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Other Worlds

The Monsters

A
Aarakocra

Abishai (Baatezu)

Aboleth

Aerial Servant (Elemental, Air-kin)
African Elephant (Elephant)

Air Elemental (Elemental, Air/Earth)
Algorn (Titan)

Amethyst Dragon

Amphisbaena (Snake)
Androsphinx (Sphinx)

Ankheg

Ankylosaurus (Dinosaur)

Ant (Insect)

Ant Lion (Insect)

Antelope (Mammal, Herd)
Antherion--Jackalwere
Antherion--Wolfwere




Ape, Carnivorous (Mammal)
Aratha (Insect)

Arcane

Arctic Tempest (Elemental, Composite)
Argos

Ascomoid (Fungus)

Aspis (Insect)

Aspis (Insect)--Cow

Aspis (Insect)--Drone

Aspis (Insect)--Larva
Assassin Bug (Insect)
Astereater

Aurumvorax

Azmyth (Bat)

B
Baatezu

Baatezu--Abishai, Black
Baatezu--Abishal, Green
Baatezu--Pit Fiend
Baatezu--Red Abishai
Baboon, Wild (Mammal)
Bagder (Mammal)

Balor (Tanar'r)
Banderlog (Mammal)
Banshee

Barracuda (Fish)
Basilisk
Basilisk--Dracolisk
Basilisk--Greater
Basilisk--L esser

Bat

Bat--Azmyth
Bat--Common

Bat--Huge

Bat--Large
Bat--Night Hunter

Bat--Sinister
Bear




Bear--Black

Bear--Brown

Bear--Cave

Bear--Polar

Beaver (Mammal, Small)

Bee (Insect

Bee (Insect)--Worker

Bee (Insect)--Soldier

Bee (Insect)--Bumblebee

Beetle, Giant

Beetle, Giant--Bombardier

Beetle, Giant--Boring

Beetle, Giant--Fire

Bestle, Giant--Rhinoceros

Bestle, Giant--Stag

Bestle, Giant--Water

Behir

Beholder and Beholder-kin

Beholder and Beholder-kin (part 2)
Beholder and Beholder-kin--Astereater
Beholder and Beholder-kin--Beholder
Beholder and Beholder-kin--Beholder Mage
Beholder and Beholder-kin--Casharin
Beholder and Beholder-kin--Death Kiss (Bleeder)
Beholder and Beholder-kin--Director
Beholder and Beholder-kin--Doomsphere
Beholder and Beholder-kin--Elder Orb
Beholder and Behol der-kin--Examiner
Beholder and Beholder-kin--Eye of the Deep (Water)
Beholder and Beholder-kin--Gauth
Beholder and Beholder-kin--Gorbel
Beholder and Beholder-kin--Hive Mother
Beholder and Beholder-kin--L ensman
Beholder and Beholder-kin--Orbus
Beholder and Beholder-kin--Overseer
Beholder and Beholder-kin--Spectator
Beholder and Beholder-kin--Undead (Death Tyrant)
Beholder and Beholder-kin--Watcher




Bhaergaa (Mammal)
Bird

Bird--Boobrie
Bird--Eagle
Bird--Eblis
Bird--Emre
Bird--Flightless
Bird--Hawk
Bird--Knigfisher
Bird--Owl
Bird--Raven
Bird--Skyfisher
Bird--Swan
Bird--Vulture
Bird--'Wari

Bird Maiden

Black Dragon

Black Cloud (Elemental, Composite)

Black Abishai
Bleeder

Blink Dog

Blue Dragon

Boalisk (Snake)

Boar, Wild (Mammal)
Boobrie

Brain, Flying (Grell)
Brain Mole

Brass Dragon

Broken One

Bronze Dragon
Brown Dragon
Brownie
Brownie--Killmoulis
Buffalo (Mammal, Herd)

Bugbear
Bulette

Bullywug

C



Came (Mammal, Herd)
Carnivorous Ape (Mammal)
Carp, Giant (Fish)

Carrion Crawler

Casharin (Beholder)

Cat, Great

Cat, Great--Cheetah

Cat, Great--Giant Lynx

Cat, Great--L eopard

Cat, Great--Lion

Cat, Great--Lion, Spotted
Cat, Great--Lion, Mountain
Cat, Great--Jaguar

Cat, Great--Smilodon

Cat, Great--Tiger, Wild

Cat, Small

Cat, Small--Domestic

Cat, Small--Elven

Cat, Small--Wild

Catfish, Giant (Fish)
Catoblepas

Cattle (Mammal, Herd)
Cave Cricket (Insect)

Cave Fisher

Centaur

Centipede

Chattur (Mammal)

Cheetah (Cat, Great)
Chimera

Chipmunk (Mammal, Small)
Choke Creeper (Plant, Dangerous)
Clay Golem (Golem, L esser)
Cloaker

Cloud Dragon

Cloud Giant

Cockatrice

Constrictor (Snake)
Cooshee (Mammal)




Copper Dragon

Couatl

Crabman

Crawling Claw

Creeper Zombie (Plant, Dangerous)
Crimson Death (Mist, Crimson Death)
Criosphinx (Sphinx)

Crocodile

Crustacean, Giant

Cryohydra (Hydra)

Crypt Thing

Crystal Dragon

Cyclcops, (Giant)

Cyclcops

Cyclcopskin

D
Dakon (Mammal)

Dao

Daemon, Guardian (Y ugoloth, Guardian)
Dark Elf (EIf, Drow)

Dark Naga (Naga, Dark)
Death Kiss (Beholder)
Death Knight

Death Worm (Necrophidius)
Debbi (Mammal)

Deep Dragon

Deep Gnome (Svirfneblin)
Deepspawn

Deinonychus (Dinosaur)
Derro (Dwarf)

Desert Giant

Dinosaur
Dinosaur--Ankylosaurus
Dinosaur--Deinonychus
Dinosaur--Diplodocus
Dinosaur--Elasmosaurus
Dinosaur--L ambeosaurus
Dinosaur--Pteranodon




Dinosaur--Stegosaurus
Dinosaur--Triceratops
Dinosaur--Tyranosaurus
Diplodocus (Dinosaur)
Director (Beholder)
Displacer Beast

Djinn (Genie)

Dog

Dog--Blink
Dog--Death

Dog--War

Dog--Wild

Dog, Moon

Dolphin
Domestic Pig (Mammal, Small)

Doomsphere (Beholder)
Doppleganger
Dracolich

Dracolisk (Basilisk)
Dragon, General
Dragon--Black
Dragon--Blue
Dragon--Green
Dragon--Red
Dragon--White
Dragon--Amethyst
Dragon--Crystal
Dragon--Emerald
Dragon--Sapphire
Dragon--Topaz
Dragon--Brass
Dragon--Bronze
Dragon--Copper
Dragon--Gold
Dragon--Silver
Dragon--Brown Dragon
Dragon--Cloud Dragon

Dragon--Deep




Dragon--Mercury
Dragon--Mist
Dragon--Shadow
Dragon--Steel
Dragon--Y ellow

Dragon Turtle

Dragonet
Dragonet--Faerie Dragon
Dragonet--Firedrake
Dragonet--Pseudodragon
Dragonfish

Dragonfly (Insect)
Dragonfly (Insect)--Giant
Dragonfly (Insect)--Larva
Dragonne

Drider (Elf, Drow)

Drow (Elf, Drow)

Dryad

Duergar
Dwarf

Dwarf--Hill
Dwarf--Mountain
Dwarf--Derro
Dwarf--Duergar

E

Eagle
Ear Seeker (Insect)

Earth Elemental (Elemental, Air/Earth)

Eblis (Bird)

E€l (Fish)

Edl (Fish)--Electric

Eel (Fish)--Giant

Edl (Fish)--Marine

Eel (Fish)--Weed

Efreeti (Genie)
Elasmosaurus (Dinosaur)
Elder Orb (Beholder)
Electric Edl (Fish)




Elemental--General
Elemental--Air/Earth
Elemental--Fire/Water

Elemental, Air-Kin

Elemental, Air-Kin--Aerial Servant
Elemental, Air-Kin--Slyph
Elemental, Earth Kin

Elemental, Earth Kin--Pech
Elemental, Earth Kin--Sandling
Elementa, Fire-Kin

Elemental, Fire-Kin--Fire Snake
Elemental, Fire-Kin--Salamander
Elemental, Water-Kin

Elemental, Water-Kin--Nereid
Elemental, Water-Kin--Water Wierd
Elemental, Composite

Elemental, Composite--Arctic Tempest
Elemental, Composite--Black Cloud
Elemental, Composite--Skriaxit
Elephant

Elf

Elf--Grey (Faerie)

Elf--Half-Elf

Elf--Wood (Slyvan)

Elf--Aquatic

Elf--Ma enti

Elf--Drow (Dark)

Elf--Drider

Elven Cat (Cat, Small)

Emerald Dragon

Emre (Bird)
Ermine (Mammal, Small)

Ettercap

Ettin

Examiner (Beholder)

Eye of the Deep (Beholder)

Eyewing

F



Faerie Dragon (Dragonet)
Faerie (EIf, Grey)

Faun (Satyr

Ferret (Mammal, Small)
Feyr

Firbolg
Fire Giant

Fire Elemental (Elementa Fire/Water)

Fire Snake (Elemental, Fire-Kin)
Firedrake (Dragonet)
Firefriend (Insect)

Fish

Fish--Barracuda

Fish--Carp, Giant
Fish--Catfish, Giant
Fish--Dragonfish

Fish--Eel, Electric
Fish--Lamprey
Fish--Lamprey, Giant
Fish--Lamprey, Land
Fish--Manta Ray

Fish--Pike, Giant
Fish--Piranha

Fish--Piranha, Giant
Fish--Pungi Ray
Fish--Quipper
Fish--Seahorse, Giant
Fish--Shark

Fish--Shark, Giant
Fish--Stingray

Flesh Golem (Golem, L esser)
Flind (Gnoll)

Fly (Insect

Fly (Insect) --Bluebottle

Fly (Insect) --Horsefly
Flying Brain

Flying Squirrel (Mammal, Small)
Fog Giant




Formorian
Foxwoman (Lycanthrope, Werefox)
Fox (Mammal, Small)

Frog
Frog--Giant

Frog--Killer
Frog--Poisonous

Frost Giant

Fungus

Fungus Man (Myconid)
Fyrefly (Insect)

G

Galeb Duhr

Gargantua

Gargoyle

Gargoyle--Margoyle

Gargoyle (Golem)

Gas Spore (Fungus)

Gauth (Beholder)

Gelatinous Cube (Ooze/Slime/Jely)

Genie
Genie--Dao
Genie--Djinni
Genie--Efredi
Genie--Jann
Genie--Marid
Ghast (Ghoul)
Ghost

Ghoul
Giant--Cloud
Giant--Cyclops
Giant--Desert
Giant--Ettin
Giant--Firbolg
Giant--Fire
Giant--Fog
Giant--Formorian
Giant--Frost




Giant--Hill

Giant--Jungle
Giant--Mountain

Giant--Reef

Giant--Stone

Giant--Storm

Giant--Verbeeg

Giant--Wood (Voadkyn)

Giant Black Squirrel (Mammal, Small)
Giant, Eel (Fish)

Giant Crab (Crustacean, Giant)
Giant Crayfish (Crustacean, Giant)
Giant Pike (Fish)

Giant Pig (Mammal)

Giant Piranha (Fish)

Giant Seahorse (Fish)

Giant Shark (Fish)

Giant Skeleton (Skeleton, Giant)
Gibberling

Giff

Girzon (Titan)

Gith

Gith, Pirate

Githyanki

Githzerai

Glass Golem (Golem, Glass)
Gloomwing
Gloomwing--Gloomwing Moth
Gloomwing--Tenebrous Worm
Glyptar (Medusa)

Gnoll

Gnome

Gnome--Forest
Gnome--Gnome (Rock)
Gnome--Svirfneblin (Deep)
Gnome--Tinker

Gnome, Spriggan

Goat (Mammal)




Goblin

Gold Dragon

Golem, Generdl

Golem, Greater

Golem, Greater--Iron
Golem, Greater--Stone
Golem, L esser

Golem, Lesser--Flesh
Golem, Lesser--Clay
Golem--Bone
Golem--Dall
Golem--Gargoyle
Golem--Glass
Golem--Necrophidius (Death Worm)
Golem--Scarecrow
Golem, Stone Variants
Gopher (Mammal, Small)
Gorbel (Beholder)

Gorgimera

Gorgon
Gorilla(Mammal)

Green Abishai (Baatezu)
Green Dragon

Grell

Gremlin

Gremlin, Jermalaine
Griffon

Grig (Sprite)

Grimlock

Grippli

Groaning Spirit (Banshee)
Guardian Daemon (Y ugoloth, Guardian)
Gulgurthra (Otyugh)
Gynosphinx (Sphinx)

@I

Halfling
Halfling--Hairfoot




Halfling--Stout
Halfling--Tallfellow
Hangman Tree (Plant, Intelligent)
Harpy

Hatori

Haunt

Hawk (Bird)

Hedgehog (Mammal, Small)
Hell Hound

Heucuva

Heway (Snake)
Heriacosphinx

Hill Giant
Hippocampus
Hippogriff

Histachii (Yuan-ti, Histachii)
Hive Mother (Beholder)
Hobgoblin
Homonculus

Hook Horror

Horax (Insect)

Hornet, Giant (Insect)
Horse

Horse--Draft
Horse--Heavy
Horse--Light
Horse--Medium
Horse--Mule
Horse--Pony
Horse--Riding
Horse--Steppe Pony
Horse--Wild
Hsing-sing (Mammal)
Human

Hydra
Hydra--Cyrohydra
Hydra--Hydra
Hydra--Lernaean




Hydra--Pyrohydra

I

[lithid (Mind Flayer)
Imp

| mp--Quasit

| mp, Mephit

Imp, Mephit--Fire
|mp, Mephit--Ice

Imp, Mephit--Lava
Imp, Mephit--Mist

| mp, Mephit--Smoke
Imp, Mephit--Steam
Insect

| nsect--Ant, Giant
Insect--Ant Lion, Giant
| nsect--Aratha

| nsect--Aspis, Cow

| nsect--Aspis, Drone

| nsect--Aspis, Worker

| nsect--Assassin Bug

| nsect--Bee, Soldier

| nsect--Bee, Worker

| nsect--Bumbl ebee

| nsect--Cave Cricket

| nsect--Dragonfly, Giant
| nsect--Dragonfly, Larva
| nsect--Ear Seeker

| nsect--Firefriend

| nsect--Fly, Bluebottle
| nsect--Fly, Horsefly
Insect--Fyrefly

| nsect--Horax

| nsect--Hornet, Giant

| nsect--Pernicon

| nsect--Praying Mantis
| nsect--Termite, Giant Harvester
| nsect--Termite, King

| nsect--Termite, Queen




| nsect--Termite, Soldier

| nsect--Termite, Worker

I nsect--Tick, Giant

| nsect--Wasp, Giant

Insect Swarm

Insect Swarm--Velvet Ants

| nsect Swarm--Grasshoppers
Insect Swarm--L ocusts

I ntellect Devourer

Intellect Devourer--Adult
Intellect Devourer--Larva
Invisible Stalker

Iron Golem (Golem, Greater)
| xitxachitl

| xitxachitl--Vampiric

| xitxachitl--Vampiric, Greater

J
Jackal (Mammal)

Jackalwere

Jaguar (Cat, Great)

Jann (Genie)

Jelly (Ooze, Slime, Jelly)
Jermaaine (Gremlin, Jermalaine)

Jungle Giant

K

Kelpie (Plant, Intelligent)
Kenku

Kirre

Killmoulis (Brownie)
Kingfisher (Bird)
Kobold

Kobold--Urd

Korred (Satyr)
Kraken (Squid, Giant)
Kuo-Toa

L



L acedon (Ghoul)

L ambeosaurus (Dinosaur)
Lamia

Lammasu

Lamprey (Fish)
Lamprey, Land (Fish)
Land Shark (Bulette)
Leech

L eech--Giant

L eech--Swarm

L eech--Throat

L ensman (Beholder)

L ernaean (Hydra)

L eopard (Cat, Great)

L eprechaun

L eucrotta

L eviathan (Whale)

Lich

Lion (Cat, Great)
Living Wall

Lizard

Lizard--Fire
Lizard--Minotaur
Lizard--Subterranean
Lizard--Giant

Lizard Man

L ocathah

Losel (Mammal)

Lurker

Lycanthrope, Genera

L ycanthrope--Seawol f

L ycanthrope--Werebat
L ycanthrope--Werebear
L ycanthrope--Wereboar
L ycanthrope--Werefox (Foxwoman)
Lycanthrope--Wererat

L ycanthrope--Wereraven
L ycanthrope--Weretiger




Lycanthrope--Werewol f
Lynx (Cat, Great)

M
M edusa, M aedar

Making Monsters

Malenti (EIf, Aquatic)
Malephus (Titan)
Mammal

Mammal--Ape, Carnivorous
Mammal--Baboon, Wild
Mammal--Badger
Mammal--Banderlog
Mammal--Bhaergaa
Mammal--Boar, Wild
Mammal--Chattur
Mammal--Cooshee
Mammal--Dakon
Mammal--Debbi
Mammal--Goat
Mammal--Gorilla
Mammal--Hsing-sing
Mammal--Hyena
Mammal--Jackal
Mammal--L osel
Mammal--Monkey Spider
Mammal--Porcupine, Black
Mammal--Porcupine, Brown
Mammal--Rothe
Mammal--Skunk
Mammal--Sleek
Mammal--Stag, Wild
Mammal--Stench Kow
Mammal--Taer
Mammal--Tyrqg
Mammal--Warthog
Mammal--Weasel
Mammal--Wolverine
Mammal, Herd




Mammal, Herd--Antel ope

Mammal, Herd--Buffalo

Mammal, Herd--Camel

Mammal, Herd--Cattle

Mammal, Herd--Sheep

Mammal, Small

Mammal, Small--Beaver

Mammal, Small--Chipmunk

Mammal, Small--Ermine

Mammal, Small--Ferret

Mammal, Small--Fox

Mammal, Small--Gopher

Mammal, Small--Hedgehog

Mammal, Small--Mink

Mammal, Small--Mole

Mammal, Small--Monkey

Mammal, Small--Mouse

Mammal, Small--Muskrat

Mammal, Small--Opposum

Mammal, Small--Otter

Mammal, Small--Otter, Sea

Mammal, Small--Pig, Domestic

Mammal, Small--Pig, Giant

Mammal, Small--Pig, Wild

Mammal, Small--Rabbit
Mammal, Small--Racoon
Mammal, Small--Squirrel
Mammal, Small--Squirrel, Flying
Mammal, Small--Woodchuck
Mammoth (Elephant)

Mane (Titan)

Manta Ray (Fish)

Margoyle (Gargoyle)

Marid (Genie)

Marilith (Tanar'ri)

Marine E€l (Fish)
Manscorpion

Manticore




Medusa

Medusa, M aedar

Medusa --Glyptar

Mephit (Imp)

Mercury Dragon

Merman

Merrow (Ogre)

Mimic

Mimic--Killer

Mind Flayer (l1lithid)
Mink

Minotaur

Mist, Crimson Death

Mist Dragon

Mist, Vampiric

Mold

Mold--Brown
Mold--Russet

Mold--Y ellow

Mold Man

Mole (Mammal, Small)
Mongrelman

Monkey Spider (Mammal)
Monkey (Mammal, Small)
Monsoon (Elemental, Composite)
Monster Summoning
Morkoth

Mountain Giant

Mountain Lion (Cat, Great)
Mouse (Mammal, Small)
Muckdweller

Mudman

Mule (Horse)

Mummy

Mummy, Greater

Musk Creeper, Y€dllow (Plant, Dangerous)
Musk Zombie, Y ellow (Plant, Dangerous)
Muskrat (Mammal, Small)




Naga--Guardian

Naga--Spirit

Naga--Water

Naga, Dark

Narwhal (Whale)

Necrophidius (Golem, Necrophidius)
Neogi

Neo-Otyugh
Nereid (Elemental, Water-Kin)

Night Hunter (Bat)
Nightmare

Nixie (Sprite)
NPCs

Nymph

@)
Obliviax (Plant, I ntelligent)

Octopus, Giant

Ogre

Ogre, Half-

Ogre Mage

Oliphant (Elephant)
Ooze/SlimelJely
Ooze/Slime/Jelly--Crystal Ooze
Ooze/Slime/Jelly--Gel atinous Cube
Ooze/Slime/Jely--Green Slime
Ooze/SlimelJelly--Grey Ooze
Ooze/Slime/Jelly--Mustard Jelly
Ooze/Slime/Jelly--Ochre Jelly
Ooze/Slime/Jelly--Olive Slime
Ooze/Slime/Jelly--Olive Slime Creature
Ooze/Slime/Jelly--Slithering Tracker
Ooze/Slime/Jelly--Stun Jelly
Opposum (Mammal, Small)

Orbus (Beholder)




Orc

Orog

Osquip (Rat)

Otter (Mammal, Small)
Otyugh
Otyugh--Neo-Otyugh

Owl (Bird)

Owlbear

P
Pech (Elemental, Earth-Kin)

Pegasus

Pericon (Insect)

Peryton

Phantom

Phoenix

Phycomid (Fungus)

Piercer

Pig, Domestic (Mammal, Small)
Pig, Wild (Mammal, Small)

Pike, Giant (Fish)

Piranha (Fish)

Piranha, Giant (Fish)

Pit Fiend (Baatezu)

Pixie (Sprite)

Plant, Dangerous

Plant, Dangerous--Choke Creeper
Plant, Dangerous--Mantrap

Plant, Dangerous--Retch Plant
Plant, Dangerous--Snapper-Saw
Plant, Dangerous--Thorn-Slinger
Plant, Dangerous--Tri-Flower Frond
Plant, Dangerous--Y ellow Musk
Plant, Dangerous--Zombie Creeper
Plant, Intelligent

Plant, Intelligent--Hangman Tree
Plant, Intelligent--Kelpie

Plant, Intelligent--Obliviax

Plant, Intelligent--Quickwood




Plant, Intelligent--Shambling Mound
Plant, Intelligent--Strangleweed
Plant, Intelligent--Sundew, Giant
Plant, Intelligent--Thorny
Poisonous Frog (Frog)
Poltergeist

Pony (Horse)

Porcupine (Mammal)

Porphy! (Titan)

Praying Mantis (I nsect)
Pseudodragon (Dragonet)
Pteranodon (Dinosaur)

Pudding, Deadly

Pudding, Deadly--Black
Pudding, Deadly--Brown
Pudding, Deadly--Dun

Pudding, Deadly--White

Pungi Ray (Fish)

Pyrohydra

Q

Quaggoth

Quasit (Imp)

Quickwood (Plant, Intelligent)
Quipper (Fish)

R
Rabbit (Mammal, Small)

Racoon (Mammal, Small)
Rakshasa
Rat

Rat--Osquip

Raven (Bird)

Red Abishal (Baatezu)

Red Dragon

Reef Giant

Remorhaz

Retch Plant (Plant, Dangerous)
Revenant




Riding Horse (Horse)
Roc

Roper

Rothe (Mammal)
Rust Monster

S

Sahuagin

Salamander (Elemental, Fire-Kin)
Sandling (Elemental, Earth-Kin)
Sapphire Dragon

Satyr

Scarecrow (Golem, Scarecrow)
Scorpion

Scorpion--Giant

Scorpion--Huge

Scorpion--Large

Sea Otter (Mammal, Small)

Sea Elf (EIf, Aquatic)

Sealion

Seahorse, Giant (Fish)

Seawolf (Lycanthrope)

Selkie

Serpent, Winged (Snake, Winged)
Shadow

Shadow Dragon

Shambling Mound (Plant, Intelligent)

Shark (Fish)

Shark, Giant (Fish)
Shedu

Shedu, Greater
Sheep (Mammal, Herd)
Shrieker (Fungus)
Silver Dragon
Sinster (Bat)
Sirine

Skeleton
Skeleton--Animal
Skeleton--Monster




Skeleton, Giant

Skeleton, Warrior

Skriaxit (Elemental, Composite)
Skunk (Mammal)

Skyfisher (Bird)

Slaad

Sleek (Mammal)

Slime, Green (Ooze, Slime, Jely)
Slime, Olive (Ooze/Slime/Jelly)
Slithering Tracker (Ooze/Slime/Jelly)

Slug, Giant
Smilodon (Cat, Great)

Snake
Snake--Amphisbaena
Snake--Boalisk
Snake--Constrictor
Snake--Constrictor, Giant
Snake--Giant, Sea
Snake--Giant Spitting
Snake--Heway
Snake--Poisonous
Snake, Winged
Snapper-Saw (Plant, Dangerous)
Spectator (Beholder)
Spectre

Sphinx
Sphinx--Androsphinx
Sphinx--Criosphinx
Sphinx--Gynosphinx
Sphinx--Hieracosphinx
Spider
Spider--Gargantuan
Spider--Giant
Spider--Hairy
Spider--Huge
Spider--Large
Spider--Phase
Spider--Sword




Spider Monkey (Mammal)
Spore, Gas (Fungus)

Spotted Lion (Cat, Great)
Spriggan, Ghome

Sprite

Sprite--Atomie

Sprite--Grig

Sprite--Nixie

Sprite--Pixie

Sprite--Sea Sprite

Squid, Giant

Squirrel (Mammal, Small)
Sauirrel, Flying (Mammal, Small)
Squirrel, Giant Black (Mammal, Small)
Stag, Wild (Mammal)

Steel Dragon

Stegosaurus (Dinosaur)

Stench Kow (Mammal)

Steppe Pony (Horse)

Sting Ray (Fish)

Strige

Stone Giant

Stone Golem (Golem, Greater)
Stone Constructs (Golem, Stone Variants)
Storm Giant

Stout (Halfling)

Strangleweed (Plant, Intelligent)
Su-Monster

Summoning Monsters

Sundew, Giant (Plant, Intelligent)
Svirfneblin (Gnome)

Swan (Bird)

Swanmay

Sylia (Titan)

Sylph (Elemental, Air-Kin)

T
Tabaxi

Taer (Mammal)




Tako

Talfellow (Halfling)

Tanar'r

Tanar'ri--Balor
Tanar'ri--Marilith

Tarrasque

Tadoi

Tempest (Elemental, Composite)
Tenebrous Worm (Gloomwing)
Termite, Giant (Insect)
Therianthrope (Lycanthrope)
Thorn-Slinger (Plant, Dangerous)
Thorny (Plant, Intelligent)
Thought-Eater

Thri-Keen

Tick, Giant (Insect)

Tiger, Wild (Cat, Great)

Tinker (Gnome)

Titan

Titan--Algorn

Titan--Girzon
Titan--Malephus

Titan--Mane

Titan--Porphyl

Titan--Syllia

Toad, Giant

Toad, Giant--Fire

Toad, Giant--Giant

Toad, Giant--Ice

Toad, Giant--Poisonous

Topaz Dragon

Treant

Tri-Flower Frond (Plant, Dangerous)
Triceratops (Dinosaur)

Triton

Troglodyte

Troll

Tunnel Worm (Centipede)




Tyrannosaurus Rex (Dinosaur)
Tyrg (Mammal)

U
Umber Hulk

Umber Hulk--V odyanoi
Undead (Death Tyrant) (Beholder)
Unicorn

Urchin

Urchin--Black
Urchin--Green
Urchin--Land
Urchin--Red
Urchin--Silver
Urchin--Yellow

Urd (Kobold)

\

Vampire
Vampire--Eastern
Vampire--Western
Vampiric Mist (Mist, Vampiric)
Vegepygmy (Mold Man)
Verbeeg

Violet Fungus (Fungus)
Voadkyn (Giant, Wood)
Vodyanoi (Umber Hulk)
Vulture (Bird)

w

Wall, Living (Living Wall)

'‘Wari (Bird)

Warthog (Mammal)

Wasp, Giant (Insect)

Watcher (Beholder)

Water Beholder (Eye of the Degp)

Water Elemental (Elemental, Fire/Water)

Water Weird (Elemental, Water-Kin)
Weasael (Mammal)
Weed Eel (Fish)




Wemic

Werebat (Lycanthrope)
Werebear (Lycanthrope)
Wereboar (Lycanthrope)
Werefox (Lycanthrope)
Wererat (Lycanthrope)
Wereraven (Lycanthrope)
Weretiger (Lycanthrope)
Werewolf (Lycanthrope)
Whale

Whale--Common
Whale--Giant

Whale--Killer
Whale--Narwhal
Whale--Leviathan

White Dragon

Wight

Wild Pig (Mammal, Small)
Wild Baboon (Mammal, Small)
Wild Cat (Cat, Small)

Will o'wisp

Winged Sanke (Snake, Winged)
Wolf

Wolfwere

Wolverine (Mammal)

Wood Giant

Woodchuck (Mammal)
Worm

Worm, Death (Necrophidius)
Wraith

Wyvern

X
Xorn

Xorn--Xaren

Y
Y ellow Dragon

Y ellow Musk Creeper (Plant, Dangerous)




Y eti

Y uan-ti

Y aun-ti Histachii

Y ugoloth (Guardian)

Z
Zaratan

Zombie
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How To Use This Book

This hardcover Monstrous Manual was created in response to the many requests to gather monstersinto a
single, durable volume which would be convenient to carry. With the DUNGEON MASTER™ Guide
(DMG) and the Player's Handbook (PHB), the Monstrous Manual forms the core of the AD& D® 2nd
Edition game.

Every monster from the MONSTROUS COMPENDIUM® Volumes One and Two are contained within,
aswell asafew creatures from later volumes. The monsters in the Monstrous Manual have been revised,
edited, and updated. Statistics for many of the creatures have been corrected, new information has been
added to many of the entries, and many monsters have been reclassified. There are some new beasts, as
well. In cases of conflicting information, the Monstrous Manual supersedes all previously published data.
Certain entries have been greatly condensed from MONSTROUS COMPENDIUM entries, to make this
book as compl ete as possible without increasing its size or price. For instance, there is afull-page
description of ravensin the MONSTROUS COMPENDIUM appendix for the GREY HAWK® campaign
setting; in this book, ravens are given only afew linesin the "Bird" entry. This provides enough
information to use the creatures for a short encounter, and it allows a page to be devoted to another
adversary.

To find amonster in this book, flip through the pages or look in the index, which contains listings for the
common name(s) of every monster in the book, referenced to the correct page.

All of the monsters described here are typical for their type. DMs should note that unusual variations are
encouraged, but they are most effective when they depart from the expected. Likewise, entries describe
typical lairsfor creatures, from the dungeon complexes they inhabit to the tree houses they build,;
changing the ook of these can make a monster encounter unigue.




Contents

This introduction describes how to interpret the monstersin this book. In addition, there are three small
appendices in the back of the book. The first deals with making monsters. The second covers monster
summoning and includes tables for random determination of summoned creatures, to make random

encounter charts for a campaign, the DM should refer to Chapter 11 of the DMG. The third appendix is
concerned with creating NPC parties.




Other Worlds

Severa of the monstersin this book have been imported from specialized game worlds, such asthe
SPELLJAMMER® campaign setting, the FORGOTTEN REALMS® setting, or the DARK SUN®
world. The monstersin this book may be used in any setting; if acampaign setting is noted, it ssimply
describes where the monster was first encountered, or where it is the most common. A particular monster
still may not be encountered in a specific campaign world; thisis up to the DM. For monsters from one
of the specific worlds, the DM should consult the appropriate MONSTROUS COMPENDIUM
appendices.




The Monsters

Each monster is described fully, with entries that describe behavior, combat modes, and so on. These are
explained in the following text.

Climate/Terrain defines where the creature is most often found. Climates include arctic, sub-arctic,
temperate, and tropical. Typical terrain includes plain/scrub, forest, rough/hill, mountain, swamp, and
desert. In some cases, arange is given; for instance, "cold" implies arctic, sub-arctic, and colder
temperate regions.

Frequency isthe likelihood of encountering a creature in an area. Chances can be adjusted for specia
aress.

Very Rare = 4% chance

Rare = 11% chance
Uncommon = 20% chance
Common = 65% chance

Organization isthe general socia structure the monster adopts. "Solitary” includes small family groups.

Activity Cycleisthe time of day when the monster is most active. Those active at night can be active at
any time in subterranean settings. These are general guidelines and exceptions are fairly common.

Diet shows what the creature usually eats. Carnivores eat meat, herbivores eat plants, and omnivores eat
either. Scavengers primarily eat carrion. If a monster does not fit any of these categories, the substances
it does eat are described in the entry or in the text.

Intelligenceisthe equivalent of human "1Q." Certain monsters are instinctively cunning; these are noted
in the monster descriptions. Ratings correspond roughly to the following Intelligence ability scores:

0 Nonintelligent or not ratable
1 Animal intelligence

2-4  Semi-intelligent

5-7 Low intelligence

8-10 Average (human) intelligence



11-12 Very intelligent

13-14 Highly intelligent

15-16 Exceptionally intelligent
17-18 Genius

19-20 Supra-genius

21+ Godlikeintelligence

Treasure refersto the treasure tables in the DUNGEON MASTER Guide. If individual treasureis
indicated, each individual may carry it (or not, at the DM's discretion). Mgjor treasures are usually found
in the monster's lair; these are most often designed and placed by the DM. Intelligent monsters will use
the magical items present and try to carry off their most valuable treasures if hard pressed. If treasure is
assigned randomly, roll for each type possible; if al rollsfail, no treasure of any typeisfound. Treasure
should be adjusted downward if afew monsters are encountered. Large treasures are noted by a
multiplier (x10, for example); this should not be confused with treasure type X. Treasure typeslisted in
parentheses are treasures found in the creatures lair. Do not use the tables to place dungeon treasure,
since the numbers encountered underground will be much smaller.

Alignment shows the general behavior of the average monster of that type. Exceptions, though
uncommon, may be encountered.

No. Appearing indicates an average encounter size for awilderness encounter. The DM should alter this
to fit the circumstances as the need arises. This should not be used for dungeon encounters.

Note that some solitary creatures are found in small groups; this means they are found in very small
family units, or that several may happen to be found together, but do not cooperate with one another.

Armor Classisthe genera protection worn by humans and humanoids, protection due to physical
structure or magical nature, or difficulty in hitting due to speed, reflexes, etc. Humans and humanoids of
roughly man-size that wear armor will have an unarmored rating in parentheses. Listed AC does not
include any special bonuses noted in the description.

M ovement shows the relative speed rating of the creature. Higher speeds may be possible for short
periods. Human, demihuman, and humanoid movement rate is often determined by armor type
(unarmored rates are given in parentheses). Movements in different mediums are abbreviated as follows:

H =flying

Sw = swimming

Br = burrowing

Cl = climbing

Wb = moving across webs

Flying creatures also have a Maneuverability Classfrom A to E. Class A creatures have virtually total
command over their movements in the air; they can hover, face any direction in a given round, and attack



each round. Class B creatures are very maneuverable; they can hover, turn 180 degrees in around, and
attack in each round. Class C creatures are somewhat agile in the air; they cannot move less than half
their movement rate without falling, they can turn up to 90 degrees in around, and attack aerially once
every two rounds. Class D creatures are somewhat slow; they cannot move less than half their movement
rate without falling, can turn only 60 degrees in around, and can make a pass once every three rounds.
Class E includes large, clumsy fliers; these cannot move less than half their movement rate without
falling, can turn only 30 degreesin around, and they can make one pass every six rounds. See Chapter 9
of the DMG for more information.

Hit Dice controls the number of hit points damage a creature can withstand before being killed. Unless
otherwise stated, Hit Dice are 8-sided (1-8 hit points). The Hit Dice are rolled and the numbers shown are
added to determine the monster's hit points. Some monsters have a hit point spread instead of Hit Dice,
and some have additional points added to their Hit Dice. Thus, a creature with 4+4 Hit Dice has 4d8+4
hit points (8-36 total). Note that creatures with +3 or more hit points are considered the next higher Hit

Die for purposes of attack rolls and saving throws.

THACO isthe attack roll the monster needs to hit Armor Class 0. Thisis aways afunction of Hit Dice,
except in the case of very large, nonaggressive herbivores (such as some dinosaurs), or creatures which
have certain innate combat abilities. A human or demihuman always uses a player character THACO,
regardless of whether they are player characters or "monsters.” The THACO does not include any special
bonuses noted in the descriptions.

No. of Attacks shows the basic attacks the monster can make in a melee round, excluding specia
attacks. This number can be modified by hits that sever members, spells such as haste and slow, and so
forth. Multiple attacks indicate severa members, raking paws, multiple heads, etc.

Damage/Attack shows the amount of damage a given attack causes, expressed as a spread of hit points
(based on adieroll or combination of dierolls). If the monster uses weapons, the damage done by the
typical weapon will be allowed by the parenthetical note "weapon." Damage bonuses due to Strength are
listed as a bonus following the damage range.

Special Attacks detail attack modes such as dragon breath, magic use, etc. These are explained in the
monster description.

Special Defenses are precisely that, and are detailed in the monster description.

M agic Resistance is the percentage chance that any magic cast upon the creature will fail to affect it,
even if other creatures nearby are affected. If the magic penetrates the resistance, the creature is still
entitled to any normal saving throw allowed. Creatures may have resistances to certain spells; thisis not
considered "magic resistance’, which is effective against all spells.

Sizeis abbreviated as

T =tiny (2 tall or less),
S = smaller than atypica human (2+' to 4);



M = man-sized (4+'to 7°);

L = larger than man-sized (7+' to 12');
H = huge (12+' to 25"); and

G = gargantuan (25+).

Most creatures are measured in height or length; some are measured in diameter. Those measured in
diameter may be given a different size category than indicated above. For instance, while a 6-foot tall
humanoid is considered size M, a spherical creature 6 feet in diameter has much more mass, sois
considered size L. Similarly, a creature 12 feet long with a very sender body (like a snake) might be
considered only man-sized. Adjustments like these should not move a creature more than one size
category in either direction.

Moraleisagenera rating of how likely the monster is to persevere in the face of adversity or armed
opposition. This guideline can be adjusted for individual circumstances. Morale ratings correspond to the
following range:

2-4  Unreliable
5-7 Unsteady
8-10 Average
11-12 Steady
13-14 Elite
15-16 Champion
17-18 Fanatic
19-20 Fearless

XP Valueisthe number of experience points awarded for defeating, but not necessarily killing, the
monster. Thisvalue is a guideline that can be modified by the DM for the degree of challenge, encounter
situation, and for overall campaign balance.

Combat isthe part of the description that discusses special combat abilities, arms and armor, and tactics.

Habitat/Society outlines the monster's general behavior, nature, socia structure, and goals. In some
cases, it further describes their lairs (the places they live in), breeding habits, and reproduction rates.

Ecology describes how the monster fits into the campaign world, gives any useful products or
byproducts, and any other miscellaneous information.

Variations of amonster are given in aspecia section after the main monster entry. These can be found
by consulting the index. For instance, the xorn entry also describes the xaren, avery similar creature.

Psionics are mental powers possessed by many creatures in the Monstrous Manual. The psionic listings



are explained below:

L evel: How tough the monster isin terms of psionic experience level.

Dig/Sci/Dev: How many disciplines the creature can access, followed by the total number of sciences and
devotions the creature knows. Monsters can know sciences and devotions only from the disciplines they
can access.

Attack/Defense: The telepathic attack and defense modes that the creature can use. Note that defense
modes are not included in the total number of powers the creature knows. Abbreviations used are as
follows:

PB PsionicBlast M- Mind Blank

MT Mind Thrust TS Thought Shield
EW Ego Whip MB Mental Barrier

Il IdInsinuation IF Intellect Fortress
PsC Psychic Crush TW Tower of Iron Will

Power Score: The creature's usual score when using a power that is not automatically successful.

PSPs: The creature's total pool of psionic strength points (the maximum available to it).

The rest of the listing indicates, by discipline, which powers the creature has, sometimes listing the most
common powers, sometimes listing only the powers that all members of the species have. Unless
otherwise noted, the creature always knows powers marked by an asterisk.

For information regarding psionic powers, see PHBR5, The Complete Psionics Handbook. If the DM
chooses not to use psionics in the campaign, the powers can be changed to magical equivaents or ssimply
ignored, though the latter severely impedes certain monsters.




Aarakocra

Climate/Terrain: Tropical and temperate
mountains

Frequency: Very rare
Organization: Tribal
Activity Cycle: Day

Diet: Carnivore
Intelligence: Average (8-10)
Treasure: D

Alignment: Neutral good
No. Appearing:  1-10

Armor Class: 7

M ovement: 6, Fl 36 (C)
Hit Dice: 1+2

THACO: 19

No. of Attacks: 2

Damage/Attack: 1-3/1-3 or 2-8 (weapon)
Special Attacks: Dive +4

Special Defenses.  Nil

Magic Resistance: Nil

Size: M (20" wing span)
Morale: Steady (11)
XP Value 65

The aarakocra are arace of intelligent bird-men that live on the peaks of the highest mountains, spending
their days soaring on the thermal winds in peace and solitude.

Aarakocra are about 5 feet tall and have awing span of 20 feet. About halfway aong the edge of each
wing is a hand with three human-sized fingers and an opposable thumb. An elongated fourth finger
extends the length of the wing and locks in place for flying. Though the wing-hands cannot grasp during
flight, they are nearly as useful as human hands when an aarakocrais on the ground and its wings are
folded back. The wing muscles anchor in a bony chest plate that provides the aarakocra with extra



protection. The powerful legs end in four sharp talons that can unlock and fold back to reveal another
pair of functional hands, also with three human-sized fingers and an opposable thumb. The hand bones,
like the rest of an aarakocra's skeleton, are hollow and fragile.

Aarakocrafaces resemble crosses between parrots and eagles. They have gray-black beaks, and black
eyes set frontally in their heads that provide keen binocular vision. Plumage color varies from tribe to
tribe, but generally males are red, orange, and yellow while females are brown and gray.

Aarakocra speak their own language, the language of giant eagles, and, on occasion, the common tongue
(10% chance).

Combat:In aerial combat, an aarakocra fights with either talons or the heavy fletched javelins that he
clutchesin hislower hands. An aarakocratypically carries a haf dozen javelins strapped to his chest in
individual sheaths. The javelins, which can be used for throwing or stabbing, inflict 2d4 points of
damage. Owing to the aarakocra's remarkable skill at throwing javelinsin the air, it incurs none of the
attack penalties for aerial missile fire. An aarakocrawill always saveitslast javelin for stabbing purposes
rather than throwing it. Its favorite attack isto dive at avictim while clutching ajavelin in each hand,
then pull out of the dive just as it reaches its target, and strike with a blood-curdling shriek. This attack
gains a +4 bonus to the attack roll and causes double damage, but an aarakocra must dive at least 200 feet
to execute it properly.

An aarakocrais reluctant to engage in grappling or ground combat, since its fragile bones are easily
broken. Though rarely used except when cornered, an aarakocra's sharp beak can bite for 1-3 points of
damage.

Habitat/Society: Aarakocralive in small tribes of about 11-30 (1d20+10) members. Each tribe has a
hunting territory of about 10,000 square miles with colorful banners and pennants marking the
boundaries.

Each tribe livesin acommunal nest made of woven vines with a soft lining of dried grass. The eldest
male serves as the tribe's leader. In tribes of more than 20 members, the second oldest male serves as the
shaman, leading simple religious ceremonies involving the whistling of melodic hymns at sunset on the
first day of a new month. Males spend most of their waking hours hunting for food and occasionally for
treasure, such as gems and other shiny objects. Females spend eight months of the year incubating their
€ggs, passing the time by fabricating javelins and other tools from wood and stone. While resting on their
backs, aarakocra females can use al four hands at the same time to weave boundary pennants, javelins
sheaths, and other useful objects from vines and feathers.

Five aarakocra, including a shaman, can summon an air elemental by chanting and performing an
intricate aerial dance for three melee rounds. The summoned air elemental will comply with the
aarakocras request for afavor, though it will not endanger itslife on their behalf.

Aarakocra are extremely claustrophobic and will not willingly enter a cave, building, or other enclosed
area.

Ecology: Aarakocra have little to do with other species, including neighboring aarakocra tribes, and
leave their home territory only in extreme circumstances. They rarely encounter humans except for an
occasional foray into arura community to snatch a stray farm animal; thisis not an intentionally
malicious act, as aarakocra are unable to distinguish between domestic and wild animals. A human
venturing into aarakocraterritory may be able to convince one to serve as a guide or a scout in exchange



for ashiny jewel or coin.




Aboleth

Climate/Terrain:

Frequency:
Organization:
Activity Cycle:
Diet:
Intelligence:
Treasure:
Alignment:

No. Appearing:
Armor Class:

M ovement:

Hit Dice:
THACO:

No. of Attacks:
Damage/Attack:
Special Attacks:
Special Defenses:
M agic Resistance:
Size:

Morale:

XP Value:

Psionics Summary
Level Dis/Sci/Dev

8 3/5/16

Tropical and
temperate/Subterranean

Very rare
Brood
Night
Omnivore
High (13-14)
F

Lawful evil
1d4

4

3, Sw 18

8

13

4

1-6 (x 4)
See below
Slime

Nil

H (20' long)
Elite (13)
5,000

Attack/Defense Power Score PSPs
EW, Il PsC, +1/
TSIF,TW

= Int 250




Telepathy: False Sensor Input, Mindlink, Mass Domination.

The aboleth is aloathsome amphibious creature that lives in subterranean caves and lakes. It despises
most land-dwelling creatures and seeks to enslave intelligent surface beings. It isascruel asitis
intelligent.

An aboleth resembles a plump fish, 20 feet in length from its bulbous head to its fluke-like tail. Its body
is blue-green with gray splotches, and its pink-tan underbelly conceals a toothless, rubbery mouth. Three
dit-like eyes, purple-red in color and protected by bony ridges, are set one atop the other in the front of
its head. Four pulsating blue-black orifices line the bottom of its body and secrete gray slime that smells
like rancid grease. Four leathery tentacles, each 10 feet in length, grow from its head. An aboleth usesits
tail to propel itself through the water and its tentacles to drag itself along dry land.

Combat: The aboleth attacks with its tentacles for 1d6 points of damage each. If avictim struck by a
tentacle fails a saving throw vs. spell, the victim's skin transforms into a clear, imy membrane in 1d4+1
rounds. If this occurs, the victim must keep the membrane damp with cool water or suffer 1d12 points of
damage each turn. Cure disease cast upon the victim before the membrane completely forms stops the
transformation. Otherwise, cure serious wounds will cause the membrane to revert to normal skin.
Because its dluggish movement makes attacks difficult, the aboleth attempts to lure victims close by
creating realistic illusions at will, complete with audible, olfactory, and other sensory components. The
aboleth can attempt to enslave creatures within 30 feet; it can make three attempts per day, one creature
per attempt. If the victim fails a saving throw vs. spell, he follows al of the aboleth's telepathic
commands, athough the victim will not fight on the aboleth's behalf. The enslavement can be negated by
remove curse, dispel magic, the death of the enslaving aboleth, or, if the victim is separated from the
aboleth by more than amile, a new saving throw (one attempt per day.)

When underwater, an aboleth surrounds itself with a mucous cloud 1 foot thick. A victim in contact with
the cloud and inhaling the mucus must roll a successful saving throw vs. poison or lose the ability to
breathe air. The victim is then able to breathe water, as if having consumed a potion of water breathing,
for 1-3 hours. This ability may be renewed by additional contact with the mucous cloud. An affected
victim attempting to breathe air will suffocate in 2d6 rounds. Wine or soap dissolves the mucus.

Habitat/Society: An aboleth brood consists of a parent and one to three offspring. Though the offspring
are as large and as strong as the parent, they defer to the parent in all matters and obey it implicitly.
Aboleth have both male and female sexual organs. A mature aboleth reproduces once every five years by
concealing itself in a cavern or other remote area, then laying a single egg and covering it in slime. The
parent aboleth guards the egg while the embryo grows and develops, a process that takes about five
years. A newborn aboleth takes about 10 years to mature.

The aboleth spends most of its time searching for slaves, preferably human ones. It is rumored that the
aboleth use their slaves to construct huge underwater cities, though none have ever been found. The
aboleth are rumored to know ancient, horrible secrets that predate the existence of man, but these rumors
are also unsubstantiated. There is no doubt that aboleth retain a staggering amount of knowledge. An
offspring acquires all of its parent's knowledge at birth, and a mature aboleth acquires the knowledge of
any intelligent being it consumes.

An aboleth's treasure consists of items taken from its slaves. The items are buried in caverns under a
layer of slime resembling gray mud, recognizable by the distinctive rancid grease odor.



Ecology: The omnivorous aboleth will eat any organic matter, usually algae and micro-organisms, but
they are also fond of intelligent prey so they can absorb nutrients and information at the same time.
Aboleth have no natural enemies, as even the mightiest marine creatures give them a wide berth. Aboleth

slime is sometimes used as a component for potions of water breathing.



Ankheg

Climate/Terrain: Temperate and

tropical/Plains and forests
Frequency: Rare
Organization: Brood
Activity Cycle: Any
Diet: Omnivore
Intelligence: Non- (0)
Treasure: C
Alignment: Neutral
No. Appearing:  1-6
Armor Class: Overdl 2, underside 4
M ovement: 12,Br 6
Hit Dice: 3-8
THACO: 17-13

No. of Attacks: 1

Damage/Attack: 3-18 (crush)+1-4 (acid)
Special Attacks: Squirt acid

Special Defenses.  Nil

Magic Resistance: Nil

Size: L-H (10" to 20' long)
Morale: Average (9)
XP Value 175-975

The ankheg is a burrowing monster usually found in forests or choice agricultural land. Because of its
fondness for fresh meat, the ankheg is athreat to any creature unfortunate enough to encounter it.

The ankheg resembles an enormous many-legged worm. Its six legs end in sharp hooks suitable for
burrowing and grasping, and its powerful mandibles are capable of snapping asmall tree in half with a
single bite. A tough chitinous shell, usually brown or yellow, coversits entire body except for its soft
pink belly. The ankheg has glistening black eyes, a small mouth lined with tiny rows of chitinous teeth,
and two sensitive antennae that can detect movement of man-sized creatures up to 300 feet away.



Combat: The ankheg's preferred attack method isto lie 5 to 10 feet below the surface of the ground until
its antennae detect the approach of avictim. It then burrows up beneath the victim and attempts to grab
him in its mandibles, crushing and grinding for 3d6 points of damage per round while secreting acidic
digestive enzymes to cause an additional 1d4 points of damage per round until the victim is dissolved.
The ankheg can squirt a stream of acidic enzymes once every six hoursto a distance of 30 feet. However,
sinceit isunable to digest food for six hours after it squirts enzymes, it uses this attack technique only
when desperate. A victim struck by the stream of acidic enzymes suffers 8d4 points of damage (half
damage if the victim rolls a successful saving throw vs. poison).

Habitat/Society: The ankheg uses its mandibles to continuously dig winding tunnels 30-40 feet deep in
the rich soil of forests or farmlands. The hollowed end of atunnel serves as atemporary lair for sleeping,
eating, or hibernating. When an ankheg exhausts the food supply in a particular forest or field, it moves
on to another.

Autumn is mating season for ankhegs. After the male fertilizes the female, the female kills him and
deposits 2d6 fertilized eggsin his body. Within afew weeks, about 75% of the eggs hatch and begin
feeding. In ayear, the young ankhegs resemble adults and can function independently. Y oung ankhegs
have 2 Hit Dice and an AC 2 overall and an AC 4 for their undersides; they bite for 1d4 points of damage
(with an additional 1d4 points of damage from enzyme secretions), and spit for 4d4 points of damageto a
distance of 30 feet. In every year thereafter, the ankheg functions with full adult capabilities and gains an
additional Hit Die until it reaches 8 Hit Dice.

Beginning in its second year of life, the ankheg sheds its chitinous shell just before the onset of winter. It
takes the ankheg two days to shed its old shell and two weeks to grow a new one. During this time, the
sluggish ankheg is exceptionally vulnerable. Its overall AC isreduced to 5 and itsunderside AC is
reduced to 7. Additionally, it moves at only half its normal speed, its mandible attack inflicts only 1d10
points of damage, and it is unable to squirt acidic enzymes. While growing anew shell, it protects itself
by hiding in a deep tunnel and secreting arepulsive fluid that smells like rotten fruit. Though the aroma
discourages most creatures, it can also pinpoint the ankheg's location for human hunters and desperately
hungry predators.

Ankhegs living in cold climates hibernate during the winter. Within a month after the first snowfall, the
ankheg fashions alair deep within the warm earth where it remains dormant until spring. The hibernating
ankheg requires no food, subsisting instead on nutrients stored in its shell. The ankheg does not secrete
aromatic fluid during thistime and is thus relatively safe from detection. Though the ankheg's
metabolism is reduced, its antennae remain functional, able to aert it to the approach of an intruder. A
disturbed ankheg fully awakensin 1d4 rounds, after which time it can attack and move normally.

The ankheg does not hoard treasure. Items that were not dissolved by the acidic enzymes fall where they
drop from the ankheg's mandibles and can be found scattered throughout its tunnel system.

Ecology: Though a hungry ankheg can be fatal to afarmer, it can be quite beneficial to the farmland. Its
tunnel system laces the soil with passages for air and water, while the ankheg's waste products add rich
nutrients. The ankheg will eat decayed organic matter in the earth, but it prefers fresh meat. All but the
fiercest predators avoid ankhegs. Dried and cured ankheg shells can be made into armor with an AC of 2,
and its digestive enzymes can be used as regular acid.
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Arcane

Climate/Terrain: Any

Frequency: Very rare
Organization: Entourage
Activity Cycle: Any

Diet: Omnivore
Intelligence: Genius (17-18)
Treasure: R

Alignment: Lawful neutral

No. Appearing: 1 (1-6)
Armor Class: 5(3)

M ovement: 12
Hit Dice: 10
THACO: 11

No. of Attacks: 1

Damage/Attack: 1-8 (weapon)

Special Attacks:  Nil

Special Defenses.  Invisibility, dimension door

Magic Resistance: 40%

Size: L (12" tall)
Morale: Champion (15)
XP Value: 3,000

The arcane are arace of merchants, found wherever there is potential trade in magical items. They appear
astall, lanky, blue giants with elongated faces and thin fingers, each finger having one more joint than is
common in most humanoid life. The arcane dress in robes, although there are individuals who are found
in heavier armor, a combination of chain links with patches of plate (AC 3).

Combat: For creatures of their size, the arcane are noticeably weak and non-combative. They can defend
themsel ves when called upon, but prefer to talk and/or buy themselves out of dangerous situations. If
entering an areathat is potentially dangerous (like most human cities), the arcane hires a group of



adventurers as his entourage.

The arcane can become invisible, and can dimension door up to three times a day, usually with the
intention of avoiding combat. An arcane feels no concern about abandoning his entourage in chancy
situations. They can also use any magical items, regardless of the limitations of thoseitems. This
includes swords, wands, magical tomes, and similar items restricted to one type of character class. They
will use such itemsif pressed in combat and they cannot escape, but more often use them as bartering
tools with others.

Arcane have aform of racial telepathy, such that an injury to one arcane is immediately known by all
other arcane. The arcane do not seek vengeance against the one who hurt or killed their fellow. They
react negatively to such individuals, and dealing with the arcane will be next to impossible until that
individual makes restitution.

Habitat/Society: Nothing is known about the arcan€e's origins; they come and go as they please, and are
found throughout the known worlds. When they travel, they do so on the ships and vehicles of other
races. Finding such ships with arcane aboard israre, and it is suspected that the arcane have another way
of travelling over long distances.

Contacting the arcane is no trouble in most civilized areas: afew words spread through the local
grapevine, through taverns, guilds, and barracks, are enough to bring one of these creaturesto the
surface. In game terms, there is a base 10% chance per day of finding an arcane, if PCs actively look for
one; the chance increases or decreases depending on their location. Arcane never set up permanent
"magic shops.”

The arcane's stock in trade is to provide magical items, particularly spelljamming helms, which allow
rapid movement through space. The arcanes high quality and uniform (if high) prices make them the
trusted retailers. They accept payment in gold, or barter for other magical items (as arule of thumb, costs
should be five times the XP reward of the item, or a more valuable item).

The arcane take no responsibilit