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Owlbear monster manual

Owl Climate / Terrain: Moderate Forest Frequency: Rare Organization: Pack Activity Cycle: Late Afternoon/Early Evening Diet: Carnivorous Intelligence: Low (5-7) Treasure: (C) Alignment: Neutral No. Appearance: 1 (2-8) Armor Class: 5 Movement: 12 Hit dice: 5'2 THAC0: 15 No. Attack: 3 Injury/Attack: 1-6/1-6/2-12 Special Attacks: Hug Special Defense: Neil
Magical Resistance: Nile Size: L (8' High) Morale: Steady (11-12) Special XP Value: 420 Crosses, Probably Crossing Creation Demented Masters; given the lethality of this creation, it is likely that the wizard who created them is no longer alive. The wills are vicious, predatory, aggressive and evil hardened at all times. An an an afterth is a cross between a
giant sather and a bear. They are covered with a thick layer of feathers and fur, brown-black to yellow-brown. 8-foot men who weigh between 1,300 and 1,500 pounds are dark in color. The beaks of these creatures are yellow to ivory and their scary eyes are red rimmed. The dogs speak their native language, which consists of very loud squeals of varying
lengths and heights. Struggle: The dog attacks the prey in plain sight, always fighting to the death (ignore the moral rating for the purposes of determining retreat). He attacks with his claws and snaps his beak. If the scoop scores a claw hit with a roll of 18 or better, he drags his victim into the arms, subsequently squeezing his opponent to 2-16 damage points
per round until either the victim or the scoop is killed. The owl can also use its beak to attack victims caught in its hands, but cannot use its claws. One attempt to bend the bars/lifting gate roll can be done to break out of the hands of the ancous. Note that if the victim's armor class is high enough that 18 is not enough to strike, the hug is not effective and does
not cause damage. Habitat/Society: The sea creatures live in the depths of tangled forests in temperate climatic conditions, as well as underground labyrinths living in caves or hollow stumps. The will live in pairs; male is a little bigger and heavier than the female. When meeting in their lair there is a 25% chance that there will be 1-6 eggs (20%) young (80%)
In addition to adults. Offspring will be 40% to 70% grown and fight like creatures with three or four Hit Dice, depending on their height. They hit points based on their adjusted hit bones. Immature offspring inflict 1-4/1-4/2-8 points of damage with their attacks and character has 20% to its bending bars/lifting gate roll to avoid the embrace of immature ansies.
The so-called pair claims territory of one or two square miles and will vigorously defend this territory from all intruders. The main weakness of the soy is also its greatest strength - its ferocity. Because the anilov is so badly short-tempered, they stop at anything to kill the target. Это не трудно обмануть сову в yourself off the cliff or into a trap, provided you
can find one. Ecology: The will have a lifespan of 20 years. They are warm-blooded mammals, but lay eggs. They hunt for anything from rabbits to bears, trolls, snakes and reptiles. The seamen prefer a temperate climate, but some thrive in subarctic conditions. As a hybrid of two animals, one a diwrnost and the other a night, they have an unusual active
time, waking up at noon, hunting animals active during the day and then hunting nocturnal creatures before going to bed at midnight. The wills are active in the summer months and hibernate during the cold season. There are rumors of white Arctic sock, a cross between Arctic seams and polar bears, but no specimen has ever been captured. The sovietnous
is not actively looking for treasures, but the remains of the victims can be found buried in shallow pits around the lair of the sheep. Soonos eggs cost 2,000 silver pieces and cubs worth 5,000 silver pieces on the open market. They are usually bought by craftsmen; while they are impossible to domesticate, they make formidable guardians and craftsmen
sometimes place them in places of strategic importance (it has been said that the scoop is a less subtle option to hold under the side sign). The solands in the dungeons and ruins were almost always placed there by someone. Page 2 Pegasus Climate / Terrain: Moderate and Subtropical Forests Frequency: Very Rare Organization: Cycle of Herd Activity:
Diet Day: Herbivorous Intelligence: Medium (8-10) Treasure: Nile Alignment: Chaotic Good No. Appearance: 1-10 Armor Class: 6 Movement: 24, Fl 48 (C, D installed) Hit dice: 4 THAC0: 17 No. Attack: 3 Injury/Attack: 1-8/1-8/1-3 Special Attacks: Dive, Rear Strike Special Defense: Neil Magical Resistance: Neil Size: L (5' on the Shoulder) Morale: Steady (11)
XP Value: 175 Big 650 Pegasi magnificent winged horses that often serve as the cause of good. These clever creatures are very shy and wild, not easy to tame. They serve only good characters, and when they come true, they will serve their master with absolute loyalty for the rest of their lives. Pegasus is a thoroughbred that resembles an Arab horse
(albeit a little more) with two large feathered wings. Pegasy is usually white, but brown pegasi is not unknown, and rumors persist black pegasi. As you would expect, the alignments do not change depending on the color (all Pegasus are chaotically good). The Pegasi is 17 hands tall (5 feet on the shoulder) and weighs more than 1,500 pounds. Pegasus
must ride without a saddle; they won't take the saddle. Pegasy speaks their native language and can communicate with horses. They can understand the common ground, and will obey their master's commands if they are given in that language. Struggle: Pegasus attacks with hooves and teeth. He can attack the opponent who is behind him with his hind
hooves, inflicting 2-12 damage points, but he is not Use any of the other attacks in this round. Pegasus can also dive at an enemy from a height of 50 feet or higher and use its hoof attacks; Each roll of attack is 2 euros and deals double damage. In battle, Pegasus will try to lure larger opponents (such as dragons) into cramped spaces. As the enemy
struggles to maneuver in the range of the attack, Pegasus rises and attacks with hooves from above. Against creatures of their own size, such as griffins, Pegasus use their superior speed to overtake them. If the griffins are close to the Pegasus nest (especially if there are young present), one of the parents will attack aggressively, attract the attention of the
griffin, and then fly away. By doing this, they hope to lure enemies out of the nest and tire them out at a great distance before returning home. Habitat/Society: Pegasus are mammalian egg laying. If they collide in their lair, there will be one nest for each pair of Pegasus. There is a 20% chance on the nest that there will be a 1-2 egg (30% chance) or young
(70%) 20-50% maturity. Each egg is worth 3,000 silver pieces, while the young cost 5,000 silver pieces per head of nudity on the open market. Pegasus can be used as a war horse; The male can carry weight as an average military horse (220/330/440), while the female can carry weight as a light military horse (170/255/340). Pegasy are smart creatures.
They can detect good and detect evil on their will (60 yards of range). They use these powers on those who will ride them; they try to throw someone out of no-good alignments that would tame them. If provoked, Pegasus does not hesitate to attack creatures they perceive as evil. To tame the pegasus, a man of good alignment must find a herd of pegasus.
Then, at night, he may try to sneak up on the pegasus and surprise him. The character must have an on-board riding prowess. There is an initial fine of 10 pounds per roll; Pegasys don't like being tamed. The magic bridle, enchanted for this purpose, will remove this fine. If the character successfully makes his throw, the pegasus will be tamed. The tamed
pegasus will obey the commands of its master as long as he lives, if the master remains a good alignment. Ecology: Pegasy feeds on grass, fruit and other plants. Griffins and hippos are natural enemies of Pegasus. Pegasi has a lifespan of about 40 years. The legend of the Great Pegasus says that if a jellyfish is killed and decapitated, there is a small (5%)
The probability that a large pegasus will be born, the spring is completely born from the cloves of the jellyfish neck. These Pegasis have the same attack and speed of normal pegasus, but cost 6 hit bones and have 20% magical resistance. They also have a bonus of 1 euro to their morale rating. There is 5% that the leader of the Pegasus herd would be a
great pegasus. Big Pegasus can only be tamed by the noblest and greatest heroes, and have a lifespan of 100 years. Page 3 Periton Climate/Territory: Anyone/Mountains Any/Mountains Rare Organization: Nest Activity Cycle: Diet of the Day: Omnivorous Intelligence: Medium (10) Treasure: B Alignment: Chaotic Evil No. Appearance: 2-8 Armor Class: 7
Movement: 12, Fl 21 (C) Hit Bones: 4 THAC0: 17 No. Attack: 1 Injury/Attack: 4-16 Special Attacks: 2 for attack roll Special Defense: 1 or better to hit The Magic Resistance: Nile Size: M (5' High) Morale: Champion (16) XP Value: 270 High above the mountains and rocky hills of most lands flying sharp-eyed monster known as periton. Smart, patient and
spiteful, he watches and waits for prey - to snatch their hearts. Periton resembles a giant dark green eagle, except that its head is that blue-black deer, its antlers shine like ebon, like obsidian, his eyes glow dull red-orange. The breast feathers of the male periton are light blue; females are gray brown. Peritons usually cast a shadow of an adult, not his own
form. Peritons do not decorate themselves with trinkets and do not arm themselves with weapons. Their language is a set of roars and squeals, and often sounds as if peritones were either injured or furious. Some creatures, with a keen sense of smell, claim that periton smells human, while others are filled with irrational fear when catching the first smell.
Struggle: Periton has only a secondary interest in prey as food. His main interest in humans and humanoid beings is the heart of his prey. It's unnatural to fight. In game terms, periton receives a bonus of 2 euros for his attacking throw. He attacks with his sharp horns because his claws are too weak to use in close combat. When Periton chooses a target for a
fight, he locks himself in a duel that almost always ends with either Periton's death or the death of his target. Periton will never switch targets during combat, regardless of the tactical situation. In rare cases, the creature may be driven out, but it will continue to pursue its prey, and return at a later time. Peritons are immune to all weapons except weapons, at
least to the charms of No.1. Some peritones prefer to swoop on the target. In this form of attack, the periton rises several hundred feet in the air and then sinks into the target, dropping at an amazing speed. This attack is made on an additional bonus of 2 pounds to his attack roll. If the attack is successful, the periton does double damage. This is an extreme
maneuver that periton will try only if the fight goes badly, or if it believes it has a chance to achieve complete surprise. Another common tactic for periton is to capture a human-sized target and then take off with prey in its claws. Periton rises so fast that most targets don't react until they are at least 100 feet in the air and face a 10d6 fall if they succeed
capturing the periton. Habitat/Society: Peritons roost in caves high on top of rocks or on mountain peaks. They're Them In the nests of 2d4 creatures, each nest is independent of any other, and there are no two nests being a few miles apart, except in unusual circumstances - like a dwarf community in the mountains, providing them with abundant prey.
Peritona sometimes takes humans and humanoid beings alive and hold them captive in their nests until they are needed as food (90% chance for non-humans, 25% for humans) or for reproduction (see below). Because of this, periton nests may have treasures scattered as well as 1d4 unhatched eggs. Ecology: Periton is a predator, without natural enemies
(few can pierce his magically resistant skin). Humanoids, and especially humans, are his chosen prey. Female periton requires a fresh, beating heart to reproduce, and human hearts are the preferred variety. Once the periton has eaten the heart, its shadow changes into normal shape, and the creature becomes fertile within 3d6 hours. Unhatched periton
eggs can be sold for 10d12 GP apiece. Previous Index Next Cover Up uCoz Page 4 Phantom Climate/Terrain: Any/Land Frequency: Very Rare Organization: Single Activity Cycle: Any Diet: Nil Intelligence: Nil Treasure: Nil Treasure: Nil: Neutral No. Appearance: 1 Armor Class: Nile Movement: 9 Hit Bones: Neil THAC0: Neil No. Attacks: Neil Injury/Attack:
Neil Special Attack: Fear Special Defense: Neil's Magical Resistance: See Below Size: Options, Usually M Moral: Neil XP Value: Neil Phantoms Images Left Especially Severe Injury Death. The phantom is like a three-dimensional image of a film shot at the time of death, in the place where he died. A standard phantom can look like almost anything. He often
appears as a character who has experienced an traumatized- transparent image of re-enacting a death scene. Alternatively, it may represent everything that was primarily in the victim's mind at the time of death; striker, or some goal remained unattainable. Phantoms are tested in faded colors, by all senses. Struggle: It is difficult to fight phantoms, as they
are just images and do not have the power to directly cause harm. They can't get hurt themselves. Waving a weapon or a spell in the image area does not interfere with the projection, and they cannot be reasoned. The phantom is not smart and does not exist for any real reason; Hunt down his killer or complete his quest not to get rid of the phantom.
Phantoms often take on ghosts, haunts, or groans of spirits, but they cannot be turned as undead. Only the priest's spell to lift the curse cast on the 12th level can dispel the phantom. While a phantom cannot directly cause any real harm, it is the very essence of magic and causes superstitious awe in those who see one. The charm is such that the phantom
affects both the mind and the feelings of the observer. without minds (such as the undead) are immune to the effects of phantoms, like those rare creatures that are somehow unable to experience them (since the phantom is present in every sense, blindness is usually not a defense of one). Characters witnessing a phantom must roll a successful rescue to
throw against the death of magic, with -2 executions, or immediately panic and escape in accordance with the consequences of a fear spell. Particularly bright phantoms can require those who don't have their savings to throw to make a systemic shock roll, with a bonus of 10 pounds per roll. Failure leads to the death of the unfortunate victim. Such a
character can be raised normally, however. There are other difficulties with the effect of fear; the cause of the phantom's death may still be around. Even centuries later, traps and undead monsters can be just as effective and deadly, and running away in panic is usually not the best defense. Of course, a phantom can provide characters with important
information, either warned of cautious symbols of impending danger, or find a lost and treasured object. There is a small chance that the death of the character may give rise to a phantom. This chance should be negligible for non-existent for 0-level or very low-level characters, or for those who expected to die-those who die of natural causes or in war.
However, characters of level 4 or higher, dying suddenly or by surprise, may have a 1-2% chance of becoming phantoms. If these characters were on an important mission or were subjected to geas or quest spells, this chance could increase to 5-6 percent. The percentage chance to create a phantom should never be above the level of the character at the
time of death. (Characters killed by energy, depleting the undead rarely produce phantoms.) It's up to the DM to decide what the exact image represents. A character who is killed and generates a phantom can also return as retribution. There are non-standard types of phantoms that affect only one of the senses. Often these are purely visual images, but they
can also manifest as sounds (explosions, groans, or quiet whispers) or smells. Most of these phantoms require saving throws, but the consequences of failure may be different. A gloomy whisper of danger can lead to despair (according to the spell symbol) effects. A foul stench can cause retching effects of horror. Suffocating pressure, extreme
temperatures, the sounds of a swarm of bats, all of this can carry the reasonable consequences of the failure of the saving throw. Of great concern, however, is that there are some phantoms that are actually evil, created when powerful evil creatures from other planes are killed (forced to return to their home planes) in the prime material plane. These
phantoms appear at the will of an evil creature 35% of the time, and can seriously misinform or endanger any character, He's meeting. These phantoms can be detected by detecting the evil evil dispel evil can neutralize the phantom by several turns, equal to the level of the caster. Previous Index Next Cover Up uCoz Page 5 Phoenix Climate/Terrain: Elysium
Frequency: A Very Rare Organization: Single Activity Cycle: Any Diet: Omnivorous Intelligence: Genius: Genius: O Alignment: Neutral Good No. Appearance: 1-3 Armor Class: -3 Movement: 6, Fl 39 (D) Hit The Bone: 20 THAC0: 1 No. Attacks: 1 or 2 Damage/Attack: 2-12 or 1-8/1-8 Special Attacks: Scream Special Defense: No. 3 or Best Weapon to Strike,
Never Surprised Magic Resistance: 50% Size: L (40'Wing Span) Morale: Champion (15-16) XP Value: 19000 Big, Extra-Planar Considered to Represent The Spirit of Freedom and Revival. It is a mortal being that displays the ultimate in a god-like detachment. Phoenix appears as a large bird with a wingspan of 40' and bright, multicolored feathers. The
plumage includes bright purple, scarlet, crimson and flaming orange. His beak and claws are blue-purple. The phoenix's eyes have a deep, glowing ruby color. In addition to his native language, the phoenix can speak to all birds. Otherwise, he communicates with limited telepathy or empathy. Fight: Phoenix is a free and benevolent spirit and does not enjoy
attacking others. But if there is a need for combat, the phoenix is a fast and powerful enemy. He can attack in the air with two powerful claws, inflicting 1-8 damage points per blow. When on the ground he attacks with his large beak for 2-12 damage points per kick. Phoenix is a smart and magical beast, however, so he usually chooses more effective
measures of attack and defense. Phoenix will always open each round of the fight with a shrill scream that gives the creature an edge in the battle round. All opponents of 12 hit dice or less within 30 feet of the screeching phoenix get a fine of 3 pounds on their driven dice. Scream has no effect on the fighting roles of the phoenix. Each phoenix has the
following spells as powers, at the 20th level of magical use, used once a round, one at a time, at its own chance: affect the normal fires of the sound glamer blindness flashing the blur of the call of forest creatures, 1 time a day color spray, 3 times a day continuous temperature control of light, 10' radius of dancing charm to detect charm, always actively detect
evil, always actively detect magic, always active duo-measurement, once a day find traps to find a way, once a day fire the charm of the seeds of fire, 1 time a day incendiary cloud, once a week invisibility incorrectly neutralize poison, once a day polymorph self, 3 times a day produce fire protection from evil, 10' radius, always active pyrotechnics reincarnate,
1 time a day remove , within a 10-foot radius to remove the curse of the snake veil, once a day wall of fire, once a day Also, by spreading it it and performing a ritual dance, the phoenix can perform the following spells as abilities on the 40th level of magical use: the dismissal to dispel the evil of dispelling the magic Any of these three abilities can be used by a
phoenix as many times as desired, but can only be done one at a time, and each takes a full round to complete. No other activity - such as shouting - can be done in conjunction with these three powers. Touching his wing equals treating a light wound spell, with two touches possible per person a day at phoenix. Touching the crest has an effect equal to the
treatment of the disease, but only once a day per person. With hard press, the phoenix is able to cause spilled drops of its own blood to act as a drop-berry-type fire seed, one created for every five points of damage taken by the phoenix. In extreme situations, the phoenix can create a combination of a 40th level firestorm (20' highx5' widex8' deep) and an
incendiary cloud, even if it has already used these forces before. This destroys the adult phoenix, but leaves behind a young phoenix with all the abilities and abilities of its predecessor. Phoenix can travel astray or ethereal in its form. They are struck by only No.3 or better magic weapons. Phoenix can never be surprised. It has infravision up to 120 feet.
Habitat/ Society: Phoenixes are strange and mysterious creatures. They are highly valued in the legends of many tribes of barbarians and in other, primitive cultures. It is said that the phoenix is the embodiment of rebirth. This is symbolized in the classic images of the self-immolation of the phoenix, from which a new bird is formed. This is seen as the ultimate
sacrifice for the cause of goodness and thus the phoenix is considered noble beings. Legend has it that the phoenix has an extremely long life. Some reports claim that they may live to be over 1,000 years old, while others suggest that it will be higher than 12,000 years. When it's time for the phoenix to die, it goes far into the mountains of civilization. At the
very top of these peaks the phoenix builds a large nest of straw and various herbs. Phoenix will lie in the nest, taking his last look at the world he knows. Satisfied that his work in the world was coming to an end, he then immolates himself in the blink of an eye of great flame and light. When the flame freezes, in the nest, which remains untouched by the
flame, there is a young phoenix, lined in bright colors, like his parent in front of him. Legend suggests that the phoenix should fly to the temple of the sun and there to bury the mummified corpse of his parent. In general, phoenixes are reclusive creatures, eager to make their lairs away from the worlds of humanoid beings. Although they have the ability to
travel through astral and ethereal planes (and thus to any and the outer plane), they tend to remain on the Elysium or in a secluded secluded on the Prime Material plane. There are so many legends about phoenix as there are cultures, each with its own slightly different perspective. Some consider the phoenix a benevolent symbol of death, only appearing
when someone's time among the living. Other cultures - primarily evil ones - see the phoenix as a symbol of destruction and rage, bringing fiery destruction in its path. Yet other cultures record their phoenix to be a friend and benefactor of good beings. Although the wealth of mystery surrounds the phoenix, there are still some things that are known for sure.
Obviously, the phoenix is a champion of goodness. Although it seems that these creatures do not actively seek evil to destroy, they rarely stray from such an opportunity when it presents itself. Moreover, despite the vast differences in ideology, faith and philosophy in the different cultures that revere the phoenix, one thing remains constant: the phoenix is a
symbol of creation through destruction. Some cultures believe that fire is one big purifier, purifying everything it touches. Others believe that fires are simply destroyed. With the phoenix, both are true. In his own reproduction, fires destroy the old bird, taking with it many centuries of life and wisdom, but he creates a new phoenix with a new mind, thus clearing
the line. Ecology: Of all magical or enchanted creatures, the phoenix is perhaps the most in demand of alchemists and sages alike. There is almost no phoenix part that cannot be used in a magic potion or for research. Phoenix feathers have a lot of uses. They can be used to decorate healing staff, they can be used to make extra-healing potions, and there
are many other healing, magic uses. Phoenix eyes, beak and claws are very valuable on the open market, often commanding 5000 gp and up. Of course, it is not always easy to find a buyer on the open market, because many cultures consider a bad omen or taboo breaking to kill a phoenix. The exact nature of the phoenix can only be guessed by scientists.
All phoenixes are male, and the breeding cycle is entirely composed of self-immolation. It is not clear whether this is a natural cycle of biological reproduction or a magical birth. Call Phoenix (Spell/Call) Level 6 Priest Spell, Animal Sphere Range: 0 Components: V, S, M Duration: 1 Round to Stage Caster Casting Time: 2 Rounds of Area Effect: Special
Conservation Throw: None of This Powerful Priest Spell allows the caster to actually summon the phoenix that will come and help it. The strictest limitation is that the charmer should be good alignment or druids. Angry or unfriendly neutral priests cannot call a phoenix. When abandoned, the phoenix will always come to the rescue. However, depending on
how far away the nearest phoenix is, may take some time for it to appear. One of these powerful creatures will appear in the Rounds. The modified roll '0' indicates that the phoenix will appear immediately in a huge explosion of smoke and flames. Since the charmer must be good or druid, there is rarely a conflict of interest between a phoenix and a conscript.
However, the phoenix will never attack creatures of good alignment (unless there is a very good reason for doing so). However, it will risk its own life if the case prescribes such actions, and will continue the good goals that the conscript has undertaken. When the spell is up, the phoenix doesn't disappear, but then he's free to do what he will. It may actually
be that the caster called him, or he may leave if he believes that the reasons for calling him were insufficient. The material components for this spell are three diamonds with a value of at least 500 gp (which are consumed by spell energy) and red hot coal. Previous Next Cover Up uCoz Page 6 Piercer Climate/Terrain: Any subterranean Frequency:
Uncommon Organization: Colony Activity Cycle: Any Diet: Carnivore Intelligence: Non- (0) Treasure: Nil Alignment: Neutral No. Appearance: 3-18 (3d6) Armor Class: 3 Movement: 1 Hit Bones: 1-4 THAC0: 19 (1-2 HD), 17 (3-4 HD) No. Attack: 1 Damage/Attack: 1-6 (1 HD), 2-12 (2 HD), 3-18 (3 HD), 4-24 (4 HD) Special Attacks: Surprise Special Defense: Neil
Magic Resistance: Neil Size: T-M (1-6' High) Morale: Medium (8-10) XP Value: 1 HD 35 2 HD 65 3 HD 120 4 HD 420 Piers resemble stalactites found on cave roofs. In fact, it is a kind of gastropods, which without shells resemble bullets with long tails. The piercing rises to the ceiling of the cave and waits patiently; when he discovers the prey beneath him, he
falls from the ceiling and pierces the victim with the sharp end of his shell. The piers look like limestone dressings on the ceiling of a cave, like regular stalactites. They come in the same size: one leg long (1 Hit Die), three feet long (2 Hit Dice), four and a half feet long (3 hit bones), and six feet long (4 Hit Bones). The piers can be identified on a very close
inspection by a pair of tiny eye stems that twist along the side of stalactite. Struggle: The Piers have only one chance to hit; If the attack can't score kill, the piercing can't attack again until it slowly scales the wall to resume its position. Piers can hear noises and detect heat sources within a 120-yard radius; these heat sources include people. If the noise and
light are stationary for many minutes at a time, the piercing will slowly edge into an attack position over the source of the stimulus. The piers are almost indistinguishable from natural phenomena. The group of characters has a modifier -7 on its unexpected roll against the piercing (this ensures that the group will be surprised if it does not have positive
modifiers). The piercing, after he fell, is and pretty easily killed. Its soft underbelly has one protective mechanism; When exposed to air, it covers itself in corrosive acid, which causes 1 point of damage when exposed to flesh. This is usually enough to dissuade natural predators from disturbing them. Habitat/Society: While piercings are non-intellegent,
piercings in the colony know about each other. They often fall at the same time to feed on those who have died from other piercings (which makes the area suddenly very dangerous). Piers live in caves, where they live in groups of 10 people. They prefer to hang over high traffic areas, so they can usually be found near the entrances to the caves. Aside from
mating, piercings are not social creatures. Rumor has it that there are large caves deep underground that contain colonies of hundreds of piercings. Piers are not attracted to treasures, but only food. Ecology: Piercing is a mollusk hatched from a chicken-sized egg that the parent lies in the paws of six to eight in isolated areas of the cave. When they hatch,
the young appear to have bullets feeding on mushrooms. After a few months, they climb the walls of the cave, secrete a chemical that solidifies into a familiar stalactite form, and then wait for prey. Pierser has a lifespan of four years and grows one Hit Die per year. In any piercing group, the number of creatures with one, two, three and four Hit Dice will be
almost evenly separated (for example, in a group of 12 piercings, there will be three single Hit Die piercings, three with two Hit Dice, three with three Hit Dice, and three with four Hit Dice). The piercing can go without food for months. It stores food in the second stomach, which can keep food for long periods of time; Some alchemists are looking for piercings
to extract the substance from this organ and refine it for human use, as it can keep food and precious ingredients fresh for weeks. The piers also store large amounts of water extracted from their victims. The piers can maintain this water supply for months. The taste of piercings is said to resemble the taste of a snail, but with a bitter aftertaste. Their eggs
and offspring are not traded on the open market. Page 7 Plant, Dangerous Choke Retch Snapper-Creeper Mantrap Plant Saw Climate / Terrain: Moderate Tropical Hills Any Warm Land Any Forest or Forest Frequency: Rare Very Rare Organization: Single Doubles Cluster Of Single Activity Cycle: Day Of Any Diet: Carnivorous Carnivorous Sun, Carnivorous



Exploration Soil: Non- (0) Non- (0) Non- (0) Treasure: Nil J-N (x5), No Nil Nil Alignment: Neutral Neutral Neutral Neutral Neutral No. Appearance: 1 1-2 2-20 1-2 Armor Class: 6/5 6 8 4/7/9 Movement: 0 0 0 Hit Dice: 25 4-9 5-8 5 THAC0: 7 Neal 5-6 HD: 15 15 7-8 HD: 13 No. Attack: 8 or 0 1 or 1d4'1 1d4'2 Damage/Attack: 1-4 0 0 2-5 Special Attacks: Smothers
See Below Trap Special Defense: See Below Neil See Neil Magic Resistance: Neil Neil Neal Neal Size: G (20'-160' L-G (4' on H (20' High) H (15' Radius) Hit Die) Morale: Elite (14) Sustainable (12) Medium (8-10) Steady (8-10) Steady (8-10) Steady (10) 11-11- 12) XP Value: 18000 4 HD: 650 5 HD: 270 3 saws: 270 5 HD: 975 6 HD: 420 4-5 saw: 6 HD: 140
0 7 HD: 650 420 7 HD: 2000 8 HD: 975 6 saw: 975 8 HD: 3000 9 HD: 4000 yellow turn- Three-flower Musk Slinger Front Criper Climate/ Terrain: Any Land Tropical Moderate Temperate Forest or Forest or Underground Underground Frequencies: Rare Very Rare Organization: Cluster Stand Solitary Squad Activity Cycle: Any Day Of Any Diet: Carnivorous
Carnivorous Nile Exploration: Non- (0) Non- (0) Animal (0) Treasure (1) Treasure : Neil Neal B Neal Align: Neutral Neutral Neutral Neutral Neutral No. Appearance: 3-12 1-10 1 1 on 2 Flowers Armor Class: 8 9 7 10 or Better Movement: 0 0 0 6 Hit Bone: 4 2'8 3 2 (special) THAC0: Nil 17 17 19 No. Attacks: 1 volley 1 2-12 1 Injury/Attack: 2-8 0 Neil 1-8 or
Weapon Special Attacks: Rosa See Below Pollen Neal Special Defense: Neil Neal Immunity Magical Sustainability: Neil Neal Neal Size: M (4' radius) M (5'-8' High) L (20' square) M (4'-7' High) Morale: Average (8-10) Medium (10) Fearless (20) Fearless (20) XP Value: 270 420 650 120 Of the many dangers in the wilds, These plants are some of the scariest.
They feed on animals, perhaps as nature's revenge to animals for their habit of eating plants. Choke Creeper Choking Vine, or shower vine, is a long, thick vine with many branches of vines, each of which is capable of attacking. The vine is olive-green, and the main vine is almost 1-2 feet thick. The branch vines have flexible whiskers, allowing them to crawl
5 yards per round. They are attracted by light and warmth. For each 20 foot main vine, it has 1 hp on HD; The vine branches have 2 hp by 20 feet of main vine (the vine branch hit the dots in addition to the main vine rather than part of the total). Each 10-foot section of the main vine has four branches of vines. The smallest throttle of vines is 20 feet long, has
1 hp. / HD (25 hp in total), and has eight vine branches, each with 2 hp. The largest throttle of vines 160 feet long, has 8 hp/HD (200 hp in total), and has 64 vine branches, each with 16 hp. The main vine AC is 6, branches 5. A maximum of four vine branches can attack one target. They appear to have normal vegetation and can usually capture
unsuspecting victims. Victims can break free with successful bending bars/lifting gate roll; If the roll fails, they are held quickly until the vine that keeps them torn. Captured victims suffer 1d4 points of damage per round, with a 10% chance per round (not cumulative) that choking vines achieves strangulation The victim dies after one round of strangulation.
Choking vines are immune to torchfire, but takes normal damage from hot fires such as those caused by oil burning; hot fires cause the grapes to move away. Liana took just 1 hp of damage to death from cold damage, but the cold stuns all sections of the plant hit during the 1d4'1 rounds. Electrical attacks do not cause any damage; Instead, they are
doubling the speed of the vine's movement during the 1d4'1 rounds. Mantrap This treacherous relative of a much smaller Venus flycatcher attracts prey by smelling, capturing and dissolving its prey in acidic secretions. It is a giant bush with high stems of purple flowers and huge green leaves at ground level. During daylight hours mantrap releases pollen
continuously; All creatures that approach within 60 feet must make a successful save throw against the poison or become attracted to the smell. Attracted to proceed to the body and voluntarily climb into one of the 1d4'1 leaf traps at the factory. Once entered, the sheet trap closes, firmly trapped by the victim (no chance of escape). The victim cannot be
released until the plant is destroyed. Its sour discharge quickly destroys the victim, inflicted damage for the round equal to the victim's AC (discount dexterity bonuses). Regardless of the adjusted AC, the victim takes at least 1 damage point per round. Items exposed to acid should roll savings to throw once a round against the effects; all metal products
receive a bonus of 2 euros. The fascination with mantrap is so strong that once the creature is ecstatic, it takes 24 hours for the effect to wear off. Couples from burning plants counteract the effect. Because of its powerful attractive ability, the nectar of mantrap flowers is an ingredient in the philter of love. Retch Plant Retreat Plant, or Globe Palms, seems to
be a typical palm tree, except that each one always has a 1d4'4 globe-like, coconut-sized fruit growing on top of it. Each globe is membranous, taut, and blue, purple, or lilac. Walking under the ratch plant makes it a 20% chance that one of the globes will fall. If there is a hard contact against the trunk of the tree (hit it, runs into it, or climb on it) 1d4'1 of the
noys of fruit to slam down. Randomly select the target you're attacking. they are AC 10 against this attack. When the globes hit, they burst, and the sickening liquid splashes over a 5-foot radius. These 5-9 feet from impact have a 25% chance of being splashed. Sticky, dirty liquid causes creatures to vomit and retch over the next three rounds. In addition to
nausea, the victims are at half normal strength within one hour. No saving throw is allowed against any fluid effect. Creatures splashed should be washed in alcohol (including drinking types), or they are more likely to attract predators to the area, doubling and the chances of success meeting checks. The smell is visible within a 50-foot radius and it persists for
1d4 hours if removed as above. Snapper-Saw Is a plant also called the scourge of foresters, foresters, central bush with several greenish-white berries that are plump, smell delicious, edible, nutritious and rich in protein. A few broad, dark green, ribbed leaves radiate 5-7 feet from the dense centers, which hides 1d4'2 hard, purple, saw-like stems with spiky
projections. A healthy plant has six saw stalks, while damaged specimens have fewer. Creatures, entering the radius of low-growth ribbed leaves, risk attack. Leaves are grasping at one or two victims; Armor is ignored for this attack, although agility and magical power-to-air conditioning bonuses are counted. The victim must make a successful force check to
pull free. The creature, caught with perch leaves, is attacked by saw-stalks, even if the victim is released in the same round in which she was caught. Each saw-stalk attacks once per round for 1d4'1 points of damage, shredding the victim to have his flesh and blood fed to the perch-saw. The clamped prey does not receive Dexterity adjustments to the air
conditioning, although armor and magic protection are applied normally. Saw-stems ac 4 and require 1d8'16 points of damage to the piece to break. Each perch sheet is AC 7 and takes 1d8'8 points of damage to break. These hit points are not taken into account in the total hit bone of the central bush. The central bush is AC 9, but it is completely protected
from external attack when the leaves perch up. The victim, held by perch leaves, can attack saws or central bush, but only with the help of small piercing weapons. Lost leaves and stems grow back in 2d4 weeks if the central plant is not killed. Thornslinger Thornslingers are carnivorous, arachnid, white plants with dew covered, pale yellow flowers. They
average about 8 feet in diameter and lie very close to the ground. Thornslingers attack living creatures by shooting spikes. Each spike has a range of 30 feet and causes 1 point of damage. Since a large number of spikes are shot in the spread of the picture to the intended targets, being struck by one or more spikes automatically. Damage from spikes 2d4 to
any creature within 30 feet, once per round. They have almost inexhaustible stocks of spikes and are in close clusters. Since shower spikes are their only protection, thornslingers are often found in off-road places such as pits or inaccessible caves, or growing on brick and stone walls. The leaves and the central stem of the thorns are covered with strong
adhesive juice. Those who touch it are held tightly if they have a Force 13 or less until they are released or digested. Characters with a force of 13 or more can break free in 1d4 rounds. After the victim is caught with dew, the tornado secretes digestive acids, causing 1-3 hp damage per round. Thornslingers are not very flammable, but flames normal damage.
The open flame extinguishes after one round and the oil burns in just two rounds. The three-flower fron deep green stems of this plant are topped with topped flowers of bright orange, bright yellow and intense red; other color combinations are possible, but rare. Each flower has its own function. Orange One shoots 2d4 pollen-covered whiskers, each 3 feet
long; Any creature hit must make a successful save throw against the poison or fall into a coma within 1d4 hours. Sensitive root vegetables of the plant tell the yellow flower where to find the dormant victims; The yellow bloom tilts and shakes down the shower of the sticky enzyme, which causes 2d4 points of damage per round until washed away (the
damage decreases by 1 point on the water flask; a full dip in the water removes the juice in one round). The red flower spreads the whisker to the victim, draining the body fluid at a rate of 1d6 points of damage per round. Yellow Musk Creeper and zombie yellow musk vines is a plant that attacks humanoids, depleting the exploration and turning them into
yellow musk zombies. Both vines and zombies are immune to charm, hold, illusion, sleep, and other mind-affecting attacks. The vines are a large, light green climbing plant with leaves like ivy, 1d4 dark green buds, and 2d6 bright yellow flowers with purple spray. It can cover an area up to 20 feet square from a single bulbous root. The damage done to the
plant is ignored if the root is not attacked, for the vine eventually grows from the main root. Liana has a sweet, entrancing smell while sleeping. Creepers doze off until the creature approaches within 10 feet; Then the coming flowers turn to prey and flaky musk pollen. The victim, who has suffered from pollen, must make a successful saving throw against the
spell or be fascinated and go to the plant, resisting all those who are trying to prevent it. When the victim reaches the vine, the green light bulb extends its roots into the victim's head, and reach the brain in two rounds. The victim then loses 1d4 points per round. The victim, reduced to 0 intelligence or less, dies instantly; The victim is reduced to scouting 1 or 2
becomes a yellow musk zombie controlled by vines. If the plant dies before reducing its prey to zombie status, 1 point exploration recovers in a day, or heal the spell will restore the lost intelligence instantly. If the mother plant is destroyed first, the zombies can be cured with neutralized poison, followed by a spell of healing and four weeks of complete rest.
Only humanoids the size of a human become yellow musky zombies; Vines can control one zombie for every two colors. The zombie acquires yellow skin and a glazed look, but otherwise looks the same as before, wearing the same clothes and armor and wielding any weapon he kept during his circulation. It has the same hit points as before, but attacks like
a 2 HD monster. He can't help but spell, nor receive bonuses for ability scores. The zombies can move up to 100 feet from the vine. yellow musk zombies are not true undead undead can't be turned. The zombie serves the vines for about two months before moving away at least 200 feet and dying; seedlings that grow in his head quickly sprout, flowers, and
becomes the new vine. Page 8 Plant, Intelligent Hangman Tree Kelpie Obliviax Kwickwood Climate / Terrain: Moderate Moderate Any Warm Any Forest or Subtropical or Tropical Land with Oaks ical Forest Salt Water Frequency: Very Rare Very Rare Organization: Single Single Colony Activity Cycle: Day of Any Diet: Carnivores Water, Soil, Water (5-10)
Medium (8) Very (11-12) Treasure: Accidental D Nil Special Alignment: Neutral Neutral Evil Neutral Evil Neutral (Evil) No. Appearance: 1 1-4 2-12 1 (90%) or 2-4 (10%) Booking class: 3/5 3 10 5 Movement: 0; See below 9, Sw 12 0 1 (Roots 3) Hit dice: 6, 1 hp for 5 1-2 hp 5-10 Years THAC0: 7 Neal 20 5-6 HD: 15 7-8 HD: 13 9-10 HD: 11 No. Attack: 3 0 0 1
Injury/Attack: 1-3 0 0 3-12 Special Attacks: See Below Roots Special Defense: See Below See Below Magic Resistance: See Below Neil Neal Size: H-G (20'High) M (6'-7' High) T (6 Square) L (12'0' High) Moral Champion (15) Elite (13) Average (9) Champion (15-16) XP Value: 1400 420 35 5 HD: 2000 (1000 POUNDS for every Added Hit Die) Shambling
Strangle-Sundew, Mound Creator Giant Torney Climate / Terrain: Swamp or Subtropical Moderate Warm, Wet Wet Sub- or Tropical or Tropical or Tropical Or Terranean Ocean Forest Caves Frequency: Rare Common Rare Very Rare Organization: Lonely Bed Single Pack Activity Cycle: Any Day of Any Diet: Omnivorous Carnivorous Intelligence : Low (5-7)
Animals (1) Semi- (2-4) Animal (1) Treasure (1) Treasure (1) Treasure : B, T, X J-N, C Neil Neal Alignment: Neutral Neutral Neutral Neutral Neutral No. Appearance: 1-3 3-1 2 1-4 2-20 Armor Class: 0 6 7 3 Movement: 6 0 1 15 Hit Bones: 8-11 2-4 8 4 THAC0: 8 HD: 13 2 HD: 19 13 17 9-10 HD: 11 3-4 HD: 17 11: HD 9 No. Attacks: 2 1 6 on Target 1
Injury/Attack: 2-16/2-16 See below 1-3 2-5 Special Attacks: Choking Crush Choking Thorne Rake Special Defense see. Below Neil See Below Neil Magic Resistance: Neil Neil Neal Neil Size: L (6'-9' High) L (7'-12' Long) M (3'-4' High) M (4' long) Morale: Fanatic (17-18) Medium (9) Sustainable (11) Sustainable (11-12) XP Value: 8 HD: 6000 2 HD: 120 2000
175 (1000 pounds for 3 HD: 175 each added 4 HD: 270 Hit Die) As and other dangerous plants they're not defenseless at all. Some have unnatural results of secret influences, while others may have evolved naturally. Hangman Tree Is a tree named after its loops like vines. The executioner's trees are deciduous, thick oaks with several branches and rarefied
foliage. The node-like senses are usually located high on the trunk. In the area where the main branches of the tree separated, there is a hole that leads to acid-filled stomach. The lower trunk has a slash-like hole to expel the inconvenient. Seedlings can move from 6 feet per hour, while old trees can only move 2 feet per hour. Their small root systems and
small amounts of leaves require them to supplement their diet with direct protein intake, so each tree traps prey. During the frosty weather, the taproot is put down and the tree slumbers. A tree hanger can release a hallucinatory perfume at its will, and it does so when mining 30-80 feet. Those who inhale perfume consider the executioner's tree a normal tree,
or even a treant, depending on the mood of the tree. Mature and old executioner trees can speak stop Common. The tree attacks, dropping loops like vines around prey. Although each tree has 1d4'5 appendages, it can only control three of them at any given time. It takes 1d8-12 damage points to separate the vine; this is in addition to the damage needed to
destroy the tree. Vines AC 5, while the main tree is AC 3. When in contact with the victim, the tree inflicts 1-3 points of damage per round as the vine tightens and raises its prey (1,000-pound limit) to the opening in the upper trunk. This requires four rounds. One attempt at bending the bars/lifting the gate roll can be made to break free; victims who can't roll
can't escape. In the fifth round, after he was picked up, the victim fell into the executioner's stomach. The victim suffers 3d4 acid points damage for round to death and is then digested. Escape from the stomach is impossible. Many sharp on the growth surround the top of the hole, they point inward and down. About three human-sized victims can fit in the
stomach of a tree at the same time. The executioner's tree draws strength from the environment. It has a 5% resistance to magic in a decade of age, to a maximum of 95%. However, the tree is vulnerable to elementary attacks. The lightning that passes its magical resistance deals double damage; Extreme cold shocks the tree into the dormant until it thaws.
Darkness also causes him to slow down, so it functions with half efficiency (three attacks in two rounds). The executioner's trees are not interested in treasures and, as they are constantly moving, it is unlikely that the treasures will be found next to one, although they expel uncomfortable items periodically. Age guide: 0-4 years, non-combatant sprout, 1
hp/HD, no seizures; 5-20 years old, seedling, 2-3 hp/HD; 21-75 years old, mature tree, 4-5 hp/HD; 76-150 years old, old tree, 6-7 hp/HD; 151 years old, ancient tree, 8 hp / HD. Kelpie Kelpie presents 100 algae capable of changing their shape to resemble a green dressed woman, hippocampus, or green horse. He lives to drown the stupid., and can
communicate telepathically with those in his arms. When a humanoid man approaches, the kelpie changes shape to appear as a woman or a mountain; its imitation is a grotesque mockery, 95% detected in daylight. Once a day, a day, Kelpie can throw charm at a humanoid man who suffers -2 penalties for his saving throw. If he is unable to save, he
perceives kelpie as a desirable woman or a mountain, jumps into the water, and swims on a kelpie. Kelpie wraps himself around a charmed victim who happily drowns, taking 2d10 points of damage per round until he surfaces for air, is protected from drowning, or dies. Kelpie takes the body back to his lair to absorb. Victims who may be breathing water or
who would otherwise not drown are happily intertwined in the arms of kelpie, which confuses her, although she may welcome the continuation of the victim's activities. Kelpie in the form of a woman or horse can travel to the ground for 1-3 hours. She tries to charm the victim to protect her until she returns to the water. He will do his best to protect his beloved
Kelpie, although he may be furious at the alleged betrayal of his comrades. The effect of this charm only ends if the kelpie dies, the release of any victims still alive. Kelpies maintain a body temperature equal to the temperature of their surroundings. Because of their water-drenched shapes, they take only half the damage from the fire (none if the saving throw
is made). There are various legends about Kelpie's creations. They are said to have been created by a sea god to punish sailors, for the time before women were sailors; or created by the female elementary water princess, Olgadra, who has made those of her own sex immune to the forces of kelpies. Kelpies breed, increasing in sizes up to 7 feet and then
breaking into two or four smaller kelpies. They can do this once a month if there are many victims and local fish do not eat too much. Obliviax Obliviax, or moss of memory, is a wicked black moss with the ability to steal memories, even memorized spells. It grows in small spots and should have sunlight to stimulate breeding spores, although it does not need
light for growth. He prefers the balance of wet and dry, and can not observe cold temperatures. Moss senses intelligent beings within 60 feet; he chooses one, preferring masters, then other spells. This victim must make a saving throw against spells or lose all memory in the last 24 hours. Obliviax continues to attack once per round until it succeeds and then
does not make more attacks within 24 hours. If obliviax with stolen memories is attacked, it forms a part of itself in a tiny moss imitation creature whose memories he stole. This moss remains attached to the parent moss and protects it by throwing stolen spells. To recover the stolen memories, the victim must eat a live obleaiax, which takes one round. If the
saving throw against the poison is successful, the eater All stolen memories and spells If the saving throw fails, the eater becomes very sick for 3d6 turns. Additional memories and spells can be obtained by eating obliviax which has fed someone else recently. Spells can be used eater, but all such memories disappear during the day. The potion of
forgetfulness can be distilled from obliviax, and its spores can be used to make an elixir to restore memories of forgetful or senile. Kwickwood is also called a spy tree, this plant appears to be oak, although careful study shows that it has make-up and senses that resemble a distorted human face. It is 90% unlikely that a person noticed if the observer is within
10 feet of the quickwood. The creature has excellent senses, with a 120-foot infravision and the ability to detect vibrations through its roots, and air traffic through its leaves. Fast wood rarely moves, but it sends its roots up to 90 feet, through loose topsoil, to capture and keep motionless any creature weighing less than 1,000 pounds. The roots do not cause
any damage. They are too strong to be broken and take no damage from a blunt weapon, with only 1 point damage from piercing weapons. Weapons with edges can break roots that are regarded as large creatures with 10 hp each; damage to the roots is not considered common to the tree. Fast Wood will allow up to six of its roots to be torn before it
removes the other 1d6'6 to safety. Roots pull prey into the mouth of a quickwood that can clamp down to cause 3d4 points of damage to anything touching it. Fast wood can sweat and wet itself, so it is immune to fire; it is immune to lightning, poisons and gases. It is also immune to most other spells that do not affect plants in particular, including all mind-
influenced spells. When a spell is attacked, fast wood absorbs some or all of the spell energy, and uses it to radiate fear within a 10-foot radius of the spell level absorbed. The charmer must make a saving throw against spells; if the save fails, all the energy of the spell is pumped into the fear effect. Otherwise, the spell has normal consequences, and fear is
just a side effect. Fast wood can control up to 2d4 normal oaks within one mile, using them to gather information. Although he does not collect any treasures, he may be fascinated or otherwise persuaded to guard treasures that can be placed in the trunk of a quickwood. If acting as a guardian for some other creature, quickwood can make hollow drums
sound that can be heard for a mile or more. Shambling Mound Shambling mounds, or shamblers, seem to be heaps of rotting vegetation. They are actually an intellectual form of plant life, with roughly humanoid shapes, and the brain as a control center in its thoracic area. Shambler has a 6-foot girth on the bottom half, narrows up to 2 feet on his head.
Shambling mounds are found only in areas of dense precipitation and vegetation. Dark marshes, marshes and rainforests are their favorite residential areas, but some wet, underground sites also serve as a shambler's lair. They are solitary beasts, rarely living in the same area with other other - usually only in areas where the food source is permanent, next
to known ruins, or abandoned gold mines. Shamblers are almost completely silent and invisible in their natural surroundings; Opponents suffer -3 penalty surprise rolls. Shambler often lies in a shallow swamp, waiting for some creature to walk on him, then he attacks. Creatures are excellent swimmers as well, and they are known to sneak into the camps of
unsuspecting travelers at night. Shambling mound attacks with huge, hands-like appendages; the victim, knocked down with both hands in one round, became entangled in the creature's mucous vines and rotting plant matter. Tangled creatures suffocate in slime in 2d4 rounds if a shambler is killed, or the victim breaks free with a successful bending of the
bars/lifting the gate roll. Because of the vegetation that covers his critical inner body, the shambling mound is immune to blunt weapons, and takes only half the damage from piercing and cutting weapons. The creature is immune to the fire, and accepts half or no damage from the cold, depending on whether it makes its saving throw. Lightning actually
causes the shambler to rise, adding 1-foot to its height as well as 1 HD and matching strike point, for each lightning-based attack used against it. Because of the location of his brain, the shambler cannot be killed by chopping off his head or limbs. The remaining vines along the torso are joined together to form a new limb within one round. Only when enough
shambling mound has been hacked away, has it finally die. The wounded shambler only needs to rest in a damp cluster of foliage to heal; he rises again at 12 o'clock, is completely healed, and is probably angry. Since shamblers gain power from electrical attacks, there are rumors of shambling mounds with 20 or more hit dice. Since they often live in the
same areas as Will-o'Klops, there may be truths in such rumors, and giant shamblers can inhabit deep, dark swamps and jungles. Strangleweed Strangleweed is an intelligent algae in relatively warm seawater. The bed of these carnivorous plants is indistinguishable from ordinary algae. The patch of strangleweed will cover an oval area of 3d4 square feet,
on the sea surface; 3d4 branches of varying lengths (1d6'6 feet) hanging down from the patch. Any creature is close enough to attack, a hit indicating that the frond is intertwined about his victim. Any victim intertwined suffers -2 penalty attack rolls. Each frond has 4d4 strength points, and other fronds add their strength to the total. The victim compares force
to strangulation; Strengths from 18/51 to 18/00 are rounded to 19. If the victim is stronger, each point of difference in strength gives a 10% chance of escape, which can be taken each round. If the frond is stronger than the victim, the victim cannot run alone, and Crush the victim for 1 point damage, at the point of force If they are equal, the victim cannot
escape, but does not cause any damage. The giant Sundew Giant Solar Dew appears to be a 3 to 4 foot mound of gray-green, belated ropes or rags. The air around one fly infested and has a thick smell like sweet syrup. Preferring shaded places in which to grow, sundew has only hair-like roots that anchor it slightly in place. It can pull itself slowly along the
ground using sticky whiskers. Because of the sticky appearance of the plant, missiles and fire attacks cause only half of the damage. Solar dew detects moving creatures with vibrations. When something moves within 5 feet of it, it pounces on its whiskers. His body is covered with hundreds of whiskers, and a maximum of six can attack each creature in the
range, every round. The whiskers exude sticky balls of juice. For every three tendons that attach to the victim, the victim suffers a -1 fine for assault rolls. The juice contains a mild enzyme that inflicts 1 point of damage on the round for each tendon hitting the victim, regardless of whether the tendon is still attached. A successful open-door roll breaks the
tendon; Each whisker must be checked separately, up to once per whisker, per round. If the sundew attack roll is an unchanged 20, it hit the victim in the mouth and nose, clogging their juice; suffocation occurs in 1d3'1 rounds if the juice is removed. Juice can be dissolved with vinegar or alcohol. Torney Torney are dog-like plant creatures trained as men's
mold guards. They are covered with barbed bark. Thorny attacks first with its bite; If the bite hits, the creature tries to roll its body against its prey, causing 3d4 point damage with a successful blow. Torni breed by laying seeds similar to eggs in the ground. A small tree sprouts from the seeds, eventually producing buds that grow into small spikes. Torney can
be trained if lifted from the kidneys. Page 9 Poltergeist Climate / Terrain: Underground Frequency: Rare Organization: Cycle Group Activity: Night Diet: No Exploration: Low (5-7) Treasure: Neil Alignment: Legitimate Evil No. Appearance: 1-8 Class: 10 Movement: 6 Hit Bones: THAC0: 15 No Armor. Attacks: 1 Injury/Attack: Neil Special Attacks: Fear Special
Defense: Invisibility, Silver or Magical Weapon to Hit the Magic Resistance: Neil Size: M (6' High) Morale: Average (10) XP Value: 65 Poltergeists Spirits Of the Restless Dead. They look like haunts, but more malicious. They hate living things and torment them constantly, breaking furniture, throwing heavy objects and making intrusive sounds. They are often,
but not always, tied to a certain area. Poltergeists are always invisible. Those who see invisible objects describe them as people whose features have been twisted at the sight of horrors. They wear rags and are covered with chains and other objects that represent a multitude of evil acts of action these beings have committed against themselves as well as
others. Fight: Poltergeist attacks by throwing a heavy object - any nearby object that a strong person can throw will suffice. It has the same chance of getting into a 5-HD monster (hence its adjusted THAC0 in the stats given above). If the victim is struck he does not suffer any damage (treat the use of deadly weapons such as knives and swords as scary near
misses), but he must roll a successful save throw against the spell or run in horror in a random direction (choose the available exits from the poltergeist and identify randomly) for 2d12 rounds before recovery. There is a 50% chance that the victim falls all he kept (he throws it at the beginning of his flight). After the man rolls a successful throw save, he is
immune to further attempts of fear from the poltergeist in this area. Those who try to hit a poltergeist but cannot detect invisible objects suffer -4 penalty their attack roll. Poltergeist is harmed only by silver or magic weapons. Sprinkled with holy water or strongly represented holy symbol drives away poltergeist, but can not harm him. Poltergeists, which are
associated with the area of their death, are difficult to dispel; they are treated as if they were ghouls on the table turning Undead. Wandering poltergeists can be turned or destroyed by a priest as if they were skeletons. Habitat/ Society: Some say that poltergeists are the spirits of those who have committed heinous crimes that have gone unpunished in life.
Regardless of their origin, poltergeists are evil spirits whose activities can be anything from irritating to deadly. Their aim is to persecute and disrupt the lives of those who still live. Poltergeists often persecute families and partnerships. In the latter case, they pursue their place of business, striking almost as much terror in death as they have done in life.
Poltergeist is often strongly connected to a certain place, a place where its bodily existence ended. Glued poltergeists almost never wander more than 100 feet from this place. Some are wandering spirits, doomed to never find their way home. The kabed spirits are stronger than wandering spirits (the wanderers never have more than 3 points of hit). Places
where poltergeists are particularly strong are known to have phantom shifts. These extremely rare and terrifying illusions take the character of facing a poltergeist back in time, at a time when the poltergeist was still alive. They often show why the creature was transformed into a poltergeist. Characters in a phantom shift can freely interact with the illusion, but
any attempt to harm the illusion destroys it and returns the characters now; similarly, any attempt on the part of the illusion the characters also destroys the illusion without any harm. The illusion can continue at different times, or may happen again No one can predict exactly when the place will experience a phantom shift, but they seem to occur on the
anniversary of the death of a poltergeist. Ecology: These spirits, which are terrifying and pathetic at the same time, do not consume food or collect treasures. Poltergeists dissolve when killed or buried. Page 10 Pudding, Deadly Black White Dun Brown Climate/Terrain: Any Underground Arctic Plain Arid Any Marsh Frequency: Rare Rare Rare Organization:
Single Single Cycle Activity: Any Any Any Diet: None By Any Any Intelligence: Non-(0) Non-(0) Treasure: Neil Neil Neal Appearance: 1 (1-1-0) Treasure: Neil Neil Neal Appearance: 1 (1-1-0) Treasure: Neil Neil Neal Appearance: 1 (1-1-0) Treasure: Neil Neil Neal Appearance: 1 (1-1-0) Treasure: Neil Neil Neil Appearance: 1 (1-1-1-0) Treasure: Neil Neil Neil 4)
1 (1-4) 1 (1-4) 1 (1-4) Armor Class: 6 8 7 5 Movement: 6 9 12 6 Hit Bone: 10 9'1 11 THAC0: 11 11 13 9 No. Attack: 1 1 1 1 Injury/Attack: 3-24 7-28 4-24 5-20 Special Attacks: See Below See Below Special Defense: See Below See Below See Magic Resistance: Neil Neil Neil Neal Neil Size: S-L (3'-8') S-L (3'- 3' 8') S-L (3'-8') S-L (3'-8') Morale : Special Special
XP Value: 2000 1400 1400 2000 puddings insatiable, pudding-like monsters consisting of groups of colonies of cells that litter and hunt for food. They usually inhabit ruins and dungeons. They have the ability to feel the heat and analyze the structure of the material at a distance of up to 90 feet to determine if something is edible. Deadly puddings attack any
animal (including humans) or plant substances in plain sight. All deadly puddings are immune to acid, cold and poison. Lightning and gun strikes divide them into smaller puddings, each of which is capable of attacking just like the original pudding. Fire causes normal damage, as do magic rockets. Puddings can trickle through cracks that are at least 1 inch
wide and can travel through ceilings and walls (falling on victims like a nasty surprise) at the same rate as at the level surface. Puddings multiply in division. They are adapted for life in a variety of climatic conditions. Puddings ranging from 11-30% of the maximum possible hit points from 3 feet to 4 feet in diameter; With 31-50% of the total hit points, 5 feet
wide; With 51-70% of the full hit points, 6 feet wide; With 71-90% full hit points, 7 feet wide; and with 91-100% of the full hit points, 8 feet wide. If the pudding is divided so that it becomes less than 3 feet wide, it becomes thinner but retains its 3-foot diameter. Since the puddings do not use all their mouth holes (which cover their open surfaces), the smallest
pudding does the same damage as the largest. Black acid pudding Black pudding is highly corrosive, causing 3-24 points of damage on a round of organic matter and dissolving a 2-inch thickness of wood equal to its diameter in Round. Black puddings also dissolve the metal. Chain mail dissolves in one round, the mail plate in two; Every magical plus
increases increases The time it takes to dissolve the metal for one round (thus, the mail plate No. 3 takes two rounds to dissolve for having a mail plate, as well as three rounds for having a magic bonus of 3 pounds, a total of five rounds). White puddings These cold-loving creatures are 50% mistaken for ice and snow (guaranteeing surprise) even in the best
conditions. White puddings haunt polar regions or icy places to find prey, although they can live by devouring any animal or plant matter; even ice provides them with sufficient nutrition for existence. White puddings cannot affect metals, but dissolve animals and plant materials in one round, damaging the flesh at an amazing rate. Dun Puddings Adapted for
life in arid regions, these monsters trash barren and deserts and feed on silicates (sand) if the animal and vegetable substance are unavailable. They dissolve the skin in one round, regardless of the magic pros. Metals eat half as much as black puddings; The chain takes two rounds to dissolve, the plate four rounds, with an additional two rounds for the
magic plus. Brown puddings This type lives mainly in marsh areas. It has stiff skin, but its attack is less dangerous than other types of puddings. Brown puddings can not affect metals, but dissolve the skin and wood in one round, regardless of the magic pluses. Other types of pudding are possible, by choice DM. Page 11 Cuaglot Climate / Terrain:
Underground Caves Frequency: Rare Organization: Tribal Activity Cycle: Any Diet: Carnivorous Intelligence: Low (5-7) Treasure: Nile (O, R) Alignment: Neutral No. Appearance: 2-24 Armor Class: 6 Movement: 12 Hit Bones: 2'2 THAC0: 19 No. Attack: 2 or 1 Damage/ Attack: 1-4/1-4 or Weapon Special Attacks: Berserk Fury Special Defense: Immune to
Poison Magical Resistance: Nile Size: L (7'0 High) Morale: Elite (15-16) XP Value: Normal: 175 Jald: 270 Thonot: 1400 quaaggos are humanoids shaggy, white hair, covering all their bodies. They don't wear clothes. Militant and vicious, they wander around Hiddark in search of prey. Sleep sometimes enslaves them as guards and spider handlers. The
quaggots talk about ending the form of Undercommon, and can only understand simple concepts. Smarter quaggoths can also speak a few words duergar, drowsiness, or common. These aggressive beasts have infravision with a range of 120'. They are immune to all poisons. Fighting: The Kuaggot tribes claim a certain territory as their own and patrol it,
hunting for food. Any detected animals or creatures (such as a group of adventurers) are invited to a specific attack. Most tribes (70%) quaggoths don't carry guns, and attack with their claws for 1-4 hit for a hit. The rest of the kuaggot tribes carry stone batons or axes. Those quaggoths that are or have been dream slaves carry superb weapons such as steel
battle axes or two-handed swords. If the quaggot comes down to or less than his initial hit points, he enters the fury of the berserk and receives a bonus of 2 pounds for his attack and damage rolls. This rage lasts until the quaggot dies or all enemies die or are out of sight. For every 12 fights faced, there will be a leader, or jald. Hald has 3'3 hit bones and
wears skin or skins, making it an AC 5. In addition, he receives a bonus of 1 euro for damage to the rolls. Khalds of direct combat; If no jald is present, the quaggoths will fall on their prey, no matter what it is, in an unorganized way Any quaggoth tribe has a 20% chance of having one or two tonot. Tonot is the quaggot equivalent of a shaman. Instead of
magic, however, the Toonites use psionics. Tonot will use his abilities to help the tribe in battle, escape, or healing. If the quagghists win the battle, they take all the bodies, including the dead quags, into their lair and devour them. Psionics Summary (tone only): Level Dis/Sci/Dev Attacks/Defense Score PSPs 3 2/2/5 MT/MBl 15 50 Only there: Psychokinesis -
Science: Telekinesis. Dedications: flame control, molecular arousal. Psychometabolicism - Science: Shadow Form. Dedications: cell adjustment, expansion, contraction. Habitat/Society: The quagghgots are nomadic hunters. They periodically change territories. In each new territory they claim the central cave as a lair, leaving treasures with several guards.
The rest of the tribe hunts, periodically returning to rest and changing guards. Females are equal to males in numbers and abilities in the kuagpre tribe. For every adult quaggoth, there will be one young. Half of these young people are unable to attack or defend themselves; The other half has 1'1 HD and the same air conditioning and attacks as adults.
Tonots control what passes for religious life among the quaggoths. They observe what several rituals there are; those rituals that are known include daily preparation for hunting, adultity, and death (a brief whistling to send the spirit away before the rest of the quaggoths eat the body). The quagghs can mate at any time of the year. They are known to have no
courtship or mating rituals. Young people are born about 10 months after mating. Births are usually singular, but twins are not uncommon. The origin of the quag-com is unknown. Some sages claim that they were once a semi-civilized race that dominated much of the Pednark through conquests and ritual sacrifices, until drowsiness, Deuergar and other races
broke their power. Others suggest that they had some kind of civilization on the surface and were driven underground; this theory is reinforced by hatred of surface dwarves and elves. Ecology: The quaggh produce several artifacts, mostly crudely stone objects. Some of them seem to be talented at creating necklaces with wooden, bone, or stone beads of
quaggota not afraid of the creature. Although they are dangerous hunters, they also often prey on other Underdark predators. Kwaggots can be trained and guards if captured early. Previous Index Next Cover Up s uCoz Page 12 Rakshas Rakshas Rakshas, Great Climate / Terrain: Tropical or Subtropical Forest, Tropical or Subtropical Jungle, or Marsh
Forest, Jungle, or Swamp Frequency: Rare Very Rare Organization: Single Single Activity Cycle: Night Diet: Carnivorous Carnivorous Intelligence: Very (11-12) High (13-14) Treasure: F B, F Alignment: Legitimate Evil Legal Evil No. Appearance: 1-4 1 Class Armor: -4 -5 Movement: 15 18 Hit Bones: 7 8'16 THAC0: 13 11 No. Attacks: 3 3 Damage / Attack: 1-
3/1-3/2-5 1-6/1-6/2-10 Special Attacks: Illusion Special Defense: No. 1 or Better Magical Weapon No 2 or Better Magical Weapon, To hit the Magic Resistance: Special Special Size: M (6' High) M (6' High) 'High' Morale: Champion (15-16) Fanatic (17-18) XP Value: 3000 Ruhk 7000 Raja 7000 Maharaja 11000 Rakshas are races of evil spirits, prisoners in the
flesh that hunt and torment humanity. No one knows where these creatures come from; some say they are the epitome of nightmares. Rakshasa stands 6 to 7 feet tall and weighs between 250 and 300 pounds. They do not have a homogeneous appearance, but appear as humanoid beings with bodily features of various animals (most often tigers and
monkeys). Hands whose palms are curved backwards, away from the body, seem to be common. The highest position rakshasa sometimes has several heads. All rakshasa wear human clothing of the highest quality. Fight: Rakshas savor fresh human meat and use illusions to get it. They have a limited form of ESP that allows them to disguise themselves
as someone the victim trusts; Rakshasa uses this illusion as bait and strikes when the victim is most unprepared. Rakshasa must give up the illusion when she attacks. Usually rakshasa can have magical abilities, up to the following limits: four spells of the Master of the 1st level, three spells of the Master of the 2nd level, two spells of the Master of the 3rd
level and three spells of the priest of the 1st level. They are cast at the 7th level of ability. Rakshasa is immune to all spells below level 8. The attacker needs at least a magic weapon number one to harm the rakshasa; any weapon below No.3 does only half of the damage. However, the blow of any blessed crossbow bolt kills the rakshasa instantly.
Habitat/Society: The Rakshasa Society is bound by rigid castes. Each rakshasa is born in a certain role in life and cannot move forward. Females (known as rakshasi) are suitable for spouses revered only by their loyalty and the fighting abilities of their children. There are 1-3 women per man. The Rakshasa Society is headed by the Raja or Maharaja, whose
orders must be obeyed without question. Rakshasa are waging war humanity constantly, not only to feed themselves, but also because they believe that battle is the only way to win honor. If they encounter people who recognize their true looks, appearances, unbearably arrogant. In life, rakshasa changes cycles of wild self-indulgence in times of prosperity
and strict fasting and sacrifice during trouble or before a fight. They are noble creatures, but will twist the wording of the agreement in accordance with their goals. They prefer to deal with humanity, using their illusionary powers to deceive and manipulate them, but are brave and frank in battle. Ecology: Like spirits, rakshasa is almost immortal. They produce
a new generation every century to replace the rakshas who were killed in battle. No creature preys on rakshasa, except for those who avenge their victims. Rakshasa essence can be an ingredient in the potion of delusion. Rakshasa Ruhx About 15% of all rakshas are large rakashashes or grooves (knights). These warriors are the guardians of the Rakshasa
community. They are struck only by magic weapons number 2 or better; any weapon below No. 4 deals only half of the damage against them. Their spells are thrown at the 9th level of ability. Rakshasa Rajahs About 15% of all rakshas rucks are Rakshasa Raja, or Lords. Each Raja is the leader (patriarch) of his local clan. These rakshasadam rulers have the
same abilities as the ruck, but also have the ability to spell both the priest of the 6th level and the master of the 8th level, cast at the 11th level of ability. Rakshasa Maharaja About 5% of all Raja Rakshas are Rakshasa Maharaja, or Dukes. The Maharajas have the same abilities as the ruck, but have 13-39 hit-and-go, as well as the ability to spell the 13th-
level master and the 9th-level priest. Maharaja is the leader of either several small, connected clans or one powerful clan. The Maharajas live on external planes, where they rule the island communities of hundreds of rakshas, and serve as henchmen of even greater forces. Page 13 Rat Rat (Giant) Osquip Climate / Terrain: Any Subcutcate Frequency:
Common Unusual Organizations: Pack Pack Activity Cycle: Night Diet: Scavenger Carnivore Intelligence: Animals (1) Animals (1) Semi- (2-4) Treasure: Nile (C in Lair) D's Lair Alignment: Neutral (Evil) Neutral No. Appearance: 1-100 (5-50) 2-24 Armor Class: 7 7 Movement: 15 (12, Sw 6) 12, Br Hit Bone: ( ) 3'1 THAC0: 20 16 No. Attack: 1 1 Injury/Attack: 1 (1-
3) 2-12 Special Attacks: Neil's Disease Special Defense: Neil Neal Magic Resistance: Neil Neal Size: T (1' Long) S (2' on the shoulder) T (2' long) Morale: Unreliable (2-4) Unstable (7) Unstable (5-7) XP Value: 7 (15) 120 Rats long-tailed rodents 5-12 inches long. They are aggressive, omnivorous and adaptable, and they often carry disease. The stats in the
italics above refer to the giant rat. Statistics without multi-tape recording apply to both varieties. The black rat is about 8 inches long, with a tail at least that long, lean body, pointed nose, and long ears. Black Rat with brownish patches and a gray or white belly. Belly. good climber (climbing 3) and jumper, but can not swim. The brown rat, also known as a
sewer rat or rat wharf, is 5-10 inches long and its tail is shorter than that of a black rat. His eyes and ears are also smaller, but he has a larger, thicker body. Brown rats can be gray, white, black or piebald in color. They can't climb, but great swimmers (swim 3) and burrows. If rats infect the building, black rats live on the upper floors, and brown rats occupy
the lower floor and basements. Fight: Rats usually run nothing more than themselves, but a trapped rat will do anything to survive and a flock of starving rats will attack anything in order to feed. Rats attack with their sharp front teeth and often carry disease, so a rat bite has a 5% chance of infecting its prey with a serious disease if the victim makes a
successful life-saving throw against the poison. Normal rats are afraid of fire, but brave when very hungry. A swarm of rats can be seen as a single monster having a assigned amount of hit bones and automatically harms each round of small creatures in the swarm area. A typical package can cover a 10-x10-foot area, have 4 HD, and inflict 4 points of
damage per round. The weapon has little effect on the packaging, but spells effect the area and some other attacks (such as flaming oil) are effective. When the package has lost its hit points, it is considered to be scattered and unable to cause massive damage. Habitat/ Society: The main purpose of rats is to find food. Packages are often burrows and eat
food stores. Rats nest almost anywhere, chewing cloth, paper or wood to make a nest. Ecology: Rats are very prolific, breeding three to five times a year. Brown rats produce 2d4'6 young on litter, while black litter of rats contains only 5-6 young ones. Both types of rats are omnivores. Brown rats are considered more aggressive than black rats. Their teeth are
extremely powerful; They are known to nibble holes in lead pipes. The lifespan of rats is between two and four years. Brush Rat brush rats (also known as trade rats and pack rats) belong to a much less aggressive family of rats known as tree rats. They slate grey above and white on their underbellies. They are almost the size of brown rats. Brush rats build
nests or burrows in forest areas. They attract small, shiny objects and sometimes steal them and carry them into their hoard. Pak rats are herbivores and won't attack people. They don't carry disease. Brush rats can be trained. Giant Rats These vile beasts plague underground areas such as crypts and dungeons. Their burrows are hundreds of cemeteries
where they deceive the ghouls of their prizes, tunneling newly buried corpses. Giant rats are brown/black with white auxiliary, and are associated with rat, with thicker organs and short tails. Like rats, any creature bitten by a giant rat has 5% 5% to the wound from catching a debilitating disease; Successful saving throw against poison prevents catching
disease. Giant rats avoid attacking strengths if they are not driven by hunger or commanded by creatures such as vampires and amirates. Giant rats are afraid of fire and run away from it, except if driven by hunger or magic. They are excellent swimmers and can attack in the water as well as on land. Osquip Osquip is a multi-legged rodent the size of a small
dog. He's bald, with a huge head and big teeth. Most are six feet, but some (25%) there are eight, and several (5%) There are 10. The leather skins of the creatures are pale yellow. The oskips build small, carefully hidden tunnels, and their teeth are sharp enough to dig into the stone. If someone enters an area in which there are osquip tunnels, creatures can
emerge quickly, and opponents get -5 to surprise the rolls. Osquip are territorial and attack fearlessly and ferociously. The oskips are not afraid of fire, but poor swimmers (50% drown, 50% paddle with speed of 1). Osquips is hard to domesticate, but jermlaine and several masters have managed to give creatures gems because they collect shiny objects.
Osquip's skin is soft and waterproof, and their teeth can be used in digging magic. Page 14 Remorhaz Climate / Terrain: Arctic Plain Frequency: Very Rare Organization: Single Activity Cycle: Diet Day: Carnivorous Intelligence: Animal (1) Treasure: D Alignment: Neutral No. Appearance: 1 Armor Class: Total 0, Head 2, Underbelly 4 Movement: 12 Hit Bones:
7-14 THAC0: 13 (7-8 HD), 11 (9-10 HD), 9 (11-12 HD), 7 (13-14 HD) No. Attacks: 1 Damage/Attack: Bite: (7-8 HD) 4-24; (9-12 HD) 5-30; (13-14 HD) 6-36 Special Attacks: Swallow overall, Heat Eyelash Special Defense: Melt Metal Magic Resistance: 75% Size: G (21'-42' long) Morale: Elite (13-14) XP Value: 5000 (1000 pounds per hit Die over 9) Remorhaz,
sometimes known as polar worms, inhabit only Arctic waste. They are very aggressive predators that devour any animal matter, including humans, demimen and humanoids; they are even known to attack the frost giants. Remorhaz has a segmented body with a winged head and neck, standing on dozens of chitinous legs. Remorhaz have blue ice color
everywhere except on the back, where a strip of white sets off many of the ledges located there. The size of the remorhaz is determined by its Hit Bone: 7 Hit Bone remorhaz is 21 feet long, 8 Hit Dice creature 24 feet long, etc. Their tongue consists of roaring, roaring, and howler. Fight: In battle, the remorhaz beats its small wings, lifting the front quarter of his
body. He then snaps himself forward, striking at dazzling speed. They are able to swallow the prey whole on an unaltended attack roll 20; any victim swallowed die instantly from heat inside the creature. When called, remorhaz remorhaz The substance that causes his intestines to become very hot and its postericeions actually glow cherry red from excess
heat. Any non-magical weapon melts from contact with the back, and any creature touched by these surfaces suffers from 10-100 points of damage. To determine where the strike was struck, think about where the attacker is against remorhaz. While the remorhaise rises to attack, the front impact falls into a relatively soft underbelly. When the remorhaz
attacks the creature, any blow struck in the head if the bottom is not specifically indicated as the target of the attack. In all other cases, the body is the target of an attack, subject to a court order by the DM. Remorhaz is slower than most polar inhabitants, so they prefer burrows in the snow and surface when they hear prey nearby, hoping to make a surprise.
Remorhaz have infravision up to 60 feet. Habitat/Society: The remorhaise lair usually consists of a series of large, smoothly rounded tunnels in ice and snow or rock, gradually descending to a large central chamber. Tunnels in ice and snow will be very slippery, as the hot back of the remorhas repeatedly melts the snow, leaving it to re-freeze. The central
chamber is almost twice the size of the remorhaise, while the central chamber of nesting pairs is about four times their size and can contain icy stalactites. Remorhaz has a hunting range of 60 miles. Except when the game has been hunted to extinction, these creatures tolerate the presence of other remorhaz in their hunting grounds. Ecology: Remorhaz is a
carnivorous, supporting themselves with a diet of deer, elk and even polar bears. They mate at the end of the summer and stay together for two months before leaving to live a solitary existence. Remorhaz mate every year, but can produce offspring only three or four times in life; The female lays a clutch of one or two grey-blue eggs, staying with the eggs at
all times, twisting around them to keep them warm; if the eggs stay in the cold for only one minute, they will never hatch. Young remorhaz have 1 Hit Die at birth and grow to 7 Hit Bones after four months when they leave the nest. Immature remorhases have weaker armor (No.2 AC in all places); 1-3 Hit Dice remorhaz can only bite for 2-12 damage points,
while 4-6 Hit Dice Creatures inflict 3-18 damage points. From birth, young remorhaz have all the powers of an adult. Remorhaz has a lifespan of 30 years. Their eggs are valued at 500 gold pieces and are looking for because these creatures can be trained to be excellent guards. However, remorhaz can only be trained to obey one or two masters, and will
attack its master if hungry enough. Thermal secretion of remorase, trim, as a component for magical items associated with heat, and can be sold to alchemists 5-10 gold pieces per flask. Remorhaz will contain 10 flasks worth a cost three for Heath To Die. Page 15 Revenant Climate/Terrain: Any Frequency: A Very Rare Organization: Single Cycle Activity:
Night Diet: Not Applicable Exploration: See Below Treasure: Nile Alignment: Neutral No. Appearance: 1 Armor Class: 10 Movement: 9 Hit dice: 8 THAC0: 13 (base) No. Attack: 1 Injury/Attack: 2-16 Special Attacks: Paralysing Special Defense: See Below Magical Resistance: See Below Size: M (5'-6') Morale: See Below XP Value: 3000 Revenants Vengeful
Spirits Who Climbed From the Grave to Destroy Their Killers. Retribution looks like a spectral, decomposing version of his appearance at the time of his death. His pale skin is tightly drawn over his bones. The flesh is cold and sticky. The sunken eyes are blunt and heavy-cover, but when retribution collides with its alleged victim, his eyes blaze with unnatural
intensity. Retribution carries an aura of sadness, anger and determination. Struggle: The Retribution attacks, hooking his claw like his arms around his victim's throat. This suffocation causes 2d8 points of damage each lap. He will not let go of his grip until the retribution is destroyed or his victim dies. He never uses a gun. If the retribution looks into the eyes
of its victim, this person must roll a successful saving throw against the spell or be paralyzed with horror during 2d4 rounds. This force only affects the avenger's killer. If the retribution is dismembered, the cut-off parts act independently, as if guided by the mind of the avenger. The willpower of retribution leads to the reunification of the parts. It can also
regenerate 3 points of damage each round, except for fire damage. It is immune to acid and gas. Although the avenger's body can be cut by a conventional or magical weapon, the damage is temporary and does not destroy retribution. Only burning destroys retribution - the original body must be completely consumed and reduced to ash. Although it is
undead, retribution is motivated entirely by its own will. Therefore, since it is not inherently evil, it is not affected by holy water, holy/wicked symbols or other religious paraphernalia. It cannot be converted by priests and cannot be raised or resurrected. Habitat/Society: In exceptional circumstances, a character who has died a violent death can rise as
retribution from the grave to wreak revenge on his killer (s). In order to make this transition, two requirements must be met. The Constitution of a dead character must be 18 years old, and his Wisdom or Intellect should be more than 16. In addition, in total his six-point ability should be 90 or more. Even if these conditions are met, there is only a 5% chance
that a dead character becomes retribution. If both Intelligence and Wisdom are over 16, chance up to 10%. If Intelligence, Wisdom and the Constitution are all 18, the being can go by nature into any recently killed humanoid if the retribution rolls a successful salvation throw against death. Death. character died a particularly violent death, he may be unable to
reoccupy its original body. In this case, the spirit takes any available, fresh-haired corpse. However, the murderer and associates of the avenger always see in the retribution of the person they killed. Retribution retains all the abilities he possessed in his previous life and has at least a point of hitting and saving throws of the 8-hit Die creature. Its alignment is
neutral, regardless of its alignment in life. He is free to speak his original language, although the stiffness of his vocal cords keeps him from talking, except in extreme circumstances, such as when wedged on his killer. The only purpose of the vigilante's brief existence is to take revenge on his killer along with all who could help with the murder. He does not
stop at nothing to achieve his goal and can find his intended victim, wherever he may be. Accomplices are also tracked if they are in the killer's company, but if they are elsewhere they are ignored until the killer is examined. If the accomplices of the killer are with him in the party, they are dealt with after the killer is dead. The body of retribution disintegrates,
albeit at a slower pace than usual. Within three to six months, the corpse quickly decomposes, and the spirit of retribution returns to the plane from which it came. When retribution has completed its mission, the body immediately disintegrates, and its spirit finally rests in the world. Retribution does not attack innocents except in self-defence. If necessary,
retribution can use cunning to get to its prey. Ecology: Retribution gives murder victims a chance to avenge their own murders. They pursue their goals alone, not wanting and not needing allies. However, if retribution collides with a powerful enemy capable of destroying a new form of retribution, retribution may decide to use adventurers as pawns in their
quest. Previous Next Cover Up Index: uCoz Page 16 Roc Climate/Terrain: Subtropical/Mountains Frequency: Rare Organization: Single Activity Cycle: Daily Diet: Omnivorous Intelligence: Animal (1) Treasure: C Alignment: Neutral No. Appearance: 1-2 Armor Class: 4 Movement: 3, Fl 30 Hit Bones: 18 THAC0: 3 No. Attacks: 2 or 1 Damage/Attack: 3-18/3-18
or 4-24 Special Attacks: Surprise Special Defense: Neil Magic Resistance: Neil Size: G (60' Long WingsPan) Morale: Steady (11) XP Value: 10,000 Looking Almost Too Big, to be real, rocs are huge birds of prey that live in warm mountainous areas and are known for carrying large animals (cattle, horses, elephants) for food production. Rocs resemble large
eagles, either with dark brown plumage or all golden feathers from head to tail. In some cases, rocs of all red, black or white are seen, but such observations are often considered bad omens. These giant birds are 60 feet long from the beak to the tail tail with a wingspan of up to 120 feet wide. Struggle: Rock swoops on the prey, captures it in powerful claws
and carries away in the lair roc to absorb at leisure. As a result of the damage 3d6 on the claw. Most of the time (95%), the roc carries away its prey only if both claws hit. As the prey has been secured, the roc flies back into its nest. Roc can pick up two targets at once if they are within 10 feet of each other. Rock usually cruises at an altitude of about 300
feet, looking for probable prey with sharp eyes. When a good target is found, it swoops down in silence. The stealth of this first attack imposes a -5 penalty on the surprise rolls of his opponents. Habitat/ Society: Rock lairs are huge nests of trees, branches, and the like. They live in the highest mountains in warm areas. Rocs are not given nesting close to
each other, with the nest rarely located within 20 miles of another nest. There is a 15% chance of finding 1d4'1 eggs in a rock nest. These eggs are sold for 2d6 x 100 gp to traders specializing in exotic items. As you would expect, the rocs fight to the death to protect these nests and their contents by receiving a bonus of 1 euro for their attack roll. The
treasure of the roc is usually scattered and below the nest, for the creature does not appreciate such. These are the remnants of their victims. If the roc was grabbing a pack of horses and mules, some of these treasures could be trading things such as spices, carpets, tapestries, perfumes, rich clothing, or jewelry. Roc hesitates to eat three times a day; about
an hour after sunrise, at noon, and an hour before sunset. If the nest has a young, fourth feeding, about two hours after noon, is added to keep the young strong and full. Ecology: Rocs are sometimes tamed and used by cloud or storm giants. Well aligned giants do not allow their rock to attack civilized areas and animals in them. As mentioned earlier, the
Roco does not nest too close together, as such a high concentration of these hungry predators will deprive entire regions of the animal population. Rocs serve to keep down the number of large predators, as they love ankheg, purple worms and harpies. Thanks to the huge appetites of rocs, these creatures don't swarm about with impunity. It is said that roc
feathers can be used in the production of kuaala pen tokens, and wings and veniks Fly. One race that has little love for rocs is the dwarves. Dwarf mines located in remote mountains often face disobedient roco who seek to protect their territory. Attempts by dwarves to tame rocs have all met with failure, so the conventional wisdom of dealing with rocs is to
kill them and smash the eggs. Adventurers who occur in the mountain gnome community can find work as rock hunters. Such groups would not allow the Druid to find out. Previous Next Cover Up Index: uCoz Page 17 Roper Climate/Terrain: Subterranean Frequency: Rare Organization: Single Cycle of Activity: Diet of Darkness: Carnivorous Intelligence:
Exceptional (15-16) Treasure: See Below Alignment: Chaotic Evil No. Appearance: 1-3 Armor Class: 0 Movement: 3 Hit Bones: 10-12 THAC0: 10 HD: 11 11-12 HD: 9 No. Attack: 1 Injury/Attack: 5-20 Special Attacks: Strands, Runoff Power Special Protection: See below Magic Resistance: 80% Size: L (9' Long) Morale: Champion (15) XP Value: 10 HD:
10000 11 HD: 11000 12 HD: 12000 A Rope Resembles a Rocky Barthion. The skin of the creature is yellowish-gray and rough, and his body is very malleable. They are usually pillar-like in shape, 9 feet high, about 3 feet in diameter at the base, and about 1 foot in diameter at the top. The rope-walker has one yellow eye, and the mouth is shackled with sharp
teeth. Halfway up his body are small bumps that are the sources of strands he shoots at opponents (see below). The operas have the same body temperature as their surroundings. Struggle: The tightrope walker can stand upright to resemble a stalagmite, lie on the ground to mimic a boulder, or even smooth himself to look like a lump on the cave floor.
They can change color a bit, enough to blend in rocky backgrounds. Opponents suffer -2 penalty surprise rolls when faced with the rope. Ropers attack by shooting strong, sticky strands at opponents. They can shoot a total of six strands, one per round, up to 50 feet; Each strand can extend (1d4'1) x 10 feet and pull up to 750 pounds. Every time a strand hits
(requiring a normal throw attack), the victim must make a successful save throw against the poison or lose half of his strength (round the fraction down). Loss of strength occurs 1d3 round after hit, is cumulative for multiple hits, and lasts 2d4 turns. If the rope can't break free, it stretches 10 feet closer to the round; when it reaches the rope, the creature bites
the victim for 5d4 points of damage (automatic blow to the victim who has left behind the strand). The strand can be pulled or broken by a character who makes a successful open door roll. The strand can also be shortened; it's AC 0 and it should take at least 6 points damage from a single-hit edged weapon that will The ropers are not exposed to lightning
and cause only half of the damage from attacks on the cold base. They have a -4 fine fine throws against the fire. Habitat/Society: Ropers are not social and rarely cooperate with each other, although a group of them can be found in a good hunting ground. A group of tightrope walkers has been named a cluster of scientists with nothing better to do. The
operas breed asexually, shedding some of their material in the form of a seed. Drawing nutrients from the cave floor (and perhaps pumping magical energies out of the depths of the earth), the baby canuck grows to maturity after 2d4 weeks. Until that time has passed, the rope-walker is indistinguishable from the boulder. The ropers move using large, cilia-
like appendages on their underside that also allow them to cling to walls and ceilings. They rarely leave the caves, but can migrate to a new forage site when the mining population falls too low in their current home. Migration usually occurs through underground tunnels, but when this is not possible, tightrope walkers travel late at night, sometimes leading to
stories of walking stones. Ecology: Ropers eat any meat, but prefer demimen and people. Dwarves, dwarves and other mountain races often serve as prey for tightrope walkers. The rope has a gizzard-like organ that often holds an undigested treasure. Platinum and gemstones cannot be digested by a rope, so its gizzard contains 3d6 platinum pieces, and
has a 35% chance of holding 5d4 gems. The glue from the ropes is valued by alchemists, as well as its digestive acids, which should be stored in platinum vials. Storoper A stone-rope is a tightrope walker with a more stony, less flexible appearance; it resembles a statue of tightrope walkers. Its rocky tentacles are always extended at least 20 feet, and can
shoot up to 50 feet to attack prey. Storoper can attack with all its tentacles at the same time, preferring to attack two victims with three tentacles each. Twice a day, the storoper can inject poison through its tentacles. Victims must make a successful throw rescue against the poison or be paralyzed for one round and then fight to help the storoper; The vee
lasts 10 turns. The thin exteriors of the storopers provide them with complete protection from conventional missiles. Storopers have 6 HD but have all the other abilities and stats 10 HD rope. Page 18 Rust Monster Climate/Terrain: Subterranean Frequency: Uncommon Organization: Single Activity Cycle: Night Diet: Metalavore Intelligence: Animal (1)
Treasure: Alignment: Neutral No. Appearance: 1-2 Armor Class: 2 Movement: 18 Hit Bones: 5 THAC0: 15 No. Attack: 2 Damage/Attack: Nile Special Attacks: See Below Special Defense: Nile Magical Resistance: Nile Size: M (5' Long) Morale: Medium (9) XP Value: 270 Rust Monsters Underground Creatures with Appetite for All Kinds of Metals. These



unique creatures, though generally harmless, are the scourge of fighters all over the world. Medium rust monster 5 feet long and 3 feet tall on the shoulder. It has a strange tail that appears armor-coated and ends in a strange-looking look projection resembling a two-coo pile paddle. Two pre-installed antennas are located under two eyes. The rust monster
skin is rough, covered with lumpy projection. The coloration ranges from yellowish tan on the underside and legs, to rusting red upper back. Rusty monsters smell of wet, oxidized metal. Fighting: Rusty monsters are calm in nature, but when they get within range of the smell of metal, they become excited and immediately dash to the source. Rusty monsters
can smell metal at depths of up to 90 feet. If the monster rust antennas touch the metal (defined by a successful shock roll), the metal rusts. Magical items have a chance of being untouched equal to 10% for each plus (weapon or armor No. 2 has a 20% chance of not being touched). Any affected metal rusts or corrodes and immediately falls to pieces that
are easily eaten and digested by the creature. The metal weapon, striking the rust monster, affects just as if the creature's antennas have touched them. If a non-weapon metal magic element happens to make contact with the rust monster, treat it as a magical weapon No. 2 for the purpose of determining whether it disintegrates. Rusty monsters, being not
too bright, stop chasing the runaway participant for one round to absorb metal objects such as a handful of iron spikes, mace or hammer if the party throws them behind. Rusty monsters of the occipious go for colored metals such as iron, steel and magical steel alloys such as mitriles and adamantite. They choose metals rather than valuable metals such as
copper, gold, silver or platinum. In fact, they will continue to pursue a party that has just dropped a handful of copper coins, for example, in the hope of getting much-preferred colored metal armor and weapons. Sometimes (30% chance), a rust monster will even pause for one round during a fight to eat. Rusty monsters are not known as tactics, just predatory
hungry metal eaters. Feeding time always takes one round, regardless of the size of the metal flour. Habitat/Society: Rusty monsters live only in dark underground places such as caves and underground structures. They are not grouped; Often the lair consists of one or two rust monsters, with a 5% chance of encountering one offspring that acts as a semi-
feathered rust monster with a full appetite for strength. These creatures are known to vary in length and width of the underground complex, in search of metal supplies. Although it will eat raw ore, the rust monster always prefers refined, wrought-iron metal (just as a man would prefer fresh, filtered water over marsh water). The relatively innocuous nature of
the creature makes it an unlikely target. There have been many accounts of magicians approaching the rust of the monster and the only reaction the beast was a cursory sniff, then a leisurely departure. Dwarves and dwarves, known for metalworking and mining, have no For rust monsters, and will do anything to get rid of them. The only treasure to be found
in the monster's lair is rust gemstones, usually the kind used to decorate on armor or sword pommels. Rusty monsters do not have grandiose designs, only the desire to keep full. Ecology: Rusty monsters help in removing metal debris and clutter from underground posts. In fact, it is not uncommon to find a rust monster and carrion scanner working in a
symbiotic relationship, with the latter eating organic garbage and former consumption metal castoffs. Page 19 Sahuagin Climate / Terrain: Moderate / Salt Water Frequency: Unusual Organization: Tribal Cycle Activity: Night Diet: Carnivorous Intelligence: High (13-14) Treasure: N (I, O, P, No (x10), X, Y) Alignment: Legal Evil No. Appearance: 20-80 Armor
Class: 5 Movement: 12, Sw 24 Hit Bone: 2'2 THAC0: 19 No. Attacks: 1 or see below Damage/Attack: 1-2/1-2/1-4/1-4/1-4 or Type of Weapon Special Attacks: See Below Special Defense: See Below Magical Resistance: Nile Size: M (5) '6'), some L (9') Morale: Steady (12) XP Value: 175 Lieutenant: 270 Chief: 420 Priestess: 650 Baron: 975 Prince: 2000
Sahuagin are vicious, predatory races of male fish, who live in warm coastal waters. They are very organized and really like raiding coastal communities for food and sports. Typical sahuagins are blackish-green on the back, shading to green on the bellies, with black fins. Their great looking eyes are deep, shiny black. They have scaly skin, with webbed
fingers and toes, and their mouths are filled with sharp fangs. About 1 in 216 sahuagin is a mutation with four usable hands. These specimens are usually black shading to gray. Females are indistinguishable from males, except that they are a little smaller. Hatchlings are light green, but they darken and reach full growth about one to two months after
hatching. Sahuagin speaks his native language. Fight: Although they don't wear armor, their scales are tight and equal to AC 5. Sahuagin wear a harness to carry his personal gear and weapons. A group of these creatures are usually armed as follows: A heavy crossbow and dagger 20% Spear and a dagger 30% Trident, pure dagger 50% Spears used only
as a thrust weapon. Networks are installed with dozens of hooks that make escape virtually impossible for unarmed victims or creatures unable to grab and break with force of 16 or more. The nets are replaced by three spears when the strip goes to the ground. Crossbows fire a maximum of 30 feet underwater and normal ranges on the surface. Tridents
have three uses - spearing small prey to anchor prey trapped in nets, and keep menacing opponents at bay. Sahuagin is well equipped to attack even without weapons, their webbed hands each end in long, sharp claws that can inflict 1-2 points of damage per attack. Their powerful hind legs are also taloned, and if they kick the blow Enemy with them, they
inflict 1d4 points of damage with each blow with any foot. The sharp teeth of the sahuagin cause 1d4 points of damage if the bite is applied to the victim. Thus, an unarmed sahuagin can attack three or five times in close combat, causing 1-2/1/1-4 and an additional 1-4/1-4 if the legs can rake. The eyes and ears of these monsters are particularly sharp. They
can see 300 feet underwater at depths of up to 100 feet. For every 100 feet of greater depth, their vision is reduced by 10 feet (for example, when 500 feet deep they can see 260 feet; when 1,000 feet deep they can see 210 feet). Their ears are so sharp as to be able to detect the ringing of metal on one mile, or boat paddle spray at twice the distance. The
Sahuagin Group is always headed by the chief. He has one lieutenant for every ten members of the group. The chief has 4'4 Hit Bones, and his lieutenants have 3'3 Hit Bones. All of them in addition to the normal sahuagin in the group. When raiding villages, Sahuagin attacks en masse, with leaders in the second rank. As long as there is genuine resistance,
they will continue to loot and violence. Under water, in its natural element, sahuagin is much more confident. Using the three-dimensional aspect of underwater combat, they sometimes dive down at a group of underwater explorers, coming from behind, and swooping down and past them, dropping nets on their alleged victims. When Sahuagin attacks the
ships, they swarm from all sides and try to suppress the numbers. They often grab on to their opponents and throw them into the sea, where at least a quarter of the raider's capture is hidden, waiting for such action or reinforcements. Some leaders carry a shell shell shell, which at sound gives a signal to the group sahuagin in reserve to enter the fray.
Sahuagin have an almost paralyzing fear of spells. They direct their strongest attacks at those who use spells or spells as powers such as the functions of some magical items. Their saving throws against fiery spells suffer from a fine -2, and they receive an additional point of damage for death from the damage from such attacks. Habitat/Society: Sahuagina
is sometimes referred to as sea devils or devils of depth. They live in warm salty waters at a depth of 100 to 1,500 feet. Sahuagin are predatory in extremes and they pose a threat to all living things because they kill for sport and pleasure as well as for food. They hate fresh water. They don't like light, and bright light like that created by a constant light spell is
bad for their eyes. The social structure of the Sahuagin is based on the rule of the king, who holds the court in a huge city deep under the waves. This domain of the overlord is divided into nine provinces, each of which is under the authority of the prince. Every prince has 2d10'10 nobles under it. Each controls a small small of the sahuagin dwelling in his
feud. Sahuagin worships the great devil shark. Priests of Sahuagin above the 5th level are very rare. The king must live in a city somewhere at the greatest depth that sahuagin can exist. This place is supposedly built in an underwater canyon, with palaces and dwellings built along any person. There, fully 5000 of these monsters live, not counting the retinue
of the king of queens, concubines, nobles, guards, etc., said number 1000 or more. It is reported that the king of sahuagin has huge sizes (10 hit-cubes) and the greatest evil. The king is always accompanied by nine noble guardsmen (9'9 Hit Dice) and the evil high priest of all sahuagin (9'9 Hit Dice) with his retinue of nine dispossessed (7th level clergy). If
sahuagin are found in their lair, there are the following extra sahuagin: 1 Baron (6'6 Hit Bones) Nine Guards (3'3 Hit Bone) 3d4 x 10 Women (2 Hit Dice) 1d4 x 10 Cubs (1 Hit Die) 2d4 x 10 Eggs also, there is a 10% chance for 10 male sahuagin that there is an evil priestess and 1d4 assistant priestesses, for the religious life of these creatures dominated by
women. If the priestess is with the group in the lair, it has a level capacity of 1d4'1, and smaller clergy of the 3rd or 4th level. There are always 2d4 sharks in the Sahuagine lair. Sahuagin is able to make these monsters obey simple one- or two-word commands. Whenever the sahuagin's lair meets, there is a 5% chance that it is the prince's fortress. The
prince has 8'8 Hit Bones plus nine force chief guards. There is also one level 8 sahuagin evil high priest and four level 4 disadvantaged. The number of males, females, cubs and eggs in the prince's lair is twice the number given above. There are 4d6 sharks present at all times. Sahuagin lairs are real villages or cities built of stone. Buildings dome-shaped,
and algae and similar marine plants growing around and on these buildings, make them difficult to detect. Few people survived the capture of Sahuagin, because prisoners are usually quickly tortured and eaten. Any creatures taken alive from raids or interception of unwanted visitors are brought to the shuagin den and kept in cells. Although sahuagin can
stay out of the water for up to four hours, there is no air in the places of detention in a typical village, but there are special rooms in the towns of nobles to maintain the air-breathing creatures. Sahuagin has put aside several prisoners for torture and sports enforcement - usually fighting to the death between two different creatures in the arena. Most of the
prisoners are simply killed and eaten. It is rare that any inmate escapes, though sahuagin find the sport, allowing prisoners to think they have found freedom, only to be surrounded by sadistic guards while the school shark moves in Kill. Sahuagins are cruel and cruel, and the strongest always intimidate the weak. Any wounded, disabled or infirm specimen is
killed and eaten by these cannibalistic monsters. Even imperfect chicks are treated this way. This strict law has developed a strong race, however, and any leader is subject to challenge. Sahuagin never stop growing, although they grow very slowly, and death comes to most before years allow growth to larger sizes. Leaders are always the biggest and
strongest. It is reported that the nine Sahuagen princes are among the four armed, as is the king. In any case, the loser of the call is always killed, either during the battle or after it. Sometimes the loser ends up as the main course on the victory holiday. Duels are conducted without weapons, only fangs and claws are allowed. Sahuagin chronicles because of
their great evil, having again and again attacked the earth, desolate entire shores, and destroying passing ships constantly. The exact origin of the sahuagin is unknown. It is assumed that they were created from a nation of especially evil people by the most powerful legitimate evil gods to save them when the great deluge came to earth. Some sages claim
that they are degenerate people who used to live on the sea coasts, whose evil and debauchery were so great that they eventually moved into the folk fish and searched for the darkness of the ocean depths. The Tritons, however, allegedly believe that sahuagin have a distant relation to sea elves, claiming that drowsiness gave rise to sahuagin. Sahuagin
range up to 50 miles from their lairs. Most of their lairs are located 2d10-20 miles from the coastal shores. Some of these creatures love to collect pearls and coral formations, singing them into ornaments. This decoration is worn as a status symbol. They love the wealth they use as a measure of influence and for the sacrifice to the deities they worship in
exchange for the forces and other favors. Most of the treasures found in the Sahuagin lair belonged to the former victims. There is usually a high concentration of water-related items such as magic boats, tridents, steering wheels, potions, necklaces, etc. These creatures want as little as full control over the sea coasts, collecting as much wealth and power as
possible in the process, while keeping the mystery of the place of their lair. Those who try to escape are obsessively tracked down, fearing that former prisoners may reveal the location of the city of Sahuagin. Ecology: Sahuagin ventures ashore on dark, moonless nights to raid and loot human coastal towns. They even hate the evil ixitxachitl, and only the
sharks have become friends with them. The feud and direct war between sahuagin and ixitxachitl is contributed to the dominance of spells, manta rays as races. Sahuagin also likes to eat giant squid and krakens. Their hunt for these monsters from the depths has kept the squid and kraken rooms up to a safe level. Conversely, these beasts love to eat
sahuagin, which prevents sahuagin from capturing coastal areas. Of all the sea races, the most implacable enemies of sahuagin are newts, sea elves, dolphins and hippocampus. In fact, several air-bearded men who escaped from Sahuagin owe their freedom to such creatures who bravely helped the captives. Previous Next Cover Up uCoz Page 20 Satyr
Satyr Korred Climate/Terrain: Temperate sylvan Temperate forest and woodlands sylvan settings Frequency: Uncommon Very Rare Organization: Band Clan Activity Cycle: Any Diet: Omnivore Omnivore Intelligence: Very (11-12) Very (11-12) Treasure: I, S, X E. Appearance: 2-8 (2d4) 1-4 Armor Class: 5 5 Movement: 18 9 Hit Bones: 5 6'1 THAC0: 15 15
No. Attack: 1 1 Damage/ Attack: 2-8 or Weapons 3-6 (1d2'4) or Weapon No. 4 Special Attacks: See Below Special Defense: See Below The Magic Resistance: 50% 25% Size: M (5' high) S (3' high) Morale: Elite (13) Elite (13-14) XP Value: 975 1400 Also referred to as fauns, satire pleasure loving the race of semi-humans, half-cosel creatures. They
symbolize the carefree paths of nature. Satires have the torso, head and arms of a man, and the hind legs of a goat. The human head is topped with two sharp horns that pierce the rough, curly hair of satire. The skin of the upper body ranges from tan to light brown, with rare individuals (1%) with red skin. The hair is satire medium, reddish or dark brown.
The horns and hooves are black. Satires have their own language and can speak elven and general. Satires living near centaurs are 80% more likely to be friends with them and speak their language. Rarely (5%), satires are met with korred. Wrestling: Satires have sharp feelings, so they get a bonus of 2 pounds on surprise rolls. They can be almost silent,
and can be combined with foliage in order to be 90% undetected; it gives opponents -2 executions to surprise the rolls. Use magic weapon number one, especially long or short swords, daggers or short bows. Before resorting to combat, satire often plays a melody on its trumpets, an instrument only satire can use properly. Using these pipes, satire can throw
charm, sleep, or cause fear, affecting everyone within 60 feet if they make a successful throw of saving against the spell. Typically, only one satire per strip has pipes. If the squat females (Charisma 15) are in the group when they meet the sates, the pipelines will be If the attackers are relatively harmless, harmless, Throws sleep, and satire steal all the
victims' choice of food and drink, as well as weapons, valuables and magical items. If the attackers are hostile, the pipeline is used to cause fear. The effects of the pipeline last 1d6 hours or until dispelled. Any creature that saves against piping is not affected by the extra music from the same pipes in this encounter. Singing the Bard can negate the music
trumpet before it takes effect. Habitat/Society: Satires are only interested in sports: frolicking, piping, chasing wooden nymphs and other pleasures. They resent intrusions and ward off any creature that offends them. A happy wanderer can stumble upon a forest holiday that will contain an equal amount of driad and faun plus 3d8 other forest creatures and a
25% chance of 2d6 centaurs. Strangers are only welcome if they are making some good food and drink, especially higher (10 gp per bottle) of wine. Such wine can also be used for baiting or bribing satire. If the group includes elves, they are more likely to be welcome. These celebrations last all night in the warmer months, with newcomers waking up the
next morning with massive headaches, minus a few valuables, rather than a forest creature (nor their footprints) that can be found. By shirking the trappings of organized society, the colony of satire usually involves the young, sathering 50% of adults. Satires live in comfortable caves and hollow trees. No female satire and sages believe that the Driads are
the female analogues of satire, and that satire mates with the driads to produce more satire and driads. Satires share the driad's love of people of the opposite sex, but the female, fascinated by satire, can return in 1d4 weeks (10% chance). Satires are a harmless, fun race. They rarely venture more than 10 miles from their homes, most often doing so to
collect food. They love venison and small ison, but also eat plants and fruits. Ecology: satire in sylva forest keeps animal populations at a normal level; they never prey on excess or despoil plants. Corred This small, dance-loving relative of satire is very similar to his cousins, but he lacks horns, and he has wildly flowing beard and hair. Corred smells of pine
and fresh earth. They usually wear leather breeches, wear large leather bags and own oak batons. They have loud voices and speak their native language, as well as satirical, driads, centaurs and elves; some even speak Druid. Corred has an 18/76 Force. They throw boulders up to 100 feet (damage 2d8), or use batons (1d6 damage), scissors (1d4
damage), or fists (1d2 damage), get No. 4 to damage because of their strength. Korred can weave his hair into tangled ropes and traps in Rounds. These ropes have AN 1, 5 hp, and a speed of 3. Anyone attacked by ropes should make a saving throw against spells or get confused. Ropes sometimes Special areas. Corred can use his magic laughter three
times a day; If it is not negated by the singing of the bard, everyone within 60 feet should roll above their Charisma score or be stunned during the 1d4 rounds. Corred can also use the following abilities of his choice, one per round: stone shape, animated rock, stone door (teleport 30'), rock destruction, transmute stone in mud, and stone to say. Corred has no
structured communities; families in the common clan live within 5 miles of each other. Corred does not tolerate outsiders, except for rare rangers, druids and elves. Even they should not interrupt the weekly corred dance. Those who interrupt must make a saving throw against spells or dance themselves, losing 1d4 hp per round to dead or restrained, or until
korred stop playing and dancing. Corred bags contain hair, scissors and other items. These items turn into gold (5d4x10 gp) if sprinkled with holy water. Corred won't voluntarily hand over this bag. Page 21 Scorpio Large Huge Giant Climate / Terrain: Warm Desert Warm Desert Warm Desert and Underground and Underground and Underground Areas area
Frequency: Unusual Common Unusual Organization: Swarm Swarm Swarm Activities Cycle: Any Diet: Carnivorous Carnivorous Carnivorous Intelligence: Non- (0) Non- (0) Appearance: 1-6 1-4 1-4 Armor Class: 5 4 3 Movement: 9 12 15 Bone Hit: 2'2 4'4 5'5 THAC0: 19 15 15 No. Attacks: 3 3 3 Damage/Attack: 1-4/1-4/1 1-1-8/1-8/1-3 1- 10/1-1-1-4 Special
Attacks: Poison Sting Yad Greed Special Defense: Neil Neil Neal Magic Resistance: Neil Neil Neal Nil Size: S (2' long) M (4' long) M (5'-6' long) Morale: Medium (8) Medium (10) Steady (11) XP Value: 175,420,650 Giant Scorpions vicious predators that live almost anywhere, including relatively cold places, such as dungeons, although they prefer deserts
and warm lands. These creatures are giant versions of a normal 4-inch scorpion found in desert climatic conditions. The giant scorpion has green carapace and yellowish-green legs and ticks. Segmented tail black, with a vicious sting at the end. There is a bitter smell associated with a scorpion that probably comes from poison. They make an unnerving
scrabbling sound as they travel through the dungeon floors. Fight: A giant scorpion by 95% can attack any creature that approaches. The creature has a hard, cunning carapas that gives it Class 3 armor. This monster attacks by grabbing prey with two huge ticks, inflicting 1-10 points of damage each, while he strikes forward with his tail to sting. Thus, he can
fight three opponents at once. If a giant scorpion manages to grab the victim into the tick, it automatically applies damage points to each round until the victim is released. The victim has only one chance to escape. If it can make it bend the bars/lift lift roll, he would escape the claw. However, this may be the only action character that rounds, and he can only
be tried once for a fight. If the sting is used against an undissoluble victim, a successful attack requires a roll of attack, but the captured character automatically hits any attack directed at him without the need to roll the attack. The bite inflicts 1-4 points of damage, and the victim must be saved from the poison or die in the next round (type F). Note that
scorpions are not immune to their own venom. If the scorpion comes down to 1 or 2 hitting points, it will go into searing madness, searing everything in sight, getting two attempts to hit the round with just a tail. Killed creatures are pulled into the scorpion hole to eat. Habitat/Society: Giant scorpions live in underground burrows or dungeons. Each lair can (20%)
Have 5d4 scorpion eggs. These beasts eat any living creature, which is unfortunately enough to get lost too close to their lair. Any treasure found comes from the bodies of human or semi-human victims who have been dragged here to be consumed. Armor is rarely found untouched, as the scorpion has undoubtedly used its ticks to reduce its prey. Ecology:
These bizarre insects contribute to the ecosystem by feeding on other giant versions of insects such as spiders and ants. They themselves are prey to purple worms and other huge underground creatures. Alchemists and killers appreciate the scorpion's ve poison because of its potency. Large and huge Scorpions are often found in dungeons and deserts,
these creatures are only smaller versions of the giant scorpion. Colors range from tan to brown to black, and rumors persist rare white scorpions deep underground. All attacks with ticks and tail sting. If hit by a sting, the victim must be rescued against the poison or die in the next round. However, the ved of the large scorpion is weaker than usual (type A,
15/0 damage points), giving the victim No.2 on his saving throw. Huge scorpions have a deadly (type F) poison and can pin the prey in the same way as a giant scorpion, but with a huge scorpion, the victim can still fight back. It is not uncommon to see scorpions of different sizes fighting each other. Page 22 Sea Lion Climate / Terrain: Coastal Marine
Frequency: Unusual Organization: Activity Cycle Packages: Diet Day: Carnivorous Intelligence: Semi- (2-4) Treasure: B Alignment: Neutral No. Appearance: 3-12 Armor Class: 5/3 Movement: Sw 18 Hit Bone: 6 THAC0: 15 No. Attacks: 3 Damage/Attack: 1-6/1-6/2-12 Special Attacks: Mauling Special Defense: Neil Magical Resistance: Nile Size: L (15' Long
with Tail) Morale: Steady (12) XP Value: 420 Sea Lion Scary Creature with Head and Paws of Lion and Body and Tail Fish. Fighting: Sea lions are ferocious and difficult to deal with Case. They are very territorial and tend to attack everything that goes into their their Regardless of size. Their vicious teeth and huge paws match even for most sharks, whom
they hate above all other creatures. Sea lions must attack the same enemy with their paws and teeth and cannot share attacks. Any creature struck by both paw attacks in one round is dented. The mauve creatures cannot attack if they have not done so round and must roll a successful open door roll to free themselves. When dented by the creature, the lion
follows with a bite attack with a bonus of 4 pounds in attack roll, causing double damage in case of success. The head of a sea lion, with its thick mana, is regarded as AC 5, while the rest of its scaly body is AC 3. Sea lions are very difficult to raise in captivity, but they can become the best and most devoted horses. In fact, they are arguably the most
powerful mounted creature under the waves. They are very useful as a guard and hunt for animals, as their huge roar can be heard for up to 10 miles underwater, providing enough time to prepare for an attack or send aid. They are not as skilful swimmers as seahorses - they are the underwater equivalents of the maneuverability of Class B creatures.
Habitat/Society: Sea horses and sea lions almost never collide with each other as sea lions prefer to live in shallow coastal areas, while sea horses delve deeper into the depths. This is primarily due to their respective dietary differences. Sea horses eat plankton, while sea lions eat any kind of meat, whether it's fish, dinosaur or stray gregarious animals
caught by drinkers on the water's edge. Sea lions are not afraid of sushi and not unheard of, that sea lions dragged themselves a few dozen meters up the beach in search of food. While these attacks are indeed rare, reports of sea lions in the vicinity tend to contribute to more fear among the general population than a mere shark attack does. But in the world
of krakens, dinosaurs and vampires, sea lions pose a relatively minor threat. Sea lions roam the seas in flocks, which can be called the pride of lions on land. The leader is the strongest (usually with maximum points of hit). In a flock of sea lions both sexes hunt and care for the young, but males outnumber hunters, which distinguishes them from their
terrestrial relatives. While sea lions rarely travel anywhere with specific goals in mind, they are sometimes on the team to help other packs of lions, usually when they roam close enough to hear the collective roar of their mates. But territoriality comes into play immediately after the murder, and a rare leader allows useful newcomers to share the trophies of
victory. Often there is a new battle for power between the two leaders. If the resident leader wins, newcomers without the taste of meat. If a rookie wins, he and his flock stay long enough to take the first choice of flesh, and then For the house. The remaining leader, defeated and weakened in front of his peers, rarely lives long enough to enjoy trophies.
Ecology: Sea lions hate sharks, often going to great lengths to hunt them down. The taste of sharks seems to be disgusting to sea lions, and they always leave the carcass unsung, so it's something of a mystery as to why this rivalry exists. Some sages claim that this is the result of conflicts between the smaller deities of nature, but most likely, two strong
predators are fighting for the supremacy of the seas. Because of the waterproofing qualities of their thick scales, sea lions can stay out of the water for up to 24 hours before their gills dry up and become unable to remove oxygen from the water. If a sea lion is fed a constant source of water in its mouth, it can survive for a whole week before the disease
enters into a cracking scale and hunger takes its toll. Theoretically it is possible to keep a sea lion in captivity, but like most aquatic predators, space restriction is often psychologically too much for a creature and death slowly takes the once proud beast. Page 23 Selkie Climate / Terrain: Cold Subarctic Waters Frequency: Very Rare Organization: Single or
Tribal Activity Cycle: Any Diet: Omnivorous Intelligence: Average to Exceptional (8-16) Treasure: A (Magic Only), R Alignment: Neutral (Good) No. Appearance: 1 or 12-30 Armor Class: 5 (10 bases in human form) Movement: 12, Sw 36 Hit Bones: 3'3 THAC0: 17 No. Attack: 1 Injury/Attack: 1-6 or Type of Weapon Special Attack: Neil Special Defense: Can
Change in Human Form Magical Resistance: Neil Size: M (5'-6' in Any Form) Morale: Sustainable (11-12) XP Value: 175 Leader 420 Selkies are sealed as creatures that have the ability to change in human form in a few days at a time. When in their true, seal forms they are almost indistinguishable from ordinary seals. A thorough examination of their hands,
however, will show the presence of slightly webbed arms instead of paws and legs, rather than tapering bodies and posteritor flippers. Once a month, each village can take human form for about a week. Usually selkies prefer to briefly visit the realm of people (which they call the above-ground world) out of curiosity, but sometimes they are ordered to go
ahead and buy much-needed materials or information. When in human form, selkies are very attractive indeed and their wonderful appearance has broken more hearts than several overworlders. Their eyes are particularly noticeable as they are always either bright emerald green or striking light blue. Since the conversion of selkie is not a spell or a magical
effect, only spells as true seeing will show the true nature of the selkie, although their idiosyncratic mannerisms and addiction to seafood can also. Struggle: Since the selkies are unable to Fast when carrying weapons, 90% of selkies encountered underwater will be They use their sharp teeth when they are cornered, but prefer to use their impressive speed
underwater to avoid superior odds. When faced with a land collision, selkies are wise enough to carry human weapons, most likely swords cleared of shipwrecks (see below). Habitat/Society: Village communities are divided between males and females, with females usually outnumbering males, as male selka are hunters/gatherers throughout the often
dangerous waters nearby. However, both aspects of the village community (domestic and supplier) are equally respected in the lair, and neither gender is granted undue privilege. Selki live only in colder waters, and there are both salty and freshwater varieties. Selkies almost always build their lairs in huge, underwater caves and grottoes containing both air
and water-filled regions - the selkie young must be raised in the air environment for about their first year. As mentioned earlier, villagers often find and explore sunken treasures. Most selkie communities have hoarded at least some prey (especially pearls), keeping those otherwise useless trinkets only for trade purposes with overworld. Only selkies who have
visited overworld many times have ever gained a taste for decorating as overworlders, and can be distinguished from more traditional selkies immediately. For obvious reasons, these more experienced selkies are often the best representatives to deal with if one is an overworlder. Selkies can be hired and have limited knowledge of above-ground customs.
All magical treasures restored by selkies are immediately commandeered for the benefit of the community and the defense of the lair. Ecology: Selkies are omnivores, preferring to eat fish, shellfish, crustaceans, and various forms of seaweed. Those that have visited the surface are often partial to human fare as well. Selkies are particularly susceptible to fine
wine, which is to be expected, since these intoxicating are unknown under the seas. Selkies are sensitive to the environment and harvest just what they need to survive. It is worth noting that representatives of selkie actively lobby whenever local above-ground environmental problems threaten the existence of the village. Most selkie communities learned the
value of dropping a few pearls here and there to get what they want from people. Although the selkies in human form are quite beautiful, they are lucky indeed that their skins have little value in overworlder markets. Therefore, they have no special enemies, except those that are common to seals and all ocean dwellings. Selkie, leader of every venerable
community leader selkie can throw the following spells once a day, one spell per round: foreshadowing, cure the lungs, and cure the disease. Managers can also throw a weather call and weather control once a week. Selkies fear the wrath of the sea if they ever ever their powers for the sick. Page 24 Shadow Climate / Terrain: Any Ruins or Underground
Chambers Frequency: Rare Organization: Stray Bands Activity Cycle: Night or Darkness Diet: Intelligence of Living Creatures: Low (5-7) Treasure: F Alignment: Chaotic Evil No. Appearance: 2-20 (2d10) Armor Class: 7 Movement: 12 Hit Bones: 3'3 THAC0: 17 No. Attack: 1 Injury/Attack: 2-5 Special Attacks: Power Runoff Special Defense: No. 1 or Best
Weapon to Hit the Magic Resistance: See Below Size: M (6' High) Morale: Special XP Value: 420 Shadows of Dark, Undead Creatures That Deplete Strength from Their Victims with Their Cooling Touch. 90% of shadows are not found in all but the brightest surroundings (continuous light or equivalent), as they usually seem nothing more than their name. In
bright light they are clearly visible. Struggle: Because shadows exist mainly on a negative material plane, they have the ability to deplete the vitality of their victims. The cooling touch of the shadow inflicts 2-5 points of damage to his victim, as well as drains one point of the Force. Lost power points return 2-8 turns after being touched. If a person or semi-
human enemy is reduced to zero Force or zero points of shadow, the shadow depletes the vital force and the enemy becomes a shadow as well. The newly formed shadow is forced to join the stray gangs and lead the life of evil. Other living creatures simply break down from fatigue (if you take to zero force) or fall unconscious (if you take zero point of
impact) where they are left to die or chased again after waking up. Shadows are immune to sleep, charm and spells and are not subject to cold attacks. They can be drawn by clergymen. Habitat/Society: Shadows travel in freely organized packages that roam freely ancient ruins, cemeteries and dungeons. They specialize in terrifying their victims. The
Shadows have no leaders and thus spend most of their time roaming aimlessly about their chosen surroundings. Contrary to popular belief, shadows do not hoard treasures. In fact, such earthly trinkets only help to remind beings of their former lives. Instead, the enraged undead throw all the treasures they find in the same place (often at the bottom of a nice
or deep pit) where he is out of sight of the group. It is therefore assumed that the removal of the shadow treasure would have been fairly easy (even welcomed) were it not for the fact that the shadows of the attack of living beings without hesitation, regardless of their intention or threat. Ecology: According to most knowledgeable sages, shadows seem to
have been magically created, perhaps as part of some ancient curse imposed on some long-dead enemy. The curse only affects people and demimen, so it would seem that it affects Or the spirit. When victims can no longer resist, either because of loss of consciousness (point of impact) or because of (Point of Power), the curse is activated, and much of the
character's essence shifts to negative Material Plane. Only the shadow of their former me remains on Premier Material Plane, and transformation always makes the victim both horribly insane and undeniably evil. Attempts to remove the curse from the captured shadows have failed, thus providing more clues in the nature of the disorder. The limited desire
spell is only partially successful as the victim returns within an hour, but remains insane for the duration. Recently, there have been suggestions that a full desire, followed by a spell of healing, may be able to restore the shadow to its former state, but again it should be emphasized that this is just a theory. Fortunately, shadows rarely leave their lairs, and a
brave party wishing to save a lost fighter or wizard should have plenty of time to venture and recover their friend, provided that no one else explores the lair and kills the unfortunate character while the shadows are missing. The original body of the victim is destroyed by the re-changed into shadow, whether it is the curse itself or the unprotected impact of the
negative material plane. In any case, the killing of the shadow is only a case of disconnection between prime material and negative material forms. Page 25 Shedu Small Big Climate / Terrain: Any (prefer hot) Any open region Frequency: Rare Very Rare Organization: Herd Leader Activity Cycle: The Hottest Part of the Day Diet: Herbivorous Herbivorous
Intelligence: Exceptional (15-16) Genius (17-18) Treasure: G Nile Alignment: Legal Good Good No. Appearance: 2d4 1-2 Armor Class: 4 2 Movement: 12, Fl 24 (C) 15, Fl 30 (B) Bone Hit: 9'9 14'14 THAC0: 11 5 No. Attack: 2 2 Damage/Attack: 1d6/1d6 3d6/3d6 Special Attacks: Psionics Psionics Special Defenses: Psionics Psionics, Invisibility Magical
Resistance: 25% 50% Size: L (like a mule) L (as a draft horse, Moral: Champion (15-16) Fearless (19-20) XP Value: 8000 15000 Sheidu are native to a hot, arid climate. They always have a beard of sand mustache.s Shedu hair is very bristly, and curls in tight waves or stripes. All shedu wear a simple bandage made of wicker fabric or rope, with one button
for decoration. gold, platinum, sapphire, ruby or diamond. Smaller shedu almost never have a button above the platinum level, the larger Shedu almost never wear one below sapphire status. Headu wanders through prime materials, astral and ethereal They further deal with law and good, help allied beings in need, and fight evil. Large shedu usually lead
herd herds or less shedu. Fight: All shedu attacks with powerful front hooves. However, both forms of shedu prefer to use their psionic powers whenever possible. Small headu tongues: Small shedu speak shedu, lamium, lammazu, and most human languages (though not common). Of course, they can always use empathy (limited form of telepathy, see
below). Psionics Summary: Level Dis/Sci/Dev Attack/Defense Score PSPs 9 4/4/13 All/All and Int 100 Small Shedu always have five powers listed below (in three disciplines) and they can use them without spending PSPs. Each creature usually specializes in a particular discipline in addition to the herd (each takes a different discipline). Psychometabolism -
Dedication: Ectoplasmic Form. Telepathy - Dedications: Contact, Empathy, Mindlink. Psychoportation - Dedication: astral projection. Big Head Big Shedu radiate protection from evil, 10' radius. Languages: Big Shedu speaks sedum, lammia, lammaza, common and root languages (i.e. most human languages). However, they can always rely on telepathy,
which they have mastered so well that they can even make rudimentary contact can be made even with plants. Psionics Summary Level Dis/Sci/Dev Attack/Defense Score PSPs 14 5/12/15 All/All - Int 200 General Powers (is the powers they always have, denotes innate abilities that are like a psionic force but do not require any spending point): Defense -
mind bar Clairvoyance - Science: aura of view, claudiudience, clairvoyance, reading object, Foresight Dedication: Sense of Danger, Sensitivity to Mental Impressions Psychometabolism - Sciences: Energy Deterrence, Metamorphosis Dedication: Body Control, Ectoplasmic Form Psychokinesis - Sciences: Telekinesis Initiation: Molecular Arousal, Molecular
Manipulation of Telepathy - Sciences: Domination, Mass Domination, Mindlink Initiations: measuring door, walking measurement Previous index Next Cover Up, in desert areas Frequency: Rare (salt water) or very rare (fresh water) Organization: Single or family cycle activities: Any diet : Omnivorous Intelligence: High Genius (13-18) Treasure: L, M, N, q; X
Alignment: Any number Appears: 1 (2d4) Armor Class: 3 Movement: 12, Sw 24 Hit Bones: 4-7 THAC0: 4 HD: 17 5-6 HD: 15 7 HD: 13 No. Attack: 1 Injury/Attack: Weapon Type Special Attacks: Song, Spell Powers Special Defense: Spell Powers, Water-breathing Magic Resistance: 20% Size: M (5'-6' Moral: Sustainable (11-12) XP Value: 4 HD: 2000 (1000
POUNDS for each additional extra Die) Syrin beautiful, human-like females, at home in any aquatic environment. They have human skin tones ranging from light yellow to green, and their hair can be of almost any color, although silver and dark green are the most common. Sirines have beautiful shapes and wear skimpy clothes at best. Most Syrians are
anti-social, so they try to drive away intruders, with evil Siams taking more drastic measures. Other sylines crave social interaction, and try to lure men or demimen to join them for a while. The Sinas speak their native language and the language of the nearest reasonable races. They can breathe water and air and they have infravision in the 120-foot range.
Struggle: A lone sirine will always have 6 or 7 HD; Each member of the group has an equal chance of 4, 5 or 6 HD. All members of the group have the same basic alignment (all evil, all good, or all neutral in regards to good and evil). All sirines can protect their loneliness with some skill. Sirines have agility 18; Combined with their innate magic, it gives them
an exceptional class of armor. Most (90%) The sirens carry a short sword or dagger, and 30% carry missile weapons, spears or slings as well. Each weapon has a 10% chance of being magical, and lightning spears are common. Sirines also have multiple spells-like abilities, each of which can be used once a day as a level 11 master: human charm, fog
cloud, polymorph self, and improved invisibility. The ability of charm is used through Sirin's song, and all people within 30 feet are susceptible to it, even if they are hostile or attacking. If the syrian touches the enemy, the victim must make a saving throw against the poison; those who are unable to keep reduced to Intelligence 2. Touch is automatic for
enchanted people, but requires a normal roll of attack for others. A successful scattering of magic (against the 11th-level cast) will restore the victim's intelligence, as will Sirin's touch if she does. Any Syrian can regain the intelligence taken by another Syrian. Syrin makes saving throws as the masters of the 11th level, with a bonus of 2 euros against poison.
They are immune to all gas attacks. Habitat/Society: Syrins are found only in lonely places that are otherwise uninhabited. Most of them live near rocky outcrops or small islands in the sea. Some prefer to live in fresh water, but tend to avoid these areas because they are usually inhabited and sometimes difficult to reach. Young Syrins often live with their
sisters; These sirines are more of a social type. However, as Sirin gets older, she becomes more reclusive and contemplative and eventually looks for her own home where she can think and Alone. Even so, they have a rare desire to communicate. Syrin usually mates with males. Some Syriza choose elves, newts or merfolks as companions, producing
children with some of their parents' traits (pointed out from elves, green skin from water elves, scales and webbed fingers and toes from merfolks and newts). Syrins never form a lasting relationship because the appeal of the sea is too great to bind them. After a nine-month gestation period, they give birth to 1d4 baby Siina, which is cared for by their mother
up to five years. After that they stand up for themselves, living on the generosity of the sea. Having reached adulthood at the age of 10, they live about 50 years, and yet their beauty never leaves them. The Syrins live to sing, and think of the sea. If they are deprived of their votes or limited in water, they will slowly withes as long as they die. Sirines often
have great knowledge of the history of their area and any current events. Sometimes they trade this knowledge to communicate. Ecology: Syrin is not harmful to the environment in any way. They kill just enough to eat, and never take too much from the sea. They have few natural enemies, and they are more than able to take care of themselves. Although
they make beautiful garments from sea shells, fish skin and algae, they get other things and treasures by cleaning shipwrecks. Previous Next Cover Up Index
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