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Athasian Druid Animal
Companions

The following is a list of acceptable animal companions for
Athasian druids. Bold entries are mo nsters found in this
document.

1st Level

Boneclaw, Lesser
Carru

Dire Rat

Eagle

Erdlu

Janx

Jhakar
Kesdtrekel
Kivit

Owl

Silt Spawn
Snake (small or medium viper)

2

4th Level or Higher (Level 83)

Carru, bull 6HD
Cheetah

Crodlu

Crodlu, heavy

Dire bat

Erdland

Jhakar, medium 6HD
Kluzd

Leopard

Lizard, Giant

Lizard, monitor
Rasclinn

Shark, Athasian ~ *
Snake, constrictor
Snake, Large viper

7th Level or Higher (Level 86)

Crodlu, heavy warmount
Inix

Kalin

Kluzd, 7HD

Lirr

Puddingfish *

Lion

Lizard, Subterranean
Snake, Huge viper
Takis

Tiger

10th Level or Higher (Level 89)

Chaot hrang

Dire lion

Hatori

Lizard, Minotaur

Shark, Athasian, Huge L
Snake, giant constrictor

13th Level or Higher (Level 812)

Lirr, large 11HD
Ruktoi 2

Sloth, Athasian

16th Level or Higher (Level 315)

Dire Athasian shark .

Dire tiger

Hatori, Gargantuan 17HD
Silt Horror, white 2
Slimahacc

! Available only in an aquatic environment.
2 Available only in a silt  -rich environment.

List of Acceptable
Monsters

The following are monsters that are considered a cceptable
in Dark Sun campaigns. Of course, the DM is always free
to introduce any monster into his/her campaign.

Book of Vile Darkness
Templates (Bone Creature, Corpse Creature)

Creature Collection | (Revised)

Angler Ooze
Barrow Worm
Berserker Wasp
Blad e Hood
Cathedral Beetle
Cave Moth
Cave Shrike
Child Trap
Cold Slime
Desert Falcon
Dire Monitor
Dragon, Mock
Drowned Lady
Dune Delver
Ebon Eel
Forge Wight
Gore Beetle
Hookwing
Lotus Flowers
Night Singer
Night Tyrant
Pyre

Red Colony
Rumbler

Sand Burrower
Scythe Falcon
Serpent Root
Solar Scarab
Sour Grub
Storm Kin
Thunder Orb
Vrail

Wolf Spider, Giant

Creature Collection Il

Bitter Tree

Blood Moth
Carnivorous Tree
Cloudsting
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Gallows Vine
Leeching Willow
Lightning Hawk
Lurker Below
Sand Wyvern
Shadow Lord
Shard Spider
Siege Undead
Spectral Plant
Spined Lizard
Swamp Fisher
Swamp Tyrant
Tar Beetle
Thunder Kite
Windrider

Creature Collection IlI

Allergorhai -Horhai (Death Worm)
Ashcloud

Barbed Thrasher

Bitterfly

Canopy Creeper

Dart Blossom

Dirgewood Tree

Dread Crawle r

Flay Beast

Golem

Gray Lancer

Living Bog

Marble Sentinel

Mist Murderer

Mulchworm

Ooze

Patient Doom

Quillwolf

Razorleaf

Sand Hulk

Sand Sloth

Sand Trapper

Shellrak

Speakerstones

Spider, Saber

Swarm (Bee, Dunefish, Gilings, Glutton Locust, Hive -fly,
Poison W ing, Termite, Wasp)
Tent Bird

Templates (Multi - Armed, Wild Bier)

Expanded Psionics Handbook

Astral Constructs
Blue

Brain Mole

Caller in Darkness
Crysmal

Dromite

Folugub

Githyanki (psionic)
Githzerai (psionic)
Intellect Devourer
Phrenic Creature
Phthisic

Psicrystal

Psion Killer
Puppeteer

Thought Eater (can move between gray and prime instead
of ethereal and prime)
Thought Slayer
Udoroot

Yuan-Ti (psionic)

Fiend Folio

Ahuizotl

Aguatic Ooze
Blackstone Gigant
Bloodhawk

Caryatid Column
Century Worm
Chwidencha
Crawling Head
Darkweaver

Flame Snake

Iron Cobra

Kelp Angler

Living Holocaust
Lucent Worm
Mongrelfolk
Necrophidius
Octopus Tree
Ocularon

Phiuhl

Shadow Asp
Sporebat

Swarm, Plague Ant
Swarm, Scarab Beetle
Swarm, Viper

Terror Bird

Thunder Worm
Tunnel Terror
Wicker Man

Yellow Musk Creeper
Yellow Musk Zombie

Manual of the Planes

Energon

Ephemera

Genie

Paraelemental
Templates (Element, Half  -Elemental, Shadow)

Miniatures Handbook

Magma Hurler
Nothic
Shadow Beast
Stonechild
Walking Wall

Monsters of Faerun

Aballin

Bat, Deep

Cloaker Lord
Crawling Claw

Dark Tree

Giant Strider

Golem

Spider, Subterranean

Monster Manual

Animal (ape, bat, black bear, brown bear, cat, cheetah,
dog, eagle, hawk, leopard, lion, lizard, monitor lizard,
monkey, octopus, owl, rat, raven, snak e, squid, tiger)

Animated Object

Ankheg

Aranea

Arrowhawk

Assassin Vine
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Azer

Basilisk

Beetle

Behir

Belker

Bulette
Chimera
Cockatrice
Darkmantle
Dire Ape

Dire Bat

Dire Bear

Dire Lion

Dire Rat

Dire Tiger
Displacer Beast
Dragonne
Elemental
Ettercap

Ettin

Genie

Girallon
Githyanki
Githzerai
Golem

Hell Hound

Imp

Invisible Stalker
Krenshar
Magmin

Mephit (all except ice)
Owlbear
Pseudodragon
Rast
Remorhaz, desert
Scorpion, all
Sea Cat
Shadow
Shadow Mastiff
Skeleton
Spider, all
Spider Eater
Thoqgua
Tojanida
Vermin
Wyvern
Yuan-Ti
Zombie

Monster Manual 2

Breathdrinker
Bronze Serpent
Dire Hawk

Dire Snake
Dune Stalker
Elemental Weird
Fire Bat

Forest Sloth
Greenvise
Juggernaut
Megapede
Moonbeast
Nightmare Beast
Psurlon
Rampager

Red Sundew
Shadow Spider
Spirit of the Land

Tempest
Thri -Kreen
Templates
Chimeric Creature
Half Golem
Monster of Legend (replace god with SM or SotL)
Spellstiched
Tauric
Titanic
Warbeast

Monster Manual 3

Arcane Ooze

Astral Stalker
Avalancher

Battlebriar

Brood Keeper
Cadaver Collector
Chelic era

Chraal

Cinder Swarm
Conflagration Ooze
Dread Blossom Swarm
Dust Wight

Elemental, Storm
Golem (alchemical, hangman, mud, shadesteel, web)
Harpoon Spider
Kenku

Knell Beetle

Living Spell

Night Twist
Omnimental

Salt Mummy
Spellwarped Creature
Summoning Ooz e
Swamp Strider Swarm
Woodling

Oriental Adventures

Nature Spirit
Tako
Toad, Giant

Savage Species

Templates
Feral Creature
Gelatinous Creature
Ghost Brute
Incarnate Construct
Insectile Creature
Monstrous Beast
Multiheaded Creature
Mummified Creatu re
Reptilian Creature
Spectral Creature
Symbiotic Creature
Umbral Creature
Wight
Winged Creature
Wraith
Yuan-ti

Tome of Horrors

(Duplicates not included)
Aerial Servant

Algoid

Amphisbaena
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Ant Lion

Archer Bush
Ascomoid

Axe Beak

Baric

Basidirond
Beetle

Belabra

Brown Pudding
Cave Cricket
Cave Moray
Chrystones
Clam, Giant
Clubnek

Cobra Flower
Crab, Monstrous
Crayfish, Monstrous

Russet Mold
Sandling
Sandman
Scarlet Spider
Scythe Tree
Shadow, Lesser
Slithering Tracker
Slug, Giant
Spinal Leech
Stegocentipede
Stranglweed
Stunjelly
Symiotic Jelly
Tenebrous Worm
Throat Leech
Tick, Giant

Tiger Barb, Giant

Crystal Ooze Tri-Flower Frond
Crystalline Horror Tunnel Worm
Death Worm Twilight Mushroom
Decapus Vampire Rose
Diger Vilstrak
Dragonfish White Pudding
Drake, Salt Wind Walker

Dun Pudding Witherweed

Dust Digger Wolf - Spider

Eel, Giant Moray Animals (barracuda, deer, electric eel, quipper)
Eleme ntal (Lightning Quasi, Psionic) Templates (Abomination)
False Spider

Fire Nymph Underdark

Fire Snake Earth Glider
Firefiend Giant Cockroach
Floating Eye Giant Maggot
Forestero6s Bane Lith

Frog, Monstrous (Giant, Giant Dire, Killer) Lurker
Froghemoth Maur

Gloomwing Stone Flyer
Golem

. Templates (Mineral Warrior)
Hamster, Giant

Hangman Tree

Hell Moth ToA Creatures by Type
Jellyfish, Monstrous

Jupiter Bloodsucker

Kampfult Aberration: ~ Bvanen, Cistern Fiend, Dark Spider, Dune
Kelp Devil Reaper, Floater, Gaj, Kalin, Mud Fiend, Pakubrazi, Ruktoi,
Khargra Sand Vortex, Sharg, Silt Horror, Silt Spawn, Sink Worm,

Land Lamprey Squark, Wall Walker.

Leech, Giant (Air):  Air Drake, Air Elemental Beast, Air Incarnation,
Livestone Rain Drake, Rain Half -Elemental, Rain Incarnation, Rain
Lizard, Rock -Horned Paraelemental, Rain Paraelemental Beast, Sun Drake, Sun
Luker Above Half - Elemental, Sun Incarnation, Sun Paraelemental, Sun
Magma Ooze Paraelemental Beast.

Madragora Animal:  Aprig, Bear (Athasian), Bogo Snake, Boneclaw
Mantari (lesser), Carru, Cha'thrang, Conashellae, Critic, Crodlu,
Marble Snake Drik, Dunecrab, Dust Gilder, Dustgull, Erdland, Erdlu,
Memory Moss Giant Lizard, Gorak, Hatori, Inix, Jaguar, Jankx, Jhakar,
M?I’CUWOOZG Jastrak Lizard, Kes 0t d, Kdkirghl, KreelKi p, Ki vi
Mihstu Lirr, Mekillot, Minotaur Lizard, Mole Boar, Pterrax,
Mudman Puddingfish, Rasclinn, Roc, Shark, Silt Eel, Sitak, Skyfish,
Mustard Jelly Slimahacc, Sloth, Strine, Subterranean Lizard, Sygra,
Obsidian Minotaur Takis, Zhackal, zZoé6Tal

Olive Slime (Aquatic): Dolphin, Kreel, Puddingfish, Sharg  , Shark,
P_hycomid Skyfish, Squark, Water Beetle.

Piercer (Chaotic): ~ Sand Bride, Sand Mother

Purple Moss (Cold): Bloodvine, Poisonweed, Psi -Shadow, Rain
Quickw ood Paraelemental.

Rat, Shadow Construct: Chanth, Golem, Guardian, Obsidian
Rot Grub Retriever, Psionocus.
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Dragon: Drake, Half -Drake. (Psionic): Aviarag, Bear (Athasian), Belgoi, Black

(Earth): Crystal Sp ider, Earth Drake, Earth Elemental Mastyrial, Boneclaw (greater), Brain Seed, Braxat
Beast, Earth Incarnation, Magma Drake, Magma Half - (Athasian), Bvanen, Cistern F iend, Critic, Crystal Spider,
Elemental, Magma Incarnation, Magma Paraelemental Dagolar Slime, Dagorran, Dark Spider (psion and queen),
Beast, Pit Snatcher, Silt Drake, Silt Half -Elemental, Silt Dolphin (Athasian), Drake, Dune Reaper (matron and
Incarnation, Silt Paraelemental, Silt Paraelemental Beast, warrior), Erdland, Feylaar, Flailer, Floater, Fordorran, Gaj,
Silt Weird, Styr. Giant (beasthead), Guardian, Hej -Kin, Hunting Cactus, Id
Elemental:  Crystal Spider, Elemental Beast, Elemental Fiend, Jozhal, Kesdtrekel, Kirre, K
Incarnation, Paraelemental, Paraelemental Beast, Pit Mountain Spider, Pit Snatcher, Psi -Shadow, Psionocus,
Snatcher, Styr. Pterrax, Razorwing, Ruve, Sand Vortex, Scrab, Silk Wyrm,
Elemental (Air): Air Elemental Beast, Air Incarnation, Silt Horror (Black, Brown, Grey, Magma, Red), Silt
Rain Incarnation, Rain Paraelemental, Rain Paraelemental Serpent, Silt Weird, Sitak, Spinewyrm, Squark, Tagster,
Beast, Sun Incarnation, Sun Paraelemental, Sun Té6Chowb, Tembo, Tigone, Tul 6k, Vi |l
Paraelemental Beast. Wrab, Xerichou, Zhackal, Zik -t r i ndak .
Elemental (Earth): Crystal Spider, Earth Elemental (Reptilian): Jozhal, Lizardfolk, Nikaal, Pterran, Silt
Beast, Earth Incarnation, Magma Incarnation, Magma Runner.
Paraelemental, Magma Paraelemental Beast, Pit Snatcher, (Shapechanger): Pakubrazi.
Silt Incarnation, Silt Paraelemen tal, Silt Paraelemental Undead: Defiled.
Beast, Styr. Vermin:  Antloid, Barbed Scorpion, Bo  ring Beetle, Cave
Elemental  (Fire): Fire Elemental Beast, Fire Fisher, Desert Mastyrial, Dragon Beetle, Gold Scorpion,
Incarnation, Magma Incarnation, Magma Paraelemental, Hur r um, Jal athoégak, Kank, -Kanbcust S
Magma Paraelemental Beast, Sun Incarnation, Sun Swar m, Mul wor m, Ockodn, Renk, Rhino
Paraelemental, Sun Paraelemental Beast. Rubbish Slug, Sandcrawler, Screamer Beetle, Silt Spider,
Elemental (Water): Rain Incarna tion, Rain Water Beetle, Watroach Beet  le, Wezer.
Paraelemental, Rain Paraelemental Beast, Silt Incarnation, (Water): Rain Drake, Rain Half -Elemental, Rain
Silt Paraelemental, Silt Paraelemental Beast, Water Incarnation, Rain Paraelemental Beast, Silt Drake, Silt
Incarnation, Water Elemental Beast. Half -Elemental, Silt Incarnation, Silt Paraelemental, Silt
(Extraplanar): Elemental Beast, Elemental Incarnation, Paraelemental Beast, Silt Weird, Water Drake, Water
Paraelemental, Paraelemental Beast, Psi -Shadow, Shadow Elemental Beast, Water Incarna tion.
Giant. Templates: Beasthead Giant, Black -Touched, Chanth,
(Evil):  Sand Bride, Sand Mother Defiled, Elemental Incarnation, Gray -Touched, Guardian,
(Fire): Fire Drake, Fire Elemental Beast, Fire Half-Drake, Half -Elemental (paraelemetal), Pakubrazi -
Incarnation, Magma Drake, Magma Half -Elemental, Tainted, Thrax.

Magma Incarnation, Magma Paraelemental Beast, Sun
Drake, Sun Half -Elemental, Sun Incarnation, Sun . .
Paraeleme ntal, Sun Paraelemental Beast. Summon Monster z Athasian variant
Giant: B'rohg, Giant, Half -Giant, Mountain Stalker.
Humanoid: Dwarf, Elf, Gith, Half -EIf, Halfling, Hej -Kin,

Jozhal, Lask, Lizardfolk, Mindhome Folk, Mul, Nikaal, Summon Monster 7 Athasian variant

Pterran, Silt Runner, Slig, Tarek, Tari, Thrax, Villichi.
(Incorporeal): Sand Bride, Sand Mother, Shadow Creatures in bold are foundin Terrors of Athas

Giant. Creatures in italics are found in  Terrors of the Deadlands
Magical Beast: Aviarag, Black Mastyrial, Boneclaw

(greater), Dagorran, Dolphin, Fire Eel, Fire Lizard, Flailer, ! The creature may only be summoned into an aquatic

Fordorran, High Drik, 1d Fiend, Kirre, Klar, Mountain environment.

Spider, Psi -Shadow, Raakle, Razorwin g, Ruve, Sand 2 The creature may only be summoned into a silt -rich

Howler, Sand Worm, Silk Wyrm, Silt Serpent, Silt Weird, environment.

Spinewyrm, Tagster, Tembo, Tigone, Wrab, Xerichou. 3 The creature may only be summoned into an abundant
Monstrous Humanoid: Aarakocra, Baazrag, Belgoi, environment (DS3e Core Rules Chapter 8).

Bog Wader, Braxat (Athasian), Dray, Dune Freak, Feylaar,
Magera, Reggelid, Scrab, Ssur r an, T6Chowb, - Thidsikeyel Thr i

Kreen, Trins;trTiwmlobek, i Ziok a . Air incarnation hawk
Ooze: Dagolar Slime, Tyrian Slime. Air incarnation owl
Outsider:  Half -Elemental, Sand Bride, Sand Mother. Black -touched dustgull
Outsider  (Air): Rain Half -Elemental, Sun Half - Earth incarnation jankx
Elemental. Fire incarnation dire rat
Outsider(Earth): Magma Half -Elemental , Silt Half - Fire incarnation giant fire beetle
Elemer_ltal. ' Gray -touched san  dcrawler
Outsider(Fire): Magma Half -Elemental, Sun Half - Magma incarnation monstrous centipede, Medium
Elemental. Magma incarnation monstrous scorpion, Small
Outsider(Water): Rain Half -Elemental, Silt Half - Rain incarnation skyfish 1
Elemental. Silt incarnation monstrous spider, Small
Plant: Bloodgrass, Bloodvine, Blossomkiller, Brain Seed, Silt incarnation snake, Small viper
Bramble, Burnflower, Dew Frond, Dune Trapper, Elven Sun incarnation monkey
Rope, Hunting Cactus, Poisonweed, Rock Cactus, Rock Water incarnation octopus 1
Cactus (bloodsucking), Sand Cactus, Spider Cactus,
Strangling Vines, Treant. 2nd Level

Air incarnation eagle
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Black -t ouched kesodotrekel Earth incarnation monstrous spider, Huge

Blight (undead) Elemental beast (any)

Earth incarnation riding dog Elemental, Large (any)

Fire incarnation giant bombardier beetle Fire incarnation dire lion

Magma incarnation monstrous centipede, Large Gray -touched kalin

Magma incarnation monstrous scorpion, Medium Gray -touched subterranean lizard

Rain incarnation jhakar Janni (genie)

Silt incarnation monstrous spider, Medium Magma incarnation monstrous centipede,
Silt incarnation snake, Medium viper Gargantuan

Sun incarnation giant bee Paraelemental beast (any)

Silt incarnation brown silt horror
Sun incarnation snake, giant constrictor

Water incarnation shark, Medium

3rd Level
Air incarnation razorwing 7th Level
Black -touched dire bat Arrowhawk, elder
Black -touched tagster Black -touched dark spider defiler
Earth incarnation cave fisher Black -touched tembo
Element al, Small (any) Djinni (gen ie)
Fire incarnation giant lizard Earth incarnation slimahacc
Gray -touched rasclinn Elemental, Huge (any)
Gray -touched sand howler Gray -touched cilops
Gray Zombie (undead) Gray -touched hatori
Magma incarnation giant termite queen Invisible stalker
Magma incarnation monstrous centipede, Huge Magma incarnation monstrous scorpion, Huge
Rain incarnation black bear Sand Bride
Silt incarnation snake, constric tor Water incarnation giant octopus !
Silt incarnation snake, Large viper
Sun incarnation ape 8th Level
Water incarnation kluzd Air incamation aviarag
Black -touched kirre
4th Level Earth incarnation dire bear
Air incarnation giant owl Elemental, greater (any)
Black -touched bog wader Fire incarnation dire tiger
Earth incarnation lion Gray -touched gaj
Fire incarnation lirr Gray -touched silt weird
Gray -touched pterrax Greater shadow
Magma incarnation monstrous spider, Large Magma incarnation monstrous centipede, Colossal
Mephit (any) Silt incarnation white silt horror 2
Shadow Sun incarnation monstrous spider, Ga rgantuan
Silt incarnation snake, Huge viper Water incarnation giant squid .
Sun incarnation giant wasp
Thoggua 9th Level
Water in_carnation athasian shark, Large ! Air incarnation athasian roc
Xorn, minor Black -touched dark spider psion
Black -touched obsidian retriever
Sth Level Earth incarnation athasian treant 3
Air incarnation dire ape Elemental, elder (any)
Earth incarnation takis Fire incarnation dark spider queen
Elemental, Medium (any) Gray -touched high drik
Fire incarnation giant stag bee tle Magma incarnation monstrous scorpion, Gargantuan
Gray -touched tiger Sand Mother
Gray -touched wall walker Silt incarnation monstrous spider, Colossal
Gray -touched war crodlu Water incarnation dire athasian shark :
Magma incarnation monstrous scorpion, Large
Obsidian Beast
Psi - Shadow = . .
Rain incarnation feylaar Summon Nature® Ally z Athasian Variant
Rast
Shadow Giant
Shadow mastiff Creatures in bold are found in Terrors of Athas
Silt incarnation chadthrang . ) )
Sun incarnation brown bear The creatur e may only be summoned into an aquatic
W ater incarnation athasian shark, Huge ' Snwronment. ) ) )
The creature may only be summoned into a silt -rich
6th Level environment.
3 The creature may only be summoned into an abundant

Athasian wraith

Black -touched tigone environment (DS3e Core Rules Chapter 8).
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1st Level

Dire rat

Eagle (animal)

Jhakar (animal)

Monkey (animal)

Octopus * (animal)

Owl (animal)

Skyfish ! (animal)

Snake, Small viper (animal)

2nd Level

Bear, black (animal)

Cheetah (animal)

Dire bat

Elemental, Small (any)

Giant Lizard (animal)

Kluzd (animal)

Razorwing

Shark, Medium * (animal)
Snake, Medium viper (animal)
Squid * (animal)

3rd Level

Ape (animal)

Athasian shark, Large ! (animal)
Eagle, giant

Hej -Kin

Lion

Lirr (animal)

Owl, giant

Snake, constrictor (animal)
Snake, Large viper (animal)
Takis (animal)

Thoqgua

4th Level

Arrowhawk, juv  enile
Bear, brown (animal)

Chaodéthrang (ani mal)

Dire ape

Elemental, Medium (any)
Inix (animal)

Salamander, flamebrother
Mountain Spider

Seacat '

Snake, Huge viper (animal)
Strine (animal)
Subterranean lizard (animal)
Tiger (animal)
Tojanida, juvenile
War ¢ rodlu (animal)
Xorn, minor

1

5th Level

Arrowhawk, adult

Athasian shark, Huge * (animal)
Athasian sloth (animal)

Dire lion

Elemental, Large (any)

Feylaar

Janni (genie)

Minotaur Lizard

Rast

Shadow Giant

Snake, giant constrictor (animal)
Tigone
Tojanida, adult *

6th Level

Dire bear

Elemental, Huge (any)
Elemental Beast (any)
Girallon

Hatori (animal)

Octopus, giant * (animal)
Paraelemental Beast (any)
Puddingfish  * (animal)
Salamander, average
Xorn, average

7th Level

Arrowhawk, elder
Athasian treant
Dire tiger

Djinni (genie)
Elemental, greater (any)
Invisible stalker

Sand Bride

Slimahacc (animal)

Squid, giant * (animal)

White silt horror 2 (animal)
Xorn, elder

3

8th Level

Athasian roc

Drik

Salamander, noble
Tojanida, elder *

9th Level

Elemental, elder
Sand Mother
Sin k worm

Styr
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Aarakocra Traits (EXx):

e -2 Strength, +4 Dexterity, -2 Constitution : Aarakocra
Aal’ ak ocra have keen reflexes, but their lightweight bones are
fragile.

Aarakocra, st -Level Warrior e Medium: As Medium creatures, aarakocra have no
Medium Monstrous Humanoid special bonuses or penalties  due to their size.
Hit Dice:  1d8 (4 hp) o Aarakocra base speed is 20 feet, and can fly with a
Initiative: ~ +2 movement rate of 90 feet (average).
Speed: 20 ft. (4 squares), fly 90 ft. (average) e Low-light vision. Unlike other monstrous humanoids,
Armor Class: 13 (+2 Dex, +1 natural), touch 12, flat - aarakocra do not have darkvision.

footed 11 e *+6 racial bonus to  Spot checks in daylight. Aarakocra
Base Attack/Grapple: +1/+1 have exc ellent vision.
At tack: Claw +1 melee (1d3)
Full Attack : 2 claws +1 melee (1d3) and bite i 4 melee

(1d2) I
Space/Reach: 5 ft./5 ft. %
Special Attacks: Aerial dive i
Special Qualities: Claustrophobic
Saves: Fort +2, Ref +2, Will il
Abilities:  Str 11, Dex 15, Con 10, Int 10, Wis 9, Cha8

Skills:  Knowledge (nature) +2, Listen +0, Spot +0*

Feats: Flyby Attack

Environment: Mountains ( White Mountains )

Organization: Solitary, flight (3  -6), or tribe (11 -30 plus 1
cleric of 3rd -5th level)

Challenge Rating: 1/2

Treasure:  Standard

Alignment:  Often neutral good

Advancement: By character class

Level Adjustment: +1

Tall, avian humanoids, these creatures stand six and a
half to eight feet tall, with a wingspan of about 20 feet.
They have black eyes and gray beaks, resembling lanky,
disheveled vultures from a distance. Their plumage ranges
from silver -white to brown to even pale blue.

Aarakocra are the most commonly encountered bird -
people of the Tablelands. Some are from Winter Nest in
the Snow Crown Mountains near Kurn, while others are
fro m smaller tribes scattered in the Ringing Mountains and
elsewhere. These freedom -loving creatures rarely leave
their homes high in the mountains, but sometimes, either
as young wanderers or cautious adventurers, they venture
into the inhabited regions of t he Tablelands.

While flying, aarakocra can use their feet as hands, but
while walking, they use their wing -hands to carry weapons
or equipment. Aarakocra have a bony plate on their chest

Natur al Ar mor : An aarakocrats bon
provides some protection from blows and gives the

aarakocraa natural armor  bonus of +1.

e Natural Weaponry: An aarakocra can rake with its claws

(the breastbone), which provides protection from blows, for 1d3 points of damage, and use its bite for 1d2 points

but most of their bones are hollow and brittle and break of damage.

more easily than most humanoi dso ® kg:lé%téoghpbiczT ﬁeéng .augqer'grﬂugdc Pra in Senclosed
unusual build means they must wear armor specifically buildings is extremely distressing for aarakocras. They

made for aarakocra. Aarakocra usually live between 30 suffer a -2 morale penalty on all rolls when in an

and 40 years. Male aarakocra weigh around 100 p ounds, enclosed space.. .
while females usually weigh 85 pounds. o Aerial Dive: Creatures that fly can make dive attacks. A

An aarakocra's beak comprises much of its head and dive at tack works just like a charge, but the diving
can be used in combat. At the center of their wings creature must move a minimum of 30 feet. Aarakocra

aarakocra have three -fingered hands with an opposable may make claw attacks, or attack with a lance held in
both claws. These attacks deal double damage.

thumb, and the talons of their feet are just as dex terous. )
e Automatic Languages: Aarakocra and common. Bonus
languages: Auran, Elven, Gith, Pterran and Ssurran.
Combat Aarakocra often learn the languages of their allies and
Aarakocra attack by swooping down on their prey and enemies.
striking them with their claws, then swooping off to avoid e Favored Class: Cleric.
retaliation, only to wing around and repeat the dive if e Level Adjustment: +1.
necessary. Aarakocra can also employ a bite attack, but
they usually onl y use that when they are on the ground. The aarakocra warrior presented here had the following

ability scores before racial adjustments: Str 13, Dex 11,
Con 12, Int 10, Wis 9, Cha 8.
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Aarakocra Society Aviar ag

Aarakocra zealously defend their homeland. They are Large Magical Beast (Psionic)
mistrustful of strangers that venture onto their lands. Hit Dice:  8d10+24 (68 hp)
Many of the southern tribes exact tolls on all caravans Initia tive: +8 (+4 Dex, +4 Improved Initiative)
passing through their lands, so metimes kidnapping scouts Speed: 30 ft. (6 squares), fly 60 ft. (average)
or lone riders until tribute is paid. Tribute can take the Armor Class: 18 ( -1 size, +4 Dex, +5 natural), touch 13,
form of livestock or shiny objects, which aarakocra covet. flat -footed 14
Some evil tribes may attack caravans without provocation. Base Attack/Grapple: +8/+18
Aarakocra have great confidence and pride in their abi lity Attack:  Claw +13 melee (1d8+6)
to fly, but have little empathy for land -bound races. Full Attack: 2 claws +13 melee (1d8  +6) and 1 bite +11
Aarakocra tend towards neutrality with regard to law or melee (1d8+3)
chaos. With respect to good and evil, aarakocra tribes Space/Reach: 10 ft/ 5 ft.
usually follow the alignment of their leader. A tribe whose Special Attacks: Improved grab, piercing roar, psi _like
leader is neutral good wi Il contain lawful good, neutral abilities, pounce, rake 1d8+3
good, chaotic good and neutral members, with most Special Qualities: Darkvision 60 ft., low  -light vision ,
members being neutral good. Aarakocra, even good ones, power resistance 12
rarely help out strangers. Saves: Fort +9, Ref +10, Will +3
Most aarakocra communities are small nomadic tribes. Abilities:  Str 22, Dex 18, Con 16, Int 12, Wis 13, Cha 11
Some prey on caravans, while others bu ild isolated aeries Skills:  Concentration +12, Hide +9, Search +6, Spot +6,
high in the mountains. The least xenophobic aarakocra Survival +6
generally come from Winter Nest, in the White Mountains, Feats: Improved Initiative, Improved Natural Attack
a tribe allied with the city ~ -state of Kurn. Of all the human (claw), Multiattack
communities, only Kurn builds perches especially made for Environment: Hills
aarako cra to rest and do business. In contrast, king Organization: Solitary
Daskinor of Eldaarich has ordered the capture and Challenge Rating: 7
extermination of all aarakocra. Other human communities Treasure: Standard
tolerate aarakocra characters but do not welcome them. Alignment:  Always neutral good
Merchants will do business with aarakocra as lon g as they Advancement: 9-16 HD (Huge), 17 -24 (Gargantuan)
remain on foot. Most land ~ -bound creatures are suspicious Level Adjustment: 5
of strange creatures that fly over their herds or lands
unannounced, and templars, even in Kurn, have standing A leonine beast sails into view on wings of the deepest
orders to attack creatures that fly over the city walls blue plumage that fades to white at the tips. Its gaze is
without permission. steady beneath its  azure -tinted mane, alight with the fire
Aarakocra shamans are usually air clerics, sometimes of a keen intellect. The creature walks as easily on two
sun clerics, and occasionally druids. Most rituals of legs as on all four s, and a tai
aarakocra society involve the summoning of an air swishes between its legs.
elemental or Hraak'thunn. Summoned air elementals are
often used in an important ritual, the Hunt. T he aarakocra The aviarag is a noble psionic creature, thought to be

coming of age ceremony involves hunting the great beasts
found in the silt sea.

Aarakocra are as familiar with
psionics as other races of the
Tablelands. They particularly excel in
the psychoportation discipline. In
spite of their low streng th and
constitutions, they excel as psychic
warriors, often using ranged touch
powers from above to terrifying
effect.

Most  aarakocra tribes  shun
wizardly magic, but a few evil tribes
have defilers, and one prominent
good -aligned tribe, Winter's Nest,
has several preservers.

Athasian aarakocra speak their
own language. They have no written
language of their own, though some
of the more sophisticated tribes have
borrowed alphabets from their land -
bound neighbors. Regardless of the
language spoken, aarakocr a do not
possess lips, and therefore cannot
even approximate the 'm', 'b' or 'p'
sounds. They have difficulty also
with their 'f's and 'v's, and tend to
pronounce these as 'th' sounds.
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legendary by mo st Athasians. Aviarags stake out small
areas of territory, 15 miles across being the average, and
prey on small mammals and rodents. Aviarags will attack
larger prey if hungry or if forced to defend their territory.

Aviarags are loners, preferring lives of solitary
contemplation in simple harmony with the natural world
around them. Many civilized races cannot understand how
a creature as intelligent as an aviarag could willingly live
as a beast. The aviarag smiles at such sentiments,
knowing a kind of fre edom that cannot be held, or even
understood, so long as one clings to roof, field and tool.

Aviarags are powerful users of the Way, possessing a
host of psionic abilities. They use these powers to assess
strangers before determining how best to deal wit h them.
These powers make them valued as guides and advisors,
when one can be located. Athasian folklore features
references to aviarags used as mounts or beasts of
burden, but given t he
relationships are almost certain to have b een voluntary,
where they existed at all.

An average aviarag lives for about 30 years, stands
almost 4 feet tall at the shoulder and is up to 10 feet long,
weighing in at around 650 pounds.

Combat

Aviarags are congenial beasts when approached with
care and respect, but they are courageous and tenacious
foes when forced into combat. The aviarag prefers to keep
its attacks physical, concentrating on combinations of
claws, bites and savage rakes.

If it is able to attack with surprise, an aviarag will swo op
in from behind, emitting a piercing roar just before it
strikes. An aviarag will keep its psionic powers in check for
as long as possible, using them only as a last resort.

Improved Grab (EXx): If the aviarag hits with its claws
or with its bite it ca  n initiate a grapple check as a free
action without provoking an attack of opportunity. If it
wins the grapple check, it establishes a hold and can rake.

Piercing Roar (Su): Three times per day the aviarag
can emit a piercing roar that causes all within a 30 ft.
cone to make a Fortitude save (DC 17) or be stunned for
1round. The save DC is Constitution -based.

Pounce (Ex): If an aviarag charges a foe, it can make a
full attack, including two rake attacks.

Psi - Like Abilities: At will i conceal thoughts, da nger
sense (uncanny dodge*) , empathy (55 ft. range, duration
up to 8 hours*) , mindlink (unwilling targets, 3 additional
targets, DC 11%), read thoughts (DC 12) , sense link

(subject perceives aviaragbds
ubiquitous vision ; 3/day i anchored navigation, mindwipe
(DC 14) .  Manifester level 8th. The save DCs are

Charisma -based.
*I'ncludes
level.
Rake (Sp):

Attack bonus +13 melee, damage 1d8+3 .

Aviarag Society
As noted above, the aviarag is a solitary creature. Once

every two years, however, the female of the species will

leave her territory and search for a mate. Aviarag do not

pair for life and after a brief mating season, the female

will return to her lair. Up to

B'rohg

creatu rSBeglg AttaC]kSh t eRO(FkéhEO\‘:VIng

sen:

augmentation for t

1d4 young are born thre e

Huge Giant

Hit Dice:  6d8+24 (51 hp)

Initiative: +2

Speed: 40 ft. (8 squares), climb 20 ft.

Armor Class: 16 (-2 size, +2 Dex, +6 natural), touch 10,
flat -footed 14

Base Attack/Grapple: +4/+19

Attack: Longspear +9 melee (2d8+10/x3) or great club
+9 melee (4d6+10) or slam +9 melee (1d6+7) or rock
+5 ranged (2d8+7)

Full Attack: Longspear +5 melee (2d8+10/x3) and
greatclub +5 melee (4d6+10); or 4 slams +9 melee
(1d6+7); or rock +5 ranged (2d8+7)

Space/Reach: 15 ft./15 ft. (30 ft. with longspear)

Special Qualities: Low-light vision such

Saves: Fort +9, Ref +4, Will +2

Abilities:  Str 25, Dex 15, Con 19, Int 6, Wis 10, Cha 11

Skills:  Climb +16, Listen +2, Spot +3, Survival +3

Feats: Combat Reflexes, Multiweapon Fighting, Power
Attack

Environment: Deserts

Organization: Solitary, Clique (2 -4),band (4 -12)

Challenge Rating: 5

Treasure:  Standard

Alignment:  Usually neutral

Advancement: By character class

Level Adjustment: +5

Before you stands a four armed giant with dark orange
skin, primitive facial features, and sharply pointed ears
located towards the back of its skull. Long black hair
grows dow n its back but its pate is quite bald.

S
months after mating, remaining with their mother for their 3 W 7
first year before venturing forth into the world to seek — L
territory of their own. g 2
o J
A\ \\““ — E
AW [
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Bé6rohgs are a s-+aened hansanoid akid to ur Bédrohg charact er dlowngracialdraits. t he f o

giants. Simpleminded, nomadic hunters and gathers, e +14 Str,+4 Dex,+8 Con, -4 Int

b'rohgs tend to keep to themselves, only attacking when e Huge size. 12 penalty to Armor Class, -2 penalty on

they feel threatened. Bands have been known to turn to attack rolls, -8 penalty on Hide checks, +8 bonus on

raiding in desperate situations. Brapple Ithesks, difting amdf cargying  lomésp quadrugled

and put to work in the arena as gladiators. Some are even those of Medium characters.

tricked into service with promises of food and sweetmeats e Space/Reach:1 5ft./15ft.

but this is the exception rather otAh @rm rtotheg 6rsulbea.s eMd satn db Gmpelegls i s 40 fee
are not intelligen t enough to remember their friends, let e Low-light vision .

alone long -term promises. ¢ Racial Hit Dice : A bodérohg begins gmantth 6 | e\
Although they are treated like animals by their owners, which provide 6d8 Hit Dice , a base attack bonus  of +4,

ensl aved bodérohgs still possess enand @pdse saving thromnbpnuseo  bfeFora tb] Ref +2 and

to escape from time to ti me. Thewid +2ir enegadeo bodrohgs

often have developed ¢ onsiderable skill with weaponry and e Racial Skills: A b 6 rgiarth dedveds give it skill points

combat techniques during their time in captivity and are equalto 9 x (2 + Int modifier). Its class skills are Climb,

viewed with concern as a result Listen, Spot and Survival

Bd6rohgs communicate through a ses Aebd 6o fgiarg dewelsgige itafeats. h a n d

signals. While they are too stupid to learn more e Weapon Proficiency: A bdrohg is pro
contemporary speech, othe  rs can learn the grunt and sign and martial weapons as  well as its natural weaponry.

|l anguage of the bdérohgs. Adult bé +6orfatgralarmarl@onud .about 15 ft .

high. o Natural Weapons : 4 slams ( 1d6).

e Special Attacks (see above): Rock throwing

Combat ¢ Special Qualities (see above): Rock catching.
. e Automatic Languages: BO6rohg. Bonus L
B'rohgs may use any of their four arms equally well and « Favored Class: Ranger.
are adept at fighting with a weapon in each hand. Their o Level Adjustment: +5.
favored form of attack is with a club i n each of their two
lower hands and a spear grasped with their upper hands.
B6rohgs have never taken to projectile weapons but have
developed a certain degree of skill with rock throwing. Baazr ag
Rock Catching (EXx) : Once per round, o W2 Y W T N 2 - - 4
would normally be  hit by a rock can make a Reflex save to Large Monstrous Humanoid
catch a rock (or similar projectile) as a free action. The DC Hit Dice:  4d8+7 (25 hp)
is 15 for a Small rock, 20 for a Medium one, and 25 for a Initiative: +1
Large one (if the projectile provides a magical bonus on Speed: 40 ft. (8 squares), climb 20 ft.
attack rolls, the  DC increasesby that amount . ) The IfbrelBss: 12 (-1 size, +1 Dex, +2 natural), touch 10,
must be ready for and aware of the attack in order to flat -footed 11
make a rock catching attempt. Base Attack/Grapple: +4/+11
Rock Throwing (Ex): Adult bdérohg are ag@kMTlub+% h&ed (1d 8+4) or slam +6 melee
rock throwers and receive a +1 racial bonus on attack (1d4+3) or club +4 ranged (1d6+3)
rolls when throwing r océslugeske bormh dttack:f CRB +6 mefed (1d8+4) and bite +2 melee
can hurl rocks weighing 60 to 80 pounds each (Medium (1d6+1); or 2 slams +6 melee (1d4+3) and bite +2
objects) up to five range increments. The size of the range melee (1d6+1); or club +4 ranged (1d8+3)
increment is 140 feet. Space/Reach: 10 ft./10 ft.
Skills (EX): A boér oh g h esal honus 8&n Climb Specia| Attacks: |mpro\/ed grab
checks . It can always choose to take 10 on a Climb check, Special Qualities: Low - light vision, scent
even if rushed or threatened. Saves: Fort +2, Ref +5, Will +6
Abilities:  Str 16, Dex 12, Con 12, Int 4, Wis 14, Cha 5
Borohg Society Skills:  Climb +15, Spot +5
Dominated by their strongest males, b'rohgs are a Feats: Toughness, Weapon Focus (bite)
throwback to simpler times. They live in small nomadic Environment: Stony barrens
bands comprised of 1 -4 family units called cliques, Organization: Solitary, family ( 2-12)
consisting of one male, one or two females, a nd generally Challenge Rating: 2
fewer than four total offspring.Alignment s Usuadyhngwrslt boérohg in a
band will primarily be hunters, while the older, weaker Advancement: By character class
members and the children are gatherers and water Level Adjustment: +3
bearers. B'rohgs have no mastery of fire but do not fear it.
They also have no real understanding of death and will Broad and muscled, this creature stands over five feet
ignore objects or creatures that do not display signs of life in height, despite its humped back. It uses the knuckles of

(although they have |l earned t hat itgihgndsagwel as itsfagtdad 0 walkoremn.t act i ¢
sometimes used by their foes and will repeatedly strike

felled enemies, just to be sure). Baazrag have been described as "600 pounds of fur and
muscle." Generally they only stand to their full height of
B'rohg as Characters nine feet when they are angered. Their skin is a mottled

red and gray, and a mop of dark hair runs from their
foreheads all the way down to the backs of their thighs,
but their faces and chests are scaled and hairless. Their
arms are disproportionately large for their bodies, and

Usually only a b'rohg that has had extended contact
with other intelligent races will have class levels, but
unusually intelligent individuals have been known to
advance in class levels without outside help.
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their hands doubly so. With three fingers and a thumb on

each hand, the baazrag has hands as large as a half -giant,
even though they stand less than half their height.
Because of the baazrag's powerful leg muscles, they are
often used to pull carts withi
is used for water storage and diminishes in size as the
creature dehydrate s.

Combat

Baazrag tend to wield large clubs or their bare hands.
They also have a bite attack, but they usually use this
when grappling an opponent.

In forest and mountain terrain, baazrag tend to drop
from above to start an ambush, preferably at night. Their
low -light vision combined with their natural scent ability
gives them strong combat advantages at night, but their
range of vision is halved during daylight.

Improved Grab (Ex): To use this ability, a baazrag
must hit with its slam attack. It can t hen attempt to start
a grapple as a free action without provoking an attack of
opportunity.

Skills (Ex): A baazrag has a +8
checks . It can always choose to take 10 on a
even if rushed or threatened.

racial bonus on Climb
Climb check,

Baazrag Society

A distant cousin to the Athasian sloth, the baazrag is a
wild creature that is often domesticated for slave labor in
the cities. Although quite dull, the baazrag is sentient, and
some can even understand the Common speech, although
they approximate it poorly with their grunts, howls and
growls. City baazrags understand the Common speech
and can learn to understand other languages, but they
cannot make themselves understood; their throats and
gullets make it difficult for them to enunciate words in the
common s peech and other humanoid languages.

A non -baazrag can learn to comprehend the baazrag's
garbled voice as if taking the Speak Language skill. Some
humanoids find the skill worthwhile, since baazrags can be
faithful and useful companions. Such characters ar e

known as "baazrag handlers" by the animal trade, and can
always find good employment as overseers and trainers.

In their wilderness packs, baazrags follow their druid
shaman with a great deal of deference, not understanding

tthie sharan's deelings with t b ahe elememgsdasnd theuspinits

that in their beliefs run the world, but trusting their
shaman to understand and intercede for them. City -bred
baazrags remain very superstitious, and believe almost
anything that they are told about the supernatural. The

most a wesome displays of supernatural power tend to win

their respect and submission.

In the cities, baazrags tend towards a brutish neutrality.
Baazrags raised in captivity tend to obey and accept
verbal abuse, but they will lash out ferociously when
physicall y hurt, regardless of the consequences. Only a
fool flogs a baazrag.

Baazrags distinguish each other's gender by scent, not
by appearance, and certainly not by name, so there is no
distinction between male and female baazrag hames.

Baazrags fear magic bu t do not hate it - they have a
fascination and curiosity with it, especially the showy kind.

They have been known to gape and cheer in admiration of
a fireball, even when it has been used against their allies.

Baazrag as Characters

The favored class of t he baazrag is barbarian. The few
baazrags who are fortunate enough to get training in the

Way become passable psychic warriors. They have a

difficult time understanding telepathy and cannot

understand the concept of someone being controlled. If an

ally is possessed or psychically controlled and harms the

baazrag, the baazrag finds it very difficult to understand

the concept that the person is not acting of his own free

will.

Baazrag characters possess the following racial traits.

e +6 Str,+2 Dex,+2 Con, -6 Int,+4 Wis, -6 Cha

e Large size. 11 penalty to Armor Class, -1 penalty on

attack rolls, -4 penalty on Hide checks, +4 bonus on

grapple checks, lifting and carrying limits double those

of Medium characters.

Space/Reach: 10 ft./10 ft.

A baazragb0s

Low-light vision .

Racial Hit Dice : A baazrag begins with 4 levels of

monstrous humanoid , which provide 4d8 Hit Dice , a

base attack bonus of +4, and base saving throw

bonuses of Fort +1, Ref +4and Will +4.

e Racial Skills : A b a a zmorstg dus humanoid levels
give it skill points equal to 7 x (2 + Int modifier). Its
class skills are  Climb, Spot and Survival

e A b aaz mangt®ss humanoid levels give it 2 feats.

Weapon Proficiency: A baazrag is proficient with simple

weapons and its natural ~ weapons.

+2 natural armor bonus .

Natural Weapons : Bite ( 1d6), 2 slams ( 1d4).

Special Attacks (see above): Improved grab

Special Qualities  (see above): Low -light vision, scent.

Speech Difficulty: Baazrags cannot make themselves

understood verbally. Others must take a special Speak

Language rank to be able to understand baazrags.

e Automatic Languages: Baazrag. Bonus Languages:
Common.

¢ Favored Class: Barbarian.

o Level Adjustment: +3.

peadssedO feed n d s
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Belgoi

Medium Monstrous Humanoid (Psionic)

Hit Dice:  5d8 (22 hp)

Initiative: +3

Speed: 30 ft. (6 squares)

Armor Class: 13 (+3 Dex), touch 13, flat

Base Attack/Grapple: +5/+5

Attack:  Claw +5 melee (1d4 plus 1d6 Strength damage)

Full Attack: 2 claws +5 melee (1d4 plus 1d6 Stength
damage)

Space/Reach:

Special At tacks:
damage

Special Qualities: Darkvision 60 ft.

Saves: Fort +1, Ref +7, Will +5

Abilities: ~ Str 11, Dex 16, Con 10, Int 12, Wis 8, Cha 14

Skills:  Hide +7, Intimidate +6, Listen +3, Move Silently
+8, Search +4, S pot +3

Feats: Ability Focus ( domination ), Iron Will

Environment: Deserts

Organization: Party (1 -10), tribe (30

Challenge Rating: 3

Treasure:  Standard

Alignment: Usually lawful evil

Advancement: By character class

Level Adjustment: +4

-footed 10

5 ft./5 ft.

Bell ringing, psi -like abilities, Strength

-100)

When seen from a distance, this creature appears
human, but its blue skin, clawed hands and webbed,
three -toed feet soon give it away. The creature has no
teeth, no visible ears, and its hair is black and stringy.

Belgoi are a race of savage humanoids that live in the
most desolate of places, since no other race will allow
them nearby. Belgoi seem to revel in destruction, and are
considered to be second only to the defilers in the damage
they do to the world around them.

If forced into melee combat, the belgoi use claws so
they can use their  Stren gth damage ability, and usually
will not use weapons. When a battle turns against the
belgoi, they retreat and return later with reinforcements.

Only by killing the entire raiding party can a battle with
the belgoi be prevented from turning into a long run n
engagement lasting for days.

Bell Ringing (Su): Belgoi use a bell to focus their
domination power. A domination
bel goi 6s b elil2pendtgon hiv eWill save.

Psi - Like Abilities: 3/day & attraction
16*), brain lock (all targets, DC 14%),
Charisma damage, DC 16%), empty mind
psionic dominate  (DC 18). Manifester level 7th. The save
DCs are Charisma -based.

*I' ncludes augmentation

Strength Damage (EX): An individual struck by a
bel goi 6s cl aw altét points of t tenp@ay
Strength damage , unless the belgoi scores a critical hit, in
which case the target takes 2d6 points of temporary
Strength damage  instead.

ego whip

Belgoi Society

Belgoi form large nomadi c tribes that move into an
area, strip it of all resources, and then move on. These
tribes send out raiding parties that attack caravans and
small villages, hoping to obtain food and treasure. They
will eat anything but prefer the taste of the flesh of
int elligent races.

Belgoi as Characters

The favored class of belgoi is psion. Most belgoi leaders
will be psions or fighter/psions. Belgoi clerics almost
always serve the element of fire. A few, rare individuals
have learned the art of defiing and may pro gress
wizards.

Belgoi characters possess the following racial traits:

e +6 Dex,+2 Int, -2 Wis, +4 Cha

Medium size. Belgoi receive no penalties or bonuses due
to their size.

e Space/Reach: 5 ft./5 ft.

e A belgoi 6s base | and speed
e Darkvision outt o 60 feet.

e Racial Hit Dice : A belgoi begins with 5 levels of

monstrous humanoid , which provide 5d8 Hit Dice
base attack bonus of +5, and
bonuses of Fort +1, Ref +4and Will +4.

¢ Racial Skills : A b e mgnstrioud Bumanoid
it skill points equal to 8 x (2 +
skills are Hide, Intimidate, Listen, Move Silently, Search
and Spot .

e A bel gnonsts humanoid levels give it 2 feats.

* Weapon Proficiency: A belgoi is proficient with all simple
weapons and its  natural weaponry.

o Natural Weapons :2claws ( 1d4).

ing

target who hears the
(+7 bonus, DC

(2d4
(+5 bonus*) ,

for the

as

is

, a

base saving throw

levels give
Int modifier). Its class

bel go

30

Belgoi speak their own language and the Common e Special Attacks (see above): Bell ringing, psi -like

to ngue. abilities, Strength damage .
e Automatic Languages: Belgoi. Bonus Languages:
Combat Common.
. ¢ Favored Class: Psion.

Belgm attempt to use the cover of (_iarkness to mask o Level Adjustment; +4.
their attacks. Usually, when attacking a group of
creatures, they use their domination power to draw a
single individual away from the main group, to a place
where they can use their Streng th damage ability
uninterrupted. They then attempt to draw out the next
creature, and so on, until they feel confident that they can
overcome the rest of the group without loss.
http://athas.org 13
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filtering out particulate matter in the mud allowing the
BI a-Ck TO U Ch ed creature to breathe in the water.
This bogtvdyader may well have chosen a shadow giant or

't?\ Bl abc K hd ettrgbmlc a rke bn dﬂ: VB'II dku ﬁ l's or ¢ Jinrcteilre® ot the é]a%k aQ ﬁsvp?ey and survived to
erther gm rﬁcz ?t plfm? nhown ?S te Iagt’ ﬁ?ve both regret its folly and exercise its frustrations upon
SUNVIved a shacow attack of some sart, or traveled fo the fresh victims. Now almost exclusively nocturnal, it moves

Black, where something happened to cause them to be bey ond. being a mere monster and rh?sabecome a true

itouchedo when they <came back t tr} f mat e |
Rrror'of the Atrfadiah Muht.
pl ane. AiBlack touchedo appear asrroﬁoormaﬁ%labﬁ%t are much

darker or shadowy than they were before and have a
black or shadowy tinge to their skin. They also have a cold

aura that can be felt emanating from them within 10 feet Combat
of their person. Most black touched are usually Shadow The bog wader is a ferocious combatant, usually
wizards, seeking to be as one with the Black as they can. surprising foes and attacking with its four claws and bite
attack, then attempting to drown them. Its numbing  chill
touch power can render many foes incapable of mounting
SampIeBIackTouched any significant defense against the b
This beast is a small, misshapen, dwarf -like creature ianCBI'(I Trf'isz h leack to(l;chedlbog WaQer N ermun_e Ito
with overlapping wrinkled, cold skin that is gray with a cold. Black touched bog waders aiso receive a +4 racia
dark tinge and very thin. It has yellow and black bones bonus to saves against paralysis, stun ning, disease, death

effects, and necromantic effects.

Chill Touch  (Su): The black touched bog wader can use
chill touch at will as a 4th -level wizard, save DC 13. The
save DC is Charisma -based.

Constrict (EX): A black touched bog wader deals
1d4 +3 point s of damage with a successful grapple check.
Caused by bony protrusions, this damage is bludgeoning
and piercing damage.

Dark Powers (Su): At night or in a shadowy area, a
bl ack touched Dertgity wincteasesdyp?2, and it
gains a +1 deflection bonus to armor class and a +10
circumstance bonus  to Hide checks .

that protrude through the skin on all sides with a pair of
dorsal ridges that run down its back. It has a small, flat
head and no nose, instead possessing a closeable
breathing hole. It also has bent legs and webbed feet
designed for leaping an d swimming. Its hands end in
sharp three -fingered claws, and it has a row of small
teeth, designed for tearing, lining its mouth.

This example uses a normal bog wader creature as the
base creature.

Black Touched Bog Wader

Medium Monstrous Humanoid Dark Sight (Ex): Black touched bog waders have
] } darkvision 120 ft.
Hit D ice: 4d8+4 (22 h . .
Initiative: +5 ( P) Improved Grab (Ex): To use this ability, a bog wader
Speed: ’ 10 ft. (2 squares), swim 40 ft must hit with its claw attack. It can then attempt to start
Armor Class: 15 (+1 bex +4 natural), touch 11, flat ) a grapple as a free action without provoking an attack of
footed 14 ' ' ' opportunity.  If it wins the grapple check, it can constrict
Base Attack/Grapple: +4]4+7 and rake .
Af;:k_ aélainF;pn?elee (1d4+3) Rake (Ex):  Attack bonus +7 melee, damage 1d4+1 .
Full Attack: 2 claws +7 (1d4+3) and bite +5 melee Unnatural Aura (Su): Both wild and domesticated
(1d6+1) animals can sense the unnatural presenc e of this bog
Space /Reach: 5 ft/5 ft wader at a distance of 10 feet. They do not willingly
Special Attacks: Chill touch , constrict 1d4+3, improved approach nearer than that and panic if fo_rcgd to do so;
grab, rake 1d4+1 they remain panicked as long as they are within range.
Special Qualities: Black traits, dark powers, darkvision Skills: Bog waders receive a +5 racial bonus  to all - Jump

checks. *Bog waders  also receive a +10  racial bonus to all
Hide checks while in their muddy wallow. They also gain a
+10 circumstance bonus to Hide checks at night or in
shadowy areas.

120 ft., tremorsense 60 ft., unnatural aura
Saves: Fort +2, Ref +5, Will +5
Abilities: ~ Str 16, Dex 13, Con 12, Int 12, Wis 12, Cha 12
Skills:  Listen +6, Hide +7*, Jump +13, Move Silently +6,

Swim +11
Feats: Improved Initiative, Multiattack Creati nga Black Touched
Environment: Plains
Organization: Solitary ABIl ack Touchedo i s an acquired t emp
Challenge Rating: 4 added to any aberration, animal, dragon, fey, giant,
Treasure:  Standard humanoid, magical beast, monstrous humanoid, plant, or
Alignment: Chaotic evil vermin. The creature (hereafter referred to as the base
Advancement: 5-8 HD (Medium), 9 -12 HD (Large) creature) has al l t he base creatur
Level Adjustment: o) except as noted here.
These creatures live in muddy wallows waiting to attack Size and Type: Creatures with this template keep their
prey that have come to take drinks, or that have stumbled type and size, except for animals, whose type changes to
upon their home. They have bony protrusions all over magical beast (augmented animal).
their body. Flaps, instead of ears co ver both sides of the Special Attacks: A black touched retains all the special
creatureds head, covering the ea attacksaof theé bavehceaturesand gams thosed described
Gills run vertically down its back between the spine and below.

dorsal ridges. Cilia cover the gills in various patches
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Armor Class: 15 (+1 Dex, +4 natural), touch 11, flat -
footed 14

Base Attack/Grapple © +4/+8

Attack: Claw +8 melee (1d4+4)

Full Attack: 2 claws +8 (1d4+4) and bite +6 melee
(1d6+2)

Space/Reach: 5 ft./5 ft.

Special Attacks: Constrict 1d4+4, improved grab, rake
1d4+2

Special Qualities: Darkvision 60 ft., tremorsense 60 ft.

Saves: Fort+2, R ef +5, Will +5

Abilities:  Str 18, Dex 13, Con 12, Int 12, Wis 12, Cha 12

Skills:  Listen +6, Hide +7*, Jump +14, Move Silently +6,

Swim +12
Feats: Improved Initiative, Multiattack
Environment: Plains
Organization: Solitary

Challenge Rating: 3

Treasure:  Stan dard

Alignment: Usually chaotic evil

Advancement: 5-8 HD (Medium), 9 -12 HD (Large)
Level Adjustment: o]

This beast is a small, misshapen, dwarf -like creature
with overlapping wrinkled skin that is gray and very thin.
It has yellow and black bones that pro trude through the
skin on all sides with a pair of dorsal ridges that run down
its back. It has a small, flat head and no nose, instead
possessing a closeable breathing hole. It also has bent
legs and webbed feet designed for leaping and swimming.
Its hand s end in sharp three -fingered claws, and it has a
row of small teeth, designed for tearing, lining its mouth.

Chill Touch (Su): The black touched can use chill touch These creatures live in mud_dy wallows waiting to attack
CXvels toetaé(%dnnks, or that have stumbled

t owill . Cast | | HiteDice adnags  t F'EY thatp \
;e sav\g“DC i Charismaa-sbas:dr eve itelgce adn upon tﬁelraﬁ\:ome. 'Irhey have bon y protrusions all over

Special Qualities: A black touched retains all the their body. Flaps, instead of ears cover both sides of the

special qualities of the base creature and gains those creatureos h_ead, covering t he ear car
described below. Gills run vertlcally_down its back t_)etw_een th_e spine and
Black Traits: A black touched is immune to cold. Black d_orsa_ll ridges. C_|I|a cover the . gills in various _patches
touched also receive a +4 racial bonus to saves against filte ring out partl(;L_JIate matter in the mud allowing the
paralysis, stunning, disease, death effects, and creature to breathe in the water.
necromantic effects

Dark Powers (Su): At night or in a shadowy area, a Combat
black touched creatu r e @sxterity increases by 2, and it The bog wader is a ferocious combatant, usually
gains a +1  deflection bonus to armor class and a +10 surprising foes and attacking with its four claws and bite
circumstance bonus  to Hide checks . attack, then attempting to drown them.
Dark Sight (Su): Black touched gain darkvision of 60 Constrict (Ex) : A bog wader deals 1d4 +4 points of
feet. If the base creature already has darkvision, add 60 damage with a successful grapple check. Caused by bony
feet to its range. protrusions, this damage is bludgeoning and piercing
Unnatural Aura (Su): Both wild and domesticated damage.
animals can sense the unnatural presence of a black Improved Grab (Ex): To use this ability, a bog wader
touched at a distance of 10 feet. They do not willingly must hit with its claw attack. It can then attem pt to start
approach nearer than that and panic if forced to do so; a grapple as a free action without provoking an attack of
they remain panicked as long as they are w ithin range. opportunity. If it wins the grapple check, it can constrict
Abilities:  Str 12 and rake.
Challenge Rating: +1 Rake (Ex):  Attack bonus +8 melee, damage 1d4+2 .
LA: +2 Skills:  Bog waders receive a +5 racial bonus on Jump

checks. *Bog waders also receive a +10 racial bonus on
Hide checks while in their muddy wallow. A bog wader has
Bog Wad er a +8 racial bonus on any Swim check to perform some
special action or avoid a hazard. It can always choose to
take 10 on a Swim check, even if distracted or
endangered. It can use the run action while swimming,
provided it swims in a straight line.

Medium Monstrous Humanoid

Hit Dice:  4d8+4 (22 hp)

Initiative: +5

Speed: 10 ft. (2 squares), swim 40 ft.
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Bog Wader Society

Bog waders lay traps for the unwary at the edges of their
wallows. There they dwell and wait for creatures to fall
victim to their traps:

Water y Pit Trap: CR 1/2; mechanical; location trigger;
manual reset; DC 15 Reflex save avoids; DC 10 Swim
check to avoid sinking; multiple targets (first target in
each of two adjacent 5 -ft. squares); Search DC 20;
Disable Device DC 20; Market Price: 8 .

Boneclaw

Lesser Boneclaw

beasts of burden.
poisonous bite that makes it a valuable and economical
alternative to larger, more fearsome guardians.

Boneclaw flesh is also edible and up to 4 pints of water

hunters or

can be harvested from
beneath its back ar
with the same poison
must be purified or neutralized before it can be safely
ingested.

Boneclaw females usually bear litters of
occasionally a solitary offspring is born.
is invariably a greater boneclaw, a voracious psionic
mutation that will attempt to devour all that moves. In the
wild, boneclaw packs will move away once a greater
boneclaw has been born.

Lesser boneclaws average 2 feet in length an

The boneclaw has a

2d3 young but
This solitary child

d weigh 25

n

pounds. The young are red -brown, green, yellow or

This creature is a hunched reptilian quadruped only two orange, but these colors uniformly fade to a sandy -grey
feet in length, most of its features hidden by thick, bony with age.
ar mor . The animal s eyes and fanged maw peer through
openings in the head armor and a squat tail emerges from Combat
the rear. The lesser boneclaw is extremely timid and will flee to

o . ) avoid combat, only attacking if cornered. When the

This timid omnivore dwells in the rocky wastes of the boneclaw doe s bite, however, it will attempt to grapple. If
Tablelands,. scurrymg here and .there in search of food, successful, the boneclaw will gnaw at the wound, its
always hoping to avoid the attention of a larger predator. poisonous saliva flooding the target with toxins.
The Athasian nobility also domesticates them as vermin
http://athas.org 16
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If initial attacks of this kind do not deter opponents, the
lesser boneclaw overcomes its natural timi dity and is
possessed by a swarming instinct. This instinct unites the
entire pack, which subsequently attacks all foes, only
fleeing when 80% or more of the boneclaws have been
slain.

Improved Grab (Ex): If a lesser boneclaw hits with its
bite it may ini tiate a grapple check as a free action
without provoking an attack of opportunity. If it succeeds
at the grapple check it may gnaw at the wound, injecting

its poison. *Lesser boneclaws receive a +8 racial bonus on
grapple checks.
Poison (Ex): Injury , Fortitude DC 10, initial damage

1d6 Con , secondary damage 1d6 Con . The save DC is
Constitution -based. *Note that a lesser boneclaw can only
use its poison if it successfully grapples its target.

Greater Boneclaw

A reptilian quadruped that stands taller than an elf, this
beastds head and torso are coVe
armor, leaving only enough room for eyes, mandibles and
stubby tail. A feral hunger pul ¢
crimson eyes.

Once every few dozen generations, a lesser boneclaw

litter will be a solitary birth i the psionic mutation known
as the greater boneclaw. While sages speculate as to
whether this is the next step i

the boneclaw itself | ives a life of predatory hunger, driven
to slay and devour all that it can find by the same bizarre
mental mutations that give it its psionic powers.

The greater boneclaw dwells in the lairs of creatures it
has slain (usually lesser boneclaws), digging i ts own well
and defending the area viciously. Greater boneclaws are
sterile and do not mate. They are edible and their
carapaces can be used in the construction of sturdy
household items and weapons.

Lesser Boneclaw

Small Animal

Hit Dice: 1d8 (4 hp)

Initiative: +2

Speed: 40 ft. (8 squares)

Armor Class: 16 (+1 size, +2 Dex, +3 natural), touch 13,
flat -footed 14

Base A ttack/Grapple: +0/+2*

Attack: Bite +3 melee (1d4 -2 plus poison*)

Full Attack: 1 bite +3 melee (1d4 -2 plus poison*)

Space/Reach: 5ft. /5 ft.

Special Atta  cks: Improved grab, poison

Special Qualities: Low -light vision, scent

Saves: Fort +2, Ref +4, Will +0
Abilities: Str 6, De x 14, Con 10, Int 1, Wis 10, Cha 4
Skills: Hide +5, Listen +2, Spot +5
Feats: Alertness, Weapon Finesse(B)
Environment Stony barrens

Organization: Pack (4 -40)

Challenge Rating: L2

Treasure: None

Alignment: Always neutral

Advancement: o]

Level Adjustment: o)

Greater Boneclaw

Large Magical Be  ast (Psionic)

6d10+12 (45 hp)

+1

40 ft. (8 squares)

18 (-1 size, +1 Dex, +8 natural), touch 10,
flat -footed 17

+6/+15

Bite +10 melee (1d10+5)

Bite +10 melee (1d10+5) and 2 claws +8
melee (1d6+2)

10 ft./ 5 ft.

Pounce, psi -like abilities, rake 1d6+2,
serrated edges, trample 2d6+7

Darkvision 60 ft., low  -light vision

Fort +7, Ref +6, Will +3

Str 21, Dex 12, Con 15, Int 6, Wis 12, Cha 6
Hide +4, Spot +2, Survival +2

Improved Natural Attack (bite), Multiattack,
Power Attack

Stony barrens

Solitary

4

1/10th coins; 50% goods; 50% items

Usually neutral

7-11 (Huge), 12 -17 (Gargantuan)

o]
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Combat

Greater boneclaws are fierce and cunning oppon ents,
who make full use of their array of natural attacks
wherever possible. The beastds
well in close -quarters fighting, but the greater boneclaw
prefers to initiate battle from a distance with a thundering
charge.

Pounce (Ex): If a greater boneclaw charges a foe, it
can make a full attack, including two rake attacks.

Psi - Like Abilities: At will i attraction (+7 interaction
bonus, DC 12*) , inflict pain (2 additional targets, DC 12%) ,
mental barrier (4 rounds*), mind thrust (ML 3r d, 3d10,
DC 10*), mindlink (unwilling targets, 3 additional targets,

DC 9*) . Manifester level 8th.

*I'ncludes augmentation for
manifester level.

Rake (Ex):  Attack bonus +8 melee, damage 1d6 +2.

Serrated Edges (Ex): A boneclaw that makes bodily
contact with a creature through its trample ability or
through such special attacks as a bull rush, grapple,
overrun, or trip deals that creature an extra 1d6 points of
slashing damage.

Trample (Ex) Reflex half DC 17. The save DC is
Streng th-based. Note that a trampling greater boneclaw
deals an additional 1d6 damage due to its serrated armor.

Braxat, Athasian

Huge Monstrous Humanoid (Psionic)

Hit Dice:  12d8+84 (138 hp)

Initiative: +1

Speed: 40 ft. (8 squares)

Armor Class: 20 ( -2 size, +1 Dex, +11 natural) touch 9,
flat -footed 19

Base Attack/Grapple: +12/+30

Attack:  Greatclub +21 melee (4d6+15) or gore +20

melee (2d6+10)

Full Attack: Greatclub +21/+16/+11 melee (4d6+15)
and gore +15 melee (2d6+5)

Space/Reach: 15 ft./15 ft.

Special Attacks: Breath weapon, psi  -like abilities

Special Qualities: Damage reduction 10/metal,
darkvision 60 ft. , power resistance 17

Saves: Fort+11, Ref +9, Will +10
Abilities:  Str 31, Dex 13, Con 25, Int 17, Wis 14, Cha 13
Skills:  Climb +22, Concentration +19, Intimi date +13,

Jump +24, Listen +12, Spot +12, Survival +11

Feats: Cleave, Combat Expertise(B), Improved Bull Rush,
Improved Disarm, Improved Trip, Power Attack(B),
Weapon Focus (greatclub)

Environment: Rocky badlands

Organization: Solitary, pair, family (3 -4)

Challenge Rating: 12

Treasure:  Standard

Alignment: Usually neutral evil

Advancement: By character class

Level Adjustment: +9

A huge humanoid of mixed stock, mostly a combination
of mammalian and reptilian, this creature has a thick shell
that covers its  back and a handful of horny protrusions on
the top of its head.

Braxats can be found in most parts of Athas, usually
hunting for prey. Mostly solitary creatures, sometimes

they pick a mate and bear some young. The young are
usually hidden away somewhere
parents go out to search for food for their offspring.

Braxats are the ultimate terrors of the desert and are
uguﬁlly}' ﬁoctLﬁnQI.dBra%an ?)r%f@r int@llfgény ﬁ:rey but will
eat caravan or other mounts on occasion, all but kanks:
kank me at unsettles their stomach.

The bony protrusions on a
as well as being used for attacking its target. Braxats walk
upright, are able to speak with a clear, human voice, have
opposable thumbs, and are warm -blooded.

Braxat shells can be used to make excellent shields and
armor, usually crafted to create plate armor because of
the shell plating braxats have on their backs. Because of
this braxats are sometimes hunted, but in most cases the

O

ends up becoming the hunter.

remote while the two

thepagils %ﬁjéllfﬂrepar@dQJ? &l @ Wtﬂin?gs and the hunted

Combat

Braxats are hunters, and they fight like them. They use
psionics to disable their opponents, thereby reducing risks
to themselves. After attacking with psionics braxats will
move in as close as th ey can while still being able to keep
their opponents within their reach. Braxats have a breath
weapon as well that they can employ, but they use it as a
last resort since the acid can cause their prey to become
inedible.

Breath Weapon (Su):
long cone of acid for  4d8 points of acid damage (
save DC 23 half). Once it has used its breath weapon, the
creature must wait  1d6 rounds before it can do so again.
The save DC is Constitution -based.

Psi - Like Abilities:
3/day 0 crisis of breath (affects up to 4 creatures
disable (45 ft. range, affects 15 HD targets, DC 17*)

At will 8 missive (70 ft. range)
, DC 17%)

braxatods

Braxats can b reathe a 30 -foot -
Reflex

1
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force screen (+6 shield bonus*), inflict pain (4 additional
targets, DC 17*) , psionic suggestion (  affects 4 additional
tar gets, DC 14%) Manifester level 12th. The save DCs

are Charisma -based.
*I ncludes
level.

augmentation for t

Braxat as Characters

Ferocious, powerful and highly intelligent, it is only the
relative rarity of the braxat species tha t has prevented
them from becoming a major threat to the other races of
the Tablelands. Braxats are quite capable enough without
investing additional time or energy into the pursuit of a
character class but some exceptional individuals do just
that. Ancien t desert epics speak of mighty braxat warriors
and even rumor the existence of eldritch braxat wizards.

Such tales are dismissed as apocryphal but these things

are nevertheless well within t
Braxat characters possess the following racial traits.

e +20 Str,+2 Dex,+14 Con,+6 Int,+4 Wis, +2 Cha

e Huge size. 12 penalty to Armor Class, -2 penalty on
attack rolls, -8 penalty on Hide checks, +8 bonus on
grapple checks, lifting and carrying limits quadruple
those of Medium characters.
Space/Reach : 15 ft./15 ft.

A braxatds base
Darkvision out to 60 feet.
Racial Hit Dice : A braxat begins with 12 levels of
monstrous humanoid , which provide 12d8 Hit Dice , a
base attack bonus  of +12, and base saving throw

Il and speed is

bonuses of Fort +4, Ref +8 and Will +8.
e Racial Skills : A b r anwnsttods frumanoid
it skill points equal to 15 x (2 +

levels give
Int modifier). Its class

skills are Climb, Concentration, Intimidate, Jump,
Libteng Spott abids Survivalni f est er
e A b r a xmorstdoss humanoid levels giveit 5 feats.

e Weapon Proficiency: A braxat is proficient with all

simple and martial weapons as well as with its natural

weapons.

+11 natural armor bonus

Natural Weapons : Gore ( 2d6).

Special Attacks  (see above): Breath weapon, psionics

Special Qualities (see above): Damage reduction

10/metal, psionics.

e Automatic Languages: Braxat, Common.
Languages: Dwarven, Elven, Gith, Tarek.
Favored Class: Ranger.

* J-pvgl pdiutpent 8. a s p .

Bonus

Burnflower

Gargantuan Plant
Hit Dice:  16d8+32 (104hp)
Initiative: i5

4 0Spe d: Oft.

Arm]irec?aés:' 1 (74 size, 15 Dex), touch 1, flat

Base Attack/Grapple: +12/ &
Attack: Heat ray +7 ranged touch (2d8 fire)
Full Attack: 5 heat rays +7 ranged touch (2d8 fire)

-footed 1

o
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Space/Reach: 40 ft./0 ft.
Special Attacks: Heat rays
Special Qualities: Plant traits

Saves: Fort+12, Ref o, Will +0

Abilities:  Str 6 ,Dex 0 ,Con15,Int 98 ,Wis1,Chal
Skills: o

Feats: o

Environment: Plains

Organization: Patch

Challenge Rating: 6

Treasure:  None

Alignment:  Always neutral
Advancement: 17 -32 HD (Gargantuan)

Level A djustment: 6]

A tangled mess of green vines appears before you,
stretching over 50 feet. Numerous bulb -shaped flowers
reflect the sunlight in all directions.

The burnflower is an uncommon plant. Its
flowers produce a sticky sap that coats the
inside of the petals, providing protection from
the harsh rays of the sun and giving it
reflective properties. The sap has a bitter
flavor but is not poisonous and dries out after
a dayds exposure to sunl i
Burnflowers appear as a patch of grey -green
vines with closed, bulb -shaped flowers. They
secrete their sap into the flowers just before
dawn, when they open to track the passage of
the sun overhead. The extreme heat the
flowers reflect keeps the burnflower cool, and
the heat rays kill most animals that attemp
feed on the plant, which in turn provides the
burnflower with moisture.

tto \

Combat

Burnflowers grow in large patches, the
standard plant measuring 50 feet across. The
reflective sap on each petal catches and
reflects the sunds | i géayt
Any creature Tiny size or larger that comes

within range of a burnfl«
come under attack.
Heat Rays (Ex): The burnflowerds heat

range of 150 ft. (no range increment). Creatures struck by
aray can make a Fortitude save (DC 20) to take only half
damage. The save DC is Constitution -based.

Fort +3, Ref +0, Will +3
Str 13, Dex 8, Con 15, Int 12, Wis 11, Cha 10
Hide +5, Listen +6, Spot +6, Swim +10
Rapid Metabolism, Toughness
Swamps (Jagged CIliffs)
Group (3 - 12)
13

Saves:
Abilities:
Skills:
Feats:
Environment:
Organization:
Challenge Rating

Treasure:  Standard items
Alignment: Usually neutral good
Advancement: 4 - 6HD (Medium); 7 - 9HD (Large)

Level Adjustment: +2
This strange amphibian has a bony plating in the front
of its body that protects all major organs. On its back, the
spine and ribs protrude above the scaled skin, letting the
bones show clearly. The creatureds
shout, with jagged teeth and a three -forked tongue; its
eyes can move in almost any direction.

Blafieh Sre §oBd” fite Aligent creatures that live in the
swamps at the base of the Jagged Cliffs. Their distrustful
nature often precipitates conflicts with outsiders, which
the bvanen prefer to avoid.

Combat

Bvanen

Medium Aberration (Psionic)

Hit Dice:  3d8+9 (22hp)
Initiative: -1
Speed: 20 ft. (4 squares), swim 30 ft.

Armor Class: 16 ( -1 Dex, +7 natural), touch 9, flat -
footed 16

Base Attack/ Grapple:  +2/+3 (+11 when initiating
grapple)

Attack: Claw +3 melee (1d3+1)

Full Attack: 2 claws +3 melee (1d3+1) and bite -2 melee
(1d4)
Space/Reach: 5 ft./5 ft.

Special Attacks: Psionics, secreted ooze
Special Qualities: Darkvision 60 ft., damage reductio
1/ 9 , immune to wounding

n

Bvanen attack using their claws and bite. They will often
surround a foe and render it completely immobile by using
their special secreted ooze.

Immune to Wounding: The strange nature of their
constitution allows the bvanen to ignore any spell, power
or weapon that causes  wounding .

Psi - Like Abilities: At will T animal af finity, aversion
12), body equilibrium, mindlink (2 additional targets*),
psionic suggestion (DC 12) . Manifester level 3rd. The
save DCs are Charisma -based.

*I ncludes augmentation f
level.

Secreted Ooze: All bvanen secrete a special ooze
through their pores. This ooze hardens extremely fast and
is very strong. It provides the bvanen with protection from
blows, as well as giving it the ability to immobilize foes.

This ooze grants a +8 racial bonus to grapple checks

(DC

or t he
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made to h old and maintain a grapple but does not help a ¢ Special Attacks  (see above): Psionics, secreted ooze

bvanen break a grapple. e Special Qualities (see above): Damage reduction 1/ -,
Skills: A bvanen has a +8  racial bonus on any Swim immune to wounding.

check to perform some special action or avoid a hazard. It e Automatic Languages: Bvanen. Bonus Languages:

can always choose to take 10 on a Swim check, even if Reggelid, Thri -Kreen.

distracted or endang ered. It can use the run action while ¢ Favored Class: Ranger.

swimming, provided it swims in a straight line. ¢ Level Adjustment: +2.

Bvanen Society

It is unknown if the bvanen are a natural race or if they
stem from some sorcerous quality of the swamps at the CaCt us
base of the Jagged Cliffs. They follow a strict, tribal
hierarchy, ruled over by the eldest and wisest of their
kind. Bvanen scar themselves in sacred rituals, the scars
showing tribal status and rank.

The bvanen dwell in partially submerged caves at the

The cacti of Athas can be very dangerous plants. While
they provide nourishment to the dehydrated wanderer,
they survive in the wastes by being as deadly as the
beasts that roam the sands.

base of the Jagged Cliffs. There they | ive in close harmony
with the land, rearing fish, giant frogs, giant insects and Dune Tr apper
an aquatic cousin of the inix, among other things (treat as
anormal inixwitha  Swim speed of 40 feet). Gargantuan Plant
Bvanen society is divided into the simple roles of Hit Dice:  16d8+112 (184 hp)
caretakers and hu nter/warriors. The former care for the Initiative: 5
immediate environs of the tribal lands and the latter Speed: O ft.
provide a steady diet of meat and other gathered Armor Class: 16 ( -4 size, +10 natural), touch 6, flat -
foodstuffs, as well as serving as the martial arm of the footed 16
tribe in times of need. Base Attack/Grapple: +12/+35
Attack:  Slam +19 melee (2d6+11)
Bvanen as Characters Full Attack: 2 slams +19 melee (2d6+11)

For the bv anen, progression in a class is simply a part of Space/Reach: . 20 ft/15 ft.
oneds contribution to the |ife ofPegigiiftacks; ; praproved grap, sya, gllowwhgles s ¢ v | e s
of so-cal led fiadventurerso are qui3reciaQugliies; 4 Ig:amqugage R 0fmetal, plant traits

Through the different roles in their society, bvanen follow Saves: Fort+17,Ref 8, Will +5
either the role of the hunter  /warrior or that of the Abiliies: ~ Str33,Dex 8 ,Con24,Int 8 ,Wis 10, Cha5

caretaker. The former are primarily rangers and fighters Ski"S:. 0

while the latter are often druids and experts. Some Feats: 0 _

bvanen also find an affinity for psionics, but these are the Environment:  Deserts and salt flats
Organization: Solitary

exception rather than the rule. o
Bvanen characters possess th e following racial traits. Challenge Rating: 8
e+2 Sir. -2 Dex.+4 Con.+2 Int Tre asure:  Double standard

e Medium. As Medium creatures, bvanen receive no Alignment:  Always neutral
bonuses or penalties due to their size. Advancement: 17-32 HD (Gargantuan); 33  -48 HD

¢ Space/Reach: 5 ft./5 ft. (Colossal)

A bvanends base | and speed
is 20 feet. Bvanen have a
swim speed of 30 ft.

e Darkvision out to 60 feet. e

e Racial Hit Dice : A bvanen .
begins with 3 levels of : =
aberration , which provide
3d8 Hit Dice , a base attack
bonus of +2, and base
saving throw bonuses of . =
Fort +1, Ref +1 and Will

+3. V. P z

¢ Racial  Skills : A bva n-J/ &
aberration  levels give it Ny )
skill poi nts equal to 6 x (2 D 8
+ Int modifier). Its class
skills are Hide, Listen, Spot
and Swim .

oA b v a n e mbesation
levels give it 2 feats.

e Weapon  Proficiency: A
bvanen is proficient with its
natural weapons.

e +7 natural armor bonus

e Natural Weapons : 2 claws
(2d3) , 1 bite ( 1d4).

http://athas.org 21



Level Adjustment: 3 Elven Rope

The telltale shimmer of water and a touch of fresh Large Plant
moisture on the air would suggest that you have found a Hit Dice:  4d8+16 (34 hp)
deep desert oasis. St range, perhaps, that no others have Initiative: 5
claimed this place before you... Speed: O ft.
Armor Class: 9 (i 1size, 15 Dex, +5 natural), touch 4,
The dune trapper is a subterranean plant that mimics flat -footed 9
pools and oases in order to lure prey into its devouring Base Attack/Grapple: +3/+12
maw. Disguising itself as an oasis of up to an acre in size, Attack:  Tentacle slap +7 melee (1d8+7)
the dune trap per takes many a life foolish enough to drink Full Attack:  Tentacle slap +7 melee (1d8+7)
from its waters. Space/Reach: 10 ft./10 ft.
A dune trapper digs a large sand pit to hide in and then Special Attacks: Blood drain, improved grab
cover over with its star ~ -shaped head, burying itself inches Special Qualities: Camouflage, blindsight 30 ft., damage
beneath the sand, exposing the center of its throat. A reduction 5/magic, plant traits
trapper's roots even tually extend miles below ground in Saves: Fort+8, Ref & ,Will +2
order to reach deep water sources, which it uses to pump Abilities:  Str21,Dex 6 ,Con18,Int & ,Wis 12, Cha 10
up small amounts of water in its throat in order to present Skills: 8
an oasis -like appearance. The pool is anywhere from 5 to Feats: 0
50 ft. across, depending on the size of the cr eature, and is Environment: Deserts
never more than an inch deep. Creatures that smell water Organization: Solitary
are the first to be attracted to the trapper. Trappers are Challenge Rating: 4
usually solitary, but sometimes they encourage the Treasure:  1/10 ™ coins; 50% goods; 50% items
growth of the neighboring flora around them by furnishing Alignment:  Always neutral
them with some o  f the water they extract. This only helps Advancement: 5-6 HD (Large), 7 -12 H D (Huge)
further disguise the trapper. Level Adjustment: o]
Combat This plant is a twisted patch of reddish vines covered

with hollow needles.

When a victim drinks from the oasis's
waters (which is the rear center of the
plant), the trapper pulls itself down the pit
it rests in and traps the victim.

If the dune tr apper is slain, its body
contains as many quarts of water as it had
hit points. The trapper itself is inedible,
except for b'rohgs, who consider trappers
a delicacy.

Camouflage (EXx): Dune trappers are
difficult to distinguish from other,
mundane cacti. No ticing a dune trapper
requires a Spot check ( DC 30). Characters
with ranks in Survival or Knowledge
(nature) can use those skills instead of
Spot to notice the plant.

Improved Grab (Ex): To use this
ability, a dune trapper must hit with its
slam attack. It can then attempt to start a
grapple as a free action without provoking
an attack of opportunity. If it wins the
grapple check, it establishes a hold and
can swallow the opponent the following
round.

Swallow Whole (Ex): The dune
trapper can try to swall  ow a grabbed opponent of Huge or
smaller size by making a successful grapple check. Once An elven rope is a predatory cactu:
inside, the opponent takes 2d8+11 points of crushing wastes. The plantdés tendrils are c¢
damage p|us 4d10 points of acid damage per round from needles that suck blood from its prey. The main bOdy of
the dune trapperods digestive | ui lepantliesa foayundargrpund o tha anly the spigy
can cut its way out by dea"ng 40 points of damage to the tendrils are visible above the surface of the sand.
dune trapper 6s dAQIb)s Oncevtlee creatueec t (
exits, muscular action closes the hole; another swallowed Combat
s A8 K mus i CRR! | NG OR" Wa gm0 Uk eI\;I(-elji1 ‘?opeoI HsRed olt "af RrBafiled Binfortunate

gullet can hold 2 Huge, 8 Larg e, 32 Medium, 128 Small, or

. enough to approach without noticing the plant. M
512 Tiny or smaller creatures. 9 PP g plant ost

often, the cactu s ensnares an animal, though humanoid

prey is easy enough for it to consume. The spines of an

el ven rope drain t he entrapped crea
underground, into the body of the plant.

http://athas.org 22



Blood Drain (EX): An elven rope drains blood from a
grappled oppone nt, dealing 1d4 points of Constitution
damage each round it maintains the hold.

Blindsight (Ex): Elven ropes have no visual organs but
can sense approaching foes by their vibrations.

Camouflage (Ex): Elven ropes are difficult to
distinguish from other, m undane cacti. Noticing an elven
rope requires a  Spot check ( DC 20). Characters with ranks
in Survival or Knowledge (nature) can use those skills
instead of Spot to notice the plant.

Improved Grab (Ex): To use this ability, the elven
rope must hit with it s tentacle slap attack. It can then
attempt to start a grapple as a free action without
provoking an attack of opportunity. It can then begin
draining blood.

Elven Rope Nets

Gladiators often employ nets made of elven rope tendrils
in the arena. Anetma  de from elven rope costs 50 Cp, has
an Escape Artist DC of 23, can be burst with a Strength
check ( DC 28), has hardness 4, and has 5
Creatures attempting to escape such a net (using either
an Escape Artist check or a Strength check) take 1d6
points of piercing damage with each attempt.

Hunting Cactus

Small Plant (Psionic)

Hit Dice:  5d8+10 (32 hp)

Initiative: +5

Speed: 30 ft. (6 squares)

Armor Class: 13 (+1 size, +1 Dex, +1 natural), touch
12, flat -footed 12

Base Attack/Grapple: +3/ -2*

Attack:  Spine +6 ranged (1d3 -1 plus poison) or feeding
spine +3 melee (1d3 -1 plus blood drain)

Full Attack: 10 spines +6 ranged (1d3 -1 plus poison) and
feeding spine -2 melee (1d3 -1 plus blood drain)

Space/Reach: 5 ft./5 ft.
Special Attacks: Blood drain, improved  grab, poison, psi -
like abilities

Special Qualities: Plant traits

Saves: Fort +6, Ref +2, Will +3

Abilities:  Str 8, Dex 12, Con 14, Int 15, Wis 14, Cha 11

Skills:  Knowledge (local) +10, Search +10, Spot +10,
Survival +10

Feats: Improved Initiative, Weapon

Environment: Deserts

Organization: Solitary or pair

Challenge Rating: 3

Treasure:  Standard

Alignment:  Always neutral

Advancement: 6-10 HD (Medium)

Level Adjustment: o)

Focus (spine)

A pale green cactus sporting spiny pods, this creature
turns and ang les its body to follow the movements of all
who approach it. When in motion, it moves with a slow,
deliberate shuffle.

The hunting cactus is a highly intelligent species of
blood -drinking plant. Boasting a spread of useful psionic
powers, the hunting ca ctus fires paralyzing spines at its
prey and then drains the blood from its inert victims.
Hunting cacti make their homes where they stand, but are
known to prefer the company of other cacti (although

hit points .

whether this is for camouflage or mere social purposes is
unknown).

The hunting cactus prefers a carnivorous diet but will
consume the saps of other plants for nourishment if no
other options are available. Hunting cacti reportedly
consider this a form of cannibalism, however, and are
loath to feed on other plants.

Weighing ten pounds and standing three feet high,
hunting cacti begin life at a mere six inches in height.
They grow at a rate of three inches per month but their
maximum age is unknown as none has ever successfully
been raised in captivity.

Combat

The hunting cactus employs tactics common to many of
At hasdé predatory plants, but its
unique and gives the creature an unexpected edge. The
cactus favors a paralyzing blast of spines from one of its
pods, followed by a le isurely feed, but will not shirk from
using its mental powers to Strength en its position if
necessary.

Each hunting cactus has 1d20 +10 spine pods, which it
can fire at size Medium and larger creatures within 30 ft.

Each pod carries 10 spines and each spi ne has a tiny
poison sac at its base containing a paralyzing venom. The
hunting cactus fires these spines at its target and,
assuming the target is paralyzed, moves to within 5 feet

and extends a feeding spine from its base. Using this
spine, it strikes an  d grapples its paralyzed prey and drains
blood until it is sated, the victim dies, or it is forced away

from its meal. Each round, the hunting cactus may only

fire spines from a single pod. It has several pods to
ensure that it does not run out of ammuniti on. A hunting
cactus regrows its spines at the rate of one pod per 1d4
days.

Blood Drain (EX) : A hunting cactus drains blood from a
grappled opponent, dealing 1d2 points of Constitution
damage each round it maintains the hold. A hunting
cactus will conti nue to drain prey until it has drained 10
points of Constitution , at which point it seeks to withdraw
from combat.

Improved Grab (Ex): To use this ability, a hunting
cactus must hit with its feeding spine attack. It can then
attempt to start a grapple as a free action without
provoking an attack of opportunity, and it can blood drain.

Poison (Ex) Injury , Fortitude DC 14, initial damage
paralysis for 1 minute, secondary damage paralysis for
1d4+2 rounds. The save DC is Constitution -based.

Psi-Like Abili ties: At will i aversion (6 hour duration,
DC 13*) , detect psionics, inflict pain (1 additional target,

DC 13*) , read thoughts (DC 12) , synesthete. Manifester
level 5th. The save DCs are Charisma -based.
*I' ncluded augmentation for t he

manif ester level.

Hunting Cactus Society

The hunting cactus is not native to Athas and possesses
an alien intelligence that does not recognize non -plant
creatures as being capable of sentience. Thought to have
been brought to Athas through psionic or magical
experimentation thousands of years ago, the hunting
cactus has carved a niche for itself in the Athasian
ecology.

Given the <cactusd attitudes, it
species originates in a world dominated by intelligent
plants where creatures of fle sh and blood are seen as little
besides food. Although communication with hunting cacti
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is possible, they invariably interpret all communication as
having come from
not deemed capable of sentient thought beyond that
re quired to eat, move and procreate.

Usually encountered alone, hunting cacti will pair off in
order to breed. Each will detach a newly budded pod,
placing them side -by-side on suitable ground. The twin
pods extend tendrils towards each other, fusing and
forming a single, larger pod, which rapidly takes root.
Within the space of a day the new hunting cactus will have
a trunk and new pods budding forth.

Rock Cactus

A small cluster of spherical rocklike plants that are found
wherever water is rare, these c acti are a sandy brown in
color and no more than a foot across.

The most common form of rock cactus is a plant that
survives by attaching itself to other living creatures and
draining the moisture from them through its spines. It
lives in clusters near  game or caravan trails and attacks
when prey draws near. The rock cactus exudes
pheromones that, while undetectable to most humans and
humanoids, are compellingly attractive to many rodents
and mammals.

The rock cactus is edible if peeled, having a taste an
texture similar to apples, and a single plant will yield up to
a pound of flesh and 4 pints of fluid. The plants can be
safely harvested by tricking them into attacking a dummy
target and then snapping their spines before they have a
chance to retract them. Live rock cacti will fetch as much
as 5 Cp in most markets, but the flesh of a single cactus is
only worth a ceramic or two.

Generally a foot across and weighing three pounds, a
rock cactus will double in size and weight as it feeds. As it
swells with moisture, the cactus will darken in color,
eventually becoming black. During Sun Ascending and the
first months of High Sun rock cacti are in flower and
produce a bright yellow bloom that lasts for only a few
hours.

Combat

A rock cactus detects th e approach of prey with its plant
senses and waits until a target draws to within 2 feet of
the cactus. It then rapidly extends its powerfully

anot her et ame s & slmpiemed &rMab (Ex):

muscled spines, stabbing with these at its prey.

If the rock cactus successfully
hits a ta rget with one of its spines it may initiate a grapple
attempt as a free action without provoking an attack of
opportunity. A rock cactus may grapple a target of any
size. If the grapple is successful and the target is larger
than the cactus, the cactus may retract its spine in order
to drag itself next to the target. *Rock cacti receive a +8
racial bonus on grapple checks.

Moisture Drain (Ex): A rock cactus drains moisture
from a grappled opponent, dealing 1d4 points of
Constitution damage each round it m aintains the hold.
The rock cactus continues to drain until its target breaks
loose or until it has drained 12 points of Constitution , at
which point it is sated and releases its hold voluntarily.

Rock Cactus, Bloodsucking

Approximately one rock cactus in every 500 is a
bloodsucking mutation that feeds not on moisture but on
the very lifeblood of its prey. Indistinguishable from the
standard rock cactus, they are somewhat tougher and
more precise in their attacks, seeming to home in upon
blood vessels an d major organs.

Combat

A bloodsucking rock cactus attacks in an identical fashion
to its more common cousin. Once the bloodsucking rock
cactus feeds, it begins to stand out from its fellows.

The most feared characteristic of the bloodsucking rock
cactus, however, is the tendency of its spines to break off
in the wound, from where they subsequently work their
way inwards, usually causing the death of the opponent.

Blood Drain (EX): A bloodsucking rock cactus drains
blood from a grappled opponent, d ealing 1d4 points of
Constitution damage each round it maintains the hold. On
each such successful attack, the bloodsucking rock cactus
expands, gaining 5 temporary hit points . A hunting cactus
will continue to drain prey until it has drained 20 points of
Constitution , at which point it seeks to withdraw from
combat. A fully fed bloodsucking rock cactus quadruples in
weight and is Small size ( AC 12, attack bonus +4,
grapple bonus +5).

Improved Grab (Ex): If the bloodsucking rock cactus
successfully hits a  target with one of its spines it may
initiate a grapple attempt as a free action without
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provoking an attack of opportunity. A
bloodsucking rock cactus may grapple a
target of any size. If the grapple is
successful and the target is larger than
the cactu s, the

cactus may retract its spine in order to
drag itself next to the target.
*Bloodsucking rock cacti receive a +8
racial bonus on grapple checks.

Spine Burrow (Ex):
rock cactus is forcibly removed from a
grapple, the barbed tip of its embedded
spine may snap off inside the opponent
body. The opponent must make a
save (DC 10), or the spine snaps and the
barbed tip remains inside the target. The
save DC is Strength -based.

A broken tip begins to work its way
inward, eventually coming to rest in the
heart. The creature suffer
Constitution  damage per hour until the
barb is removed or the creature dies. A

remove disease or heal spell removes a

barb from the creature and prevents
further damage.

Sand Cactus

Large Plant
Hit Dice:  5d8+15 (37 hp)
Initiative: 5
Spee d: 0ft.
Armor Class:
flat -footed 9
Base Attack/Grapple: +3/+8
Attack:  Needle +4 melee (1d2+1)

If a bloodsucking

Reflex

s 1d4 points of

9 (7 1size, i5Dex, +5 natural), touch 4,

Full Attack: 6 needles +4 melee (1d2+1)

Space/Reach: 10 ft./5 ft.

Special Attacks: Blood drain, improved grab, needl
trip

Special Qualities:

Rock Cactus

Tiny Plant

Hit Dice: 2d8 (9 hp)

Ini tiative: +1

Speed: 0 ft.

Armor Class:
12

Base Attack/Grapple: +1/+0*

Attack: Spine +4 melee (1d3

Full Attack: 3 spines +4 melee (1d3
drain)

Space/Reach: 2 1/2 ft./0 ft. (10 ft. with spines)

Special Attacks:
Special Qualities:
Saves:

Abilities:

Skills: o]
Feats:

Plant traits

Finesse(B)
Environment
Organization:

Challenge Rating: 1

Treasure: None
Alignment: Always neutral
Advancement: 3-4 (Tiny)
Level Adjustment: o]

Fort +3, Ref +1, Will +O
Str 8, Dex 12, Con 11, Int

Any nonforest
Solitary or cluster (1

Camouflage, plant traits, regrowth

13 (+2 size, +1 Dex), touch 13, flat

es,

Saves:

Abilities:

Skills:
Feats:

Environment:
Organization:

Fort +7, Ref
Str 12, Dex &, Con 16, Int

o, Will +1

Deserts
Solitary

Challenge Rating: 2

Treasure:
Alignm ent:
Advancement:

None

Always neutral
6-10 HD (Large); 11

Level Adjustment: o]

You spot a small cluster of what look like spine
plants growing from the sand.

d , Wis 10, Cha 8

-15 HD (Huge)

Sand cacti are a form of plant that feeds on the life

-1 plus moisture drain)

Improved grab, moisture drain

-10)

-1 plus moisture

d , Wis 10, Cha 2

Improved Natural Attack (spine)(B), Weapon

-footed

Rock Cactus, Bloodsucking
Tiny Plant

3d8+6 (19 hp)

+1

0 ft.

13 (+2 size, +1 Dex), touch 13, flat

12

+2/+1*

Spine +5 melee (1d3

3 spines +5 melee (1d3

2 1/2 ft./0 ft. (10 ft. with spines)
Blood drain, improved grab, sp
Plant traits

Fort +5, Ref +2, Will +1

Str 8, Dex 12, Con 14, Int

o]

Improved Natural Attack (spin
Finesse(B)

Any nonforest

Solitary

1

None

Always neutral

4-6 (Tiny)

o]

-1 plus blood drain)
-1 plus blood drain)

ine burrow

0 , Wis 10, Cha 2

e)(B), Weapon

-shaped

-footed

http://athas.org

25



blood of those that dwel | near it.

Sand cacti are well protected, for everything about the
plant, except the needles, is hidden below the sand. The
body can be from 5 -8 feet across, 4 feet thick, and weigh
up to 600 pounds. It has many barbed needles with long,
thin strands conn ecting them to its bulbous body. The
body and strands are a sickly white, while the needles are
a sandy color, helping it stay camouflaged.

Combat

Sand cactus needles lie in wait for victims slightly above
the surface of the sand. A traveler who doesn't notice the
needles usually steps on one, potentially becoming pulled
down onto more needles.

Blood Drain (Ex):
sand cactus drains blood, dealing its opponent
of temporary  Constitution damage.

Camouflage (Ex): Since a sand cactus appears is
mostly buried under sand, it takes a DC 20 Spot check to
notice it. A character trained in Knowledge (nature) or
Survival can use that skill instead of Spot for this check.

Improved Grab (EX): To use this ability, a sand cac
must hit with a needle attack. It can then attempt to start
a grapple as a free action without provoking an attack of
opportunity. If it wins the grapple check, it establishes a
hold and can attempt to drain blood the following round.

Needles (Ex): A creature that escapes a grapple with a
sand cactus, either by making a grapple or Escape Artist
check or by killing the plant, must make a Reflex save (DC
13). On a successful  save, the creature takes 1d6 points
of damage. A failed save means the needle br eaks off and
remains embedded in the creature. Removing the needle
deals the creature  1d6 points of damage, but leaving it in
causes blood poisoning. The save DC is Strength -based.

Sand cactus infection 9 injury, Fortitude DC 15,
incubation period 1 day, da  mage 1d6é Con. The save DC is
Constitution -based.

Regrowth (EX): A sand cactus dwells under 5  -10 feet
of sand, with only its needle patch exposed to combat.
Unl ess the plantés body is
regrows dead needlesin ~ 1d4 days.

Trip (E x): A sand cactus that hits with a needle attack
can attempt to trip the opponent (+5 check modifier) as a
free action without making a touch attack or provoking an
attack of opportunity. If the attempt fails, the opponent
cannot react to trip the sand cac tus.

On a successful grapple check, a
1d3 points

tus

Spider Cactus

Medium Plant

Hit Dice:  3d8+3 (16 hp)

Initiative: +0

Speed: O0ft.

Armor Class: 15 (+5 natural), touch 10, flat

Base Attack/Grapple: +2/+3

Attack: Feeding spine +3 melee (2d4 Constitution
damage) or needle +2 ranged (1d2+1 plu S poison)

Full Attack: Feeding spine +3 melee (2d4 Constitution
damage); or 8 needles +2 ranged (1d2+1 plus poison)

Space/Reach: 5 ft./5 ft.

Special Attacks: Constitution damage, drag, poison,
swallow whole, tethers

Special Qualities: Plant traits

Saves: Fort+4, Ref & ,Will +0

Abilities:  Str 13, Dex 10, Con 12, Int

Skills: o

Feats: 0o

-footed 15

0 ,Wis9,Cha?

al so

Environment: Deserts
Organization: Cluster (2 -8)
Challenge Rating: 3

Treasure:  None

Alignment: Always neutral
Advancement: 4-6 HD (Medium); 7
Level Adjustment: o]

-9 HD (Large)

You spot a small cluster of cacti with a variety of green
and purple needles. The cacti are bright green, rising to
the height of an adult elf.

dS céeli qa%l gkdhke ncgmal rgxrﬁnkzss 8a£tl rcdegtlle
needles connected to 'tethers a victims W 0 get near.
The victim is then dragged into the cactus, where the
feeding needles make a slow feast of the hapless victim.

Spider cacti are barrel shaped and are about 2 to 3 feet
across, and usually reach from 6 to 7 feet tall. They are
usually bright green in color, with some streaks of white
along the barrel. They have purple and green needles.

Combat

Anyone within 15 feet of the spider cactus becomes a
target of its tethered needles in its quest for water.

Spider cacti have eight pur  ple needles that they use as
tethered darts and 18 green spines used for feeding.
Because of the valuable nature of its feeding spines, a
spider cactus will not attempt to feed unless its target has
been paralyzed.

Constitution
spine deals
successful hit.

Drag (Ex):  If a spider cactus hits with a needle attack,
the needleds tether | atches
deals no damage but drags the stuck opponent 5 feet
closer each subsequent round (provoking no attack of
opportunity) unless the creature breaks free, which
requires a DC 16 Escape Artist
check. The check DCs are Strength -based, and the
Artist DC includes a +4 racial bonus .

Damage (Ex):
2d4 points of

The spiderca ct us 6
Constitution  damage on

feedi

a

onto

check ora DC 12 Strength
Escape
If th e spider cactus
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drags its victim into its space, it can swallow the creature grapple as a free action without provoking an attack of

whole. opportunity. If it wins the grapple check, it establishes a
A tethered purple needle has 5 hit points and can be hold and can rake.
attacked by making a successful sunder attempt. Pounce (Ex): If a tagster charges a foe, it can make a
However, attacking a spider c a dull attack, inclsd rirey twd rakelattaels. n ot
provoke an attack  of opportunity. If the strand is currently Psi-Like Abilities: At will -catfall (20 ft*) , know
attached to a target, the spider cactus takes a i 4 penalty direction and location, ubiquitous vision ; 3/day - cloud
on its opposed attack roll to resist the sunder attempt. mind (DC 10) . Manifester level 3rd. The save DCs are
Severing a strand deals no damage to a spider cactus. Charisma -based.
Poison (Ex) : Injury , Fortitude DC 12, ini tial damage *I'ncluded augmentation for t he tag
paralysis for 2d4 rounds, no secondary damage. The save level.
DC is Constitution -based. Rake (Ex):  Attack bonus +3 melee, damage 1d4.
Swallow Whole (Ex): A spider cactus can swallow a Sneak Attack (Ex): If a tagster can flank an opponent
creature it has dragged into its space with a successful or catch the opponent when he is denied his Dex bonus to
grapple check. It automatically swallows a paralyzed AC for any reason, the tagster can strike a vital spot with
target. Once inside the spider cactus, the opponent takes a bite attack for an extra 1d6 damage.
1d3 points of acid damage per round and is subject to its Skills:  Tagsters receive a +5 racial bonus on Balance,
poison, requiring a new save each round. Hide, and Move Silently checks. Tagsters also receive a
A non -paralyzed swallowed creature can climb out of the +10 racial bonus on  Jump checks.
cactus with a successful grapple check. A swallowed

creature can also cut its way out by using a light slashing
or piercing weapon to deal 10 points of
damage to the cacACUR).dAsecei n
the creature exits, the hole closes, and other
creatures must cut their own way out.

A Medium spide r cactus can hold 1 Medium,
4 Small, or 16 Diminutive or smaller
opponents.

Tethers (EX): When the spider cactus
attacks, it only attacks one victim at a time.
Although a spider cactus has many feeding
spines, it can only bring one to bear against a
singl e target at any one time, the others
serving as replacements.

Cat, Psionic

Tagster ' \
This creature is a shorthaired feline with yellowish hair T N
and a smattering of spots. igone
7 i This creature is a large feline with deep yellow eyes and
A cunning psionic predator, the tagster has short a short, greenish hide. Largeand s leek, it moves with the

yellowish -brown fur with whitish under -parts. Sometimes
spotted, tagsters always have some type of distinctive
dark marking, such as a spot on the tail or foot, for A larger cousin of the tagster, the tigone is a psionic

example. Solitary creatures, they are highly territorial, great cat that is native to the Hinterlands. Also sometimes
only congregating during the annual mating season, when seen in the Ringing Mountains, tigones are dangerous

males figh t for breeding rights. Tagsters that are predators known for att acking almost any creature
disturbed during these activities have been known to turn violating their territory.

on intruders en masse before returning to their own In their native environment, tigones are near the top of

steady, padding gait of the predator.

conflicts. - ) . the food chain. When hidden and motionless in the
Tagsters are the living embodiment of the survival of the underbrush a tigoneds coloration mak
fittest. Athasian traders and herde rs know this well and '

Their noiseless footsteps allow them to creep up on all but
the most alert of prey. If forced to leave the forests,
however, tigones fare poorly. They dislike warm
environments and will often not survive extended trips

will often abandon slow or injured animals to a hunting
tagster as a way of protecting the main flock.

Combat into the desert. Highly sought for gladiatorial games, most
The tagster is a feline predator that uses psionic powers tigones p erish before reaching an arena, but will
to stalk its prey. Tagsters prefer to hide in grassy areas nevertheless fetch a handsomc_e prlce_ if sucgessfully'
and t hen pounce on their prey usually catching them by transported to a sorcerer  -king's city. Halflings prize
surprise. It will also try to grab a hold of its prey so that it tigones as hunting partners because of their psionic
can rake. Prey that is killed will be dragged away to be tracking and hunting skills.
consumed later. An adult tigone grows to a length of seven feet and can
Improved Grab (Ex): To use this ability, a tagster weigh over 250 pounds.

must hit with it s bite attack. It can then attempt to start a
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Hit Dice:
Initiative:
Speed:
Armor Class:

Base Attack/Grapple:
Attack:
Full Attack:

Space/Reach:
Special Attacks:

Special Qualities:

Saves:
Abilities:
Skills:

Feats:
Environment
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:
Level Adjustment:

Combat

Tigones use a mix of stealth,
aptitude to hunt and slay their prey or their enemies.
Tigones prefer to hunt in packs, using their
power to hunt in concentric circles. When it
comes to the attack, a tigone will, if possible, leap onto
om above, driving the target to the ground
where the tigone uses its greater weight to pin its prey

navigation

their victim fr

Tagster
Medium Magical Beast (Psionic)

2d10+2 (13 hp)

+2

40 ft. (8 squares)

14 (+2 Dex, +2 natural), touch 12, flat
12

+2/+3

Bite +4 melee (1d6+1)

Bite +4 melee (1d6+1), 2 claws
(1d4)

5 ft./5 ft.

Improved grab, pounce, psionics, rake 1d4,
sneak attack +1d6

-footed

-2 melee

Darkvision 60 ft.,, low -light vision, power
resistance 13, psionics
Fort +4, Ref +5, Will +2
Str 12, Dex 15, Con 12, Int 2, Wis 14, Cha 6
Balance +7, Climb +3, Hide +7, Jump +16,
Listen +3, Move Silently +7, Spot +3
Weapon Focus (bite)
Deserts
Solitary
2
None
Always neutral
3-4 HD (Large)
o]
strange

Tigone
Large Magical Beast (Psionic)

4d10+12 (34 hp)

+1

30 ft. (6 squares)

13 (-1 size, +1 Dex, +3 natural), touch 10,
flat -footed 12

+4/+12

Bite +8 melee (1d8+4)

Bite +8 melee (1d8+4), 2 claws +5 melee
(1d6+2)

10 ft./5 ft.

Improved grab, pounce, psionics, rake 1d6+2

Darkvision 60 ft.,, low -light vision, power
resistance 14, psionics
Fort +7, Ref +5, Will +3
Str 19, Dex 13, Con 16, Int 2, Wis 14,Cha 8
Balance +6, Climb +5, Hide +2, Jump +16,
Listen +4, Move Silently +6, Spot +4
Multiattack, Weapon Focus (bite)
Mountains
Solitary, Pride (2 -5)
3
None
Always neutral
5-8 HD (Huge)
o]
ex perimental sorceries. Forming a single

consciousness, a chanth possesses all of the powers and

Stre ngth and psionic

anchored

knowledge of the identities that were cannibalized to
create it and can bring multiple powers to bear against its
foes. Bereft of any kind of physical abilities,
usually dominates other beings into serving as its pawns.
The first chanth was apparently developed by the
sorcerer -king Andropinis of Balic as far back as the Year of

a chanth

hil imul | Ki ith al cl d Enemyo6s Agi tation but since
whiie sm:)g taneously JUREEEQ with all claws and a construction of these hybrid horrors has filtered out into
ferocious bite. . . . the wider world. Any combination of two or more sentient
_Improv_ed Qrab (Ex): To use this ability, a tigone must psionic minds can be fashioned into a chanth, but the
viit. with its bite attackEigey then attempt to start a greater the number of minds the greater the possibility of
grapple " f_ree_actlon vl provoklpg an a_ttack of discord. The minds that comprise a chanth do not retain
ﬁplportumty. ¢ |mes the grapple check, it establishes a their individual identities, but their personalities meld into

B G g ra. & . . a single uneasy whole. Competing personality traits can

”Pounclf '(E)I().d' Ifa tlglsne chakrges a foe, it can make a sometimes struggle for dominance if the chanth is placed
d at_tac_ » Including two rake qttac S- . . under severe duress. Furthermore, as the various minds

Psi - Like Abilities: At will 8 catfall (70 ft. ),_ clairvoyant of a chanth share their powers, they also share the risk
Sense, danger sense, empathy,_ k_now dlre_cﬂon and that damage affecting one mind will also affect all others
location, read thoughts, ubiquitous vision ; 3/day 0O currently linked to that mind.
anchored navigation, mental barrier (3 round duration*), In combat, a chanth is a deadly opponent when faced
psionic charm (affects animals, fey, gi ants, humanoids, alone or in a small group. It can strike with a psionic
magical beasts, and monstrous humanoids, 7 day power from each of  its minds every round, if it has enough
duration, DC 13%) Manifester level 7th. The save DCs power points, and a single enemy may find himself
ari IChanerna —gased. ) ¢ h overwhelmed by multiple attacks in mere moments. Only
level ncludeg ago e nt a g on or they Ia?gér %l%dbe[r%tsforcégaanchaﬁtﬁ ﬁ)tsﬁitr its attacks
evs .k Ex):  Attack b 7 melee. d 1d6 +2 amongst several targets has any hope of success.

a_ o X)'. ttac 9nus+ ] e_e, amage 6 +2. A chanth requires no sustenance once created i the
Skills:  Tigones receive a +5 racial bonus to Balance, eldritch forces that hold it with

Hide, and Move Silently
+10 racial bonus to

checks. Tigones also receive a
Jump checks.

nutrients

it together provide
but is also without any kind of immediate

physical protection (its psionic powers notwithstanding).

hi

S

For this reason a chanth is often placed in some kind of
protective casing or armor by its creator.
Chanth
A chanth is a hideous construct composed of two or
more living psionic brains bonded together through
http://athas.org 28
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Sample Chanth

You see a quivering grey form, covered in writhing
contours, no bigger than your torso. Your flesh crawls as
you realize that it is nothing less than the grotesque
melding of several living brains into a single hideous
mass.

This example uses five 4th  -level psions (human, dwarf,

elf, halfling and thri  -kreen) as the base creatures.

Tiny Construct
Hit Dice:  10d10 (55 hp)

Initiative: 5

Speed: O ft.

Armor Class: 7 (+2 size, i5Dex),to uch7,flat -footed 7
Base Attack/Grapple: +7/ 6

Attack: &

Full Attack: o)

Space/Reach: 2 1/2 ft. /O ft.

Special Attacks: Power pool, psionic powers
Special Qualities: Construct traits

Saves: Fort+3, Ref 9, Will+5

Abilities:  Str 6 ,Dex & ,Con & ,Int14, Wis 15, Cha 14
Skills:  see below

Feats: see below

Environment: Any

Organization: Solitary

Challenge Rating: 5

Treasure:  None

Alignment: Chaotic neutral

Advancement: 6]

Level Adjustment: o]

The five minds that comprise this chanth are often in
conflict with  one another and this can cause the chanth to
behave in a random fashion during combat.

This chanth has a pool of 107 psionic power points upon
which its component brains can draw. For every 11 hit
points of damage that it takes, one brain (randomly
deter mi ned) dies. That brainéds
and feats are no longer available. Furthermore, any other

brain currently connected to the dying brain (either
directly or via an intermediary brain) is affected by a
feeblemind for a single round (no save).

The five psions used in the creation of this chanth had
the following ability scores after racial adjustments:
Human: Str 14, Dex 12, Con 13, Int 15, Wis 8, Cha 10
Dwarf: Str 13, Dex 10, Con 16, Int 14, Wis 8, Cha 11
Elf: Str 8, Dex 17, Con 11, Int 16, Wis 10, Cha 12
Halfling:  Str 10, Dex 15, Con 10, Int 15, Wis 8, Cha 14
Thri -kreen: Str 15, Dex 16, Con 13, Int 14, Wis 12, Cha 8

Combat

Composed of five minds, this chanth finds it difficult to
decide on a single strategy in combat and seems t 0 lurch
from one approach to another. If able to prepare itself,
however, it can compose a well -orchestrated series of
attacks that can overwhelm unready foes.

Power Pool (Su): The five brains of the chanth share
power points and may share skills and fea ts as a free
action. One brain may gain access to a psionic power of
another brain as a standard action. Once accessed, using
the power is a standard action as per normal psionic rules.

Psi - Like Abilities: The component brains of a chanth
may act indepe ndently each round, using their psionic
powers as they choose. The powers of each brain are
summarized below, including information on skills and
feats possessed. Manifester level is 4th for all component
brains.

Human : Powers discovered: 1st 1 bolt, burst, dissipating
touch, skate, vigor; 2ndi concealing amorpha
dimension swap, psionic levitate, psionic lock
Power Points per Day: 21
Skills:  Concentration  +8, Knowledge (arcana) +8,
Knowledge (psionics)  +8, Sense Motive +2, Survival
+6

Feats: Extend  Power , Narrow  Mind , Power
Penetration , Unconditional Power

Dwarf:  Powers discovered: 1st 1 control flame, control
object, energy ray, hammer, matter agitation; 2nd i

control air, energy missile, energy stun, id insinuation.
Power Points per Day: 21
Skills:  Autohypno sis +6, Concentration +8, Knowledge
(alchemy ) +8, Knowledge (psionics ) +8, Psicraft +8
Feats: Burrowing Power, Delay Power, Twin Power
Elf: Powers discovered: 1st 1T empathy float |,
mindlink, psionic charm, skate; 2nd 1 aversion, brain
lock, psionic sugges tion .
Power Points per Day: 23
Skills:  Concentration  +9, Knowledge (arcana) +9,
Knowledge (psionics ) +9, Diplomacy +8, Survival +7
Feats: Dodge, Extend Power
Halfling : Powers discovered: 1st i destiny dissonance,
detect psionics, disable, precognition, psi onic daze;
2nd 1 clairvoyant sense, object reading, sensitivity to
psychic impressions, recall agony
Power Points per Day: 21
Skills:  Concentration +3, Gather Information +6,
Knowledge (psionics ) +3, Sense Motive +7, Spot +6
Feats: Disarm Mind, Psionic Focus (clairsentience )
Thri -kreen : 1st 7 catfall, mind thrust, synesthete,
thicken skin, vigor; 2nd i animal affinity, biofeedback,
chameleon, empathic transfer;
Power Points per Day: 21
Skills: Autohypnosis +6, Concentration +4, Knowledge
(psionics ) +4, Psicraft +5
Feats: Mental Adversary , Quicken Power

power s, power points, skills
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Creating a Chanth

AChantho is an acquired
combination of any two or more psionic creatures
(referred to hereafter as the base creatures). A chanth
does not possess physical traits and its mental traits are
impaired due to the bizarre nature of its creation.

Size and Type: The creatures?d
construct and size becomes Tiny.

Hit Dice and Hit Points: A chanth must be created
from two or more creatures of the sa me level for the
bonding processes to work. (Count only levels in a psionic
class.) A chanth has half as many Hit Dice as all of its
component base creatures combined. For example, a
chanth created from the brains of three 6th level psions
has 9 Hit Dice (three for each brain). These are all
construct Hit Dice (d10). Each brain is assumed to have
average hit points per Hit Die and one brain (randomly
determined from all brains comprising the chanth) will die
when the chanth has taken damage equivalent to on e
braindés total hit points. I'n
created from the brains of three 6th level psions, one
brain will die for every 16 hit points that the chanth takes
(Each brain contributes 3HD 't
16.5 hit points being t  he average score for 3d10 HD). A
dead brain contributes no power points to the pool.

Speed: A chanth is immobile (use of psionics
notwithstanding).

Armor Class: A chanth loses all armor bonuses of the
base creatures. It receives a +2 size maodifier, f oran AC of
12.

Base Attack/Grapple: A chanthoés base

equals 3/4 its Hit Dice. A chanth cannot make physical
attacks and automatically fails all grapple checks.

Attacks: Chanths are incapable of making physical
attacks and must rely upon their psionic powers to
interact with the world around them.

Damage: All damage is derived from solely psionic
sources as the chanth has no physical attack form.

Special Attacks: Each component brain that comprises
a chanth retains its individual Ma nifester level and psionic
powers. Each component brain functions independently for
the purposes of combat and may share powers and power
points with the other brains that form the chanth. A
chanth pools the power points of its component brains and
each br ain may draw freely from the pool of points each
round. Each component brain that comprises a chanth
may use its own psionic powers as a standard action. Each
component brain may access the powers of another
component brain as a standard action. Once acces
using the power is a standard action as per normal psionic
rules. A chanth loses all other special nonpsionic attack
forms of the base creatures. A chanth comprising three
brains, therefore, may use up to three psionic powers
each round (quickened pow ers notwithstanding). If a
brain dies, all other component brains of the chanth
currently accessing the powers, skills or feats of that brain
are struck with feeblemind for one round (no save).
Furthermore, any component brains currently accessing a
brain struck by feeblemind in this manner are also
afflicted by feeblemind for one round.

Special Qualities: Chanths are immune to all charms,
compulsions, phantasms, patterns and morale effects due
to their partitioned awareness. They are immune to sleep
effects, paralysis, stunning and disease effects that do not
specifically target the brain. They are immune to critical
hits, nonlethal damage, physical ability damage, physical
ability drain, fatigue, exhaustion or energy drain. A chanth

sed,

cannot heal damage
repaired through use of the

on its own naturally but can be
Craft Construct

based on its total  Hit Dice , modified by its abilities. As

constructs, chanths are immune to most effects requiri

Fortitude saves, save those directly targeting the brain.
Abilities: Chanths have no physical ability scores. The

t y p e schanthtas @ @whele hasahe highest mental ability scores

and virtual ability scores among its component brains.

Skills: A chanth retains  the skills of the base creatures,
but may be unable to use many of these, should they
require physical activity ( Climb, Jump, Ride etc).
component brains of a chanth may share skills as a free
action.

Feats: A chanth retains the feats of the base cr
but may be unable to use many of these, should they
require physical activity (
of a chanth may share feats as a free action.

Environment: A chanth has no specific environment,
but is placed or sent wherever its c

servants to place them in a secure location.

Organization: Chanths are organized according to the
heleds of ahieia onetattrd ar ownerst amd have wd ibhbrent
organization. It is not unhe ard of for
overpower, slay or dominate its creator, however, and a
chanth may find itself at the peak of an organization of its
own before long.

Challenge Rating: A chanth has a challenge rating
equal to its manifester level, +1 per 3 compone
A chanth composed of the brains of three 6th level

a t for @xarkple, has a GRS of 7.

Treasure:  None. Chanths may be set as guardians over
treasure, however, and may take possession of the
treasure of those they dominate.

Alignment: Always chaotic neutral. The nature of the
chanthdés bond means that it
conflict with each other.

Advancement: None. Chanths are static constructs.

Level Adjustment: None. Chanths are unsuitable as
player characters.

Qstern Fiend

Dodge etc). All component brains

feat (see MM).
t empl at e BdsehSave Bormses: b e A ghditherdceivie® save bonuses

ng

All

eatures,

reator desires.
t h e Indegendene chantksawillmbrmallyoofder sheircdbnainatedh

a chanth to

nt brains.
psions ,

S

Gargantuan Aberration (Psionic)

Hit Dice:  16d8+115 (187 hp)
Initiative: +5

Speed: 5 ft. (1 square), swim 30 ft.

Armor Class: 17 ( -4 size, +1 Dex, +10 natural), touch 7,
flat -footed 16
Base Attack/Grapple: +12/+36
Attack: Tentacle +20 melee (2d6+12 plus pois on) or bite

+20 melee (2d8+12 plus moisture drain)

Full Attack: 2 tentacles +20 melee (2d6+12 plus poison)
and bite +15 melee (2d8+6 plus moisture drain)

Space/Reach: 20 ft./15 ft.

Special Attacks: Poison, psi -like abilities

Special Qualities: Darkvision 6 0 ft., DR 10/metal, power
resistance 25

Saves: Fort +12, Ref +6, Will +11
Abilities:  Str 34, Dex 12, Con 24, Int 1, Wis 8, Cha 8
Skills: Hide +0*, Listen +5, Spot +5, Swim +20

Feats: Alertness, Combat Manifestation, Improved
Initiative, Iron Will, Rapid Me tabolism, Toughness

Environment: Aquatic

Organization: Solitary

per sona
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Challenge Rating: 12

Alignment: Always neutral
Advancement: 17 -32 (Gargantuan), 33
Level Adjustment: 6]

-48 (Colossal)

Surging out of the water that concealed it, a giant,
translucent green w  orm confronts you, its large clumps of

pinkish tentacles writhing on either side of its body just
below the snakelike head.

Believed to have been bred by some forgotten king or
conjured from the twisted mind of a long -dead sage,
cistern fiends were orig  inally intended to guard and purify
sources of water. Since then they have spread and are
now a hazard that can be found throughout the
Tablelands.

The cistern fiend, also known as the water worm, feeds
in two different ways. It either kills and eats the
occasional prey that enters the water source where it
dwells or it feeds on a more daily basis by filtering
nutrients from the water supply through its mouth pores
and gaining sustenance from the minor biological and
mineral impurities in the water. For t his reason alone
cistern fiends are beneficial to any community's water
supply. Creatures slain by the cistern fiend have their
body fluids filtered by the fiend, with the resulting pure
water being expelled into the existing water supply.

Cistern fiends are hermaphroditic and reproduce
asexually once every decade, with the offspring growing
inside the membranous tissue that comprises the fiend's
body and emerging through an eruption in the outer skin
layer. Docile during delivery, the adult must be separa ted
from its child after birth as no two cistern fiends can share
the same water supply without the larger attacking the
smaller.

A cistern fiend must remain immersed in water, or it
dies after 10d4 minutes. The creature's size depends on
its age and the amount of water available,
but most cistern fiends average 40 to 50 feet
in length.

Combat

Cistern fiends attempt to paralyze their
victims with their tentacles so that they may
more easily use their bite attack. They rely
upon their coloration to appea r invisible when
submerged. The
a highly toxic fluid from sacs located in the
base of each tentacle, and repeated hits from
the tentacles will numb and eventually
paralyze targets. The cistern fiend attacks
paralyzed targets us ing its bite, which it uses
to drain bodily fluids from its target at a
horrifying rate. The creature also has very
basic psionic abilities, which it uses to repel
other creatures from the water supply it
protects, while shielding its mind from attack.

Mo isture Drain (Ex): If the cistern fiend
successfully hits with its bite, it deals 2d6
points of temporary Constitution ~ damage
unless the target makes a successful
Fortitude save ( DC 25). The save DC is
Constitution -based.

Poison: (Ex): Tentacle: Injury , Fortitude
save ( DC 25), initial damage 1d6 temporary
Dexterity damage, secondary damage 2d6
temporary Dexterity damage. The save DC is
Constitution -based.

Psi - Like Abilities: 1/day -catapsi (DC 14),
psionic disintegrate (bC 15),
psychofeedback ; 3/day -body e quilibrium
chameleon, clairvoyant sense, disable
(affects 14 HD, 55 ft. range, DC 15%) , hostile
empathic transfer (60 points max, affects all
creatures in 20 -foot -radius, DC 12%), inflict

pain (affects 4 extra targets, DC 15%) , psionic daze
(affects 14 H D¥*) , psychic vampire  (DC 13).  Manifester
level 12th.
*I ncludes
manifester level.
Skills (Ex):

augmentation for

*Due to its coloring, a cistern fiend
receives a +8 bonus on Hide checks while under water. A
cistern fiend has a +8 raci al bonus on any Swim check to
perform some special action or avoid a hazard. It can
always choose to take 10 on a Swim check, even if
distracted or endangered. It can use the run action while
swimming, provided it swims in a straight line.

Coud Ray, Athasian

creatureods

G olossal Magical Beast (Psionic)
Hit Dice: = 12d10+72 (138  hp)

tent

t he
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Initiative: +1 Females have a gestation period which lasts over 3 years.

Speed: Fly 40 ft. (average) (8 squares) They bear living young while airborne. The male catches
Armor Class: 28 (1 8 size, +1 Dex, +5 natural), touch and supports the young ray on his back for the first year

3, flatfooted 27 of its life while the female forages. After the y oung cloud
Base Attack/Grapple: +12/+28 ray learns to fly and becomes self -sufficient, the three go
Attack:  Bite +23 melee (4d10+14) or tail slap + 25 their separate ways.

Although innately psionic, cloud rays become infuriated

when someone tries to contact their minds. It drives them

into a tremendous rage, and they will do anything they
can (except land) to capture and devour the offender.

melee (5d10+14)

Full Attack : Bite +23 melee (4d10+14) and tail slap
+ 25 melee (5d10+14)

Space/Reach: 30 ft./20 ft. (40 ft. with tail)

Special Attacks: Swallow whole

Special Qualities: Darkvision 60 ft., low -light vision, Combat

psi-like abiliti es The preferred attack of the cloud ray is to simply swallow

Saves: Fort +14, Ref+9 , Will +4 its victim whole . Failing that, the cloud ray will employthe
Abilities:  Str 32, Dex 13, Con 22, Int 2, Wis 11, Cha 1 dangerous tail zip. The cloud ray will move in as close as

Skills: Hide -10* Listen +2 , Spot+ 7 possible on a silent glide, then strike the target with its

tail, using a whip  -like motion. The tail whip lashes out so

Feats: ~ Flyby Attack, Hover, Improved Grab, Snatch, quickly that it produces noise, like a thunder clap.

W'”Qover ) The zip alone can easily destroy most buildings in a few

Enwro_nm(_ent. Any_ swipes.

Organization:  Solitary Improved Grab (Ex): To use this ability, a cloud ray

Challenge Rating: 13 must hit with its bite attack. It can then attempt to start a

Treas ure: None grapple as a free action without provoking an attack of

Alignment:  Always neutral opportunity. If it wins the grapple check, it establishes a

Advancement: 137 24 HD (Colossal) hold and can swallow whole that round.

Level Adjustment: 0 Psi-Like A bilities: At will 8 control air (60 mph
alteration)*, inertial barrier, psionic levitate 3/day 6 dream

You step on an outcropping of rock, when suddenly it
transforms into a huge creature with a broad, flattened
speckled -brown body on top and drab olive and white
under neath. Four jet -black eyes stares at you, its 20 -feet
maw lined with razor  -sharp teeth open.

travel, telekinetic forcg425 pounds)*. Manifester level 12th.

The save DCs are Charisma  -based.

*I'ncludes augmentation for the ¢l ouc
level .

Skills:  *Cloud rays receive a +10 racial bonus on Hide

Through the skies and clouds of Athas slowly fly these checks while inrocky o rsandy terrain.

deadly giants. Cloud rays can sometimes be seen crossing sg‘;lkl)zvg \év;;cl)iéﬁ;(); ¢ Hug(;n:)er cslr%lﬁléfys?zaen tt)r;/ tg :I:ivr?gl]lot:llv a
the evening sky flapping their huge pectoral fins. >
9 s gep successful grapple check. Once inside, the opponen t takes

Cloud rays wander aimlessly through the Athasian skies
always searching for their next meal, which consists
mainly of rocs, pterrax, and other flying creatures. On
rare occasions they land on the ground and may be

4d10+14 points of crushing damage per round from the
cloud rayds digestive system. A swall/l
its way out by dealing 20 points of damage to the cloud

mistaken for an outcropping of rock. ray IO S t'd : gle st tl vhe htI r ac th ( Aﬁ: (11 2) - Once
After a good meal, cloud rays will sometimes psionically muscufar —action - closes € hole, another swallowe
opponent must cut its own way out. T h

dream travel while their meal digests. Cloud rays have .
territorial respect for others of their species and, with very can IhOId 2 Huge, 8 Large, 32 Medium, 128 Small or
few exceptions, do not i efarspade | PV Y BSher rayo

They are solitary be ings except when they seek a mate.
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Dagorran Combat

Growing between the dagorrands shou

Medium Magical Beast (Psionic) growth of crystals. These crystals are what give the
Hit Dice:  4d10+12 (34 hp) dagorrans m ost of their psionic powers. In the wild, where
Initiative: +5 food is often scarce, when a dagorran senses a potential
Speed: 20ft. (4squ ares) meal, its favorite attack is to use its concussive blast
Armor Class: 13 (+1 Dex, +2 natural) , touch 11, flat - power on the prey. Should the victim survive the initial
footed 12 blast, the dagorran will rush in to a ttack with its large

Base Attack/Grapple: +4[+7 maw.
Attack:  Bite +8 melee (1d8+4) Psi-Like Abilities: 3/day & concussive blast (two
Full Attack: Bite +8 melee (1d8+4) targets*), control body (ML 7th, DC 16), crystal shard
Space/Reach: 5 ft./5 ft. (3d6*), detect psionics , ego whip (DC 14), empty mind
Special Attacks: Psi-like abilities (+4 bonus*). Manifester level 5th. The save DCs are
Special Qualities . Darkvision 60 f t., low -light vision Charisma -based.
Saves: Fort +7, Ref +5, Will +3 *Ncl udes augmentation for the dagor
Abilities: ~ Str 17, Dex 12, Con 17, Int 3, Wis 14, Cha 14 level.
Skills:  Jump +13, Listen +5, Move Silently +4, Spot +3 Skills:  Due to their strong hind legs, dagorrans benefit
Feats: Improved Initiative, Weapon Focus (bite) from a +10 racial bonus on Jump checks.
Environment: Deserts
Organization: Pack (2d 4)
Challenge Rating: 4 .
Treasure:  None Def| I ed
Alignment: Usually neutral
Advancement: 5-8 HD (Medium), 9 -12 HD (Large) The defiled are plants that have been almost destroyed
Level Adjustment: 3 thanks to the actions of a defiler d rawing in plant energy

to cast their spells. For unknown reasons, the plant

You see a large, froglike beast with golden hide and a survives the attack and becomes undead.

wide, fanged mouth. Budding from between its shoulder
blades is a cl ustered growth of green crystals. Sam pI e Defiled

This patch of long, broad -bladed grass appears quite
normal & except for the writhing tendrils snaking out
toward its prey.

This example uses a normal plains bloodgrass creature
as the base creature.

Defiled Bloodgrass

Medium Undead (Augmented Plant)

Hit Dice:  5d12 (32 hp)

Initiative: 5

Speed: O ft.

Armor Class: 9 (15 Dex, +4 natural armor), touch 5,
flat -footed 9

Base Attac  k/Grapple: +3/+6

Attack: 5 tendrils +6 melee (1d4+3 plus poison)

Full Attack: 5 tendrils +6 melee (1d4+3 plus poison) and
5 tendrils +1 melee (1d4+1 plus poison)

Space/Reach: 5ft./ 5 ft.

Special Attacks: Backlash, blood drain 1d4+3, cerebral
Prowling the deserts in packs, much like wolves of other bore, improve d grab, poison, tendrils _
worlds, are the dagorrans 3 large, frog -like monsters with Special Qualities: Blindsight 30 ft., camouflage, defiled

traits, fast healing 4, undead traits
Sayesy Fort+4, Ref &, Will +1
Abilities:  Str16,Dex 6 ,Con & ,Int &, Wis 10, Cha 1l
Environment: Plains
Organization: Solitary
Challen ge Rating: 4
Treasure:  1/10th coins; 50% goods; 50% items
Alignment: Always neutral
Advancement: 6-10 (Large), 11 -14 (Huge)
Level Adjustment: o]

a gold -colored hide. They inhabit the sandy wastes around

Draj, and because of their innate ability to 6pick upb
track the psionic signature of most intelligent and psionic

creatures, are often trained by Draji troops to capture

runaway slaves.

In a dagorran pack, the leader is generally the strongest
member of the group. When another dagorran wishes t o]
vie for control over the pack, a battle to the death with
the leader soon follows. Obviously, the winner becomes
the leader, while the rest of the pack eats the loser.

Dagorrans have kept the population of rodents and
other small animals down to a toler able level in the
Athasian desert. However, their numbers are reducing
quite quickly, as thri  -kreen consider dagorrans a delicacy.

The defiled bloodgrass is a vile creation. Caught
between the realm of life and death, it unleashes its
tormen t on anyone unfortunate enough to make their path
close to it.
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Combat

Bloodgrass attempts to paralyze its prey with its poison,
directing all attacks against a paralyzed victim to drain its
bl ood. Draining tendrils
order t o kill it as fast as possible.

Backlash (Su): The defiled bloodgrass is able to
directly damage any wizard that attempts to use it to fuel
their spells. Any attempt to draw energy from the defiled
bloodgrass exposes the wizard to an amount of negative
energy. The wizard automatically takes 5d4+5 points of
negative energy damage, with a Fortitude save ( DC 15)
for half damage. The wizard must make a Concentration
check ( DC 10 + spell level + damage dealt, as described
in the Concentration skill) in order to  continue casting her
spell. The save DC is Strength -based.

Blindsight (EX): Bloodgrass has no visual organs but
can identify prey within 30 ft. through sound and
vibration.

Blood Drain (Ex) : A patch of defiled bloodgrass drains
blood from a grappled opp onent, dealing 1 point of
Constitution damage each round it maintains the hold.

Camouflage (Ex): Since bloodgrass appears like
normal grass when at rest, it takes a DC 20 Spot check to
notice it before it attacks. A character trained in
Knowledge (nature ) or Survival can use that skill instead
of Spot for this check.

Cerebral Bore (Ex): A tendril grappling a paralyzed
target probes the
rounds of grappling, a paralyzed target must make a
Fortitude save (DC 15) each round or die. The save DC is
Strength -based.

Improved Grab (Ex): To use this ability,
bloodgrass must hit with a tendril attack. It can then
attempt to start a grapple as a free action without
provoking an attack of opportunity. If it wins the grapple
check, it establishes a hold and can use blood drain.

Poison (Ex): Injury, Fortitude DC 16, initial damage
and secondary damage paralysis for 2d6 rounds. The save
DC is Strength -based.

Tendrils (Ex): A patch of bloodgrass has twice as many
tendrils as hit dice . Half of these are primary weapons,
and the bloodgrass can strike with all of them as a single
attack. The other tendrils are secondary weapons and
require the full attack action.

seek

the

Creating a Defiled

ADefiledo is an
any plant creature that has survived a defiler gathering
energy from it (hereafter known as the base creature).

The defil ed
except as noted here.

plant has all the

Size and Type: Creatures with this template keep their
size and become undead. They gain the augmented plant
subtype .
Hit Dice: Changeto d12.
Speed: Same as the base creature.
Armor Class: +4 natural armor bonus.
Attacks:  Same as the base creature
Damage: Same as the base creature
Special Qualities: A defiled creature retains all the
special qualities of the base creature and gains those
described below.

Backlash (Su):  The creature can directly damage any
wizard whose defiling radius touches a square it occupies.
Any attempt to draw energy from the crea ture exposes
the wizard to 1d4+1 points of negative energy damage
per HD of the plant creature, with a Fortitude save (10 +
D/2HD + Sth rAodifiér) fér half dednage. THe &vizard misn
make a Concentration check (DC 10 + spell level +
damage dealt, as described in the Concentration skill) in
order to continue casting her spell

Fast Healing (Ex): The base creature now gains fast
healing of 4.
Abilities:  Str+4,no  Constitution score
Climate/Terrain: Any land and underground.

Organization: Any
Challenge Rating D+l

Treasure: Same as base creature
Alignment: ~ Same as base creature
Advancement: Same as the base creature
LA: +1

Dolphin, Athasian

creatur e 06sldéb o dy footed ¥3

Medium Magical Beast (Aquatic, Psionic)

Hit Dice:  3d10+3 (19 hp)

Initiative: +3

Speed: Swim 80 ft. (16 squares)

Armor Cla ss:

its brain. Af ter

Base Attack/Grapple: +3/+4

Attack:  Slam +4 melee (2d4+1)

Full Attack: Slam +4 melee (2d4+1)

Space/Reach: 5 ft./5 ft.

Special Attacks: o]

Special Qualities:
light vis ion, telepathy

Saves: Fort +4, Ref +6, Will +2
Abilities: ~ Str 12, Dex 17, Con 12, Int 11, Wis 12, Cha 6
Skills:  Listen +8* Search +3, Spot +8* Survival +3,

Swim +10

Feats: Hidden Talent ( burst), Wild Talent (Power Point
Reserve 4)

Environment: Aquatic (T he Last Sea)

Organization: Pod (2 -12)

Challenge Rating: 2

Treasure:  None

Alignment: Usually neutral good

Advancement: 4-6 (Large)

Level Adjustment: o]

R0 U e @Eridedtmp | at K sléep, afighlikg %r@aturg eglides through the water,

seeming sometimes to skim the surface like a stone
Silvery -white and as long as a grown man, the animal

16 (+3 Dex, +3 natural), touch 13, flat -

Blindsight 120 feet, hold breath, low -

base
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cavorts effortlessly, joyfully, occasionally emitting a series
of staccato clicks and squeals.

The dolphins of Athas are like their counterparts on less
blighted worlds in most ways but, unsurprisi ngly, feature
a number of traits specific to their home that make them
an almost forgotten blessing for a needy world.

Now confined to the Last Sea of Marnita, dolphins are a
highly intelligent species of telepathic, ocean -going
mammal that once roamed t he entire planet in the era
known as the Blue Age. They also boast a number of
minor psionic talents and possess a racial memory that
dates back to the azure dawn of their race.

All Athasian dolphins are natural telepaths and use this
power to remain in contact with each other, address
newcomers and pass on their histories and lore from time
out of human memory.

They keep to themselves as a rule, but will cooperate
with Marnitaéds |lizardfolk in
(such as addressing the activit ies of the local shark
population). They also have been known to come to the
aid of the humans and humanoids that dwell along the
lakeshore, when these find themselves in trouble upon the
waves. In return, these same shore dwellers have agreed
not to hunt the dolphins, but there is little interaction
between the two groups besides.

Athasian dolphins are between five and six feet in

length, with glistening white skin and hard, bony bottle -

noses. They weigh as much as 180 pounds.

Combat

Athasian dolphins
loving creatures, are more bellicose than dolphins of other
worlds, not least due to their ongoing conflicts with the
competing shark population of the Last Sea. Unless
outnumbered two -to-one, dolphins will attack and pu
sharks wherever possible.

Athasian dolphins also fight aggressively to defend pod
and young, even going so far as to sacrifice themselves to
protect their offspring. As psionic wild talents, they often
have unexpected solutions to combat problems an
their telepathic powers to fight as an organized unit under
the command of the most capable leader.

Blindsight (Ex): At hasi an dol phins
emitting high -frequency sounds, inaudible to most other
creatures, that allow them to locate objects and creatures
within 120 feet. A silence spell negates this and forces the
dolphin to rely on its vision, which is approximately as
good as a humanoés.

rsue
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, while generally peaceable and fun -
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Hold Breath (Ex): An Athasian dolphin can hold its
breath for a number of rounds equal to 6 x its Const itution
score before it risks drowning.

Telepathy (Ex): Athasian dolphins are naturally
telepathic, and are able to communicate with all creatures
of Int 3 or better within 1,000 feet. This is a non -magical
ability that stems from the Blue Age and predat es both
magic and psionics.

Skills:  An Athasian dolphin has a +8 racial bonus on
any Swim check to perform some special action or avoid a
hazard. It can always choose to take 10 on a Swim check,
even if distracted or endangered. It can use the run action
while swimming, provided it swims in a straight line.

*An Athasian dolphin has a +4 racial bonus on Spot and
Listen checks. These bonuses are lost if its blindsight is
negated.

Athasian Dolphin Society

The dolphins of Athas are an ancient species who se
origins are lost in the shifting depths of the Blue Age. In
those days the dolphins were friendly with the Rhulisti,
communicating with the halfling nature masters through
their innate animal telepathy. At the best of times, the
dolphins and the Rhulist i were allies, cooperating in the
construction of vast underwater structures, shared by
both races in times of need.

With the dawning of the Green Age, however, the
dolphins of Athas were appalled to discover the extent and
severity of the troubles affec ting Athasbo
waters dried and the sun burned from blue to gold, the
Athasian dolphins began a steady retreat into isolation. By
the end of the Green Age, Marnita was cut off from the
rest of At hasd oceans but t
remained in telepathic contact with their cousins
elsewhere on the planet. These were harrowing years, as
tpeedrolghins0 ?f M%qrbit cogl doin%hin rtot save thgir
fellows Trom extinction, ut ould neverthéless haar fhéir
telepathic cries as, one by one, the pla net s
oceans withered and their estranged cousins met their
grisly fates, beached beneath the baking sun.

The remaining dolphins of Marnita remember all of this
as if it were yesterday, sharing telepathic memories that
stretch further back than any known civilization on the
planet. They have pledged their existence to carry on the
oral legacies of their forebears and see themselves as
keepers of lost lore and forgotten wisdom, held in trust for
those whom come after.

he

Drake

Drakes are gargantua n, reptilian beasts that trace their
heritage back to the elemental planes. Now dwelling on
Athas, they have come to view their adoptive home as
their personal hunting grounds. Cunning and ferocious and
sporting powerful psionic abilities, the drakes are
considered by many on Athas to be second only to the
Dragon in power. The first drakes were not natives of
Athas and used tremendous psionic powers to travel from
their home elemental planes to Athas, where they found a
rations of drakes
have been born on Athas since that time.

Striking at their foes with claws, a savage bite and a
sweeping tail attack, drakes share many combat
techniques with draconic creatures of other worlds. Drakes
are large enough to swallow some op ponents whole and
will use this attack option in preference to all others if the

remai
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target is of a suitable size. All drakes enhance their
physical prowess with psionic powers, and those of the
four fAclassico elements (air,
capable of launching elemental attacks against their
targets.

Despite their power, drakes are nevertheless accorded
an almost legendary status by most Athasians. Few people
believe  they  really
exist. Even fewer have
ever seen one, and very
few of those hav e lived to
tell about the experience.
This is not least because
drakes prey largely on
humans and humanoids
(although they will eat
inix and mekillots when
available and erdlu if
necessary). Drakes prefer
the taste of carnivore
flesh over any other type
of meat.

Other elementals look
down on drakes as
deserters or creatures
who abandoned the pure
elements for this lesser
plane and encounters
between  drakes and
other elemental beings
are always tense, often —
unpleasant, and
sometimes violent. It is
almost un heard of for
drakes to return to their
native planes and most,
in fact, have never been
there, being the
descendants of drakes
who immigrated to the prime material plane centuries
ago. Only the oldest of
when they forsoo k the elements for the world of the dark
sun.

A drakeds hide can fetch an
trading market but can also result in a death penalty as
the hides, teeth, claws, and blood are of such value that
some sorcerer -kings forbid their sale. They have
instructed their templars to confiscate any such items that
appear in the market in the name of their sorcerer -king.

Elves, of course, defy these edicts at every turn, and
make a fair profit selling drake materials while just one
step ahead of theirt  emplar pursuers.

Drake hide makes outstanding armor, the teeth and
claws make excellent weapons and the blood of the beast
is also valuable as it is used in certain alchemical
solutions. Beyond these truly useful items, folklore holds
that just about any portion of a drake's carcass holds a
great deal of magical luck, a belief that is often relied
upon by disreputable elven hawkers who push a variety of
lucky tokens, allegedly fashioned from drake parts.

Drakes mate when the urge strikes them and swiftly
separate after pairing. No more than two eggs are laid,
hatching after six months, and the resulting drakelings are
almost always hungry and need constant care. Young
drakes grow from two to twenty feet in the first year, then
five feet each year thereafte r until they reach full size for
their species.

At hasd

Air Drake

e a r tAhhugef réptilian leasd over a30 deet) in &emgth, this s o
creature is long and lean, with nearly half of its body
length being taken up by a narrow tail. Large, loose flaps
of skin hang from between its front and rear legs, flaring

out like a pair of wings as the creature takes flight.

d rFéighkte and snpredictabley ar cddeake$ maken dangetauy s
adversaries. They spend most of their lives in flight, only
occasionally touching the ground to feed or to retrieve

e ftreasura.cAir grakep knowcfew limitationstinttheir lives and
can ride the winds from the Ringing Mountains to the Sea
of Silt and beyond. They often lair in the highest mountain
peaks, far above the earthly world that they scorn. Rather
than selecting a s ingle lair, air drakes prefer a dozen or so
"safe" areas. This mobility means that an air drake will
have only a few possessions, stored in a lofty, inaccessible
location. Little infuriates an air drake more than having
one of these precious items stolen.

Air drakes have folds of loose skin that stretch between
their front and back legs. This skin unfolds when they
extend their legs, creating a wing membrane. They have a
long, lean frame and are light of bone, contributing to
their speed and agility.

Co mbat

Air drakes prefer to attack with surprise and from the
air. Their favorite tactic is to make Flyby attacks, hoping
to snatch their prey from the ground, carry it to a great
height, and then drop it, allowing the fall to "tenderize"
their meal for the  m. Against foes with the ability to fly, an
air drake will attempt to grapple and hold its target. It
then flies as fast as it can towards the ground, releasing
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Air Drake Earth Drake
Gargantuan Dragon (Air, Psionic) Gargantuan Dragon (Earth, Psionic)

Hit Dice: 25d12+125 (287 hp) 25d12+125 (287 hp)

Initiative: +6 +2

Speed: 30 ft. (6 squares), fly 80 ft. (good) 30 ft. (6 squares), burrow 10 ft.

Armor Class: 21 ( -4 size, +2 Dex, +13 natural), touch 8, 21 (-4 size, -2 Dex, +17 natural), touch 4,
flat -footed 19 flat -footed 21

Base Attack/Gr apple: +25/+45 +25/+46

Attack: Bite +29 melee (4d6+8) or tail slap +29 Bite +30 melee (4d6+9) or tail slap +30
melee (2d6+12) melee (2d6+13)

Full Attack: Bite +29 melee (4d6+8) and 2 claws +27 Bite +30 mele e (4d6+9) and 2 claws +28
melee (2d8+4) and tail slap +27 melee melee (2d8+4/19 -20) and tail slap +28 melee
(2d6+12) (2d6+13)

Space/Reach: 20 ft./15 ft. 20 ft./15 ft.

Special Attacks: Improved grab, psi -like abilities, swallow Elemental attack (earth), improved grab, psi -
whole, whirlwind like abiliti es, swallow whole

Special Qualities: Darkvision 60 ft.,, DR 15/metal, dragon traits, Darkvision 60 ft.,, DR 15/metal, dragon traits,
low -light vision , power resistance 30, spell low -light vision , power resistance 28, spell
resistance 30 resistance 28

Saves Fort +19, Ref +18, Will +15 Fort +13, Ref +12, Will +9

Abilities: Str 27, Dex 15, Con 21, Int 7, Wis 13, Cha 12 Str 29 Dex 7, Con 21, Int 4, Wis 11, Cha 12

Skills: Appraise +9, Climb +11, Concentration +20, Climb +17, Concentration +20, Jump +17,
Hide +5, Intimidate +11, Jump +12, Listen Listen +10, Move Silently +13, Psicraft +5,
+11, Move Silently +7, Psicraft +6, Search Spot +10, Survival +10
+6, Spot +16, Survival +9

Feats: Combat Reflexes, Improved Initiative, Awesome Blow, Cleave, Great Cleave,
Improved Natural Armor, Flyby Attack , Hover, Improved Bull Rush, Improved Critical (claw),
Lightning Reflexes, Multiattack, Snatch, Improved Initiative, Improved Natural Armor,
Wingover Multiattack, Power Attack

Environment Mountains Any

Organization: Solitary Solitary

Challenge Rating: 19 17

Treasure: Double Standard Double Standard

Alignment: Always neutral Always neutral

Advancement: 26 -50 HD (Colossal) 26-32 HD (Gargantuan), 33  -64 HD (Colossal)

Level Adjustment: d e}

its prey at the last minute and pulling up out of the dive.

Few other flying creatures possess the aerial agility to
avoid crashing into the ground.
attack takes the form of an immense whirlwind.

Improved Grab (Ex): To use this ability, an air drake
must hit with its bite attack. It can then attempt to start a
grapple as a free action without provoking an attack of
opportunity. If it wins the grapple check, it establishes a
hold and can swallow whole that round.

Psi -Lik e Abilities: At will -anchored navigation  (across
planar boundaries*) , levitation ; 3/day -body adjustment
(7d12*) , body equilibrium, cloud mind (DC 13), control air
(up to 60 mph change¥) , control body  (all size creatures,
DC 12*) , false sensory input (5 add itional targets, DC
14*) , inertial barrier, mind blank, read thoughts (DC 13) ,
telekinetic force (500 Ibs. max, DC 14%) , ubiquitous
vision . Manifester level 15th.

*I ncludes augmentation for air

Swallow Whole (Ex): The air drak e can try to swallow
a grabbed opponent of Large or smaller size by making a
successful grapple check. Once inside, the opponent takes
2d8 +8 points of crushing damage plus 2d8 +6 points of

aci d damage per round from the
juices. A swall owed creature can cut its way out by
dealing 30 points of damage to

tract ( AC 16). Once the creature exits, muscular action
closes the hole; another swallowed opponent must cut its

own way out . The air
Medium, 32 Small, or 128 Tiny or smaller creatures.

dr akerges8 gul | et can

Whirlwind (Su): Once per day an air drake may create
a whirlwind that lasts for 10 rounds. The whirlwind is 10
ftAwide atithe bade, 80kfte Wide atetHe d¢op)eamdt 180l ft.
tall. The drake may form a smaller whirlwind if it wishes.
Medium or smaller creatures might take damage when
caught in the whirlwind and may be lifted into the air. An
affected creature must succeed at a Reflex save (DC 30)
or take 2d6 points of damage. It must also succeed at a
second Reflex save or be picked up bodily and held

suspended in the powerful winds, automatically taking 2d6
points of damage. A creature that can fly is allowed a
Reflex save each round to escape the whirlwind. The
creature still takes damage but can leave it the save is

successful. If the whirlwind's base touches the ground, it

creates a swirling cloud of debris. This cloud has a

diameter equal to half the whirlwind's height. The cloud

obscures all vision, including darkvision beyond 5 ft.

Creatlces b sft. maway fhave brer-hdlf econeehlment (see

Concealment, Combat Section in the Player's Handbook).

Those caught in the cloud must succeed at a

Concentration check to cast a spell ( DC 30). The save DCs

are Strength -based.
air drakeds digestive

the air drakeb6s digestive

hold 2 La
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Hit Dice:
Initiative:
Speed:
Armor Class:

Base Attack/Grapple:

Attack:

Full Attack:
Space/Reach:
Special Attacks:

Special Qualities:

Saves:
Abilities:
Skills:

Feats:

Environment
Organization:

Challenge Rating:

Treasure:
Alignment:
Advancement:

Level Adjustment:

Earth Drake

This monstrosity is easily mistaken for a large mound of
rock i until it moves. Only then do you realize that you
stand face to fa ce with an enormous reptilian beast,
seemingly composed entirely of hunks of rock and stone.

Earth drakes are the largest, most physically powerful of
the drakes. Their massive bodies and extremely rough
hide often made them look like large outcroppings of rock.

Fire Drake
Gargantuan Dragon (
20d12+100 (230 hp)
+2

30 ft. (6 squares)

18 (-4 size, -2 Dex, +14 natural)
flat -footed 18

+20/+41

Bite +25 melee (4d6+9) or tail slap +25
melee (2d6+13)

Bite +25 melee (4d6+9) and 2 claws +23
melee (2d8+4) and tail slap +23 melee
(2d6+13)

20 ft./15 ft.

Elemental attack (fire),
like abilities, swallow whole
Darkvision 60 ft., DR 15/metal, dragon ftraits,
immunity to fire, low  -light vision, vulnerability

to cold , power resistan ce 26, spell resistance
26

Fort +17, Reflex +12, Wwill +12

Str 29 Dex 7, Con 21, Int 4, Wis 11, Cha 12

Climb +11, Concentration +15, Intimidate +9,

Jump +14, Listen +10, Move Silently +6,
Search +5, Spot +10, Survival +8

Fire, Psionic)

touch 4,

improved grab, psi -

Awesome Blow, Combat Reflexes, Improved
Bull Rush, Improved Initiative, Lightning
Reflexes, Multiattack, Power Attack

Any

Solitary

15

Double Standard

Always neutral

20-32 HD (Gargantuan), 33  -64 HD (Colossal)
0

Magma Drake

Gargantuan Dragon (Earth, Fire, Psionic)
20d12+100 (230hp)

+2

50ft. (10 squares), burrow 20 ft., swim 30 ft.

16 (-2 Dex, -4 size, +12 natural), touch 4,

flat -footed 16

+20/+41

Bite +25 melee (4d6+9) or tail slap +25
melee (2d6+13)

Bite +25 melee (4d6+9) and 2 claws +23
melee (2d8+4) and tail slap +23 melee
(2d6+13)

20 ft./15 ft.

Constrict 2d6+13, improved grab, psi -like
abilities, swallow whole

Darkvision 60 ft., DR 15/metal, dragon traits,
immunity to fire, low  -light vision, vulnerability

to cold , power resistance 22, spell resistance

22

Fort +17, Ref +12, Will +12

Str 29, Dex 7, Con 21, Int 6, Wis 11, Cha 12

Climb +14, Concentration +15, Intimidate +7 ,
Jump +22, Listen +9, Move Silently +11,
Psicraft +7, Search +7, Spot +10, Survival

+9, Swim +24

Awesome Blow, Combat Reflexes, | mproved
Bull Rush, Improved Initiative, Lightning
Reflexes, Multiattack, Power Attack

Mountains

Solitary

17

Double Standard

Always neutral

21-40 HD (Gargantuan), 41  -64 HD (Colossal)

6]

Earth drakes love a good fight. They will often dig in along
major trade routes in the hope that they will find someone

that can challenge them.

Earth drakes prefer rocky areas and mountains to the
open sands. When selecting a lair, an earth dr
usually choose a cavern or cave that is almost too small
for the creature. It then spends its time closed in on all
sides by rock and earth, something that the creature finds
very much to its liking. Whether they dig into the bedrock
beneath the s ands of the Athasian desert or into a hillside,

ake will

earth drakes always cover the front of their
habitat with loose dirt, creating a collapsible
front entrance which the earth drake uses to
defend its lair. Earth drakes especially dislike
any type of permanen t buildings and think
nothing of traveling many miles in order to
destroy man -made settlements.

Covered with thousands of small, spiny
scales, an earth drake has massive limbs
designed for digging through solid stone. It has
a short tail, which forces it to walk with a
swaggering gait, and a wedge -shaped head.

Scales protect the drakeds

eyelid prevents the creature from being blinded
when burrowing.

Combat

Earth drakes prefer to start combat by using
their concussion and animate object powers to
trap their enemies in caves or box canyons and
then engaging in melee. Earth drakes charge
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their target and attack with their powerful front claws

first, then rend the target with their gaping maw. Earth

drakes are the only drakes that will figh t to the death,
convinced that they are stronger than any opponent. An
earth drakeb6s el emental attack
solid matter in the form of dirt, stones, and boulders from

the elemental plane of earth.

Elemental Attack (Earth) (Su): Once per day an
earth drake may gate in 50 cubic ft. of material from the
elemental plane of earth. This material is composed of
rock and soil and must be gated onto a solid surface but
may be in any shape the drake desires. Any one caught in
the area the mate rial is gated into must make a Reflex
save (DC 23). A failed save means the victim is trapped
under the earth and is affected as though by an avalanche
(see DMG Chapter 3). The save DC is Charisma -based.

Improved Grab (Ex): To use this ability, an earth
drake must hit with its bite attack. It can then attempt to
start a grapple as a free action without provoking an
attack of opportunity. If it wins the grapple check, it
establishes a hold and can swallow whole that round.

Psi-Like Abilities: At will 7 concussion blast (2
additional targets, 5d6 damage*) ;. 3lday - body
adjustment  (7d12*) , compression (two size categories, 15
minute duration*) , control object, dissolving touch (11d6
damage*) , ectoplasmic form, expansion (manifest as swift
action, 15 minute duration*) , false sensory input 6
additional targets, DC 14) ,
immovability  (manifest as swift
action*) , inertial barrier, matter
agitation, matter manipulation,
precognition, sensitivity to
psychic impressions, telekinetic
force (500 Ibs max*)
Manifest er level 15th.

*Includes augmentation for
earth drakeds mani

Swallow Whole (Ex): The s
earth drake can try to swallow a T
grabbed opponent of Large or -
smaller size by making a
successful grapple check. Once
inside, the opponent takes
2d8+8 points  of  crushing
damage plus 2d8+6 points of
acid damage per round from the
earth drakeds dige
swallowed creature can cut its
way out by dealing 30 points of <
damage t o the eart
digestive tract ( AC 18). Once
the creature exits, muscula r
action closes the hole; another
swallowed opponent must cut its own way out. The earth
drakeds gullet can hold 2
128 Tiny or smaller creatures.

Fire Drake

You steel your nerves as the saurian beast comes
thundering toward s you. With a fang -filled crocodilian
snout and a sinuous body covered in rough scales, it
waves sharp fore claws before itself as it charges forward
on its more massively muscled hindquarters.

Fire drakes are most vicious of all the drakes. They
enjoy i nflicting pain on their prey and will often torment a
victim for days before finally killing it.

Fire drakes are content to live in the arid sands but are

a lalWwaysnos thet [dokout rrvelcartoes orénot spongsgaiadtwi!

even set a forest on fire to bask in the comfort of the
flames for a time. At night, they retreat to an area of
safety or bury themselves under the hot sand, thus
insulating themselves from the cool evening air.

Fire drakes are reptilian creatures with long, thin bodies
covered with rough hide. Their front legs are shorter and
thinner than their thick, powerful hind legs. Large and
spiny, they have red and black mottled scales, similar in
texture to pebbles and like unto the color of dying
embers.

Combat

A fire drake will use whatever attack i t believes will
inflict the most pain on its opponent. It particularly enjoys
using its control flames power to turn its enemies' fire
against them. When battling foes, they make snorting
sounds that are often taken for laughter.

Fire drakes, like other d  rakes, have a special elemental
attack which allows them to gate in fire from the
elemental plane of fire.

Elemental Attack (Su): Once per day, a fire drake is

able to gate in a 50 feet a}ame_ter sbhere of fire from the
Large elergentglilagg of fige. Anyscseatug i, 4 ¢ Gaught i the area of

effect takes 8d10 points of fire damage ( Reflex save for
half, DC 21). Any creature that fails its saving throw also
catches fire. The flame lasts for 1d8 rounds (see DMG for
more on catching fire). Flammable material within the
are a of effect may catch on fire as well. The save DC is
Charisma -based.

Improved Grab (Ex): To use this ability, a fire drake
must hit with its bite attack. It can then attempt to start a
grapple as a free action without provoking an attack of
opportunity.  If it wins the grapple check, it establishes a
hold and can swallow whole that round.
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Psi -Like Abilities: At will - control flames  (increase or Combat

decrease by 4 sizes*) , control light, demoralize (50 ft. .
radius, DC 18) , mindlink (9 additional targets®) ’ Magma drakes prefer to hide in the molten lava and
synesthete ;  3/day - body adjustment (4d12%) surprise their prey with a quick attack, leaping for th from

the magma to strike with sudden savagery. Lacking an

ectoplasmic form, energy barrier, inertial barrier, id o
elemental attack, magma drakes will instead attempt to

insinuation (3 additional targets, DC 20%) , matter h ;
agitation, painful strike (manifest as a swift action*) , grapple a_nd crush _thelr prey, dragging them below the
telekinetic force (375 Ibs max*) ; 1l/day i energy lava to a_flery doom if possible. . .
ad aptation, fiery discorporation . Manifester level 10th. Constrlc't (Ex) : A magma drake deals automatic tail
*I'ncludes augmentation for f i rdgmaogwith gs c&esssfulgﬁ%oﬂlqcpegks
level. Improved Grab (EX): To use thls ablllty, a magma
Swallow Whole (Ex): The fire drake can try to drake must hit with its bite attac!(. It can then attempt to
swallow a grabbed opponent of Large or smaller size by start a grapple as a fre(_e agtlon without provoking an .
making a successful grapple check. Once inside, the attack. of opportunity. If it wins the grapple check, it
opponent takes  2d8+8 points of crushing damage plus estab_llshesahc_)l_d_ and can swallovv"wholg that round. .
2d8+6 points of acid damage per round from the fire Psi -Like Abilities: 3/day i inflict pain (3 additional
drakeds digestive juices. A swaltl""rgewﬁeqpl%)reé)?'on'?%om'%atc?n (agqgt§an|rn§lssfey,
way out by dealing 30 points of Igh.fﬁ guémaqmgs; trﬂaglcalf bq,a%ts a [@nglrous
digestive tract ( AC 17). Once the creature exits, muscular uman0| bC 16%), second chance : M anifester level
action closes the hole; another swallowed opponent must 10th. )
cut its own way out. The fire drakR®lsudes | quamgntabjgn, for the m
Large, 8 Medium, 32 Small, or 128 Tiny or smaller manifester Ievel
creatures. Swallow Whole (Ex): The magma drake can try to
swallow a grabbed opponent of Large or smaller size by
making a successful grapple check. Once inside, the
Magma Drake opponent takes 2d8+8 points of crushing damage plus
2d8+6 points of acid damage per round from the magma
This creature resembles a huge red worm. It swims drakeodos digestive juices. A swall owe
effortlessly through the magma, and its total size is way out by dealing 30 points of damage to the magma
unknown, as most of its body is hidden in the magma. drakeods di ge sA€Cil®).eOnce tha crdaturd exi s,
muscular action closes the hole; another swallowed
opponent mu s t cut its own way out.

gullet can hold 2 Large, 8 Medium, 32 Small, or 128 Tiny
or smaller creatures.

Skills: A magma drake has a +8 racial bonus on any
Swim check to perf orm some special action or avoid a
hazard. It can always choose to take 10 on a Swim check,
even if distracted or endangered. It can use the run action
while swimming, provided it swims in a straight line.

Rain Drake

A huge lizard with glistening slive r scales and a long tail
rises up from the water. It has a long pointed snout, two
black eyes, and huge webbed claws. Its tail resembles a
long eel.

Magma drakes look like huge worms, with large claws
behind their head. They are covered with thick scales and
seem entirely at h  ome in the molten magma. They have
two dark black eyes, and a thin flap covers their eyes
when they swim though magma.

Magma drakes, like their fiery cousins, prefer open lava,
volcanoes or magma fields in which to dwell, adding a
fresh level of hazard to such environments. As such, they
have few natural enemies, expect perhaps for those
drakes, elemental and paraelemental beasts that are also
able to survive in open magma.

Magma drakes are known for their odd fondness for
cloth, especially that of a red hue. Although such items !
are soon destroyed by the drake-:
they nevertheless provide a curious fascination for the X
creatures.

The rain drake has a sleek body, perfectly suited for the
water. It usually makes its home near waterfall s, but any
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body of water makes a suitable home. Rain drakes loath
water drakes, and will attack them at any opportunity.

They are smarter and faster than water drakes, and can
survive out of the water for a few hours at night, or for

longer periods wheneve r there is rain.

Rain drakes, almost as rare as their hated foes the
water drakes, dwell in those few places that rain still falls
on Athas 1 forests such as those that clad the Ringing
Mountains, the Crescent Forest of the Ivory Triangle and,
of course, the lands surrounding the Cerulean Storm.

Rain drakes fight in water, if possible, but can "swim"
even in light rain. Although rain drakes cannot fly, they

can use even a smal/l amount of
the air. They have no natural enemies excep t for water
drakes.

Combat

Rain drakes use their claws when attacking prey. They
prefer to fight in the water, where they can use all four
claws, but will follow prey out of the water. However, they
will not go into direct sunlight as rain drakes are
ext remely susceptible to such illumination and can perish
if exposed to it overlong. They lack any special elemental
attacks, instead relying on speed and ferocity when
dealing with their foes. A rain drake will often attempt to
crush its prey with the sheer weight of its body.

Improved Grab (EX): To use this ability, a rain drake
must hit with its  bite attack. It can then attempt to start a
grapple as a free action without provoking an attack of

opportunity. If it wins the grapple check, it establishes a
hold and can swallow whole that round.

Psi -Like Abilities: 3/day 1 danger sense
dodge *) , inflict pain (3 additional targets, DC 16%),
synethete . Manifester level 10th.

*I'ncludes augmentation for

level.

Susceptible to Light (Ex): Rain drakes abhor th
sunlight, and take 2d10 points of damage per round if
they are in direct sunlight.

Swallow Whole (Ex):
swallow a grabbed opponent of Large or smaller size by
making a successful grapple check. Once inside, the

wappoeent takes f2d8w8i rpdints toh erushing lkdamage plus

2d8+6 points of acid damag
draked6s digestive juices. A
way out by dealing 30 points of damage to the rain
drakeds di ge sACil15).60nce the adaturd exits,
muscular action closes the hole; another swallowed
opponent mu st cut its own way
gullet can hold 2 Large, 8 Medium, 32 Small, or 128 Tiny
or smaller creatures.

Skills: A rain drake has a +8 racial bonus on any
check to perform some special action or avoid a hazard. It
can always choose to  take 10 on a
distracted or endangered. It can use the run action while
swimming, provided it swims in a straight line.

Rain Drake Silt Drake
Gargantuan Dragon (Air, Psionic, Water) Gargantuan  Dragon  (Earth, Psionic,
Water)

Hit Dice: 22d12+132 (275hp) 20d12+100 (230hp)

Initiative: +3 +2

Speed: 30 ft. (6 squares), swim 50 ft. 20 ft. (4 squares), s  wim 50 ft.

Armor Class: 16 (-1 Dex, -4 size, +11 natural), touch 5, 16 (-2 Dex, -4 size, +12 natural), touch 4,
flat -footed 16 flat -footed 16

Base Attack/Grapple: +22/+41 +20/+41

Attack: Bite +26 melee (4d6+7/19 -20) or tail slap Bite +25 melee (4d6+9) or tail slap +25
+25 melee (2d6+10) melee (2d6+13)

Full Attack: Bite +26 melee (4d6+7/19 -20) and 2 claws Bite +25 melee (4d6+9) and 2 claws +23
+23 melee (2d8+3) and tail slap +23 melee melee (2d8+4) and tail slap +23 melee
(2d6+10) (2d6+13)

Space/Reach: 20 ft./15 ft. (20 ft. with tail slap) 20 ft./15 ft.

Special Attacks:

Special Qualities:

Improved grab, psi -like abilities, swallow
whole

Darkvision 60 ft., DR 15/metal, dragon traits,

low -light vision, susceptibl e to light, power

resistance 22, spell resistance 22

Constrict 2d6+13, psionics, swallow whole

Darkvision 60 ft.,, DR 15/metal, dragon traits,
low -light vision, power resistance 22, spell
resistance 22

(uncanny

t he

e

The rain drake can try to

e per round from the rain

swal

out .

Swim

Swim check, even if

Saves: Fort +19, Ref +12, Will +14 Fort +17, Ref +12, Will +12

Abilities: Str 25, Dex 8, Con 22, Int 10, Wis 13, Cha 12 Str 29, Dex 7, Con 21, Int 6, Wis 11, Cha 12

Skills: Climb +15, Concentration +21, Intimidate Climb +14, Co ncentration +15, Hide -6,
+16, Jump +22, Listen +16, Move Silently Intimidate +7, Jump +8, Listen +9, Move
+14, Psicraft +15, Search +15, Sense Motive Silently +11, Psicraft +7, Search +7, Spot
+11, Spot +13, Survival +11, Swim +20 +10, Survival +9, Swim +24

Feats: Improved Critical (bite), Great Fortitude, Awesome Blow, Combat Reflexes, Improved
Improved Bull Rush, Improved Initiative, Bull Rush, Improved Initiative, Lightning
Improved Overrun, Power Atta ck, Snatch, Reflexes, Multiattack, Power Attack
Weapon Focus (bite)

Environment Any Silt

Organization: Solitary Solitary

Challenge Rating: 17 17

Treasure: Double Standard Double Standard

Alignment: Always neutral Always neutral

Advancement: 23-44 HD (Gargantuan), 45  -66 HD (Colossal) 21-32 HD (Gargantuan), 33  -64 HD (Colossal)

Level Adjustment: 6] e}
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Slt Drake

This creature resembles a long, sand
has a huge mouth, dark eyes, and two horns on its
It has no claws or feet but swims silently through the silt.

-colored snake. It
head.

Silt drakes are migratory creatures, never staying long
in a single place. They have no permanent lair or territory
and instead wander through the silt in search of food.
Silt drakes ar e perhaps the most common of all drakes
as their parent element is found in abundance throughout
Athas. However, this has also meant that they come
under attack from other predators far more often than do
the other drakes. Nevertheless, only the largest si It

horrors and paraelemental beasts are able to threaten a
silt drake, and their supremacy of the silt remains
unchallenged.

A silt drake has the appearance of an immense horned
serpent that writhes through the silt, rearing itself above
the surface to a ttack. Its coloration means that it is often

indistinguishable  from its surrounding element T
frequently much to the surprised dismay of its prey.

Once a year, a male drake issues a call through the dust
to any females nearby. If a female answers the call
male and female mate briefly and then separate. The
female lays her clutch of 3 -6 eggs in the deepest parts of
the Sea of Silt and then abandons them to their fate.

, the

Combat

Silt drakes prefer to attack their prey by locating them
first with their ke en senses, and then swimming up
silently from underneath. They attack with their bite and
tail, seizing their target, crushing it and dragging it
beneath the silt to perish. Silt drakes are fearless in
combat and have little compunction about attacking pre y.
Only massive damage will cause the silt drake to retreat
from battle.

Constrict  (Ex) A silt drake deals automatic tail
damage with a successful grapple check.

Improved Grab (Ex): To use this ability, a silt drake
must hit with its bite attack. It can then attempt to start a
grapple as a free action without provoking an attack of
opportunity. If it wins the grapple check, it establishes a
hold and can swallow whole or constrict that round.

Psi -Like Abilities: 3/day 1 attraction (+9 interaction
bonus, DC 17*) , chameleon, suspend life Manifester
level 11th.

Swallow Whole (Ex): The silt drake can try to swallow
a grabbed opponent of Large or smaller size by making a
successful grapple check. Once inside, the opponent takes
2d8+8 points of crushing dama ge plus 2d8+6 points of

S

acid damage per round from the silt
juices. A swallowed creature can cut its way out by

dealing 30 points of damage to the
tract ( AC 15). Once the creature exits, muscular action

closes the h ole; another swallowed opponent must cut its

own way out. The silt drakeds gull et

Medium, 32 Small, or 128 Tiny or smaller creatures.

Skills:  Silt drakes have a +8 racial bonus to
checks. A silt drake has a +8 racial bonus on any
check to perform some special action or avoid a hazard. It
can always choose to take 10 on a Swim check, even if
distracted or endangered. It can use the run action while
swimming, provided it swims in a straight line.

Hide
Swim

Sun Drake

A huge creature fl ies overhead, its wings creating a
large circle that blocks out the sun. Its wings shimmer in
the light, with orange, red and yellow hues. The creature
has a long thin body, four sharp claws, and a long thin
tail.

The sun drake

is a fearsome creature, in telligent,

vicious, and very dangerous. It prefers to make its lair at
the top of the highest peak wherever it lives, spending its
days soaring the wastelands on thermals. Sun drakes
have a 40 -foot wingspan, and its wings give it an almost
circular appeara nce when gliding through the air.

Sun drakes, like those of silt, are relatively common on
-giving rays of the dark sun itself.

Athas, basking the life
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Sun Drake
Gargantuan Dragon (Air, Fire, Psionic)

Hit Dice: 25d12+175 (337hp)

Initiative: -1

Speed: 30 ft. (6 squares), fly 60 ft. (average)

Armor Class: 20 (-1 Dex, -4 size, +15 natural), touch 5,
flat -footed 20

Base Attack/Grapple: +25/+46

Attack: Bite +26 melee (4d6+9/19 -20) or tail slap
+25 melee (2d6+13)

Full Attack: Bite +26 melee (4d6+9/19 -20) and 2 claws
+23 melee (2d8 +4) and tail slap +23 melee
(2d6+13)

Space/Reach: 20 ft./15 ft. (20 ft. with tail slap)

Special Attacks:

Special Qualities:

Improved grab, psi -like abilities, swallow
whole

Darkvision 60 ft.,, DR 15/metal, dragon traits,
immunity to fire, low -light vision, power
reistance 23, spell resistance 23, vulnerability

to cold

Saves: Fort +21, Ref +15, Will +14

Abilities: Str 29, Dex 8, Con 24, Int 13, Wis 11, Cha 12

Skills: Climb +11, Concentration +15, Intimidate +9,
Jump +14, Listen +10, Move Silently +6,
Search +5, Spot +10, Survival +8

Feats: Combat  Reflexes, Improved Initiative,
Improved Natural Armor, Flyby Attack, Hover,
Lightning Reflexes, Multiattack, Snatch,
Wingover

Environment Any

Organization: Solitary

Challenge Rating: 18

Treasure: Double Standard

Alignment: Always neutral

Advancement: 26 -50 HD (Gargantuan), 51  -75 HD (Colossal)

Level Adjustment: 6]

They hunt from the upper airs, descending only to attack
and devour prey before returning to the sun -burned
heavens that are their home.

Combat

Lacking any kind of elemental powers, sun drakes
attack wi th bite, claw, and tail. Much like air drakes, sun
drakes will grab their opponents, fly to a great height and
then release them, allowing the prey to fall to its death far
below. The sun drake will then swoop down to feast upon
the creatureds remains.

I mproved Grab (Ex): To use this ability, a sun
drake must hit with its bite attack. It can then
attempt to start a grapple as a free action without
provoking an attack of opportunity. If it wins the
grapple check, it establishes a hold and can swallow
whole that round.

Psi - Like Abilities: 3/day i defensive precognition
(+3 bonus, manifest as swift action*) inflict pain (6
additional targets, DC 19%) , psionic dominate
(affects all nonmindless, 1 additional target, DC
19%) ; 1/day -ultrablast
Manifester level 15th.

*I'ncludes
level.

Swallow Whole (Ex): The sun drake can try to
swallow a grabbed opponent of Large or smaller size
by making a successful grapple check. Once inside,
the opponent takes 2d8+8 points of crushing
damage plus 2d8+6 points of acid damage per
round from the sun

augmentation for

(15d6 damage, DC 18* ).

Water Drake
Gargantuan Dragon (Psionic, Water)
20d12+100 (230 hp)

-2

30 ft. (6 squares), swim 40 ft.

17 (-4 size, -2 Dex, +13 natural) touch
flat -footed 17

+20/+41

Bite +26 melee (4d6+9/19
+25 melee (2d6+13)

Bite +26 melee (4d6+9/19
+23 melee (2d8+4) and tail slap +23 melee
(2d6+13)

20 ft./15 ft.

Elemental attack (water), improved grab, psi
like abilities, swallow whole

Darkvisi on 60 ft., DR 15/metal, dragon traits,
low -light vision, power resistance 26, spell
resistance 26

Fort +17, Ref +10, Will +12

Str 29 Dex 7, Con 21, Int 4, Wis 11, Cha 12
Climb +11, Concentration +15, Intimidate +9,
Jump +14, Listen +10, Move Silently +6,
Search +5, Spot +10, Survival +8, Sw
Improved Critical (bite), Great Fortitude,
Improved Bull Rush, Improved Overrun,
Power Attack, Snatch, Weapo  n Focus (bite)

Aquatic

Solitary

15

Double Standard

Always neutral

21-32 HD (Gargan tuan), 33 -64 HD (Colossal)
s}

swallowed creature can cut its way out by dealing 30

points
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ular action closes the

of damage

hole; another swallowed opponent must cut its own way
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The sun drakeds gull et

32 Small, or 128 Tiny or smaller creatures.

Water Drake

This highly unusual beast is clearly at home in open
water. It ha s sleek contours, four webbed claws and a

dr akeds
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broad tail and appears to be some form of monstrous
reptile.

The rarest of the Athasian drakes, water drakes are
seldom seen on Athas, preferring ponds and other bodies
of water in which to make their homes. They roam what
scant few bodies of water that remain, hunting and
devouring any and all prey of suitable size. They have a
particular hatred for all humanoid races, whom the drakes
blame for having brought ruin to Athas, and will seldom
hesitate to attack such folk on sight. And yet, despite their
ferocity, water drakes are treated with reverence by most
Athasians, who see them as symbols of what has been
lost to their home.

Water drakes prefer to be left alone and will avoid
contact with others, unless hungry

Water drakes are reptilian creatures with bodies
perfectly suited for swimming. Their four legs end in
webbed claws, and when in water, their long, flat tails are
an excellent source of propulsion.

Combat

A water drake hates to fight on land and will retreat into
water as quickly as possible. Once there, it will attempt to
eliminate its weakest opponents first, using its psionic
powers to escape if necessary. A water drake will only
enter into combat with powerful foes if it feels that it will
emerge victorious. A water drake possesses an elemental
attack that allows it to gate in pure water from the plane
of elemental water.

Elemental Attack (Su): Once per day, a water drake
is able to gate in a 50 feet diameter sphere of pure water
from the elementa | plane of water. Any creature caught in
the area of effect suffers 4d8 points of bludgeoning
damage ( Reflex half DC 21) as the sphere collapses. Any
creature that fails its save is also knocked prone. If the
water is contained within an area, creatures in the area of
effect may be in danger of drowning. The save DC is
Charisma -based.

Improved Grab (EXx): To use this ability, an water
drake must hit with its bite attack. It can then attempt to
start a grapple as a free action without provoking an

attack of opportunity. If it wins the grapple check, it
establishes a hold and can swallow whole that round.

Psi -Like Abilities: 3/day & body adjustment  (7d12*) ,
chameleon, clairvoyant sense, control body (any size
target, DC 15*%) , inertial barrier, psionic dimension door
(manifest as move action®) , telekinetic force (500 Ibs.

max) . 1/day & dream travel (DC 19*) , psionic banishment
(ML 17 for overcoming power resistance, DC 20*) , psionic
teleport, temporal acceleration (2 round duration*)
Manifester level 15th. The save DCs are Charisma -based.

*I'ncludes augmentation for
manifester level.

Swallow Whole (EXx): The water drake can try to
swallow a grabbed opponent of Large or smaller size by
making a successful grapple check. Once inside, the
oppone nt takes 2d8+8 points of crushing damage plus
2d8+6 points of acid damage per round from the water
drakeds digestive juices. A
way out by dealing 30 points of damage to the water
drakeds di ge sA€Cil6).eOnce the crda tlre exits,
muscular action closes the hole; another swallowed
opponent mu s t cut its own
gullet can hold 2 Large, 8 Medium, 32 Small, or 128 Tiny
or smaller creatures.

way

Skills: A water drake has a +8 racial bonus on any
Swim check to perform some special action or avoid a
hazard. It can always choose to take 10 on a Swim check,
even if distracted or endangered. It can use the run action
while swimming, provided it swims in a straight line.

Dray

You are startled to be confront ed by a tall, lean draconic
being with scaly skin, hairless body, and clawed limbs. It
has no wings, but its reptilian features, combined with its
long tail, leave you in little doubt as to its heritage.

Dray are a race of intelligent draconic humanoid S
created by Dregoth, the undead dragon king of Giustenal.
Through his experience as a Champion of Rajaat and an
advanced being, Dregoth came to believe that the dragon
was the next step in human evolution, and created the
dray to explore this belief. His initial experiments were
unsuccessful but eventually led to the creation of the first
generation of dray. These, however, proved to be flawed,
imperfect beings and were unlovely in the eye of their
creator. Dregoth banished them to the depths of the earth
beneath Giustenal and redoubled his efforts. The second
generation of dray was the result and in their lean
contours and sleek lines Dregoth finally found the loyal
children that he so desired.

First generation dray have jagged claws and their scales

t Are mottied and uneveny thairkbedies slightly bent and
mutated. The second generation dray, by comparison, are
near -replicas of the dragon king, with proud draconic
heads atop long necks. Straight, ivory teeth are set in

neat rows within their long jaws. Thei r leathery scales
come in a variety of colors and their long, whiplike tails
stretch out majestically behind them.

swal | Allwdray distrust asurfagee dwellars but uthe seaond

generation have been taught to despise them also.
Humanity is worthy of only pity, until such time as the
species can become dray. Humanoids deserve only death.

o kn this Dregethe carrjgg thecteachings of Rajagtdnto a new
age.
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Hit Dice:
Initiative:
Speed:
Armor Class:

Base Attack/Grapple:

Attack:

Full Attack:

Space/Reach:
Special Attacks:
Special Qualities:

Saves:

Abilities:

Skills:

Feats:
Environment
Organization:
Challenge Rating:

First Generation Dray,

1st - Level Warrior

Medium Dragon

1d8+2 (6 hp)

+1

30 ft. (6 squares)

14 (+1 Dex, +3 natural), touch 11, flat
13

+1/+4

Claw +4 melee (1d4+3) or bone longsword
+3 melee (1d8+3/19 -20)

2 claws +4 melee (1d4+3) and bite +2 melee
(1d6+1); or bone longsword +3 melee
(1d8+3/19 -20) and bite +2 melee (1d6+1)

5ft. /5 ft.

o)

Darkvision 60 ft., immunities, less water, light
sensitivity, low -light vision, resistance to fire
10

Fort +4, Ref +1, Will T2

Str 17, Dex 12, Con 15, Int 6, Wi
Climb +5, Jump +5

Multiattack

Underground (Kragmorta)
Solitary, patrol (2 -12),0 rclan (4 -48)
1

s6,Cha7

-footed

Second Generation Dray,

1st - Level Warrior

Medium Dragon

1d8+1 (5 hp)

+1

30 ft. (6 squares)

14 (+1 Dex, +3 natural), touch 11, flat
13

+1/+3

Claw +3 melee (1d4+2) or bone longsword
+2 melee (1d8+1/19 -20)

2 claws +3 melee (1d4+2) and bite +1 melee
(1d6+1); or bone longsword +2 melee
(1d8+1/19 -20) and bite +1 melee (1d6+1)
5ft. /5ft.

o)

Darkvision 60 ft., immunities, less water, light
sensitivity, low -light vision, resistance to fire
10

Fort +3, Ref +1, Will T2

Str 15, Dex 12, Con 13, Int 12, Wis 6, Cha 9
Craft (any) +5, Listen +0, Spot +0

Multiattack

Underground (New Giustenal)

Solitary, patrol (2 -12),orclan (4 -48)

1

-footed

Standard
Usually lawful evil

Treasure: Standard

Alignment: Usually lawful neutral
Advancement: By character class
Level Adjustment: +1

All dray are o mnivores, but require a substantial meat
component in their diets. In Kragmorta, the first
generation dray hunt food from among creatures released
by their creator Dregoth or other natural residents of the
Athasian Underdark. They also forage for roots an
that grow near the lava rivers. The second generation
dray, dwelling in New Giustenal, raise domestic grazing
lizards known as fanner beasts, cultivate fungi, and draw
fish from the Blackjaw River (although they risk the
attention of the deadly sha  rg when doing so).

Both generations of dray speak the ancient tongue of
lost Giustenal, although the first generation dray speak it
with considerably less elegance than the second. Neither
generation knows any of the modern languages of Athas.

d fungi

Combat

All dray are savage fighters, at home with their natural
weaponry and adept at wielding these in battle. They are
also able to use manufactured weapons and armor,
although the first generation fashion gear that is crude by
comparison with the creations o f their more advanced
cousins.

Immunities (Ex): Dray are immune to magic sleep
effects and paralysis effects.

Less Water (Ex): Dray only need 1/2 as much of the
normal water requirement for their size category when
active, and only 1/4 the requirement w hen they are
inactive.

Light Sensitivity (Ex):
sunlight or within the radius of a

Dray are dazzled in bright
daylight spell.

The dray presented here had the following ability scores
before racial adjustments: Str 13, Dex 12, Con 11, Int 10,
Wis 8, Cha 9. Each has taken a single class level in
warrior, replacing their single dragon racial Hit Die.

By character class
+1

Challenge Rating: Dray with levels in NPC classes have
a CR equal to their class level. Dray with levels in PC
classes have a CR equal to their class level +1.

Dray Society

Banished by their lord long ago, the first generation of
dray struggle to survive in the fiery caverns of Kragmorta.
Living in clans under the rulership of a Clan Father, the
first generation dray still worship Dregoth as their god but
also hate him for rejecting them. They are nevertheless
sometimes visited by
comes to preach the word of Dregoth and, he hopes,
someday bring the lost children home.

The second generation dray inhabit New Giustenal in
contentment. Protected and nurtured in their spiritual
growth by Dregothds templars,
raise families. The second generation looks down upon the
first, seeing themselves as superior to the earlier dray.
They are the chosen of Dregoth a nd the first generation
deserves nothing but their contempt and hatred.
Curiously, the first generation dray also consider
themselves better than the dray that replaced them. They
bear no ill will towards the later dray, but they do not
trust them either. In their hearts they long for the day
that Dregoth will forgive them for their imperfect
existence and welcome them back to the home that once
they knew.

First Generation Dray as Characters

First generation dray follow the paths of the fighter,
rogue or cleric. Clerics of earth, fire and magma are all
common in Kragmorta. They have little to no
understanding of magic, and wizards are unheard of
amongst the first generation.

A first generation dray character exchanges his 1 HD of
dragon for his firstcla  ss level.

Dregot hds

Hi gh

they
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First generation dray characters possess the following Raam for many ages, and the drik herds are far thinner

racial traits. now as a result. A quadruped, each of

e +4 Str,+ 4 Con, -4 Int, -2 Wis, -2 Cha. First generation ends in four wicked talons, capable of tearing t hrough
dray are very strong and hardy, but their nature as steel.
outcasts and mutants has damaged their psyche. Low and lumbering, the drik is born without its shell,

¢ Medium size. but as it grows, it secretes a resin that combines with

e Afirst generation drayés base | anlbnysesiduesdo forrs an®wer f egeowing carapace. It is this

e Low-light vision. carapace that makes the creature so valued, as it can be

e Darkvision out to 60 feet. remodeled and fashioned to form a well -defended

e +3 natural armor  bonus. platform ideal for waging siege warfare.

e Natural Weapons :2claws ( 1d4), bite ( 1d6) Driks are used as weapon platforms, living rams, heavy

e Special Qualities (see above): Immunities, less water, assault forces and (rarely) beasts of burden. Hamanu,
light sensitivity, resistance to fire 1 0 sorcerer -king of Urik, is known for having devised a foul

e Automatic Languages: Giustenal. Bonus Languages: method of al tering driks while they are still in the egg. The
Common, Dwarven, Elven, Giant. resulting mutation is born with cunning intelligence, speed

* Favored Class: Fighter. and Strength and possesses a natural aptitude for defiler

e Level adjustment:  +1. magic. Known as  high driks , these fiends are further

detailed hereafter.

Second Generation Dray as Characters The adult dri k is 35 feet across or more, weighing in
Second generation dray favor wizardry or the road of over 6 tons. Driks reach maturity in two years and can

the templar in service to their god. Almost all second live as many as 30.

generation dray who take adventuring classes are wizards

(defilers) and templars. Combat

A second generation dray character exchanges his 1 HD
of dragon for his first class level.
Second generation dray characters possess the following

racial traits.

e +2 Str,+2 Con, +2 Int, -2 Wis. Second generation dray

are not as strong or hardy as their predecessors but do

not suffer their mental deficiencies.

Medium size. b

A second generation drayds base g

Low-light vision.

Darkvision out to 60 feet.

+3 natural armor bonus.

Natural Weapons : 2 claws ( 1d4), bite ( 1d6)

Special Qualities (see above): Immunities, less water,

light sensitivity, resistance to

fire 10.

e Automatic Languages:
Giustenal. Bonus Languages:
Common, Dwarven, Elven,
Giant.

* Favored Class: Wizard.

e Level adjustment +1.

The drik takes a simple approach to conflict: rend, chew
and swallow whatever gets in the way of more leisurely
activity. Despite their lumbering nature, they are
surprisingly fast when it comes to actual combat. Their
necks are strong and nimble and a drik can lunge forward
to devour a foe with but a momentds n
A drik is also able to attack with its claws, but the
e a s tminenseiweight means that it must balance itself
h 8t Tedst thr@e%Fitd leds 3t alf fned afidsb may only
attack with a single claw at once.

Improved Grab (Ex): To use this ability, a drik must
hit with its bite attack. It can then attempt to start a
grapple as a free action without provoking an attack of
opportunity. If it wins the grapple check, it establishes a

Drik

This creature is a monstrous
lizard with a great horned and

ridged shell over thirty feet

across. Its limbs and head, scaled

with dull violet hide, protrude

from beneath the shell in a

fashion similar to  a tortoise, and
enormous tusks jut from its

sl avering j aws .

small eyes are dead black and its

talons are seemingly cut from

jagged, stained ivory.

The drik is a gargantuan herd
lizard once common in the
northern Tyr region. It broad,
horned shell and great  Strength
have made it a favorite beast of
war with the lords of Urik and
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Drik High Drik

Gargantuan Animal Huge Magical Beast (Augmented Animal)
Hit Dice: 16d8+112 (184 hp) 8d10+32 (76 hp)
Initiative: +1 +2
Speed: 20 ft. (4 squares) 30 ft. (6 squares)
Armor Class: 23 (-4 size, +1 Dex, +16 natural), touch 7, 20 ( -2 size, +2 Dex, +10 natural), touch 10,
flat -footed 22 flat -footed 18
Base Attack/Grapple: +12/+37 +8/+24
Attack: Bite +21 melee (2d8+13) Bite +1 4 melee (2d6+8 plus poison) or
longsword +14 melee (2d8+12/19 -20)
Full Attack: Bite +21 melee (2d8+13) and claw +16 Bite +14 melee (2d6+8 plus poison) and 2
melee (2d6+6) claws +9 melee (1d8+4), or longsword
+14/+9 melee (2d8+12/19 -20) and bite +9
melee ( 2d6+4 plus poison)
Space/Reach: 20 ft. / 15 ft. 15 ft./15 ft.
Special Attacks: Improved grab, powerful charge 6d6+20, Poison, spells
swallow whole
Special Qualities: Low - light vision Darkvision 60 ft., low  -light vision
Saves: Fort +19, Ref +11, Will +4 Fort +10, Ref +8, Will +2
Abilities: Str 36, Dex 13, Con 24, Int 1, Wis 8, Cha 3 Str 26, Dex 15, Con 18, Int 14, Wis 10, Cha 9
Skills: Listen +5, Spot +5, Survival +6 Concentration +11, Intimidate +10,
Knowledge (arcana) +10, Listen +6, Search
+8, Spot +6
Feats: Awesome Blow, Great Fortitude, Improved Agonizing Radius, Destructive Raze, Maximize
Bull Rush, Improved Natural Armor, Improved Spell
Overrun, Power Attack
Environment Rocky badlands Rocky badlands
Organization: Herd (2 -4) Solitary
Challenge Rating: 12 9
Treasure: none Standard
Alignment: Always neutral Usually neutral evil
Advancement: 17-32 (Colossal) By character class
Level Adjustment: d +5
hold and can try to swallow the opponent in the following three years in the Black Waters oasis. This oasis is at the
round. heart o f the ancestral drik ranges and the lumbering
Powerful Charge (Ex) : When a drik charges, its lizards are the only known creatures that regularly drink
immense weight and horned carapace allow it to deal from those poisoned waters and survive.
6d6+20 damage at an attack bonus of +21, in addition to Their territorial nature, however, makes drik easy to
the regular hazards and benefits of a charge. track and capture. As their numbers dwindle, with still no
Swallow Whole (Ex): If the drik successfully grapples drik yet successfully bred in captivity, the acquisition of
a target of size Huge or sm aller, it may initiate a second new eggs becomes more challenging each season. In
grapple check which, if successful, means that the drik addition to this, driks become extremely agitated in
has swallowed its target whole. The swallowed target is captivity and require constant psionic handling.
still considered grappled and takes 2d8+13  points of Consequently, casualties amongst drik han dlers are very
crushing damage plus 8 points of acid damage each round high. Driks communicate with one another using a series
fom the drikoés gizzard. The t ar geftgrunisagnd befloyws. More iotelligentf createres are
using light slashing or piercing weapons only. The interior forced to use psionics in order to communicate with them.
of the drik is  AC 18 and it takes 25 points of damage to
create a hole, which seals itself through muscular action Drik War Machines
oneround afterbeingopene  d. A Gargantuan dri kO dedafobeSthielchef use of the drik is as a we apon
can hold 2 Large, 8 Medium, 32 Small, 128 Tiny or 512 of war. Besides the more obvious applications of the
Diminutive or smaller opponents. o l'izardods sStrength ,antthe drikdés carapaceé
Carrying Capacity: A light load for a drik is up to possesses certain characteristics that make it ideally
14,690 pounds; a medium load, 14,690 -29,425 pounds; a suited to retooling for martial purposes.
heavy load, 29,425 -44,160 poun ds. A drik can drag Because it is formed chiefly from secreted res in, the
220,800 pounds. shell of a drik can be remolded under the influence of
. . heat. Siege weaponry of all kinds can then be mounted
Drik Society onto the creatureds back, protected
Wild driks live in small familial herds, each led by an shell. Command posts and small siege towers are not
adult female. Other adult females are seen as rivals i the uncommon and the engineers of Ra am have perfected a
resulting struggles for dominance are truly a sight to met hod of mol ding the shape of a gr
behold. The herd grazes on desert shrubs but will also eat using wooden strictures and frames, but this method only
whatever smaller, more mobile prey is unfortunate has a one in three survival rate.

enough to come close enough to their crushing jaws. In
the northern Tyr region, female driks lay their eggs every
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High Drik

A bipedal reptilian horror as tall as a beasthead giant,
this creature sports  a thick, horned carapace and rows of
razor sharp black teeth that drip a vile ichor. Its hide is
dark red, with thickly writhing veins protruding from
beneath the skin and its jagged carapace is dark grey,
flecked with sickly green.

The high drik is a h ideous mutation, created from an
unborn drik and a sorcerer -ki ngds foul
Hamanu of Urik is the only sorcerer -king known to
possess the lore to create high driks, but it is quite
possible that another will uncover the secret of their
creati on i or that someone may have done so previously
to Hamanu, their deeds and name lost to the sands of
memory.

High driks are bipeds, but retain a shrunken form of the
carapace common to their unaltered cousins. Their claws
are three -taloned, as opposed t o four, and they develop
venomous saliva that complements their already ferocious
bite. High driks are intelligent and the intense magical
energies that they are subjected to in ovo give them a
natural affinity for defiling magic.

A high drik stands 18 f
pounds.

eet high and weighs 3,500

Combat

In battle high driks are formidable opponents, making
full use of their spells and natural abilities, to the ruin of
many an enemy. They will typically use troops under their
command to tackle their foes, support ing from a distance
with their spells.

They do not shirk from melee combat, however, and
relish going toe -to-toe with half -giants and other heavy
opponents. High driks wield a variety of weapons in
combat, including swords, clubs, spears and tridents T all
appropriately sized for the drik grip.

In personal combat, a high drik favors damaging spells
and will seek to incapacitate other spellcasters using its
sorcery and then deal with warriors and their kin as swiftly
as possible. All melee attacks are au gmented with a
poisonous bite wherever possible and a high drik often
selects its spells purely to augment its melee abilities. In
addition to this, high driks are known for harnessing the
agonizing effects of defiling magic and using it as a
strategic too |in combat and prefer class progressions that
enhance this aspect of their spellcasting.

Poison (Ex): Injury , Fortitude DC 18, initial damage
2d6 Con , secondary damage 1d6 Con . The save DC is
Constitution - based.

Spells (Sp) : A high drik casts spells a s a wizard
(defiler) of level equal to its Hit Dice. (A mature high drik
casts spells as an 8th  -level wizard.)

Typical wizard spells prepared
+ spell level): 0 i disrupt undead

(4/5141312; save DC 12
(x2) , flare, ray of frost ;

In addition to being able to learn the common t

high driks also retain their ability to communicate with
their unaltered fellows. This makes them excellent choices
for drik handlers. The high drik themselves are treated as
the valuable resources that they truly are, catered to by
special servants . Such is the inborn ferocity of the high
drik, however, that few of these aides survive for more
than a year. Hamanu lavishes attention upon his high
driks as if they were his own offspring.

ongue,

ma g i ¢ HighOriks as Chatadteys,

High drik characters are most often wizards or psions,
with some complementing their natural combat potency
with levels as fighters. When advancing as a wizard,
however, the high drik retains the spell progression
granted him by his racial Hit Dice and instead adds +1
caster level as a wizar d (defiler) for each level of wizard
that he gains.

High drik characters possess the following racial traits.

e +16 Str,+4 Dex,+8 Con, Int +4, -2 Cha
e Huge size. 12 penalty to Armor Class, -2 penalty on
attack rolls, -8 penalty on Hide checks, +8 bonus on

grapple checks, lifting and carrying limits quadruple
those of Medium characters.

¢ Space/Reach: 15 feet/10 feet

e A high drikds base | and speed

e Low-light vision .

o Darkvision out to 60 feet.

¢ Racial Hit Dice : A high drik begins with eight levels of
magical beast (augmented animal ), which provide  8d10
Hit Dice , a base attack bonus of +8, and base saving

throw bonuses of Fort +6, Ref +6 and Will +2.

e Racial Skills : A hi g hmadicali keass levels give it
skill points equal to 11 x (2 + Int modifier). Its class
skills are Concentration , Intimidate , Knowledge (any),
Listen, Search and Spot.

e A hi gh ndagidalk ldeast levels give it three feats.

Weapon Proficiency: A high drik is proficient with all

simple and martial weapons.

e +10 natural armor bonus .

¢ Natural Weapons :1 bite ( 2d6), 2 claws ( 1d8).

e Special Attacks (see above): Poison, spells.

e Special Qualities (see above): +1 wizard caster level per
Racial Hit Die.

e Automatic  Languages: = Common,  Drik. Bonus
Languages: Urikite.

¢ Favored Class: Wizard.

e Level Ad justment: +5.

Dune Freak

Medium Monstrous Humanoid

Hit Dice:  3d8+3 (16 hp)

Initiative: +1

Speed: 30 ft. (6 squares), burrow 40 ft.

1SF ! . magic grsie (gl el = shogling grasp ,”true Armor Class: 12 (+1 Dex, +1 natural), touch 11, flat -

strike ; 2nd T boneharden, b u |l Btéesgth , see invisibility |, footed 11

spider climb ; 3rd i dedication, fly, haste; 4th i burning Base Attack/Grapple: +3/+4

hands (maximized), —magic missile (maximized) Attack: Claw +4 melee (1d4+1) or b ite +4 melee (1d2+1
. . . plus poison)

High Drik Society . ) ] ) Full Attack: 2 claws +4 melee (1d4+1) and bite -1 melee
Due to the effects of their transformation , high driks are (1d2+1 plus poison)

sterile and have never developed a culture of their own. Space/Reach: 5 ft./5 ft.

Raised for war, they are cruel, sadistic creatures, and Special Attacks: Improved grab, poison, rend 2d4+1,

many believe that the transformation process renders suffocation

them completely insane.
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Special Qualities: Low -light vision, light blindness, making a g rapple check. Any creature dragged

trem orsense 60 ft. underground is subject to suffocation. To escape, the
Saves: Fort +4, Ref +4, Will +3 creature mu st escape the anakorebs
Abilities:  Str 12, Dex 13, Con 12, Int 6, Wis 10, Cha 8 Strength check ( DC 15) to reach the surface.
Skills:  Hide +4*, Move Silently +4 Tremorsense (EX): A dune freak can automatically
Feats: Ability Focus (poison), Great Fortitude sense the location of  anything within 60 feet that is in
Environment: Deserts contact with the ground.
Organization: Solitary, tribe (2 -12) Skills:  *Dune freaks receive a +8 racial bonus on Hide
Challenge Ra ting: 2 checks while in sandy terrain.
Treasure:  Standard coin, no art, standard items
Alignment: Usually neutral evil Dune Freak Society
Advancement: By character class Dune freaks usually live within sandy heaps, like dunes,
Level Adjustment: +2 or the alluvial fans at the mo  uths of canyons. Normally

o they operate in small packs, with the most aggressive

You see before you a hunched humanoid with a bony, acting as leader.
wedge -like head sporting small, flat ears and sunken,
beady e yes. The creature also possesses a curious spinal Dune Freaks as Characters
ridge.

A dune freak's favored class is cleric. Leaders are
usually clerics who serve, almost exclusively, the element

of earth, but a fe w exceptions have been known. Dune

freaks rarely have the talent to be fighters or rangers, but

some excel as rogues. Most dune freak spellcasters,

however, are defilers. Dune freaks favor spells that hide

them from or distract their enemies.

Dune freak characters possess the following racial traits.

e +2 Str,+2 Dex,+2 Con, -4 Int, -2 Cha

e Medium. As Medium creatures, dune freaks receive no
bonuses or penalties due to their size.

e Space/Reach: 5 ft./5 ft.

e A dune freakds base | and spksed is 3
also have a burrow speed of 20 ft.

e Low-light vision .

e Racial Hit Dice : A dune freak begins with 3 levels of
monstrous humanoid , which provide 3d8 Hit Dice , a
base attack bonus of +3, and base saving throw
bonuses of Fort +1, Ref +3and Will +3.

e Racial Skills: A dune freaks  monstrous humanoid  levels
give it skill points equal to 6 x (2 + Int modifier). Its

The dune freaks (or anakore) are a race of dim -witted class skills are  Hide and Move Silently
humanoids who live in subterranean colonies, occasionally e A dune f mansireud Sumanoid levels give it 2
roaming the surface of Athas to hunt. They have a dorsal feats.
ridge running along their sp  ine that allows them to pick up e Weapon Proficiency: A dune freak is proficient with a I
vibrations traveling through the sand. With it, they can simple weapons and its natural weaponry.
detect creatures moving along the sand. e +1 natural armor bonus .

e Natural Weapons :2claws ( 1d4), 1 bite (1d2).
Combat e Special Attacks (see above): Improved grab, rend,

Dune freaks usually attack their foes by burrowing suffocation . )

underneath them, and then striking from beneath with * Elpe(?al Qualities  (see above): Tremorsense 60 ft., light
indness.

their sharp cI aws and poisonous bite. Once the anakore's

poison has had a chance to work, the dune freak will pull e Automatic L anguages: Anakore. Bonus Languages:

its victim under the sand and let it suffocate. gone. _ ]
Improved Grab (EX): To use this ability, a dune freak e Favored Class: Cleric.
must hit with its claw attack. It can then attempt t o start * Level Adjustment: +2.

a grapple as a free action without provoking an attack of
opportunity.  The dune freak can then rend its opponent.

Light Blindness: Dune freaks are completely blind in
bright sunlight or within the radius of a daylight spell. DU ne Reap er
Poison (Ex): Injury, Fortitude save DC 14. Initial Hurting  towards vou is a horrendous leather
damage is 1 point of temporary Strength damage, and the 9 Y y

secondary damage is  1d6 points of temporary Strength quadruped with no discernable features on its long head

. . ) except for a fanged orifice flanked by a pair of sna pping
damage. The.save DC is Const|tut|on' gl mandibles. It front two limbs end in scythe -like blades and
Rend (Ex): A dune freak that wins a grapple check y . . .
it has a scattering of short spines across its back and

after a successful cla w attack establishes a hold, latching
onto the opponentds body and t
attack automatically deals 2d4+1 points of damage.
Suffocation (Ex): A dune freak can attempt to drag a
grabbed Medium or smaller creature underground by

sgwpitsiwiiehing s ¢ | esh.  This
Dune reapers are large, aggressive predators that
inhabit the deserts and sandy wastes. While hunting, they

leap from the sand in packs to ambush and hack apart
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Hit Dice:
Initiative:
Speed:
Armor Class:

Base Attack/Grapple:

Attack:
Full Attack:

Space/Reach:
Special Attacks:
Special Qualities:

Saves:
Abilities:

Skills:
Feats:

Environment:
Organization:
Challenge Rating:
Treasure:
Alignment:
Advancement:
Level Adjustment:

Dune Reaper, Drone

Large Aberration

8d8+24 (60 hp)

+7

30 ft. (6 squares)

18 (-1 size, +3 Dex, +6 natural), touch
12, flat -footed 15

+6/+17

Claw +12 melee (3d6+7)

2 claws +12 melee (3d6+7) and bite +10
melee (1d8+3)

10 ft./5 ft.

Pounce, rake 3d6+3
Darkvision 60 ft.,
resistance 13

Fort +5, Ref +5, Will +6

Str 24, Dex 16, Con 16, Int 1, Wis 10,
Cha 6

Hide+5, Jump+12

fear resistance, spell

Improved Initiative, Improved Natural
Attack (claw), Multiattack

Deserts

Pack (5 -30)

6

None

Always neutral
9-16 HD (Large); 19
o]

-24 HD (Huge)

Dune Reaper, Warrior / Matron

Large Aberration (Psionic)

10d8+40 (85 hp; matron 120 hp)

+6

30 f t. (6 squares)

19 ( -1 size, +2 Dex, +8 natural), touch 11, flat
footed 17

+7/+19

Claw +14 melee (3d6+8 )

2 claws +14 melee (3d6+8) and bite +12 melee
(2d6+4)

10 ft./5 ft.

Pounce, psi -like abilities, rake 3d6+4
Darkvision 60 ft, fear resistance,
resistance 15, spell resistance 15

Fort +7, Ref +5, Will +7
Str 26, Dex 15, Con 18, In t 3, Wis 10, Cha 8
Hide +6, Jump+13
Improved Initiative,
(bite),  Improved
Multiattack

Deserts

Pack (5 -30)

7 (matron 8)

None

Always neutral

11-20 HD (Large); 21
o]

Improved Natural Attack
Natural  Attack  (claw),

-30 HD (Huge)

power

their prey on their scythe -like front -limbs. The deserts
outside the city -state of Draj are said to hold many packs

of wandering dune reapers. Dune reapers are known to lie

in wait for many days along a caravan route just to find

suitable prey. Because of their fearlessness and their
tendency for fighting to the death when in search of food,

they are especially prized in the gladiatorial arena.

Perhaps the most disquieting features of the dune reaper

are the eerie red luminescence of its eyes and the sickly

sweet smell of decay that surrounds it. The reaper emits a
howling wail that can frequently be heard across the
barren deserts of Athas. The size, ferocity, and eerie
appearance of the dune reaper make it a highly valued
combatant in many Athasian arenas. D une reapers will eat

anything, even stone and sand (believed to aid in
digestion) and will also turn on one another if living food
supplies run out.

Dune reapers communicate through a combination of
sound, motion and scent. To outsiders, this
communicatio n can often appear to be some sort of
strange dance, accompanied by soft whirring chortles.
Close encounters with communicating dune reapers soon
disabuse observers of such opinions, however.

Combat

Dune reapers will often lie in wait for days near carava
routes or game trails, secure in the instinctive knowledge
that a meal will present itself sooner or later. Upon
sensing prey, the dune reaper leaps out of the sand and
attempts to impale their victims on their scythe
They have also been know  n to resist magical attacks.

Fear Resistance (Ex): Because of their ruthlessness
when in search of prey, dune reapers benefit from a +4
racial bonus on Will saves against fear effects.

Pounce (Ex): If a dune reaper charges, it can make a
full attack, inc  luding two rake attacks.

Drones

Drones are the smallest and weakest of the dune
reapers, often comprising two thirds of a pride. Possessed
of only the most rudimentary intelligence, each drone is
bonded by pheromones to a single warrior from birth and
receives all orders and instructions from this warrior as
part of that warrioros
die, the pride will turn on her clan of drones and destroy
them. Orders given to a drone are followed slavishly by
that drone. Any other war rior or drone interfering with
such orders is attacked by a controlled drone until the
interloper is dead. Only the matron can override orders

-like limbs.

ficl ano.

Shoul
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given by a droneds control |l ing wdistinct rolgs: theimatiol, the warriors and thg dronkse
risk of attack. The matron and all warriors are female and the drones are
male, with female dune reapers growing larger than their
Combat male counterparts and the oldest and most powerful
female acting as the matron of the pride.
Rake (Ex):  Attack bonus +12m  elee, damage 3d6 +3. Dune reapers build subterranean nests out of a
combination of sand and salival secretions. Each pride will
R have two such nests in its territory and spends half the
Warriors year in one nest and the other half in the other. The nests
Warrior reapers are the sergeants of the pride and are always located near a source of water for the pride.
ensure that the orders of the matron are carried out. This water source also serves as the mating ground and
Warriors are assigned 2 -5 drones that are bonded to them pride hatchery. The matron will mate with a prospective
for life. A warrior and its dr onw®ale dsoneetwiteraoyean Falawinga mating,|the matron | f
a drone dies, one is assigned to the warrior when a new kills the male and lays her eggs in h is corpse. These hatch
one is born. I f all of a warri oriosvo manthsyfollawing which they ¢oin the prideolhanwi | |
turn on the warrior and attempt to Kill her. excess of warriors or drones has been hatched, the
surplus hatchlings are killed to keep the pride in balance.
Combat
After initial contact with an enemy, warrior reapers
usually stand back and support th e drones by using their DW a_rf
innate psionic abilities. If overwhelmed, the warrior will
flee and seek to summon reinforcements from the pride. Dwarf, 1st  -Level Warrior
Psi - Like Abilities: At will T cloud mind, concussion blast Medium Humanoid (Dwarf)
(4d6*) , ego whip (2d4, DC 12*), inertial barrier, matter Hit Dice : 1d8+2 (6 hp)
agitation, mindlink (9 targets*) , psionic daze (13 HD¥*) , Initiative: +0
tower of iron will (2 rounds, PR 20) Manifester level Speed: 20 ft. (4 squares)
10th. The save DCs are Charisma -based. Armor Class: 13 (+3 studded leather), touch 10, flat -
*I ncludes augmentation for dune fodtel@a3per O0s mani fester
level. Base Attack/Grapple: +1/+2
Rake (Ex):  Attack bonus +14 melee, damage 3d6+4. Attack:  Bone battleaxe +2 melee (1d8/x3)
Full Attack: Bone battleaxe +2 melee (1d8/x3)
Space/Reach: 5ft./5 ft
Matrons Special Attacks: o]
Special Qualities: Dwarven traits

The matron of a pride is always the largest female
warrior and has the duty of directing the pride in all of its
actions. She decides when and where a specific clan will
hunt and when the pride migrates from one hive to the
other. Matrons ar e occasionally challenged for supremacy
by other powerful warriors i this is the only way that one
matron will yield power to another, short of death in
combat with foes other than dune reapers. A dune reaper
warrior who becomes a matron undergoes hormona
induced spurts of growth until she reaches her maximum
hit point total.

Iy

Combat

The matron of a pride has the same abilities and
statistics as the warrior reapers, as she is simply the
largest female in the pride, and her hit points are at their
maxi mum as a consequence. A matron will only engage in
combat if she believes that her pride is in danger.

Otherwise, she directs her warriors and their clans into
battle and supports from a distance with her psionics.
Matrons most often find themselves in co nflict with
warriors who seek to usurp her position in the pride.

Psi - Like Abilities: At will T cloud mind, concussion blast
(4d6*) , ego whip (2d4, DC 12%), inertial barrier, matter
agitation, mindlink (9 targets*) , psionic daze (13 HD¥*) ,
tower of iron wil | (2 rounds, PR 20) Manifester level
10th. The save DCs are Charisma -based.

*I'ncludes augmentation f
level.

or

Dune Reaper Society

Dune reapers live in prides of up to 30 individuals. The
prides follow a strict matriarchal hie rarchy, with three

Saves:
Abilities:

Fort +4, Ref +0, Will Tl
Str 13, Dex 11, Con 14, Int 10, Wis 9, Cha 6

Skills:  Climb +2, Jump -4, Listen +0, Spot +0

Feats: Weapon Focus (battleaxe)

Environment: Any

Organization: Solitary, team (2 -4), squad (11 -20 plus 2
3rd -level sergeants and 1 leader of 3rd -6th level), or
clan (30 -100 plus 30% noncombatants plus 1 3rd -level
sergeant per 10 adults, 5 5th -level lieutenants, and 3
7th -level captains).

Challenge Rating: 1/2

Treasure:  Standard coins; double goods; standard items
Alignment: Usually lawful good or lawful neutral
Advancement: By character class

A short, hairless humanoid with low, beetling brows and
thick, sturdy limbs stands beneath the hot sun, his skin
deeply tanned, h is eyes watching you with steady
appraisal.

The dwarves of the Tablelands stand 4 1/2 to 5 feet tall,

with big muscular limbs and a strong build. They weigh on

average 200 Ibs. Dwarves can live up to 250 years.
Dwarves are hairless and find the very ide a of hair
repulsive. They have deeply tanned skin and rarely
decorate it with tattoos.

Dwarves form a good part of the people encountered in

d u n @¢he Takledapds.rThese strognandf devetedebeings live to

fulfill their focus, a task they choose to devote their li

to. Stubborn and strong -minded, dwarves make good
companions, even though their usual focused nature can
tend to be bothersome.

ves
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Dwarves prefer to occupy themselves with meaningful
tasks, and often approach these tasks with an intensity
rarely seen in  other races. As such, dwarves make
excellent laborers, and take great pride in their
accomplishments. However, their stubbornness can lead
to difficulties. Dwarves will sometimes fail to listen to
reason and will attempt to accomplish what are impossible
tasks.

Dwarves live for their focus. Dwarves that die while
being unable to complete their focus return from the dead
as banshees to haunt their unfinished work. A dwarf also
rarely divulges his focus to anyone.

Combat

Dwarves usually attack with a more
approach to fighting.
Dwarf Traits (EX):

e +2 Constitution , -2 Charisma : Dwarves are strong and
sturdy, but their single  -mindedness hinders them when
dealing with others.

e Medium: As Medium creatures, dwarves have no special
bonuses or penal ties due to their size.

e Dwarven base speed is 20 feet.

e Darkvision : Dwarves can see in the dark up to 60 feet.
Darkvision is black and white only, but it is otherwise
like normal sight, and dwarves can function just fine
with no light at all.

e Stability: A d warf gains a +4 bonus on ability checks
made to resist being bull rushed or tripped when
standing on the ground (but not when climbing, flying,
riding, or otherwise not standing firmly on the ground).

e +2 racial bonus on saving throws against poison.

e Weapon s Familiarity: To dwarves, the urgrosh is
treated as a martial rather than exotic weapon.

e +2 racial bonus on saving throws against spells and
spell - like effects.

e +1 morale bonus on all checks directly related to their
focus. This includes a skill bonus, an attack bonus, a
damage bonus, or a  saving throw bonus, or even a
bonus to manifestation or spell save DCs.

direct, head on

e Automatic Languages: Common and Dwarven. Bonus
languages: Elven, Giant, Gith, Pterran, Tarek, Thri
Kreen.

¢ Favored Class: Fighter

The dwarf warrior presented here had the following
ability scores before racial adjustments: Str 13, Dex
Con 12, Int 10, Wis 9, Cha 8.

Dwarven Society

A dwarf's relation with others is often a function of his
focus. People that help the dwarf accomplish his focus or
share his goals are treated with respect and considered
good companions. There is little room for compromise,
though, with those that disagree with the dwarf's focus. If
they hinder the dwarf, they are considered obstacles that
must be
dwarves.

Dwarves have a very strong racial affinity. They rarely
share their history with non -dwarves; it can take years for
a stranger to gain enough trust to be admitted into a
dwarven family circle.

Dwarves receive bonuses to their
throws, attack and damage when working to complete a
task. The task must be directly related to the focus,
however. For example, Grelak, protector of his dwarven
community, chooses as a focus to retrieve a sacred book
that was stolen i n a raid. After a week of gathering clues,
he sets out to retrieve the artifact from its current
possessor, who hides in Outpost 51, a two
On the way to the outpost, he encounters a wild lirr; while
battling his foe he receives his bonuses. H
stops in Nibenay for some rest, and gets in a brawl. He
doesn't receive his bonuses, as he isn't actively pursuing
his focus.

Dwarves tend towards a lawful alignment, with most
members either good or neutral. Their devotion to
following the established hierarchy in their vilage means
they tend to follow the rules, sometimes to the point of
ridicule.

There are three main dwarven settlements in the
Tablelands: Kled, located near the city
the twin villages of North and Sout
the southwestern edge of the Tablelands. Some dwarven
communities have developed in the city -states and
some small villages, while other dwarves have taken up

11,

removed. Community i s important to the

skill checks, saving

-week journey.

owever, Grelak

-state of Tyr, and
h Ledopolus located in
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http://athas.org

52



residence with the slave tribes of the wastes.

Dwarven communities are ruled by their elders;
dwarves are particularly devoted to their community
leader, the uhrnomus . Dwarves typically worship
elemental earth. Fire is sometimes worshiped for its
destructive power and water for
intangibility and cha otic nature attracts few dwarven
worshippers. Dwarven druids are unusual and tend to take
a guarded land and become grove masters.

Like almost everything that they do, dwarves take to
psionics with a vengeance. They make formidable egoists
and nomads.

Like most peoples, dwarves have an aversion to
wizardly magic, and they are the least amenable to
changing their minds about anything. Dwarves rarely take
to the wizardly arts; the few that do are usually shunned
from respectable dwarven society. Some dwarve s will
travel with a wizard who proves himself a worthy
companion, but few dwarves will truly ever trust a wizard.

Dwarves have a long and proud oral history. They have
an old written language, but this is mostly used for writing
histories. Dwarves will n ot teach their ancient language to

outsiders; they prefer to keep that knowledge to eel will plunge back into the sand to attack from a
themselves. The dwarven language is deep and throaty, different point.
composed of many guttural sounds and harsh Breath Weapon (Su): 10-foot cone, every  1d3 rounds,
exclamations. Most non  -dwarves get raw throats if they damage 6d6 fire, Reflex DC 18 half. The save DC is
try to speak dwarven  for more than a few hours. Constitution  -based.

*Skills: Fire eels gain a +10 bonus on Hide checks

when attempting to hide in the sand.

Eel, Fire

Medium Magical Beast EI em ental Beast
Hit Dice:  8d10+16 (60 hp)
Initiative: +6 Elemental beasts are a species of elemental that, on
Speed: 20 ft. (4 squares), burrow 20 ft. their home planes, fulfill the roles of predators,
Armor Class: 18 (+2 Dex, +6 natural), touch 12, flat - scavengers and hunters of weaker beasts. They are
footed 16 perfectly in tune with their home element and are prized
Base Attack/Grapple: +8/+13 by the i ntelligent residents of those planes as guards,
Attacks: Bite +13 mele e (3d8+5) hunters and trackers, as they are able to detect elemental
Full Attack:  Bite +13 (3d8+5) impurities and the presence of other elements with great
Space/Reach: 5 ft./5 ft. ease and precision.
Special Attacks: Breath weapon The elemental beastso6 natural abil
Special Qualities: Darkvision 60 ft., low -light vision, more prized on the Material Plane, but at a cost to the
tremorsense 60 ft. elemental beasts themselves. On their home planes,
Saves: Fort +8, Ref +8, Will +2 elemental beasts are composed of utterly pure elemental
Abilities:  Str 20, Dex 15, Con 14, Int 2, Wis 10, Cha 4 force. When summoned to the Material Plane, elemental
Skills:  Hide +6*, Listen+4, Move Silently +5, Spot+4 beasts are forced to take on forms that incorporate le ss
Feats: Ability Focus (breath weapon), Alertness, pure forms of their elements. This causes them constant
Improved Initiative pain and can lead to berserk rage, panic or the death of
Environment: Deserts the elemental beast concerned. Consult the individual
Organization: Solitary, or school (1 ~ -6) monster descriptions for more detail.
Challenge Rating: 5 However, it is this same increased sensitivity to
Alignment: Always neutral elemental impurities that makes elemental beasts such
Advancement: 9-18 HD (Me dium), 19 -27 HD (Large) excellent trackers on the Prime Plane i they literally feel
Level Adjustment: ) every impurity for miles around like a barb in their senses.
With careful handling, however, they make trackers to
You see a six -foot long, fish -like snake burrowing rival even cilopses.
through the sand with aggressive motions. The minds of elemental beasts are strange, alien things,
and psions have reported little success in establishing
A fire eel is a serpentine creature that burrows through meaningful contact with them. Sorcery is the preferred
the sand living a solitary life, constantly on the lookout for method of interaction with an elemental beast as psionic
prey. It can breathe a stream of fire at its victim. contact usually leads to deliri um and coma for the
telepath.
Combat Each elemental beast can be summoned using a
summon monster VI orsummon naturespsllal |y VI
The favorite mode of a fire eel Gddtioht tod ek listed tnfaterllU tdmPolents, e e
an intended victim and breathe fire on it upon rising to the summoning of an elemental beast also requires an

surface. Should the victim survive the initial attack, the
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Combat

Elemental beasts share the following abilities.

Elemental Rage (Ex): When an elemental beast
experiences conditions adverse to its nature, it feels
intense agony. Unless it makes a successful Will save (DC
13), it enters a berserk rage for 1d8 rounds, attacking all
creatures within sight until the rage passes. While
berserk, the elemental beast receives +4 Str, +4 Con and
a+2 morale bonus on Wil saves, but suffersa 12 penalty
to AC. The elemental beast cannot use its Search skill

while berserk. See the individual descriptions for the
conditions that cause an elemental beast to rage.

Psionic Shield (Su):  The mind of an elemental beast is
alien and virtually impossible to understand through
psionic contact. Anyone attempting to make psionic
contact with the mind of an elemental beast must make a
Will save (DC 14). Failure means that the individual
attempting contact is dazed for 3d6 rounds, during which
he babbles and rants incoherently. This is followed by a
period of coma, lasting 3d10 hours. Upon waking, the
character remembers nothing of his interaction with the
elemental beast. A successful save allows communication
as normal. The save  DC is Wisdom -based.

Air Elemental Beast

A harsh, howling wind shrieks about you, driving the
desert sands into a whirling cloud. At its heart, only visible
because of the sand it displaces, is the shape of a
mons trous fanged skull, taller than a man, keeping itself
aloft with great sweeps of membranous wings that
protrude from the rear of the head.

The air elemental beast is a flying predator that uses its
speed and agility to outrun and out -maneuver its prey.
Continually invisible, t he

Air Elemental Beast
Large Elemental (Air, Extraplanar)

form is that of a winged skull eight feet across, a form
which can sometime be glimpsed as the creature stirs up
dust and sand. Only a telltale shine from its eyes gives
any clue to its presence when the creature is motionless,
however.

Combat

One its home plane, the air elemental beast relies solely
upon its bite, but its understanding of elemental
interaction gives it a fierce cunning when it comes to the
Material Plane. There, its favored tactic is to grab targets
and then fly to a great height before dropping them to
their deaths.

When combating other airborne opponents, the air
elemental beast will again attempt to grapple, and then
hurl its target into a cliff, tree or similar obstacle, rely ing
on its own agility to dart to safety at the last moment.

If an air elemental beast absorbs a body of sand or dust
of Medium size or greater, or enters an area where there

1.3 SUMIAL 3mpunt of aifhome sancyog dus, iis wrqcked!

Earth Elemental Beast
Large Elemental (Earth, Extraplanar)

Hit Dice: 8d8+32 (68 hp) 8d8+32 (68 hp)

Initiative: +11 +0

Speed: Fly 100 ft. (perfect) (20 squares) 30 ft. (6 squares), burrow 20 ft. (4 squares)

Armor Class: 21 (-1 size, +7 Dex, +5 natural), touch 16, 19 ( -1 size, +10 natural), touch 9, flat -footed

flat -footed 14 19

Base Attack/Grapple: +6/+20* +6/+25*

Attack: Bite +12 melee (1d8+3) Bite +12 melee (2d6+7)

Full Attack: Bite +12 melee (1d8+3) Bite +12 melee (2d6+7) and tail slap +7
melee (1d6+3 plus stun)

Space/Reach: 10 ft./5 ft. 10 ft./5 ft.

Special Attac  ks: Air mastery, elemental rage, improved grab Earth mastery, elemental rage, improved
grab, stun

Special Qualities:

Saves:
Abilities:
Skills:
Feats:

Environment

Damage reduction 5/ &, darkvision 60 ft.,
elemental traits, natural invisibility, psionic
shield, scent, spell alterations

Fort +6, Ref +13, Will +2

Str 15, Dex 24, Con 18, Int 4, Wis 10, Cha 10
Search +18, Spot +19, Survival +19

Flyby Attack, Improved Initiative(B), Track,
Weapon Finesse(B), Wingover

Elemental Pla ne of Air

Damage reduction 5/6 , darkvision 60 ft.,
earth glide, elemental traits, psionic shield,
scent, spell alterations

Fort +10, Ref +2, Will +2

Str 24, Dex 10, Con 19, Int 4, Wis 10, Ch al0
Search +18, Spot +19, Survival +19

Improved Bull Rush, Improved Natural Attack
(bite), Power Attack

Elemental Plane of Earth

Organization: Solitary Solitary

Challenge Rating: 6 6

Treasure: Standard Standard plus 150% gems
Alignment: Usually neutral Usually neutral
Advancement: 9-16 (Huge) 9-16 (Huge)

Level Adiustment: o] o)
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by agony and could enter a berserk rage, attacking all
within range until the fury passes.

Air Mastery (EX) : Airborne creatures take a i 1 penalty
on attack and damage rolls against an air elemental beast.

Elemental Rage (Ex): When an air elemental beast
absorbs or enters  an area containing an airborne amount
of dust, silt or sand of size Medium or larger, it is wracked
by agony.

Improved Grab (Ex): To use this ability, the air
elemental beast must hit with its bite attack. It can then
attempt to start a grapple as a free action without
provoking an attack of opportunity. *Air elemental beasts
receive a+8 racial bonus on grapple checks.

Natural Invisibility (Su): This ability is constant,
allowing an air elemental beast to remain invisible even
when attacking. This abi lity is inherent and is not subject
to an invisibility purge  spell. A cloud of dust makes the air
elemental beast visible, but it still has concealment.

Spell Alterations (Ex): If control weather is caston an
air elemental beast, the creature takes 8d8 points of
damage ( Fortitude save for half). If  gust of wind is cast on
an air elemental beast, for the next 1d4 rounds it receives
+2 Hit Dice . This gives the creature 2d8+8 temporary hit
points (average 17) and a +1 bonus on attack rolls and
saves. Howeve r, the creature must make an immediate
Will save (DC 18) or fly into an elemental rage (see

above) from the pain caused by the impurity of the gust of
wind spell.
Skills (Ex): Air elemental beasts receive a +16 racial

bonus on Search, Spot, and Survival checks.

Earth Elemental Beast

What at first appeared to be a large lizard of some sort
is now revealed to be a crocodilian beast composed
entirely of earth and stone. With sinews of rock, muscles
of granite and jagged fangs of obsidian jutting from a
misshapen head, the creature gouges the earth with its
writhing tail, lashing to and from with frightening force. Its
four great limbs end in petrified talons, and a rumble like
distant thunder emerges from its maw.

distance. Covered in rocky spines, it makes a fearsome
guard and resilient hunter and is often summoned to
Athas for its natural affinity for the sand and earth that
covers so much of the globe.

On their home plane, the earth elemental beasts are
often hunted by the elemental race known as the dao. As
the dao are not caring masters, it is not unknown for
summoned earth elemental b easts to be grateful to their
unwitting liberators. An earth elemental beast is eight feet
long and weighs 1000 pounds.

Combat

The earth elemental beast possesses a savage set of
jaws, lined with razor  -sharp teeth of jagged rock. It will
use these to bi te, grab and chew opponents when
possible. If threatened with multiple opponents, the beast
will seek to use its tail to swat them into submission so
that it can feed in peace.

Earth elemental beasts can also direct their attacks
against structures, and their ability to bypass any earthen
barrier makes them especially good siege breakers.

Earth Glide (Ex): An earth elemental beast can glide
through stone, dirt, or almost any other sort of earth
except metal as easily as a silt horror swims through silt.

Its burrowing leaves behind no tunnel or hole, nor does it
create any ripple or other signs of its presence.

Earth Mastery (Ex) : An earth elemental beast gains a
+1 to all attacks and damage rolls if both it and its target
are touching the ground. If an o pponent is airborne or
waterborne, the earth elemental beast takes a 1 4 penalty
on all attacks and damage rolls.

Elemental Rage (EX): If an earth elemental beast ever
breaks contact with the ground (through fly, levitate or
some other effect) or is force d into water, it is wracked by
agony.

Improved Grab (EX): To use this ability, the earth
elemental beast must hit with its bite attack. It can then
attempt to start a grapple as a free action without
provoking an attack of opportunity. *Earth elemental
beasts receive a +8  racial bonus to all grapple checks

Spell Alterations (Ex): If earthquake is cast on an
earth elemental beast as a touch attack, the creature
takes 8d8 points of damage ( Fortitude save half). If
transmute rock to mud is cast on an earth elemental
beast, for the next ~ 1d4 rounds it is treated as being under
the effects of a  slow spell ( Will save negates). A move
earth spell cast on an area containing a burrowing earth
elemental beast flings the elemental back 30 feet,
stunning the creature for 1 round unless it succeeds on a
DC 15 Fortitude save.

Stun (Ex): A creature struck by the earth elemental
beastds tail nfrorstude mavé& €DCa2l) or be

stunned 1d6 rounds from the impact. The save DC is
Strength -based.
Skills (Ex): Earth elem ental beasts receive a+ 16 racial

bonus toall Search, Spot and Survival checks.

Fire Elemental Beast

In motion this creature resembles nothing so much as a
fireball i a streaking sphere of blazing flame. When it
comes to a halt, however, you see that it is actually a
panther -like beast composed entirely of flickering tongues

of flame that ripple like muscles beneath hide. Coal -black
An aggressive omnivore that can subsist on gems and eyes glare from beneath a flaring mane, there is a brief
ores as well as it can on other living creatures, the earth glimmer of bright fang, and then it is off again, trailing
elemental beast looks much like a large lizard from a incande scent devastation in its wake.
http://athas.org 55
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The fire elemental beast is a swift, mercurial creature
that, while beautiful to behold, can wreak utter
destruction on a settlement in mere minutes. On its home
plane, the beast fills a predatorial niche not unlike that of
At hasd tigone, but when brought
suffers perhaps more than its other elemental cousins.

Without the constant presence of elemental fire, the fire
beast suffers ravening anguish and gnawing hunger.
Mundane fire will nourish it, but is likely to provoke a
feeding frenzy, and while the creature can survive on
combustible materials, this diet will not preserve its life for
long.

A fire elemental beast is eight feet long and weighs 3

Fire Elemental Beast
Large Elemental (Fire, Extraplanar)

pounds.

Combat

A fire elemental beast uses its s peed and incandescent
nature to its best advantage during combat. A common
tactic is for the creature to rush about at great velocity,
igniting whatever combustible material it can. It then
waits amidst the flames for its foes to come to it
launching into  a ferocious combination of burning claws
and bite and searing breath.

Breath Weapon (Su): 10-ft. cone, damage  2d8 fire,

Reflex DC 17. The save DC is Constitution -based.

Burn (Ex): A fire el ement al beastobs attac
additional fire damage from the el eme
body. Those hit by a fire |l ement al

must succeed on a Reflex save (DC 17) or catch on fire.
The flame burns for ~ 1d4 rounds. A burning creature can
take a move action to put out the flame. The save DC is
Constitution -based. Creatures hitting a fire elemental
beast with natural weapons or unarmed attacks take fire

damage as though hit by the el ement
and also catch on fire unless they succeed on a Reflex
save.

Elemental Rage (Ex): When a fire elemental beast is
forced to eat or come into contact with nonmagical fire, it
is wracked by agomp r | me Pl ane

Improved Grab (Ex): To use this ablllty, the fire
elemental beast must hit with its bite att ack. It can then
attempt to start a grapple as a free action without
provoking an attack of opportunity.

Pounce (Ex): If a fire elemental beast charges a foe, it
can make a full attack, including two rake attacks.
Rake (Ex):  Attack bonus +11 melee, dam

Spell Alterations (Ex)

age 1d6+1 .
. If a fire elemental beast is the

Water Elemental Beast
Dimi nutive Elemental (Water,
Extraplanar) (Swarm)

Hit Dice: 8d8+24 (60 hp) 7d8 (31 hp)

Initiative: +10 +7

Speed: 50 ft. (10 squares) 10 ft. (2 squares), swim 50 ft., fly 50 ft.

(average)

Armor Class: 19 (-1 size, +6 Dex, +4 natural), touch 15, 21 (+4 size, +3 Dex, +4 natural), touch 17,
flat -footed 13 flat -footed 18

Base Attack/Grapple: +6/+12 +5/ 0

Attack: Bite +11 melee (2d6+2 plus 1d6 fire ) Swarm (2d6)

Full Attack: Bite +11 melee (2d6+2 plus 1d6 fire) and 2 Swarm ( 2d6)
claws +9 melee (1d6+1 plus 1d6 fire)

Space/Reach: 10 ft./5 ft. 10 ft./O ft.

Special Attacks: Breath weapon, burn, elemental
improved grab, pounce, rake 1d6+1
Damage reduction 5/ 0,

elemental traits,

Special Qualities:

darkvision 60 ft.,
immunity to fire, psionic
shield, scent, spell alterations, vulnerability to

rage, Distraction, drench, elemental rage, suffocate,
water mastery

Damage reduction 5/ &, darkvision 60 ft.,
elemental traits, hive mind, immune to

weapon damage, hatural invisibility, psionic

cold shield, vulnerability to fire, water -bound

Saves: Fort +5, Ref +12, Will +2 Fort +5, Ref +5, Will +2

Abilities: Str 14, Dex 22, Con 16, Int 4, Wis 10, Cha 10 Str 2 Dex 16 Con 11, Int 4, Wis 10, Cha 10

Skills: Search +18, Spot +19, Survival +19 Search +17, Spot +19, Survival +19, Swi m

+4

Feats: Ability Focus (breath weapon), Improved Ability Focus (distraction), Ability Focus
Initiative(B), Improved Natural Attack (bite), (suffocation), Improved Initiative(B), Weapon
Multiattack, Weapon Finesse(B) Finesse

Environment Elemental Plane of Fire Elemental Plane of Water

Organization: Solitary Solitary, School (2 -5 swarms)

Challenge Rating: 6 5

Treasure: Standard Standard

Alignment: Usually neutral Usually neutral

Advancement: 9-16 (Huge) o]

Level Adjustment: o] o]
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target of any spell with the water descriptor, it takes 1d8
points of damage per caster level ( Fortitude save for half
damage).

Skills (Ex): Earth elemental beasts receive a +16
bonus to all Search, Spot and Survival checks.

racial

Water Elemental Beast

A swarm of foot -long beasts resembling piranhas with
four gleaming eyes and membranous wings folding back
from their bodies. They swirl through the air as easily as
they do through wate r, their long thin fangs snapping in
anticipation of the attack.

Water elemental beasts are the smallest of their kind
but can be among the most dangerous due to the fact that

they live and move as a single, swarming entity.
Composed entirely of ripplin g water of variegated hues,
they take savage, piscine forms. They are most at home

in water, but they have the ability to leave their parent
element and fly for short periods of time.

On their home plane they are often domesticated by the
marid race but they are also infrequently summoned to
Athas. Despite their usefulness, they do not fare well on
Athas, due to the scarcity of their parent element.

Each individual beast is between nine and twelve inches
in length, weighing just under a pound.

Combat
Water elemental beasts attack in a swarming mass,

When airborne, the water elemental beast swarm
adopts a more frightening tactic and actively attempts to
clog the airways of its target with its watery form.
Typically, the swarm will attempt to suffocate air
brea thing targets and then devour their bodies in waves,
returning to nearby water to refresh between courses.

Distraction (Ex) . Any living creature that begins its

turn with a swarm in its square must succeed on a DC 15
Fortitude save or be nauseated for on e round. The save
DC is Constitution -based.

Drench (Ex): The water el emental beast
puts out torches, campfires, exposed lanterns, and other
open flames of nonmagical origin if these are of Medium
size or smaller. The creature can dispel ma gical fire it

touches as dispel magic (caster level
el emental HB)east 6s

Elemental Rage (EXx):
leaves a body of water for more than three rounds, it is
wracked by agony.

Hive Mind (Ex): Any swarm of water elemen
with at least 1 hit point per Hit Die (or 7 hit points ,
standard water elemental beast swarm) forms a hive
mind, giving it an Intelligence
elemental beast swarm is reduced below this hit
threshold, it becomes mindl| ess.

Natural Invisibility (Su): This ability is constant whi
the creature is submerged in water, allowing a water
elemental beast to remain invisible even when attacking.
This ability is inherent and is not subject to an
purge spell. Leavin g the water makes the water elemental
beast visible.

Suffocate (EX):
larger that begins its turn with a swarm in its square must

equals water

When a water elemental beast

tal beasts

for a

of 4. When a water

point

le

invisibility

Any living creature of size Tiny or

succeed ona DC 15 Fortitude save or suffer an additional

2d6 points of nonlethal damage a
bl ock the
based.

Water Mastery (EX): A water elemental beast gains
+1 bonus on damage rolls if both it and its opponent are
touching water. If the opponent or the water elemental
beast is touching the ground, the water elemental beast
takes a 14 penalty on damage rolls. (These modifiers are
not included in the statistics block.)

Skills (Ex): A water elemental beast has a +8 racial
bonus on any Swim check to perform some special actio
or avoid a hazard. It can always choose to take 10 on a
Swim check, even if distracted or endangered. It can use
the run action while swimming, provided it swims in a
straight line. Water elemental beasts receive a +16
bonus to all Search, Spot and Survival checks.

s the swarm attempts

to

t ar get 6save ®C iswConstitution F h e

a

n

racial

Elf

Elf, 1st Level Warrior

Medium Humanoid (EIf)

Hit Dice:  1d8 (4 hp)

Initiative: +6

Speed: 40 ft. (8 squares)

Armor Class: 14 (+2 Dex, +2 leather armor), touch 12,
flat -footed 12

Base Attack/Grapple: +1/+1

Attack:  Bone longsword +1 mele
longbow +3 ranged (1d8/x3)

e (1d8 -1/19 -20) or

biting with their razor sharp teeth in a feeding frenzy. The Full Attack:  Bone longsword +1 melee (1d8 -1/19 -20) or
creatures are most comfortable when submerged in water, longbow +3 ranged (1d8/x3)

but can emerge and fly for short distances. It flies in short Space/Reach: 5 ft./5 ft.

hops of up to 20 feet in length and is forced to land Special Attacks: 5

between hops
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Special Qualities: EIf traits

Saves: Fort +2, Ref +2, Will il

Abilities:  Str 11, Dex 15, Con 10, Int 10, Wis 9, Cha 8
Skills:  Appraise +1, Bluff +0, Hide +3, Listen +1, Move

Silently +3, Perform (any) +1, Search +2, Spot +1
Feats: Improved Initiative
Environment: Any
Organization: Solitary, Tribe (11

5th level)

Chal lenge Rating:
Treasure:  Standard
Alignment: Usually chaotic neutral
Advancement: By character class
Level Adjustment: 6]

-30 plus 1 cleric of 3rd

172

You see a tall, long -limbed humanoid with tanned skin,
pointed ears and imperious arched brows. She gives you a
cursory, almost ¢ ontemptuous glance, and then she is off,
running at an incredible pace through the sand.

Athas' deserts, plains, steppes and badlands are home

to the elves, a long -limbed race of trading, raiding,
thieving sprinters. While traveling across the wastes, on
often encounters whole tribes of elves running swiftly
across the sands like a desert wind. The average elf can
run at a pace that shames the fastest human sprinter.
Running is key to acceptance and respect in the tribe: an

elf is only considered an adol
run with the tribe. Characters who are injured and cannot
run are also deprived of the right to participate in tribal
decisions.

Elves prefer to lead short, happy lives rather than long,
boring ones. Elves tend to see the future
place. They prefer to live in "the now," striving to extract
every possible enjoyment out of each passing moment.
They thrive in free, open spaces and tend to wither in
captivity. Elven tribes make a living either through
herding, raiding  or trading and most tribes have at one
time or another plied their hand at all three of these
occupations.

Elves stand between 6 and 7 feet tall, with lean builds,
angular, deeply etched features, and no facial hair. Their
skin is usually rugged from the

escent when she learns to

as a dark, deadly

scores before racial adjustments:

baking sun and the Int 10. Wis 9. Cha 8.

scouring sand, but their skin and hair color varies as that
of other Athasian races. They dress in garb designed to
protect them from the desert and elements.

Combat

Elves use their Hide and Move Silently skills to ambus
enemies rath er than meet them head on. Most elves
employ bone longswords or longbows in combat
situations.

EIf Traits (Ex):

e +2 Dexterity , -2 Constitution . Elves are agile, but less
resilient than humans.

e Medium: As Medium creatures, elves have no special
bonuses of p enalties due to their size.

¢ Elven base land speed is 40 feet.

¢ Low-light vision : Elves can see twice as far as a human
in moonlight and similar conditions of poor illumination,
retaining the ability to distinguish color and detail.

¢ Proficient with all bows.

h

LA e Weapon Familiarity:  Elven

{ / Longblade. All elves treat the
elven longblade as a martial
weapon.
e +2 racial bonus to Listen,
Perform ,  Search and  Spot
checks. Elves have keen senses.
e Elves have a natural
resistance to extreme
temperatures and

adversely affected by the heat of
the day or the chill of the night.
They treat extreme heat or cold
as if it were only very hot or
cold, (see DMG Chapter 8
Glossary under The Environment
for rules on temperature effects)

but  suffer normally  from
abysmal heat, or f rom magical
supernatural heat and cold.
e After a minute of warm  -up
and a Concentration check ( DC
10), elves can induce an elf run
state. This state allows elves to
hustle for long distances as
easily as a human can move normally, and run for long
distances as easily as a human can hustle. Each day
that elves continue the elf run, they must make
additional Concentration skill checks to maintain their elf
run state: A trivial check ( DC 10) on the second day, an
easy check ( DC 15) on the third day, an average c heck
(DC 20) on the fourth day, a difficult check ( DC 30) on

the fifth day, and an heroic check (
day. Once the elf fails a Concentration skill check, he

loses elf run benefits and suffers normal penalties for

extended hustling and runni ng as described in chapter 9
of the Playerds Handbook.
may attempt again to induce an elf run state. With a
group of elves,

Languages: Dwarven, Gith, Jozhal, Pterran, Scrab, Slig,
Tari and Thri -Kreen.

e Favored Class: Rogue.

The elf warrior presented here had the following ability

DC 40) on the sixth

runner sChaisind

bonus both to their movement rate and to any Fortitude
checks r elated to movement.
e Automatic Languages: Common and Elven. Bonus

Str 11, Dex 13, Con 12,

After a

t hei
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Elven Society

Elves have little love of creatures outside their tribe.

Within a given tribe, all elves are brethren, but outsiders -
even other elves - are regarded as potential enemies.
Outsiders can be acc epted and perhaps even become
friends, but trust takes time to develop and is often
associated with tests and great sacrifice. If someone
claims to be the elf's friend, and if the elf believes that the
would -be friend might make a worthy companion, the elf
must first fabricate a series of "tests" of trust that allow

the companion to prove that their friendship is "stronger
than the bonds of death," as elves say. Once an outsider
has gained an elf's trust, he is forever that elf's friend.

If this trust is e ver betrayed, it is gone forever. The
elven drive for revenge is legendary. A dwarven sage once
remarked that the only creature on Athas that can
outmatch a dwarf's focus is an elf bent on revenge.

Other races see elves as lazy; in most ways this is a fai r
assessment, but in a few key respects it is far too
simplistic. Elves do work, in fact in some respects they
work harder than other peoples. They put as much labor
into hunting and foraging as other races put into their
fields. While elves reject most fo rms of hard labor, they
dedicate uncounted hours and remarkable patience and
focus while haggling and negotiating with potential
customers. While elves can idle around their time for days
until compelled by need to exert themselves, they can run
for days w ithout complaint. No self -respecting elf will
consent to ride an animal. To do so is dishonorable unless
wounded and near death. Elven custom dictates that
individuals keep up or be left behind.

Elves that show psionic talent are encouraged to
develop th eir powers in order to best use them for the
benefit of the tribe, but elven attitudes preclude them
from developing anything as formal as a school or
monastery. Elves rarely have the patience to take up
formal study of psionics, and elven psiologists are
particularly rare. To fill the gap, elven tribal psions teach
young psionic elves how to harness their developing
abilities. Elves that are most serious about psionics
sometimes leave their tribes in search for more dedicated
teachers. Those who voluntaril y reject their
affiliation take up plain brown wrappings to signify this
decision, showing all they meet that they are elves
without a tribe.

Their acceptance of the arcane makes elves the most
likely race to practice wizardry or deal in illicit sp ell
components. Many elven wizards tend towards defiling
magic, because as nomads they are less afflicted by the
tortured land.

Elves of Athas share a common language and can
communicate easily with each other, although each tribe
has its own distinct dia lect. Many tribes also develop a
secret language of codes or hand signs that allows them
to pass secret messages to each other while passing
through a crowd of outsiders. Tribes that specialize in
theft and smuggling tend to develop the more advanced
sign languages; these tribes are also the most cult
and least open to outsiders.

Elven speech runs in rapid staccatos, even when
speaking Common. Elven voices have a greater range of
pitch than those of other humanoid races, and elves have
a natural incl ination towards all sorts of music.

tribal

-like

Feylaar

Large Monstrous Humanoid (Psionic)

Hit Dice:  7d8+7 (38 hp)

Initiative: +6

Speed: 30 ft. (6 squares)

Armor Class: 14 ( -1 size, +2 Dex, +3 natural), touch 11,
flat -footed 12

Base Attack/Grapple: +7/+22*

Attack:  Slam +9 melee (1d6+3)

Full Attack: 4 slams +9 melee (1d6+3) and bite +7
melee (1d8+1)

Space/Reach: 10 ft./10 ft.

Special Attacks: Constrict 1d6+3,
grab, psi -like abilities
Special Qualities: Darkvision 60 ft.

Saves: Fort+3, Ref+7, Wi I +5
Abilities:  Str 16, Dex 14, Con 12, Int 12, Wis 10, Cha 9
Skills:  Climb +16, Jump +8, Psicraft +6, Search +6, Spot

+5, Survival +5
Feats:
Multiattack
Environment: Forests
Organization: Family (1 -4)or clan (3 -6 families)
Challenge Rating: 4
Treasure:  Standard
Alignment: Usually lawful neutral
Advancement: By character class
Level Adjustment: +4

A lumbering, four
plate over its forehead, this creature stands a foot tal
than a full elf and ripples with muscles beneath its furry
hide. Long quills run the length of its spine, with an extra
pair flaring backwards from
you see broad yellow fangs
fur is brown, wi th amber highlights, the flesh of its face
and bare chest is a dull grey and the quills are a glossy
black.

Ability Focus ( death field ), Improved Initiative,

-armed ape with a pronounced bony

death field , improved

ler

t he

n
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Feylaars are a race of psionic apes inhabiting the deep
forests of Athas. Intelligent and omnivorous, they live
simple lives in harmony with the surrounding woodlands
and have little to do with the outside world. In the past
attempts have been made to domesticate them as slaves,
but their native intelligence, combined with impressive
psionic powers, doomed such efforts to failure.

Feylaars have a n affinity for telepathy and
psychometabolism and most of their powers come from
these disciplines. They are sometimes sought out by more
civilized races as mentors for the unfettered wisdom that
they can offer. Feylaars are fiercely independent creatures
and make idiosyncratic, if extremely talented teachers.

Feylaars speak their own language and that of the forest
halflings.

The average adult feylaar is eight feet tall and weighs
500 pounds.

Combat

Feylaars are intelligent and dangerous opponents who
make full use of their psionic powers to defeat their foes.

If able, they prefer to strike from ambush, using their
chameleon or invisibility = power to attack unseen. In
battle, they use  displacement
appropriate to outmaneuver and flank their enemies,
resorting to their terrible death field ability when faced
with defeat.

Once they close with a target, feylaars strike with a
hammering series of blows, followed with a ripping bite.
They will grapple if possible and crush their targ
submission, using powers like psychic vampire
pain to exacerbate their attacks.

Constrict (Ex): A feylaar deals 1d6+3 points of
damage with a successful grapple check.

Death Field (Ps): This innate psionic power may be
used 3 times per day. When activated, the feylaar
sacrifices a number of  hit points , up to its current total. All
creatures within 20 feet must make a successful
save (DC 12) or suffer negative energy damage equal to
the amount of  hit points
successful save negates this damage. Death field is the
equivalent of a 3rd -level psionic power. The
Charisma -based.

Improved Grab (EX): If it successfully strikes with its
slam attack, the feylaar may initiate a grapple attempt a
a free action without provoking an attack of opportunity.

*A feylaar has a +8 racial bonus on grapple checks.

and dimension door where

ets into
and inflict

Fortitude
sacrificed by th e feylaar. A

save DC is

From time to time, families will group together to fo rm

small clans, but clan allegiance is tenuous at best. They
have a loose culture, chiefly composed of oral legends and
traditions, passed down from generation to generation
and from clan to clan at their seasonal meetings in the
deep glades.

Their numbe rs suggest that the feylaars have been
around for quite some time. Rumors from east of the
Ringing Mountains hold that the first feylaars were created
by a sorcerer -king to fight in his armies. The feylaars
proved too proud and too hard to contain, however
they were banished to beyond the mountains.

The feylaars themselves claim that they have always
dwelled in the forests of the Ringing Mountains and state
that they raised themselves from their bestial pasts of
their own volition, through their burg eoning psionic
abilities. They gave themselves four arms through
psychometabolic manipulation and enhanced their brains
to improve their telepathic powers. Feylaar legends do
not, however, speak of the techniques used by the feylaar
progenitors to effect t hese improvements, and this tale,
i ke mo st concerning t he
regarded with skepticism at best.

, and

Feylaar as Characters
Their natural skills with psionics make the study of the

Way the most logical choice for feylaar characters. The ir

great Strength and multiple limbs, combined with good
BAB, however, can allow feylaars to develop into fighters
capable of rivaling the kreen in their skill.

Feylaar characters possess the following racial traits.

e +6 Str,+4 Dex,+2 Con,+2 Int, -2 Cha

e Large size. 11 penalty to Armor Class, -1 penalty on
attack rolls, -4 penalty on Hide checks, +4 bonus on
grapple checks, lifting and carrying limits double those
of Medium characters.

A feylaarbs

e Darkvision outto 60 feet.

e Racial Hit Dice : A feylaar begins with 7 levels of
Monstrous Humanoid , which provide
base attack bonus of +7, and base saving throw
bonuses of Fort +2, Ref +5and Will +5.

e Racial Skills: A f e yMoastrou$ slumanoid
give it skill poin ts equal to 10 x (2 + Int modifier). Its
class skills are Climb, Craft (any), Jump, Psicraft,
Search, Spot and Survival

base |l and speed

levels

7d8 Hit Dice , a

S

specieso

30

f

Psi-Like Abilites:  3/day i body adjustment  (2d12%) e A f eyl Menstréus Humanoid levels give it three
chameleon, cloud mind (DC 11) , conceal thoughts, feats.
ecotoplasmic form, false sensory input (2 targets , DC +3 natural armor bonus . .
12%) , id insinuaton (3 targets, DC 13%*) , mindlink Natural Weapons : 4 claws ( 1d6) and bite ( 1d8).
(unwilling targets , 2 targets , DC 10*) , psionic dimension e Special Attacks (see above): Constrict, death field ,

improved grab, psionics

door, psionic dominate (DC 13*) , psychic vampire  (DC

e Automatic Languages: Feylaar. Bonus Languages:

13) . Manifester level 7th. The save DCs are Charisma - .
based. Aarakocran, Common, Halfling.
*Includes augmenta ti on for the feyl aaf o&avorehglass pPsior ¢ ¢
level. o Level Adjustment: +4.
Skills (Ex) : The feylaar receives a +8 racial bonus on
Climb checks. FI a.| I er
Feylaar Society

Large Magical Beast (Psionic)

Feylaars dwell in small family groups deep within the Hit Dice: 6d10+18 (51 hp )
remaining Athasian rainforests. They mate for life, and the Initiative: +1
females will bear new young every two to three years, Speed: 30 ft. (6 squares)
following a nine month gestation period. The young are Armor Class: 19 ( -1 size, +1 Dex, +9 natural), touch 10,
reared by their parents until they reach maturity eight flat -footed 18
years later. Feylaars live as long as 45 years. Base Attack/Grapple: +6/+14
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Attack: Claw +9 melee (1d6+4)

Full Attack: 2 claws +9 melee (1d6+4) and bite +7
melee (1d8+2)

Space/Reach:

Special Attacks: Psi-like abilities, rake 1d6+4

Special Qualities: Darkvision 60 ft., low  -light vision

Saves: Fort +8, Ref +6, Will +1

Abilities: ~ Str 18, Dex 12, Con 16, Int9, Wis 9, Cha 9

Skills: Hide +5, Listen +2, Spot +2

Feats: Cleave, Multiat tack, Power Attack

Environment: Stony barrens

Organization: Solitary

Challenge Rating: 5

Alignment:  Always neutral

Advancement: 7-12 HD (Huge); 13  -18 HD (Gargantuan)

10 ft /5 ft.

Level Adjustment: 6]

This creature appears to be some species of giant
tortoise, except  for the fact that it is a hexaped. Its shell
structure and markings resemble strata of rock, making
its contours hard to define against the terrain.

Flailers are solitary creatures that live in rocky terrain.
They are psionic carnivores that lie in wait for prey to
approach before attacking.

Flailers resemble giant tortoises, though with six legs
instead of four. Flailers can hide in rocky terrain very
easily thanks to their rocklike shells.

Combat

Flailers generally wait until suitable prey approach es

close enough to be attacked. Because of its natural
camouflage, a flailer will usually wait for its victim to pass

by so that it may attack from behind. When they attack,
flailers do so with their two frontal limbs, followed by their

bite. The hard, tor toise -like shell of a flailer provides
excellent defense against attacks. Flailers also boast
powerful psionic abilities. Like many psionic creatures of
Athas, flailers have natural psionic defenses.

Psi - Like Abilities:
ecoplasmic form, equilibrium, chameleon, danger sense,
precognition, recall agony (4d6, DC 12*). Manifester
level 10th. The save DC s are Charisma -based.

*I'ncludes augmentation for the

Rake (Ex):  Ifa flailer hits with both claw attacks, it can
make two rake attacks with its second set of limbs. Attack
bonus +9, damage  1d6 +4.

Skills:  Flailers have a+5 racial bonus on Hide checks.

Floater

3/day -aura sight (DC 65 ft.) , body

Small Aberration (Psionic)

Hit Dice:  3d8 (13 hp)

Initiative: +3

Speed: Fly 30 ft. (goo d)

Armor Class: 16 (+1 size, +3 Dex, +2 natural), touch
14, flat -footed 13

Base Attack/Grapple: +2/ 74

Attack: Tentacle +1 melee (1d4 -2 plus poison)

Full Attack: 6 tentacles +1 melee (1d4 -2 plus poison)

Space/Reach: 5 ft./10 ft.

Special Attacks: Explosive g ases, poison, psi -like
abilities

Special Qualities: Darkvision 60 ft., vulnerability to fire
Saves: Fort +1, Ref +4, Will +3

Abilities:  Str 7, Dex 16, Con 11, Int 7, Wis 10, Cha 14
Skills: Hide +8*, Listen +2, Spot +3

Feats: Ability Focus (poison), Hover

Environment: Silt

Organization: Troupe (2 -8)

Challenge Rating: 2

Alignment: Neutral

Advancement: 47 6 HD (Medium); 7 19 HD (Large)
Level Adjustment: o]

This bobbing curiosity appears much like a jellyfish, with
a round, bulbous, translucent body and six te ntacles
hanging beneath. It floats above the silt, seeming to drift
on the wind itself.

Floaters are a kind of levitating jellyfish. They float
around the Sea of Silt, looking for food, but they are
sometimes found inland. They have 6 tentacles filled wi th
poison pods they use to paralyze their prey. They have a
small spread of psionic powers which the creatures
sometimes boost by eating large amounts of esperweed.
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These small creatures have a round, bulbous and
translucent body, mostly made of a gelatin
They are herbivores, not hunting any animals and only
fighting when cornered. They live in nests which they
build in the mudflats located at the edge of the Sea of Silt.
A floaterds single
brought food by  the mother floater. The nests also provide
protection from razorwings,
enemies.

A floater's body is filled with hydrogen, helping it to
float around the Sea of Silt. The gas is produced by a
floater's internal glands, which convert food into hydrogen
in quantities sufficient to keep the creature floating. Males
of the species generally have a reddish tint to them, while
females are more often tan or yellowish in color. Floaters
boast no useable byproducts, though many researc
have tried to make use of the gas -producing
glands of this creature as a source of
flammable gas. None has met with any
success.

Combat

Floaters use their tentacles and numerous
psionic powers to disable and defeat their
attackers. As floaters are m ostly composed
of hydrogen, they are especially susceptible
to fire attacks. Any fire attack against a
floater runs the risk of causing the creature
to explode.

Explosive Gases (EX): A floater that
takes fire damage must make a Fortitude
save (DC equals 1 0 + damage dealt) or
explode, dealing 1d8 points of damage to
each target withina 5  -ft. radius ( Reflex half
DC 11). The save DC is Constitution -based.

Poison (Ex): Injury, Fortitude save ( DC
13), initial damage paralysis for 2d6
minutes, secondary damag e none. The save
DC is Constitution -based.

Psi-Like Abilities: At will 7 aversion
chameleon, displacement, dissolving touch, inflict pain
(DC 14), inertial armor  (+5 bonus*) Manifester level 3rd.
The save DCs are Charisma -based.

*Includes aug ment ati on for t he
level.

*Skills:
of Silt.

Floaters get a +10  Hide bonus while in the Sea

Fordorran

ous substance.

of fspring

hers

(DC 14) ,

f | o a acupllp sathemdense. fFerdotrang are

Large Magical Beast (Psionic)

Hit Dice:  5d10+10 (37 hp)

Initiative: -1

Speed: 20 ft. (4 squares)

Armor Class: 17 (-1 size,
flat -footed 17

Base Attack/Grapple: +5/+13

Attack: Claw +8 melee (1d6+4)

Full Attack: 2 claws +8 melee (1d6+4) and bite +3
melee (1d8+2)

Space/Reach:

Special Attacks:

Special Qualities:

-1 Dex, +9 natural), touch 8,

10 ft./5 ft.
Immunities, poison, psionics
Darkvisi on 60 ft., low -light vision

Saves: Fort +6, Ref +3, Will +0
Abilities:  Str 18, Dex 8, Con 14, Int 6, Wis 8, Cha 6
Skills:  Hide +7, Spot+3

Feats: Ability Focus (poison), Improved Natural Armor

Environment: Silt
Organization: Solitary
Challenge Rating: 3

Tre asure: Standard
Alignment: Usually chaotic neutral
i s Advareamere:d 6i10 (Latgh)e nest s and
Level Adjustment: o]
are the floatersd <chief

A lumbering reptilian beast with segmented armor like
that of an armadillo, this creature sports a trio of long,
slender horns sprouting from its bony brow.
itself about on four clawed limbs with great difficulty,
rolling into a protective ball at any sign of danger. As you
draw closer to the beast, you are almost overcome by a
horrendous stench that seems to emanate from the thing.

The fordorran
adjacent to the Silt Sea or inland silt basins. Although it
possesses a well -developed selection of psionics, these

is a revolting creature that inhabits areas

cater mainly to the
easily distracted,
and many an encounter with one of these creatures has
ended abruptly with the fordorran aimlessly wandering off.

The most memorable characteristic of the fordorran,
however, is its stench. Produced by a gland that sits at the
baseoft he creatureds spine, it
of an overpowering toxin that is capable of immobilizing
most targets in moments.

The creature can curl into a protective ball and, when it
does so in shallow silt, it is easily mistaken for a rock or
patch of exposed earth. The creature also possesses a
(mundane) chameleon  -like ability to alter its coloration to
match its surroundings and uses this to conceal itself
when threatened T or when awaiting prey.

Fordorran flesh is edible but disgusting
although rumors persist that certain elven tribes possess a
recipe to make it palatable. The gland that produces their
venomous pheromones is much sought after by bards and
defilers as a component in poisons, elixirs and other
dubious brews.

Combat

When facing multiple opponents, fordorrans seek to hide
and fool a single target into attacking his fellows. Against

creatureos

It heaves
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single foes, they are similarly cunning, using their false
sensory input  power to mask their scent, and then striking

with concussion blast and inflict pain before charging to
melee.

Immunities (Ex):
charm and hold spells.
Poison (Ex) Fordorran musk affects all creatures

within 30 feet, requiring a save each round. The fordorran
cannot  deactivate

its mu sk but is . ‘
unaffected by it. AU \c

Fordorrans are immune to all sleep,

Inhaled , Fortitude < P \
DC 16, initial [
damage 2d6 Dex ,
secondary damage
3d6 Dex . The save
DC is Constitution -
based.
Psi - Like
Abilities: At will i
attraction (+6

bonus, DC 11%)

aversion (DC 11) ,
concussion blast
(5d6*) , empathy
(40 ft, max 5
hours*) , false
sensory input (bC
11), mind thrust

(5d10, DC 11%), mindlink
Manifester level 5th. The

*I'ncludes
level.

Unpredictable (Ex ):  In combat, fordorrans are
unpredictable at best. Each round, a fordorran has a 25%
chance of focusing its attacks on a random target within
view. If the new target is out of reach, the fordorran loses

(4 targets*) , psionic levitate
save DCs are Charisma -based.
augmentation for t

interest and wanders away from combat unless attacke d
again.
Skills (Ex) : Fordorrans receive a +8 racial bonus to all

Hide checks due to their coloration.

Fordorran Society

Fordorrans are solitary creatures that have never been
known to congregate in numbers. Scholars are unsure of
why this is, but som e have postulated that, while immune
to their own musk, fordorrans are quite susceptible to the
emissions of other fordorrans. As a result, the only way
that these beasts could conceivably mate would be
through mutual use of the false sensory input  power.

Gaj

Large Aberration (Psionic)

Hit Dice:  7d8+21 (52 hp)

Initiative: +1

Speed: 30 ft. (6 squares)

Armor Class: 21 ( -1 size, +1 Dex, +11 natural), touch
10, flat -footed 20

Base Attack/Grapple: +5/+13

Attack: Bite +8 melee (2d6+4)

Full Attack: Bite +8 melee
+6 melee (1d4+2 plus 1d4 Int)

Space/Reach: 10 ft./5 ft.

Special Attacks: Improved grab, intelligence damage,
poison gas, psi -like abilities

(2d6+4) and 3 tentacle slaps

Special Qualities: Darkvision 60 ft. , power resistance 20

Saves: Fort +5, Ref +3, Will +7
Abilities:  Str 18, Dex 12, Con 16, Int 12, Wis 14, Cha 17
Skills:  Bluff +8, Concentration +8, Hide - 3%, Intimidate

+8, Listen +7, Psicraft +6, Spot +7
Feats: Combat Manifestation, Multiattack, Power Attack
Deserts
Solitary
Challenge Rating: 9
\ Treasure:  None
Alignment: Always neutral evil
Advancement: 8-14 HD (Large), 15 -
21 HD (Huge)
Level Adjustment: o]

Environment:
Organization:

This horrific beast looks like a
twisted cross between a spider and a
tortoise. From its huge bulbous head
grow three large , feather -like
antennae, six compound eyes, and a
pair of powerful mandibles. Its body is
six feet in diameter and covered by a
scaly, rust -orange shell. Six four -
jointed legs ending in webbed feet
sprout from beneath the shell.

Gaj are carnivores and r

equire flesh to survive, but they
also need to consume the mental energy of other sentient
creatures to live.

Combat

A gaj uses psionic dominate to compel its prey to come
within range of its mandibles. Once the gaj has the
creature in its grip, it will wrap one of its antennae around
the victim's head and begin to damage the creature's
intelligence.

If forced into melee combat, the gaj uses its mandibles
along with its  painful strike  power against its attackers.
Anyone within reach will also be subject to attacks from
its antennae and its  Intelligence -damaging ability.
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Improved Grab (EX): To use this ability, a
gaj must hit with its bite attack. It can then
attempt to start a grapple as a free action
without provoking an attack of opportunity.
The gaj gets a +4 bonus on tentacle slap
attacks against a grappled foe, canceling out

the usual 14 penalty for attacking a grappled
opponent.
Intelligence Damage (Su): A creature hit

by a gaj's antenna suffers

temporary Intelligence damage.
Poison Gas (Ex): As a standard action, a

gaj can spray a creature within reach with a

puff of noxious gas from its abdomen. The gaj

can use this ability up to three times per day.
Inhaled, Fortitude DC 16, initial damage 1d4

Con and nauseate for 1 round, second ary

damage none. The save DC is Constitution -

1d4 points of

based.

Psi - Like Abilities: 3/day & defensive
precognition  (+2 bonus, can manifest as swift
action*) , detect psionics, empty mind (+6%),
mind thrust (10d10, DC 19%), mindlink
(unwilling targets, 5 additional targ ets, DC

14), painful strike (manifest as a swift

action*) , power resistance, psionic dominate

(affects animals, fey, giants, humanoids, magical beasts

and monstrous humanoids, DC 18%) Manifester level

10th. The save DCs are Charisma -based.
*Includesau gment ation for
Skills:  *A gaj receives a +8 bonus to

rocky or sandy areas.

t he
Hide checks in

G ant, Athasian

gaj 0s

Athasian giants are huge, lumbering, savage creatures
that live in the sandy wastes of Athas. The largest
concentration  of giants inhabits the islands of the Silt Sea.
There are three major types of giant: beasthead, desert,
and plains. Another type of giant, the crag giant, only
inhabits the region of the Last Sea.

Combat

Rock Catching (Ex): A giant of at least Large si
catch Small, Medium, or Large rocks (or projectiles of
similar shape). Once per round, a giant that would
normally be hit by a rock can make a Reflex save to catch
it as a free action. The DC is 15 for a Small rock, 20 for a
Medium one, and 25 for a Large one. (If the projectile
provides a magical bonus on attack rolls, the DC increases
by that amount.) The giant must be ready for and aware
of the attack in order to make a rock catching attempt.

ze can

or vermin. Most stand between 15 and 20 feet tall and
have e xtremely pale skin.

SampleBeasthead Giant

The towering giant has a face of wrinkled hide and large
teeth, its bulldog  -like mouth fixed in a wide grin.

Combat

Beasthead giants begin combat at a distance by
throwing rocks at their opponents until they r un out of
ammunition. They then close for melee. Though the
jhakar -headed beasthead giant lacks the pack mindset of
normal jhakars, it can still drag down opponents of any
size with its mighty jaws.

Improved Grab (EX): To use this ability, a jhakar -
headed beasthead giant must hit with its bite attack. It
can then attempt to start a grapple as a free action
without provoking an attack of opportunity. *A jhakar -
headed beasthead giant has a +4 racial bonus on grapple
checks.

Psi - Like Abilities: 3/day 6 adapt body, aura sight,
biofeedback (damage reduction 6/-*), clairvoyant sense,
conceal thoughts  (self only), detect hostile intent, ego
whip (4d4 Cha, DC 20*), know direction and location ,
offensive precognition (+4 bonus*),  thought shield (power
resistance 25, 13 rounds*) ultrablast (15d6, DC 19%).
Manifester level 15th. The save DCs are Charisma -based.

gi

Rock Throwing (EXx): Adult giants are accomplished *Includes augmentation for the b
rock throwers and receive a +1 racial bonus on attack manifester level.
rolls when throwing rocks. A giant of at least Large size Pulldown (Ex): Once per round, a jhakar -headed
can hurl rocks weighing 40 to 50 pounds each (Small beasthead giant can make a trip attack as a free action.
objects) up to five range increments. The size of the range If it wins the  Strength check (+18 check modifier), it may
increment varies varetyhA Hudge giangcana nt 6 smmediately make a melee attack against the tripped
hurl rocks of 60 to 80 pounds (Medium objects). opponent. If the attempt fails, the opponent cannot react
to trip the giant. Other jhakar -headed beasthead giants
can make ana i d another attempt on the
Beasthead attack as a free action once per round.
_The I ' versi'on of 'the g‘iants PERCS: beasthead Rock Throwing (EX): The range increment is 140 feet
giants have humanoid bodies with the head of an animal for a beasthead giantos thrown rocks.
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attacks listed below and loses all others. Saves havea DC
bHDa4is t th @ & ol © ls@oa dadgier

Skills:  *Jhakar -headed beasthead giants have a +4
racial bonus on  Survival checks w hen tracking by scent. of 10 + 1/ 2
unless noted otherwise.

Blood Drain (Ex): The giantos bl oo#d6 dr ai n

Oreating a Beasthead Giant points of Consitution damage or its old damage,
hever is better.

- . L . whi
ABeast head gla_nto is an Inherltegsease(énf S%veDCchangesto%fn be

applied to any animal or vermin creature (referred to Improved Grab (Ex) The creature retains this ability
hereafter as the base creature).

. onI elivered by, bite attack.
A beasthead gi ant uses al l e %t % r%eYe s
. ; . CR an A |ncrease y 1.
statistics and special abilities except as noted here. . . . .
. : N Poison (Ex): The creature retains this ability only if
Recal cul at e t heEHit Rice elmseuvattaekd konus, . . " .
o delivered by a bite attack. Initial and secondary ability
saves, and skill points as noted below. . s
Size and Type: The creatureds t e ChdgmaelsZGorignF polsonos ol d value,
ype: yp aer: §ave8chhanges to 22. The beasthe

and its size becomes Huge.

Hit Dice: The cr e aHitDirce ¢éhangeto 15d8, and it
gains 75 hit points from its Constitution score (142 hit
points for the standard beasthead giant).

Speed: The creature loses all extra movement modes.

Its base land speed is 40 ft., and it gains a swim speed of
40 ft.

Armor Cl ass: Natural armor changes to +11. A
beast head amnoraaessdis20 ( -2 size, +1 Dex, +11
natural), touch 9, flat  -footed 19.

Base Attack/Grapple: +11/+29.

Attacks: The <creatureds bite and
become secondary attacks, and the crea ture loses all
other attacks. Beasthead giants have 2 slam attacks.

Damage: For each attack type, the creature uses the
damage value listed below or retains its old value,
whichever is better.

CR and LA increase by 1.

Rage/Ferocity (EXx):
rage - or emotion -related ability.
creature a temporary ability score increase, its
increase by 1.

Roar/Shriek (Ex):  The beasthead giant retains any vocal
ability that affects creatures sonically. If the ability deals
damage, itdeals 7d6 points of damage. Save DC changes
to 22. The bea€Rdne dAincipasahyfl.6 s

Swallow Whole (Ex): A beasthead giantds
two _ Lar & tfour IKIeSdium, of eiggtnSmall or smaller
Cereatures: ' v

Trip(Ex): The creatureods check

The beasthead giant gains the psionics and rock
throwing special attacks described below.

Psi-Like Abilities: 3/day 0 adapt body , aura sight,
biofeedback (damage reduction 6/-*), clairvoyant sense,

The beasthea d giant retains any
If the ability gives the
CR and LA

gul l e

modi fier i

Bite 2d6 conceal thoughts (self only), detect hostile intent, ego
whip (4d4 Cha, DC 20*), know direction and location ,
Gore 2d6 ) - " .
Slam 1d8 offe_nswe precognition  (+4 bonus*),  thought shield (power
Space/Reach: 15 ft./15 ft. resistance 25, 13 rounds¥) ultrablast (15d6, DC 19%).

Manifester level 15th. The save DCs are Charisma -based.

Special Attacks: The creature retains the special

Beasthead, Jhakar -Headed Crag
Huge Giant (Augmented Animal, Psionic) Huge Giant
Hit Dice: 15d8+75 (142 hp) 16d8+112 (184  hp)

Initiative: +1 +1

Speed: 40 ft. (8 squares), swim 40 ft. 40 ft. (8 squares)

Armor Class: 20 ( -2 size, +1 Dex, +11 natural), touch 9, 21 ( -2 size, +1 Dex, +12 natural), touch 9,
flat -footed 19 flat -footed 20

Base Attack/Grapple: +11/+33* +12/+31

Attack: Spear +20 melee (2d8+15/x3) or slam +19 Stone dagger +21 melee (1d8+11/19 -20) or
melee (1d8+10) or rock +11 ranged slam +21 melee (1d8+11) or rock +13 ranged
(2d8+10) (2d8+11)

Full Attack: Spear +20/+15/+10 melee (2d8+15/x3) and Stone dagger +21/+16/+11 melee
bite +14 melee (2d 6+10); or 2 slams +19 (1d8+11/19 -20) or 2 slams +21 melee
melee (1d8+10) and bite +14 melee (1d8+11) or rock +13 ranged (2d8+11)

(2d6+10); or rock +11 ranged (2d8+10)
Space/Reach: 15 ft./15 ft. 15 ft. / 15 ft.
Special Attac ~ ks: Improved grab, psi -like abilities, rock Rock throwing

Special Qualities:
Saves:

throwing, pulldown
Low -light vision, rock catching, scent
Fort +14, Ref +6, Will +7

Low -light vision, rock catching
Fort +17, Ref +6, Will +6

Abilities: Str 31, Dex 12, Con 21, Int 7, Wis 14 Cha 15 Str 33, Dex 13, Con 24, Int 7, Wis 12, Cha 10

Skills: Climb +12, Jump +12, Listen +8, Spot +8, Climb +17, Jump +20, Listen +6, Spot +6,
and Survival +8 Survival +6

Feats: Alertness, Cleave, Combat Reflexes, Great Alertness, Cleave, Combat Reflexes, Great

Environment

Cleave, Powe r Attack, Track(B),
Finesse(B), Weapon Focus (speatr)
Silt (Islands of the Sea of Silt)

Weapon

Cleave, Power Attack, Weapon Focus (rock)

Mountains (Lonely Butte)

Organization: Solitary, clan (2 -6) Family (5 -10)
Challenge Rating: 11 11

Treasure: Standard Standard
Alignment: Usually neutral evil Usually chaotic
Advancement: By character class By character class

Level Adjustment:

+4

+4

http://athas.org

65



*I ncludes

manifester level.

Rock Throwing (EX):
a beasthead

Special Qualities:

augmentati on for

The range increment is 140 feet for
giantdés thrown r oc ks .giantsasvermin.
The beasth ead giant retains the

t h ¢he SbaeochSiltt Usealy dhll megmibersnof thesclan hav

same type of head, but mixed clans are not uncommon.

Beasthead giants are very hostile and treat all non

base creatureds special qualiti e Beasthead GarisasGharaclersse descri bed

below:

Low-Light Vision (Ex):

conditions of shadowy illumination. It retains t he ability Beasthead giant characters possess the following racial

to distinguish color and detail under these conditions. traits.
Rock Catching (Ex):  See Giant, Athasian. e +20 Str,+2 Dex,+10 Con, -4 Int,+4 Wis, +4 Cha
SaY_e_S Fort +14, Ref +6, Will +7. ) e Huge. As Huge sized creatures, beasthead giants
Abilities:  Change to Str 31, Dex 12, Con 21, Int 7, Wis receive a 12 penalty to Armor Class, -2 penalty on

14, _Cha 15. attack rolls, -8 penalty on Hide checks, +8 bonus on
Skills: The

equal to 18 x (2 +

racial skill bonuses.

The creature can see twice as far
as a human in starlight, moonlight, torchlight, and similar

A

following skills:  Climb +12, Jump +12, Listen +8, Spot e A

+8,and Survival +8.

Feats: The

typical beasthead giant has the following feats:

Cleave, Combat
Weapon Focus

creatureds

prerequisites.
Environment:
Organization:

Advancement: By character class. e +11 natural armor bonus
Lg\_/el Adjus_tment: +4 plus any modifiers from o Natural Weapons : See beasthead.
additional special attacks. e Special Attacks (see above): Psi -like abilities, rock
. . throwing .
Beasthead Giant Society e Special Qualities (see above): Rock catching.
Beasthead giants make their homes on the islands of e Automatic Lang uages: Giant (beasthead dialect). Bonus
Desert Plains
Huge Giant Huge Giant
Hit Dice: 14d8+56 (119 hp) 16d8+96 (168 hp)
Initiative: +2 +1
Speed: 40 ft. (8 squares) 40 ft. (8 squares), swim 40 ft.
Armor Class: 22 ( -2 size, +2 Dex, +12 natural), touch 10, 21 (-2 size, +1 Dex, +12 natural), touch 9,
flat -footed 20 flat -footed 20
Base Attack/Grapple: +10/+26 +12/+32
Attack: Spear +17 melee (2d8+12/x3) or slam +16 Club +22 melee (2d6+18) or slam +22 melee
melee (1d8+8) or rock +11 ranged (2d8+8) (1d8+12) orr ock +13 ranged (2d8+12)
Full Attack: Spear +17/+12 melee (2d8+12/x3) or 2 Club +22 melee (2d6+18) or slam +22 melee
slams +16 melee (1d8+8) or rock +11 (1d8+12) or rock +13 ranged (2d8+12)
ranged (2d8+8)
Space/Reach: 15 ft./15 ft. 15 ft./15 ft.
Special Attacks: Rock throwing Rock throwing
Special Qualities: Low-light vision, power resistance 15, rock Low-light vision, power resistance 15, rock
catching catching

Saves:
Abilities:

Skills:
Feats:

Environment
Organization:
Challenge Rating:
Treasure:
Alignment:

Advancement:
. ..

The creature has the base

Silt (Islands of the Sea of Silt).

Solitary, clan (2  -6).
Challenge Rating:

additional special attacks.
Treasure:  Standard.
Alignment: Usually neutral evil.

beast head
beasthead giant leaders are fighter/psion.
include clerics that serve earth or air.

giantds

creatureds gi askll pdinsvel s @iyl &hecks and have lifting and carrying limits
Int modifier). The creature retains its

A typical beasthead giant has the o Space/Reach: 15 ft. / 15 ft.
beasthead

guadruple those of Medium characters

giantds base

Beasthead giants also have a swim speed of 40 ft.
e

Great Cleave, Power Attack ,

of giant, which provide

creatureds giant att.eAhel s, |Q-Nght vikidn. ©

Alertness , e Racial Hit Dice : A beasthead giant begins with 15 levels
15d8 Hit Dice , a base attack
bonus of +11, and base saving throw bonuses of Fort
feats as bonus feats, +§SR%fW§‘én@9NiII'+S. meet s t he
e Racial Skills: A beasthead gi a nt giant levels give it
skill points equal to 18 x (2 +
B skills are Climb, Jump, Listen, Spot and Survival .
11 plus any modifiers from e A beast he a dgiang ieeels give & 6 feats.

e Weapon Proficiency: A beasthead giant is proficient with
all simple and martial weapons as well as any natural

Fort +13, Ref +6, Will +5

Str 27, Dex 15,Con1 9,

Int 7, Wis 12, Cha 11

Climb +9, Jump +9, Listen +6, Spot +6,
Survival +6

Cleave, Combat Reflexes, Great Cleave,
Power Attack, Weapon Fo  cus (spear)
Deserts

Solitary, clan (3 -12)

10

Standard

Usually neutral evil

By character class
+4

weaponry granted by its beasthead.

Fort +16, Ref +6, Will +6

Str 35, Dex 13, Con 22,

Int 7, Wis 12, Cha 13

Climb +15, Jump +14, Listen +7, Spot +7,
Survival +7

Alertness, Cleave, Combat Reflexes, Great
Cleave, Power Attack, Weapon Focus (rock)
Plains

Solitary, clan (3 -12)

12

Standard

Usually neutral

By character class
+4

e the

favored
Most clans

Int modifier). Its class

cl ass

Il and spe
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Languages: Common.

e Favored Class: Fighter.

e Level Adjustment: +4 plus any modifiers
additional special attacks.

from

Crag Giant

A towering giant with thick black hair and dusky grey
skin, this behemoth dresses in simple clothes cut from
crude materials and carries rough stone weaponry. Its
sad, dark eyes regard you morosely as it chews its lip and
sluggishly weighs its options.

Crag giants, also known as lonely giants , are the last
remnants of a once proud peopl e. Long ago driven from
their ancestral homes in the Thunder Mountains, they now
dwell in the forgotten jungles of the Lonely Butte, clinging
to existence in the unforgiving face of extinction.

Crag giants are tribal and primitive and known for their
sav agery, although not to the same debased extent as the
beasthead giants of the south. They inhabit the jungles in
and around a series of ruins atop the Lonely Butte and
find ample sustenance from the forests. Supplementing
their diet with seafood, they are nevertheless faced with a

slow decline as their birthrate has fallen and inbreeding
threatens to overcome them.

Mu c h of t he crag giantds
dominated by a cultural hatred
The crag giants rightly blame the Mind Lords for their
plight and have not forgotten the ancient wrongs they
suffered by their deeds. Despite this, they are usually
chaotic and often chaotic good in alignment.

An adult crag giant stands 25 feet in height and weighs
over 12,500 pounds. Their hair is black and their skin
tones range from dun brown to dusky grey.

Combat

Crag giants are not insightful combatants but are fairly
skilled with the primitive weapons that they have made
their own. They generally open combat with salvos of
boulders, only resorting to melee when so compelled.
Smaller foes will as often as not be picked up and hurled
as far away as possible. The moribund crag giants often
display a genuine reluctance to kill their smaller enemies.

Rock Throwing (EX): The range increm ent is 140 feet
for a crag giantds thrown

Crag Giant Society

The crag giants are the sole remnants of an ancient
giant race, believed to be related to the plains giants that
dwelled since time immemorial in the ranges of the
Thunder Mountains.  There, their clerics of elemental air
helped to carve a life for them that graced even the
legends of the region. It was said, when storms burst over
the Thunder Mountains, that the crag giants were at play,
catching and hurling the bolts with a raw vigor and love of
life.

When the Mind Lords began to reshape the region in
order to protect Saragar and the Last Sea, however, they
told the crag giants that they would have to leave their
ancestral homes and relocate to a reservation atop the
Lonely Butte. Fac ed with the stark power of the Mind
Lords, the crag giants did as they were bade, but they
have suffered greatly as a result, their numbers steadily
dwindling, and they have not forgotten i or forgiven
triune dictators that wrought their fate.

- the

Crag Giants as Characters

Although they make obvious warriors, crag giants are
possessed of a deep spirituality and still yearn for the
open heavens and spartan peaks of the Thunder
Mountains. The life of a cleric of elemental air is still a
common calling fo r their people, and this remains the
racebs favored cl ass.

Crag giant characters possess the following racial traits.

e +22 Str,+2 Dex, +14 Con, -4 Int, +2 Wis

e Huge size. 12 penalty to Armor Class, -2 penalty on
attack rolls, -8 penalty on Hide checks, +8 bonus on
grapple checks, lifting and carrying limits quadruple
those of Medium characters.
Space/Reach: 15 ft./15 ft.

A crag giantds
Low-light vision .

Racial Hit Dice : A crag giant begins with 16 levels of
giant , which provide 16d8 Hit Dice , a base attack bonus

base | and speed

of +12, and base saving throw bonuses of Fort +10, Ref
+5and Will +5.
e Racial Skills : A cr ag gt alevelsd give it skill

points equal to 19 x (2 +
are Climb, Jump, Listen, Spot

Int modifier). Its class skills
and Survival .

rocks.
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e A crag @ianh fevel give it six feats.

Weapon Proficiency: A crag giant is proficient with all
simple weapons and all light armor.

+12 natural armor bonus .

Natural Weapons : 2 slams ( 1d8).

Special Attacks  (see above): Rock throwing
Special Qualities (see above): Rock catching.
Automatic Languages: Giant (crag dialect).
Languages: Common, Elven, Halfling.

Favored Class: Cleric.

e Level Adjustment: +4.

Bonus

Desert Giant

Five times the size of a normal man, this giant is almost
a caricature o f the human physique, with oversized, nearly
comical features. The giant is all but naked, save for a
leather loincloth, and great braids of dark hair swing
hal fway down the monstrosityos

Standing twenty to thirty feet tall, desert giants
resemble massive  humans. Their features are
exaggerated in some way: many have huge noses,
mouths, brows, chins, or ears. The skin of a desert giant
is dark, leathery, and very thick, providing excellent
protection against both weapons and the elements. Most
wear a minimum of clothing, no more than a loincloth and
sandals. The hair of desert giants is dark, coarse, and very
strong; they often grow it in braids that are eventually cut
and traded as rope.

Combat

Desert giants prefer to start combat by hurling rocks or
huge spears at their enemies and then entering melee.

Rock Throwing (EX): The range increment is 140 feet
for a desert giantds thrown

Desert Giant Society

Desert giants gather in clans that live on arid islands in
the Sea of Silt. They subsist by raising herds of erdlus,
kanks, or other creatures. They maintain a limited amount
of trade with inland communities of other races.

Desert Giants as Characters

A desert giant 6s
include clerics that serve Earth.
Desert giant characters possess the following racial traits.
e +16 Str,+4 Dex,+8 Con, -4Int,+2 Wis
e Huge. As Huge sized creatures, desert giants receive a T
2 penalty to  Armor Class, -2 penalty on attack rolls, -8
penalty on Hide checks, +8 bonus on grapple checks
and have lifting and carrying limits quadruple those of
Medium characters
Space/Reach: 15 ft./15 ft.
A desert giantés
Low-light vision .
Racial Hit Dice : A desert giant begins with 14 levels of
giant , which provide 14d8 Hit Dice , a base attack bonus

favored

base | and

of +10, and  base saving throw bonuses of Fort +9, Ref
+4 and  Will +4.
e Racial Skills : A deser tgiang ilexetstgives it skill

points equal to 17 x (2 + Int modifier). Its class skills
are Climb, Jump, Listen, Spot and Surviv al.

e A desert ggnt fevels gw it5feats.

e Weapon Proficiency: A desert giant is proficient with all
simple and martial weapons.

rocks

speed is 40

+12 natural armor bonus .

Special Attacks  (see above): Rock throwing, PR 15
Special Qualities  (see above): Rock catchin  g.
Automatic Languages: Giant (desert dialect). Bonus
Languages: Common.

Favored Class: Fighter.

e Level Adjustment: +4.

Plains Gant

With long, delicate features and darkly tanned skin, this
giant appears as some breed of enormous elf. Its limbs
are long , its hair is fair and its eyes are a pale grey in
color.

cl ass -

Plains giants appear to be huge versions of elves. Their
25 to 30 feet of height is mostly in their legs and they
have distinctly elven facial features. Their skin is usually a
dark red or brown. Plains giants have fair hair and light
blue or gray eyes.

feet.
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Shadow Giant
Large Outsider (Extraplanar, Incorporeal)

Greater Shadow Giant
Huge Outsider (Extraplanar, Incorporeal)

Hit Dic e: 7d8+7 (38 hp) 14d8+42 (105 hp)

Initiative: +5 +6

Speed: Fly 30 ft. (good) (6 squares) Fly 40 ft. (good) (8 squares)

Armor Class: 12 (-1 size, +1 Dex, +2 deflection), touch 12, 14 ( -2 size, +2 Dex, +4 deflection), touch 14,
flat -footed 11 flat -footed 12

Base Attack/Grapple: +7/ - +14/ -

Attack: Incorporeal touch +7 melee (2d6 cold plus 1 Incorporeal touch +14 melee (3d6 cold plus 1
Strength damage) Strength damage)

Full Attack: Incorporeal touch +7 melee (2d6 cold plus 1 Incorporeal t ouch +14 melee (3d6 cold plus 1
Strength damage) Strength damage)

Space/Reach: 10 ft./10 ft. 15 ft./15 ft.

Special Attacks: Drawing the dark, improved grab, Strength Dark mist, drawing the dark, improved grab,
damage Strength damage

Special Qualities: Darkvision 60 ft., DR 10/adamantine and magic, Darkvision 60 ft., DR 15/adamantine and
immunities, lucent healing, magic susceptibility, magic, immunities, lucent healing, magic
temporary corporeality, weapon damage susceptibility, temporary corporeality, weapon

damage

Sav es: Fort +6, Ref +6, Will +6 Fort +9, Ref +9, Will +9

Abilities: Str -, Dex 12, Con 13, Int 14, Wis 12, Cha 15 Str -, Dex 15, Con 17, Int 14, Wis 12, Cha 18

Skills: Bluff +12, Hide +11, Intimidate +12, Knowledge Bluff +21, Hide +11, Intimidate +21,
(arcana) +12, Knowledge (history) +12, Lis ten  Knowledge (arcana) +19, Knowledge (history)

+11, Move Silently +11, Search +12, Sense
Motive +11, Spot +11
Feats: Alertness, Combat Reflexe s, Improved Initiative

+19, Listen +20, Move Silently +19, Search
+19, Sense Motive +18, Spot +20

Ability Focus (dark mist), Ability Focus
(Strength damage), Alertness, Combat
Reflexes, Improved Initiative

Environment The Black The Black

Organization: Solitary, clan (4 -16) Solitary, clan (4 -16)

Challenge Rating: 4 9

Treasure: None None

Alignment: Usually chaotic neutral Usually chaotic neutral

Advancement: 81 14 HD (Large) 157 28 HD (Huge)

Level Adjustment: o] e}

Combat e Racial Skills : A pl ai n gjang ilewetls tgidiesit skill

points equal to 19 x (2 + Int  modifier). Its class skills
are Climb, Jump, Listen, Spot and Survival .
e A pl ai nsgant levels gvsit6 feats.
Weapon Proficiency: A plains giant is proficient with all
simple and martial weapons.
+12 natural armor bonus
Special Attacks (see above): Rock throwing, PR 15
Special Qualities  (see above): Rock catching.
Automatic Languages: Giant (plains dialect). Bonus
Languages: Common.

Plains giants prefer to attack their enemies by hurling
rocks. If forced into melee combat they will fight using
stone clubs.

Rock Throwing (EX): The range increment is 140 feet
foraplai ns giantés thrown rocks.

Plains Giant Society

Plains giant clans inhabit the less rugged, brush -covered
islands of the Silt Sea. They produce food by gathering
vegetation and by herding kanks, erdlus, and erdlands. Favored Class: Fighter.

Plains giants maintain more contact with other races ¢ Level Adjustment: +4.
than most giants. They have been known to act as
mercenaries for villages, merchant houses and city -states.

Glant, Shadow

Plains Giants as Characters
A plains giant s

include clerics that serve Air.

Plains giant ¢ haracters possess the following racial traits.

e +24 Str,+2 Dex,+12 Con, -4Int,+2 Wis, +2 Cha

e Huge. As Huge sized creatures, plains giants receive a T
2 penalty to  Armor Class, -2 penalty on attack rolls, -8
penalty on Hide checks, +8 bonus on grapple che cks
and have lifting and carrying limits quadruple those of
Medium characters

favored cl ass

Réaﬁng chl)vg )51015 i% [’:1 giant I}/Io(r)ms c}f shaCdCIJWas{]ar?ding
over fifteen feet in height. Although it is vaguely
humanoid in shape, with arms, torso and head, its lower
body trails off in wisps of black smoke instead of ending in
legs. Its eyes glow a spectral blue.

Shadow giants, or  shadow people as they prefer to call
themselves, are descendants of ancient halflings who
Space/Reach: 15 ft./15 ft. served Rajaa_t the Warbringer duringAthe Cleansing Wars. '
A plains giantds base | and spee{oiléfolyvdnfgee%aﬂaatos betrayal _ar_1d l-mpr
Low-light vision . alfling followers were sacri ficed by
Racial Hit Dice : A plains giant begins with 16 levels of orde_r to complete t_he downfall _of the_ erstwhile lord. The
giant , which provide  16d8 Hit D ice, a base attack bonus halflings merged with the dimension known as the Black,

of +12, and  base saving throw bonuses of Fort +10, Ref where they were transformed into the creatures now
+5and Will +5 known as shadow giants.

http://athas.org 69



Shadow giants take one of three forms. The first is that
of a shadowy, two -dimensional, humanoid silhouette with
thin limbs, serpentine torso and blue embers in place of
eyes. The second is the form of a solid, corporeal three -
dimensional shadow as tall as a half -giant, while the third
is that of a half -shadow that appears as varying portions
of shadow and halfling. The shadow people speak the
ancient | anguages of Ur Draxa and the civilized halfling
nations, and the common tongue of the Tyr region. When
a shadow giant speaks, black fumes rise from a blue gash
that opens where its mouth would normally be.

Shadow giants normally stand around 10 feet in he ight
but bright light lends them size and depth, and in full
sunlight a shadow giant can grow to be as tall as 15 feet.

Combat

Shadow giants are terrifying opponents, capable of
wreaking havoc with large numbers of foes at once. The
very touch of a shado w giant leeches the  Strength from
their foes and targets
are sometimes taken back to the Black with the creature.

Drawing the Dark (Su):
shadow giant that begins its turn grappling an opponent
can pull that creature into the Black if the shadow giant
makes a successful grapple check. Exposure to the Black
deals 3d10 points of cold damage to a creature each
round, eventually killing a creature not immune to cold.

A temporarily corporeal

Immunities (Ex): A shadow giant is immune to cold
and to sleep, charm and hold spells.
Improved Grab (Ex): To use this ability, a temporarily
corporeal shadow giant must hit with a slam attack. It can
then attempt to start a grapple as a free action without
provoking an attack of opportuni ty. If it wins the grapple
check, it establishes a hold and can use drawing the dark
Lucent Healing (Ex): A shadow giant has fast healing
1 in light as bright as torchlight, and it has fast healing 5

in sunlight or within the radius of a
darkness, a shadow giant suffers
per round.

Magic Susceptibility (Ex): Shadow giants are
susceptible to raw arcane magic. A wizard who gathers
energy for a spell can lose the spell and instead make a
touch attack on the shad  ow giant, dealing  1d6 points of
damage per spell level with a successful attack.

Strength  Damage (Ex): Living creatures touched by a
shadow giant must make a Fortitude save (DC 15) or take
1 point of temporary Strength damage. The save DC is
Charisma -based.

Temporary Corporeality (Su): The shadow giant can
become corporeal as a standard action , seemingly
becoming either a solid shadow the size of a half -giant or
a halfling -like figure composed of shadowstuff. In
corporeal form, it loses the incorporeal subtype, its
deflection bonus to armor class becomes a natural armor
bonus, and it has a  Strength score of 20 when assuming
its larger form or 10 when assuming its halfling -sized

daylight spell. In total
1d4 points of damage

sufferinggndThe dhaudu? ant ks isi8nT attdeid in§tead of

an incorporeal touch a ttack (slam +11 melee, damage
1d4 +5 plus 1 Strength damage in giant form, or slam +8
melee, damage 1d4  plus 1 Strength damage in halfling
form), and it can still use special attacks. It can grapple
creatures (grapple bonus +16 in giant form or +3 in

halfli ng form) and manipulate objects (thus gaining the

use of its drawing the dark  power). The shadow giant can
become incorporeal again as a standard action

A shadow giant that assumes halfling form gains an
additional +2 bonus to its AC and a +8 bonus to Hi de
checks for going from size Large to size Small. All other
abilities are unaffected. Shadow giants have only gained
the ability to take on the halfling form since the death of
Borys, Dragon of Tyr, and cannot assume this form in
games set prior to that event.

Weapon Damage (Ex): Any weapon that strikes a
shadow giant and is affected by its damage reduction (any
weapon that is not adamantine and magic) takes 15
points of damage.

Shadow Giant Society

Shadow giants dwell not only in the nether dimension of
the Black, but also in the mysterious ruin known only as
the Pristine Tower. The shadow people can emerge only
partially from the Black, being trapped there until Rajaat's
prison is destroyed.

No one knows how much time the shadow people spend
in the Black or on Athas or what they eat. What is known
of their life cycle is that they greatly desire obsidian,
which they use to incubate their young. Noble houses,
defilers and other potentates have learned that obsidian
can be traded to shadow giants in ret urn for their service.

Greater Shadow Giants

Greater shadow giants are more powerful relatives of
the standard shadow giant. Fully mature versions of the
species, they are seldom seen away from the Pristine
Tower. There, they watch over the incubation of their
young in obsidian eggs and guard against intruders who
might seek to defile the mysteries of that sacred place.

Greater shadow giants normally stand around 20 feet
in height but bright light lends them size and depth, and
in full sunlight a shadow g iant can grow to be as tall as 30
feet.
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Combat

Greater shadow giants are even more feared in battle
than their lesser brethren. This is primarily due to their
ability to attack several targets at once with the chilling
power of the Black, but also because they possess more
powerful immunities than smaller versions of their
species.. The very touch of a greater shadow giant leeches
the Strength from their foes and individual targets
suffering a shadow giantéés
to being taken b ack to the Black by the creature.

Dark Mist (Su): Once per day, as a standard action,
a greater shadow giant can transform itself into a
billowing ebony fog bank with a radius of 20 feet. When in
this form, the greater shadow giant can move as normal.

It ¢ annot assume temporary corporeality but all other
statistics are unchanged. Any living creature touched by
the dark mist suffers its effects. Living creatures of 4 or
fewer HD are automatically killed (no save). Living
creatures of 5 HD or greater must mak e a DC 23 Fortitude
save or take 1d6 Strength damage, 1d6 Constitution
damage and 3d10 points of cold damage. Living creatures
that make their saves still take 3d10 points of cold
damage. The body of any creature slain by the dark mist
disappears into the Black and is lost. The save DC is
Charisma -based.

Drawing the Dark (Su): A temporarily corporeal
greater shadow giant that begins its turn grappling an
opponent can pull that creature into the Black if the
greater shadow giant makes a successful grapple ch eck.
Exposure to the Black deals 3d10 points of cold damage to
a creature each round, eventually killing a creature not
immune to cold.

Immunities (Ex): A greater shadow giant is immune
to cold, electricity, and fire -based attacks and all mind -
affecting e ffects.

Improved Grab (EXx): To wuse this ability,
temporarily corporeal greater shadow giant must hit with
a slam attack. It can then attempt to start a grapple as a
free action without provoking an attack of opportunity. If
it wins the grapple check, it establishes a hold and can
use drawing the dark

Lucent Healing (Ex): A greater shadow giant has
fast healing 4 in light as bright as torchlight, and it has
fast healing 8 in sunlight or within the radius of a daylight
spell. In total darkness, a greater shadow giant suffers
1d4 points of damage per round.

Magic Susceptibility (EX): Greater shadow giants
are susceptible to raw arcane magic. A wizard who
gathers energy for a spell can lose the spell and instead
make a touch attack on the shadow giant, deal ing 1d6
points of damage per spell level with a successful attack.

Strength  Damage (Ex): Living creatures touched by
a shadow giant must make a Fortitude save (DC 23) or
take 1 point of temporary Strength damage. The save DC
is Charisma -based.

Temporary C  orporeality (Su): The greater shadow
giant can become corporeal as a standard action
seemingly becoming either a solid shadow the size of a
giant or a halfling -like figure composed of shadowstuff. In
corporeal form, it loses the incorporeal subtype, its
deflection bonus to armor class becomes a natural armor
bonus, and it has a  Strength score of 28 when assuming
its larger form or 10 when assuming its halfling -sized
form. The greater shadow giant makes 2 slam attacks
instead of an incorporeal touch attack (slam +21 melee,
damage 1d8+9 plus 1 Strength damage in giant form, or
slam +15 melee, damage 1d4 plus 1 Strength damage
halfling form), and it can still use special attacks. It can

cares

a

in

grapple creatures (grapple bonus +31 in giant form or
+10in halfling f  orm) and manipulate objects (thus gaining

the use of its drawing the dark power). The greater
shadow giant can become incorporeal again as a standard
action .

A greater shadow giant that assumes halfling form
gains an additional +3 bonus to its AC and a+12 bonus to
Hide checks for going from size Huge to size Small. All
other abilities are unaffected. Greater shadow giants have
§nly Baringd tHe 'athliﬁl Y6 take® on ¥ ﬁaﬁliﬁgpfcgrrjn Orlee?
the death of Borys, Dragon of Tyr, and cannot assume this
form in game s set prior to that event.

Weapon Damage (Ex): Any weapon that strikes a
shadow giant and is affected by its damage reduction (any
weapon that is not adamantine and magic) takes 15
points of damage.

Gith

Gith, 1st  -level Warrior

Medium Humanoid (Gith)

Hit D ice: 1d8 (4 hp)

Initiative: +6

Speed: 30 ft. (6 squares)

Armor Class: 16 (+2 Dex, +2 natural, +2 leather armor),
touch 12, flat -footed 14

Base Attack/Grapple: +1/+2

Attack: Spear +2 melee (1d8+1/x3) or claw +2 melee
(1d4+1)

Full Attack: Spear +2 melee (1d8
melee (1d4+1)

Space/Reach:

Special Qualities:

+1/x3) or 2 claws +2

5 ft./5 ft.
Low - light vision

Saves: Fort +2, Ref +2, Will +0

Abilities:  Str 12, Dex 15, Con 11, Int 7, Wis 10, Cha 6
Skills:  Climb +3, Hide +6, Jump +13, Move Silently +6
Feats: Improved In itiative

Environment: Rocky badlands

Organization: Group (2 -8), party (10 -40 plus 1 5th -level
warrior per 20 adults, 1 5th -level psion), tribe (30  -300
plus 1 5th -level warrior per 20 adults, 1 5th -level psion

per 50 adults)
Challenge Rating:
Standard
Usually chaotic evil
By character class
+1

1/2
Treasure:
Alignment:
Advancement:
Level Adjustment:
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Standing hunched before you is a vaguely reptilian e +4 racial bonus on all Hide and Move Silently checks.
humanoid with hairless, greenish -gray skin and jet black Gith are sly and stealthy.
lidless eyes. With clawed hands and feet and a fange d e Natural Armor : A githds tough hide
pronounced underbite, the cr eat uproede & witha p pt2 aatueah areor borwus.
rendered all the more strange by its bowlegged waddling o Natural Weaponry: An gith can rake with its claws for
gait. 1d4 points of damage.

e Low-light vision.

Gith are a lanky race of reptilian humanoids that, when e Automatic Languages: Gith. Bonus languages:
erect, stand close to seven feet tall, but who spend most Common, Elven, Pterran, Ssurran and Tarek.
of their time, bent -over in a crouch that makes them ¢ Favored Class: Rogue.
appear to be only five feet tall. Their lower jaws jut e Level Adjustment: +1.
forward and, while toothless, they have sharp, bony
ridges that they use to crush and grind their food. Their The gi th warrior presented here had the following ability
powerful legs allow them to make great leaps, which they scores before racial adjustments: Str 12, Dex 13, Con 11,
use to move about, walking in an awkward waddle only Int 9, Wis 10, Cha 8.
when they cannot jump or when sneaking up on prey.

Most gith encountered outside their homes are warriors;
the information in the statistics block is for one of 1st
level. (See page 109 in the Dungeon MaGitee ford
more information about the warrior class.) C\ﬂl em

Combat Jade Golem

Gith combat tactics usually involve ambushes. They Rising up from the floor is a humanoid -shaped figure,
prefer to have a distinct advantage in numbers, and so standing approximately 6 feet tall. Its whole body is made
attack in mass. Their weapon of choice is an obsidian of jade, its smooth surface glistening in the faint

spear designed for chopping and
piercing, but they will use any weapon they have access
to. They disdain the use of range weapons, since

they enjoy watching the pain and fear of their
opponents.

Gith Society

Gith organize themselves into tribes, with the
most powe rful member acting as leader. All
authority comes from the chief, who has the
power of life and death over any member of his
tribe. If the chief is killed, the strongest members
of the tribe will fight to the death in order to
determine who will be the new leader. This trial -
by-combat occurs immediately, even if the gith
tribe is currently in the middle of a battle with
another force. Most gith tribes inhabit
mountainous regions, coming down only to raid
the villages of other humanoids or to attack a
passin g caravan. They are usually interested in
entertaining themselves with the suffering of
others and with the prospect of a good meal (gith
will eat anything organic, preferring meat), but
know the value of treasure, especially of psionic
and magical items.

Gith speak their own language, which has no alphabet
but can be expressed in elven script.

Gith as Characters

Within a gith tribe, most leaders will be rogues or
psions. Gith clerics usually follow the elements of fire or
air.

Gith characters possesst he following racial traits:

e +2Dex, -2Int, -2 Cha. Gith have keen reflexes but are
slightly dim and aggressive in their behavior.

e Medium: As Medium creatures, gith have no special
bonuses or penalties due to their size.

e Gith base land speed is 30 feet.

e +10 racial bonus to all Jump checks. Gith have
powerful bowed legs that allow them to leap great
distances.

slashing rather than

torchlight. Its yellow eyes look at you with a cold, angry
stare...

A jade golem is made of polished jade, assembled into a

humanoid form. Its face has perfect humanoid
proportions, though the features are more rough
angular. It stands 6 feet tall and weighs almost 500
pounds.

A jade golem rarely speaks, though it can emit a hoarse

roar of sorts. It walks and moves in slow, precise motions.

Combat

A jade golem will commence combat at
gaze attack if at all possible. It uses this until it is forced
to melee, at which point it resorts to punishing blows from
its mallet -like fists.

Gaze (Ex):  Turn to jade permanently, range 30 feet;
Fortitude DC 16 negates. The save

character so affected is considered to be petrified .

-cut,

range with its

DC is Wisdom -based. A
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Immunity to Magic (EXx): A jade golem is immune to
any spell or spell -like ability that allows spell resistance.
In addition, certain spells and effects function differently
against the creature, as noted below.

A transmute rock to mud spell slows a jade golem (as
the slow spell) for 2d6 rounds, with no saving throw, while

transmute mud to rock heals all of its lost hit points . A
stone to flesh s pel | does not actuall
structure but negates its damage reduction and immunity
to magic for 1 full round.
Construction
The pieces of a jade golem are all made from pure,
white jade. When binding the pieces together, the defiling
magic used in its creation gives the jade its usual, more

common green color.

Assembling the body requires a DC 16 Craft (sculpting)
check ora DC 16 Craft (stonemasonry) check.
CL 11th; Craft Construct , animate objects, antimagic field
caster must be at least 11th level; Price 40,000 gp; Cost
21,500 gp + 1,540 XP.

Magma Golem

You are confronted by a roughly man -shaped creature
composed entirely of glowing magma, standing a whole
foot taller than a full elf.

Magma golems are powerful magical automatons
created from the raw material of magma. Magma golems
were initially created from the lava fields of the Ring of
Fire, devised as guardians by the Dragon and his
kaisharga. Since then, the secrets of their construction
have made their way into other dark minds. Some magma
golems have been known to go rogue when separated
from their creators and in the company of other magma
golems. It is not known why mindless constructs would
behave in such a way but it is suspected that some kind of
elemental communication is taking place. When
completed, a magma golem is 8 ft. tall and weighs a ton.

Jade Golem
Medium Construct

Combat

Magma go lems use their fists to slam enemies. At
intervals a magma golem will seek to overwhelm and
crush its foe, seeking to reduce the victim to only so much

ash.
: m m 20,01 emob s sl am attack
Y Ce)ﬁ%rmlégé)pgﬁﬁtg&cl)?m isre damagéamihg om t he
body. Those hit by a magma gol emds
must succeed on a Reflex save (DC 16) or catch on fire.
The flame burns for ~ 1d4 rounds. A burning creature can

Magma Golem
Huge Construct

Hit Dice: 12d10+20 (86hp) 12d10+40 (106 hp)

Initiative: +0 -1

Speed: 20 ft. (4 squares) 30 ft. (6 squares)

Armor Class: 16 (+6 natural), touch 10, flat -footed 16 14 (-2 Size, -1 Dex, +7 natural), touch 7,

flat -footed 14

Base Attack/Grapple: +9/+15 +9/+26

Attack: Slam +15 melee  (2d10+6) Slam +16 melee (2d8+9 plus 1d10 fire)

Full Attack: 2 Slams +15 melee (2d10+6) Slam +16/+11 melee (2d8+9 plus 1d10 fire)

Space/Reach: 5 ft./5 ft. 15 ft./15 ft.

Special Attacks: Gaze Burn, crush, heat

Special Qualities: Construct traits, damag e reduction 10/metal, Construct traits, damage reduction
darkvision 60 ft., immunity to magic and 10/adamantine, immunity to magic and
psionics , low -light vision psionics

Saves: Fort +4, Ref +4, Will +4

Abilities: Str 23, Dex 10, Con -, Int -, Wi
Skills: o]

Feats: o]

Environment Any

Organization: Solitary

Challenge Rating: 7

Treasure: o]

Alignment: Always neutral

Advancement: 13-24 HD (Medium); 25

Level Adjustment: o)

-36 HD (Large)

Fort +4, Ref +3, Will +4

Str29,Dex9,Con 0 ,Int 0 ,Wis 11,Chal
o]

o)

Any (Ring of Fire, Ur
Solitary

9

o)

Always neutral
13-24 HD (Huge); 25
o]

is 10, Cha 1

-Draxa)

-36 HD (Gargantuan)
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