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

Version 1.1 (09/12/2004)

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 introduce the horrors of Sarkophka to the world and to populate the deserts and savannahs of Arannoch.

· To add more monsters for mid to higher-level challenges.

· To improve the strength of some existing monsters that were too weak.

Improved monsters are listed first, with changes in yellow. All new monsters follow.

Improved older monsters: 

Automaton

Bone Cage

Dark Rider

Eyewing

Tower of Power

New Monsters: (21 total)

	Monster Name
	Encounter Level

	Beetle (Giant)
	1 to 3

	Carnivorous Cactus
	1 to 3

	Cursed One
	7 to 9

	Dune Beast
	4 to 6

	Elementals (4 kinds: Air, Earth, Fire, and Water)
	7 to 9

	Golem (Brass)
	10 to 15

	Golem (Glass)
	4 to 6

	Golem (Sand)
	7 to 9

	Hydra (Swamp or Rock)
	7 to 9

	Judge of the Inferno
	16 to 20

	Locust Swarm
	4 to 6

	Mummy
	1 to 3

	Mummy Lord
	4 to 6

	Pain Hulks
	4 to 6

	Plague Knight
	10 to 15

	Scorpion (Giant)
	1 to 3

	Wasp (Giant)
	1 to 3

	Wyvern
	4 to 6


Automaton

(Encounter Level: 4 - 6)

	Monster Type
	Undead
	Strength
	4d6

	Hitpoints
	5d10 (average: 28)
	Intelligence
	1d4

	Alignment
	None
	Wisdom
	1d4

	Attacks
	4/1
	Faith
	2d4

	Parries
	0/1
	Dexterity
	2d4

	BatCh
	16
	Constitution
	4d6

	Base AC
	5
	Charisma
	1

	Movement (Run)
	12//
	Comeliness
	3d4

	Movement (Fly)
	-
	Sense Presence
	

	Movement (Swim)
	-
	Lowlight/Infravision
	

	Movement (Burrow)
	1//
	Detect Motion Vectors
	

	Spirit Points
	2d4 + 5 (average: 10)
	Number per encounter
	1 to 5

	Empathic Rating
	10%
	Frequency
	Common

	Empathic Resistance
	0%
	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: These beings are were once quite effective laborers, and now attack their foes with equal haste. Fortunately for the living, they are usually only equipped with old and often rusted weapons that they may have wielded in life, which function at –1 to damage. May also punch for 1d6 points of damage.
Resistances: Radiation: 50% (not full Undead, so not immune to Radiation)

Turn Resistance: Because of their partial Undead nature, they are turned as if 4 Hitdice higher and are 50% resistant to Holy Water.
Description: Automatons are the sad results of the Scaxathrom priests’ attempts to produce their own robot-like servants. This poor souls had all of their memory and personality erased so that they would better “serve the greater good” as machines in the Scaxathrom’s version of a utopian society. Automatons are not truly evil: they are merely obedient slaves of their current master, but since nearly all of them serve evil beings, it is common to encounter them as guards and warriors in the dark places of the world.

Automatons appear mostly as they did in life, but they are now very haggard and worn, and their glazed eyes show the emptiness of their existence. Empathically aware beings that encounter them detect a strong sense of hopeless and despair.

Bone Cage (Formerly: Cage of Bones)

(Encounter Level: 7 - 9)

	Monster Type
	Undead
	Strength
	5d6

	Hitpoints
	9d12 (average: 59)
	Intelligence
	1d4

	Alignment
	Malevolent
	Wisdom
	1d4

	Attacks
	3/1
	Faith
	1d4

	Parries
	0/1
	Dexterity
	2d6

	BatCh
	12
	Constitution
	4d6

	Base AC
	5
	Charisma
	1d6

	Movement (Run)
	8//
	Comeliness
	1

	Movement (Fly)
	-
	Sense Presence
	

	Movement (Swim)
	-
	Lowlight/Infravision
	

	Movement (Burrow)
	6//
	Detect Motion Vectors
	

	Spirit Points
	1d4 + 7 (average: 10)
	Number per encounter
	1 or 2

	Empathic Rating
	0%
	Frequency
	Uncommon

	Empathic Resistance
	30%
	Size Class
	7


	Base Saving Throws
	
	Save vs. Poison
	Na

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

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

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


Attacks/Defenses: Bone Crush: 2d6 damage.

Breathe Weapon: Cone of bone shards = 5d6 damage, range 50 feet. Save vs. Area Effect for ½ damage

Grappling Attack: Can hold 3 victims of up to Size Class 5 at a time. If grappled, the victim is encased in a bone prison and takes 3d6 points of damage per round as the cage slowly contracts on them.

Resistances: Fire = 25%

Fearful Presence: 1

Weakness: Because of its random and haphazard shape, Bone Cages take double damage from Bludgeoning weapons. 

Description: Bone Cages are the awful result of mistakes made in attempts to animate the dead: perhaps a student was careless, or a dark Priest misspoke an incantation, or maybe too many Undead were going to be created at once. Whatever the reason, the result is often a Bone Cage - a huge, haphazard collection of random bones that is nasty, stupid, and desires only to create as much destruction as possible. These beasts usually begin their existence by slaying their creators and then escaping into the wilds, shambling and creeping across the landscape, while crushing anything they encounter. Fortunately, they are not very intelligent and even evil priests often want to dispose of them. However, there are rumors that a hidden group of mad Priests and magic-users have begun to create these creatures to worship the havoc that they create.

Dark Rider

(Encounter Level: 10 - 15)

	Monster Type
	Undead (NPC, Free-willed)
	Strength
	4d6

	Hitpoints
	15d10 (average: 83)
	Intelligence
	4d6

	Alignment
	Any Evil
	Wisdom
	4d6

	Attacks
	3/1
	Faith
	4d6

	Parries
	2/1
	Dexterity
	3d6

	BatCh
	8
	Constitution
	4d6

	Base AC
	-3
	Charisma
	3d6

	Movement (Run)
	16//
	Comeliness
	2d6

	Movement (Fly)
	-
	Sense Presence
	18//

	Movement (Swim)
	6//
	Lowlight/Infravision
	0 // 30//

	Movement (Burrow)
	-
	Detect Motion Vectors
	

	Spirit Points
	4d6 + 14d6 (average: 63)
	Number per encounter
	1 or 2

	Empathic Rating
	0%
	Frequency
	Uncommon

	Empathic Resistance
	50%
	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: Will be armed with whatever weapons it had in life: this usually includes a melee and a ranged weapon of at least +2 enchantment. Can gain classes levels as a Fallen Paladin up to Level 15 in addition to normal abilities.

Gaze Attack: Deals 2d6 cold damage.

Immunities: Cold, Mundane weapons

Dark Aura: 1

Magic Resistance: 15%

Weaknesses: Silver weapons and Holy Water deal double damage.
Fallen Paladin Powers: A Dark Rider has the powers of a 10th level Fallen Paladin - all of its powers are reversed: healing spells harm the living for the same amount of damage, good is defended against, Unholy weapons are created, etc. 

Modified Turn Undead: On a successfully turn, all affected Undead are healed for 4d6 points, and on a Critical Success, the Undead are fully healed.

Description: Dark Riders are the ghastly results of fallen Paladins or evil members of other Warrior-like classes who have chosen to find greater power through Undeath. These beings appear as tall, powerful knights, clad in dark armor and wielding Unholy weapons. Fear hangs in a chill air about them, and their eyes pierce the soul, hinting of the terrible power that they have gained. Dark Riders often seek to rule over kingdoms and topple empires - they often have legions of Undead and magical items at their disposal to complete this task.

Eyewings

(Encounter Level: 4 - 6)

	Monster Type
	Mutant
	Strength
	2d6

	Hitpoints
	4d8 (average: 18)
	Intelligence
	2d6

	Alignment
	Satanic
	Wisdom
	2d6

	Attacks
	1/1
	Faith
	2d6

	Parries
	1/1
	Dexterity
	3d6

	BatCh
	17
	Constitution
	2d6

	Base AC
	5
	Charisma
	1

	Movement (Run)
	1//
	Comeliness
	1

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

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

	Movement (Burrow)
	-
	Detect Motion Vectors
	

	Spirit Points
	2d6 + 5 (average: 12)
	Number per encounter
	2 to 4

	Empathic Rating
	0%
	Frequency
	Uncommon

	Empathic Resistance
	0%
	Size Class
	2


	Base Saving Throws
	
	Save vs. Poison
	Na

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

	Save vs. Magical Weapon
	12
	Save vs. Spiritual Power
	16

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


Attacks/Defenses: Bite: 1d6 and injects Poison of Intensity: 3 - Victim still gets a Save vs. Poison, but at -2. 

Poison Tears: Can spray a Line of acid from its tearduct up to 20-feet away. Treat this as a ranged attack that inflicts Intensity: 2 poisoning.

Immunities: Poison

Linked Sight: Eyewings in a given group can all “see” through each other’s eyes. This gives them a +4 bonus to initiative rolls because of their greater awareness. It also means that one will rarely encounter a single Eyewing. Worse still, Eyewings often allow other evil beings to share their sight, making these monsters perfect spies. Each Eyewing can share its sight with a single other creature, and the link works in both directions between the two creatures.
Description: Eyewings are ghastly creatures that obviously have no place in nature. They appear as large black bats with dark red wings, and one large eye dominates the creature’s insane expression. The eye glows a baleful green at night and can shoot poison from its tear ducts. These creatures are believed to feed only upon blood and moonlight, but need little of either to continue to function. They are usually found in the service of evil Priests and Necromancers who use them as spies against their foes. There are, however, Eyewings that are in the service of demons and other creatures from Below, and none can say how many of these creatures serve such terrible masters. Hence, they are all best avoided or destroyed as quickly as possible.

Tower of Power

(Encounter Level: 10 - 15)

	Monster Type
	Construct
	Strength
	18 + 1d6

	Hitpoints
	13 Structural Points
	Intelligence
	1

	Alignment
	None
	Wisdom
	1

	Attacks
	2/1
	Faith
	0

	Parries
	1/1
	Dexterity
	1d6

	BatCh
	8
	Constitution
	18 + 1d6

	Base AC
	-3
	Charisma
	1

	Movement (Run)
	5//
	Comeliness
	2d4

	Movement (Fly)
	-
	Sense Presence
	

	Movement (Swim)
	-
	Lowlight/Infravision
	12// / 12//

	Movement (Burrow)
	1//
	Detect Motion Vectors
	24//

	Spirit Points
	0
	Number per encounter
	1 to 3

	Empathic Rating
	0%
	Frequency
	Uncommon

	Empathic Resistance
	100%
	Size Class
	7


	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
	14

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


Attacks/Defenses: Punch: 1d20 / Punch: 1d20. 

Slow Speed: Suffers a –4 penalty to initiative because of its size and bulk.

Earthquake: As one attack, a Tower of Power can stamp one of its huge feet on the ground to create a shockwave with a radius of 100-feet. All foes within the area of effect that are on the ground must make a Save vs. Area Effect or take 3d6 damage, fall down, and lose their next action.
Gem Lasers: The Tower of Power can use all its attacks for the round to fire an energy bolt from each remaining gem it has. Treat these as projectile energy attacks with a range of 300-feet. Each bolt does 3d6 points of damage. A typical ancient Tower of Power has 1d6 + 4 gems (all of the same type) with a maximum of 10 gems.

Resistances: Cold = 50%, Fire = 25%, Electricity = 75% 

Description: Towers of Power are huge, lumbering humanoid Constructs made of solid stone. Each possesses a ring of eight gems in a crown about its head and two more in its eyes, though most Towers of Power are ancient and thus are missing some of these gems. These Constructs are shaped in the form of a man or woman, but are usually badly eroded - many have not been activated in centuries. Towers of Power are usually found in old tombs and fortresses. They do not speak and will fight to the death to carry out their security functions. 

Beetle (Giant)

(Encounter Level: 1 - 3)

	Monster Type
	Animal
	Strength
	2d6

	Hitpoints
	3d8 (average: 14)
	Intelligence
	1d4

	Alignment
	Animal
	Wisdom
	1d4

	Attacks
	1/1
	Faith
	1

	Parries
	1/1
	Dexterity
	3d6

	BatCh
	17
	Constitution
	3d6

	Base AC
	6
	Charisma
	1

	Movement (Run)
	8//
	Comeliness
	1

	Movement (Fly)
	5// (Class D)
	Sense Presence
	

	Movement (Swim)
	3//
	Lowlight/Infravision
	15 // / 0

	Movement (Burrow)
	5//
	Detect Motion Vectors
	

	Spirit Points
	1
	Number per encounter
	3 to 6

	Empathic Rating
	0%
	Frequency
	Common

	Empathic Resistance
	0%
	Size Class
	4


	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: Pincher Jaws: 1d6. Flying Charge = 1d10, but can only be used when the beetle rams an opponent either from the air or when rushing towards him on the ground.

Beetle Stink: Can spray foes with a successful Ranged Touch Attack, leaving them covered in a thin film of a stinky substance. This is normally very effective for chasing away other animals, and it also tends to mark adventurers and make it harder for them to hide. The spray wears off after 1 day or a good cleaning. The beetle can use this ability 6 times a day before running out of stink spray. Using this ability replaces one attack for the round.

Description: Giant Beetles, unlike most other giant insects, are not normally very dangerous to adventurers, nor do they have cruel tendencies. However, when angered or proved by hunger, they will attack, and usually do so in swarms. Their spray, normally used to ward off animals, can also spell doom for adventurers who are hiding from others. 

Carnivorous Cactus

(Encounter Level: 1 - 3)

	Monster Type
	Plant
	Strength
	1d6

	Hitpoints
	3d10 (average: 17)
	Intelligence
	1

	Alignment
	Neutral
	Wisdom
	1

	Attacks
	2/1
	Faith
	1

	Parries
	2/1
	Dexterity
	2d6

	BatCh
	17
	Constitution
	2d6

	Base AC
	6
	Charisma
	1

	Movement (Run)
	10//
	Comeliness
	1

	Movement (Fly)
	-
	Sense Presence
	20 //

	Movement (Swim)
	-
	Lowlight/Infravision
	-

	Movement (Burrow)
	5//
	Detect Motion Vectors
	-

	Spirit Points
	1
	Number per encounter
	1 to 3

	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: Prickly Limb: 1d4. Once hit with a limb, the victim functions at –1 to all rolls because of the irritating barbs that are left behind. Removing the barbs can be done with a successfully Heal Check or any magical healing. If not removed, they fall out after 1 day. However, when removed, the barbs deal an additional point of damage. Neither the extra damage nor the penalty to rolls is cumulative with itself.

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

Description: The Carnivorous Cactus is an odd type of plant that has taken the concept of survival of the fittest to a new level. These plants use their cactus-like nature to store water and ward off predators, and then have developed an ambush-style of hunting for prey. A Carnivorous Cactus looks like a starfish, with a hungry mouth at the center of a series of about a half-dozen long, prickly arms. It spends most of the day hiding in the sands, with its arms sticking up through the surface, acting as both bait and a way to keep tabs on what is going on. In battle, it uses some of its legs for movement and attacks with the rest.

Cursed One

(Encounter Level: 7 - 9)

	Monster Type
	Undead (Free-willed, NPC)
	Strength
	3d6

	Hitpoints
	8d12 (average: 54)
	Intelligence
	3d6

	Alignment
	Satanic
	Wisdom
	4d6

	Attacks
	2/1
	Faith
	4d6

	Parries
	1/1
	Dexterity
	3d6

	BatCh
	12
	Constitution
	3d6

	Base AC
	1
	Charisma
	2d4

	Movement (Run)
	10//
	Comeliness
	1d4

	Movement (Fly)
	-
	Sense Presence
	

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

	Movement (Burrow)
	3//
	Detect Motion Vectors
	10 //

	Spirit Points
	3d6 + 6d6 (average: 32)
	Number per encounter
	1 or 2

	Empathic Rating
	0%
	Frequency
	Uncommon

	Empathic Resistance
	50%
	Size Class
	5


	Base Saving Throws
	
	Save vs. Poison
	Na

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

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

	Save vs. Area Effect
	12
	Save vs. Sleep/Charm
	2


Attacks/Defenses: Magic staff +1: 1d10 + 1. 

Dark energy blast: Used in place of 1 attack; fires a black star of dark energy up to 200-feet that deals 2d6 points of damage and heals the Cursed One by the same amount.

Curses: All Curses listed here can target a foe up to 300 feet away and have a burst area of a 30-foot diameter sphere. A Save vs. Death Magic with a –2 penalty negates the Curse. Casting a Curse replaces the caster’s attacks for that round. Note that victims are not aware of the specific curse affecting them until experience its effects. Curses last 1d4 rounds and a victim cannot be under the effects of more than one of these Curses at the same time.

Immunities: Caustics

Weaknesses: Takes 150% damage from Fire 

Curses – Masochism: Victims deal 50% of damage dealt back to themselves

Curses – Confusion: Victims suffer a –4 penalty to Saving Throws, Spiritual Power Checks, and Innate Power Checks. 

Curses – Sadism: Victims take 50% more damage from attacks against them

Curses – Enfeeblement: Victim’s speed is reduced by 50% and they lose 1 attack and 1 parry per round to a minimum of 1 per round. Melee damage is reduced by 50%. Victims suffer a –4 penalty to initiative.

Description: These foul beings appear as ghastly mummies, wielding a blackened staff, with dreams of ruin in their greenish eyes. Cursed Ones are the supporting spellcasters of the armies who follow the Lord of Plagues. 

Dune Beast

(Encounter Level: 4 - 6)

	Monster Type
	Mutant
	Strength
	4d6

	Hitpoints
	6d12 (average: 39)
	Intelligence
	2d6

	Alignment
	Satanic
	Wisdom
	2d6

	Attacks
	1/1
	Faith
	2d6

	Parries
	2/1
	Dexterity
	2d6

	BatCh
	14
	Constitution
	4d6

	Base AC
	5
	Charisma
	2d6

	Movement (Run)
	12//
	Comeliness
	2d6

	Movement (Fly)
	-
	Sense Presence
	

	Movement (Swim)
	5//
	Lowlight/Infravision
	15 // / 10 //

	Movement (Burrow)
	5//
	Detect Motion Vectors
	

	Spirit Points
	1d4 + 6 (average: 9)
	Number per encounter
	2 to 4

	Empathic Rating
	10%
	Frequency
	Common

	Empathic Resistance
	40%
	Size Class
	6


	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: 2d6 / Claw: 2d6 / Bite: 2d8 or Slam for 2d6 + 6. 

Stun Attack: Any creature hit by a Dune Beast’s Slam attack must make a Save vs. System Shock or lose their next action

Damage Reduction: 2 

Resistances: Fire = 50%

Description: Brutish creatures that haunt the rocky wastes, Dune Beasts are strong, ill-tempered, and savage hunters. They appear as large, hunched-over humanoids with thick scales for armor and huge claws for digging and killing prey. Their toothy maws and feral gleam in their eyes conceal the fact that these creatures are more cunning than wild animals. Dune Beasts have a primitive society based upon hunting and raiding, but brute strength and war matter most to them. 

Elemental, Air

(Encounter Level: 7 - 9)

	Monster Type
	Elemental (NPC)
	Strength
	2d6

	Hitpoints
	9d12 (average: 59)
	Intelligence
	2d6

	Alignment
	Any, tend to be Chaotic
	Wisdom
	3d6

	Attacks
	2/1
	Faith
	2d6

	Parries
	2/1
	Dexterity
	4d6

	BatCh
	12
	Constitution
	3d6

	Base AC
	2
	Charisma
	2d6

	Movement (Run)
	20//
	Comeliness
	2d6

	Movement (Fly)
	30// (Class A)
	Sense Presence
	

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

	Movement (Burrow)
	-
	Detect Motion Vectors
	10 // 

	Spirit Points
	2d6 + 9d4 (average: 30)
	Number per encounter
	1 or 2

	Empathic Rating
	0%
	Frequency
	Uncommon

	Empathic Resistance
	50%
	Size Class
	6


	Base Saving Throws
	
	Save vs. Poison
	Na

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

	Save vs. Magical Weapon
	12
	Save vs. Spiritual Power
	10

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


Attacks/Defenses: Punch: 2d6 + 3 damage. Lightning Orb, range 200-feet, damage 3d6 electrical damage.  

Minor Air Control: Able to control minor air effects, such as create small dust devils, breezes, etc. at will.

Gust of Wind: Targets one creature per hitdice of Elemental. Target must make a Save vs. Area Effect or be knocked prone and take 3d6 damage.

Whirlwind: Once every 1d4 rounds, the Air Elemental can transform itself into a Whirlwind for a full round. All creatures in the same squares as the Elemental or adjacent to it must make a Save vs. Area Effect with a –4 penalty or be knocked prone and sent flying up to 30-feet away, if possible. The victims then take 1d6 points of damage for every 5-feet traveled in this fashion with a Save vs. Area Effect for half damage. Note that the Whirlwind also grants the Air Elemental +4 AC for that turn if there is a decent amount of dust, sand, or dirt in the area to create a dust-storm affect around it.

Special Abilities: Regenerates 1 hitpoint a round if airborne.

Immunities: Electricity and wind-based attacks

Description: Air Elementals are the spirits of the wind and air, ancient creatures who have mastery over certain aspects of nature itself. They appear as humanoid figures carved of clouds and cloaked in swirling winds, like a living storm.

Elemental, Earth

(Encounter Level: 7 - 9)

	Monster Type
	Elemental (NPC)
	Strength
	4d6

	Hitpoints
	9d12 (average: 59)
	Intelligence
	2d6

	Alignment
	Any, tend to be Lawful
	Wisdom
	3d6

	Attacks
	2/1
	Faith
	2d6

	Parries
	2/1
	Dexterity
	2d6

	BatCh
	12
	Constitution
	4d6

	Base AC
	1
	Charisma
	2d6

	Movement (Run)
	10//
	Comeliness
	2d6

	Movement (Fly)
	-
	Sense Presence
	

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

	Movement (Burrow)
	30//
	Detect Motion Vectors
	10 // 

	Spirit Points
	2d6 + 9d4 (average: 30)
	Number per encounter
	1 or 2

	Empathic Rating
	0%
	Frequency
	Uncommon

	Empathic Resistance
	50%
	Size Class
	6


	Base Saving Throws
	
	Save vs. Poison
	Na

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

	Save vs. Magical Weapon
	12
	Save vs. Spiritual Power
	10

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


Attacks/Defenses: Punch: 2d6 + 5. Able to toss an endless supply of rocks up to 200-feet that deal 2d6 points of damage.

Minor Earth Control: Able to control minor earth effects, such as dig holes, etc.

Stone Spikes: Targets one creature per hitdice of Elemental. Target must make a Save vs. Area Effect or be impaled by stone spikes that shoot out of the earth and take 3d6 damage.

Earthquake: Once every 1d4 rounds, the Earth Elemental can create a shockwave with a radius of 100-feet. All foes within the area of effect that are on the ground must make a Save vs. Area Effect with a –4 penalty or take 4d6 damage, fall down, and lose their next action.

Special Abilities: Regenerates 1 hitpoint a round if on the ground.

Immunities: Caustics and earth-based attacks

Description: Earth Elementals are spirits of rocks, soil, and the ground itself. These ancient creatures appear as hulking humanoids composed of a mix of earth and stone.

Elemental, Fire

(Encounter Level: 7 - 9)

	Monster Type
	Elemental (NPC)
	Strength
	2d6

	Hitpoints
	9d12 (average: 59)
	Intelligence
	2d6

	Alignment
	Any, tend to be Chaotic
	Wisdom
	3d6

	Attacks
	2/1
	Faith
	2d6

	Parries
	2/1
	Dexterity
	4d6

	BatCh
	12
	Constitution
	4d6

	Base AC
	3
	Charisma
	2d6

	Movement (Run)
	30//
	Comeliness
	2d6

	Movement (Fly)
	-
	Sense Presence
	

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

	Movement (Burrow)
	-
	Detect Motion Vectors
	10 // 

	Spirit Points
	2d6 + 9d4 (average: 30)
	Number per encounter
	1 or 2

	Empathic Rating
	0%
	Frequency
	Uncommon

	Empathic Resistance
	50%
	Size Class
	6


	Base Saving Throws
	
	Save vs. Poison
	Na

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

	Save vs. Magical Weapon
	12
	Save vs. Spiritual Power
	10

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


Attacks/Defenses: Punch: 2d6 + 4 points of fire damage. Able to toss fireballs up to 200-feet that deal 3d6 points of fire damage.

Minor Fire Control: Able to control minor fire effects, such as lighting torches, extinguishing campfires, etc.

Flame Shield: All creatures within 20 feet of the Fire Elemental take 1d6 points of fire damage each round. Creatures attacking the Fire Elemental in melee must make a Save vs. Area Effect each round or take an additional 1d6 points of fire damage.

Fireball: Once every 1d4 rounds, the Fire Elemental can launch an orb of Fire up to 300-feet away that explodes on impact, dealing 5d6 points of fire damage to everything within a 20-foot diameter sphere. Victims get to make a Save vs. Area Effect for half damage.

Special Abilities: Regenerates 1 hitpoint a round if still burning

Immunities: Fire

Weakness: Takes double damage from cold and water based attacks.

Description: Fire Elementals are raging infernos – living flames that consume everything within their path. These rather destructive Elementals appear as humanoids formed of living fire, or creatures of blacked ash and lava, covered with flames.

Elemental, Water

(Encounter Level: 7 - 9)

	Monster Type
	Elemental (NPC)
	Strength
	3d6

	Hitpoints
	9d12 (average: 59)
	Intelligence
	2d6

	Alignment
	Any, tend to be Chaotic
	Wisdom
	3d6

	Attacks
	2/1
	Faith
	2d6

	Parries
	2/1
	Dexterity
	4d6

	BatCh
	12
	Constitution
	3d6

	Base AC
	3
	Charisma
	2d6

	Movement (Run)
	20//
	Comeliness
	2d6

	Movement (Fly)
	-
	Sense Presence
	

	Movement (Swim)
	30//
	Lowlight/Infravision
	10 // / 10

	Movement (Burrow)
	-
	Detect Motion Vectors
	10 // 

	Spirit Points
	2d6 + 9d4 (average: 30)
	Number per encounter
	1 or 2

	Empathic Rating
	0%
	Frequency
	Uncommon

	Empathic Resistance
	50%
	Size Class
	6


	Base Saving Throws
	
	Save vs. Poison
	Na

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

	Save vs. Magical Weapon
	12
	Save vs. Spiritual Power
	10

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


Attacks/Defenses: Wave Slap: 2d6 + 3 points of damage. Able to toss ice shards up to 200-feet that deal 3d6 points of cold damage and inflict a –4 initiative penalty on the target next round if they hit. The penalty is not cumulative with itself.

Minor Water Control: Able to control minor water effects, such as filling canteens, moving water, etc.

Parch: Targets one creature per hitdice of Elemental. Target must make a Save vs. System Shock or become painfully dehydrated and suffer 3d6 damage.

Whirlwind: Once every 1d4 rounds, the Water Elemental can transform itself into a Whirlwind of water for a full round. All creatures in the same squares as the Elemental or adjacent to it must make a Save vs. Area Effect with a –4 penalty or be knocked prone and sent flying up to 30-feet away, if possible. The victims then take 1d6 points of damage for every 5-feet traveled in this fashion with a Save vs. Area Effect for half damage. Note that the Whirlwind also grants the Water Elemental +4 AC for that turn because of the blind effects of the water funnel. This ability can only be used if the Water Elemental is over water.

Special Abilities: Regenerates 1 hitpoint a round if over water

Immunities: Cold and water based attacks

Weakness: Takes double damage from fire attacks

Description: Water Elementals are the masters of the seas and rivers. They appear as humanoid beings formed from the living waves. In colder climates, they may take on the appearance of living statues of ice.

Golem (Brass)

(Encounter Level: 10 - 15)

	Monster Type
	Construct
	Strength
	5d6

	Hitpoints
	15 Structural Points
	Intelligence
	1

	Alignment
	Neutral
	Wisdom
	1

	Attacks
	2/1
	Faith
	0

	Parries
	1/1
	Dexterity
	2d6

	BatCh
	9
	Constitution
	5d6

	Base AC
	-2
	Charisma
	1d6

	Movement (Run)
	10//
	Comeliness
	1d6

	Movement (Fly)
	-
	Sense Presence
	

	Movement (Swim)
	-
	Lowlight/Infravision
	15 // / 10 //

	Movement (Burrow)
	10//
	Detect Motion Vectors
	24//

	Spirit Points
	0
	Number per encounter
	1 or 2

	Empathic Rating
	0%
	Frequency
	Rare

	Empathic Resistance
	100%
	Size Class
	7


	Base Saving Throws
	
	Save vs. Poison
	Na

	Save vs. Death Magic
	Na
	Save vs. System Shock
	8

	Save vs. Magical Weapon
	8
	Save vs. Spiritual Power
	12

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


Attacks/Defenses: Fist: 2d6 + 5 / Fist: 2d6 + 5. A flame ball can be fired up to 200-feet away that deals 3d6 fire damage in place of each attack. 

Melt Item: If both Fists hit the same victim, the Brass Golem can attempt to melt an item that the victim is wearing. Save vs. Fire applies.

Breath weapon: In place of its attacks, the Brass Golem can breath a line of fire that is 5-feet wide and 100-feet long. Victims struck by it take 10d6 fire damage with a Save vs. Area Effect for half damage. This ability can only be used once every 4 rounds. 

Immunities: Fire

Resistances: Magic = 50%. (Does not apply to spells that target a weakness.) Electricity = 50%

Weaknesses: Takes double damage from caustic attacks.

Special Abilities: Takes no damage from fire attacks and is instead healed for the amount of damage that would have normally be done. The Golem’s own breath weapon cannot be used in this fashion.

Description: Brass Golems are magically animated constructs made of forged brass that tower over lesser beings. These Golems take the form of huge warriors, muscle-bound and clad in armor, and a hint of fire is always about them. They are mindless and will obey their master, though they will respond harshly to attacks. Thankfully, these extremely dangerous creatures are rare, though they can be found in the lost places of the world, still carrying out their final orders.

Golem (Glass)

(Encounter Level: 4 - 6)

	Monster Type
	Construct
	Strength
	3d6

	Hitpoints
	5 Structural Points
	Intelligence
	1

	Alignment
	Neutral
	Wisdom
	1

	Attacks
	2/1
	Faith
	0

	Parries
	1/1
	Dexterity
	2d6

	BatCh
	14
	Constitution
	3d6

	Base AC
	5
	Charisma
	1d6

	Movement (Run)
	10//
	Comeliness
	2d6

	Movement (Fly)
	-
	Sense Presence
	

	Movement (Swim)
	5//
	Lowlight/Infravision
	15 // / 10 //

	Movement (Burrow)
	5//
	Detect Motion Vectors
	12//

	Spirit Points
	0
	Number per encounter
	1 to 3

	Empathic Rating
	0%
	Frequency
	Uncommon

	Empathic Resistance
	100%
	Size Class
	5


	Base Saving Throws
	
	Save vs. Poison
	Na

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

	Save vs. Magical Weapon
	12
	Save vs. Spiritual Power
	16

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


Attacks/Defenses: Fist: 2d6 / Glass Sword 1d8 + 1. Anyone successfully hit by the glass sword suffers an additional point of bleeding damage for the next 1d6 rounds. A successful Heal check or magical healing will stop this effect. 

Transparent: Has Stealth at 30% and Perception Checks to spot a Glass Golem are made with a –4 penalty

Resistances: Magic = 30%. (Does not apply to spells that target a weakness.) 

Immunities: All light-based attacks, with a 50% chance that the attack will be reflected back to the attacker. 

Weaknesses: Takes double damage from bludgeoning weapons and sonic attacks.

Special Abilities: Takes no damage from electrical attacks and is instead healed for the amount of damage that would have normally been inflicted.

Description: Glass Golems are magically animated constructs made of glass. They are mindless and will obey their master, though they will respond harshly to attacks. They are humanoid in appearance, though one army has a nasty glass sword in place of its hand. Sometimes Glass Golems are spontaneously created by lightning strikes in sandy, desert regions.

Golem (Sand)

(Encounter Level: 7 - 9)

	Monster Type
	Construct
	Strength
	4d6

	Hitpoints
	9 Structural Points
	Intelligence
	1

	Alignment
	Neutral
	Wisdom
	1

	Attacks
	2/1
	Faith
	0

	Parries
	1/1
	Dexterity
	3d6

	BatCh
	11
	Constitution
	4d6

	Base AC
	2
	Charisma
	1d6

	Movement (Run)
	10//
	Comeliness
	1d6

	Movement (Fly)
	-
	Sense Presence
	

	Movement (Swim)
	-
	Lowlight/Infravision
	15 // / 10 //

	Movement (Burrow)
	15//
	Detect Motion Vectors
	24//

	Spirit Points
	0
	Number per encounter
	1 or 2

	Empathic Rating
	0%
	Frequency
	Uncommon

	Empathic Resistance
	100%
	Size Class
	6


	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
	14

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


Attacks/Defenses: Fist: 2d6 / Fist: 2d6 

Sandstorm: Can create a 50-foot diameter sandstorm around itself that lasts for 1d6 rounds. This storm gives the Sand Golem an effective +4 AC bonus and deals 2d6 points of damage to all enemies in the area each round. Once the storm abates, the Golem must wait 4 rounds before using it again. 

Resistances: Magic = 40%. (Does not apply to spells that target a weakness.)

Weaknesses: Takes double damage from electrical attacks.

Special Abilities: Takes no damage from attacks that target earth or sand or those that create water or ice and is instead healed for the amount of damage that would have normally be done.

Description: Sand Golems are magically animated constructs made of damp sand that is formed into a hulking, humanoid shape. They are mindless and will obey their master, though they will respond harshly to attacks. These creatures occasionally form spontaneously in the desert regions, usually near oasis or underground springs that provide them with the water needed to take form. Once activated, a Sand Golem only fears electrical attacks, for they blast the creature’s sand structure into glass.

Hydra (Swamp or Rock)

(Encounter Level: 7 - 9)

	Monster Type
	Animal Mutant
	Strength
	4d6

	Hitpoints
	10 per head (80 average)
	Intelligence
	2d6

	Alignment
	Any Evil
	Wisdom
	2d6

	Attacks
	1 per head (8 average)
	Faith
	2d6

	Parries
	1 per head (8 average)
	Dexterity
	3d6

	BatCh
	11
	Constitution
	6d6

	Base AC
	5
	Charisma
	1d6

	Movement (Run)
	20//
	Comeliness
	1d6

	Movement (Fly)
	-
	Sense Presence
	

	Movement (Swim)
	10// (for Swamp Hydras)
	Lowlight/Infravision
	10// / 10//

	Movement (Burrow)
	10// (for Rock Hydras)
	Detect Motion Vectors
	

	Spirit Points
	1d4 + 8 (average: 11)
	Number per encounter
	1 or 2

	Empathic Rating
	10%
	Frequency
	Uncommon

	Empathic Resistance
	50%
	Size Class
	7 or 8


	Base Saving Throws
	
	Save vs. Poison
	12

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

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

	Save vs. Area Effect
	10
	Save vs. Sleep/Charm
	14


Attacks/Defenses: Bite: 2d6 damage. Can spit an energy orb up to 200 feet away from each head. This energy orb does 1d8 damage that is acid in the case of Swamp Hydras and Fire in the case of Rock Hydras  

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

Regeneration: A Hydra regenerates 10 hitpoints – and thus 1 head – at the beginning of each of its rounds. Fire or Acid does normal damage.

Immunities: Swamp Hydras are immune to acid, while Rock Hydras are immune to fire. This immunity overrides the weakness Hydras have to acid and fire.

GM note: Hydras can be easily scaled to challenge a party of any level by adding or subtracting heads, changing the hitpoints per head, or by changing the regeneration rate.

Description:  These beasts have many dragon-like heads and hulking, armored bodies covered in thick scales. Hydras can regenerate rapidly, and this gives them a huge edge in battle as well as spawning endless mutate hydras with different numbers of heads, different rates of regeneration, and so on. Thankfully, most hydras are not too intelligent, but intelligent ones do occur thanks to their habit of producing mutant offspring.

Judge of the Inferno

(Encounter Level: 16 to 20)

	Monster Type
	Demon (NPC)
	Strength
	5d6

	Hitpoints
	18d12 (average: 117)
	Intelligence
	5d6

	Alignment
	Malevolent
	Wisdom
	5d6

	Attacks
	4/1
	Faith
	5d6

	Parries
	4/1
	Dexterity
	5d6

	BatCh
	5
	Constitution
	5d6

	Base AC
	-6
	Charisma
	4d6

	Movement (Run)
	30//
	Comeliness
	2d6

	Movement (Fly)
	30// (Class A)
	Sense Presence
	24//

	Movement (Swim)
	10//
	Lowlight/Infravision
	30// / 0

	Movement (Burrow)
	-
	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: Flaming Sword: 1d12 + 12 points of fire damage or Razor Chain (15-foot reach) for 2d6 + 8 points of damage. Fire Halo: The blazing halo of the Judge of the Inferno can launch bolts of molten steel up to 500-feet that deal 2d6 physical damage and 1d6 fire damage. If a Judge of the Inferno is defeated, all of its equipment returns to its native Plane in 1 hour and it cannot manifest again until 2d4 months have passed.

Weapons of Wounding: Both the Sword and Chain carried by a Judge of the Inferno are Wounding weapons. Anyone struck by them continues to bleed from the infernal injuries inflicted by the weapons. They take an additional 2 points of damage per round, and this bypasses damage reduction, until a successful heal check or healing spell or ability is used to treat the wound. This ability does not stack with itself.

Fireball: Can launch a fireball in place of its attacks for the round up to 300-feet away. This ball explodes into a 30-foot diameter sphere for 10d6 points of fire damage with a Save vs. Area Effect for half damage. This ability can be used 3 times a day.

Imprisonment: Can target up to 13 enemies in place of its attacks. The victims must make a successful Save vs. Magical weapon at –4 or be wrapped by iron chains that prevent movement and deal 3d6 damage each round. The chains last 10 rounds and can only be physically escaped with a successful Strength Check at –8. This ability can be used 5 times a day.

Wall of Flame: Can produce a standing wall of fire that lasts for 10 rounds in place of its attacks. The wall is a straight sheet of infernal flames that reaches up 100-feet into the sky. The wall can be up to 100-feet long is 5-feet thick. Anyone entering the wall takes 5d6 fire damage with no save. This ability can be used up to 5 times a day.

Blindness: Those who first see a Judge of the Inferno risk being struck blind by the creature’s horrific aura of power. Any enemy of the Judge who fails a Panic Check is blinded by their own fear for 1 round. Victims can only be affected by this once per day.

Judgment: Once per day, in place of its attacks, the Judge of the Inferno may pronounce a final sentence upon one of its victims. The Judge must know some sin or evil act committed by the target for this ability to work, and the Judge must state the sin when this spell is cast. The victim then must make a successful Save vs. Death Magic with a –2 penalty or be struck dead outright. 

Dark Aura: 1 (increased to 2 for enemies of Chaotic alignment)

Aura of Flame: Anyone within 10-feet of a Judge of the Inferno takes 1d6 fire damage each round.

Immunities: Fire, Caustics, Mundane Weapons

Resistances: Electricity = 50%, 

Weaknesses: Takes 150% damage from Cold

Damage Reduction: 2

Regeneration: 3 points per round (Cold deals normal damage)

Magic Resistance: 20%

Description: Fallen angels and ascendant demons, these terrible beings are the very essence of tyranny. They are the leaders of demonic armies, the hunters of angels, and the doom of sinners. Judges of the Inferno are often sent into the mortal realm to gather the souls of sinners, particularly powerful mortals who seek to cheat death and escape the punishment that awaits them in Hell. Few have survived an encounter with these beings, and it is said that they will always destroy any who are on their List.

Judges of the Inferno appear as a ghastly cross between angel and demon – beings forged of pure darkness, clad in armor that blazes with the flames of Hell. Their wings are fire and smoke, and their swords are molten iron. About their head is a halo of white-hot steel that seems to sear the very air about it. A hood cloaks their face and nothing but blackness can be seen beneath it.

Locust Swarm

(Encounter Level: 4 - 6)

	Monster Type
	Mutant
	Strength
	2d6

	Hitpoints
	6d10 (average: 33)
	Intelligence
	1d6

	Alignment
	Satanic
	Wisdom
	1d6

	Attacks
	2/1
	Faith
	1d4

	Parries
	1/1
	Dexterity
	3d6

	BatCh
	13
	Constitution
	3d6

	Base AC
	2
	Charisma
	1

	Movement (Run)
	20//
	Comeliness
	1

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

	Movement (Swim)
	-
	Lowlight/Infravision
	0 / 9//

	Movement (Burrow)
	1//
	Detect Motion Vectors
	

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

	Empathic Rating
	0%
	Frequency
	Uncommon

	Empathic Resistance
	50%
	Size Class
	5


	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: Bite: 2d6 damage.  

Alter form: Can alter its form to pass through any area small enough to allow a locust.

Envelope Victim: The swarm can surround a victim and begin to devour them. The victim gets a Save vs. Area Effect to negate this attack. If they fail, they take 3d6 damage per round. Once Enveloped, the victim can attempt to escape each round by making a successful Save vs. Area Effect with a -2 penalty.
Initiative Bonus: Gains a +4 bonus to initiative rolls because of its 360-degree vision. 

Immunities: Most diseases. Has 360-degree vision and thus cannot be surprised or backstabbed.

Resistances: Caustics = 50%

Weaknesses: Takes double damage from insecticides.

Description: A Locust Swarm is a hive-like horde of locusts that will aggressively attack and devour its prey. These flying hordes of insects are often found devouring crops and peasants alike, and their numbers have greatly increased since the return of Sarkophka. It is almost certain that many of these insects serve him in some fashion.

Mummy

(Encounter Level: 1 - 3)

	Monster Type
	Undead
	Strength
	3d6

	Hitpoints
	2d8 (average: 9)
	Intelligence
	1d2

	Alignment
	None or Any Evil
	Wisdom
	1d3

	Attacks
	1/1
	Faith
	1d4

	Parries
	0/1
	Dexterity
	2d6

	BatCh
	19
	Constitution
	2d6

	Base AC
	7
	Charisma
	1

	Movement (Run)
	8//
	Comeliness
	1

	Movement (Fly)
	-
	Sense Presence
	

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

	Movement (Burrow)
	1//
	Detect Motion Vectors
	10 //

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

	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.  

Fearful Presence: 1.

Weaknesses: Takes double damage from Fire.

Canopic Jars: Most Mummies are simply free-roaming Undead or are servants in the army of an evil being. Some, however, are guardians of tombs or treasure. In those cases, the Mummy is bound to the area that it must guard, but it is effectively immortal until all 4 Canopic Jars that contain the preserved organs of the Mummy are found and destroyed. If a Mummy is destroyed, but its Canopic Jars survive, it will reform in 24 hours.

Description: Mummies are Undead formed from preserved and shriveled remains of the living. These creatures are clad in dry, tattered bandages and smell of incense and decay. They are the weakest of the Undead commonly found in deserts, and their tactics are usually just that of shambling after their victims and them smashing them to death. Like most Undead, they dislike sunlight, and thus are most often found in tombs and other dismal places.

Mummy Lord

(Encounter Level: 4 - 6)

	Monster Type
	Undead
	Strength
	4d6

	Hitpoints
	6d10 (average: 33)
	Intelligence
	2d6

	Alignment
	None or Any Evil
	Wisdom
	2d6

	Attacks
	2/1
	Faith
	1d4

	Parries
	0/1
	Dexterity
	2d6

	BatCh
	15
	Constitution
	3d6

	Base AC
	5
	Charisma
	1

	Movement (Run)
	12//
	Comeliness
	1

	Movement (Fly)
	-
	Sense Presence
	

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

	Movement (Burrow)
	3//
	Detect Motion Vectors
	10 //

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

	Empathic Rating
	0%
	Frequency
	Common

	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.  

Dark energy blast: Used in place of 1 attack; fires a black star of dark energy up to 200-feet that deals 2d6 points of damage and heals the Mummy Lord by the same amount.

Curses – Enfeeblement: Anyone struck by a Mummy Lord must make a Save vs. Death Magic or suffer this Curse. Victim’s speed is reduced by 50% and they lose 1 attack and 1 parry per round to a minimum of 1 per round. Melee damage is reduced by 50%. Victims suffer a –4 penalty to initiative. This Curse lasts 1d4 rounds.

Fearful Presence: 2.

Weaknesses: Takes double damage from Fire.

Canopic Jars: Some Mummy Lords are guardians of tombs or treasure. In those cases, the Mummy Lord is bound to the area that it must guard, but it is effectively immortal until all 4 Canopic Jars that contain the preserved organs of the Mummy Lord are found and destroyed. If a Mummy Lord is destroyed, but its Canopic Jars survive, it will reform in 24 hours.

Description: Mummy Lords are greater forms of Mummies, and have considerably more firepower and even a hint of intelligence and cunning, though they are still relatively dim-witted. They are usually found deep within tombs, leading lesser Mummies, or as shock troops in the armies of the Lord of Plagues. Unfortunately, Mummy Lords look exactly like Mummies, at least until the battle begins and their greater power is evident.

Pain Hulk

(Encounter Level: 4 - 6)

	Monster Type
	Mutant
	Strength
	4d6

	Hitpoints
	6d12 (average: 39)
	Intelligence
	2d6

	Alignment
	Satanic
	Wisdom
	2d6

	Attacks
	2/1
	Faith
	1d6

	Parries
	1/1
	Dexterity
	2d6

	BatCh
	14
	Constitution
	4d6

	Base AC
	6
	Charisma
	2d6

	Movement (Run)
	10//
	Comeliness
	1d6

	Movement (Fly)
	-
	Sense Presence
	

	Movement (Swim)
	3//
	Lowlight/Infravision
	15 // / 10 //

	Movement (Burrow)
	3//
	Detect Motion Vectors
	

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

	Empathic Rating
	0%
	Frequency
	Common

	Empathic Resistance
	100%
	Size Class
	6


	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
	Na


Attacks/Defenses: Fist: 2d6 / Fist: 2d6, or Slam for 2d6 + 5. Often throws rocks, stone skulls, and other nasty objects up to 300 feet away for 1d8 points of damage in place of attacks.

Inflict Curse: Any creature hit by a Pain Hulk’s Slam attack is cursed with one of the listed Curses. A Save vs. Death Magic with a –2 penalty negates the Curse. Note that victims are not aware of the specific curse affecting them until experience its effects. Curses last 1d4 rounds and a victim cannot be under the effects of more than one of these Curses at the same time.

Immunities: Fire, Enchantments, Empathic attacks, and all mind-influencing effects. Not immune to illusions.

Special Abilities: Regenerates 2 hitpoints a round 

Curses – Masochism: Victims deal 50% of damage dealt back to themselves

Curses – Sadism: Victims take 50% more damage from attacks against them

Description: The servants of the Lord of Plagues use these nearly mindless, hulking brutes as bodyguards and front-line soldiers in their war against the living. Pain Hulks are the result of gruesome torture mixed with evil magic, which produces a towering brute that is under the absolute control of its masters. Pain Hulks appear as huge, shambling, nearly naked humanoids with impossibly large muscles. Their bodies are always twisted and deformed because of the rapid growth of their bodies, and they are in constant pain. Their masters usually cruelly let them keep their former face so that their victims see what became of their missing family and friends. 

Plague Knight

(Encounter Level: 10 - 15)

	Monster Type
	Undead (Free-willed, NPC)
	Strength
	4d6

	Hitpoints
	14d12 (average: 91)
	Intelligence
	3d6

	Alignment
	Satanic
	Wisdom
	3d6

	Attacks
	3/1
	Faith
	3d6

	Parries
	2/1
	Dexterity
	3d6

	BatCh
	7
	Constitution
	4d6

	Base AC
	-3
	Charisma
	2d4

	Movement (Run)
	12//
	Comeliness
	1d4

	Movement (Fly)
	-
	Sense Presence
	

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

	Movement (Burrow)
	3// 
	Detect Motion Vectors
	10 //

	Spirit Points
	3d6 + 12d6 (average: 50)
	Number per encounter
	1 or 2

	Empathic Rating
	0%
	Frequency
	Uncommon

	Empathic Resistance
	50%
	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: Plague Knights are proficient in all weapons and always carry several weapons with at least a +2 enchantment. Any successful hit from a Plague Knight transmits a Localized Infection (Minor Disease) to the victim unless he makes a successful Save vs. System Shock. Once infected, a victim cannot be infected again until the disease passes.

Dark Energy Blast: Used in place of 1 attack; fires a black star of dark energy up to 200-feet that deals 2d6 points of damage and heals the Plague Knight by the same amount.

Magic Resistance: 15%

Resistances: Electricity = 25%, Mundane Weapons = 50%

Immunities: Cold, Caustics

Weaknesses: Takes 150% damage from Fire 

Summon Undead: A Plague Knight can summon Undead within 100 feet of itself in place of its attacks once every 10 rounds (1 turn). It can summon either: 1 Rigormort, 1d4 Stench Revens or Roach Rats, or 2d6 Skeletons, Zombies, or Mummies. A Plague Lord can never have more than 14 hitdice worth of creatures summoned through this method at any time, and these summoned creatures are destroyed after 1 hour.

Description: These foul beings appear as mummified knights, clad in rusted armor and wielding blackened weapons of disease and doom. Foul green light radiates from their bare skulls, and the stench of decay follows them. These dark beings follow the Lord of Plagues.

Scorpion (Giant)

(Encounter Level: 1 - 3)

	Monster Type
	Animal
	Strength
	2d6

	Hitpoints
	3d8 (average: 14)
	Intelligence
	1d4

	Alignment
	Animal or Satanic
	Wisdom
	1d4

	Attacks
	1/1
	Faith
	1

	Parries
	1/1
	Dexterity
	3d6

	BatCh
	17
	Constitution
	3d6

	Base AC
	8
	Charisma
	1

	Movement (Run)
	11//
	Comeliness
	1

	Movement (Fly)
	-
	Sense Presence
	

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

	Movement (Burrow)
	2//
	Detect Motion Vectors
	

	Spirit Points
	1
	Number per encounter
	1 to 3

	Empathic Rating
	0%
	Frequency
	Common

	Empathic Resistance
	0%
	Size Class
	4


	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: 1d4 / Claw: 1d4 / Tail Sting: 1d6. Victim must make a Save vs. Poison or suffer Intensity: 1 poison.

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

Concealment Bonus: Before attacking, Perception Checks to find Scorpions are made with a -4 penalty if the creature is preparing an ambush and there is suitable cover for it nearby.

Description: Giant Scorpions are nasty beasts that lurk in the baking deserts, ambushing hapless victims. Their hunting tactics are focused mostly upon hiding in sand dunes and pits, and then rushing their foes when they least expect it. They are cruel creatures and seem to enjoy the suffering of their prey. 

Wasp (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
	3d6

	BatCh
	16
	Constitution
	2d6

	Base AC
	6
	Charisma
	1

	Movement (Run)
	2//
	Comeliness
	1

	Movement (Fly)
	35// (Class B)
	Sense Presence
	

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

	Movement (Burrow)
	2//
	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: Stinger: 1d4 damage + Intensity: 2 Poison. Save vs. Poison negates the poison part of the attack.

Berserk: Each time a Giant Wasp 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 Wasp can never have more than 5 attacks in a given round.

Description: Giant Wasps are nasty enemies and display an astounding degree of aggression for creatures that are merely large insects. Giant Wasps will attack foes in swarms and defend their territory to the death; they combine the worst aspects of common wasps, hornets, and yellow jackets. 

Wyvern

(Encounter Level: 4 - 6)

	Monster Type
	Animal
	Strength
	4d6

	Hitpoints
	6d12 (average: 39)
	Intelligence
	2d6

	Alignment
	Any Evil
	Wisdom
	2d6

	Attacks
	1/1
	Faith
	2d6

	Parries
	2/1
	Dexterity
	3d6

	BatCh
	14
	Constitution
	3d6

	Base AC
	5
	Charisma
	1d6

	Movement (Run)
	10//
	Comeliness
	1d6

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

	Movement (Swim)
	5//
	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: Bite: 2d6 damage / Claw: 1d8 / Claw: 1d8 / Tail Sting: 1d6 + Intensity: 3 poison unless a successful Save vs. Poison is made.  

Flyby Attack: This creature likes to make high-speed attacks on its prey. The Wyvern may sacrifice all but one attack in a given round to gain a +4 AC bonus until its action next round. Note that the Wyvern cannot use its Bite attack in a Flyby Attack.

Immunities: All natural poisons

Resistances: Varies. Frost Wyverns in colder climates have 50% resistance to cold damage, while Desert Wyverns in warm climates have 50% resistance to fire damage. Normal Wyverns have no special resistances.

Weakness: Varies. Frost Wyverns take 150% damage from fire damage, while Desert Wyverns take 150% damage from cold damage. Normal Wyverns have no special weaknesses.

Description: Wyverns are fearsome predators of the air, swooping in on prey in the blink of an eye. They look like large, dragon-like creatures, though they only have their hind legs and lack the intelligence and cunning of true dragons. Their tail is armed with a nasty, poisonous stinger, and their teeth are as sharp as razors. Wyverns inhabit all areas of the world in one form or another; wise adventurers will always keep an eye open in case one of these beasts should strike.

