyone harming his garden or
the crystal cocoons. The crystallis and the caterprisms are immune to the
light effects and each other’s special attacks. The crystals in this room
have unusual qualities and exceptional clarity. They are highly prized and
valuable.

Copyright Notice
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Daemon, Cacodaemon

Hit Dice: 12

Armor Class: -3 [22]

Attack: Sword (2dé) or 2 claws (1dé)

Saving Throw: 3

Special: Spells, only harmed by silver weapons, immunity to
acid and poison, magic resistance (60%), telepathy 100 ft.
Move: 12

Alignment: Chaos

Challenge Level/XP: 18/3800

Cacodaemons are tall, sleek, ebony humanoids with long, thick arms
that end in powerful claws. The average cacodaemon stands about 7 feet
tall and weighs about 800 pounds. They have sleek, hairless heads and
bright, fiery red eyes. Their mouths are lined with sharpened teeth and
fangs. They are employed as guards and soldiers in the Oinodaemon’s
palace. Cacodaemons are completely loyal to the Oinodaemon and
never question their position or authority; they do not take orders from
any other daemon. Cacodaemons are relentless combatants and never
back down from a fight. They often begin combat by changing forms
and appearing as a race friendly to their potential opponents. Once an
opponent is lured close to the cacodaemon, it changes to its natural form
and attacks. Cacodaemons can cast the following spells: Darkness, ESP,
fear and hold person (3/day).

Slackers

Just beneath a large, oily rock
covered in patches of pale,
luminescent lichens that writhe
under one’s flesh, a squad of
1d5+5 cacodaemons is slacking
off, smoking the ground leaves
of the black lotus in stubby
pipes carved from the thigh
bones of sinners. The largest
of the dull creatures is telling
the others a story of some past
battle against a horde of demons
and devils that apparently
culminated in his saving the life
of the Oinodaemon. The others are
rolling their eyes and glancing at one
another sheepishly while blowing smoke
rings. Two of the fiends is kicking a severed
head back and forth between them, the head howling in pain as they do so.
While the others hold the attention of the adventurers, one cacodaemon is
creeping up behind them.

Copyright Notice
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Daemon, Charon (Boatman of the Lower Planes)

Hit Dice: 32 (128 hp)

Armor Class: -5 (24)

Attack: Staff (2dé)

Saving Throw: 3

Special: Control Styx, fear gaze, paralysis, spells, +1 or
better weapons to hit, immunity to acid and poison, magic
resistance (90%), telepathy 100 ft.

Move: 18

Alignment: Chaos

Challenge Level/XP: 40/10800

Charon spends his time ferrying dead souls to their final resting place in
the Lower Planes. He appears as a skeleton shrouded in a dark hooded robe
with small pinpoints of crimson light burning in his empty eye sockets. He
uses a large, flat skiff to ferry his passengers across the dangerous waters
of the River Styx. On occasion, he ferries living souls to a desired location
within the Lower Planes, though he charges a hefty price for such passage.
A rare and costly (to one’s sanity) spell can be used to summon the dread
boatman. Passage for living souls across the River Styx costs a single magic
item, 500 pp, or two gems of at least 1,000 gp total value. If his price is
refused, Charon turns his skiff and moves away. If attacked, Charon attacks
but seeks to escape as soon as possible. Those within 30 feet meeting
Charon’s gaze must succeed on a saving throw or be paralyzed with fear
for a number of rounds equal to the value by which they failed their saving
throw. A creature hit by Charon’s staff must succeed on a saving throw or
be paralyzed for 2d6 minutes. Charon can see through invisibility. Once
per day he can trace a symbol of fear or symbol of stunning. Three times
per day, Charon can summon 2d4 charonadaemons. Charon can control the
waters of the River Styx as if using the control water spell. Additionally,
he can form a 16 HD water elemental using this ability. A Styx elemental
uses the standard 16 HD water elemental statistics with the addition that its
touch causes feeblemind in those who fail a saving throw. Charon can roam
the planes in its skiff at will.

7

Death in a Cup

Near the oily shore of the Styx, you discover a round table of stone. The
table is set with a orichalcum ewer of dark, dry wine and two terracotta
cups painted with black glaze and images of cavorting skeletons. Should
one drop three pomegranate seeds and a copper coin in each cup and fill
them with wine, they will, in the blink of an eye, be startled to see Charon
accepting the cup and holding it to his mouth.

Charon does not drink until his “host” drinks. The wine is, of course, a
deadly poison. Should the host survive his drink (saving throw at -2 penalty),
he may initiate negotiations
with Charon for passage
on his skiff. If Charon’s
visitors prove troublesome,
they will discover that they
are surrounded by a band of §
summoned charonadaemons.

Credit

Charon originally appeared
in the First Edition Monster
Manual Il (© TSR/Wizards
of the Coast, 1983) and is
used by permission.
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Daemon fo Dast Digger
Daemon, Charonodaemon

Hit Dice: 10

Armor Class: -2 [21]

Attack: Staff (1d8)

Saving Throw: 5

Special: Fear gaze, spells, only harmed by
silver weapons, immunity to acid and poison,
magic resistance (45%), telepathy 100 ft.
Move: 15

Alignment: Chaos

Challenge Level/XP: 15/2900

A Boatman in the Lower Planes

On the shores of a subterranean sea, on a beach of gleaming,
white sand, you come across a skeletal, robed figure standing on
his skiff, looking absent-mindedly towards the mouth of a cave.
The charonadaemon was summoned by an inhabitant of the Lower

Planes to deliver them to the Material Plane and wait precisely 24

hours for its return with an important captive and message for the

Oinodaemon. Every few minutes the charonadaemon holds aloft

an hourglass and check the gray sands within.

There is a 3 in 6 chance that the passenger of the skiff, a
cacodaemon, finally appears, a bound and gagged drow priestess
slung over its shoulder. Should it appear, it ignores the adventurers
unless they oppose it - either way, the charonadaemon gives it no
aid other than to seize the priestess and deposit her on its skiff.

If the cacodaemon does not appear in time, the charonadaemon
will launch its skiff and soon disappear from view. If the
adventurers move quickly, they can hire the charonadaemon, who
goes by the name of Blackjack and has a habit of referring to itself
in the third person.

Credit

The Charonadaemon originally appeared in the First Edition
Monster Manual 11 (© TSR/Wizards of the Coast, 1983) and is
used by permission.

Charonadaemons resemble their master, Charon, the
Boatman of the Lower Planes, and are often mistaken for
him. Unlike their master, they care nothing for ferrying
souls across the River Styx and merely seek to murder
or steal from those that request passage. Travel across
the River Styx by a charonadaemon costs a single magic
item, 50 pp, or 2 gems (total value of both gems must be at
least 100 gp). Even if the price is paid, the charonadaemon
usually betrays his passengers, attempting to dump them
into the River Styx or kill them outright. If more money
or fare is offered, the charonadaemon might be persuaded
not to attack. A charonadaemon can be summoned to the
banks of the River Styx by casting symbol (any). Those
within 30 feet meeting the gaze of a charonadaemon must
succeed on a saving throw or be paralyzed with fear for a
number of rounds equal to the value by which they failed their saving
throw. Charonadaemons can cast, at will, the spells cause fear and darkness,
and they can discern invisible creatures. Charonadaemons can roam the
planes in their skiffs at will.

Daemon, Derghodaemon

Copyright Notice
Author Scott Greene, based on original material by Gary Gygax.

Hit Dice: 10 averse to chatting with them while it goes about its duties.

Armor Class: -2 [21] The strange stone is actually the egg of a fiendish roc, and the
Attack: 5 claws (1d4) or 2 claws (1d4) and 3 swords (2d6) dhergodaemon is rolling it to the campsite of 1d3 other dhergodaemons,
Saving Throw: 5 who intend to feast on it. Naturally, adventurers will be invited to share in
Special: Feeblemind, spells, only harmed by silver weapons, this feast, though they will find the flesh of the roc bitter and nauseating.
immunity to acid and poison, magic resistance (50%), After devouring the embryonic roc, the dhergodaemons engage in a
telepathy 100 ft. dizzying game of five-handed rock/paper/scissors.

Move: 15 Five adventurers can engage a single dhergodaemon in the game, each
Alignment: Chaos having a 3 in 6 chance of besting one of the daemon’s arms. If they can
Challenge Level/XP: 16/3200 best all five arms at once, the dhergodaemon will give out a chattering,

wheezing laugh and offer them a bent golden coin that, it assures them,

The derghodaemon is one of the strongest of the daemon races, butits low ~ grants them entry and a single day’s peace in any stronghold they should
intelligence has relegated it to a position of brute warrior and little more. ~ encounter in the Lower Planes. -
It is a tall, bloated, insect-like creature with five arms and three legs. Each
of its arms ends in a sharpened, clawed hand. Its legs end in four-toed feet. ~ Credit
Its flesh is mottled green and black and its eyes are large and black withno ~ The Derghodaemon originally appeared
pupils. A derghodaemon stands 8 feet tall and weighs about 800 pounds. in the First Edition Monster Manual 11
Twice per day, by clicking its mandibles, a derghodaemon can affect all ~ (© TSR/Wizards of the Coast,
creatures within 30 feet as if by a feeblemind spell. A derghodaemon’s 1983) and is used by permission.
head can rotate 360 degrees, making it almost impossible to surprise the
creatures or back stab them. In addition, they can see invisible creatures. Copynght Notice
Derghodaemons can cast, at will, the spells cause fear, darkness and sleep. Author Scott Greene,

based on original material
by Gary Gygax.

Fun and Games

A bloated, dim-witted dhergodaemon is rolling a massive, spherical
stone up a barren, windswept hill. The stone is conmposed of a reddish
black material that glows with an inner fire. The dhergodaemon will
generally ignore adventurers unless they become bothersome, but it is not
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Daemon, Guardian

Hit Dice: 8

Armor Class: -1 [20]

Attack: Bite (2dé), 2 claws (1dé)

Saving Throw: 8

Special: Breath weapon, +1 or better weapon to hit, immunity
to acid and poison, limited domain, telepathy 100 ft.

Move: 12

Alignment: Chaos or Neutrality

Challenge Level/XP: 11/1700

A guardian daemon is summoned to the Material Plane by a spellcaster
with the task of guarding an area or treasure. These daemons vary in size
and appearance, though most resemble large bears, wild cats, or apes with
added daemonic characteristics (horns, elongated fangs and nails, and so
on). Despite its varying appearance and form, the guardian daemon is a
dangerous adversary. Most guardian daemons are of neutral slant, though
many, due to their daemonic heritage, are chaotic and usually only serve
those of like alignment.

A guardian daemon only initiates combat if the area it is guarding is
entered or the treasure it is watching over is disturbed. The realm of a
guardian daemon encompasses only the area it is summoned to guard; a
room, chamber, or treasure. The guardian daemon can wander freely in its
area, but cannot move beyond the precincts of the designated area.

Three times per day a guardian daemon can breathe a cone of fire 30
feet long with a 15-foot wide base. This cone of fire deals 5d6 points of
damage (save for half damage).

Guardian daemons are immune to mind-affecting effects (charms,
compulsions, phantasms, patterns, and morale effects), sleep, hold, and
polymorph. They cannot be harmed by acid and poison.

Il

Lifeguard

A floating caravan of nine covered barges is making its way down a
wide, golden river. Eight of the barges are carrying barrels of rice, plums,
dried fish and other foodstuffs, along with 2 or 3 traders. One of the
barges carries a lacquered altar case painted in gold dragons and sealed
with a puzzle lock. Inside the case there are three peaches. One is a single
peach of immortality (treat as a potion of longevity), while the other two
contain deadly poison.

Lurking in the shadows of the barge is a guardian daemon that resembles
a foo lion, with curved horns and skin that looks like golden marble. At
first blush, one might easily mistake the daemon for a statue. The daemon
can be placated by playing a bamboo flute. The men who steer the barge
(3rd level assassins) carry such flutes in their sashes, along with poisoned
daggers and lengths of chain. The caravan is on its way from a monastery
high in the mountains to the palace of the emperor.

Credit

The Guardian Daemon originally appeared in the First Edition Fiend
Folio (© TSR/Wizards of the Coast, 1981) and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by Ian McDowall.
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Daemon, Hydrodaemon

Hit Dice: 7

Armor Class: 0 [19]

Attack: 2 claws (1dé), bite (2dé) or spit (see below)

Saving Throw: Spittle, spells, only hamed by silver weapons,
immunity to acid and poison, magic resistance (35%),
telepathy 100 ft.

Special: 9

Move: 9/24/12 (swimming/flying)

Alignment: Chaos

Challenge Level/XP: 13/2300

Hydrodaemons are frog-like daemons that swim the River Styx. They
are the only known creatures in existence that can touch the waters of the
Styx without suffering any ill effects. Hydrodaemons are 10 feet tall and
weight about 4,000 pounds. Large flaps of skin under their arms allow
them to glide when leaping. The flesh of a hydrodaemon is warty and
green. Its eyes are a sickly yellow in color. Up to five times per day a
hydrodaemon can expel a 20-foot long line of sputum that causes those
hit to save vs. sleep (as the spell) for 6 rounds. Hydrodaemons can, at will,
cast cause fear, darkness, detect magic and dimenson door. Once per day,
they can summon an 8§ HD water elemental.

On Noisome Pond

On the banks of a noisesome pond, a hydrodaemon lurks. Summoned
some ages before by a midling demonologist who got in way over his
head (literally), the beast has since dwelled in this old mill pond that once
served a large village, now abandoned. The mill is now crumbling, the
interior coated in the dried spittle of the hydrodaemon, now a viscous
ooze that acts as a contact poison (save at +3 or become drowsy for 1
hour, suffering a -1 penalty to all dice rolls).

The hydrodaemon lurks beneath the surface of the water, waiting for
a single victim to stroll close. At this point, it strikes with its spittle and
then leaps from the water to grab its dozing victim and drag them under
the water.

In the shallows one may find numerous skeletons, mostly those of
peasants in tattered and ruined woollens and leathers, but one skeleton
belonged to a sorceress who still grips a wand of enemy detection, and
another is the remains of a knight in +/ gothic plate armor that still
gleams after spending several years in the muck.

Credit
The Hydrodaemon originally appeared in the First Edition Monster

Manual II (© TSR/Wizards of the Coast, 1983) and is used by
permission.

Copyright Notice

Author Scott Greene, based on original material by Gary Gygax.
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Daemon, The Oinodaemon

Hit Dice: 25 (100 hp)

Armor Class: -3 [22]

Attack: 2 slams (2dé plus disease)

Saving Throw: 3

Special: Disease, spells, Staff of the Lower Planes, transfixing
gaze, +2 or better weapon to hit, magic resistance (?0%),
immune to disease and poison, telepathy 100 ft.

Move: 15

Alignment: Chaos

Challenge Level/XP: 34/8400

The Oinodaemon claims rulership over all other daemons. There is no
other single figure in the lower planes that commands more respect (and
fear) than the Oinodaemon (excepting a few powerful arch devils). His
position is constantly threatened by those that would usurp the throne
and take the position for themselves. There are believed to be at least
seven other extremely powerful daemons vying for the throne and title.
Through subtle machinations, sheer power, and fear, the Oinodaemon has
staved them off thus far.

The Oinodaemon stands 9 feet tall. Its head resembles that of a diseased
and rotting ram with downward, forward-curving horns. The wool and
flesh of its humanoid body seem to pull away or drop away in sickly
clumps. Its body is covered in boils, blisters, sores and scabs. Thick,
white foam oozes from its mouth and a thin yellow ichor squeezes from
its bloodshot eyes.

The touch of the Oinodaemon carries with its the daemon plague, a
terrible disease that prevents magical and natural healing and rots the
flesh while the victim yet lives. A person afflicted with the daemon plague
is contagious until it dies, usually in one week.

Oinodaemon’s gaze transfixes one target per round unless a saving
throw is made. The transfixed target cannot move until permitted to do so.

Oinodaemon can cast spells as a 12th level cleric, as well
as detect magic, dispel magic and invisibility at will
and feeblemind once per day. Once per day, his
touch can act as a rod of cancellation.

Staff of the Lower Planes: This 12-foot long,
black wooden staff can only be wielded by the
current Oinodaemon or any daemon he allows
to wield it. In anyone else’s hands, the staff
functions as a normal quarterstaff. Upon the
current Oinodaemon’s death, the staff can be
wielded (and it functions as detailed below)
by the new Oinodaemon. The staff has the
power of a staff of withering and can cast a
charm monster spell that affects up to 20
targets, can lay a geas upon a person and
can grant another’s wish.

Servants of the
Oinodaemon

Followers of the Oinodaemon are
usually evil humanoids and often
consist of clerics and necromancers.
Clerics of the Oinodaemon are called
Servants of Decay and must sign a
pact of evil with the Oinodaemon.
Servants of Decay can receive
cleric spells up to 3rd level from the
Oinodaemon.

Woelcome to the Feast

As one tromps over the bleak wastes of the Lower Planes, they might
discern on the horizon a looming shape - large and a dull, soul-sucking
black. In mere moments it will be upon them, moving rapidly - a long
corridor, hung in green, tapestry-like fungi, battered, rotting furniture,
corroded copper candlesticks with dropping tapers, massive vases of
terracotta filled with skulls - all moving rapidly past the adventurers
before it finally and suddenly stops. The adventurers now find themselves
facing a great door of rusted iron, the surface cast in the shape of terrible
grotesques - beautiful lords and damsels, their joints twisted with palsey,
their faces wracked with pox, starving dogs nipping at their hands, carrion
crows pulling at their ears.

The doors are heavy, but swing open with some effort revealing a
dank, damp chamber - a mockery of a feast hall furnished with a long,
warped table covered in rotting victules picked over by giant, fiendish
rats with the faces of dirty, runny-nosed urchins. At either end of the hall
there is a great hearth filled with hellfire that gives out great gouts of
oily, black smoke that fills the ceiling of the hall and provides no heat or
comfort. Beyond the table, on a raised platform sits the lord of the feast,
the Oinodaemon, and his court of seven rivals, all hidden beneath thick
shrouds of dingy lace.

Each adventurer who has killed a daemon is commanded to come
forward and take a place at the disgusting feast, a cacodaemon appearing
behind them to guide them to their seat and place a goblet of thick, murky
liquid before them. Those who have not killed a daemon are branded
cowards and clapped in irons, their comrades finding it impossible to rise
from the table until they have quaffed the rheumy mead that has been set
before them.

The mead carries the daemon plague, of course. Those that die from the
plague are reincarnated upon death as daemons.

Those that survive are granted safe passage
through the Lower Planes - at least in the
presence of daemons.

Credit

Anthraxus (The
Oinodaemon) originally
appeared in the First
Edition Monster Manual
11 (© TSR/Wizards of the
Coast, 1983) and is used
by permission.

Copyright Notice
Author Scott Greene,
based on original material
by Gary Gygax.
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Daemon, Piscodaemon

Hit Dice: 10

Armor Class: -1 [20]

Attack: 2 claws (2dé), mouth tentacles (1d8 plus poison)
Saving Throw: 5

Special: Constrict, poison, spells, vorpal strike, only harmed
by silver weapons, immunity to acid and poison, magic
resistance (50%), telepathy 100 ft.

Move: 9/18 (swimming)

Alignment: Chaos

Challenge Level/XP: 20/4400

Piscodaemons look like 7-foot tall bipedal lobsters with long, gangly
arms that end in powerful pincers. It has a short, fish-like tail on its
posterior and a centipede-like head with several small tentacles located
beneath its mouth and looking like a writhing beard. Piscodaemons are
found throughout the Lower Planes bullying and killing weaker creatures.
They are often themselves used as cannon fodder or slaves by the more
powerful races of the Lower Planes. If a piscodaemon scores a natural
20 on its attack roll with a claw attack and its victim fails a saving throw,
it severs one of the opponent’s extremities (roll 1d6: 1-3 arm, 4-6 leg;
50% chance of either right or left). A piscodaemon’s mouth tentacles are
poisonous, affecting a victim as though with a slow spell for 1 minute
if a saving throw is failed. Piscodaemons can cast the following spells:
Blink, cause fear, darkness, stinking cloud and mirror image (2/day). The
piscodaemon’s faceted eyes can see in all directions, making it difficult to
surprise. In addition, they can see invisible creatures and objects.

A Chip on the Shoulder

A solitary piscodaemon stalks across a landscape of twisted stone
formations draped with brilliant reptilian skins that shimmer as though
covered with jewels. The formations are separated by narrow gullies of
freezing sand.

The piscodaemon and his fellows were set upon by a roaving band
of mariliths, with this single specimen surviving the onslaught. It is
now making its way back to its comrades with a king-sized chip on its
chitinous shoulder. The piscodaemon would like nothing better than to
unleash its fury on a band of outsiders, but it is wily enough to avoid
a conflict it cannot hope to win, for it carries a stone tablet back to the
greater daemon it serves.

The tablet contains the true name of a powerful bal-rukh in the language
of demons. The tablet is composed of polished obsidian.

Credit

The Piscodaemon originally appeared in the First Edition Monster
Manual 11 (© TSR/Wizards of the Coast, 1983) and is used by
permission.

Copyright Notice
Author Scott Greene, based on original material by Gary Gygax.
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Dakon

Hit Dice: 2

Armor Class: 4 [15]
Attack: 2 claws (1dé)
Saving Throw: 16

Special: None

Move: 12/12 (climbing)
Alignment: Neutrality
Challenge Level/XP: 2/30

Dakons are a race of intelligent apes that make their homes in the warmer
regions of the world, though rarely, if ever, near a large expanse of water
as they simply don’t trust the stuff. They are generally friendly toward
humans who share their alignment, and view all other races (even those
races of the same alignment as the dakons) with caution and suspicion.
Dakons stand 8 feet tall and weigh about 500 pounds. Dakons speak their
own language and might speak Common if they dwell near humans.
Dakons are very passive and docile creatures; they rarely attack except in
self-defense. If forced into combat, a dakon attacks with its claws.

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

Dakons as Characters

Dakon characters enjoy a +1 bonus to Strength at character creation,
though starting Strength cannot be higher than 18. Their large size and
long arms allow them a +1 bonus to attacks involving grappling and they
climb as well as a thief of equal level. A dakon’s unarmed attacks inflict
1d4 damage instead of the normal 1d2. Dakon characters can see in the
dark as well as elves. Dakons can take levels in fighter (advancing up to
7th level, or 8th level if their Strength score is 15 or higher) or magic-user
(advancing up to 4th level, or 5th level if their Intelligence score is 15 or
higher).

125

Gentle Masters

You come across a village sheltered by the overarching trees of the
rain forest. The village is built near a small, swift stream and consists
of several adobe buildings, some quite grand and a palisade of bamboo.
The village is inhabited by 2d4 x 10 dakons. The dakons dwell in family
bands, each in its own building. The buildings are domed structures, like
large, mud brick igloos. The interiors are decorated with mosaics of stone
and colorful glazes.

The village is ruled by several elder males with silvery fur. The elders
are all druids of level 1d3+1. The dakon are friendly, though hesitant to
allow travelers into their village without some gift of great value to prove
their friendship. The villagers subsist on jungle vermin, fruits gathered in
the forest and roots grown in their hidden gardens. The gardens are tended
by bands of human servants, who trade their labor for the protection of
the dakon. The dakon treat these servants gently, but consider them little
more than beasts of burden or pets.

Credit
The Dakon originally appeared in the First Edition Fiend Folio (© TSR/
Wizards of the Coast, 1981) and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by lan McDowall.
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Dark CreeEer

Hit Dice: 1

Armor Class: 3 [16]

Attack: Dagger (1d4)

Saving Throw: 17

Special: Darkness, death throes, light blindness, surprise on
1-20on 1dé

Move: 12

Alignment: Neutrality (with chaotic inclinations)
Challenge Level/XP: 2/30

Dark creepers are dwellers that make their homes in the twisting passages
and caverns of the subterranean world. They are small, thin humanoids with
gray skin and eyes. Dark creepers dress in dark, filthy robes and smell of dung
and rotted meat. When dark creepers’ clothing begins to rot with age and fall
from their bodies, they simply add another layer, rather than remove the tattered
rags. Dark creepers speak their own babbling language (known as Darkling)
understandable only by other dark creepers and dark stalkers (see that entry).
Three times per day, a dark creeper can create an effect identical to the darkness
spell. Dark creepers can see in all forms of darkness, including magical
darkness. They also continuously detect magic. Abrupt exposure to bright light
blinds dark creepers for 1d3 rounds. When killed, a dark creeper spontaneously
explodes in a flash of white-hot light. All creatures within a 10-foot radius must
succeed on a saving throw or be blinded for 1d6 x 10 minutes.

Sneak Thieves

In the dark of the tunnel you see a small, cloaked figure sitting alone,

Dark Stalker

hunched over some bauble in
its hands and babbling like an
idiot. From a distance, it looks
as though it might be a dwarf or
halfling, but as one approaches,
it turns its head and you see the
gray skin and the weird, gray
eyes.

In the blink of an eye, the tunnel
fills with a thick, impenetrable
darkness and 1d6+1 additional
dark creepers attack from forward
and back, half of them having
apparently trailing the adventurers
for some time. The original dark
creeper’s bauble is a silver locket
holding a strand of violet hair that
once belonged to a high elven
countess whose beauty was a
legend. A portrait of the lady is painted inside the locket and the words
“For Maximilian” are engraved on the back of the locket in the elven script.

Credit
The Dark Creeper originally appeared in the First Edition Fiend Folio

(© TSR/Wizards of the Coast, 1981) and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by Rik Shepard.

Hit Dice: 2

Armor Class: 1 [18]

Attack: Short sword (1d6)

Saving Throw: 16

Special: Darkness, fog cloud, death throes, light blindness,
surprise on 1-2 on 1dé

Move: 12

Alignment: Neutrality (with a proclivity for chaos)
Challenge Level/XP: 4/120

If the dark creeper is rarely seen, the dark stalker is even rarer. They are
the leaders and commanders of the dark creepers and rule the subterranean
cities through might and fear. Dark stalkers are

man-sized and have pallid skin. They wear
the same type of filthy dark robes and
clothes as the dark creepers. Dark
stalkers speak their own babbling
language understandable only to
other dark stalkers and dark
creepers. Some of the more
intelligent dark stalkers
speak Common. Dark
stalkers generally
try to avoid combat,
using their powers to
cover their escape. If
forced into combat,
they attack using their
short swords, which they
prefer to poison. If defeat
is imminent, a dark stalker
seeks the quickest means

12§

of escape possible. Three times per day, a dark stalker can create an effect
identical to the darkness spell. Twice per day, a dark stalker can create a fog
cloud (as obscuring mist). A dark stalker can continuously defect magic as
the spell. Dark stalkers can see perfectly in darkness of any kind, including
magical darkness. Abrupt exposure to bright light blinds dark stalkers for
1d3 rounds. When killed, a dark stalker spontaneously explodes in a flash
of white-hot flame equal to a three dice fireball spell (save for half damage).
Dark creepers within 60 feet that witness a dark stalker’s death throes must
succeed on a saving throw or flee in terror for 1d6 rounds.

Cult Leader

In a vast cavern, approximately 200 feet in diameter, with a high ceiling
you discover numerous piles of junk. The piles contain all manner of
refuse - rusted armor, broken weapons, candle stubs, bits of cord and rope
- as well as a few good, even valuable items. The junkyard is the abode of
1d4 x 10 dark creepers and their leader, a dark stalker.

The darklings have been collecting bits and pieces for ages, and there
is a 1% chance that any useful item resides in the yard, and a 1 in 1000
chance that a minor magic item is present. The items in question are
buried in the piles of junk and thus take days to locate. The dark creepers
have burrows in the piles of junk, and can find the item in question in
mere moments if they have a mind to. The dark stalker dwells in a tent
made of cast off cloaks over a wire frame atop the tallest pile in the yard.

Credit
The Dark Stalker originally appeared in the First Edition Fiend Folio (©
TSR/Wizards of the Coast, 1981) and is used by permission.

Copyright Notice

Author Scott Greene, based on original material by Simon Muth.
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Darnoc

Hit Dice: 8

Armor Class: 3 [16]

Attack: Slam (1d$)

Saving Throw: 8

Special: Curse of the grave, symbol of discord, ghostly
Move: 12

Alignment: Chaos

Challenge Level/XP: 10/1400

The darnoc is a corrupting evil presence whose very touch sucks the life
from an opponent bit by painful bit. The darnoc are said to be the restless
spirits of oppressive, cruel, and power hungry individuals cursed forever
to a life of monotony and toil, forbidden by the gods to taste the spoils of
the afterlife they so desperately craved in life. Often seen in the clothes
and guise it wore in life, a darnoc often walks the same halls and repeats
the same actions of its insipid existence over and over again.

Due to their great greed, a darnoc may be found within its treasury
endlessly counting its coins, or within a graveyard noting the headstones
of its vanquished foes with cruel mirth. When distracted from its reverie
of its remembered past life, the creature flies into an inconsolable rage,
often lashing out without warning or provocation at the first individual
who attempts to speak to it. Creatures within a 30-foot radius and with
less HD than the darnoc become flee in dear for 2d6 rounds when it flies
into a rage if they fail a saving throw.

Once per day, a darnoc can scribe a symbol in the air. All creatures with
an Intelligence score of 3 or higher within 60 feet who see the symbol
must succeed on a saving throw or immediately fall into loud bickering
and arguing. Meaningful communication is impossible. If the affected
creatures have different alignments, there is a 50% chance that they attack
each other. Bickering lasts 3d6 rounds. Fighting begins 1d6 rounds into
the bickering and lasts 2d6 rounds. Once triggered, the symbol lasts 2
hours. Any damage dealt by a darnoc’s slam attack does not heal naturally
and resists all magical healing (potions, cure spells, and so on). Before
the damage can be healed, the curse must first be broken with a break
enchantment or remove curse spell (requiring a DC 20 caster level check
for either spell).

A darnoc can become incorporeal for up to 10 minutes each day. While
incorporeal, the darnoc can only be harmed by magic weapons and spells.
Any humanoid slain by a darnoc becomes a darnoc in 1d4 rounds. Spawn
are under the command of the darnoc that created them and remain
enslaved until its destruction.

Insipid Greed

The ruler of the walled city-state was beside himself with worry. How
was he to know that killing his exchequer would result in such calamity -
after all, he had probably killed about one minister a month since he took
the throne as a young man. Always the exchequer stood by, giving wise
council and finding ways to fund the king’s schemes.

But at the thought of giving the king his youngest daughter before her
wedding day the minister balked, and for that he had to be killed. Death,
however, did not part the exchequer from his post, for the next day his
replacement fled in panic at the sight of the old man sitting in the treasury
counting the coins.

Now, the wicked little king needs his money, and thus a team of
adventurers capable of ridding the treasury of the minister’s spirit. The
king promises anything to get the deed done, but will certainly betray his
saviors when they have completed their mission.

Copyright Notice
Author Scott Greene.
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Death Dog

Hit Dice: 2

Armor Class: 4 [15]

Attack: 2 bites (1dé plus rotting death)
Saving Throw: 16

Special: Rotting death

Move: 15

Alignment: Chaos

Challenge Level/XP: 3/60

Death dogs are two-headed, mastiff-like hounds; nocturnal killing
machines that hunt their prey without hesitation across the desert sands
and wastelands. Death dog packs have been known to share territory with
little friction, although they do engage in dominance battles in leaner
times when hunting is difficult. Victims of the death dog’s bite must pass
a saving throw or come down with the rotting death, losing 1d6 points of
constitution each day until they succeed at a saving throw at a -5 penalty.
Victims who lose all their points of constitution die. Constitution can be
restored with powerful healing magic or be complete bed rest, with one
point of constitution returning with each week of rest.

126

Killer Packs

While crossing the amber sands of the great desert you come across
a lonely tower of sandstone that almost blends into the landscape. The
tower shows some weathering, and appears to be quite ancient. The
picked over bones of a horse lies half-buried in the sands near the tower.
A sturdy iron door, scalding to the touch, blocks entry, and the tower has
no windows, though a trap door allows access through the roof. The walls
of the tower are five feet thick, and the circular rooms within measure 8
feet in diameter.

The ground floor is empty save for an old, dry straw mattress, some
broken crockery and a longbow, the string snapped. The third floor is
likewise empty, save for a dusty skull and a few empty wine bottles. The
second floor, however, is inhabited by a maiden, beautiful but flushed
and desperate, and her love, a young knight of the desert sands, his face
haggard, his robes torn and a terrible wound on his right leg. The wound
has been bound, but needs proper cleaning, for it looks septic. The knight
is not long for the world, having perhaps two or three days before he dies
unless given some powerful magical healing.

The maiden will explain that they were fleeing across the desert from
her wicked uncle when they were attacked by a pack of 1d3+1 black,
two-headed hounds. The knight was wounded by one of the dogs and they
were fortunate to outrun them and find this tower. They’ve been trapped
here for three days now, the dogs surrounding the tower each night and
the knight too ill to walk, the horse having died from exhaution after their
race across the desert.

Credit
The Death Dog originally appeared in the First Edition Fiend Folio (©
TSR/Wizards of the Coast, 1981) and is used by permission.
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Death Worm

Hit Dice: 7

Armor Class: 2 [17]

Attack: Bite (1d8 plus 1dé acid)

Saving Throw: 9

Special: Spit lightning, surprise on 1-3 on 1dé
Move: 9/6 (burrowing)

Alignment: Neutrality

Challenge Level/XP: 8/800

Death worms are long, slender, reddish-brown monsters related to the
purple worm. Its skin is mottled yellow across its back, tapering off as the
colors near its head. Its mouth is huge and lined with rock hard teeth that
allow it to break rocks and earth as it burrows underground. The death
worm is a reclusive, desert-dwelling creature content to spend its life
burrowing beneath the ground and sustaining itself on a diet of sand and
earth. On occasion, it surfaces to devour more substantial prey (animals
such as saiga, deer, yaks and humans). Death worms lay their eggs far
beneath the surface of the earth. A death worm lurks under sand or loose
earth, waiting for its prey to move close where it then ambushes its target,
surprising on a 1-3 on 1d6. A death worm’s mouth constantly drips highly
corrosive saliva. Once every 1d4 rounds a death worm can spit a 3 dice
lightning bolt (saving throw for half damage).

Opportunists

The guide you hired in the last village has been leading you over the
rolling country of the steppe for several days when he finally stops
cold and points to a distant outcropping of reddish-brown stones. The
outcropping form a sort of natural gate to a lowland beyond. He will
inform you that this is the entrance to the holy land of the great khan,
the land of his birth and taboo for any to enter. He will go no further, but
will explain that the place you seek (whatever goal is currently being
sought by the players in your game) is beyond that land on the edge of a
woodland of scrawny pines. The journey across the lowland should take
approximately one week. At this he turns and heads away.

The lowland is sandy and barren, with strange stones, like monuments
of chalk, breaking the endless sea of sand every few miles. The sands
of the lowland are bronze colored, with strange streaks of darker, more
reddish sand crisscrossing the landscape. The guide has, unfortunately,
lied to you about this being holy land, for it is really the hunting ground
of a death worm. The guide and his friends, who trailed about two days
behind your band, plan to strike you when you flee the lowlands, bloodied
and bruised by the worm, a few of your number maybe left to feed it.
In all, the guide has 1d10+10 friends, bandits mounted on swift, light
horses and wearing leather armor and carrying a short, jagged spear and
a longbow with 25 arrows.

Copyright Notice

Authors Scott Greene and Erica Balsley.
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Decagus

Hit Dice: 4

Armor Class: 4 [15]

Attack: 9 tentacles (1d4)

Saving Throw: 13

Special: Strangle, illusion

Move: 6/12 (climbing and swinging)
Alignment: Chaos

Challenge Level/XP: 7/600

A decapus is a large (4-foot in diameter), pale green spheroid with ten
octopus-like tentacles protruding from its body. Hair grows in broken
patches along its body. Its eyes are stark white and pupiless. Its large
mouth sports long, yellow fangs. Decapuses are solitary creatures that
dwell in dense forests or underground. Most prefer the forests as their
ability to move among the trees allows them to either pursue their prey
or flee in situations not to their advantage. On the ground, decapuses are
slow-moving, thus they spend most of their time among the tree tops.
Decapuses are nocturnal hunters and are quite fond of human, elf, and
halfling flesh. In times when food is scarce, they exist on a diet of rats,
snakes, and other small forest creatures (or dungeon denizens in the case
of the subterranean decapus). Decapuses seem to be able to speak with
others of their kind using a series of guttural noises.

Decapuses attack with their tentacles. A decapus that beats its opponent’s
Armor Class by 6 or more latches around their neck and scores automatic
damage each round thereafter until it is killed (and 1d4 rounds even after
it is killed) or its victim makes a successful open doors check. At will, a
decapus can create an effect identical to the phantasmal force spell. The
creature can also mimic any creature it has previously encountered with
near total accuracy, though it cannot mimic humanoid speech longer than
two or three words at a time.

Difficult Terrain

Regardless of the direction from which you enter this woodland of
towering oaks, the ground slopes downward. The entire area is like a
miles-wide funnel, eventually sinking into a series of flooded caverns
featuring coursing rivers and waterfalls. Three swift streams run through
the woodland and into the cave system. In many places in the woodland
one will see the granite ledges that compose the landscape’s foundation.
One might also (1 in 10 chance, 1 in 6 for elves and rangers) notice
broken limbs littering the ground, as though something heavy has moved
through the trees, swinging from limb to limb. The funnel woods is home
to a solitary decapus. The decapus keeps a lair of woven branches in a
particularly tall tree that hangs over the open gulfthat leads into the cavern
system. A rushing waterfall runs past the tree. Any fight that occurs in the
tree will be particularly dangerous, as a wrong move (missing an attack
by more than 3 points or suffering maximum damage from a blow) might
knock one into the vortex of water (saving throw to negate), a fall that
will cause 10d6 points of damage and might very well end in drowning.
The decapus keeps a modest treasure of 1d6 x 200 sp, 1d4 x 100gp in a
terracotta coffer (worth 50 gp) in its lair.

Credit
The Decapus originally appeared in the First Edition module B3 Palace

of the Silver Princess (© TSR/Wizards of the Coast, 1981) and is used
by permission.

Copyright Notice

Author Scott Greene, based on original material by Jean Wells.
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Demi-Lich

Hit Dice: 11

Armor Class: 0 [19]

Attacks: Steal soul

Saving Throw: 4

Special: Immune to most spells, +3 or better magic weapon
to hit, immune to acid, electricity, fire, cold and polymorph,
rejuvenation, steal souls

Move: 12 (flying)

Alignment: Chaos

Challenge Level/XP: 13/2,300

A demilich is a skull with gems in place of its eyes and teeth. Demiliches
cannot be turned, and can cast cast death spells at will. Up to 8 times a
day, a demilich can steal the soul of any creature within 30 feet unless
the victim makes a save. After 24 hours, the demilich devours the soul,
permanently slaying the creature. Power word kill and dispel evil spells
deal 50 points of damage (no save) to a demilich. Demiliches are immune
to all other spells. Unless its remains are consecrated, a demilich reforms
in 1d10 days.

12

Tooth and Nail

This 75-foot-diameter room has but one entrance. The domed ceiling
reaches 75 feet high at its peak, where a mural of an eclipsed sun looms.
A crimson aura of light faintly glows from the mural and bathes the room
in nightmarish light. The walls and half-sphere ceiling are covered in
6-inch-long rusted spikes set into the stone. A bier sits in the center of the
room, draped with a sheer white burial shroud. A skull topped staff can
be seen through the lattice shroud. The staff appears to be gem encrusted
with platinum bands binding the shaft.

This is the burial vault of Akilha Harn, a little-known wizard from
ancient times. In her day, she ruled a small kingdom with fear and cruelty.
In her quest for immortality, she turned to lichdom. As an undead, she
had her skull removed and replaced with one of copper (its location and
terrible powers have yet to be discovered). She then created a staff of
incredible power and topped it with her own skull. She ultimately evolved
into the demilich that was placed in this vault. The skull is fastened to the
magical staff, but can still attack normally anyone in the room.

The tomb is guarded by two aerial servants that are more of a distraction
to the real danger that lurks within the room. A secret door on the side of
the bier holds Akilha Harn’s mostly disintegrated remains. Her moldering
robes and funeral veil lie in tatters. Jewelry (both magical and regal) and
other nonperishable items are entombed as well. The concealed treasure
should be great to PCs matching wits with Akilha Harn’s deadly legacy
and utter iniquity. Destroying the demilich shatters the magical staff

forever.

Credit
The Demi-Lich originally appeared in the First Edition

module S Tomb of Horrors (© TSR/Wizards of the
Coast, 1978) and is used by permission.

Copyright Notice
Author Scott Greene, based on original material
by Gary Gygax.
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Demiurge

Hit Dice: 8

Armor Class: 3 [16]

Attack: Incorporeal touch (1d4)

Saving Throw: 8

Special: Chill, soul touch, transfixing gaze, incorporeal, only
harmed by cold-wrought iron or spells, magic resistance
(50%)

Move: 12/15 (flying)

Alignment: Chaos

Challenge Level/XP: 14/2600

The demiurge is the undead spirit of an evil human returned from the
grave with a wrathful vengeance against all living creatures that enter its
domain. The demiurge is very territorial, usually haunting an area of up to
three square miles from its place of death. It appears as a humanoid with
sunken nose, hollow eye sockets, and sickly pale white, semi-transparent
flesh. Its hair is unkempt and dirty, and its clothes are nothing more than
rags that hang loosely from its translucent form. Any creature within 30
feet meeting the demiurge’s gaze must succeed on a saving throw or be
transfixed for one turn as if affected by a hold person spell. The touch
of the demiurge brings the cold of the grave and deals 1d4 points of
damage to a living creature touched. A creature that is moved through
by a demiurge must pass a saving throw or die from shock. Animals can
sense the unnatural presence of a demiurge at a distance of 30 feet. They
will not willingly approach nearer than that and panic if forced to do so;
they remain panicked as long as they are within that range.

130

Scorched Vengeance

While you were informed that the land beyond the mountain pass
contained a fertile high meadow of dainty dun dairy cows and happy,
though mildly xenophobic mountain herders, the land you see appears
wild and uninhabited. You might come across a small herd of cattle, now
half-wild and grazing, an alert bull challenging any who approach. About
two miles into the meadowlands you discover a village surrounded by a
low wall of field stone and consisting of a few dozen stone hovels and a
ramshackle kirk with a blue door of oak and a large brass knocker in the
shape of Jack o’ the Green. Twenty or so bodies lie decomposing in the
village, their faces twisted into masks of sheer horror, their flesh marbled
and putrefaction setting in.

Most of the villagers have fled into the surrounding hills, most of them
succumbing to the cold or packs of wolves. The source of their destruction
was the burning of a foreign woman in front of the church - the charred
post and bones and a pile of ashes still in evidence. The villagers believed
her a witch, come to spread a pox among their cattle. Moments after the
poor woman died, the grim villagers witnessed in horror her spectral
image stepping out of the holocaust. Now a demiurge, she spread death
and panic in her quest to revenge herself on the wicked peasants, blocking
their attempts to flee into the mountain pass and sending most of them into
the hills without food or adequate clothing. So enraged is this demiurge
that she will attack any who enter the valley, provided they are within 3
miles of the charred post where she met her end.

The village’s only treasure, besides two golden candlesticks in the kirk
worth about 50 gp, are its cattle. About fifty of the creatures yet live and
wander the valley.

Copyright Notice
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Demodand, Shagey

Hit Dice: 15

Armor Class: -3 [22]

Attack: 2 claws (1d8) and bite (2d6)

Saving Throw: 3

Special: Spells, +1 or better weapon to hit, magic resistance
(75%), immunity to acid and poison, immune to mental
effects

Move: 15/18 (flying)

Alignment: Chaos

Challenge Level/XP: 22/5000

The mighty shaggy demodands are the ruling class of the demodand
race. No greater demodands are known to exist, though rumors lately hint
at a single, powerful demodand of near-deity status. Shaggy demodands
are by far the most malign, selfish, evil, and ruthless of the tripartite race
of demodands. They are the nobility and upper class of demodand society
and commanders of the demodand armies. A typical shaggy demodand
stands 6 feet tall and weighs about 550 pounds. They resemble bipedal
frog-like creatures with crimson skin. Shaggy demodands are bloated
and their skin hangs in great folds about its body. Large, bat-like wings
protrude from the creature’s shoulders. Shaggy demodands can cast the
following spells: Charm monster (1/day), cloudkill (3/day), dispel magic
(1/day), ESP, gaseous form, invisibility (self), and obscuring mist (3/day).

Damn-sel 1n Distress

Atop the pinnacle of a citadel of cyclopean blocks of basalt on a
basalt plain surrounded by plumes of acidic flame there sits the gloating
conqueror, a massive shaggy demodand. The bloated fiend is surrounded
by the spoils of its conquest - the bones of one thousand minor demons,
licked clean of meat and sucked empty of marrow. Creeping about the
citadel are 1d2 slime demodands and 1d4+1 tarry demodands, searching
out the citadel for bits of treasure and hiding survivors of the assault.

Deep in the bowels (literally - the Netherworld is a frightening,
confusing place) of the citadel, if one can dodge the slimes and otyughs,
they might discover the princess of the citadel, an alu-demon, cradling
her child and wearing the great treasure of the citadel, a crystalline
gauntlet that can project hands of force and block magic missiles. She
cannot escape the citadel without help, and might be willing to join forces
with any adventurers treasure-hungry enough to have made it past the
patrolling demodands.

Credit
The Shaggy Demodand originally appeared in the First Edition

Monster Manual I (© TSR/Wizards of the Coast, 1983) and is used by
permission.

Copyright Notice
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Demodand, Slime

Hit Dice: 13

Armor Class: -2 [21]

Attack: 2 claws (1d8 plus 1dé acid) and bite (1d8)

Saving Throw: 3

Special: Enslime, spells, +1 or better weapon to hit, immunity
fo acid and poison, immune to mental effects, magic
resistance (60%)

Move: 15/18 (flying)

Alignment: Chaos

Challenge Level/XP: 22/5000

Slime demodnads are 6 to 7-foot tall, bloated, slimy, black humanoids
with large bat-like wings protruding from their shoulders. Its skin
constantly drips and oozes a thick white-gray mucus. It has thick
elephantine legs and long, powerful arms that end in razor-sharp talons.
Slime demodands delight in torturing creatures of lesser skill and rank
than themselves. The slimy secretions of the slime demodand are highly
acidic, thus any contact with its skin causes 1d6 points of damage.
Creatures hit by all three of the demodand’s attacks in a round are covered
in the acidic slime and suffer 1d6 points of damage per round until they
are doused in either sand or alcohol. Wine cuts the damage in half and
water has no effect. Slime demodands exude a stench to a range of 30
feet. Any living creature in the area must succeed on a saving throw or
become sickened, suffering a -2 penalty to hit and save each round they
are in the area and 2d6 rounds after leaving the area. Slime demodands
can cast the following spells: Cause fear, dispel magic (1/day), ESP,
gaseous form, invisibility (self) and obscuring mist.

The Lake of Slime

Amidst a shallow lake of gray slime there is a rocky island, and atop that
island a twisted tower of barbed wrought iron. The tower has no entrance
other than a circular stone portal in the base. A total strength of 50 is
required to pivot the stone. Once inside the tower, one finds themselves at
the bottom of a long, winding shaft studded with rusty spikes that can be
used to climb. The shaft is 100 feet long and ends in a small observation
chamber clad in cloudy crimson glass, warm to the touch.

Hanging from the ceiling by a brazen chain is a sword of damascus steel,
black of blade and engraved with profane images. The longsword is a +2
weapon and, when swung, cries out in a terrible shriek that causes fear in
creatures with 3 HD or less. Tendrils of malevolent force will burrow into
the flesh of the wielder of the sword, clogging their minds with paranoia
and hatred and turning them deeply and irrevocably evil if they do not
pass a saving throw once a week to retain control of themselves. The
slimy lake, 1 mile in diameter, is the hunting ground of 1d4+1 slime
demodands, the lax guardians of the evil sword.

Credit
The Slime Demodand originally appeared in the First Edition Monster

Manual II (© TSR/Wizards of the Coast, 1983) and is used by
permission.
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Demodand, Tarry

Hit Dice: 11

Armor Class: -1 [20]

Attack: 2 claws (1d8), bite (1d8)

Saving Throw: 4

Special: Adhesive, spells, +1 or better weapon to hit,
immune fo acid and poison, immune fo mental effects,
magic resistance (50%)

Move: 15/21 (flying)

Alignment: Chaos

Challenge Level/XP: 18/3800

Tarry demodands are tall gray-skinned humanoids with green eyes and
a long, oval heads. Two large, dull gray bat-like wings sprout from its
shoulders. Its hands end in blackened claws. Cruel, malevolent creatures,
they wander the planes of Tarterus as soldiers and warriors in the mighty
demodand armies. Tarry demodands care little for anything and attack and
kill just about anything weaker than themselves. When they take damage,
they have a 50% chance of flying into a rage, gaining +2 bonus to hit and
damage and suffering a -2 penalty to Armor Class. A tarry demodand
exudes a thick tar-like substance that acts as a powerful adhesive, holding
fast any creatures or items touching it. Removing a stuck item or body
part requires an open door check. Because of their adhesive skin, tarry
demodands enjoy a +2 bonus to grapple and pin opponents in combat.
Strong alcohol dissolves the adhesive. A pint of wine or a similar liquid
weakens it, but the tarry demodand can still grapple normally. A tarry
demodand can dissolve its adhesive at will, and the substance breaks
down 1 minute after the creature dies. Tarry demodands can cast the
following spells: cause fear, dispel magic (1/day), ESP, gaseous form
and invisibility (self).

Tar and Fungus

From beyond this small box canyon in a landscape of white bluffs
shaped like supplicating demons and giant puffball fungi (ascomoids)
that blow across the landscape like tumbleweeds one can hear the clash
of arms, as two mighty armies of the Underworld go through one of the
many pointless bloodlettings so common to these dimensions.

A troupe of 1d4+1 tarry demodands has fled from this battle and now
hides in this canyon hoping to evade detection by the hell hounds of their
master. The bizarre creatures now sit in the shade of one of the mighty
bluffs (one can just make out a whimper coming from the stone), rolling
the knuckle bones of a saintly man in some form of game and betting
chips carved from the horns of devils. Although they had no desire to
throw themselves into yet another battle for their master, the chaotic
fiends are more than happy to attack a band of meddling adventures.

At the first sign of company, they vanish from view and make their way
into a position of ambush.

Credit

The Tarry Demodand originally appeared in the First Edition Monster
Manual 11 (© TSR/Wizards of the Coast, 1983) and is used by
permission.
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Demon, Aeshma (Rage Demon)

Hit Dice: 12

Armor Class: -1 [20]

Attack: Weapon (2dé+1) or 2 claws (1d8)

Saving Throw: 3

Special: Rage, spells, wounding spear, +1 or better weapon
fo hit, immune to electricity, see invisibility, magic resistance
(45%), telepathy 100 ft.

Move: 15/21 (flying)

Alignment: Chaos

Challenge Level/XP: 19/4100

Aeshma are demons of rage. They creature are 8-foot tall humanoids
with basalt-colored skin. Dark hair covers its head and its hair is long and
braided. Its arms are well-muscled and its hands end in powerful claws.
Its head is human-like and its eyes are sapphire blue. Large leathery,
bat-like wings protrude from its shoulders. Aeshma, sometimes called
“fiends of the wounding spear”, sometimes command battalions of lesser
demons, usually vrocks or dretches. An aeshma that is reduced to half
it normal hit points in combat flies into a berserk rage on its next turn,
swinging madly with its longspear. A raging aeshma fights until either it
or its opponent is dead and gains an additional attack each round. Aeshma
continuously see invisibility. They can cast a web spell twice per day.
Aeshma carry long +/ spears that cause terrible wounds when they hit.
Creatures wounded by these spears suffer 1d2 points of damage each
round after they are wounded from blood loss until the wounds are bound
or magically healed.

174

A Whiter Shade of Rage

The strange palace of blue glass rising from the fetid swamplands of
the Underworld seems an uncharacteristic island of calm in an otherwise
abyssmal land of pain and torment. The palace measures 500 feet to a side
and featured hundreds of slim towers, each ending in a perfect sphere.
Weird, worm-like shapes can be seen wriggling inside the spheres to an
unknown purpose. Four gates has the blue palace, each possessing a gate
made of wrought iron, but each open to entry.

Inside the palace there are a myriad of passages, stairs up and down and
domed chambers furnished with angular chairs and tables of white wood.
As one approaches the center of the palace, they discern a strange droning
coming from the walls, as though somebody is running a wet finger along
the rim of a crystal goblet. The very center of the palace is a circular
tower, the tallest of the palace.

The tower stands 300 feet tall and is open from floor to ceiling. In the
center of the tower, floating three feet above the floor, there is a sphere
of azure glass pulsing with brilliant white light. As a group studies the
sphere, they might not notice the exits from the tower slowly closing,
filling with glass until, when completely blocked, one would never know
there were exits at all.

Once the exits are closed, the glass walls of the tower will begin to
swirl, becoming blue-violet and then red-violet, and finally casting a light
the color of freshly spilled blood. The droning becomes louder and more
insistent, reaching into one’s psyche and drawing out their ire and rage
until all present must pass a saving throw each round to avoid attacking
their allies.

The droning can be stopped by smashing the globe, releasing an
aeshma, the genius loci of the palace. Once released, the aeshma attacks
any present. The death of the demon is the only way to re-open the exits
from the central tower. After the demon’s death, the palace is filled with
thousands of ghosts, the souls of those claimed by rage and violence.
The ghosts ignore the adventurers unless attacked, though they might
accidentally drift through them while wandering the halls.

Copyright Notice
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Demon, Alu-

Hit Dice: 6

Armor Class: 1 [18]

Attack: Sword (1d8) or 2 claws (1d4)

Saving Throw: 11

Special: Spells, vampiric fouch, immune to poison, magic
resistance (15%), telepathy 100 ft.

Move: 12/18 (flying)

Alignment: Chaos

Challenge Level/XP: 10/1400

The alu-demon is the female demonic offspring of a succubus and human.
Though part demon, not all alu-demons are inherently chaotic (although
lawful alu-demons are extremely rare). The typical alu-demon has black
or brown hair and dark green, brown, or black eyes. Alu-demons might be
sent to the Material Plane to seduce mortals. When on such missions they
typically arrange their flowing hair so it hides their horns and also fold
their wings against their backs (and tuck them under their robe, shirt, or
whatever garment of clothing one happens to be wearing at the time). Each
time an alu-demon hits with its claw attack it gains temporary hit points
equal to the damage she inflicts. These temporary hit points disappear in
one hour. Alu-demons can cast the following spells: Charm person (3/day),
dimension door (1/day), ESP (3/day) and suggestion (1/day).

Thar She Blows!

Across the storm-tossed seas of the Abyss there roams a sleek whaler,
the Broken Vow, a stately ship of bone and laquered wood with three
masts and a crew of 20 lost souls (zombies, but more mobile than usual
and possessed of a malevolent intelligence).

The captain of the Broken Vow
is a swaggering, foul-mouthed
alu-demon who wears slops of
black velvet, a vest of purple
satin and veritable horde of ivory
and gold jewelry (worth 500 gp).
The alu-demon carries a curved
sword and dagger, and can be
seen pacing the decks, barking
orders and periodically peering
into the grey swirl that passes for
an atmosphere above the ebony
waves flecked with crimson
foam.

The Broken Vow and its captain
hunt abyssal whales with jagged
harpoons fired from swivel guns.
They are currently on the hunt for
the whale that took the captain’s
last ship and crew.

Credit

The Alu-Demon originally

appeared in the First Edition module S4 Lost Caverns of Tsojcanth

(© TSR/Wizards of the Coast, 1982) and later in the First Edition
Monster Manual 11 (© TSR/Wizards of the Coast, 1983) and is used by
permission.
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Demon, Balban (Brute Demon)

Hit Dice: 9

Armor Class: 2 [17]

Attacks: 2 fists (1dé), 1 bite (1d8)

Saving Throw: 6

Special: Magic resistance (15%), pound, trample
Move: 14

Alignment: Chaos

Challenge Level/XP: 10/1,400

A balban demon resembles a 12-foot-tall bipedal elephant. Balbans attack
with its two fists. If it hits a single opponent with both fists, it pounds the
victim into the ground for an additional 2d6 points of damage. Balbans can
charge and trample creatures for 2d8 points of damage (save avoids).

The Legless Wizard

The wizard Bidbleez suffered a horrific injury from an encounter with a
wrath dragon that left him permanently scarred. His legs end at the knees
and deep burn scars cover his flesh. Bidbleez, not one to let a mere flesh
wound hamper him, arrived at a demented solution. Through his dark
arts, he made a pact with a balban to allow the demon to serve as his
legs. He rides the balban on a special chair attached to the balban’s four
horns and broad, flat head. The chair is bolted to the horns and Bidbleez
is strapped securely into the chair. Together, these two roam and savage
the lands in search of a treatment that will restore Bidbleez to health and
fulfill the pact he made with the balban.

BIDBLEEZ: HD 9 (magic-user); HP 21; AC 9[10]; Atk 1 dagger
(1d4); Move 12; Save 7; CL/XP 9/1,100; Special: Spells.
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4/3/3/2/1; Spells: 1—Charm Person, Magic Missile (x2),
Shield; 2—Invisibility, Levitate, Web; 3—Fireball, Invisibility (10-
foot Radius), Protection from Normal Missiles; 4—Confusion,
Ice Strom; 5—Cloudkill S
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Demon, Cambion

Hit Dice: 8

Armor Class: 1 [18]

Attack: Weapon or 2 claws (1d6)

Saving Throw: 8

Special: Spells, +1 or better weapon to hit, immune to
electricity and poison, magic resistance (20%), telepathy
100 ft.

Move: 15

Alignment: Chaos

Challenge Level/XP: 12/2000

When an incubus mates with a human female, the offspring is a
cambion. Cambions, unlike their “sisters” the alu-demons, are always
chaotic and care little for anyone or anything but their own well-being.
They are selfish, self-centered, and egotistical. Cambions hate humans
and are often employed as assassins. Cambions are always male. The
typical cambion stands 6 or 7 feet tall and weighs 200 pounds or more.
It is stocky in build and has scaly skin of various colors, with blue being
the most common, small fangs, tiny horns and crimson eyes. Cambions
usually speak the common tongue of men, the secret language of demons
and at least one other language. Cambions can cast cause fear, ESP,
levitate and polymorph self at will.

K

Consorts of Demons

The old witch hill outside the village is best avoided - any attempt at
gathering rumors in the village public house will garner that piece of
advice. The ground on the hill is gray and spongy, with cruel, spiked
stones forming a chaotic shrine (or so the locals say). The space inside
those stones does show signs of fires burning there, and some digging will
produce bones that might have come from animals or humanoids. The
locals say that a coven of witches used to meet at that spot and conduct
terrible revels under the dark of the new moon, conjuring spirits that
would knock on doors at night and then flee or curdle the cow’s milk.

The hill measures about 500 feet in diameter and rises about 35 feet at
its highest point. Twelve runic stones have been erected around the base
of the hill by local priests to hem in the malevolent influence of the site
and, if not make it holy, at least make it useless to the unholy. On the
far side of the hill there is a small cave that leads into the lair of an aged
man with blue-gray hair. The old man is a hermit, a cambion demon born
on the hill during one of the revels and now unable to leave it due to the
presence of the holy stones.

Inside his humble lair he has a simple straw pallet, a gallery of skulls -
adventurers who decided to investigate the odd rumors they had heard in
the village - and wooden chest covered in the skin of those adventurers
and branded with profane symbols. Inside this chest he keeps his treasure
and a book of mystic investigations he has made in trying to break the
influence of the holy stones. This book can be used by magic-users trying
to develop spells to overcome magic or summon demons, giving them a
bonus on rolls made to develop their spells.

Credit

The Cambion originally appeared in the First Edition Monster Manual 11
(© TSR/Wizards of the Coast, 1983) and is used by permission.
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Demon, Chaaor (Beast Demon)

Hit Dice: 11

Armor Class: 1 [19]

Attacks: 2 claws (1d8+3) and bite (2d6+3)

Saving Throw: 4

Special: Rend, roar, magical abilities, summon demons, +1
weapons to hit, immune to electricity and poison, resists
cold, fire and acid

Move: 12

Alignment: Chaos

Challenge Level/XP: 15/2,900

A chaaor is a 12-foot-tall, hulking, ape-like brute with the head of a
bear. Large downward curving, grayish-silver horns grow from its head
and end in rounded points. A chaaor’s body is covered in reddish-black
fur and is almost always caked or matted in blood. The powerful arms of a
chaaor end in razor-sharp and filthy black claws. Long rows of sharpened
teeth fill the chaaor’s mouth. When moving, the chaaor usually drops
to all fours. When facing an aggressor it assumes a bipedal stance. If a
chaaor hits with both claw attacks, it tears the flesh of its opponent for
an automatic 2d8 points of damage. Three times per day, a chaaor can
let loose a deadly roar that does 3d6 points of damage to all creatures
within 60 feet (save for half). At will a chaaor can create darkness (15
foot radius) and teleport. Chaaor are immune to electricity and poison,
and take half damage from cold, fire and acid.

e
N

Does a Bear Wreak Havoc
In the Woods?

Dunslap Hollow’s main commodity is swine. The entire town has
developed into a massive swine farm where the overpopulated livestock
run freely through the streets. Having only a population around hundred
and fewer than 20 permanent structures, the few paths through town are
quagmires of mud and feces. High councilman Hamish Talley runs the
stockyard and the local tavern. The indentured townsfolk work for him
and are paid in rent, sparse rations and cheap booze. Talley instantly
dislikes anyone who questions how he runs his town, and his “boys” take
care of people who raise too much of a fuss.

Hamish and his cronies recently ran a druid named Farlardo out of town.
Farlardo arrived spouting off about the inhumane treatment of the swine
in town and the damage to the environment from their waste. Hamish told
his men the druid was right and ordered them to clean the streets ... by
pulling the haughty druid through the muck. They left the filth-covered
druid on the outskirts of town and told him to never come back.

Since then, town workers and swine alike have disappeared nightly
leaving only gore as a clue to their fate. The embarrassed

Farlardo made a pact with a Chaaor demon to get even

with the town, and the demonic bear is reveling in the
torment it is causing. It allows people to enter Dunslap
Hollow, but brutally attacks those who attempt to

QO leave.
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Demon, Choronzon (Chaos Demon)

Hit Dice: 16

Armor Class: 0 [19]

Attacks: 2 claws (1d8), 1 bite (2dé)

Saving Throw: 6

Special: Confusion, magic resistance (55%), +2 or better
magic weapon required to hit, immune to electricity and
fire, decomposing breath

Move: 14

Alignment: Chaos

Challenge Level/XP: 17/3,500

A choronzon is a 20-foot-tall behemoth weighing 9,000 pounds with
a muscular demonic body. It has bluish-black scaly flesh and horns and
claws. Choronzons radiate confusion (as per the spell of the same name)
within 20 feet and its decomposing breath deals 8d6 points of damage in
a 50-foot diameter (save for half damage). The massive demon can cause
darkness in a 20-foot radius and resists magic.

When Looking Into the Abyss . . .

A large, ruined wall stands defiantly amid the spacious and partially
collapsed room. A 15-foot-tall mirror remains imbedded into the far wall.
It has miraculously survived unscathed. A nondescript wooden border
encircles its oval shape. Its creators branded a prophecy into the frame in
old and ornate script:

Envisage eras of arid seas and lands afire,
Whilst Legion devours souls impious and vain.
Look within the mirror, state your desire,

For the meek shall inherit and the faithful reign.

The mirror grants the first two wishes to those standing before it.
Although the mirror is not inherently evil, the wishes appear to become
reality. With time, however, the wishes distort and curse the individual.
With a third wish, the reflective surface of the mirror becomes a wall of
fire and a choronzon steps through the portal. The mirror’s origin, purpose
and powers lie with the Game Referee, as do the exact results and bane
of the granted wishes.

Copyright Notice
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CORRUPTOR DEMONS

Demons of corruption (also called corruptor demons) are used by the various greater demons (including the lords and

princes) to destroy all that is good and just by seducing agents of good and law. Many spellcasters have fallen victim to

the temptations and lies these demons spread. Those that fall from the side of good find themselves spiraling down into
a sea of madness and despair from which they rarely return.

The demon lords and princes made it easy for even the weakest
spellcaster (one not able to summon and control demons because of
insufficient knowledge or understanding of the required spells) to summon
a demon of corruption; if the demon can corrupt a lawful creature early in
its career, the demon lord or prince can take that creature under its wing
and mold it into a powerful tool of chaos.

When summoned, a demon of corruption automatically establishes
a mental link between itself and the one who summoned it (the host).
Distance is not a factor to maintain the link, and it can span across planes
and dimensions. The demon need not concentrate to maintain the link. A
corruptor demon can have in existence at one time a number of links equal
to its Hit Dice. A corruptor demon can break a link it has established any
time it likes.

The link allows the demon to speak (as if by telepathy) to the host and
submit subconscious thoughts and messages to him or her. Once per
task requested of the corruptor demon (or once per week if no task is
requested), as long as the link is in existence, the host must succeed on
a saving throw or have his alignment shift one increment toward Chaos.

When the host’s alignment completely shifts to Chaos (or if the host is
chaotic when the link is first established), he must immediately succeed
on a saving throw or go permanently insane. A successful save negates the
insanity for one month, after which time a new save must be made again.
This cycle continues until the host fails a save and goes insane or until
the link between host and corruptor demon is broken. The link is blocked
by lead and magical circles and can be dispelled through magical means.

The alignment shift caused by these demons can only be removed after
the link is broken. This requires the host to voluntarily subject himself'to a
ritual performed by a cleric (or druid) of at least 9th level of the alignment
the subject originally possessed. The subject of the ritual might also have
to atone through some specific act.

Conjuration (Calling)
Spell Level: Cleric and Magic-User, 3rd level
Range: 30 feet
Duration: Instantaneous
By casting this spell, you summon a lesser demon of 5 HD or less.
You do not need to have the same alignment as the demon summoned.
This spell was specifically created by a powerful demon prince (some
say Orcus) and allowed to pass into the hands of mortal spellcasters to
summon corruptor demons so they might corrupt the caster and turn
him chaotic. Lawful creatures can freely employ this spell if desired.
The target creature receives a saving throw to avoid the calling. If
the save fails, the creature is immediately drawn to your location. A
demon subjected to this spell receives a penalty on its saving throw
or magic resistance roll based on the alignment of the caster. Demons

Call Lesser Demon

suffer a -2 or 10% penalty if summoned by a neutral spell caster and
a -4 or 20% penalty if the spell caster is lawful.

You may ask the demon to perform one task for you, and the demon
may ask for some service in return (note that corruptor demons never
request anything in return, desiring only to use their whisper of madness
against the caster). The more demanding the task, the greater the return
favor asked for by the summoned demon. This bargaining takes at least
1 round, so any actions by the demon begin in the round after it arrives.
If the character agrees to the service, the demon performs the task the
character requested, reports back to the character afterward (if possible),
and returns to its home plane. The character is honor bound to perform
the return favor. If the return favor is not completed as promised, the
summoner is visited by an appropriate number of demons that attempt
to slay him and take his soul.
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Demon, Corruptor - Azizou (Pain Demon)

Hit Dice: 4

Armor Class: 1 [18]

Attack: 2 claws (1d4), bite (1d6)

Saving Throw: 13

Special Attacks: Spells, whisper of madness, rending claws,
+1 or better weapon to hit, immunity fo electricity and
poison, magic resistance (10%), telepathy 100 ft.
Movement: 12/18 (flying)

Alignment: Chaos

CL/XP: 7/600

The azizou is slightly larger than the barizou and is quite strong for its
size. They are relentless combatants and love to inflict pain and suffering
on their opponents in combat. Azizoiu have jackal heads, grayish skin
covered in patches of course, black hair and large, round eyes with slit-
pupils of gray. Membranous wings protrude from their backs and their
hands and feet end in talons. A combatant who suffers damage from both
of an azizou’s claw attacks in the same round suffers an additional 1d6
damage as its flesh is rended. Azizous can cast cause fear, ESP, invisibility
(self) and stinking cloud.

Demon, Corruptor - Barizou (Assassin Demon)

Hit Dice: 3

Armor Class: 2 [17]

Attack: 2 claws (1d4), bite (1dé)

Saving Throw: 14

Special Attacks: Spells, whisper of madness, chamelon,
backstab, +1 or better weapon to hit, immunity to electricity
and poison, magic resistance (5%), telepathy 100 ft.
Movement: 12/18 (flying)

Alignment: Chaos

CL/XP: 6/400

Called assassin demons or infiltrator demons, the barizou are employed
as such because their small size allows them to move unseen in many
places larger demons cannot go. They look like gray-skinned halflings
with the heads of wolves, membranous wings and talons on their hands
and feet. A barizou’s mouth is filled with razor-sharp fangs and its back
is mottled with sickly patches of bluish-gray. Barizou can cast cause fear
and invisibility (self) at will. Barizou can alter their coloration to blend
with their suroundings, allowing them to surprise on a roll of 1-4 on
1d6. When a barizou attacks a surprised opponent, they can backstab for
double damage (as a thief).

Demon, Corruptor - Geruzou (Slime Demon)

Hit Dice: 5

Armor Class: 0 [19]

Attack: 2 claws (1d4), bite (1dé)

Saving Throw: 12

Special Attacks: Spells, whisper of madness, spit slime, +1 or
better weapon to hit, immunity to electricity and poison,
magic resistance (15%), telepathy 100 ft.

Movement: 12/18 (flying)

Alignment: Chaos

CL/XP: 8/800

Geruzou are sometimes called slime demons because their sickly-gray,
leathery skin constantly drips and oozes thick, jelly-like mucus. Like their
brethren, they are fierce combatants and are often employed as hunters
and trackers by greater demons. The typical geruzou stands nearly 4
feet tall and has a horse-like head with downward-curving horns. It has
long, sharp teeth exploding from its mouth, stretching its lips back in a
perpetual snarl, and taloned hands and feet. A pair of large, membranous
wings jut from its back. Three times per day, a geruzou can spit a stream
of slimy goo in a 20-foot line. This spit attack requires a ranged attack
against an AC of 10 plus its target’s Dexterity bonus to AC (if any). A
creature hit by the slime is coated and slowed (as the slow spell) for 6
rounds if it fails a saving throw. A geruzou can cast cause fear, darkness,
ESP, invisibility (self) and mirror image.

Who’s Tempting Whom?

Exploring the underworld, you come across a tall, octagonal chamber
with a vaulted ceiling clad in prophyry. In the center of the room there
is a large scrying pool surrounded by three demons, a barizou, azizou
and geruzou. The demons are watching a sorcerous NPC known to the
adventurers (but not an ally) as he thumbs through a book of demonology.
The demons are not yet tempting the man, as he has not yet decided to
call one of them. Although the adventurers may think they have arrived
in time to stop the demons, they are in fact being lured into a trap of
temptation themselves.

The NPC magic-user is of little interest to the demons, who are
themselves intended to be sacrificed to the swords of the PCs. In fact,
the PCs are being tempted into using their knowledge of the NPC against
him. Whether the scrying pool is showing a true scene or not is up to the
Referee, but it is a certainty that a different scrying pool in the Abyss is
showing the activities of the PCs for the entertainment of a major demon.
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Demon, Daraka (Swarm Demon)

Hit Dice: 12

Armor Class: -3 [22]

Attack: 2 claws (1d10), bite (2dé) or scorpions (1dé plus
poison)

Saving Throw: 3

Special: Scorpions, spells, magic or silver weapons to hit,
immunity to electricity and poison, magic resistance (50%),
telepathy 100 ft.

Move: 15

Alignment: Chaos

Challenge Level/XP: 19/4100

Darakas are 9-foot tall, black-skinned humanoids with the heads of
rams. A daraka’s skin is leathery and oily and from a distance of 10 feet
or more appears to be a mass of writhing flesh. Closer inspection reveals
thousands of tiny scorpions swarming its flesh, skittering in and out of
its mouth, ears and nose, seemingly unnoticed by the demon. They act
as guards to the greater demons or as shock troops in demonic armies.
Quite intelligent, they are often used as commanders or leaders, with each
daraka having a battalion of minor demons at its command. Darakas can
make themselves invisible at will and can cast the spell feeblemind once
per day. They can sling scorpions at opponents as a range attacks. Those
hit are covered in a swarm of the tiny vermin and stung repeatedly for 1d6
points of damage and, if a saving throw is failed, paralysis for 1d4 rounds.

14]

Scorpions of the Swarm

A gang of 1d3+1 darakas guard the entrance to a massive subterranean
temple. The entrance is in a subterranean canyon of gray stone that is
warm to the touch. The walls of the canyon are covered in patches of
white lichen in the shape of screaming faces. At the end of the canyon
there is a facade of black onyx with large, brass portal into the depths of
the temple.

The guardians stand in front of the portal, which is further blocked by
a slab of basalt that requires a combined strength of 60 to shift. Several
pits of rusty spikes are placed in front of the temple facade, the pits
opening and closing randomly once battle is joined. Should the guardians
be bested, the pits survived and the slab removed, the adventurers will
discover that the “temple” consists of a 5-ft by 5-ft space occupied by a
slimy shaft crawling with swarms of scorpions and descending 500 feet
into the earth and ending in a giant vault of slime.
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Demon, Gallu- (Faceless Demon)

Hit Dice: 7

Armor Class: 0 [19]

Attacks: 2 claws (1d3), 1 bite (2dé)

Saving Throw: 9

Special: Immune to poison and electricity, magical abilities
Move: 12

Alignment: Chaos

Challenge Level/XP: 9/1,100

A gallu-demon is a 9-foot-tall featureless black humanoid with a mouth
filled with rows of sharpened teeth. A gallu-demon can polymorph self
and dimension door at will. Gallu-demons are immune to poison and
electricity.
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Law and Orders

Mireeum Ubner and her two daughters, looking like vagrants, scrub soiled
chamber pots with ragged sponges outside an untidy manor house. Deep
bruises and lash marks cover their exposed flesh. Their ragged and soiled
garments were once exquisite evening gowns. Blisters covering their hands,
feet and knees tell of the hours of arduous work they endure every day.

Mireeum is the wife of chief constable Da’ Ubner and until recently led
an idyllic life few could even dream of. Da’ Ubner was an influential and
popular chief constable within the city and led his men justly and fairly.

‘What no one knows yet is that Da’ Ubner was assassinated and replaced
by a gallu-demon just weeks ago. His corpse still lies within the attic of
the manor house. Since taking over as Da’ Ubner, the malevolent gallu-
demon has corrupted the city guard and destroyed their morale. Even
worse, the new Da’ Ubner has enslaved his wife and daughters. He
routinely abuses them and intentionally prolongs their suffering, each day
creating new and more-demeaning tasks for them to perform. Da’ Ubner
hosts lavish and decadent parties nightly, while his family sleeps chained
in the kennel. The family has fallen far from their past nobility. The public
scorns and ridicules them, but fears Da’ Ubner’s authority too much to not
attend his gatherings when ordered to do so. With Da’ Ubner’s clout and
a garrison of semi-loyal troops, few question his ethics publicly and live.
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Demon, Gharros (Scorpion Demon)

Hit Dice: 16

Armor Class: -3 [22]

Attack: Axe (2d8) and 2 tail stings (1d8 plus poison)

Saving Throw: 3

Special: Poison, spells, +1 or better weapon to hit, immune to
electricity and poison, magic resistance (50%), telepathy 100 ft.
Move: 12

Alignment: Chaos

Challenge Level/XP: 22/5000

This hideous creature appears to be half-scorpion and half-human. Its
upper torso is that of a greenish-silver humanoid with long, flowing dark
hair and stark white eyes while its lower torso is that of a reddish-brown
scorpion. Its tail splits into two separate stingers and the creature’s mouth is
filled with razor-sharp teeth. Gharros serve as guards, soldiers, shock troops
and assassins to some of the minor nobles and lesser demon lords of the
Abyss. The poison from the gharros’ scorpion sting is lethal if one fails a
saving throw. Gharros can cast the spells darkness and mirror image at will.

Planar Gates

Atthe pinnacle of a tall mountain there is a gate of golden bars measuring
9 cubits wide by 12 cubits high. The gate sits in a tunnel that goes all the
way through the mountain - about 1 mile. Travelers who enter the tunnel
from the west will find the gate guarded by 1d3+1 monadic devas. From
this direction the gate allows travel into the Ethereal Plane for chaotics,

the Astral Plane for neutrals and the Upper Planes for lawfuls. Those who
enter from the east will find the gate guarded by 1d3+1 gharros demons.
From this direction, the gate allows access to the Elemental Plane of
Fire for lawfuls, the Elemental Plane of Earth for neutrals and the Lower
Planes for chaotics.
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Demon, Greruor (Frog Demon)

Hit Dice: 10

Armor Class: -1 [20]

Attacks: gore (1d6) and bite (2dé) or polearm (2d6)

Saving Throw: 5

Special: Acid and fire spittle, magical abilities, summon
demons, leap, immune to electricity and poison, resist cold,
fire and acid

Move: 9

Alignment: Chaos

Challenge Level/XP: 14/2,600

A greruor is a squat, bloated, frog-like demon with arms in place of its
forelegs. Its wide, frog-like head has two 3-foot-long horns protruding just
above its deep, sunken eyes. It moves by hopping on its rear legs, leaping up
to 20 feet. Its arms end in talons that are usually clutched around the greruor’s
deadly ranseur (2d6). Its huge mouth sports razor-sharp teeth of a dull gray
color. The greruor’s flesh is greenish-brown mottled with red or gray. Its skin
constantly oozes and secretes a thick, mucus-like clear slime. Once every 1d4
rounds, a greruor can spit a line of acid up to 30 feet that deals 4d4 points of
damage. On the greruor’s next turn, the acid ignites and the opponent bursts
into flame and takes 1d6 points of damage per round until extinguished. A
save halves the acid damage and prevents the creature from bursting into
flame. At will, a greruor can cause confision, create darkness (15 foot radius),
hold person and detect good. Greruor are immune to electricity and poison,
and take half damage from cold, fire, and acid.

Village of the Damned

Kulkin’s Vale is under siege, with the few villagers holed up in the
town’s small garrison. The town’s soldiers were the first to die when
Horrkurven, a greruor demon, leapt into town. In the chaos, the town was
set ablaze and nearly burned to the ground. Horrkurven killed the guards
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with his acidic spittle, and drove the rest screaming from the town’s gates.

The women and children retreated into the garrison and shut the doors,
just in time to keep the demonic entity at bay. The walls are too high
for it to leap, and its burning spit does little against the keep’s fortified
walls. The villagers are desperate. Horrkurven lurks in the burned-out
homes.

PCs entering the village find skeletons lying in the street, the bones
soft and brittle from acid and fire. Horrkurven lairs in the fire-
ravaged temple. The demon has crafted a throne nest from the bones
of his victims in the high rafters of the shrine, and leaps down on
intruders. The demon was tasked with destroying the town by a
magic-user who was run out of the village for consorting with
demons. Inside the garrison are
15 women and 20 children (all
under age 10). The rest of the
villagers were killed or ran
away during the chaos of the
greruor’s attack.
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Demon, Mallor (Serpent Demon)

Hit Dice: 14

Armor Class: -4 [23]

Attacks: 2 claws (1dé + poison) or +1 longspear (2d6+1)
Saving Throw: 3

Special: Fear gaze, foul liquid, poison, magical abilities,
summon demons, summon serpents, +1 magic weapon to
hit

Move: 12

Alignment: Chaos

Challenge Level/XP: 20/4,400

A mallor is a 10- to 12-foot-long, powerful humanoid with the lower
torso of a giant coral snake. Its humanoid frame is crimson-colored while
its snake body is black with bands of yellow and red. Its arms end in
sharpened claws, slightly curved under, just enough to tear through flesh,
sinew and muscle. Mallors have black, gold, or amber hair. Their eyes
are white with red or green pupils. Anyone meeting a mallor’s gaze must
save or flee in fear for 1d6 rounds. All liquids, including potions, within
100 feet of a mallor automatically become foul and unsuitable to drink.
Anyone drinking the water must save or become nauseated for 1 minute.
A mallor injects a virulent poison when it hits an opponent with its claws.
At will, a mallor can use burning hands, dispel magic and teleport. Once
per day, a mallor can summon 1d6 giant vipers with a 50% chance of
success. Mallors are immune to electricity and poison, and take half
damage from cold, fire and acid.

Giant Viper: HD 4; AC 5[14]; Atk 1 bite (1d3 + poison); Move
12; Save 13; CL/XP 6/400; Special: Lethal poison

Snake Mass

A countless number of snakes (venomous and constrictors) entwine in
a dance-like trance on the wide flagstone terrace. The snakes slide in and
out of holes in the stones to an unknown subterranean lair. A shallow
pit filled nearly to the rim with snakes sits in the center of the terrace.
The mass of snakes sits just 5 feet below the pit’s rim. Four braziers
with glowing coals emit an intoxicating incense. A 15-foot-tall hooded
cobra statue with its head hovering over the pit encircles the hole with
its body. Subira the high priestess of Lachesiss (the Demon Lord of
Snakes) often meditates and performs sensual ceremonies atop the hood.
A ladder cleverly concealed in the statue’s scales allows access to the top.
Just below the surface of the snake mass lies Amaunet, the harbinger of
Lashesiss. Amaunet lies in a state of euphoric mediation. He awakens in
1d4 rounds after any disturbance.

Subira: HD 12 (cleric); HP 64; AC 1[18]; Atk 1 staff

(1dé+1); Move 12; Save 4; CL/XP 12/2,000; Special: Spells.
4/4/4/4/4/1; Spells: 1—cure light wounds, detect magic,
light, protection from evil; 2—bless, hold person, silence (15-
foof radius), snake charm; 3—cure disease, prayer, remove
curse, speak with dead; 4—cure serious wounds, neutralize
poison, sticks fo snakes (x2); 5—commune, finger of death,
insect plague, quest; é—blade barrier; Equipment: +2 Snake
Scale Plate Armor, Staff of the Snake
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Demon, Mehrim (Goat Demon)

Hit Dice: 6

Armor Class: 3 [16]

Attacks: 2 hooves (1d4), 1 bite (2dé + disease)

Saving Throw: 11

Special: Diseased bite, magic resistance (10%), magical
abilities

Move: 14

Alignment: Chaos

Challenge Level/XP: 9/1,100

A mehrim is a man-sized black goat that exhales putrid black smoke
when it breathes. It has three horns and jet black, glossy hooves. Its
diseased bite inflicts 1 point of damage each day until cured. A mehrim
can cast darkness at will, and dispel magic once per day. They are able to
see invisible creatures at all times.

Got Your Goat

Wandering the rocky hillsides are Onslow, a hill giant goat herder, and
his herd of large goats. For reasons unknown, scattered among the herd
are 4 mehrims that command the goats with an uncanny intelligence. On-
slow and his herd wander the rocky land tending his herd and trading with
other giants. From a far distance, they appear as a normal-sized shepherd
and herd. Once the herd is close enough, however, Onslow commands the
mehrim and the goats to charge while he throws boulders. His tactics have
worked exceeding well so far and he has amassed considerable treasure
from caravans and travelers.

Onslow, Hill Giant: HD 8+2; hp 48, AC 4[15]; Atk 1 large
barbed shepherd’s hook (2d8); Move 12; Save 8; CL/XP
9/1100; Special: Throw boulders.

Giant Goats: HD 3; AC 7[12]; Atk 1 gore (2d6); Move 18;
Save 14; CL/XP 3/60; Special: +4 damage on charge.
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Demon, Mezzalorn (Wasp Demon)

Hit Dice: 12

Armor Class: -3 [22]

Attacks: 2 claws (1dé), 1 sting (2dé + poison)
Saving Throw: 3

Special: Magic resistance (10%), immune to poison
Move: 6/14 (flying)

Alignment: Chaos

Challenge Level/XP: 13/2,300

A mezzalorn looks like a hellish giant wasp with the head and torso of
a man. When reduced to half its hit points it releases a pheromone that
gives it and all other mezzalorns a +1 to-hit bonus. The poison injected by
a mezzalorn’s stinger is lethal if the victim fails a saving throw.
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The Droning Pipe Organ

The walls of this area reach about 20 feet high. An earthen mixture of
mud and clay covers the stone walls. Long-dried clay cylinders start 5
feet from the floor and extend to the ceiling, the tubes resembling a crude
pipe organ. The dirt is dry and brittle despite its four-inch thickness. The
mud tubes are filled with paralyzed giant spiders that crash down out of
the pipes in a huge pile if the clay tube is shattered. Once disturbed, 2
mezzalorn demons inside the top of the mud pipes begin droning in an-
ticipation. The mezzalorns can be immature larvae or fully grown demons
depending on the challenge needed for PCs. Alternatively, the parents
could be lurking nearby guarding their offspring.
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Demon, Nabasu (Death Stealer Demon)

Demonling Nabasu
7

Marture Nabasu
13

Hit Dice:

Armor Class: -1 [20] -2 [21]

Attack: 2 claws (1dé), bite (1dé) 2 claws (1d8), bite (1dé)

Saving Throw: 9 3

Special: Death gaze, feed, spells, Death gaze, paralysis, spells,
magic or silver weapons to summon ghasts, magic or
hit, immunity to electricity silver weapons to hit,
and poison, magic resistance immunity to electricity and poison,
(30%), telepathy 100 ft. magic resistsance (40%),

telepathy 100 ft.

Movement: 12/24 (flying) 12/24 (flying)

Alignment: Chaos Chaos

Challenge Level/XP: 15/2900 23/5300

Nabasu are tall and thin, with large, scaled wings and pale gray skin
stretched tightly over their bones. Their hands end in long fingers tipped
with razor-sharp talons and their mouths are filled with tusk-like teeth,
including two overgrown tusks that jut upward from its bottom jaw. Their
eyes glow with an eerie yellow light. Nabasu derive great pleasure from
torturing and killing other creatures. Unlike other demons, a nabasu
spends a portion of its life on the Material Plane. Those that reach the
demonling stage in their growing process travel to the Material Plane
where they feed on humanoids in order to continue their maturity. Once
a nabasu reaches maturity, it returns to the Abyss to spend the rest of its
immortal existence there.

A nabasu’s gaze causes instant death in those who fail a saving throw.
The death effect has a range of 20 feet. Humanoids who die from this
attack are transformed into ghouls within 1d4 rounds and are under
control of the nabasu that created them. A demonling nabasu can use its
death gaze ability once per day. For every Hit Dice above 7 it has, it gains
one more use per day of its death gaze.

When a demonling nabasu slays a humanoid opponent, it can feed on
the corpse’s heart, devouring both flesh and life force. Feeding destroys
the victim’s body and prevents any form of raising or resurrection that
requires part of the corpse. There is a 50% chance that a wish spell can
restore a devoured victim to life. Check once for each destroyed creature.
If the check fails, the creature cannot be brought back to life by mortal
magic.

A demonling nabasu advances in Hit Dice by consuming corpses in this
fashion. For every three suitable corpses a nabasu devours, it gains 1 Hit
Die and its AC improves by 1. The demonling nabasu only advances by
consuming the corpses of creatures whose Hit Dice or levels are equal to
or greater than its own current total. A nabasu that reaches 13 Hit Dice
through feeding becomes a mature nabasu upon completion of the act. (A
mature nabasu advances normally for its Hit Dice; see its statistics block
above.)

Mature Nabasu

A demonling nabasu that reaches 13 Hit Dice through feeding becomes
a mature nabasu. Mature nabasu do not have the feeding ability of
demonlings. A mature nabasu can use its death gaze seven times per day.
They can cast darkness at will and silence once per day and has the level
drain ability of a vampire. They can also travel ethereally as though using
a potion of etherealness two times per day.

Once per day, a mature nabasu can create an aura of paralysis in a 10-
foot radius centered on its form. Creatures in the area must succeed on a
saving throw or be paralyzed for 1d6+4 rounds. This ability functions as
a hold monster spell. Demons are immune to this aura.

Once per day, a mature nabasu can automatically summon 2d4 ghasts
while in the Abyss.
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Heart of Black Oak

A tall, black oak a the crossroads between three mercantile towns
has long been a source of superstitious fear among the townspeople.
Travelers walking past the oak press their holy symbols to their lips and
whisper prayers to ward its evil influence. Lately, however, it has become
more than a source of imagined terror, as a nabasu demonling has taken
residence in the oak, hiding in a hollow portion about 10 feet from the
ground. The demonling now has 10 Hit Dice, and is selectively attacking
more powerful individuals who pass by the tree. It has not fed on a heart in
months, and will leap at the chance to take at least one of the adventurers,
assuming they are experienced enough to be worth the while.

Credit

The Nabasu originally appeared in the First Edition Monster Manual 11
(© TSR/Wizards of the Coast, 1983) and is used by permission.
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Demon, Nerizo (Hound Demon)

Hit Dice: 10

Armor Class: -1 [20]

Attack: 2 claws (1dé), tail sting (1dé plus poison)

Saving Throw: 5

Special: Poison, spit acid, spells, magic or silver weapons
to hif, immune to electricity and poison, magic resistance
(35%)

Move: 15

Alignment: Chaos

Challenge Level/XP: 17/3500

The bestial nerizo can be found on almost all planes of the Abyss. More
animalistic than not, the nerizo are sometimes used as “hunting dogs” by
the greater demons and lords. Neziro are man-sized demons with dark,
blue-black skin. Their arms end in clawed hands and their legs in cloven
hooves. They have long, barbed tails. These barbed tails deliver a poison
that causes lethargy and weakness in the limbs; victims must pass a saving
throw or suffer a -1 penalty to hit and damage and a 1 point penalty to AC.
Once per hour, a nerizo can spit a glob of stomach bile in a 10-foot line.
A creature hit takes 2d6 points of damage (saving throw allowed for half
damage). Nerizos can cast confusion once per day.

Demonic Haunt

A pack of 1d4+1 disgruntled nerizo is chasing the adventurers through
a demonic woodland of ashen, petrified trees inhabited by cackling,
fiendish harpies who swoop down to harass the runners. The nerizo are
relentless hunters, but they despise the task charged to them and so take
their sweet time. If a person is caught, they are slowly tormented, all
the while the demons complaining of their lot in life. They take their
displeasure out on the victim, ultimately crippling them and spiking them
to a petrified tree as they run down their friends.

Somewhere behind the nerizo is a nalfeshnee in the garb of a wealthy
aristocrat, mounted on a fiendish water buffalo and surrounded by a
hunting party consisting of his demonic court - succubi and alu-demons
in gowns and stomachers of drider silk encrusted with bloodstones and
onyx, cambions in the garb of huntsmen with barbed arrows and black
bows, and other lesser demons on nightmares, all drinking a liquor
distilled from the sorrows of tormented souls.
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Demon, Nysrock (Cobra Demon)

Hit Dice: 10

Armor Class: 0 [19]

Attacks: 1 bite (1d8), 1 sting (2d4 + poison)
Saving Throw: 5

Special: Constrict, immune to poison, spit poison
Move: 12

Alignment: Chaos

Challenge Level/XP: 12/2,000

A nysrock is a 14-foot-long cobra-like demon with a humanoid head.
After a nysrock hits with its bite, it automatically constricts for 1d8 points
of damage per round thereafter. The poison of a nysrock deals 1d6 points
of damage each round until healing is applied. A nysrock can spit poison
up to 40 feet. The poison spit causes blindness unless a saving throw is
made.

White Snake-Woman

This large room has 100 five-foot-diameter pits carved vertically into
the floor. There is precisely five feet between each circular pit. Each pit
is 10 feet deep. The ceiling rises 20 feet above the pocked floor. A white
marble column hangs suspended from the ceiling directly above each
pit, the lower half 10 feet off the floor. Each unique column is carved
to resemble an upside-down woman whose lower half is morphing into
the tail of a serpent as it joins with the ceiling. Each figure’s face looks
down toward the floor pits with expressions contorted in agony. Their
arms are raised defensively. Entwined around the pillars along the ceiling
is a nysrock demon that can move around the entire room without ever
touching the floor.

Crossing between any of the floor pit openings and the hanging column
above it causes the suspended pillar to swiftly slam down and crush
beings into the pits for 4d6 points of damage. The columns remain in the
downward position for 1 round before retracting back toward the ceiling.
The nysrock has learned to trigger the pillars with its spit.

Copyright Notice
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Demon, Ooze

Ooze demons are the forgotten children of Jubilex, The Faceless Lord,
faithful servants that obey the will of their master without question. When
the Faceless Lord went missing (see the module, G5 Chaos Rising, by
Necromancer Games for details) the ooze demons formed search parties
and scoured the planes for signs of his whereabouts.

Ooze demons, both lesser and greater, appear as a combination of ooze
and demon. An ooze demon resembles a humanoid with a long, crocodilian
snout, razor-sharp teeth, and long talons. From a distance, this monster looks
like a typical demon (if such a thing exists). Up close, the horror is easily
ascertainable; the creature is actually a single entity of swirling black and
white or black and gray ooze in the shape of a humanoid.

Greater Qoze Demon

Hit Dice: 10

Armor Class: 0 [19]

Attacks: 1 slam (1d8) or bite (1d8 + 1dé acid) and 2 claws
(1dé6 + 1dé acid)

Saving Throw: 5

Special: Acid, summon demons, vomit

Move: 6

Alignment: Chaos

Challenge Level/XP: 13/2,300

A greater ooze demon takes the shape of a humanoid with a long,
crocodilian snout, razor-sharp teeth, and long talons, but is composed
entirely of ooze. Their claws drip with an acidic substance secreted by
their bodies. The body of the demon is acidic and dissolves organic
material and metal, but not stone. Greater ooze demons stand 12 feet tall
but can reach heights of 20 feet or more. Ooze demons are immune to
electricity, poison and paralysis, and take half damage from cold, fire and
acid. Once every 1d4 rounds, a greater ooze demon can unleash a line of
gastric juices up to 40 feet for 4d6 points of damage (save for half).

Lesser Ooze Demon

Hit Dice: 4

Armor Class: 4 [15]

Attacks: 1 slam (1dé) or bite (1dé + 1d4 acid) and 2 claws
(1d4 + 1d4 acid)

Saving Throw: 13

Special: Acid, summon demons

Move: 6

Alignment: Chaos

Challenge Level/XP: 6/400

An ooze demon takes the shape of a humanoid with a long, crocodilian
snout, razor-sharp teeth, and long talons, but is composed entirely of ooze.
Lesser ooze demons stand about 7 feet tall. Ooze demons are immune to
electricity and poison, and take half damage from cold, fire and acid.
Their claws drip with an acidic substance secreted by their bodies.

Crocodile Tears

The skulls of thousands of crocodiles cover the walls of this macabre
chamber. The mortared skulls cover every inch of the domed ceiling
except for a small hole in the center of the roof. A beam of light shines
from the hole down onto an altar made of turtle shells and bones. A
scepter made from the fused bones of a viper lies on the altar. The scepter
has the power to cast snake charm once per day. Two ooze demons hide
behind the crocodile skulls lining the ceiling. They pour out of the eyes
sockets to attack anyone bothering the scepter.
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Demon, Shadow

Hit Dice: 7

Armor Class: 4 [15]

Attack: 2 claws (1dé), bite (1d8)

Saving Throw: 9

Special: Incorporeal, spells, immunity to electricity and poison,
shadow blend, sunlight powerlessness, telepathy 100 ft.
Move: 15 (flying)

Alignment: Chaos

Challenge Level/XP: 12/2000

This creature resembles a living shadow of inky darkness. Large bat-
like wings protrude from its form. Shadow demons are the incorporeal
form of a demon trapped in the form of a shadow as punishment for some
wrongdoing. If anything can release a demon trapped in shadow form,
only the dukes, princes, and lords of the Abyss know such secrets. As a
result of their new form, shadow demons are especially malign and ill-
tempered. In shadows and darkness, a shadow demon surprises foes on
a roll of 1-5 on 1d6. Shadow demons are powerless in natural sunlight,
and avoid it at all costs. Once per minute, a shadow demon can move at
six times its normal speed. Shadow demons can cast darkness, fear and
magic jar (1/week).

Of Shadowed Hearts and Betrayal

You discover a long tunnel shaped like a tube and formed of dark gray
bricks. The tunnel is filled with mist and appears to have a bright light
shining on the other end of the tunnel, though the light here is filtered
through the mist and casts weird, constantly shifting shadows on the
walls of the tunnel. The tunnel extends 300 feet, finally ending in a
spherical chamber where four other tunnels of the same design meet. All
five tunnels are studded with tripstones and spear traps, and they and the
spherical center form the lair of a shadow demon.

The spherical chamber at the center of the shadow demon’s lair extends
about five feet below the floor of the tunnels and five feet above the ceiling
of the tunnel. Both of these spaces are filled with an inky substance like
liquid shadow, the demon often hiding in this substance, which doubles
its natural rate of healing. Suspended in the middle of the sphere is a
crown that shines with brilliant, dazzling light. Suspended in the middle
of the crown is a large ruby shaped like a human heart.

The ruby is hot to the touch (1d4 damage) and holding it causes the
possessor to believe he is Turaj of Tur, king of nomads, and inheritor
to the vast empire of the steppes and destined to rule all the world. The
crown is made of silver, and is heavy and angular. If placed upon the
head, the cursed crown allows the wearer to believe he is reading minds.
But in fact the crown weaves false thoughts, always of betrayal, into the
thoughts the wearer perceives in the minds of his targets. The crown also
grants the wearer a +2 bonus to Armor Class and the ability to fight as a
berserker.

The shadow demon “guards” this cursed treasure, fighting any who
come near it and then withdrawing down a tunnel when “defeated”. Once
the treasure has been claimed, the shadow demon will creep back and
enter the liquid shadow to heal, emerging with a new crown and heart
when fully restored to health.

Credit

The Shadow Demon originally appeared in the First Edition Fiend Folio
(© TSR/Wizards of the Coast, 1981) and is used by permission.
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Demon, Shrroth (Squid Demon)

Hit Dice: 12

Armor Class: 2 [17]

Attacks: 6 tentacles (2dé), 2 claws (1dé), 1 bite (1d8) and
frident (3dé)

Saving Throw: 3

Special: Constrict, sickness cloud, magical abilities, summon
demons, +1 weapons to hit

Move: 6/18 (swim)

Alignment: Chaos

Challenge Level/XP: 15/2,900

A shrroth is a 15-foot-tall copper-colored demon with the lower torso
of an octopus and the upper torso of a powerful humanoid. Its arms end
in 6-fingered talons. Its lower torso sports a mass of writing tentacles
reaching lengths of 10 feet. Six larger tentacles stretching 20 feet
surround the smaller tentacles. Its mouth is filled with serrated
teeth. A mass of long black hair hangs from its head; from under
which protrude two forward-curving, blackish horns. If a
shrroth hits the same opponent with two tentacles, the victim
is constricted for an automatic 2d6 points of damage each
round thereafter. A shrroth can emit a cloud of grayish liquid
in a 40-foot spread once per minute that conceals the creature
(20% chance to miss) and forces any creature in the cloud to
save or be sickened for 3 rounds. At will, a shrroth can dispel
magic, create a mirror image or teleport. Twice a day it can
use feeblemind, and once per day it can cast power word blind. A
shrroth can jet backward in a straight line at a speed of 30 once
per round. Shrroth are immune to electricity and poison, and
take half damage from cold, fire and acid.

On the Beach and
Under the Sea

Q

The Sea of Pearls is violent in the face of a nor’easter, with 5-foot-
high waves whipping the shore. A tangled fishing net lies on the beach. A
bag containing pearls and gold coins lies scattered on the sand. Twisted
in the net is a mermaid, her dark hair plastered to her beautiful features.
Her eyes are dazed and glassy. Her mouth moves, but no understandable
words come out. A dead flounder is caught in the net with her, its gills
puffed out in misery. A crab walks sullenly over the beach.

The magic-user Carinea the Golden polymorphed herself into a mermaid
to do some treasure hunting under the raging waters. Her efforts paid off
when she discovered a sunken galleon 100 feet down containing a small
amount of pearls and gold coins. As she was stuffing a bag with treasure,
the “owner” of the shipwreck found her.

The shrroth demon Ursallah the Entwiner ripped the decking apart
to get at the thieving magic-user. Carinea barely escaped by slipping
through a metal porthole and fleeing for the surface. In her haste, she set
off a feeblemind trap that shattered her mind. The magic-user blundered
into a fisherman’s net and barely dragged herself onto the beach mere
moments ago. Carinea has no memory of what she was doing; she doesn’t
even remember she’s really human. Ursallah rises out of the waves to
retrieve her belongings, and assumes anyone near the trapped mermaid
must be her partners in crime.
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Demon, Skitterdark

Hit Dice: 2

Armor Class: 4 [15]

Attacks: 2 claws (1d2), 1 bite (1d2), or 1 weapon (1d3)
Saving Throw: 16

Special: Magic resistance (5%), immune to electricity,
poison

Move: 8/12 (flying)

Alignment: Chaos

Challenge Level/XP: 3/60

Skitterdarks are small humanoid-shaped creature no more than 1 foot
tall with crimson leathery bat wings. Its body is blood red and somewhat
stocky for its size. Its hands end in sharp claws and its eyes and teeth are
sickly yellow. Skitterdarks are commonly found in groups and sometimes
use poison on their weapons.

Assassin’s Parcel

The small manor house of Armandariz, a wealthy aristocrat, sits empty
and abandoned. A hefty iron chest is the only item in the house’s main
room. The chest is neither locked nor trapped. The chest, a magical item,
can open a gate to another plane within its interior.

This particular chest is attuned to hell and immediately gates a swarm
of 2d4+4 skitterdark demons into existence. Once the last demon is slain,
the lid slams shut with tremendous force and cannot be opened again for
at least 24 hours. The demons grab anything and everyone and drag them
back into the portal within the interior of the chest. Each time the chest
is opened, another swarm of skitterdarks explode out of the iron chest.
The chaotic and destructive skitterdarks relentlessly tear large matter
into smaller pieces to fit into the chest. Items, bodies and living creatures
taken into the chest are lost forever in the bowels of hell.

The corrupt Armandariz reneged on bad gambling debts with the local
thieves’ guild. A hired assassin named Thurid Hrolf sent the chest via
a messenger to Armandariz’s residence. Armandariz, his family, their
servants and every possession he owned were dragged into the depths
of hell.
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Demon, Stirge

Hit Dice: 8

Armor Class: 0 [19]

Attack: 2 claws (2dé), bite (1d10)

Saving Throw: 8

Special: Blood drain, drone, spells, magic or silver weapons
fo hif, immunity to electricity and poison, magic resistance
(40%), spider climb, telepathy 100 ft.

Move: 9/24 (flying)

Alignment: Chaos

Challenge Level/XP: 16/3200

One of the most foul and despicable of all demonkind, the stirge demon
hates all other demonic races and usually attacks them on sight. It savors
the blood of vrocks and hezrous, but generally avoids any more powerful
demonic races. Stirge demons look like a cross between a human, stirge
and demonic fly. They have four, stirge-like hind legs and human forearms
that end in chitinous, claw-like fingers. Stirge demons have the wings of
stirges and human heads topped with bristly manes. Stirge demons have
long, sharp noses that are used to pierce the flesh and draw blood.

Stirge demons can drain blood by making a successful bite attack and
rolling a natural ‘20’. The stirge deals 1d4 points of damage per round
until the victim succeeds on an open doors check and breaks its hold.

Stirge demons constantly emit a droning sound from their winfs. All
creatures within a 60-foot spread that hear it must succeed on a saving
throw or fall into a comatose sleep for 1d4 hours.

Stirge demons can walk on walls, floors, ceilings, and other such
surfaces at their normal movement rate. This is an inherent ability and
cannot be dispelled or negated.

Blood Suckers

A stirge demon, summoned to the Material Plane by a now desiccated
wizard, dwells in a cave atop a crooked mountain overlooking a land of
massive blue cattle herded by hill giants. The hill giants produce wheels
of strong, white cheese popular in the surrounding kingdoms. Trade
between the humans and hill giants has proved profitable for all involved,
and the hill giants only rarely cause trouble - usually young males drunk
on fermented milk.

The stirge demon has been killing the cattle and the hill giants have no
magical weapons with which to deal with it. The human merchants are
likewise powerless, as is the prince who owes them a metric ton of gold
to cover his monument building and gambling habit. As all are in fear of
losing their livelihood, they are on the hunt for adventurers who can slay
the demon or send it back to its own dimension.

Unfortunately, the would-be demonslayers will find they are opposed
by a gang of assassins hired by the prince’s rival, who wishes to see his
reign collapse. It was on this rival’s behalf that the wizard summoned the
demon, and by the hands of the chief assassin that the magic circle was
broken and the wizard destroyed.

Credit

The Stirge demon is loosely based on the Chasme Demon, which
originally appeared in the First Edition module S4 Lost Caverns of
Tsojcanth (© TSR/Wizards of the Coast, 1982) and later in the First
Edition Monster Manual 11 (© TSR/Wizards of the Coast, 1983) and
is used by permission. The stirge demon made its d20 debut in the
Necromancer Games module D/ Tomb of Abysthor (©2001, Clark
Peterson, Necromancer Games, Inc.).
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Demon Lord, Baphomet (Demon Lord of Beasts)

Hit Dice: 25 (115 hp)

Armor Class: -5 [24]

Attack: Gore (2dé), bite (1d8), weapon (2dé6+2)

Saving Throw: 3

Special: Roar, breath weapon, spells, +1 or better weapon
to hif, immune to electricity, poison and charm, magic
resistance (75%), teleapthy 100 ft.

Move: 18

Alignment: Chaos

Challenge Level/XP: 34/5600

Baphomet is the demon prince of brutes, most especially ogres and
minotaurs, but also bull-headed humans and petty tyrants. His iron
keep is located within a large stone cavern on a desolate plane of the
Abyss. It is said his castle is a maze of twisting rooms and corridors, with
his personal throne room located at the heart of his maze keep. Those
that have ventured there remember little about the place other than the
never-ending corridors and maze of rooms. Baphomet stands 12 feet tall
and weighs about 4,500 pounds. He looks like a powerfully muscled
minotaur, his body covered in shaggy, black fur and marred with battle
scars. Baphomet wields a wicked-looking +2 halberd. When the halberd
causes damage on an armored opponent, it reduces the armor value (i.e.
the AC bonus afforded by the armor) by 2 points.

Baphomet is a dangerous combatant. Once every 1d4 rounds, he can
belch forth a stream of unholy water in a 10-foot line at a single target.
Lawful creatures take 10d6 points of damage (saving throw allowed for
half damage). Neutral and chaotic creatures are unaffected. Three times
per day, Baphomet can unleash a roar that instills fear in those within 30
feet that hear it and fail a saving throw.

Baphomet can cast spells as a 12th level magic-user. He can cast
darkness, dispel magic, maze, passwall and wall of iron three times per
day each as magical abilities. Baphomet can summon 2d10 minotaurs
per day.

Servants of Baphomet

Followers of Baphomet are usually minotaurs or brutish humanoids like
ogres, orcs or humans, and consist of clerics, necromancers, and sorcerers
or adepts. Clerics of Baphomet are called Horned Ones and must sign a
pact of evil with Baphomet. Horned ones are granted access to up to 3rd
level cleric spells.

Why Wait?
Bring the Maze to Them

While exploring a fortified chapter house of a religious order of knights
(perhaps it lies in ruins, perhaps it bustles with activity in the center of
a frontier town) you might stumble upon a secret chamber in the wine
cellar. The chamber lies behind a bricked up wall that is itself hidden by
a pile of oak wine barrels. One of the barrels, beneath the others, it turned
on its side and serves as the entrance to this secret chapel.

Once one has crawled through the barrel and a short tunnel through the
brick wall, they will find themselves in a cramped room about 8 feet wide
and deep with a 7-foot high ceiling. The room is dusty and musty and
contains two objects - an idol carved from a glossy, reddish-black stone
and a tome bound in blue scales (the hide of a blue dragon) and resting in
the idol’s lap. The tome is chained to the idol, which weighs 500 1b. The
idol depicts a goat headed man with feathered wings, one hand raised, the
other lowered. Both of the idol’s hands have the pointer finger and middle
finger upraised, the thumb extended and the other fingers curled under,
as though giving a profane blessing. Its lower body is swathed in cloth.
The book contains a number of profane spells usable by chaotic clerics,
though they must be read from the book, as though on scrolls.

The idol is a touchstone. Should anyone make physical contact with

the idol, the landscape around them will appear to change, the brick
walls of the chapel turning into walls of iron that grow impossible tall
- at least a mile high - until the ceiling disappears in a holocaust sky
that occaisionally sends gouts of roiling flame that sears anyone in the
room or the maze of iron passages that now connect with the room. The
adventurers have been transported via the idol to the iron maze-fortress
of Baphomet. Their only hope of returning home is to find a similar idol
of white stone in the maze. While exploring, the adventurers are hunted
by Baphomet and 2d4 minotaurs.

Credit

Baphomet originally appeared in the First Edition module S4 Lost
Caverns of Tsojcanth (© TSR/Wizards of the Coast, 1982) and later
in the First Edition Monster Manual I (© TSR/Wizards of the Coast,
1983) and is used by permission.
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Demon Lord, Beluiri (The Temptress)

Hit Dice: 16 (70 hp)

Armor Class: -2 [21]

Attack: 2 claws (1d8 plus poison)

Saving Throw: 3

Special: Dominating gaze, poison, seduction, spells, tfrue
sight, +1 or better weapon to hit, immune to electricity and
poison, magic resistance (65%), telepathy 100 ft.

Move: 15

Alignment: Chaos

Challenge Level/XP: 25/5900

Beluiri is a bronze-skinned feminine demon standing about 6 feet tall.
Her head is hairless and features four downward-curving horns jutting
just above her forehead. The two lower horns are smaller than the topmost
horns. A ridge of small spines runs from her brow down the center of
her head and tapers off just below her shoulder blades. Her hands end in
razor-sharp talons and her eyes are sapphire blue. Beluiri is one of the
many concubines of Lord Baphomet (and one of his favorites). She is
known throughout the Abyss as the Temptress, for in her many disguises
she has seduced countless princes, lords, and generals of the demons. She
sometimes journeys to the Material Plane (in one of her many guises) to
tempt and seduce mortals, for she knows that all mortals, in their hearts,
always give in to their true desires—be they power, greed, lust, or one
of many countless other sins. Beluiri rarely wears clothing, but at times
when she does, she enjoys gowns and robes of gold, white, and red.

Beluiri is a cunning combatant, preferring subterfuge to direct assaults,
luring her victims by assuming a pleasing and non-threatening form.
Three times per day she can turn her gaze upon a creature within 30 feet.
The target of her gaze must pass a saving throw or become her slave, per
a more powerful version of the charm monster spell. Her claws are coated
with a debilitating poison that saps a person of their strength. Victims of
the poison must pass a saving throw or temporarily lose 2d4 points of
Strength (to a minimum of 1) for 1 hour.

Through body language and movement, Beluiri can fascinate all
creatures of the opposite sex (which could be either sex, depending on
her current form) within 30 feet that observe her dancing. Those viewing
this dance must succeed on a saving throw or fall under her influence
for 1d6+1 hours as if affected by a charm monster spell. In addition,
Beluiri can cast the following spells: Cause fear, darkness, dispel magic,
polymorph self and wall of fire. Beluiri is completely immune to illusions
and can see invisible creatures.

She Gets Around

The daughter of the king, after reaching her 18th birthday, has become
increasingly decadent and lacivious. Time and time again she has turned
her father’s wrath upon a former or potential ally when they were
discovered in a compromising position with the beauteous maid. This
increasing isolation and paranoia of the king even affected his relationship
with the religious orders of the kingdom, several young monks having
been found in unholy council with the princess. This is a particular
problem given the presence of a known planar gate in the depths beneath
the kingdom’s ancient temple of Law.

The princess’ chambers in the castle are now kept under lock and key,
though no guards (or anyone other than the king) are permitted anywhere
near her door. Her windows are barred, and though there is no secret
door in the chamber, the princess still manages to get around. This is,
of course, because the princess is actually the demon Beluiri, the real
princess now a serving zombie in the catacombs beneath the estate of the
king’s rival. The rival, a duchess of malevolent mein, is a mere pawn in
an attempt by Baphomet and his concubine to spark a war between the
kingdom’s ruler and its high priest, allowing followers of the duchess to
infiltrate the temple and remove the mystic wards blocking the planar
gate and a demonic invasion of the mortal realms.
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Demon Lord, Caizel (Deposed Queen of Succubi)

Hit Dice: 18

Armor Class: -4 [23]

Attacks: +2 dagger of returning (Bonerazor) (2d4 + hold
person) or 2 claws (1dé+3)

Saving Throw: 3

Special: Poison, magical abilities, summon demons, fouch
of ecstasy, +1 magic weapons to hit, immune to electricity
and poison, resists cold, fire and acid

Move: 12

Alignment: Chaos

Challenge Level/XP: 22/5,000

Caizel is an astonishingly beautiful creature standing just under 6 feet
tall. Her skin is delicate, soft, and copper in color. Her eyes are blue-
green. Two tiny horns are hidden beneath her long, raven-black hair.
Her hands, while clawed, are shapely and delicate. Small leather wings
protrude from her back, but she usually keeps these hidden beneath
her robes and gowns. Caizel’s body courses with a virulent poison that
she can intensify or suppress at will. It is not secreted through her skin
(therefore her touch is not poisonous); rather it is delivered through the
exchange of body fluids with another creature (kissing, consummating an
encounter, etc.). At will she can cast charm monster, create darkness (15
foot radius), detect good, teleport, read magic, use suggestion and create
a wall of fire. Once per day she can cast mirror image. Once per round,
Caizel’s touch can flood a creature’s mind with pleasurable images if it
fails a save. This stuns the creature for 1d4 rounds. Caizel is immune to
electricity and poison, and takes half damage from cold, fire and acid.
Any creature she hits with Bonerazor, her +2 dagger, must save or be held
(as by a hold person spell).

Such a Lonely Place

Within the forest near the major city of Bargarsport resides Hotel
Frenley, the most infamous house of ill repute in the lands. A bas-relief
standard of a dove holding an olive branch hangs above the door and at
the entrance gate to the low wall surrounding the complex. Those versed
in plant knowledge may notice that the olive branch is actually the leaves
of a toxic “bleeding heart flower.” This luxurious four-story mansion has
the infamous reputation of holding legendary parties that cater to the
land’s wealthiest and most powerful men and women.

It is from here that the matron of seduction, the demon princess Caizel
enacts her will upon mortals. Hotel Frenley caters to a wide range of
clientele; payments (not necessarily monetary) can be arranged for
anyone willing to compensate in kind for services rendered. Hotel
Frenley serves all classes of society, but payments are steep whether they
are monetary or servitude. All transactions require a written and signed
contract. Details and bartering are subjective. The majority of the soiled
doves who work the delightful enterprise are harmless and legitimate,
while a few have more sinister origins.

While Caizel is the undisputed matron, she only rarely makes
appearances for notable patrons. Caizel and her succubi minions use this
establishment to recruit the wicked and corrupt the righteous. Second
Mother Iveene (10th-level magic-user) handles the daily responsibilities
of running Hotel Frenley. A pair of rakshasas serves as guards with only
their reversed hands belying their true nature. Only the finest furnishings
adorn the building’s interior and the sweet smell of jasmine permeates
the air.
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Demon Lord, Dagon (Demon Prince of the Sea)

Hit Dice: 20 (110 hp)

Armor Class: -5 [24]

Attack: +3 frident (2d6+3) or 2 meaty fists (1d10)

Saving Throw: 3

Special: Spells, master of the waters, summon sea creatures,
only harmed by +2 or better weapons, immune to cold,
electricity and poison, immune to water-based spells,
magic resistance (80%), telepathy 100 ft.

Move: 9/24 (swimming)

Alignment: Chaos

Challenge Level/XP: 30/7400

Dagon is the demon prince of sea creatures. He is worshipped as
a deity by legions of sahuagin, locathah, lizardfolk, tritons (those that
have accepted the ways of chaos) and some merfolk. Dagon makes his
home in a great underwater iron citadel called 7/os located in the deepest
recesses of his home plane. Dagon appears as a 10-foot tall merman and
weighs about 2,000 pounds. He has blue-green skin and the lower torso
of a black-scaled leviathan. A thin, translucent fin runs the length of his
back, and a long mane of black hair falls from his head and down his
finned back. His eyes are deep purple with glowing motes of crimson
floating in them.

Dagon is a master of the seas. He is immune to all water-based spells and
effects. When fighting in water, he gains a +2 bonus to hit and improves
his AC by 2. As their prince, he can summon 20 HD worth of aquatic
creatures per day and communicate with them telepathically.

Dagon casts spells as a 12th level magic-user. He has the following
magical abilities: Control water, create water, darkness, dispel magic,
water breathing and feeblemind (1/day).

Dagon wields a +3 trident that can telescope to up to 20 feet long on its
master’s command. The trident is forged of black bronze with adamantine
barbs. Creatures struck by the trident and suffering more than 10 points
of damage are caught on the barbs, suffering an addition 1d4 points of
damage per round and unable to move until they make a successful open
doors roll. Creatures that extract themselves from the trident suffer 1d8
points of damage from their rending of their flesh by the barbs.

Servants of Dagon

Followers of Dagon are mermen, locathah, sahuagin, lizardmen and evil
humanoids that revere the seas and oceans. Clerics of Dagon are called
Scaled Ones and must sign a pact of evil with Dagon. Scaled Ones can
receive up to 3rd level spells from Dagon.

Black Pearl of Great Power

On the day of the new moon, the harbor of the mercantile city-state is
thrown into confusion when small boats moving through the harbor are
seized by thick tentacles belonging to 1d4 giant octopi and 1d6+2 giant
squid, the occupants of those boats dragged to a watery grave and then, as
soon as the attacks occur, the giant cephalopods disappear.

The next night of the new moon, chaos again erupts as those men and
women who were lost on that fateful night a month ago emerge from the
dark waters of the harbor, pale of skin, waterlogged and rotting, carrying
on their shoulders a cassone of black bronze and studded with coral
imbroglios of fiendish mermaids. Six wights, for wights they now are,
carry the cassone on poles of black bronze, while another twelve wights
serve as an honor guard, attacking anyone who comes near. This foul
procession is making its way to the grand temple of the sea god.

While this is happening, the giant octopi and squid are back in the
harbor, attacking ships and dragging sailors to their doom. Moments after
a sailor drowns, its body climbs from the harbor as a draug. The draug
run though the waterfront, killing indescriminately and spreading chaos
in their wake.

When the procession of wights reaches the grand temple, they will force
entry, set down their cassone before the idol of the sea god and open it.
From the cassone will arise dozens of thick, black tentacles, which will
grasp and throw down the idol of the sea god and replace it with a single,
large black pearl, an idol of Dagon, the new master of the mercantile
city-state.
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Demon Lord, Fraz-Urb’luu (Demon Prince of Deception)

Hit Dice: 25 (130 hp)

Armor Class: -3 [22]

Attack: 2 clobbers (1d12), bite (1d10) or tail slash (2dé)
Saving Throw: 3

Special: Gnashing teeth, spells, summon demonic entity, +2
or befter weapon to hit, immunity to electricity and poison,
sealed mind, magic resistance (75%), telepathy 100 ft.
Move: 15/24 (flying)

Alignment: Chaos

Challenge Level/XP: 35/8900

Fraz-Urb’luu appears as a hulking, ape-like creature standing nearly
three times as tall as a normal human. His head sports large, fan-like,
pointed ears and a large, round mouth lined with sharpened teeth. His skin
is gray and covered with fine, thin blue hair. A long, serpentine tail, gray
and yielding to blue near the barbed end, trails behind him. Two large
bat-like wings protrude from his back. Fraz-Urb’luu is one of the most
physically powerful demon princes as well as one of the most cunning. His
deceptions range far and wide, affecting and influencing not only those on
the Material Plane but also other demon princes and demon lords. His
malevolent nature lends itself well to his trickery and deception, and he
bends others to do his will. Those that oppose him are quickly dispatched.
Those he favors are often captured and taken back to his lair in the Abyss
where they are forced into a life of servitude. When the day comes that
Fraz-Urb’luu grows weary of them, he devours them or throws them to
his other servants to do with as they wish. He makes his home deep within
the Abyss on a smoldering and scarred layer devoid of most life. His keep
is a large iron and stone castle situated near the very center of the layer.
A constant stream of traffic emanates to and from his castle; demons and
slaves tending to their daily tasks.

If Fraz-Urb’luu strikes the same creature with both of its clobber attacks
in a single round it hugs them for an additional 1d12 points of damage and
gains a +2 bonus to hit with his bite attack.

Fraz-Urb’luu is immune to all charms, compulsions and phantasms. He
casts spells as a 12th level magic-user and can use the following magical
abilities: Charm monster, darkness, dispel magic, ESP, polymorph other
(1/day), polymorph self (3/day), power word blind (1/day), prismatic
sphere (1/day) and suggestion. Once per day, Fraz-Urb’luu can attempt
to summon a demon lord or demon prince with a 70% chance of success,
and deceive the summoned demon into believing it was called by his
opponents. The summoned lord or prince must succeed on a saving throw
at -10 or fall for the deception.

Servants of Fraz-Urb’luu

Followers of Fraz-Urb’luu are usually evil humanoids and consist of
charlatans, clerics, magic-users, politicians and aristocrats. Clerics of
Fraz-Urb’luu are called Deceivers and must sign a pact of evil with Fraz-
Urb’luu. Deceivers can receive spells up to 3rd level from Fraz-Urb’luu
and are granted access to the magic-user spells phantasmal force and
suggestion as though they were cleric spells of the same level.

Scary Funhouse

Nobody in the city remembered exactly when the funhouse appeared
in a winding ally between the Modest Mermaid and Rampant Mallard
taverns (though a few old