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A c:DmPenclium of creatures evil, chaotic, and collectible. as

discovered and catalc:)guecl bﬁ the Lord of Undermountain!

Cc::umpatib!a with AD&D Ist and 2nd Edition Rules



Ha]aster blackc]oak’s
Tomc of Monstcrs

This tome is a record of my travels to other worlds and other

Planes) and an accounting of the variousand interesting monsters
] have encountered IancJ brought back with me to Populatc my
cjungeon on Tori]) known as the Ruir"ss of (_/lnclermountain. In the
pages to Fo”ow, the reader will find useful information concerning
the origins, habitats, and abilities of these creatures.

(sreat care has been taken to suPP19 an accurate clescription of
these rare and wondrous beasts. However) not evergthing ] know
of them has been revealed. Reference this work at your own risk!

Halaster Blackcloak



_Boclg Snatchcrs

(limate/ | errain: An9
Frequencg: Rare

Organization: So]itarg

Activity Cgcle: Ang (usua”g night)
Diet: Animals, P]ants

]nte”igénce: (Genius (17-18)

T reasure: Nil

A]ignmcnt: (Chaotic [ vil

No. Appearing: 1-6
Armorpglass: ‘%

Movement: 10

Hit Dice: 10

Thaco: 11 :

# of Attacks: 3

Damage/At’cack: 1dé+3

A, ecial Attacks: Foison, Body Fossession,
o

Special Defenses: |mmunities, +2 weapon to hit
Magic Resistance: 30%

Size: L (8')

Morale: ["anatic (1 7~1 8)

XF Value: 16,000 :

APPcarancc: Body Snatchers appear as largc, rubberg~sl<inncd columns with mu]tiple, small-clawed
hands (2) on each side as well as two tentacles (iIZ’ leng‘ch) that end in barbed claws. Theg slither
along the grounc{ almost like snails. T he head appears as a grotesque brain-like bulb with two

antennae.on top, 3 catike eyes arranged across the front, and tentacles hiding its mouth (similar to
mind Elagers).

Comb'at: [ Possible, a bodg snatcherwill cast a s/owspc” on its opponents before engaging in
combat. Tl‘nis is cast at 10th level. A]thr 5/ow/n‘gthe oPPosit.ion, bodg snatchers usua”g bcgin combat
}33 striking with their tentacles. [f these hit, there are two modes of attack it may use. [f theirgoal is
simply to kill the opponent, theg do 1dé+3 clamage <5TR i 8/75) for each tentacle that hits, Plus
theg may elect to inject a Poison into the victim through the barbed end of the tentacle. The Poison is
a PowerFul neurotoxin and affects the nervous system, causin,g Paralgsis and death. ]F onlg one
tentacle irjects venom, the victim must save vs. Paralgzation with a -2 Pena]tg or become ﬂaccic”g
Paralgzed (limp, unable to move) for 2dé hours. [f both tentacles hit and irject venom, the victim must
also save vs death magjc -2 or die from resPiratorg Para]gsis within 1d4 minutes. A\ slow poison sPe”
will of course Prever\t death for the duration of the sPe”, if cast beFore death occurs. T e sPe” has no
effect on the Paralgsis. Ay ncutra/lﬁchofson sPe” negates all effects of the venom.



[However, bodg snatchers Pre1cer to use their Primar9 power, which is Possession. T o do this, a boclg
snatcher must hit a victim with at least 1 tentacle. The bodg snatcher then draws close to the victim's
boc!g, in an effort to merge with him. ] he victim must make a sPeCia] saving throw to avoid this. | hisis
determined }33 Combining the victim's (CON and WIS scores and c!ivicling }39 two
((CON+W]5)/Z) For calcu]ation, round down the result. The victim must roll this score or lower on
d20 to avoid Possession. Failure allows the Bodg snatcher to morPh itself into the victim's boclg. No
one knows the mechanism behind this. The bodg snatcher simP|9 melds into the victim's bodg, and it
becomes imPossiHe to tell, except for a small telltale sign of avacant stare, which the victim tends to
drift in and out of (a result of the strugg]elbetween the two minds and bodies), that the victim is
Possessed. |

While Possessed, the victim is tota”g under control of the bod9 snatcher, who will use the victim to
achieve its goals, which often involve setting up allies of the victim and leading them into ambushes
designed to allow other boclg snatchers to possess the original victim's teammates. ] he boclg
snatcher knows anyt}wing the victim 1<'new, including commathd words, secrets, etc. \ictims with both
W]S and (CON scores above 12 are allowed a saving throw vs Para!gzation each dag, starting 24
hours after the Possession takes Place. [f successful, the victim is able to exPel the bodﬂ snatcher.
The boclg snatcher is unable to attemPt another Possession of that character for at least 24 hours.
However, it can engage in combat with the now free character if it so desires. T he bodﬂ snatcher to
avoid discover9 often kills victims in this Position.

During the Periocl of Possession, casting a c//s/oe/evf/sPe” against the victim will allow another saving
throw to escape the Possession. T he creature will be unable to possess that character again for 24
hours, but it may engage in combat or try Possessing another character. A holy word sPe” drives the
creature out with no saving throw whatsoevef- The creature will also be forced to 1qee, unable to
possess or engage in combat unless Pursued. An abjure sPe” will send the creature back to the foul
P]ane from which it originates (i successful), ending the Possession.

After exPe”ing the creature (regard]ess of method ~ sPeH or saving throw), the victim remains in a
feeble minded state until healed (via /7ea/, restoration or any other means of healing feeble-
mindedness).

Note that in all cases, the creature's 0% magic resistance may negate any sPe” cast at it. While
Possessed, the character also enjoys a 0% magjc resistanceg, though this may work against him, as in
the case of hea]ing sPe”s or sPean cast to drive the Possessing creature out. The victim is also immune
to mind altering sPe”s or te]ePathg while Possessed.

Bodg Snatchers are immune to PolymorP]ﬂ, Poison, Colcl, anq’ mental attacks/’celePathg, T!":eg take
no damage from blunt weapons, but full damage from s]ashing or Piercing weapons. [f the victim is killed
while Possessed, the bodg snatcher also dies and is exPeHecl from the victim’s body.



Habitat/Socictq: Sagcs spcculatc that boc@ snatchers are demonic creatures, originating in the
Abgss. They seem to appear in small grouis of 6 orless. ]t‘s rare to encounter a solitarg bodg
humans or humanoids whenever Possib]e, irnci]trating

snatcher. These creatures trg to merge wit
societg in order to further their own evil agcnc]as, What these agen&as may beis anyone's guess.
[However, t!"sey do exhibit a tendcncg towards dominating Pockets of elite amongst any Particular
society, for example the king and his court and advisors or a Powchul adventuring group. Rumors have

bééﬂ heard O{: entire towns POSSCSSCC[ bg thCSC C\/il creatures.

Ecologgz thn not Possessing lwumanoic]s, }jodﬂ snatchers may be found in any environment, tlﬁouglﬁ
thcg tend to favor hot, humid climates. Theregorcj thcg are more Iikclg to be found injungles and
swamps than other areas. According to some sages, these creatures serve the demon Prince
Demogorgon. Because t}wey appear in such small numbers on the Frime Materia] Flane) theg have
little impact on the ecologg until theg Begin Possessing humanoids. Theg are able to live on any sort
of organic diet, eating Plants, animals, or even rotted organic matter.

Variants: None known. : i



Bk @ibe

(limate/ | errain: An9

Frequencg: ( Incommon

Organization: None

Activitg Cgcle: An3

Diet: Magic

]nte”igence: Non- (0)

T reasure: Nil .
Alignmcnt: Neutral f

No. Appearing: -4
Armorpglass: %

Movcment: 2

Hit Dice: 10 -
Tl"laCO: [

# of Attacks: i

Damage/Attack: 1d8

SPecial Attacks: Absorb/negatc magjic
SPecia] Defenses: See below

Magic Resistance: 75%

Size: |- (10

Morale: Steadg (i I~ Z)

XF Value: 3,000

Appearance: As their name implies, black cubes appear as dark cubes that are 10 tall and 5-10" wide

(tHc,g can shift their size to accommodate their su.rroundings). What thcg are made of is unknown.
Thcg clmcg many known laws of nature. SOmc sages s cculate that thcy‘re made of uasi~magica1
matter. ]n.arx9 case, theg‘re a dark, flat black color, and hence nearly invisible in low ]ig t situations.

Combat: Black cubes attack }33 Passing through opponents. UH]ike a ge!atinous cube, victims do not
get istuck” in a black cube. [nstead, the cube passes through the victim as if immaterial, absor}aing
magic as it passes. When this happens, the victim takes 1d8 damage from the stunning/chi”ing effect.
Spe” casters who experience this find that theg have all sPe”s wiped from their minds, and must re-
memorize them in order to cast them. |n some unknown manner, the black cube absorbs the magical

energy oF the sPe”s From i



the victim's mind. | ikewise, any sPe” in effect while the black cube passcs through avictimis negated.
For examPle, a Aastec/?ighter would no longer be hasted once a black cube Passed through him.

Magic items such as scrolls and Potions are ncgated (ruined) 139 this attack, with no saving throw.
Fcrmarxent magic items such as swords or staffs get to make an item save vs. lig}‘utning to avoid being
Permanentlg negated. [~ ach magica! P]us of the item givesita +1 bonus to the save. [~ ven if the item
makes its saving throw, it is temporarilg ncgatcd for 2d4 rounds. During this time, a magical weapon
loses its plus bonuses as well as any magical abilities it had. [Tor the duration of the 2d4 rounds, it is
treated for all purposes as a non~magica]:§worc]. lnte”igent weapons fear this monstergrcatlg, and can
sense its presence as a dull Pain. Ang inte”igent magical item within 60' of a black cube will cry outin
whatever way it can and attempt to force its owner to retreat. [ Jowever, inte”igent magical items get a
+2 bonus to save, in addition to the normal bonus of +1 per P]uls of the weapon (ie if an inte”igent
sword +2 is attacked, it gains a total of +4 on its save vs. ]ightning to avoid being negated).

[f attacked bg sPc”, a black cube has a 75% chance to har'm!esslg absorb the sPe”. Theg can be
struck }39 non~magica1 weapons, which is a good thing considering that any magical weapon which
strikes it must also save vs. lig]ﬂtning or be negated,just as if the cube Passed throug]ﬂ it. |t can "hover®
on a victim for more than one round if the victim doés not try to escape or is in a confined area. |n such
situations, saving throws are rcquircc{ of items each round. |t likes to "feed® on sPe”cas’cersJ since thcg

have residual magjic which the black cube enjogs slow]g absorbing.

Habitat/Socictq: . Black cubes have no society to sPeak of. Thcg simplg wander ]ooking for magjic

to absorb. ]F ablack cube feeds on a spc”castemcor more than ) rounds the sPe”caster dics, and even
if raised can no ]onger learn sPc”s. Onlg a full wish sPe” will enable the character to once again
become a sPeHcastcr.

Ecologg: Black cubes have no effect on the environment except to absorb magjc. Little is known
about them other than that t]ﬂcg absorb magic.

Variants: None.



Drcadbanc

(limate/ | errain: | ower F]anes/Abgss
Frequcncg: Kare
Organization: Solitarg
Activitg Cgcle: Ang

iet: (_arnivore
]ntc”igéncc: rligh (15-16) ; ‘
T reasure: Nil ANPLT - A T
Alignmcnt: & il 3 £\ (Y 7 S r . o S
No. AP earing: 1-4 | A U\ Y ‘\:;":’ P
Armor E]ass: -4 . e B ;
Movcmeﬂtz Il FL I8 : .
Hit Dice: 10
ThaCO: [
# of Attacks: 3 :
Damage/Attack: 1d8+6,/2d8,/1dé
Special Attacks: [lames, disease
Special Defenses: |mmunities, + 2 weapon to hit
Magic Kesistance: 50%
Size: | (8~9' tall)
Morale: [Tanatic (i 7-1 3)
XF Value: 12,000 ((Greater: 15,000)

AL e

Appearance: Dreadbanes are Frightcning in appearance. Their upper bodies are muscular, scalg,

red- skinned male torsos, covered in Postu]ant open sores. Thcg have long black hair, vamPire~lil<e
Fangs) and cyes like a serpent, cold and slotted. | heir tongues are also forked like that of a snake.
T heir forecheads sport'two large sPira]ing gaze”c-—like horns of dark bone: T wo largc bat wings
Protruc]e from their backs, black with reddish tinted membranes. Thcirﬁngers are tiPPecl with ]arge,
sharp blatk nails. [From the waist down, the dreadbane has a writhing snakelike bocly, cloaked in

o

Combat: Dreadbanes are hideouslg strong, having 18,/00 5treng’ch. [n combat their sharp claws do
1d8+6 damage each. If they attack with their horns, they cause 2d8+6 damage lus the victim has a
50% chance of contracting a Possib]g fatal disease. faCON checkis made, then the victim will
survive the disease. A failed (Con check means death at the end of the disease. | he discase itself
manifests within 1 d4 days, Beginning with Postu]ant sores, which erupt all over the bodg, severe bodg
aches, and high fever. When it manifests, the victim is infectious and will sprcad the affliction anyone
who spends any time near him. There is no non»magical cure. During the infection, the victim is near!9
help]ess and unable to engage in trave], combat, or any other activity.



This stage lasts for two weeks, after which the victim recovers unless the (C(ON check was failed, in
which case death is the end result. ] his disease can be cured using a cure disease SPCH, which will
work only if the original CON check was successful. [ this case, the disease ends within » dags of
casting. [f the CON check failed, only a full healor wish will cure the disease.

Dreadbanes also attack with their bite, which causes 1dé damage and also injects Poison, which does
K Points of damage. A save vs. Poison allows half damage. Angone who stands within 5' of the
dreadbane suffers 1dé c]amagc per round from the flames emitted }33 its snakelike lower body (no

savc).

The dreadbane’s most fearsome weapon-'though, is its abgssal sword. Made of black Adamantite
stee!, these swords blaze with flame and emit a foul black smoke. Such swords can cut through any
substance, even (to the dismay of many a wizard) the Protection of a stoneskin sPc”. Thc sword does
idio/3dé + 9 damagq being esscntia”g a two handed sword. {tis a +% weapon. [f held }33 a mortal, it
inflicts flame damage of 1dé perround until droPPecl. Thereis no way to protect from this damagc.
T}jpicang, the dreadbane will attackswith its sword twice apd its horns once in a combat round. [ it
loses its sword, the attack sequence is claw/hom/bite. When they appear in groups of two or more,
thcg use highlg devious battle tactics, Eeing extrcmclg inte”igcnt‘

|t has standard tanar'ri immunities.

Habitat/Society: As part of the hierarchg of the abgss, the dreadbane is a true tanar'ri. [ Jowever,
they are outside the tgpical power struggles due to their remote duties. Dreadbanes are known as
(Guardians of the Abyss because their duties include guarcling special treasure hordes and secret
entrances to hidden lairs of the greater demon lords and Princes. Often a demon lord or Princc will
assign several of these PowerFu] guardians to protect its soul amulet in its hidden location.
Dreadbanes are Fanatica”g ]ogal, and their presence alwags indicates somet}‘ning of importance is
beingguar&ed. Gcncra”y, theg work in groups of four, although sma”crgroups or even solitarﬂ
individuals may be encountered if the item or location being Protcctcd is rclativclg hidden or not of
vital imPortance.

Ecologgz Dreac”aancs are not Part of the Blood War, but rather serve the more PowerFul demon
lords ancrprinces as guardians. As such, even other true tanar'ri give them wide berth and respect.
I~ ven balors and mariliths are loathe to interfere with dreadbanes, clcsPite their superior power.
Dreadbanes often feed on the corpses of their victims. :
Variants: [Horrible as the dreadbane may appear to be, there is an even more horrid variant type, the
(Greater PDreadbane. |tis rumored (}33 Abgssal scholars) that there are onlg six of these terrible

demons, each assigncd to a demon Prince and overseeing entire legions of dreadbanes. T he greater

dreadbane differs from the normal dreadbane in that it has 4'arms, often carries two swords (simi]ar to

the dreadbane‘s, but of 5/73!}01’1655). Greater dreadbanes have 12 HD, AC ~7,17~18 ]NT, make 5
attacks per round, and have 75% MR



Qolem, Rubbcr Kesin

(limate/ | errain: An9
Frequencg: \/erg Rare
Organization: SOIitarg
Activitg Cgclc: Ang
Diet: Nil

]nte”igénce: Non- (0)

| reasure: Nil (see below)
Alignment: Neutral

No. Appearing: |
Armor%lass: ?

Movementz 2

Hit Dice: 10

ThaCO: 10 !

# of Attacks: i

Damage/Attack: 3dé, 1di2

Specia! Attacks: Pounce

SPecial Defenses: Repcl blunt weapons, disarm
Magic Resistance: Nil

Size: M

Moralc: Fcarlcss (i 9»20)

XF Value: 3,000

APPcarancc: Rubber resin golems appear as humanoid shaped lumPs of melted rubbcr, somewhat

1arger than human sized. T]’]cg stand 7" tall and wcigh 500 Pounds. Thcg are created using rare resins
from a rubbertree P]ant Rubbergolems tend to be grcenish 5ellow in color with indistinct facial

Features.

Combat: Rubber go]ems attack once per round, c]oing 3dé6 damagc with their hard fists. Thcg are
immune to Piercing weapons, which do no clamage. Fiercing weapons also have a 2-in-6 chance of
bccoming lodged in the golem, due to the friction of the rubbler material onthe weapon and the suction
effect created. ASTR checkis rcquircd to Pu” the weapon free. Slashing weapons do half damage
due to the scl{;scaling nature of the material from which the go]cm is created. B]udgeoning weapons
are daﬂgerous to use against a rubbergolem due to the fact that such blunt attacks are repc//ca/bg
the golcm‘s rubbcry substance: ]Fa blunt weapon is used agalinst a rubbcrgolcm, the weapon bounces
off the golem and has a chance to "ricochet” and hit anyone standing nearit. Thus, i a group of
adventurers is attacking arubber golem and one of them uses a bludgeoning weapon, treat it as a
rcPe”ed attack and ranclomlg determine which party member is hit (for half normal damagc) }33 the
rcPe”ed weapon. (Ise the scatter diagram for grenade~1ike weapons in the DM to determine who
gets hit. B]udgeoning weapons do no damage to the golem.



There is also a % 5% chance of any character striking the rubbergolem being disarmed) regardless of
the tgpc of weapon uscd, due to the resilience of the golem’s rubbcrg nature. A disarmed character
loses his weapon as it bounces off the golcm, and must sPend a round recovering it.

Once every three rounds, the rubbergo]em can initiate a bounce attack. T his consists of hurling
itself at an attacker, doing idi2 Points of damage and requiring a | X check for the character to
avoid being knocked off his feet and stunned. A failed DT X check means the characteris bounced
off the golcm, knocked to the ground, and stunned for i c!ﬁ rounds.

Magica! fire does double damage toa ruf:}bergolem, although buming it will cause dense clouds of
noxious smoke to be emitted (it is immune to non~magical fire). Acid and electricitg cause no damage
to the golem‘ (old-based sPc”s will slow it for 1d4 rounds and will negate its rePc”ing and bouncing
abilities for the same duration. |t is immune to all other sPe”s directed at it.

Habitat/Society: (3olems have nosociety or habitat. Rubber golcms are genera”g found where

2 L o
wizards have access to rubbertree Plants, usua”9 mn troplcal areas.

Ecologgz Golems are not natural creatures, and Plag no Part in the world's ecologg. They neither eat

nor sleeP, and "live” until their bodies are destroged, usua!]9 in combat.

Variants: None.



Hc”ghost

(limate/ | errain: | he Nine [Jells
Frequencg: Kare

Orgai.ﬂizatiom: 5olitarg

Activitg Cgcle: Ang

Diet: Carnivore

Inte”igencc: High (13-14) j
T reasure: Nil f
Alignment: =

No. Appearing: 2-8
Armor%lass: ig‘i"
Movementz 52,

Hit Dice: 8

Thaco: 13

# of Attacks: don|l
Damage/Attacic: idé+6/1d6+6

or b weapon

Special Attacks: Shriek, spe”s
Special Defenses: +2 weapon to hit
Magic Resistance: 50%

Size: | (10

Morale: Champion (15-16)

AVA S\ i
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Appearance: Hc”ghos’cs are the rogal guards of the diabolic hicrarchy. Dukes and

A;”C'l"l—-DCVilS often use them as bodgguards while traycling or to stand as honorguarcls at
formal meetings. He”ghosts are dressed in horrific, Polishec} black armor, replete with
spikes and sharpened edges. T heirarmor is alwags eﬂgrave& with scenes ofc{epravitg
and Pain, and diabolical runes. A he”ghost‘s head is a devilish skull encased in bluish-
white flames. They wear no helmets or other armor o their heads. Theg carry staffs
toppec} with horned animal skulls, the shaft bcing carved of gnarlecl, twisting bone,
emgraved with fell runes. When sPeaking, a Ee”g}'nosts‘s voice reminds mortals of the

sound of breaking bone.



Combat: He”ghosts are ferocious in combat, es ecia”g when Protecting the Duke or
Arcthevil theg’re assignec{ to. He”ghosts tend to attack with their staffs first, as this is
their Primary weapon. When striking, the +3 staff inflicts 2dé+9 clamage (includes S TR
bonus). [n addition, the victim must save vs. rod, staff, and wand or be stunned for 2d4
rounds. | he he”ghost may also use the magica] abilities of the staff. [~ ach staff can cast
a cold blue fire burst which shoots forth in a cone 15 wide at the end, imqicting 12dé
clamage (save vs sPe“ for half cilamage). Though tlameJike, this damage burns due to the
intense cold (not heat), so treat as cold &amage. Tt\e DM may require a save vs. cold for
all affected items due to the britt]en.ess inflicted upon them }39 such intense cold.

T he staff can also cast W//t/;erbg touch. | his attack requires a save vs. Petritication ata
-2 Penaltg or the limb touched withers away. [f the save is successful, the limb is merelg
numbed for 2d6 rounds or until healed with a cure serous wounds or stronger healing
sPe” s aPPIieC}. : |
Ang mortal who handles the staff of a he”ghost is Paralyzecl (no save} and takes 2d4
clamage per round from intense cold. Anyone who touches the victim also takes 2d4 cold
clamage that round. | he only way to remove the staff from the victim's grip Is to cast
a//s/oe/mag/c at 12th level or higher, orto use a limited wish or wish sPe”. Nothing else
short of death will remove the victim's death grip on the staff, although a he”ghost can
clispel the griP to reclaim his weapon at any time.

[f disarmed, the t‘he”ghost attacks with its gauntlet~coverecl fists, cloing 1dé+6 Points of
clamage per blow (2 per round). |t can also shriek once every 3 rounds. | he shrick is a
chi”ing, Piercing wail which numbs the soul. Angone within a 60" radius who hears it must
save vs. Paralgzation or fall to the floor trembling, their soul numbed 53 the horror of the
shriek. 7] his tremb]ing Paralgsis lasts 2dé rounds and the victim can do nothing during this
time. Angone who saves vs. the shriek is immune to that Particular he”ghost’s shrieks for
the remainder of that encounter, but must save again if hearing a different he”ghost’s
shriek or the same he”ghost’s wail in a later encounter.

HsbighoSoeienalselahotalleaeronigiidkspshd i the DEdEya 5 onb2 ghaleked sviadine body
guards. Being under the control of the most Power‘tu] devi]s, theg are exemPt from the Blood War,

and are not subject to commands of more Powertul devils such as Pit fiends. Tt‘seg enjog a sPecial
status in the Nine [ells. T]’]ey are almost never seen in less than Pairs of two or more, and tend to

travel in groups of 4-8 when serving a Duke or Arch~Devi].

Ecologg: Not being part of the Blood War, he”ghosts serve no function in the eco]ogg of the Nine
Hells begond their Protective duties.

Variants: None.



K inder-] oten

(limate/ | errain: An9
Frequcncg: Kare
Organization: Pack
Activitg Cgcle: Night

Diet: FHumanoid intc”igencc
]nte”igencc: | ow <5~7)

T reasure: Nil (see below)

Alignmcnt: Neutral |~ vil .II

No. Appearing: d4
Armorpglass: %
Movcment: m

Hit Dice: %

Thaco: 17

# of Attacks: |
Damage//\ttack: 2d4
SPecial Attacks: Drain ]ntc”igence, final guilt
Specia! Defenses: See below

Magic Kesistance: NI]

Size: 5-M

Morale: Steaclg (] I~1 Z)

XF \/aluc: = JAO)

Appcarancc: T hese wicked undead monsters (suitable for Ravcn]mct es eciaug) look like sad,

co,mtuseci, malnourished children with staring eyes, Pale skin, and tattered, dirtg clothing.

Combat: T he kinder-toten appears to be non~threatening, and will cry outin order to get attention.

Thcirgo-al is to get an adult to Pick them up or comfort them. While this is haPPcning, the kinder-
toten will touch the character who comes to their "aid", each touch (i per round) draining I pt. INT-
T he characteris allowed a WIS check with a -2 Penalt9 in order to sense the IN] drain happening.
If the check is successmcu], the character receives sudden shar Pains in his head. [f the characterfails,
he does not notice the drain. | his check occurs each round the characteris bcing touched }33 the
kinder-toten. This ]NT loss can be restored on]y }33 a restoration, regeneration, or Aca/spe”. If a
victim is drained to zero [N T, the victim becomes a zombie. |

[f attacked, the kinder-toten will Fight as best theg can, each clawed hit doing i d4 damage. On any

successful hit, the victim must also save vs. sPc” orlose 1 pt. ]NT



An9 character of gooc{ a]ignmcnt must save vs. sPe” each time he tries to hit a kinder-toten. [Tailure
means the victim temPorari|9 sees the kinder-toten as a normal child and is unable to force himself to
attack it that round. A c//ﬁspe/mag/c sPc” will allow the victim to overcome his hesitance and attack.

An9 character of LG a]ignment that clestrogs a kinder-toten must roll a W]S check. Failure means
the character has fallen victim to the dging kinder-toten's last attack..the character suffers great guilt
and depression for having ikilled a child™. Tnis gui]t acts as a 55m[>o/07[/)0pe/655n655 sPe”. Tl‘nis
disab!ing guilt can be onlg be alleviated bg casting aliﬁsloe/cv//, [)/655, or atonement on the afflicted
character.

Habitat/Socictq: Found anyw}were chi]dlren were slain or died sudden]g, as in a disaster or Plague.

(ertain norriblfj evil and twisted necromancers keep small Packs of these cruel things to send against

their enemies.
Ecologgz Thc Kinder-T oten attack with their [NT drain onlg in an effort to understand their death

and undead state. Since tneg died %0 young, tneg cannot comPrenend the cnanges that dging
entailed. T his desire for understanding is what allows them to drain N7 .

Variants: None.



Climatc/Tcrrain: Mountainous, roci(g
Frequencg: (_ommon

Organization: Fami]y

Activitg Cgcle: Ang

Diet: Metal ore

]ntc”igence: | owto average <7~] o)
Treasurc: R (xZ)

Alignment: Neutral .|'

No. Appearing: 1-10
ArmorP(Ejlass: %

Movementz 9

Hit Dice: 8 :
Tl"laCO: <

# of Attacks: 2

Damage/At’cack: 2d4+8 (1 d4+8 vs heavg
armor)

SPecia! Attacks: Crushing blow, blind

Special Defenses: +1 weapon to hit, immunities
Magic Resistance: Nil

Size: | (10

Moralc: Averagc (i O)

XF Value: 4,000

Appearance: Ore-caters have bodies that stand about 10" tall, and appear as lumps of metallic ore in

humanoid shape. T heirfeet appear as blocks of metal, and their hands as hammer-like clubs. Thcy
have one=olid black stone-like cye and a ]argc mouth with solid ridges of metal for teeth.

Combat: |n combat, ore-eaters are savage and Power‘Ful. Their Primarg weapon is their club-like

hands which inflict terrible crus]ﬂing damage on opponents. An opponent wearing anyt]ﬂing less than
field P]ate armor takes 2d4+8 clamagc per blow. Armored o ponents wearing field Plate or better
takejust 1 d4+8 damage per strike, but each strike takes off 1 level of armor. For cxample, field Plate
has an AC of 2. [f someone wearing field Plate took two blows from an ore-cater, that field Plate
would orxlg be AC 4, due toextensive crushing damage and ¢racks in the armor. Such damage to
armor is very hard to rePair.



Evexy blow against a character results in an item save vs. crushing blow if the hit occurs on armor. |f
failed, the armor is rendered useless. At the [DM's discretion, other items may need to make saves vs.

crushing blows. T]’]cy are as Powchul as stone gjants, having nd IS of 20.

T}‘IC on]g other attack ore-eaters make in combat is their blinding flash. Theg can do this once every
other réund in place of one of their normal attacks. Thcg strike their hands toget]']er, creating a bright
sPark of light aﬁmg with a spray of ore dust which togcther serves to blind the opponent for 1d4
rounds unless a save vs. rod, staff, wand is made.

Edged weapons do half damage to ore-eaters, and the weapon must make a save vs. crushing blow
each time to avoid breaking against the ore-eater's bodg. Ficrcing weapons do no damagc.
B]uc!geoning weapons do normal c{amage if metal, otherwise ne damagc (ie wooden clubs do no

damage). A+ weapon is needed to hit them. Acid and ]ightning do double damage to ore-eaters due
to their metallic nature. [ Jeat and fire do half damage, co]q} does no damage.

Habitat/Socictq: USua”9 found in mountainous areas which contain great amounts of metal, ore-

caters consume metal ore exc]usivclg. T]’]cg tend to live in small communities of several families, with
each Fami]g consisting of about 6-10 members. T‘ﬂeg often compete with xorn when those creatures
come to the Frime Material Flane. Dwarves hate them as theg tend to deplete areas of ore that is
needed to create armor and weapons. Ore~caters tend to be shg and Peacegul, unless attacked or
their environment invaded, in which case theg Fight with savage vigor. Ore-eaters tend to weigh about
5,500 Ibs and stand 10" tall.

Ecologg: Ore-caters have little impact on the ecologg as theg eat on|9 metallic ore and not Plants or

animals.

Variants: None known.



Reedzen

(limate/ | errain: [Torest

Frequencg: Rare

Organization: Nil

Activit}j Cgcle: Ang

Diet: [Herbivorous

]nte”igclznce: \/erg SR

T reasure: Nil (see bclow)

Alignmentz Neutral '-..

No. Appearing: | (or 4-6; see bclow)"
ArmorP(aass: 3

Movementz 2 CI9

Hit Dice: 7+7

T}‘IaCO: % i .
# of Attacks: 2

Damage/A’ctack: 1dé/1dé
SPccial Attacks: See below
SPecial Defenses: Nil

Magic Resistance: Nil *

Size: M (5™-77)

Morale: Unsteady (5~7>

XF \/alue: 2,000

Appearance: Reedzens are humanoid creatures, somewhat related to trees. | heir skin looks like

thi’cfg lig}‘lt brown bark. T his gives them a natural armor class of ». | heir eyes are black.

Combat:’Rccdzcns inflict 1-6 Points of blunt damagc per attack with their fists. [Fowever, before
ehter?r}g melee combat, reedzens genera”g use their abilitg to animate and control Plants. Dcpending
on the situation, theg might use this abilitg in two ways. ;

Theg can animate one tree (no more than three times their height). Thc tree will move and attack like
a small 74 hit dice treant (2ds c{amage/attack, 2 att/rd), for the duration of one turn. This abilitg is
usable % times per dag. Reedzens can animate onlg a single tree at a time. | hey can also animate
grass, thorns, brambles, small bushes and so on, the effect beling similar to an cntang/c sPe”. This
abilitg is usable 3 times per day, as well.



Reedzens also have a chance to control Plant~lil<e monsters (hangman trees, s}‘samb]ing mounds, 5enow
musk zombies, various 1Cungi monsters, etc.). Flant»]ikc monsters in a 120" radius must save versus magic
or come under the control of the Reedzen. On a failed save, the Reedzen gains control over the
P]antJikc monster as if charmed. for a duration of one turn. Thc Reedzen doesn't need to
concentrate to maintain his control and can engage in other activities. |f two or more Plant~li§<e
monsters are present, the Reedzen can control onlg one of them._ ] his power is usable once per dag.

Reedzéns also have the abilitg to transport v/ap/ants (as per the Passp/antspc”) at will. Combincd
with their Climbing abilitg, this makes them virtua”g imPossiEle to catch or capture. This miglﬁt also

exPIain their low morale score, as theg usqa”g have no Prob‘em ﬂeeing from combat.

Habitat/Socictq: Being 5}13 and elusive creatures, there is very little information available about

Reedzens. Reedzens tend to live in any forest of at least one square mile; in fact no Reedzen has ever
been sPotted outside a forest. Reedzens tend to live alone and don't often interact with other
creatures. The don't seem to have any kind of social structures, thoug]ﬂ some scholars suspcct there
may be small Reedzen communities. ;

Rccclzcns have no use for mone b and therefore hoard no monetar9 treasure. T]"IC know about magic
items, however, and 50% of Reedzen will own one magjc item, usua”9 taken from unluckg adventurers.
This item will be a very simPle one (i.e. a ring, c]oak, Potion, etc.). (om lex items that necessitate
reading (scro”s), using command words (wands and the M«e) or in~deptE magjc knowledge (books,

crysta] ba”s) etc.) will not be found. Reedzen also never use armors, shields or weapons.

Rccdzcns don't sPcak, and therefore do not interact much with other creatures. fﬂowcver, thcg have
a type of empathy, which t}‘uey can use to " communicate " with any creature, if theg absolutelg need to.
Theg can communicate easi]9 with Plants (asa sloca,é W/L‘/7/o/a/7t5 sPe”, at wi”} and so have very good
know]edge of theirforest.

Rccdzcns are neutral creatures, but resent c{eeP‘9 the presence of humans or humanoid creatures in *
their " forests. [ Druids are tolerated. [f humans or humanoids stay in the forest for more than a few
hours, they are very likely to be attacked bg a Réedzen. [f this is not cnough to make the " intruders *
leave, a group of 4-6 Reedzens will attack a few hours later. | his is the 0019 case where Reedzens
gathcr.

Ecologg: \/er9 little is known about Reedzen ecologg. Reedzens are herbivorous, but some scholars
assume that they are sustained bg some kind of Photosgnthésis. This would allow them to live for long

eriods of time without eating (Possiblg months). Reproduction remains a mystery, since Reedzens all
E)ok quasi~a1ii<c and there doesn't seem to be male orfemale species. Reedzen children have never
been seen.

Variants: None.



(limate/ | errain: Ang
Frequcncy: ( Incommon
Organization: Fack
Activitg Cgcle: Night
Diet: Dexteritg
]nte”igence: | ow (5~7>
T reasure: B, T
Alignmentz Chaotic Evi]

No. AP earing; 2d4
Armor élass: 6

Movemcnt: 9

Hit Dice: 3 .
ThacO: i8

# of Attacks: i

Damage//\ttack: 1 d4

Spccial Attacks: CriPPle, DEX drain
Special Defenses: Nil

Magic Resistancc: Nil

Size: M (5-6")

Morale: [Tanatical (i 7~1 3)

XF Value: 975

Appcarancc: Rigor Mortems are a horrhcging form of undead, aPPcaring as humans (or humanoids)

wi’c,h'hidcouslg deformed, cri Plcd bodies. Theg bow] n Pain from their deformities and attack any
]iving thing with fanatical zeaFin an attempt to case their Pain (see below).

Combat: Rigor Mortems attack with clawed hands, cloing i d4 damagc per attack. On a successful hit
they drain i1 Point of DI X from their victim. T his drain is the result of the rigor mortem siphoning off
life force from the victim's boclg, causing deterioration in thcjoints and bones of the victim. This
draining of life force tcmPorarilg alleviates the constant Pain felt 53 the rigor mortem, hence their
fanaticism in combat. Tl‘neg will do angthing to escape their eternal torment. | he victim has a
cumulative 10% chance per strike of being criPPlecl to the Point of bcing unable to wielda weapon or
cast sPe”s. [Hence, a character who is struck 4 times }33 a riggr mortem has a 40% chance of bein
criPPlcd bad19 cnough to prevent sPe” casting or wie]ding a weapon. This effect can on]g be negated

b}j a /7(:‘3/5P€” ora regencrat/bn SPG”.



An9 character drained }33 a rigor mortem to zero DI X dies and rises as a rigor mortem in 1 diz
hours. The on]g way to Prevent this is to cast a remove curse SPC” on the bodg Prior to the
transformation into a rigor mortem. Characters killed in this manner also cannot be raiseduntil a
remove curse spell is cast on the body, although the use of a resurrection sPe” will succcssFu”g
resurrect the cEaracter without the need for a remove curse sPe”.

Rigor mortems are motivated bg the sheer and unrelenting torment theg feel and will attack Fanatica”g
until their opponents are dead, manage to escape, or ultimate]9 destr09 the rigor mortem. Theg are
rclativc]g slow moving due to their deformities.

Habitat/Socictq: Rigor mortems travel i'rI1 small Packs, killing angthing»living thing theg encounter
without hesitation. [However, onlg 53 draining humanoids of their DS d8 rigor mortems gain the
alleviation of foain t}‘seg 50 badly desire. When created (see be]ow), they will tend to hunt down groups

ong lonely Pat]ﬂs In the woods and Iﬁavc even bce'n known to enter busy cities in scarc]ﬁ

of travelers a
of victims to relieve them of their Pain.

! i
Ecologg: Rigor Mortems do not contribute to the cco]ogg of the world, being undead. Rigor mortems
are created }35 evil necromancers via a sPecial curse that inflicts a slow acting but ultimatclg fatal
disease in the victim, similar to arthritis. Thc joints and bones slowlg fuse, swell, and deform, causing
the victim to die an extremelg Paimcul death. | he curse also causes them to rise in their misshapen,
undead state and suffer their torment for all eternity. This horrhcging death and agony is what drives
the rigor mortem to seek out and drain humanoids, as this is the onlg thing (besicles utter destruction)
that can alleviate their sugcring.

Variants: None.



Rock Men

(limate/ | errain: Ang, mountains, subterranean
Frequemcg: Rare

Organization: Pand

Activitg Cgcle: An3

Diet: Nil

]ntc”igencc: Average (8-10)

| reasure: Nil (see below) .
Alignment: Neutral {

No. Appearing: 1d8+2
ArmorPglass: i

Movementz 9

Hit Dice: 4 '
TlﬁacO: hH

# of Attacks: 3

Damage/Attack: idio/1di10
Specia! Attacks: None

Special Defenses: Slow

Magic Resistance: 10%

Size: M

Morale: Champion (15)

XF Value: 2,000

APPcarancc: Rock men are strange humanoid creatures that act as Protectors of the mountains and
its resources. They are comPoscd of their surroundings and often appear to be made of stone, thus
their name. | heirfaces lack features and it seems that theg sense the world through some mgstica]
means. |

Combat: Rock men are strong, and each of their Powerpul fists deliver a potent blow. Once engagecl
in combat, their OPPonents must make a successful saving throw vs. sPe”s or suffer from the effects of
a slow sPeH. Only those who attack or are attacked bg the rolck men are affected. Rock men are
in:cmine Eo sPeHs that hinder movement or which are of the School of Elemental E_arth or the 5Phere
o) artn.



T heir rock hard bodies also make them ncarly immune to slashing and Picrcing weapons, Preventing
the bonuses from a High strcngth as well. T hese weapons causejust one Point of amage and onlg the
magical bonus of a weapon may be applied to the attack and damage rolls. Bludgeoning weapons do
onlg half &amage.

Once slain, the body of a rock man may be analgzed bg a miner or person familiar with minerals to
reveal the c]uantit9 and quality of the mineral deposits in the mountian in which the rock man
originated.

Habitat/Socictq: Though these creatures travel in bands of no less than three, theg have never
been seenin any sort of community, nor Has any system of reproduction been noted.

Ecologg: These protectors of the mountains have foiled many attempts to mine Precious metals and
are a constant threat to such oPcrations. Thcg often appear during the initial excavation and c{uring
the final stages of quarries and mining, in order to disrupt these oPerations. Some have conjectured
that these creatures are mountain séirits, tlﬁougi’m their aPpearance has confused many.

Though rock men do not covet treasure or have need of it; thcy collect the metal items, gemstones,
and minerals and take them to secret locations in order to give them back into the earth. |f a cache of
items taken from adventurers is found, it is likelg that the items have been destrogcc{, though some
magical items may survive.

Variants: None.
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