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Introduction

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

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

READING THE ENTRIES

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

STATISTICS BLOCK

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

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

Size and Type

This line describes the creature’s size (Huge, for example).
Size categories are defined in the Glossary. A size modi-
fier applies to the creature’s Armor Class (AC) and attack
bonus, as well as to certain skills. A creature's size also
determines how far it can reach to make a melee attack
and how much space it occupies in a fight (see Space/
Reach, below).

The size and type line continues with the crearure’s type
(giant, for example), Type determines how magic affects a
creature; for example, the hold animal spell affects only
creatures of the animal type. Type determines certain fea-
tures, such as Hit Dice size, base attack bonus, base saving
throw bonuses, and skill points. For quick reference, the
glossary gives a full description of the features and traits of
each type and subtype.

Hit Dice

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

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

Initiative
This line gives the creature's modifier on initiative checks.

Speed

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

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

Armor Class

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

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

Base Attack/Grapple

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

The number after the slash is the creature’s grapple bonus,
which is used when the creature makes a grapple attack or
when someone tries to grapple the creature. The grapple
bonus includes all modifiers that apply to the creature’s
grapple checks (base attack bonus, Strength modifier, spe-
cial size modifier, and any other applicable modifier, such as
a racial bonus on grapple checks).

Attack

This line shows the single attack the creature makes with
an attack action. In most cases, this is also the attack the
creature uses when making an artack of opportunity as
well. The attack line provides the weapon used (natural
or manufactured), attack bonus, and form of attack (melee
or ranged). The attack bonus given includes modifications
for size and Strength (for melee artacks) or Dexterity (for
ranged attacks). A creature with the Weapon Finesse [eat
can use its Dexterity modifier on melee atracks.

1f the creature uses natural attacks, the narural weapon
given here is the creature’s primary natural weapon (see
the Glossary).

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

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

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




Hho's next?

B Attack
s line shows all the physical attacks the creature makes
%en it uses a full-round action to make a full actack. It
swes the number of artacks along with the weapon, attack
wnus, and form of artack (melee or ranged). The first entry
for the creature’s primary weapon, with an attack bonus
uding modifications for size and Strength (for melee
weeacks) or Dexterity (for ranged attacks). A creature with
Weapon Finesse feat can use its Dexterity modifier on
plee arracks.
The remaining weapons are secondary, and attacks with
e are made with a -5 penalty to the attack roll, no matter
sw many there are. Crearures with the Multiattack feat (see
207) take only a -2 penalty on secondary artacks.
The damage that each artack deals is noted parentherically.
Semage from an attack is always at least 1 point, even if a
seraction from a die roll reduces the result to 0 or lower.
A creature’s primary attack damage includes its full
gth modifier (1-1/2 rimes its Strength bonus if the
prack is with the creature’s sole natural weapon) and is
first. Secondary artacks add only 1/2 the crearure’s
wrength bonus and are given second in the parentheses.
If any arracks also have some special effecr other than
mage (poison, disease, energy drain, and so forth), that
srmarion is given here.
LUnless orherwise noted, creatures using natural weapons
! double damage on critical hits.
Manufactured Weapons: Creatures that use swords,
spears, and the like follow the same rules as characters
& The bonus for artacks with two-handed weapons is 1-1/2
=s the crearure’s Strength modifier (if it is a bonus), and

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

Space/Reach

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

Special Attacks and Special Qualities

Many creatures have unusual abilities, which can include spe-
cial arrack forms, resistance or vulnerability to certain types
of damage, and enhanced senses, among others. A monster
entry breaks these abiliries into special attacks and special
qualirties. The larter category includes defenses, vulnerabili-
ties, and other special abilities that are not modes of artack. A
special abiliry is usually categorized either as extraordinary
(Ex), spell-like (Sp), or supernarural (Su). See the Glossary for
definitions of special abilities. Additional information (when
needed) is provided in the creature’s descriptive text.

When a special ability allows a saving throw, the kind
of save and the save DC is noted in the descriptive rext.
Most saving throws against special abilities have DCs cal-
culared as follows: 10 + 1/2 the arracker’s racial Hir Dice +
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the relevant ability modifier. The save DC is given in the
crearure’s description along with the ability on which the
DC is based.

Saves

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

Abilities

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

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

Strength: As noted on page 162 of the Player's Handbook,
quadrupeds can carry heavier loads than bipeds can. Any
creature with four or more motive limbs can carry aload as a
quadruped, even if it does not necessarily use all the limbs at
once. For example, ambush drakes carry loads as quadrupeds.

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

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

Skills

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

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

Natural Tendencies: Some creatures simply aren't made
for certain types of physical activity. Elephants, despite their
great Strength scores, are terrible at jumping. Giant crocodiles,
despite their high Strength scores, don't climb well. Horses
can't walk rightropes. 1f it seems clear to you that a particular
creature simply is not made for a particular physical activity,
you can say that the creature takes a -8 penalty on skill checks

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

Feats

The line gives the creature’s feats. The creature’s descriptive
text may contain additional information if a feat works dif-
ferently from the description on pages 206207 or Chapter
5 of the Player's Handbook.

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

Environment

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

Organization

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

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

Challenge Rating

This line gives the average level of a party of adventurers for
which one creature of this kind would make an encounter of
moderate difficulty. Assume a party of four fresh characters
(full hit points, full spells, and equipment appropriate to
their levels). Given reasonable luck, the party should be able
to win the encounter with some damage but no casualties.
For more information about Challenge Ratings, see pages 36
and 48 of the Dungeon Master’s Guide.

lreasure

This line describes how much wealth the creature owns
and refers to Table 3-5: Treasure on page 52 of the Dungeon
Masler's Guide. In most cases, a creature keeps valuables in
its home or lair and has no treasure with it when it travels,
Intelligent creatures that own useful, portable treasure (such
as magic items) tend to carry and use these, leaving bulky
items at home. See the Glossary for more details on using the
Treasure line of each monster entry.




Note: The random dungeon generation tables in Chapter
3 of the Dungeon Master's Guide provide their own treasure
information. Use that information instead of a monster's
Treasure line whenever you use those tables.

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

Advancement

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

MONSTERS BY TYPE (AND SUBTYPE)

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

(Air): omnimental, storm elemental.

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

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

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

(Cold): chraal, rejkar, snowflake ooze.

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

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

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

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

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

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

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

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

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

Level Adjustment

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

Descriptive Text

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

(Gnoll): flind.

(Goblinoid): forestkith goblin.

(Good): prismatic golem.

Humanoid: changeling, flind, forestkith goblin, kenku, poison
dusk lizardfolk, shifter.

(Incorporeal): deathshrieker, ephemeral swarm, prismatic
golem, trilloch.

(Lawful): justicator, visilight.

(Living Construct): warforged, warforged charger, warforged
scoul.

Magical Beast: avalancher, bearhound, brood keeper, brood
keeper larva swarm, feral yowler, ironclad mauler, mivilorn,
phoera, zezir.

Monstrous Humanoid: armand, blackscale lizardfolk, goat-
folk, gulgar, harssaf, lhosk, nycter, phoelarch, protean scourge,
skindancer, vermin lord, war troll, witchknife.

(Native): ak'chazar rakshasa, naztharune rakshasa.

Qoze: arcane ooze, chilling fog, conflagration ooze, glitter-
fire, living blasphemy, sickening sleep, snowflake ooze,
summoning ooze.

Outsider: ak'chazar rakshasa, arrow demon, astral stalker,
canoloth, justicator, lumi, mezzoloth, naztharune rakshasa, ny-
caloth, rejkar, sorrowsworn demon, trilloch, ultroloth, visilight.

Plant: battlebriar, dread, blossom swarm, boar topiary guard-
ian, lion topiary guardian, night twist, plague brush, triceratops
topiary guardian, wood woad.

(Reptilian): blackscale lizardfolk, poison dusk lizardfolk.

(Shapechanger): changeling, protean scourge, shifter.

(Swarm): blood keeper larva, cinder swarm, dread blossom
swarm, ephemeral swarm, needletooth swarm, shimmerling
swarm, shredstorm, swamp strider swarm.

(Tanar'ri): arrow demon, sorrowsworn demen.

Templates: living spell, spellwarped, voidmind, woodling.

Undead: boneclaw, bonedrinker, charnel hound, deathshrieker,
drowned, dust wight, ephemeral swarm, grimweird, necronaut,
plague spewer, salt mummy, vasuthant.

Vermin: chelicera, knell beetle, siege crab, swamp strider swarm.

(Water): omnimental.

(Yugoloth): canoloth, mezzoloth, nycaloth, ultroloth.




5
(=
N
ey
g
-
=

Monsters Ato Z

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

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

Monsters in Eberron and Faeriin: Some monster entries
include a brief section describing the monster's ecological
niche in the Escrron campaign setting or the FOrRGOTTEN
REALMS campaign setting (or both). Ifyour campaign is not
set in either Eberron or Faer(in, feel free to use the monster

as you see fit,
AMBUSH DRAKE

Medium Dragon

Hit Dice: 7d12+28 (73 hp)

Initiative: +6

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

Armor Class: 18 (+2 Dex, +6 natural), touch 12, flar-foored 16

Base Attack/Grapple: +7/+10

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

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

Space/Reach: s ft./s ft.

Special Attacks: Breath weapon, poison

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

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

Abilities: Str 16, Dex 15, Con 18, Int 7, Wis 10, Cha 9

Skills: Hide +16, Listen +12, Move Silently +12, Spor +12

Feats: Alertness, Improved Initiative, Multiattack

Environment: Temperate plains

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

Challenge Rating: 5

Treasure: Standard

Alignment: Usually neutral evil

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

Level Adjustment: —

sAmbush drake

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

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

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

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

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

COMBAT

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

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

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

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

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




ARCANE OOZE
Huge Ooze

it Dice: 15d10+120 (202 hp)

Amitiative: -5
‘Speed: 20 {t. (4 squares), climb 20 ft.
Armor Class: 3 (-2 size, -5 Dex), touch 3, flat-footed 3
Base Attack/Grapple: +11/+24
Artack: Slam +14 melee (2d6+7 plus 2d6 acid)
Full Artack: Slam +14 melee

12d6+7 plus 2d6 acid)
‘Space/Reach: 15 ft./10 ft.
Special Attacks: Acid,

constrict 2dé+7 plus

2dé acid, improved

grab, spell siphon
Special Qualities:

Blindsight 60 ft,

immunity to magic

voze traits
Saves: Fort +13, Ref

<0, Will +0

bilities: Str 22, Dex 1,

Con 26, Int —, Wis 1,

Cha 1
skills: Climb +13
Feats: —
Environment: Underground
Organization: Solitary
LChallenge Rating: 9
Treasure: None
Alignment: Always neutral
Advancement: 16-30 HD (Huge); 31—45 HD (Gargantuan)
Level Adjustment: —

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

Created in ancient times, arcane oozes have long since
wutlived their original purpose and their long-forgorten
creators. The bizarre creatures have a strange affinity
for arcane magic. Immune to most arcane magic, arcane
wozes drain arcane energy from nearby spellcasters. Some
speculate that these oozes were created ro combar a rival
group of arcane spellcasters, but scant evidence backs
wny such conclusion. Others suggest arcane oozes arose
s 2 natural response to some cataclysmic event caused by
arcane magic. Adherents of these later theories claim that
wne day arcane oozes will drown out all arcane magic in
the world.

An arcane ooze measures 15 feet across and 3 feet thick.
1t weighs as much as 20,000 pounds.

OMBAT

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

Arcane anze

Lf attacked by creatures that it cannot detect (because
they are too far away), the ooze instinctively retreats.
An arcane ooze can travel easily on vertical surfaces,
and it lurks on such surfaces, attempting to catch prey
by surprise.

Acid (Ex): An arcane ooze secretes a digestive acid that
dissolves only flesh. Any successtul hit in melee combat or
a constrict artack by the creature deals an extra 2dé points
of acid damage.

Constrict (Ex): An arcane ooze deals auto-
matic slam damage and acid damage with a
successful grapple check.
Improved Grab (Ex): To
use this ability, an arcane
ooze must hit with its slam
. artack. It can then ar
tempt to start a grapple
as a free action without
provoking attacks of oppor-
tunity. If it wins the grapple
check, it establishes a hold
and can constrict.
Spell Siphon (Su): An
arcane ooze exerts a strange pull
on arcane spell energy. Any time
an arcane spellcaster begins his turn
within 60 feet of an arcane ooze, he must make
a DC 25 Fortitude save or lose a random spell of the
highest spell level that he has available. For every spell lost
by a victim in this manner, the arcane ooze gains tempo-
rary hit points equal to 5 X the level of the lost spell. These
temporary hit points are lost after 1 hour.

Line of effect between the spellcaster and the arcane ooze
is necessary in order for this ability to work. The save DC is
Constitution-based.

Immunity to Magic (Ex): An arcane ooze is immune
to any spell or spell-like ability that allows spell resistance.
In addition, certain spells and effects function differently
against the crearure, as noted below.

A magical atrack that deals electricity damage increases
an arcane ooze's speed as if it had been affected by the haste
spell for 3 rounds.

A magical attack that deals acid damage heals an arcane
ooze of an amount of damage equal to half the acid damage
that the spell would normally have caused.

Skills: An arcane ooze has a +8 racial bonus on Climb
checks and can always choose to take 10 on a Climb check,
even if rushed or threarened.

ARCANE OOZES IN EBERRON

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




ARMAND

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

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

A typical armand stands 3-1/2 to
4 feet tall and weighs roughly 150
pounds.

Armands speak Common and
their own language, Armandish.

COMBAT

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

if attacked.

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

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

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

Skills: Armands have a +4 racial bonus on Survival
checks.

ARMAND WARDEN

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

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

Combat

An armand warden fights fiercely to defend itself or any

other armand.

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

The following changes are in effect
until the warden moves: AC 28, touch
22, flat-footed 20; Base Atk/Grp +8/+10;
Atk unarmed +15 melee (1d6+2); Full Atk
\ unarmed +15/+10 melee (1d6+2) or flurry
of blows +13/+13/+8 melee (1d6+2);
SV Fort +11, Ref +14, Will +13 (+15
against enchantment).

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

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

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

a wall can use it to slow its

descent while falling. The

armand warden takes dam-
age as if the fall were 20 feer
shorter than it actually is.

Still Mind (Ex): +2 bonus

on saves against spells and effects of the
enchanrment school.

Possessions: Bracers of armor +2, potion of cure moderate
wounds (2), potion of spider climb.

ARMAND SOCIETY

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

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

ARMANDS AS CHARACTERS

Armand characters possess the following racial traits.

— +6 Dexterity, +6 Constitution.

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




it Dice:

Seeasure:

Armand

Small Monstrous Humanoid

5ds+15 (37 hp)

itiative: +3

ced: 20 ft. (4 squares), burrow 10 ft.

mor Class: 18 (+1 size, +3 Dex, +4 natural),
touch 14, flat-footed 15
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2 claws +9 melee (1d4)
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Fort +4, Ref +7, Will +4

Str 11, Dex 17, Con 17,

Int 10, Wis 10, Cha 10

Listen +8, Spot +8, Survival +4
Weapon Finesse, Weapon Focus

(claws)
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plus 1 4th-level warden)
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Armand Warden, 4th-Level Monk
Small Monstrous Humanoid
5d8+20 plus 4d8+16 (76 hp)

+4

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

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

+8/+10

Unarmed +13 melee (1d6+2)

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

Flurry of blows, ki strike (magic)
Darkvision &0 ft., defensive stance,
evasion, fast movement, slow fall 20 fr.,
stability, still mind

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

Str 14, Dex 18, Con 19,

Int 10, Wis 16, Cha 8

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

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

Temperate deserts

Solitary or group (1 plus 2-9 armands)

7

Standard plus possessions noted below
Usually lawful neutral

By character class

+3

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

dium characters.
~—An armand’s base land speed is 20 feer, and ir has a
rrow speed of 10 feet.
~—Darkvision out to 60 feet.
——Racial Hit Dice: An armand begins with five levels of
snstrous humanoid, which provide §d8 Hit Dice, a base
ack bonus of +5, and base saving throw bonuses of Fort
Ref +4, and Will +4.
—Racial Skills: An armand’s monstrous humanoid levels

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

it skill points equal to 8 x (2 + Int modifier, minimum ARMANDS IN FAERUN

11s class skills are Jump, Listen, Spot, and Survival. It has
racial bonus on Survival checks.

-~ Racial Feats: An armand’s monstrous humanoid levels
it two feats.

—— +4 natural armor bonus.

~Natural Weapons: Claw (1d4).

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

~— Automatic Languages: Common and Armandish.

sus Languages: Elven, Giant, Gnome, Goblin, Sylvan.

—Favored Class: Monk.

~—Level adjustment +3.

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




llins. by W. Reynolds

ASTRAL STALKER
Medium Qutsider

Hit Dice: 12d8+72 (126 hp)

Initiative: +9

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

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

Base Attack/Grapple: +12/+19

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

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

Space/Reach: 5 fi./5 ft

Special Attacks: Poison, sneak attack +2d6, throat dart

Special Qualities: Camouflage, damage reduction 10/
magic, darkvision 120 ft., elusive prey, evasion, outsider
traits, scent, swift tracker, unearthly grace

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

Abilities: Str 25, Dex 21, Con 23, Int 12, Wis 16, Cha 20

Skills: Climb +30, Hide +20, Jump +30, Listen +20, Move
Silently +20, Search +16, Sense Motive +18, Spot +20,
Survival +18

Feats: Alertness, Improved Critical (claw)®, Improved
Iniriarive, Improved Narural Artack (claw), Iron Will,
Track®, Weapon Focus (claw)

Environment: Astral Plane

Organization: Solitary or hunting party (2-6)

Challenge Rating: 12

Treasure: Standard

Alignment: Always lawful evil

Advancement: By character
class

Level Adjustment: +6

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

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

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

Astral stalker

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

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

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

Astral stalkers speak Common and Infernal.

COMBAT

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

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

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

Throat Dart (Ex): An asrral stalker's throar dart has a
range of 150 feet with no range increment.

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

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

one takes a ~10 penalty on
Survival checks.

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

successful Reflex sav-

ing throw against an
attack that normally
deals half damage on a suc-
cessful save, it instead takes
no damage.
Swift Tracker (Ex): An asrral
stalker can move at its normal

speed while following rtracks

withour taking the normal -5
penalty. It takes only a—10 penalty

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

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

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




AVALANCHER COMBAT

ige Magical Beast (Earth) While not particularly bright, avalanchers possess a deep
Dice: 6410430 (63 hp) cunning and use their intimate knowledge of mountain-

ive: +1 ous terrain to their advantage. An avalancher's preferred

bed: 40 ft. (8 squares), burrow 10 ft,, climb 20 ft. tactic is to hide on a rocky slope above a game trail or oth-
or Class: 18 (—1 size, +1 Dex, +8 natural), touch 10, er path, using its cause avalanche ability to send a torrent
footed 17 of racks down on its prey. It also bull rushes opponents,
Artack/Grapple: 16/116 knocking them off cliffs to their deaths on the rocky

: Slam +11 melee (1d8+9) crags below. It will use its transmute rock to mud

il Artack: Slam +11/+6 melee (1d8+9) _ ability against opponents that would not
te/Reach: 10 ft./10 ft. L otherwise be affected by a sliding

E avalanche. If losing a combat, an
avalancher will trigger its cause
avalanche ability and “ride” the
rocks down to safety—being
immune to bludgeoning dam-
age, it is not harmed using
this tactic.
Cause Avalanche (Su):
Three times per day, an ava-
lancher can let loose a low,
rumbling noise that causes
avalanches. This avalanche
originates within 30 feet of
the avalancher and must
take place on terrain that has
both l