Included here are additions to the World of Gaianar Creature Guidebook.

Abominations Supplement

Version 1.0 (04/22/2005)

Note that this document lacks the introduction text, and general rules that would appear in the actual Guidebook – it is just a list of supplementary monsters.

Goals of this supplement:

· To add in some monsters that didn’t appear in the last supplement since I wasn’t sure of their details at the time

· To fill in some gaps in monster types, such as plants, abominations, and foes of Undead and Constructs.

New Monsters: (13 total)

	Monster Name
	Encounter Level

	Blackmire Ooze
	7 to 9

	Bloodluster
	1 to 3

	Bloodtree
	7 to 9

	Carrion Eater
	4 to 6

	Fungoid Zombie
	1 to 3

	Leech (Giant)
	1 to 3

	Mindrot Moss
	4 to 6

	Owl (Giant)
	4 to 6

	Petrifier
	4 to 6

	Razorweed
	1 to 3

	Rot Vulture
	1 to 3

	Shrieking Horror
	10 to 15

	Winterwrath Demon
	16 to 20


Blackmire Ooze

(Encounter Level: 7 - 9)

	Monster Type
	Plant, Mutant
	Strength
	3d6

	Hitpoints
	12d12 (average: 78)
	Intelligence
	1

	Alignment
	Neutral 
	Wisdom
	1

	Attacks
	1
	Faith
	1

	Parries
	0
	Dexterity
	2d6

	BatCh
	11
	Constitution
	5d6

	Base AC
	6
	Charisma
	1

	Movement (Run)
	5//
	Comeliness
	1

	Movement (Fly)
	-
	Sense Presence
	20 //

	Movement (Swim)
	5//
	Lowlight/Infravision
	

	Movement (Burrow)
	5//
	Detect Motion Vectors
	

	Spirit Points
	2d4 + 8 (average: 13)
	Number per encounter
	1 or 2

	Empathic Rating
	0%
	Frequency
	Uncommon

	Empathic Resistance
	80%
	Size Class
	6


	Base Saving Throws
	
	Save vs. Poison
	Na

	Save vs. Death Magic
	12
	Save vs. System Shock
	10

	Save vs. Magical Weapon
	14
	Save vs. Spiritual Power
	12

	Save vs. Area Effect
	14
	Save vs. Sleep/Charm
	Na


Attacks/Defenses: Slam: 2d6 + an additional 10 points of acid damage. Acid damage is doubled against inorganic material, such as Constructs.

Acidic Nature: Any creature striking the Ooze with bare hands, feet, etc. takes 10 points of acid damage. This damage is doubled against inorganic creatures, such as Constructs. Additionally, any weapons that strike the Ooze must make a Save vs. Acid or acquire a permanent –1 penalty to hit and to damage. Similarly, armor worn by anyone struck by the Ooze must make a Save vs. Acid or acquire a permanent –1 penalty to AC. This ability can affect magical items and is cumulative.

Resistances: Takes only half damage from blunt weapons.

Immunities: Immune to Acid

Initiative bonus: +4 for the first attack if the creature was preparing an ambush.

Concealment Bonus: Before attacking, Perception Checks to find Blackmire Oozes are made with a -4 penalty if the creature is preparing an ambush and it is in a suitable large and dark area.

Description: These large, inky black oozes live in dark places, consuming whatever gets in their way. They can eat almost anything, rock and stone included, but prefer easier to digest materials, mostly that of organic creatures. They are notorious for ruining treasures, turning prized weapons to corroded junk, and destroying ill fated Constructs.
Bloodluster

(Encounter Level: 1 - 3)

	Monster Type
	Humanoid (NPC)
	Strength
	3d6

	Hitpoints
	2d8 (average: 9)
	Intelligence
	3d6

	Alignment
	Often Evil
	Wisdom
	3d6

	Attacks
	1/1
	Faith
	2d6

	Parries
	1/1
	Dexterity
	4d6

	BatCh
	17
	Constitution
	3d6

	Base AC
	6
	Charisma
	3d6

	Movement (Run)
	20//
	Comeliness
	2d6

	Movement (Fly)
	-
	Sense Presence
	

	Movement (Swim)
	-
	Lowlight/Infravision
	20 // / 0

	Movement (Burrow)
	1//
	Detect Motion Vectors
	

	Spirit Points
	Per character class
	Number per encounter
	1 to 3

	Empathic Rating
	10%
	Frequency
	Common

	Empathic Resistance
	10%
	Size Class
	5


	Base Saving Throws
	
	Save vs. Poison
	14

	Save vs. Death Magic
	16
	Save vs. System Shock
	14

	Save vs. Magical Weapon
	16
	Save vs. Spiritual Power
	18

	Save vs. Area Effect
	14
	Save vs. Sleep/Charm
	18


Attacks/Defenses: Claw: 1d6 or Bite: 1d8.

Berserk: Each time a Bloodluster is wounded and not killed, it gains an additional attack each round. Extra attacks gain from this ability only last 10 rounds after the first extra attack is gained, and the Bloodluster can never gain more than 2 additional attacks per round from this ability.

Concealment Bonus: Before attacking, Perception Checks to find Bloodlusters are made with a -4 penalty if the creature is preparing an ambush in a desert or rocky environment.

Unnatural Survival: Bloodlusters can go a week without water and over a month without food. They also can go several days without sleep.

Description: These creatures are nasty and savage reptilian humanoids that haunt wastelands and other harsh environments. They are lanky and nimble with a long tail and nasty claws and teeth. Their hides are pebbly and grey, green, or tan in color. They are cursed with a racial cruelty that lets them fly into bloodthirsty rages when wounded; this happens quite often since these creatures love battle. They have a primitive society based upon laying ambushes and bloody combat, though sometimes they will find employment as assassins and bounty hunters because of their survival skills and ability to hide. While Bloodlusters are short-lived in most cases, they breed at a high rate and are willing to take the time to learn how to become more efficient killers.

Bloodtree

(Encounter Level: 7 - 9)

	Monster Type
	Plant
	Strength
	4d6

	Hitpoints
	10d10 (average: 55)
	Intelligence
	1d4

	Alignment
	Any evil
	Wisdom
	2d4

	Attacks
	One per limb (6 average)
	Faith
	2d4

	Parries
	One per limb (6 average)
	Dexterity
	2d6

	BatCh
	12
	Constitution
	4d6

	Base AC
	0
	Charisma
	1d6

	Movement (Run)
	3//
	Comeliness
	1d6

	Movement (Fly)
	-
	Sense Presence
	10 //

	Movement (Swim)
	1//
	Lowlight/Infravision
	

	Movement (Burrow)
	-
	Detect Motion Vectors
	

	Spirit Points
	2d4 + 8 (average: 13)
	Number per encounter
	1 to 3

	Empathic Rating
	10%
	Frequency
	Uncommon

	Empathic Resistance
	50%
	Size Class
	7


	Base Saving Throws
	
	Save vs. Poison
	Na

	Save vs. Death Magic
	12
	Save vs. System Shock
	10

	Save vs. Magical Weapon
	14
	Save vs. Spiritual Power
	12

	Save vs. Area Effect
	14
	Save vs. Sleep/Charm
	Na


Attacks/Defenses: Limb strike: 1d8 damage. On a hit, gets a free grapple attempt on victim.

Grapple Attack: If the victim is caught, they take 1d8 damage per round as the Tree pins them. A successful Strength Check at –4 breaks the grapple.

Crushing Maw Once the victim is grappled, he can be thrust inside one of the toothy hollows in the tree – each tree has 1d6 + 3 such hollows. Once inside the maw, he takes 3d6 points of damage per round and can only escape with a successful Strength Check at -8. Note that after 1 turn, the victim also starts to suffocate.

Resistances: Takes only half damage from impaling and blunt weapons.

Weakness: Take double damage from Fire attacks

Initiative bonus: +4 for the first attack if the creature was preparing an ambush.

Concealment Bonus: Before attacking, Perception Checks to find Bloodtrees are made with a -4 penalty if the creature is preparing an ambush and there are other, similar-looking trees nearby.

Sleep Pollen: Bloodtrees secrete a fine red pollen that fills the air within 100-feet of each tree. Upon entering the area, and once per turn afterwards, living creatures must make a Save vs. Poison with a –2 penalty or grow sleepy, falling asleep 1d6 rounds later, sleeping for 1 hour.

Description: Some say these creatures are trees that have turned evil, while other suspect darker magic at work. Regardless of their origin, Bloodtrees are large, evil, carnivorous trees that lurk in gloomy woods. They hunt meat, needing it for food, and prefer luring their prey to sleep. But they are not above directly and savagely attacking food when the opportunity arises. They appear as large trees, often with hollows showing, which are actually the mouths of the beast.

Carrion Eater

(Encounter Level: 4 - 6)

	Monster Type
	Undead
	Strength
	5d6

	Hitpoints
	6d10 (average: 33)
	Intelligence
	1d4

	Alignment
	Any Evil
	Wisdom
	1d4

	Attacks
	4/1
	Faith
	1

	Parries
	0/1
	Dexterity
	2d6

	BatCh
	14
	Constitution
	4d6

	Base AC
	7
	Charisma
	1

	Movement (Run)
	20//
	Comeliness
	1

	Movement (Fly)
	-
	Sense Presence
	30 //

	Movement (Swim)
	-
	Lowlight/Infravision
	0 / 30 //

	Movement (Burrow)
	-
	Detect Motion Vectors
	30 //

	Spirit Points
	1d4 (average: 3)
	Number per encounter
	1 or 2

	Empathic Rating
	0%
	Frequency
	Uncommon

	Empathic Resistance
	85%
	Size Class
	6


	Base Saving Throws
	
	Save vs. Poison
	Na

	Save vs. Death Magic
	Na
	Save vs. System Shock
	14

	Save vs. Magical Weapon
	14
	Save vs. Spiritual Power
	14

	Save vs. Area Effect
	14
	Save vs. Sleep/Charm
	Na


Attacks/Defenses: Claw: 1d8 + 2 or Bite: 1d6 + Severed Soul. All attacks deal double damage against Undead.  

Severed Soul: A victim struck by the bite of the Carrion Eater must make a successful Save vs. Death Magic or suffer from a severed soul for 1d4 rounds. Victims who fail this Saving Throw cannot invoke any Spiritual Powers for the duration of the effect and count as Undead in all ways until the effect wears off. They also suffer a –2 penalty to all rolls. Note that this effect does not work on non-living creatures or ones without souls. 

Carrion Healing: When the Carrion Eater deals damage to Undead, it gains hitpoints equal to the amount of damage dealt.

Description: These creatures are a prime example of the cure being worse than the disease. Created by Necromancers to consume unwanted or disobedient Undead, these ghastly abominations quickly escaped into the wild and began to convert the living into a food source. While they are still very effective against Undead, they are themselves Undead and are often more dangerous than the creatures they consume. A Carrion Eater appears as a large, sickly grey, twisted mass of clawed tendrils and mouths – it has no eyes or legs, but it has no problem chasing down its prey.

Fungoid Zombie

(Encounter Level: 1 - 3)

	Monster Type
	Undead with Plant elements
	Strength
	3d6

	Hitpoints
	2d8 (average: 9)
	Intelligence
	1d2

	Alignment
	None or Malevolent
	Wisdom
	1d3

	Attacks
	1/1
	Faith
	1d4

	Parries
	0/1
	Dexterity
	2d6

	BatCh
	20
	Constitution
	2d6

	Base AC
	8
	Charisma
	1

	Movement (Run)
	8//
	Comeliness
	1

	Movement (Fly)
	-
	Sense Presence
	

	Movement (Swim)
	2//
	Lowlight/Infravision
	10 // / 0

	Movement (Burrow)
	-
	Detect Motion Vectors
	

	Spirit Points
	1d4 (average: 3)
	Number per encounter
	1 to 4

	Empathic Rating
	0%
	Frequency
	Common

	Empathic Resistance
	25%
	Size Class
	5


	Base Saving Throws
	
	Save vs. Poison
	Na

	Save vs. Death Magic
	Na
	Save vs. System Shock
	16

	Save vs. Magical Weapon
	16
	Save vs. Spiritual Power
	16

	Save vs. Area Effect
	16
	Save vs. Sleep/Charm
	Na


Attacks/Defenses: Punch: 1d4 / Punch: 1d4

Sickening Spores: Those who are within 30-feet of the Fungoid Zombie most make a Save vs. Poison or start to gag and choke on the creatures fungal spores. This inflicts a –2 penalty to all of the victim’s rolls for the next 1d6 rounds. This is not cumulative with itself.

Horrid Smell: Fungoid Zombies are probably the foulest smelling Undead, and they have a particularly unique order of mushrooms and decay, and thus Perception Checks to notice them are made with a +4 bonus.

Dual Nature: Because a Fungoid Zombie is part Undead and part fungus, effects that specifically target its Undead or Plant nature only have a 50% chance of working. That means that it has a 50% chance to ignore Turn Undead, etc.

Create Spawn: Any creature slain by a Fungoid Zombie has a 5% chance of rising as a Fungoid Zombie in 3d6 days. The only way to prevent this is by consecrating the body with General Ceremony, Last Rites, or Holy Water, burning it, or raising the victim from the dead.

Description: Horrid creatures that are a mix of fungus and corpse, these shambling Zombies are bloated monstrosities, covered in fungus of all varieties. They are the grim results of Necromancy applied to overly decayed bodies. Thankfully, they are easy to detect from afar because of their unique stench and their endless moaning.

Leech (Giant)

(Encounter Level: 1 - 3)

	Monster Type
	Animal
	Strength
	1d6

	Hitpoints
	2d8 (average: 9)
	Intelligence
	1d4

	Alignment
	Animal or any evil
	Wisdom
	1d4

	Attacks
	1/1
	Faith
	1

	Parries
	1/1
	Dexterity
	1d6

	BatCh
	17
	Constitution
	2d6

	Base AC
	7
	Charisma
	1

	Movement (Run)
	1//
	Comeliness
	1

	Movement (Fly)
	-
	Sense Presence
	20 //

	Movement (Swim)
	15//
	Lowlight/Infravision
	20 // / 0

	Movement (Burrow)
	1//
	Detect Motion Vectors
	

	Spirit Points
	1
	Number per encounter
	4 to 6

	Empathic Rating
	0%
	Frequency
	Common

	Empathic Resistance
	0%
	Size Class
	2


	Base Saving Throws
	
	Save vs. Poison
	14

	Save vs. Death Magic
	16
	Save vs. System Shock
	14

	Save vs. Magical Weapon
	16
	Save vs. Spiritual Power
	18

	Save vs. Area Effect
	14
	Save vs. Sleep/Charm
	18


Attacks/Defenses: Bite: 1 point of damage. On a successful Bite attack, the Leech may attach itself to the victim and inflict Blood Drain. 

Blood Drain: Once attached, the victim takes an additional 1-point of damage per round, and the Leech heals 1 point of damage per round. Generally, most Leeches will let go of their prey once fully healed or after draining 5 points from their victims. Note that Leeches can use this ability to gain up to 5 hitpoints over their maximum hitpoints, and these temporary hitpoints are lost at a rate of 1 per hour. Dealing 5 or more points of damage to a Giant Leech in one round knocks it off the victim. While attached, the Leech gains a +2 AC bonus.

Concealment Bonus: Before attacking, Perception Checks to find Giant Leeches are made with a -4 penalty if the creature is preparing an ambush and it is in dark and murky water.

Numbness: After inflicting a Bite attack, the victim must make a successful Perception Check to realize that a Giant Leech has bitten him. The victim must keep making these checks each round with a cumulative +2 bonus per round as it becomes easier to realize that something is not right. Note that if the Leech is actually spotted, this ability has no effect, though the wound will still be numb from its tranquilizing effect. 

Description: These disgusting, worm-like creatures can be found lurking in the most dismal swamps, often bloated with blood drained from their victims. Giant Leeches can grow to over a foot in length and pose a serious risk to adventurers since they are hard to spot and numb the victim after wounding them, allowing them to feast on their blood without fear of retaliation.

Mindrot Moss

(Encounter Level: 4 - 6)

	Monster Type
	Plant
	Strength
	4d6

	Hitpoints
	6d10 (average: 33)
	Intelligence
	1d4

	Alignment
	Animal or Evil
	Wisdom
	1d4

	Attacks
	One per limb (4 average)
	Faith
	1d4

	Parries
	One per limb (4 average)
	Dexterity
	3d6

	BatCh
	15
	Constitution
	4d6

	Base AC
	5
	Charisma
	1d4

	Movement (Run)
	15//
	Comeliness
	1d4

	Movement (Fly)
	-
	Sense Presence
	20 //

	Movement (Swim)
	5//
	Lowlight/Infravision
	

	Movement (Burrow)
	2//
	Detect Motion Vectors
	

	Spirit Points
	1d4 + 6 (average: 9)
	Number per encounter
	1 or 2

	Empathic Rating
	10%
	Frequency
	Common

	Empathic Resistance
	70%
	Size Class
	5


	Base Saving Throws
	
	Save vs. Poison
	Na

	Save vs. Death Magic
	14
	Save vs. System Shock
	12

	Save vs. Magical Weapon
	16
	Save vs. Spiritual Power
	14

	Save vs. Area Effect
	16
	Save vs. Sleep/Charm
	Na


Attacks/Defenses: Tendril strike: 1d6 + 2 damage. On a hit, can splatter a large blob of furry goo upon the enemy’s face in place of dealing damage.

Mindrot Spores: Once per round in place of its attacks, the Mindrot Moss may unleash a cloud of mind-altering spores. Everyone within 30 feet who can breathe and be affected by spores must make a Save vs. Sleep/Charm or suffer from Mindrot for the next 1d6 rounds. Once the spores are unleashed, they linger for 1 additional round, forcing all within the area of effect to save again vs. the spores.

Mindrot: Roll on this table each round for those under the effects of the Mindrot Spores:

1 or 2: Acts normally

3: Attacks nearest possible target, regardless of friend or foe

4: Stands in place, drooling. Loses action and cannot parry

5 or 6: Runs in confusion around the area

Goo: The sticky, fuzzy goo upon the Moss’s tendrils can be plastered over the face of a victim, cutting off their breathing and blinding them. The victim then loses 1 point of Endurance per round unless he removes the goo with a successful Strength Check, which is a full round action. Other methods of removing the goo can work, but most take longer than simply pulling it off.

Description: These large, furry, man-sized carpets of slimy moss are effective ambush hunters. Their many hairs acts as legs, letting them move much faster than one would expect, and they are very effective at confusing and disabling foes. Mindrot Moss hides in dungeons and caves.

Owl (Giant)

(Encounter Level: 4 - 6)

	Monster Type
	Animal
	Strength
	4d6

	Hitpoints
	6d12 (average: 39)
	Intelligence
	3d6

	Alignment
	Any Good
	Wisdom
	4d6

	Attacks
	2/1
	Faith
	3d6

	Parries
	2/1
	Dexterity
	3d6

	BatCh
	14
	Constitution
	3d6

	Base AC
	5
	Charisma
	3d6

	Movement (Run)
	5//
	Comeliness
	2d6

	Movement (Fly)
	40// (Class C)
	Sense Presence
	

	Movement (Swim)
	-
	Lowlight/Infravision
	10// / 10//

	Movement (Burrow)
	-
	Detect Motion Vectors
	

	Spirit Points
	1d4 + 6 (average: 9)
	Number per encounter
	1 or 2

	Empathic Rating
	10%
	Frequency
	Uncommon

	Empathic Resistance
	30%
	Size Class
	6 or 7


	Base Saving Throws
	
	Save vs. Poison
	14

	Save vs. Death Magic
	14
	Save vs. System Shock
	12

	Save vs. Magical Weapon
	14
	Save vs. Spiritual Power
	16

	Save vs. Area Effect
	12
	Save vs. Sleep/Charm
	16


Attacks/Defenses: Claw: 1d8 / Claw: 1d8. Bite: 2d6 damage 

Flyby Attack: This creature likes to make high-speed attacks on its prey. The Giant Owl may sacrifice all but one attack in a given round to gain a +4 AC bonus until its action next round.

Keen Senses: Giant Owls gain a +4 bonus to all perception checks and can perceive their environment at night as well as they can during the day.

Silent Flight: Giant Owls have an innate racial 60% chance to Move Stealthily when airborne. 

Owl’s Wisdom: Giant Owls can speak and understand whatever the common humanoid language is in their environment.

Description: Giant Owls are benevolent and wise birds of the night, though their eerily silent flight can be rather unnerving at first sight. Descendents of common owls that have been blessed by a higher power of Good, these noble creatures watch over the night skies, keeping an eye on travelers far from their homes. They are fierce warriors and loyal friends, and legend has it that they will speak to those whose hearts are true and who seek wisdom and enlightenment.

Petrifier

(Encounter Level: 4 - 6)

	Monster Type
	Undead
	Strength
	4d6

	Hitpoints
	6d10 (average: 33)
	Intelligence
	2d6

	Alignment
	Any Evil
	Wisdom
	2d6

	Attacks
	2/1
	Faith
	1d4

	Parries
	0/1
	Dexterity
	2d6

	BatCh
	15
	Constitution
	3d6

	Base AC
	4
	Charisma
	1

	Movement (Run)
	8//
	Comeliness
	1

	Movement (Fly)
	-
	Sense Presence
	

	Movement (Swim)
	-
	Lowlight/Infravision
	0 / 10 //

	Movement (Burrow)
	2//
	Detect Motion Vectors
	10 //

	Spirit Points
	1d4 (average: 3)
	Number per encounter
	2 to 4

	Empathic Rating
	0%
	Frequency
	Uncommon

	Empathic Resistance
	45%
	Size Class
	5


	Base Saving Throws
	
	Save vs. Poison
	Na

	Save vs. Death Magic
	Na
	Save vs. System Shock
	14

	Save vs. Magical Weapon
	14
	Save vs. Spiritual Power
	14

	Save vs. Area Effect
	14
	Save vs. Sleep/Charm
	Na


Attacks/Defenses: Punch: 1d8 + 2 / Punch: 1d8 + 2. On a successful hit, the victim suffers from the Dehydration ability. On a Critical Success, the victim suffers Petrifaction.

Petrifaction: The victim must make a successful Save vs. System Shock or be turned into a statue of salt for the next 1d4 hours. The statue can be destroyed by successfully dealing it 30 points of damage, though it does have Damage Reduction of 5. Destroying the statue kills the victim.

Dehydration: On a successful hit, there is a 50% chance that a random potion, fluid, or other water-based substance that the victim is carrying will turn to dust.

Damage Reduction: 5

Immunities: Fire and dehydrating effects.

Weaknesses: Takes 1d6 points of damage per round if exposed to a large quantity of water (rain, a jar of water, snow, etc.). Takes double damage from effects that generate water or ice (not just cold) and effects that normally do not deal damage instead deal 1d6 points of damage.

Description: This form of Undead is the result of those who died from thirst in the wastelands or of sinners who were buried too close to veins of salt. The resulting creature is withered and desiccated with stone-like skin that shrugs off most attacks. Petrifiers are known to convert others into statues of salt and shrug off fire-based attacks and the heat of the desert, but thankfully their fear of water keeps them away from most civilized areas.

Razorweed

(Encounter Level: 1 - 3)

	Monster Type
	Plant
	Strength
	1d6

	Hitpoints
	3d10 (average: 17)
	Intelligence
	1

	Alignment
	Neutral
	Wisdom
	1

	Attacks
	4/1
	Faith
	1

	Parries
	1/1
	Dexterity
	2d6

	BatCh
	16
	Constitution
	2d6

	Base AC
	7
	Charisma
	1

	Movement (Run)
	15//
	Comeliness
	1

	Movement (Fly)
	-
	Sense Presence
	20 //

	Movement (Swim)
	-
	Lowlight/Infravision
	-

	Movement (Burrow)
	-
	Detect Motion Vectors
	-

	Spirit Points
	1
	Number per encounter
	1 or 2

	Empathic Rating
	0%
	Frequency
	Common

	Empathic Resistance
	50%
	Size Class
	4


	Base Saving Throws
	
	Save vs. Poison
	Na

	Save vs. Death Magic
	16
	Save vs. System Shock
	14

	Save vs. Magical Weapon
	18
	Save vs. Spiritual Power
	16

	Save vs. Area Effect
	18
	Save vs. Sleep/Charm
	Na


Attacks/Defenses: Razor vine for 1d4 damage. Face Grab: If all of its attacks hit and are against the same victim, it may latch onto the victim’s face, most likely obstructing his vision (50% chance). A successful Strength Check is required to remove the Razor Weed from the victim, and this is a full round action. Failure means that all of its attacks automatically hit the victim the next round. Note that an attached Razorweed cannot attack anyone else and cannot parry. Most will stay attached until the victim (or the Razorweed) is dead.

Leap Attack: If the Razorweed has not attacked in the previous round, it can make a leap attack upon a foe, throwing itself at its victim by using its wiry vines like springs. All attacks must be made against the same target if using this ability, but they are at +2 to hit.

Concealment Bonus: Before attacking, Perception Checks to find Razor Weeds are made with a -4 penalty if the creature is preparing an ambush and there are other, similar-looking plants nearby.

Vulnerabilities: Takes double damage from fire since it is dried out as part of its disguise.

Description: The Razorweeds are carnivorous plants that look much like harmless tumbleweeds. However, they are actually composed of a mass of wire-like vines that are covered with razor sharp thorns and blades. These plants lie in wait or blow about the desert freely, looking for their next meal. They also have a peculiar attack method that involves launching themselves at their victims, seeking to grab onto the target’s face in an effort to blind and then kill them. This has earned them the nickname “Face-grabber Weeds” in some places. 

Rot Vulture

(Encounter Level: 1 - 3)

	Monster Type
	Animal Mutant
	Strength
	2d6

	Hitpoints
	4d6 (average: 14)
	Intelligence
	2d6

	Alignment
	Any Evil
	Wisdom
	2d6

	Attacks
	1/1
	Faith
	2d4

	Parries
	1/1
	Dexterity
	3d6

	BatCh
	16
	Constitution
	4d6

	Base AC
	6
	Charisma
	2d4

	Movement (Run)
	2//
	Comeliness
	2d4

	Movement (Fly)
	20// (Class C)
	Sense Presence
	

	Movement (Swim)
	-
	Lowlight/Infravision
	10 // / 0

	Movement (Burrow)
	-
	Detect Motion Vectors
	30 //

	Spirit Points
	2d4 + 1 (average: 6)
	Number per encounter
	1 to 4

	Empathic Rating
	10%
	Frequency
	Common

	Empathic Resistance
	50%
	Size Class
	3


	Base Saving Throws
	
	Save vs. Poison
	16

	Save vs. Death Magic
	16
	Save vs. System Shock
	14

	Save vs. Magical Weapon
	16
	Save vs. Spiritual Power
	18

	Save vs. Area Effect
	14
	Save vs. Sleep/Charm
	18


Attacks/Defenses: Bite: 1d6 / Claw: 1d4. Bite attack does double damage against Undead and instantly decays any corpse.

Toxic Bite: On a Critical Success for the bite attack, the victim must make a successful Save vs. Poison or contract a random Minor Illness.

Foul Stench: All living creatures within 30 feet of a Rot Vulture must make a successful Save vs. Poison or suffer a –2 penalty to all rolls for the next 3d6 rounds. The same Rot Vulture cannot affect those who successfully save for the next hour. This effect is not cumulative with itself.

Immunities: Disease and Poison

Concealment Penalty: Before attacking, Perception Checks to find Rot Vultures are made with a +4 bonus because of the creature’s horrid smell and shrieking calls.

Description: These disgusting carrion fowl have been enhanced and mutated, giving them unnatural strength, cunning, and endurance. They enjoy hunting the living as much as feasting on the dead, and they have no problem creating more carrion by killing whatever they can catch. Fortunately, these creatures are easy to detect from afar and they tend to devour the Undead at least as often as they attack the living. Nonetheless, they are evil and have a cruel nature and are thus best avoided.

Shrieking Horror

(Encounter Level: 10 - 15)

	Monster Type
	Undead (Free-willed)
	Strength
	4d6

	Hitpoints
	10 points per head (100 avg)
	Intelligence
	2d6

	Alignment
	Satanic
	Wisdom
	2d6

	Attacks
	One per head (10 average)
	Faith
	1d6

	Parries
	One per head (10 average)
	Dexterity
	3d6

	BatCh
	8
	Constitution
	4d6

	Base AC
	-2
	Charisma
	1d4

	Movement (Run)
	-
	Comeliness
	1d4

	Movement (Fly)
	20// (Class A Perfect)
	Sense Presence
	10 //

	Movement (Swim)
	-
	Lowlight/Infravision
	0 / 10 //

	Movement (Burrow)
	- 
	Detect Motion Vectors
	10 //

	Spirit Points
	1d6 per head (35 average)
	Number per encounter
	1 or 2

	Empathic Rating
	30%
	Frequency
	Uncommon

	Empathic Resistance
	100%
	Size Class
	5


	Base Saving Throws
	
	Save vs. Poison
	Na

	Save vs. Death Magic
	Na
	Save vs. System Shock
	10

	Save vs. Magical Weapon
	10
	Save vs. Spiritual Power
	10

	Save vs. Area Effect
	10
	Save vs. Sleep/Charm
	2


Attacks/Defenses: Bite: 2d6 + 6 damage. Blood Stream: can vomit a stream of blood up to 100 feet away that deals 1d6 physical and 1d6 acid damage.

Damage Reduction and Loss of Heads: Every 10 points of damage taken in a single round by a Shrieking Horror destroys one of its heads. Damage insufficient to destroy a head is reduced to zero at the beginning of each of the Horror’s rounds – this functions much like Structural Points.

Maddening Screams: Once per round, in place of the attacks of one head, the Horror may unleash a ghastly, mind-shattering scream. Everyone within hearing range who is not completely deaf must make a Save vs. Sleep/Charm with a –4 penalty or suffer from Madness for the next 1d6 rounds. 

Madness: Roll on this table each round for those under the effects of the Maddening Scream:

1 or 2: Acts normally

3: Attacks nearest ally

4: Stands in place, shrieking, moaning, or screaming. Loses action and cannot parry

5 or 6: Runs in fear from the area

Damage Reduction: 2 + 1 additional point per slain head. Slain heads turn to stone-like skulls. 

Regeneration: Regenerates 1 head every turn. 

Consume Soul: Anyone slain by a Horror has a 50% chance of losing ones soul to it.

Description: These horrific creatures are composed of a floating orb of gaunt, deformed heads of previous victims mounted on snake-like necks. The beast’s mouths constantly mutter and scream in madness and pain, and its vacant, dead eyes forever search for prey.

Winterwrath Demon

(Encounter Level: 16 to 20)

	Monster Type
	Demon (NPC)
	Strength
	5d6

	Hitpoints
	18d12 (average: 117)
	Intelligence
	5d6

	Alignment
	Satanic
	Wisdom
	5d6

	Attacks
	4/1
	Faith
	5d6

	Parries
	4/1
	Dexterity
	5d6

	BatCh
	5
	Constitution
	5d6

	Base AC
	-4
	Charisma
	4d6

	Movement (Run)
	40// (can climb freely)
	Comeliness
	2d6

	Movement (Fly)
	-
	Sense Presence
	24//

	Movement (Swim)
	30//
	Lowlight/Infravision
	0 / 30//

	Movement (Burrow)
	20//
	Detect Motion Vectors
	

	Spirit Points
	5d6 + 18d10 (average: 117)
	Number per encounter
	1

	Empathic Rating
	65%
	Frequency
	Rare

	Empathic Resistance
	65%
	Size Class
	6


	Base Saving Throws
	
	Save vs. Poison
	Na

	Save vs. Death Magic
	6
	Save vs. System Shock
	6

	Save vs. Magical Weapon
	6
	Save vs. Spiritual Power
	6

	Save vs. Area Effect
	6
	Save vs. Sleep/Charm
	8


Attacks/Defenses: Claw: 2d6 + 10 damage. Kick: 3d6 + 5 damage + Knockback. Bite: 2d6 damage + Bloodfreeze. Ice bolt: 1d6 physical and 1d6 cold damage, range 300-feet. Can only kick twice and bite once per round. All natural weapons are considered magical. If a Winterwrath Demon is defeated, it cannot manifest again until 2d4 months have passed.

Freedom of Movement: A Winterwrath Demon can move freely over any surface – ice, brambles, adhesives, and so on do not slow it down. In addition, it may climb walls and even walk across the ceiling as easily as walking across the ground.

Knockback: Save vs. Area Effect or be thrown back 1d6 x 5-feet.

Bloodfreeze: Save vs. System Shock with –4 penalty or bite damage cannot magically be healed and instead heals at a rate of 1 point per day. Immunity to cold will not prevent this effect.

Winter’s Wrath: A Winterwrath Demon is surrounded by a freezing aura of supernatural cold that extends 300-feet in all directions from the demon. Those within this area suffer –4 penalty to there initiative rolls, lose 1 attack and 1 parry per round (to a minimum of 1 of each per round), have their movement reduced by half, and suffer 2d6 points of cold damage per round.

Breath weapon: Can breath a 100-foot long cone of frigid cold in place of its attacks. This deals 10d6 cold damage with a Save vs. Area Effect for ½ damage. Those who critically fail the save are frozen in place and unable to act for the next round. This can be used once every 4 rounds.

Glacial Spike: Can fire an impaling bolt of ice from its claws that acts as a ranged touch attack against a single target within 300-feet. This huge spear of ice deals 2d6 cold damage and 4d6 physical damage and knocks the target backwards 3d6 x 5 feet. The stunned target loses their next action from the ferocity of this attack. This ability can be used 5 times a day.

Ice Mist: Can produce a deep fog of ice crystals that extends outwards from the demon for 100-feet in all directions. This grants those within the ice mist a +2 bonus to AC and attacks against them have a 20% miss chance. Note that the Winterwrath Demon can see through this effect, thus his foes do not get these bonuses against him. This ability lasts 2d6 rounds and can be used up to 5 times a day.

Frozen Death: Those slain by a Winterwrath Demon have a 75% chance of freezing solid and than shattering 1d6 hours later or if more than 20 points of physical damage is dealt to it. Once this effect has taken place, the body cannot be saved until this magical effect is removed with a Dispel Magic, Remove Curse, or similar effect. Once the body shatters, the soul is lost to the afterlife.

Dark Aura: 1 

Immunities: Cold, Mundane Weapons

Resistances: Electricity = 50%, Caustics 50%

Weaknesses: Takes 150% damage from Fire

Damage Reduction: 5

Regeneration: 2 points per round (Fire deals normal damage)

Magic Resistance: 20%

Description: Creatures of wanton cruelty and destroyers of all life, Winterwrath Demons exist to bring the ruin of endless cold to all lands. They will only be pleased once all life has been snuffed out, and all cities and peoples are buried under mountains of snow and ice. Their main goal in the world is the destruction of civilizations and cities, usually starting with the weakest outlying towns and villages. These demons take particular delight in freezing masses of people where they stand, leaving behind icy statues of their conquests.

Winterwrath Demons appear as towering abominations – a bizarre cross between an armored, 4-legged, spider-like lower body, the torso of a muscular male, and the head of a bull. Their legs end in cruel spikes that can pierce metal as easily as flesh, and their black claws are just as deadly. Even their teeth are like nails, and their entire body is covered in a blue-black, glossy natural armor, something like a cross between an insect’s shell and plate-mail. Ice and death hang in the air about them, and the Undead often follow these demons, picking at the remains left behind by their battles.

