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Aasimon, Scild                       Allan J. Mikkola (allanm@vulcan.med.ge.com)

==========================================================================

                  PROTECTOR         
    DEFENDER

GUARDIAN

CLIMATE/TERRAIN:
  Upper Planes         
 Upper Planes      

Upper Planes

FREQUENCY:       
 Very rare               
  Very rare            
Very rare

ORGANIZATION:     
Group or Solitary   
  Solitary              

Solitary

ACTIVITY CYCLE:   
Any                         
 Any                  

Any

DIET:             

Omnivore               
Omnivore          

Omnivore

INTELLIGENCE:
Exceptional (15-16)  
Exceptional (15-16) 
Genius (17-18)

TREASURE:         
Nil                  

 Nil     

              Nil

ALIGNMENT:     
Any good             

Any good              
Any good

--------------------------------------------------------------------------------

NO. OF APPEARING: 
10-100 or 1           
1-10 or 1     

        1

ARMOR CLASS:

  0                     

-1                   

 -3

MOVE:         

14, Fl 32 (B)         
16, Fl 36 (B)       

  20, Fl 42 (B)

HIT DICE:        

 6                     

8                    

 10

THAC0:         

13 (see below)       
10 (see below)       
 8/6 (see below)

NO. OF ATTACKS:
   2                     

2                     

2

DAMAGE/ATTACK:    1-8/1-12 (+3)         
1-8/1-12 (+4)       
see below

SPECIAL ATTACKS:  Sharpness severing    

Fireball, and        

 Immolation, and

                   


                     
flames                

flames

SPECIAL DEFENSES: see below             

see below            

 see below

MAGIC RESISTANCE: 
30%          

         40%               
  50\%

SIZE:             

M (6' tall)           

M (6' tall)           

M (7' tall)

MORAL:            

Champion (15-16)     
 Fanatic (17-18)      
Fearless (19-20)

XP VALUE:      

   24,000                
33,000  

              40,000

Scilds are inhabitants of the good-aligned upper outer planes; like other aasimon, they are the servants of the powers that reside in those planes.  Scilds have several forms in which they appear, one for each race they deal with; not surprisingly, their most common forms are that of humans, half-elves, elves, and dwarves; in addition, scilds may appear as either male or female, although the male form is more common.  A scild is able to change from one form to another whenever it wishes; when dealing with more than one race at a time, scilds usually choose to appear in their human forms.  Scilds always appear as the most-beautiful example of the chosen race (protectors and defenders have a charisma of 18, while guardians have a charisma of 19.) Scilds have muscular bodies, and their eyes appear to glow softly.  Perhaps the feature that sets them apart most from the race they choose to emulate, is their graceful wings that extend from their backs.  Scilds in the form of a human male, appear much the same as a deva.

COMBAT: While a scild's main duty is the protection of the various good races, they are still quite capable in combat, although they will normally fight only in dire circumstances; they prefer to solve problems by more peaceful means.

In addition to those powers available to all aasimon, all scilds can use the following spell-like abilities, one at a time:

     - ** aura of protection **, always active (see below)

     - ** cure critical wounds **, once per day

     - ** protection from evil **, always active

     - ** minor globe of invulnerability **, three times per day

     - ** dismissal **, twice per day

The scild's ** aura of protection ** renders them invulnerable to normal, fire-based attacks, and reduces damage from magical and dragon fire attacks by half; A ** magic missile ** cannot penetrate the barrier, and it allows a saving throw vs. spells that do not normally grant one (i.e. ** power word, kill **.)  The aura will also grant certain protections to those within its radius as follows:  all friendly creatures within the confines of the aura receive the equivalent of ** fire resistance ** as per the ring, and receive a bonus to their AC and magic resistance (see below.)  All scilds are immune to normal, non-magical weapons.

Under normal circumstances, only scilds or other aasimon may use scild weapons; however, in rare instances, a scild may bestow its weapon on a high-powered, deserving mortal (it will then forge itself a new weapon.) These mortals must exhibit the utmost devotion to a power of good, and may never use the weapon in any manner that would threaten the causes of good; if these guidelines are not followed, the scild will attempt to reclaim the weapon. These weapons will not maintain their ** aura of protection ** in the hands of a mortal; this special power will only work when the blade is in the hands of a scild.

HABITAT: On the upper planes, scilds are primarily guards for the good powers and their places of residence; however, they also have an important role to serve on the prime material plane:  scilds are the primary protectors of the intelligent, good-aligned races.  While movanic devas also share this responsibility, they are mostly concerned with the more prominent mortals; scilds are the guardians of all mortals, be they kings or slaves.  If a lower class mortal is in dire need, and a movanic deva deems it unworthy of his attention, he will often send a scild to aid the mortal.  When protecting mortals, scilds will try parleying and defensive spells to avoid combat, if possible; if this fails, they will use all necessary means to protect themselves and their charges.  Scilds are organized in a hierarchical manner:  protectors report to the defenders, while the defenders are under the command of guardians.  Guardian scilds report directly to the movanic devas.

ECOLOGY: Scilds are on good terms with other aasimon, especially movanic devas.  These devas will often lead groups of scilds on important missions for the cause of good. 

PROTECTOR

Protector scilds have tan skin, long, dark hair, and amber eyes.

COMBAT: All protectors carry a +1 longsword that shines with a holy light; this weapon is believed to be the source of their ** aura of protection **. Protectors have a strength of 17, which gives them a +1 to hit and damage. Their swords deliver normal longsword damage:  1-8/1-12, with a total damage bonus of +2.  These swords also act as a ** sword of sharpness **.  A protector's aura of protection has a radius of 10'; it gives all friendly creatues within its confines +2 to AC, and a +10% bonus to magic resistance (in addition to the benefits listed above.)  These bonuses are not applied to the protector itself, as they are already figured into the statistics in the table above.  A protector's ** protection from evil ** sphere has a radius of 10'.  Protectors are immune to any type of life level loss, and are hit only by +1 or better weapons.  Protectors are also priests of the 3rd level; they have a wisdom of 18 and have access to the protection sphere.

HABITAT: Protectors are by far the most common type of scild; it is thought that one exists for every good-aligned mortal who worships a good power.  On the upper planes, protectors may be encountered in groups of 10-100 where they serve as sentries and guards for the powers of their planes.  If the mortal a protector is assigned to protect is in great trouble, it is 100% likely to gain the attention of its protector.  However, protectors cannot travel to the prime material plane of their own accord; therefore, they must gain the attention of a greater scild, or a movanic deva.  The protector has a chance of doing this equal to:  25% plus 1% per level of the creature in need.  If the protector successfully attracts the attention of a superior, that superior will allow it to aid the mortal 95% of the time.  However, only one protector will be allowed to aid a single group of 50 or less individuals.  If the protector itself is seriously threatened, it may call upon a defender for aid; this plea has a 30% chance of being heard and answered.

DEFENDER

Defender scilds have white skin, dark hair, and silver eyes.

COMBAT: Defenders carry a flaming longsword with a +2 combat bonus; the have a strength of 18 which gives them a +1 bonus to hit, and a +2 damage bonus. Their swords inflict 1-8/1-12 points of damage, with a total of +4 to damage; if the same target is struck twice in the same round with this sword, it will engulf the victim in flames for an additional 2-12 points of damage, with no save.  Also, twice per day, a defender's sword may emit an 8-die ** fireball ** as per the spell.  A defender's ** aura of protection ** has a radius of 15' and imparts (among its other benefits) a +3 bonus to AC and +15% to magic resistance to all friendly creatures within its radius.  The defender's ** protection from evil ** sphere has a radius of 20'.  In addition to the powers available to all scilds, defenders may also perform the following, one at a time:

     - ** anti-magic shield **, twice per day

     - ** globe of invulnerability **, twice per day

     - ** banishment **, once per day

Defenders are immune to any form of life level loss, and are hit only by +1 or better weapons.  Defenders are priests of the 5th level, and have a wisdom of 19; they may cast spells from the protection and healing spheres.

HABITAT: Defenders are far less common than protectors; one defender exists for approximately every 100 protectors.  Defenders may be encountered in groups of up to 10 on the upper planes where they serve as elite guards of the powers' residences.  If a mortal in their protection is in dire need, there is a chance the defender will notice; this chance is equal to:  20% plus 1% per level of the mortal in need; if this roll fails, it indicates the defender was attending to some greater need (this percentile roll should be modified as the DM sees fit.)  If the defender notices the mortal in trouble, he may elect to send a protector to aid the being, or may choose to go himself, as all defenders are fully capable of travelling directly to the prime material plane on their own. A Defender may also be sent to the prime plane at the wish of a guardian or a movanic deva.  Only one defender may aid a single group of mortals of 500 or less; groups larger than that may attract the attention of multiple defenders.  If a defender on the prime plane is in great peril, it may either gate in 1-2 protectors, or attempt to summon the aid of a guardian; this summons has a 30% chance of being heard.

GUARDIAN

Guardian scilds have golden skin, hair, and eyes.

COMBAT: Guardians carry a mighty blade that is the equivalent of a ** sun blade ** (+2/+4 vs. evil); they have a strength of 18/50 which gives them a +1 bonus to hit, and a +3 damage bonus.  A guardian's sword inflicts normal bastard sword damage (1-8/1-12, one-handed; 2-8/2-16, two-handed) with total strength and weapon damage bonuses of +5, or +7 vs. evil opponents.  Anyone hit twice in the same round by a guardian's blade is engulfed in flame and suffers 2-20 points of additional damage, with no save.  Additionally, three times per day, the blade allows the guardian to immolate itself; this has the affect of a ** fire storm ** on all unfriendly creatures (area of effect is as per the spell.) This fire storm will last for 1-4 rounds.  Friendly creatures in the area of effect are not harmed by the fire storm.  A guardian's ** aura of protection ** has a radius of 20' and gives a +4 bonus to AC and a +20% bonus to magic resistance to all friendly creatures within its confines (in addition to those benefits already listed above.)  A guardian's ** protection from evil ** sphere has a radius of 30'.  Guardians have all the powers of protectors and defenders; in addition, they are able to use the following powers, one at a time:

     - ** spell turning **, three times per day

     - ** prismatic sphere **, once per day

     - ** blade barrier **, once per day

Guardians are immune to all forms of life level loss and death magic, and are hit only by +2 weapons or better. Guardians are priests of the 7th level; they have a wisdom of 20, and are able to access the protection, guardian, and healing spheres.

HABITAT: Guardians are the least common type of scild; there exists a single guardian for approximately every 1000 protectors.  Guardians are almost always encountered alone, whether it is on the upper planes or on the prime plane.  On the upper planes, guardians serve as personal bodyguards to the various powers.

A guardian has a chance of noticing a mortal in trouble equal to:  15% plus 1% per level of the mortal.  If the guardian does in fact notice the being in trouble, he may elect to send either a protector or defender, or he may choose to go to the mortal's aid himself; guardians may travel directly to the prime plane at will.  A guardian may also be sent to the prime plane at the request of a movanic deva.  Only one guardian may aid groups of up to 5000 in size; larger groups may gain the attention of additional guardians.  A guardian in great trouble, may gate in 1 defender or 1-4 protectors, or may attempt to summon a movanic deva to his aid; this summons has a 30% chance of being heard.

Amorabi                              Allan J. Mikkola (allanm@vulcan.med.ge.com)

==========================================================================

CLIMATE/TERRAIN:    Any

FREQUENCY:          Very rare

ORGANIZATION:       Bands

ACTIVITY CYCLE:     Day

DIET:               Carnivore

INTELLIGENCE:       High (13-14)

TREASURE:           P, R

ALIGNMENT:          Chaotic Evil

--------------------------------------------------------------------------------

NO. OF APPEARING:   1-8

ARMOR CLASS:        -2

MOVE:               9, Fl 15 (C)

HIT DICE:           120 hit points (saves as 27 HD monster)

THAC0:              9  (Attacks as 12 HD monster)

NO. OF ATTACKS:     2 

DAMAGE/ATTACK:      1d8/1d8 (+7 damage for strength)

SPECIAL ATTACKS:    See below

SPECIAL DEFENSES:   +2 weapon or better to hit, see below

MAGIC RESISTANCE:   60%

SIZE:               M (5-6' tall)

MORALE:             Average (8-10)

XP VALUE:           10,000

Amorabi are a cross between a bird an a human.  They have 2 legs and two arms. Both hands and feet are clawed.  They have vestigial wings but cannot fly. Their heads are bird-like.  The wings, shoulders and upper backs are feathered.  Amorabi have 19 strength and are powerful spell casters.  Amorabi were created by the greatest lich ever (in my world) to be the personal bodyguards of himself and his chief lieutenants.  They are nasty tempered to all others, but faithful to their creator.  Amorabi require +2 weapon or better to be hit.  They are immune to charm and hold spells.  The can cast the following spells as a 12th level mage:

     - ** disintegrate **

     - ** web **

     - ** cause disease **

     - ** dispel magic **

     - ** fear **

     - ** bestow curse ** (reverse of remove curse)

     - ** rock to mud **

     - ** teleport **

     - ** stone to flesh **

     - ** death spell **

     - ** despair ** (emotion spell)

Antraconian

==========================================================================

CLIMATE/TERRAIN:    Geheena

FREQUENCY:          Very rare

ORGANIZATION:       Solitary

ACTIVITY CYCLE:     Any

DIET:               Omnivore

INTELLIGENCE:       Exceptional

TREASURE:           H

ALIGNMENT:          Neutral Evil

--------------------------------------------------------------------------------

NO. OF APPEARING:   1-2

ARMOR CLASS:        -3

MOVE:               18, Fl 6

HIT DICE:           10+8

THAC0:              11

NO. OF ATTACKS:     5

DAMAGE/ATTACK:      1d4/1d4/1d4/1d4/2d6

SPECIAL ATTACKS:    See below

SPECIAL DEFENSES:   See below

MAGIC RESISTANCE:   60%

SIZE:               L (8' tall)

MORALE:             Fanatic (17-18)

XP VALUE:           8,000

These vile creatures once roamed throughout the plane of Gehenna, and they were equally common sights in the Nine Hells and Hades, and even on the Prime Material Plane (where they were found inevitably performing some deed of evil either as summoned creatures or on their own initiative).  Eventually their excursions into the Nine Hells so angered that dark plane's inhabitants that a full scale war broke out between the devils and the less numerous Antraconian, resulting in the almost wholesale destruction of the Antraconian race.  A handful of Antraconians live on (perhaps a dozen or two), existing as they can.  They are not as common a sight as they once were, but they can still be found wandering the Prime Material plane in the service of some evil wizard. On their own plane, however, they are undetectable, as they have taken precautions to being wiped out by the occasional devil force (a race to which the Antraconians still hold great enmity towards, and will attack on sight if the odds are good).  Antraconians normally attack with their four clawed arms, following up with a bite from their batlike heads.  If all four arms hit, they hold the target and gain a +4 "to hit" with their bite attack.  The chance of a character getting out is equal to his or her bend bars percent, and may be attempted once per round.  Further, Antraconians may use the following spell like powers once per round, when applicable:

     - ** charm person **,              - ** unseen servant **,

     - ** knock **,                     - ** slow **,

     - ** polymorph self ** (to Black Unicorn or Golden Pegasus),

     - ** invisiblity **,               - ** detect invisibility **,

     - ** detect good **, and           - ** dispel magic **

All of the above are as if cast by and 8th level mage.  They also have the spell casting abilities of a fifth level cleric.  Moreover, once per day they are able to cast a ** symbol of pain **.   At one point in time they possessed gating abilities similar to those of other creatures of the lower planes, but their numbers have been reduced so as to make this power unusable.  An Antraconian can only be harmed by +2 or better weapons and are immuned to all fire-based attacks.

Antracos, Lord of the Antraconians

==========================================================================CLIMATE/TERRAIN:    Gehenna

FREQUENCY:          Unique

ORGANIZATION:       Solitary

ACTIVITY CYCLE:     Any

DIET:               Omnivore

INTELLIGENCE:       Genius or Semi

TREASURE:           H, Z, T

ALIGNMENT:          Neutral Evil (with Chaotic tendencies)

--------------------------------------------------------------------------------

NO. OF APPEARING:   1

ARMOR CLASS:        -6

MOVE:               18, Fl 6

HIT DICE:           129 hit points

THAC0:              7

NO. OF ATTACKS:     4 or 3

DAMAGE/ATTACK:      1d6/1d6/1d6/3d6 or 2d10/1d6/3d6

SPECIAL ATTACKS:    See below

SPECIAL DEFENSES:   See below

MAGIC RESISTANCE:   70 %

SIZE:               L (9' tall)

MORALE:             Fearless (19-20)

XP VALUE:           15,000

Antracos, the lord of the Antraconians, was once the pride of his foul species.  He was the strongest, the fastest and most powerful of their kind, and it was under his banner that the Antraconians fought under in their disastrous war with devilkind.  Near the end of the war Antracos was captured, and was held in captivity for a century in the ninth plane of hell, where he was tortured endlessly by the servitors of Asmodeus.  When Antracos finally escaped, he was a changed creature.  His body was damaged permanently, but even more importantly, he went somewhat insane. Antracos has become far more unpredictable in his attitudes, occasionally doing things far more chaotically than his former, more neutral psyche would commit.  In addition, at times he slips into a pathetic dementia, where his mind, battered as it is, retreats into a shell.  In this state Antracos is little more than a beast, attacking whatever hurts him with claw and tooth.  When not under the influence of his insanity, Antracos still shows remnants of what made him the great lower planar lord he once was.  He is fully capable of using his spell like abilities which include the ability to, at will:

     - ** charm person **,              - ** polymorph self **,

     - ** invisibility **,              - ** detect invisibility **,

     - ** detect good **,               - ** ESP **,

     - ** affect normal fires **, and   - ** darkness, 10' radius **

Once per day he can ** summon ** an Antraconian (75% chance of success), speak an ** (un)holy word **.  Once per week, he can cast an ** imprisonment ** spell, but at the cost of his sanity for an indeterminate period of time (apparently the use of the spell reminds him of his own imprisonment).  Antracos appears as a large Antraconian with a few scars located at various spots around his body.  He has lost one arm (thus only three claw attacks). When he uses a weapon he fights with Vasaros, a long sword which does 2d20 points of damage per hit.  Antracos can be only hit by +3 or better weapons, and is immuned to all fire-based attacks.

Coronil                                    Luan Dalgari (chx38@seq1.keele.ac.uk)

==========================================================================

CLIMATE/TERRAIN:    Lower outer planes

FREQUENCY:          Very rare

ORGANIZATION:       Band

ACTIVITY CYCLE:     Any

DIET:               
       Carnivore

INTELLIGENCE:       Genius (15-16)

TREASURE:              E, Zx3, Ox10, (F, G, H, I)

ALIGNMENT:          Chaotic evil or neutral evil

--------------------------------------------------------------------------------

NO. OF APPEARING:   2-12

ARMOR CLASS:        -15

MOVE:               24

HIT DICE:           600 hit points

THAC0:              -20

NO. OF ATTACKS:     6 + 2

DAMAGE/ATTACK:      1d20/1d20/1d20/1d20/2d10/2d10 (all +25) (by weapon)

SPECIAL ATTACKS:    See below

SPECIAL DEFENSES:   See below

MAGIC RESISTANCE:   95%

SIZE:               L (12' tall)

MORALE:             Fearless (19-20)

XP VALUE:           58,000

The Coronil is a large 8 legged beast, standing about 12' tall.  In appearance they resemble copper coloured spiders covered in a dense fur.  In addition to their 8 legs they have 2 arm like appendages that although being small are suitable for using missile weapons and/or magic items.  The Coronil does not see using eyes, instead it uses an innate ability to sense what is around it, therefore it cannot be surprised except by teleporting in close to it. In combat a Coronil can use any 4 of its legs, thus it can attack multiple opponents within a 10' radius.  Each of its legs strikes with a lightning speed and impacts with a huge force, consequently characters not wearing strong metal armor (i.e, full/field plate) will suffer a further 1-4 1d10 points of damage.  Each successful strike with a leg causes a further 1% chance for the character being plane shifted to a random plane.  Twice per round the Coronil can spit an acidic poison, requiring a to hit roll, if successful a save vs poison is allowed to negate the effect.  The Coronil is impervious to all non-metal weapons, non-edged metal weapons, and edged metal weapons of less than +5 value.  The Coronil regenerates 5d20 points of damage per round per successful attack with a leg.

Deathfog                               Max Becherer (becherer@suna0.cs.uiuc.edu)

==========================================================================

CLIMATE/TERRAIN:    Old battlefields, haunted and cursed lands

FREQUENCY:          Very Rade

ORGANIZATION:       Solitary

ACTIVITY CYCLE:     Night

DIET:               Life energy

INTELLIGENCE:       Very to High (11-14)

TREASURE:           Nil

ALIGNMENT:          Neutral Evil

--------------------------------------------------------------------------------

NO. APPEARING:      1

ARMOR CLASS:        -8, see below

MOVEMENT:           24

HIT DICE:           7+1

THAC0:              5

NO. ATTACKS:        4

DAMAGE/ATTACK:      Special

SPECIAL ATTACKS:    Energy drain, fear envelopment

SPECIAL DEFENCES:   Magic weapons to hit, immune to mental attack.

MAGIC RESISTANCE:   20%

SIZE:               M to L

MORALE:             Champion

XP VALUE:           3,000

The Deathfog is a glowing, sickly greenish cloud of intelligent, malevolent energy.  It thrives on the life force of its victims which it persues mercilessly and with great cunning.  Deathfogs are most commonly found on old battlefields, unwholsome swamps inhabited by evil beings, or otherwise cursed lands.  They are relatively common on the plane of Ravensloft, especially in the Mists.

COMBAT:  Deathfogs feed on the life forces of living, and preferably intelligent beings.  All living creatures of less than 3 hit dice flee from deathfogs on sight.  Those with 3 to 6 hit dice suffer the effects of a fear spell.  All higher level creatures are free to act as they see fit.  Deathfogs are immune to mental attacks and are only hit by magical weapons (see below).  Deathfogs attack by lashing their victims with vaporous pseudopods inflicting 1d6 points of rotting damage and forcing the victim to save vs. paralyzation or lose 1d6 strength points (they return at a rate of 1 per day).  The rotting damage must heal naturally at 1/4 the normal rate.  If the victim's strength is reduced to less than 3, he is too weak to move.  At zero, the victim falls unconscious.  Deathfogs have another, more fearsome form of attack: envelopment.  If a deathfog envelopes, that is the only attack it may make that round.  Enveloped victims must save vs. death magic or be killed outright, their life forces devoured by the fog.  If the save is made, the victim loses one level, 1d6 strength points and sustains 1d6 points of rotting damage. As the fog has little real substance, the creature must make an envelopment attack each round to keep its victim inside.  A typical deathfog tactic is to lash all foes in its vicinity until they are too weak to resist.  It can then devour them at its leisure.  A deathfog's sadism knows no bounds.  Against weak or helpless victims it can, and usually does, envelope and attack less vigorously, thereby prolonging its victim's agony; often, a death that should be nearly instantanious can take hours.  Deathfogs may also release a weakened victim, allowing him to think he has escaped, then hunt him down later, much like a cat plays with a mouse before eating it.  To make matters worse, since deathfogs are telepathic, they taunt their victims mercilessly.  As powerful as they may seem, deathfogs are not invulnerable.  Fire-based attacks inflict double damage, and they can be harmed by many spells.  While most normal weapons are useless against deathfogs, there are exceptions. Flaming oil inflicts double damage, and weapons dipped in burning oil will do normal damage.  Against flaming oil, a deathfog has armor class 7, against dipped weapons, it has an armor class of 0.  Fire elementals are immune to deathfog attacks, and can destroy them with ease.  Perhaps the deathfog's greatest vulnerability is to sunlight.  Spells which produce sunlight, such as the various sunrays, will usually kill it instantly, permanantly stripping 2 hit dice per die inflicted.  In normal sunlight, a deathfog looses one hit die per round permanently (see ecology).  Deathfogs have ESP and empathy and are difficult to surprise.  Furthermore, if things get too dangerous, they can seep into the ground, into timbers, etc. Deathfogs are extremely good at hiding in this way, and will often ambush potential victims from underground.

HABITAT:  As was stated before, deathfogs inhabit cursed, evil places.  They are solitary creatures and have no real culture.

ECOLOGY: Deathfogs are clouds of congealed malevolent energy.  They do not reproduce per se, but rather they condense.  They tend to form in places where great acts of evil were committed, or any place else that is sufficiently suffused with evil.  They seek to expand their evil realms by feeding on victims in bordering areas.  For every 1,001 levels drained, the deathfog gains one hit die.  Victims killed by deathfogs do not become undead because all that remains is dust. Deathfogs by their very nature destroy living things, and have a disasterous effect on the local ecology.

Demonette, Or-ren                          Luan Dalgari (chx38@seq1.keele.ac.uk)

==========================================================================CLIMATE/TERRAIN:    The Abyss 

FREQUENCY:          Very rare

ORGANIZATION:       Solitary

ACTIVITY CYCLE:     Any

DIET:               Omnivore

INTELLIGENCE:       Very (11-12)

TREASURE:           Special (see below)

ALIGNMENT:          Chaotic evil

--------------------------------------------------------------------------------

NO. OF APPEARING:   1-2

ARMOR CLASS:        -14

MOVE:               21

HIT DICE:           500 hit points

THAC0:              -10

NO. OF ATTACKS:     5

DAMAGE/ATTACK:      1-12/1-12/1-12/1-12/1-12 (+25)

SPECIAL ATTACKS:    See below

SPECIAL DEFENSES:   See below

MAGIC RESISTANCE:   95%

SIZE:               M (6' tall)

MORALE:             Fearless (19-20)

XP VALUE:           55,000


Or-ren demonettes are about 6' tall, completely gold in colour.  Their skin is completely light absorbant, in that they cast no shadow.  They are humanoid, and very thickly muscled (giving a strength equivalent to 25), and they are totally hairless.  They have quite extensive magic use and may use any magic-user spell up to and including 7th level may be cast twice a day.  In combat they wield +6 golden hammers (damage 1-12/2-16).  When using these hammers a to hit roll in excess of 15 (i.e., if a to hit roll of 3 is needed, then a 19 or greater) causes the loss of 1-4 energy levels.  This power of the hammer is lost in the hands of a non-demonette.  In the hands of a non-demonette, the hammer has only a +4 magical bonus.  They are completely immune to any form of psionic attack or discipline.  If a successful vorpal attack is used on the demonette, then they will not lose any limbs, but rather their current hit points will be halved.  They regenerate 1/4 of their current hit points a round.  They can only be affected by +5 or better magical weapons.  They can summon other demonettes to their aid:

     1-4 Steren Demonettes

     1-8 Bijou Demonettes

They also have the ability to blink at will up to 120' from their current location. This ability can also be used if they lose initiative to avoid being damaged.  If this is the case then there is only a 5% chance of the blinking before each attack.

Demonette, Orth-Non                        Luan Dalgari (chx38@seq1.keele.ac.uk)

==========================================================================CLIMATE/TERRAIN:    The Abyss

FREQUENCY:          Very rare

ORGANIZATION:       Solitary

ACTIVITY CYCLE:     Any

DIET:               Omnivore

INTELLIGENCE:       Very (11-12)

TREASURE:           Special (see below)

ALIGNMENT:          Chaotic evil

--------------------------------------------------------------------------------

NO. OF APPEARING:   1-4

ARMOR CLASS:        -8

MOVE:               21

HIT DICE:           250 hit points

THAC0:              5

NO. OF ATTACKS:     4

DAMAGE/ATTACK:      1-12/1-12/1-12/1-12 (+12)

SPECIAL ATTACKS:    Nil

SPECIAL DEFENSES:   See below

MAGIC RESISTANCE:   60%

SIZE:               M (6' tall)

MORALE:             Fearless (19-20)

XP VALUE:           40,000

Orth-Non demonettes are the muscle of an army, they are used for removing solid objects such as gates, boulders and barriers.  These solid beasts can attack twice per round with each hand, or stand toe to base with an object and pound at it until it breaks.  In combat orth-nons use a small hammer in each hand which does 1-12 damage plus a further 12 points per attack, this bonus is the result of strength and style.  If no weapon is used the damage is 12 per attack.  The hammers are silver, and worth about 800 gold pieces each, to use the hammer a strength of at least 22 is required.  Orth-Non demonettes are humanoid creatures about 6.5' tall.  They are a shiny green in colour and covered in rippling muscles.  They have thick black hair covering their bodies from the lower chest down, their torso is covered in a thick green slime, and the visible flesh appears very lumpy.  The lumpy flesh with the slime makes the orth-non immune to all missiles except those from catapults and ballistae, this enables them to pummel castle walls without fear of archers.  Their strength is equivalent to 23.

Demonette, Steren                          Luan Dalgari (chx38@seq1.keele.ac.uk)

==========================================================================CLIMATE/TERRAIN:    The Abyss

FREQUENCY:          Very rare

ORGANIZATION:       Solitary

ACTIVITY CYCLE:     Any

DIET:               Omnivore

INTELLIGENCE:       Very (11-12)

TREASURE:           Special (see below)

ALIGNMENT:          Chaotic evil

--------------------------------------------------------------------------------

NO. OF APPEARING:   1-2 (25 known to exist)

ARMOR CLASS:        -12

MOVE:               18

HIT DICE:           400 hit points

THAC0:              -6

NO. OF ATTACKS:     4

DAMAGE/ATTACK:      1-10/1-10/1-10/1-10 (+25)

SPECIAL ATTACKS:    See below

SPECIAL DEFENSES:   See below

MAGIC RESISTANCE:   85%

SIZE:               M (6' tall)

MORALE:             Fearless (19-20)

XP VALUE:           44,000

Steren demonettes are white in colour.  They are humanoid in form with long powerful arms and legs.  They have pronounced short canine teeth, which are a golden colour.  They have short black hair which covers their entire body.  It is impossible to tell different members of the species apart because of their uniform appearance.  Steren demonettes have limited spell use, which is:

     ** Polymorph self **        1/day

     ** Polymorph other **       1/day

     ** Fireball 15d6 **         1/day

     ** Lightning bolt 15d6 **   1/day

When steren demonettes enter combat they wield magical white hammers, which have a magical bonus of +6, the hammers can be wielded by anyone expending a proficiency slot.  They do 1-10 points of damage on small and medium sized targets, and 2-16 points on large targets.  In the hands of a non-demonette, the hammer is only of +3 value, although it will still hit and damage other beings that need +4, +5 or +6 weapons to be hit.  The weapon also loses its other magical properties.  Steren demonettes are unaffected by any sort of psionic attack or discipline.  When a Steren demonette is using a white hammer a roll of 20 on the to hit rolls results in an energy level loss.  (This is a function of the hammer.)  Steren demonettes are only hit by magical weapons of +3 or greater value. They also regenerate 3 hit points per round.

Den-ul-dia (Those of the gods)             Luan Dalgari (chx38@seq1.keele.ac.uk)

==========================================================================CLIMATE/TERRAIN:    Any

FREQUENCY:          Uncommon

ORGANIZATION:       Bands

ACTIVITY CYCLE:     Any

DIET:               None

INTELLIGENCE:       Non to Semi- (0-4)

TREASURE:           Varies

ALIGNMENT:

--------------------------------------------------------------------------------

NO. OF APPEARING:   6 / 10-40

ARMOR CLASS:        -1 to -15

MOVE:               24

HIT DICE:           8-16

THAC0:                8 to 9 HD : 6

                    
10 to 11 HD : 4

                    
12 to 13 HD : 3

                             14 HD : 2

                    
15 to 16 HD : 1

NO. OF ATTACKS:     1d8 (check each round)

DAMAGE/ATTACK:      1d8 each (+12 + weapon)

SPECIAL ATTACKS:    See below

SPECIAL DEFENSES:   See below

MAGIC RESISTANCE:   Nil

SIZE:               M

MORAL:              Fanatic (17-18)

XP VALUE:

   8 hit dice       14,000              13 hit dice       18,000

   9 hit dice       15,000              14 hit dice       19,000

  10 hit dice       16,000              15 hit dice       20,000

  11 hit dice       17,000              16 hit dice       21,000

  12 hit dice       18,000

Den-ul-dia look like bald, mouthless humans.  They have no neck thus rendering vorpal attacks useless.  Their arms are very muscled giving a 24 strength.  Den-ul-dia also have limited magic use:

     ** Invisiblity **                                                 1/turn

     ** Anti-magic shell **                                            1/day

     ** Fireball ** (equal to the number of hit dice of the creature)  2/day

A roll of 20 on their to hit roll causes a soul stealing effect.  If the character is wearing a scarab of protection this drains 3 charges.  The character is allowed a save vs spells at -10, a fail indicates death. Den-ul-dia use swords, and there is a 50% chance of one using a magical sword, and then a 25% chance of having two.  If a sword is magical it is: 

     01-25   +1

     26-50   +2

     51-75   +3

     76-90   +4

     91-00   Vorpal (1% +4)

A den-ul-dia never drops its weapons, and is only affected by +3 or better weapons.

Dragon, Crested                      Allan J. Mikkola (allanm@vulcan.med.ge.com)

==========================================================================CLIMATE/TERRAIN:    Temperate wooded hills, montains and subterranean

FREQUENCY:          Very rare

ORGANIZATION:       Solitary or clan

ACTIVITY CYCLE:     Any

DIET:               

Special

INTELLIGENCE:       High (13-14)

TREASURE:           Special

ALIGNMENT:          Neutral Evil

--------------------------------------------------------------------------------

NO. OF APPEARING:   1 (2-5)

ARMOR CLASS:        -2 (base)

MOVE:               9, Fl 30 (C), Sw 9, Jp 3

HIT DICE:           13 (base)

THAC0:              7 (base)

NO. OF ATTACKS:     3 + special

DAMAGE/ATTACK:      2-12/2-12/3-30 (3d10)

SPECIAL ATTACKS:    Special

SPECIAL DEFENSES:   Variable

MAGIC RESISTANCE:   Variable

SIZE:               G (42' base)

MORAL:              Fanatic (17-18)

XP VALUE:           Variable

             BODY         TAIL              BREATH      SPELLS           
           TREASURE            XP

AGE  LENGTH  LENGTH  AC   WEAPON   WIZARD/PRIEST    MR     TYPE             VALUE

 1    2-8     
      1-6          1   
2d10+1           Nil           
       Nil        Nil          
     3,000

 2    8-20   
     6-14         0   
4d10+2           Nil           
       Nil        Nil                4,000

 3   20-32  
    14-26       -1   
6d10+3           Nil            
       Nil        Nil                6,000

 4   32-52   
    26-34       -2   
8d10+4            1              
       Nil         H                 8,000

 5   52-70   
    34-45       -3  
10d10+5          2                        
       35%       H                 10,000

 6   70-88   
    45-52       -4  
12d10+6          2 1                               40%       H, T             11,000

 7   88-96   
    52-62       -5  
14d10+7          2 2 1                            45%       H, S, T         12,000

 8   96-106      62-70       -6  
16d10+8          2 2 2                            50%       H, S, T         15,000

 9  106-116     70-78        -7 
 18d10+9         2 2 2 1                         55%       H, S, Tx2      17,000

10  116-124    78-82        -8  
20d10+10        2 2 2 2        
       60%       H, S, Tx2      18,000

11  124-132    82-90        -9  
22d10+11        3 2 2 2 / 1    
       65%       Hx2, S, Tx2   19,000

12  132-142    90-98       -10 
 24d10+12       3 3 2 2 / 2    
       70%       Hx2, S, Tx2   20,000
Crested dragons are a cross between red and green dragons; they have the body of a green dragon (but larger) and the head and tail of a red dragon.  The distinguishing feature of a crested dragon is the red, cakatoo-like crest that extends from the top of the head to halfway down the back of the neck.  The coloration of the crested dragon's scales are similar to those of the green and red dragons in the repective body parts.  Due to cross-breeding, a crested dragon's body scales are thicker than those of the green, hence the better armor class.  Crested dragons speak their own tongue, a tongue common to all evil dragons, and 14% of hatchling crested dragons have an ability to communicate with any intelligent creature.  The chance to possess this ability increases 5% per age category of the dragon.

COMBAT: Crested dragons will attack most good-aligned and neutral creatures without a second thought, but have also been known to attack evil creatures that invade their territory.  Crested dragons will use their spells, breath weapon, and special abilities against more formidable foes before closing to fight, but will use claws and bite against weaker opponents.  At times, a crested dragon will attempt to control foes through use of suggestion and charm.  These controlled creatures will be used as guards, or as information-gatherers.  Their favorite targets for these tactics are humans and demi-humans.

BREATH WEAPON: A crested dragon's breath weapon is a cloud of flaming gas 70' long, 40' wide, and 30' high.  Creatures caught in this cloud must make two saving throws vs. breath weapon as follows:  the first is against gas for 3/4 damage and the second is against fire for 1/2 damage.  This breath weapon is composed mostly of flames; therefore, if a target is immune to gas, damage is automatically 3/4 normal, save against fire for 1/2.  On the other hand, if a victim is immune to fire, damage is automatically 1/2 normal, save against gas for 1/4 damage.  From birth, crested dragons are immune to both fire and gasses.  Crested dragons cast spells and use their special abilities at 8th level, plus their combat modifier.  As they age, they gain the following additional powers:

AGE            SPECIAL ABILITY

Young          ** Affect normal fires ** (three times per day)

Juvenile       ** Water Breathing **

Adult          ** Suggestion ** (once per day)

Old            ** Wall of Fire ** (once per day)

Venerable      ** Hypnotism ** (once per day)

Great wyrm     ** Pass without trace ** (three times per day)

HABITAT: Crested dragons are found in temperate hilly and mountainous regions as long as these areas are heavily forested.  Crested dragons are solitary creatures (except when mating and child-rearing) and fiercely protect their territory.  Crested dragon lairs are usually found in large caves well hidden in deep forests.  Crested dragons are good parents, and will protect their young to the death if necessary.  Enemies of crested dragons include hill giants and green dragons with whom they share their territory.  They will attack hill giants on sight, but will not fight green dragons unless provoked.

ECOLOGY:  Although crested dragons can eat nearly anything, they prefer humans and elves, especially females; they have been known to attack small villages to obtain food.  They will also eat plants and medium-sized animals if necessary.

Dragon, Crimson                      Allan J. Mikkola (allanm@vulcan.med.ge.com)

==========================================================================CLIMATE/TERRAIN:    Subtropical and temperate hills and montains

FREQUENCY:          Very rare

ORGANIZATION:       Solitary or clan

ACTIVITY CYCLE:     Any

DIET:               Special

INTELLIGENCE:       Exceptional (15-16)

TREASURE:           Special

ALIGNMENT:          Neutral (5% lawful or chaotic)

--------------------------------------------------------------------------------

NO. OF APPEARING:   1 (2-5)

ARMOR CLASS:        -1 (base)

MOVE:               12, Fl 36 (C), Jp 3

HIT DICE:           12 (base)

THAC0:              9 (base)

NO. OF ATTACKS:     3 + special

DAMAGE/ATTACK:      2-12/2-12/3-30 (3d10)

SPECIAL ATTACKS:    Special

SPECIAL DEFENSES:   Variable

MAGIC RESISTANCE:   Variable

SIZE:               G (42' base)

MORAL:              Fanatic (17-18)

XP VALUE:           Variable

      
BODY       TAIL               BREATH           SPELLS           
        TREASURE        XP

AGE  LENGTH  LENGTH  AC   WEAPON   WIZARD/PRIEST      MR     TYPE         VALUE

 1    
5-15    
  3-10   
      2    
3d6+1   

Nil            
Nil  
Nil                3,000

 2   
15-26  
 10-16           1    
6d6+2   

Nil            
Nil 
Nil                4,000

 3   
26-36  
 16-24           0    
9d6+3   

Nil            
Nil 
Nil                6,000

 4   
36-46  
 24-38          -1   
12d6+4  
 2              
Nil 
G                  8,000

 5   
46-62  
 38-50          -2   
15d6+5  
 2 1           
25%
G, S              10,000

 6   
62-74  
 50-66          -3   
18d6+6  
 2 2           
30%
G, S              11,000

 7   
74-84   
 66-78          -4   
21d6+7  
 2 2 1        
35%
G, S, Z          12,000

 8   
84-98   
 78-90          -5   
24d6+8  
 2 2 2        
40%
G, S, X, Z     14,000

 9   
98-120 
 90-112        -6   
27d6+9  
 2 2 2 1     
45%
G, S, X, Z      16,000

10  
120-140   112-120      -7   
30d6+10 
 2 2 2 2     
50%
G, S, X, Z      18,000

11  
140-158   120-130      -8   
33d6+11 
 2 2 2 2 1 / 1
55%
G, S, X, Zx2   19,000

12  
158-166   130-142      -9   
36d6+12 
 2 2 2 2 2 / 2 
60%
G, S, X, Zx2   20,000

Crimson dragons are closely related to red dragons; they are nearly identical in appearance to reds, although they are smaller in size.  Aside from the brighter red scales and some minor facial differences, the only appreciable difference is the black throat and belly of the crimson dragon.  At ranges of 120' or greater, crimson dragons appear identical to red dragons; at closer distances, the differences are easier to distinguish (a successful Int check results in the observation of the brighter scales and/or the black belly.  In any case, the differences are obvious at 60' or less.  Unlike most dragons, the scales of a crimson dragon change little in color throughout their lives; they stay a bright crimson red from birth to old age.  While crimson dragons resemble red dragons in appearance, their temperment and outlook on life are quite different.  They are far less vain and greedy than the red; while they still hoard treasure, it is not the crimson's main goal in life.  Crimson dragons rarely take sides in conflicts between good and evil, only doing so to maintain the balance of neutrality, which is their main concern.  Most (90% crimson dragons are stricly neutral in alignment; of the remaining 10% half are neutral with lawful tendancies, and the other half are neutral with chaotic leanings.  Crimson dragons speak their own language, a language common to all neutral dragons, and 16% of hatchling crimson dragons have an ability to communicate with any intelligent creature.  The chance to possess this ability increases 5% per age category of the dragon.

COMBAT: Crimson dragons prefer to close with their opponents, engaging them with every attack mode available; if possible, combat will commence with a screaming plummet from the sky above in order to gain surprise.  The attack will then continue with claw, bite, wing buffet, tail slap, etc.  Spells, breath weapon attacks, and special abilities will not normally be employed; instead they will saved for truly dangerous encounters.  Crimson dragons are not above retreating if obviously out-classed.

BREATH WEAPON: The breath weapon of a crimson dragon is a cloud of noxious vapors measuring 50' in all dimensions.  Anyone caught in this cloud must make a saving throw vs. breath weapon or fall unconscious for 1d6 rounds; those who succeed must make a second saving throw vs. poison or suffer nausea (-2 on all "to hit" rolls) for 1d4 rounds.  On the round following the breath attack, the cloud bursts into flames, inflicting the damage listed on the table above to all still in the area of effect (victims may save vs. breath weapon for 1/2 damage.)  Strong winds or a gust of wind spell will move the cloud, but no amount of wind short of hurricane-force will disperse it.  Any fire (such as torches carried by victims) will set the cloud ablaze immediately and any damage caused (such as from a ** fireball **) will be cumulative with the breath weapon damage.  A favorite tactic of the crimson dragon is to cast a ** fireball ** spell into the cloud the following round, causing tremendous damage.  Crimson dragons are born immune to fire.  As they age, they gain the following additional powers:

AGE            SPECIAL ABILITY

Juvenile       ** Flaming sphere ** (three times per day)

Adult          ** Wall of Fire ** (twice per day)

Old            ** Telekinesis ** (twice per day)

Venerable      ** Reverse gravity ** (once per day)

Wyrm           ** Incendiary cloud ** (twice per week)

Crimson dragons cast spells and use their special abilities at 8th level, plus their combat modifier.

HABITAT: Like red dragons, crimsons can be found in hilly or mountainous terrain, but unlike their cousins, dislike the tropics.  Their lairs are usually in large caves in high hills or mountain peaks.  Crimson dragons are usually loners; they associate with other crimson dragons only when mating, and keep company with other creatures even less frequently. This is due mainly to the fact they are often mistaken for red dragons and are therefore mistrusted by most other creatures.  These cases of mistaken identity are the most common cause of unwarranted attacks against crimson dragons, and is also the main reason behind their neutral alignment - they don't trust others, and rarely form alliances; they spend most of their efforts furthering the goals of neutrality.

ECOLOGY: Crimson dragons prefer to eat meat, but can eat nearly anything. When hunting, they rarely will kill an intelligent creature for food, except in extreme circumstances.  A crimson dragon's worst enemy is the red dragon, who think their cousins are inferior and give them a bad reputation.  Combat between the two types are relatively common, and, assuming the combatants are of roughly the same age, these fights are usually quite evenly matched.

Dragon, Deathwyrm                      Max Becherer (becherer@suna0.cs.uiuc.edu)

==========================================================================CLIMATE/TERRAIN:    Any ruins, mountains, Plane of Shadow, Negative Material Plane and quasi-planes.

FREQUENCY:          Very rare

ORGANIZATION:       Solitary

ACTIVITY CYCLE:     Night

DIET:               Special

INTELLIGENCE:       Supra-genius (19-20)

TREASURE:           Special

ALIGNMENT:          Neutral evil

--------------------------------------------------------------------------------

NO. APPEARING:      1

ARMOR CLASS:        -5 (base)

MOVEMENT:           18, Fl 30

HIT DICE:           16 (base)

THAC0:              7 (base)

NO. ATTACKS:        3 + special

DAMAGE/ATTACK:      1-10/1-10/3-30

SPECIAL ATTACKS:    Energy drain, breath weapon

SPECIAL DEFENCES:   Special

MAGIC RESISTANCE:   Special

SIZE:               H

MORALE:             Fanatic (18)

XP VALUE:           See below

              BODY         TAIL                BREATH       SPELLS AS A                  TREASURE          XP

AGE   LENGTH   LENGTH   AC   WEAPON  WIZARD/PRIEST     MR        TYPE           VALUE

 1   
 2-8      
      2-6            -2        1d6+1        
Nil      

 15%    
Nil       

8,000

 2   
8-22     
      6-16          -3        2d6+1        
Nil      

 20%   
Nil      

12,000

 3    
22-36    
      16-26        -4        3d6+1        
Nil      

 25%   
Nil      

16,000

 4    
36-46   
      26-36        -5        4d6+2       2nd / Nil   

 30%   
H/2    

20,000

 5    
46-58    
      36-46        -6        5d6+2       3rd / Nil    

 35%   
 H      

22,000

 6    
58-72           46-56        -7        6d6+2       4th / Nil   

 40%   
Hx2   

25,000

 7    
72-84           56-66        -8        7d6+3       6th / 2nd   

 45%   
Hx3   

32,000

 8    
84-96           66-76        -9        8d6+3       8th / 3rd   

 50%   
Hx4     

40,000

 9    
96-110         76-86      -10        9d6+3       10th / 4th   

 55%   
Hx5      

44,000

10   
110-122       86-96      -11      10d6+4       12th / 6th   

 60%   
Hx6      

50,000

11   
122-134       96-106    -12      11d6+4       14th / 8th   

 65%   
Hx7      

60,000

12   
134-148       106-116  -13      12d6+4       16th / 10th  

 75%   
Hx8      

70,000

The dreaded deathwyrm is one of the most powerful evil dragons in existance. It is a more powerful cousin of the shadow dragon, as it is larger and contains a far greater percentage of negative matter in its essance. Deathwyrms speak the tongue of shadow dragons, and the language of all evil dragons.  In addition, 25% of all hatchlings can speak with any intelligent creature, an ability that increases by 5% per age level.

COMBAT: Deathwyrms are terrifying in combat, as their breath weapon and physical attacks are far more insidious than those of the shadow dragon. Older deathwyrms command armies of undead, and nearly all great wyrms eventually become dracoliches.

BREATH WEAPON: A deathwyrm's breath weapon is a cone of negative energy 20 feet per age level long, and 5 feet wide per age level inflicting 1d6 per age level of damage, and draining 1 level per three age levels from all affected. A successful save vs. breath weapons halves the damage and level loss. A deathwyrm's vampiric bite, aside from physical damage, drains as many levels from its victim as the breath weapon, except that no save is permitted against the drain.  Both the deathwyrm's bite and claw attacks are vampiric (the claw is not strong enough to drain levels).  If the dragon has sustained damage, half the damage inflicted by bites, and a quarter by claws is transfered to the dragon as healing.  All creatures killed by the dragons breath, bite or claws become undead of half their original level (or first level).  Deathwyrms of adult age and older radiate a powerful aura of negative energy that is harmful to living things in the long run.  When a mature deathwyrm lairs in an area for more than 6 months, changes start to take place in the environment.  For a radius of 2 miles per age level, plant life starts to die. The sky becomes unnaturaly dark, even on the brightest day.  Normal animals become hard to find, and the territory becomes a bleak landscape of twisted, dead trees, hardy weeds, and undead, mutated or otherwise unnatural animals. It becomes obvious that something is horribly wrong, much like one finds in the terrritory of a banshee.  All plant life within a deathwyrm's fear aura withers as the beast passes. Negative matter attacks heal deathwyrms, and they are immune to cold based attacks.  Deathwyrms suffer double damage from light based attacks and save versus fire at -2.  Deathwyrms receive the following abilities as they age:

Young:         Darkness 3/day.

Juvinile:      Mirror image 3/day.

Young Adult:   Dimension door, 3/day.

Adult:         Create shadows 3/day.

Mature Adult:  Plane shift, 3/day.

Old:           Death spell, 3/day.

Very Old:      Animate dead, level at hit dice, 3/day.

Venerable:     Monster summoning VII, undead, 3/day.

Wyrm:          Control undead at will.

Great Wyrm:    Control weather 1/day as 24th level druid.

HABITAT: Deathwyrms hate light; they thrive in the deep, inky and unnatural darkness of their lairs and the negative material plane.  They can function normally in their territories, but can only venture further under cover of night or clouds.  Sunlight inflicts 1d8 hp per round.

ECOLOGY: Deathwyrms are a scourge to the lands they inhabit, despoiling all they touch.  When a deathwyrm flies low to the ground, all plant life under its foul wings withers.  Needless to say, alchemists and necromancers can find many uses for a deathwyrm carcass.

Dragon, Electrum                     Allan J. Mikkola (allanm@vulcan.med.ge.com)

==========================================================================CLIMATE/TERRAIN:    Temperate and subtropical forest

FREQUENCY:          Very rare

ORGANIZATION:       Solitary or clan

ACTIVITY CYCLE:     Any

DIET:               Special

INTELLIGENCE:       High (13-14)

TREASURE:           Special

ALIGNMENT:          Neutral Good

--------------------------------------------------------------------------------

NO. OF APPEARING:   1 (2-5)

ARMOR CLASS:        -1 (base)

MOVE:               14, Fl 40 (C), Jp 3

HIT DICE:           13 (base)

THAC0:              7 (base)

NO. OF ATTACKS:     3 + special

DAMAGE/ATTACK:      1-8/1-8/6-24 (6d4)

SPECIAL ATTACKS:    Special

SPECIAL DEFENSES:   Variable

MAGIC RESISTANCE:   Variable

SIZE:               G (32' base)

MORAL:              Champion (15-16)

XP VALUE:           Variable

             BODY         TAIL              BREATH              SPELLS                    TREASURE        XP

AGE  LENGTH  LENGTH  AC   WEAPON   WIZARD/PRIEST      MR     TYPE         VALUE

 1    
2-6     
      1-5          2   
1d20+1   
Nil            
Nil  
Nil            2,000

 2    
6-15    
     5-10         1   
2d20+2   
Nil            
Nil  
Nil            3,000

 3   
15-26   
   10-22         0   
3d20+3   
Nil            
Nil  
Nil            5,000

 4   
26-38   
   22-32        -1   
4d20+4   
1              
Nil  
F, S, T        7,000

 5   
38-48   
   32-40        -2   
5d20+5   
2              
20%  
F, S, T        9,000

 6   
38-58   
   40-50        -3   
6d20+6   
2 1           
25%  
F, S, T       11,000

 7   
58-67        50-58        -4   
7d20+7   
2 2           
30%  
F, S, T       13,000

 8   
67-75        58-66        -5   
8d20+8   
2 2 1        
35%  
F, S, Tx2     14,000

 9   
75-86        66-72        -6   
9d20+9   
2 2 2        
40%  
F, S, Tx2     16,000

10  
 86-94       72-78        -7  
10d20+10
2 2 2 1     
45%  
F, S, Tx2     18,000

11  
 94-100     78-84        -8  
11d20+11
2 2 2 2        
50%  
F, S, Tx3     19,000

12  
100-108     84-88       -9  
12d20+12
3 2 2 2 1      
55%  
F, S, Tx3     20,000

Electrum dragons are distant relatives of both gold and silver dragons; some sources report they are a crossbreed of the two types, but this rumor is unfounded.  Electrum dragons are basically unagressive and are usually quite friendly towards any good-aligned creatures; on the other hand, they have little tolerance for anyone or anything evil.  At birth, an electrum dragon's scales are silver in color; throughout the young stage, the scales turn yellow and then gold.  Once the adult stage is reached, the scales obtain a bright amber hue. Electrum dragons speak their own language, a tongue common to all good dragons, and 16% of all hatchling electrum dragons have an ability to communicate with any intelligent creature.  The chance to possess this ability increases 5% per age category of the dragon.

COMBAT: Electrum dragons will not normally fight unless provoked; however, if they witness acts of evil, they may initiate combat, if they feel the need is great enough.  If possible, an electrum dragon will attempt to disable or confuse opponents with spells or special abilities in order to gain an advantage before entering melee, or to convince the foe to break off the fight.  If this tactic does not work, breath weapon attacks, more powerful spells, and all-out attacks with special abilities will all be employed before resorting to claw and bite attacks.  Two or more electrum dragons will often work together to defeat a common foe, if the need arises.

BREATH WEAPON: An electrum dragon's breath weapon is a swarm of lightning when the dragon breathes, a cloud billows forth from the dragon's mouth; this cloud has a radius of 5' per age category of the dragon.  Within this cloud, dozens of lightning bolts strike in all directions.  Anyone caught inside the area of effect suffers the listed damage; a successful save vs. breath weapon reduces the damage by half.  Electrum dragons cast their spells and use their special abilities at 7th level plus their combat modifier.  Electrum dragons are born immune to electricity.  As they age they gain the following abilities:

AGE            SPECIAL ABILITY

Young          ** Shocking grasp ** (three times per day)

Young Adult    ** Lightning bolt ** (twice per day)

Mature adult   ** Call lightning ** (twice per day)

Very Old       ** Thunderlance ** (once per day) +

Wyrm           ** Chain lightning ** (twice per week)

+ see Forgotten Realms Adventures (TM)

HABITAT: Electrum dragons inhabit wooded areas in temperate and subtropical climates.  They spend the majority of their time deep within the forests, and venture into the open only rarely.  Electrum dragons live in large underground caverns; the enterances to their lairs are usually well hidden with natural vegetation, and are quite difficult to find.  Electrum dragons have good relations with most good-aligned inhabitants of the forests, as well as with most other good dragons.  Their closest allies are mithril and adamantite dragons [q.v.], probably due to their identical alignments.  These three types of dragons often form alliances in times of need.  In the past, electrum dragons were far more common than they presently are; hundreds of years ago, their numbers began to fade, due to numerous wars with evil humanoids and dragons.  Today, they are one of the rarest of all dragon species.

ECOLOGY: Although they are capable of eating nearly anything, electrum dragons prefer a diet of fruits and shrubs; they appear to require very little nourishment.  Electrum dragons are normally very friendly towards good forest creatures, and will protect or help them in any way they can; they are especially fond of elves, and will often form close friendships with them.

Dragon, Indigo                       Allan J. Mikkola (allanm@vulcan.med.ge.com)

==========================================================================CLIMATE/TERRAIN:    Temperate, sub-tropical, and sub-arctic lakes and rivers

FREQUENCY:          Very rare

ORGANIZATION:       Solitary or clan

ACTIVITY CYCLE:     Any

DIET:               Special

INTELLIGENCE:       Exceptional (15-16)

TREASURE:           Special

ALIGNMENT:          Lawful evil

--------------------------------------------------------------------------------

NO. OF APPEARING:   1 (2-5)

ARMOR CLASS:        -2 (base)

MOVE:               6, Fl 30 (C), Sw 14

HIT DICE:           14 (base)

THAC0:              7 (base)

NO. OF ATTACKS:     3 + special

DAMAGE/ATTACK:      1-10/1-10/4-32 (4d8)

SPECIAL ATTACKS:    Special

SPECIAL DEFENSES:   Variable

MAGIC RESISTANCE:   Variable

SIZE:               G (36' base)

MORAL:              Fanatic (17-18)

XP VALUE:           Variable

             BODY        TAIL               BREATH               SPELLS                  TREASURE        XP

AGE  LENGTH  LENGTH  AC   WEAPON     WIZARD/PRIEST    MR     TYPE         VALUE

 1   
 2-6      
     1-5           1   
1d8+1d10   
Nil            
Nil  
Nil              3,000

 2   
 6-18           5-12         0   
2d8+2d10   
Nil            
Nil  
Nil              4,000

 3   
18-28         12-24       -1   
3d8+3d10   
Nil            
Nil  
Nil              5,000

 4   
28-42         24-32       -2   
4d8+4d10   
1              
Nil  
H, Z, T        7,000

 5   
42-60         32-42       -3   
5d8+5d10   
2              
25% 
H, Z, T        9,000

 6   
60-74         42-50      -4   
6d8+6d10   
2 1            
30% 
H, Z, T       11,000

 7   
74-84         50-60      -5   
7d8+7d10   
2 2            
35% 
H, Z, Tx2     13,000

 8   
84-92         60-68      -6   
8d8+8d10   
2 2 1          
40% 
H, Z, Tx2     15,000

 9   
92-102       68-74      -7   
9d8+9d10   
2 2 1     / 1  
45% 
H, Z, Tx3     16,000

10  
102-110      74-80     -8  
10d8+10d10 
2 2 2     / 1  
50% 
H, Z, Tx3     18,000

11  
110-120      80-86     -9  
11d8+11d10  
2 2 2 1   / 2  
55% 
H, Zx2, Tx3   19,000

12  
120-130      86-92    -10  
12d8+12d10  
2 2 2 1 1 / 2  
60% 
H, Zx2, Tx3   20,000

The indigo dragon is a species of dragon that has adapted to life in the water: their bodies are smaller and more slender than most other dragons, and their hind feet are webbed to allow for greater maneuverability when swimming. They are able to breathe underwater, which enables them to stay submerged for extended periods of time.  At birth, the scales of an indigo dragon are a pale blue; as they age, the scales become brighter and richer, until they reach a deep indigo color when the mature adult stage is reached.  This coloration enables indigo dragons to remain virtually unseen in the depths of lakes and larger rivers.  Indigo dragons speak their own tongue, a tongue common to all evil dragons, and 16% of hatchling indigo dragons have an ability to communicate with any intelligent creature.  The chance to possess this ability increases 5% per age category of the dragon.

COMBAT: During combat, indigo dragons prefer to remain in the water; they will take to the air only if they require greater mobility, and will rarely, if ever, fight on land.  An indigo dragon is a fearsome foe when encountered in its native environment; its swimming ability gives it great mobilty in the water.  An indigo will attack most creatures with claw and bite, but will not hesitate to use breath attacks and/or special abilities against more dangerous foes.  Great indigo wyrms will use their ** summon water elemental ** ability if greatly threatened.  Indigo dragons' most prized magical possessions are those that summon and/or control water-based creatures; these will also be used in combat, if the situation warrants.  When attacking boats and ships, an indigo dragon will attack from beneath the waterline, and attempt to capsize the craft (if small enough) or puncture or weaken the hull.  If this fails, they will surface and use a breath attack on the crew before closing to fight with claw and bite.

BREATH WEAPON: The breath weapon of an indigo dragon is a cloud of super-heated steam measuring 60' long, 50' wide, and 30' high.  Anyone caught inside this cloud is scalded by the steam for the indicated amount of damage; a successful saving throw vs. breath weapon reduces the damage by one half. The heat of the steam is sufficient to melt most metals (including armor); if the initial save is failed, all possessions must save vs. magical fire or melt into uselessness.  This weapon is as effective underwater as it is in the open air.  An indigo dragon casts its spells and uses its magical abilities at 8th level, plus the combat modifier.  At birth, indigo dragons are immune to all types of heat; in addition, they may employ ** water breathing ** at will.  As they age, they gain the following additional powers:

AGE            SPECIAL ABILITY

Very young     ** Wall of fog ** (three times per day)

Juvenile       ** Fog cloud ** (three times per day)

Adult          ** Water walk ** (twice per day)

Very old       ** Part water ** (once per day)

Great wyrm     ** Summon water elemental ** (once per week)

HABITAT: Indigo dragons can be found swimming in freshwater lakes and rivers in any climate except topical and arctic.  They spend little time on dry land, as they are quite clumbsy out of the water; indigo dragons are master swimmers however, and love to spend long hours swimming about their territory.  Indigo dragons are playful and good-natured, at least as far as evil dragons are concerned.  However, if threatened, they will not hesitate to fight. Indigo dragons are good parents, and will protect their young to the death if necessary; offspring are rarely forced to leave the lair - they will strike out on their own only when they are ready.  Due to their relatively good demeanor, indigo dragons go rouge more so than most other types of dragons; most will become lawful neutral in alignment, while some make the jump to lawful good.  These rogues live in isolation, for they are persecuted by evil dragons who consider them traitors, and by good dragons who do not know of their reformation.  The lair of an indigo dragon is always underwater, usually in a large cave or shipwreck.  The lair itself is usually dry, but will sometimes be completely filled with water, as is the case with most shipwreck lairs. Although indigo dragons will sometimes venture into salt water, they much prefer freshwater locations; their lairs will always be in an area of freshwater.  An indigo dragon's greatest enemy is the bronze dragon, with whom they often come into contact.  In close combat, an indigo will usually get the best of the bronze, but if the battle is fought at a distance, the indigo will be more hard pressed due to the longer range and superior spell casting abilities of the bronze.  If the indigo cannot safely come within range of its own breath weapon, it will use its superior swimming speed to escape.

ECOLOGY: Although indigo dragons can eat nearly anything, they prefer to consume the fish and other aquatic animals they find all around them.  Their diet consists of everything from small fish to mammals such as otters.

Dragon, Mithril                      Allan J. Mikkola (allanm@vulcan.med.ge.com)

==========================================================================CLIMATE/TERRAIN:    Any mountains and hills

FREQUENCY:          Very rare

ORGANIZATION:       Solitary or clan

ACTIVITY CYCLE:     Any

DIET:               Special

INTELLIGENCE:       Genius (17-18)

TREASURE:           Special

ALIGNMENT:          Neutral good

--------------------------------------------------------------------------------

NO. OF APPEARING:   1 (2-5)

ARMOR CLASS:        -3 (base)

MOVE:               10, Fl 35 (C), Jp 3

HIT DICE:           16 (base)

THAC0:              5 (base)

NO. OF ATTACKS:     3 + special

DAMAGE/ATTACK:      2-8/2-8/6-36 (6d6)

SPECIAL ATTACKS:    Special

SPECIAL DEFENSES:   Variable

MAGIC RESISTANCE:   Variable

SIZE:               G (52' base)

MORAL:              Fanatic (17-18)

XP VALUE:           Variable

             BODY         TAIL                BREATH               SPELLS
        Magic          Treasure
       XP

AGE  LENGTH  LENGTH  AC     WEAPON     WIZARD/PRIEST
     Resistance
  Type
     Value

 1    
6-20    
     3-8    
      0  
disintegrate  
Nil


Nil

Nil

3000

 2   
20-30         8-16         -1  
disintegrate  
Nil


Nil

Nil

4000

 3   
30-40        16-22        -2  
disintegrate  
Nil


Nil

Nil

6000

 4   
40-54        22-28        -3  
disintegrate  
2


Nil

E,R,T

8000

 5   
54-68        28-32       -4  
disintegrate  
2 2


30%

H,R,T

11000

 6   
68-78        32-40       -5  
disintegrate  
2 2 2


35%

H,R,T

13000

 7   
78-86        40-48       -6  
disintegrate  
2 2 2 1


40%

H,R,T

14000

 8   
86-100      48-54       -7  
disintegrate  
2 2 2 2     / 1

45%

H,R,Tx2

16000

 9  
100-114    54-60       -8  
disintegrate  
2 2 2 2 1   / 2

50%

H,R,Tx2

17000

10  
114-124    60-66       -9  
disintegrate  
2 2 2 2 2   / 2 2

55%

H,R,Tx2

18000

11  
124-138    66-74      -10 
disintegrate  
2 2 2 2 2 1 / 2 2 2

60%

H,R,Tx3

19000

12  
138-150    74-80      -11  
disintegrate  
2 2 2 2 2 2 / 2 2 2 1
65%

H,R,Tx3

20000

Mithril dragons are closely related to silver dragons; in appearance, they are quite similar to their cousins, except a mithril dragon is somewhat larger and has distinct facial features:  the mithril's head is bigger, and it has two "fins" on the top of its head, as opposed to the silver's one.  A mithril dragon's scales are also a richer silver in color and have more of a metallic brilliance than the silver dragon's.  Mithril dragons speak their own tongue, a tongue common to all good dragons, and 18% of hatchling mithril dragons have an ability to communicate with any intelligent creature.  The chance to possess this ability increases 5% per age category of the dragon.

COMBAT: Mithril dragons prefer to avoid combat; instead, they will try to convince their opponents not to attack.  If combat does ensue, mithril dragons will fight without hesitation - they will rarely back down from any opponent. Unless the foe is clearly inferior, a mithril dragon will almost never enter melee prior to using a special attack form, be it spells, breath attacks, or special abilities; however, these attacks are not used foolishly - the mithril dragon's high intelligence gives it the ability to choose the appropriate attack mode(s) with near-perfect accuracy.  Once the enemy is sufficiently softened up, the mithril 

dragon will leap (or plummet) to the attack, using claws, bite, tail slap, etc. with great efficiency.

BREATH WEAPON: A mithril dragon has two breath weapons.  The first is a ** cloud of paralyzing gas **; this cloud has a radius of 5' per age category of the dragon.  All creatures caught inside the cloud must save vs. breath weapon or become paralyzed for 1d10 turns + 1 turn per age category of the dragon.  This cloud may not be dissipated by anything short of a hurricane (although it may be moved) and will stay in effect for 1d3 rounds.  The second breath weapon is a ** cone of disintegration ** 50' long, 5' wide at the dragon's mouth, and 20' wide at the base.  Anyone/anything caught inside this cone is disintegrated as per the spell.  A successful save vs. breath weapon (not spell) negates this affect.

Mithril dragons cast their spells and use their special abilities at 9th level plus the combat modifier. At birth, they are immune to paralyzation and all forms of ** death magic ** (that is, any magic that kills outright such as ** power word, kill **, ** disintegrate **, etc.; this does not include magic attacks that due to excessive damage such as ** fireball **, ** lightning bolt **, etc..)  They are also able to ** polymorph self ** three times per day.  As they age, they gain the following additional powers:

AGE            SPECIAL ABILITY

Young          ** Gaze reflection ** (three times per day)

Young adult    ** Blink ** (three times per day)

Adult          ** Feeblemind ** (twice per day)

Mature adult   ** Mass suggestion ** (once per day)

Old            ** Spell turning ** (once per day)

Venerable      ** Maze ** (three times per week)

HABITAT: Mithril dragons reside in any climate; they prefer to inhabit high mountains, but will sometimes be found travelling in hilly regions.  Their lairs will almost always be located on the top of the tallest peak in their territory; the entrances to these lairs are nearly unaccessible, and will always be protected by various traps and magics.  Mithril dragons sometimes clash with red dragons, since their territories often overlap; these fights are fierce and deadly, and even though the mithril dragon will usually get the best of the red, the latter will rarely back down.  Mithril dragons have been known to band together with silver dragons in order to accomplish a common goal (such as defeating a group of persistent red dragons), and the bond between the two species is especially close.  Mithril dragons will also ally themselves with electrum and adamantite dragons [q.v.], as their goals are usually similar.

ECOLOGY: Mithril dragons prefer a diet of silver; the higher the quality, the better.  They are able to sustain themselves indefinately on this metal, but will also eat meat from time to time.  Mithril dragons will sometimes aid good humanoids in times of trouble, but will usually expect a service in return, such as a quest to thwart evil or to further the aims of good.

Dragon, Prismatic                    Allan J. Mikkola (allanm@vulcan.med.ge.com)

==========================================================================CLIMATE/TERRAIN:    Any plains or hills

FREQUENCY:          Very rare

ORGANIZATION:       Solitary or clan

ACTIVITY CYCLE:     Any

DIET:               Special

INTELLIGENCE:       Genius (17-18)

TREASURE:           Special

ALIGNMENT:          Neutral Evil

--------------------------------------------------------------------------------

NO. OF APPEARING:   1 (2-5)

ARMOR CLASS:        -4 (base)

MOVE:               12, Fl 36 (C), Jp 3

HIT DICE:           16 (base)

THAC0:              5 (base)

NO. OF ATTACKS:     3 + special

DAMAGE/ATTACK:      2-12/1-12/3-36 (3d12)

SPECIAL ATTACKS:    Special

SPECIAL DEFENSES:   Variable

MAGIC RESISTANCE:   Variable

SIZE:               G (52' base)

MORAL:              Fanatic (17-18)

XP VALUE:           Variable

            BODY          TAIL              BREATH           SPELLS


       Magic
Treasure
        XP

AGE  LENGTH  LENGTH  AC   WEAPON   WIZARD/PRIEST

     Resistance
  Type
      Value

 1   
4-14           3-10   
      -1   
red       

Nil


Nil

Nil

3000

 2   
14-26         10-20        -2   
red      

Nil


Nil

Nil

4000

 3   
26-46         20-32        -3   
orange   

Nil


Nil

Nil

6000

 4   
46-64         32-50        -4   
orange  

1


Nil

H,R,T

9000

 5   
64-84         50-70        -5   
yellow   

2


35%

H,R,T

10000

 6   
84-106       70-90        -6   
yellow   

2 2


40%

H,R,T

12000

 7  
106-120     90-108      -7   
green    

2 2 2


45%

H,R,Tx2

13000

 8  
120-142     108-125    -8   
green    

2 2 2 2


50%

H,R,Tx2

15000

 9  
142-160     125-145    -9   
blue     

2 2 2 2 1     / 2

55%

H,R,Tx3

17000

10  
160-170     145-152   -10  
indigo  

2 2 2 2 2 1   / 2 2

60%

H,R,Tx3

18000

11  
170-180     152-160   -11  
violet   

2 2 2 2 2 2 1 / 2 2 2
65%

H,R,V,Tx3
19000

12  
180-190     160-168   -12  
violet   

3 2 2 2 2 2 2 / 2 2 2 1
70%

H,R,V,Tx3
20000

Prismatic dragons are a very rare, powerful species of evil dragon; they hate anything good and will attack most good-aligned creatures on sight.  They love to subjugate weaker creatures, and will often have several slaves within their lairs.  At birth, a prismatic dragon is white with thin red stripes running the length of its body from nose to tail; as they age, they slowly gain stripes of different colors until the wyrm stage, when they are striped with all colors of the spectrum.  The categories at which a prismatic dragon gains a new color stripe is listed under the breath weapon category in the table above.  For example, a very old prismatic dragon is white with red, orange, yellow, green, and blue stripes.  This unique coloration gives a clue as to the age of a prismatic dragon; however, illusion magic is often used to alter the pattern of colors (prismatic dragons have developed spells for this sole application.)  Prismatic dragons speak their own tongue, a tongue common to all evil dragons, and 18% of hatchling prismatic dragons have an ability to communicate with any intelligent creature. The chance to possess this ability increases 5%n per age category of the dragon. 

COMBAT: Since prismatic dragons are highly intelligent, they are quite adept at choosing the most appropriate attack mode in combat; they will nearly always use one or more breath attacks against dangerous opponents, such as other dragons.  Spells and special abilities may also be used in these cases, if the dragon perceives the threat as great enough.  When closing to fight with other flying creatures, prismatics will usually employ a grapple attack on their opponent (see the Forgotten Realms Draconomicon (TM) for more details.)  When confronted with weaker foes, prismatic dragons will often toy with their enemies before dispatching them, as they seem to enjoy watching their opponents die a slow and agonizing death.  When faced with foes of moderate power, prismatics prefer to employ plummet and snatch attacks; snatched creatures will be clawed and bitten nearly to the point of death at which time they will be dropped to their doom.

BREATH WEAPON: The breath weapon of a prismatic dragon is a ** prismatic spray ** which is in the shape of a cone 90' long, 5' wide at the dragon's mouth, and 25' wide at the base.  The effects of the breath weapon are as per the spell of the same name, except all saves are vs. breath weapon.  In addition, younger prismatics are not capable of employing all colors of the spray.  At birth, the breath weapon is only composed of red rays; as the dragon ages, new color rays are added at the same rate as scale stripes, as listed under the breath weapon category in the table above (i.e. an old prismatic dragon has a breath weapon composed of red, orange, yellow, and green rays.)  Thus, it is possible to determine the potency of a prismatic dragon's breath weapon by the stripes on the scales (unless, of course, the dragon has altered the pattern with illusion magic.)  Prismatic dragons cast spells and use their special abilities at 11th level, plus the combat modifier.  At birth, prismatic dragons are immune to poison, petrification, and all forms of insanity.  They may also ** polymorph self ** three times per day (a change to their normal form does not count towards this total.)  As they age, the gain the following powers:

AGE            SPECIAL ABILITY

Young          ** Color spray ** (three times per day)

Juvenile       ** Chromatic orb ** (three times per day) +

Adult          ** Rainbow pattern ** (twice per day)

Old            ** Otiluke's radiant screen ** (once per day) ++

Very old       ** Nystul's radiant arch ** (once per day) ++

Wyrm           ** Prismatic wall ** (three times per week)

Great Wyrm     ** Prismatic sphere ** (twice per week)

+  see The Complete Wizard's Handbook (TM)

++ see The Greyhawk Adventures Sourcebook (TM)

HABITAT: Prismatic dragons are by nature solitary creatures; on rare occasions, they have been known to band together with other evil creatures in order to further their own goals; once this is accomplished, they will more than likely turn on their former allies.  Under normal circumstances, prismatics will attack most good creatures on sight and those of other alignments with the slightest provocation - this includes other evil dragons, whom they consider inferior.  They usually do not attack their own kind (unless they feel they have something to prove) but do not enjoy their company either.  In most cases, if more than one prismatic dragon is encountered, it will be a mated pair with offspring.  Prismatic dragons have adapted to life in any climate, from the frozen arctic wastes, to the tropics.  They prefer to live in the plains or gently rolling hills.  The lairs of prismatics are usually located in large, underground caverns, that are sometimes excavated with magic.  The entrances are well hidden with illusions, and protected with assorted traps and hazards. Slaves often abound in these lairs, acting as guards and servants.

ECOLOGY: Prismatic dragons are able to eat nearly anthing, but they appear to sustain themselves almost exclusively from the sun's energy.

Dragon, Scarlet                      Allan J. Mikkola (allanm@vulcan.med.ge.com)

==========================================================================CLIMATE/TERRAIN:    Temperate hills and mountains

FREQUENCY:          Very rare

ORGANIZATION:       Solitary or clan

ACTIVITY CYCLE:     Any

DIET:               Special

INTELLIGENCE:       Genius (17-18)

TREASURE:           Special

ALIGNMENT:          Lawful Good

--------------------------------------------------------------------------------

NO. OF APPEARING:   1 (2-5)

ARMOR CLASS:        -3 (base)

MOVE:               10, Fl 32 (C), Jp 3

HIT DICE:           15 (base)

THAC0:              5 (base)

NO. OF ATTACKS:     3 + special

DAMAGE/ATTACK:      2-12/2-12/3-36 (3d12)

SPECIAL ATTACKS:    Special

SPECIAL DEFENSES:   Variable

MAGIC RESISTANCE:   Variable

SIZE:               G (46' base)

MORAL:              Fanatic (17-18)

XP VALUE:           Variable

             BODY         TAIL             BREATH WEAPON        SPELLS

Magic
        Treasure
XP

AGE  LENGTH  LENGTH  AC     (2nd, 3rd rounds)      WIZARD/PRIEST    Resistance          Type       Value

 1    
3-10    
     3-10         0    
   2d12+1    (1,1)  

 Nil

Nil

Nil

3000

 2   
10-21         10-19        -1        4d12+2    (2,1)  

 Nil

Nil

Nil

4000

 3   
21-40         19-28        -2        6d12+3    (3,1)  

 Nil

Nil

Nil

6000

 4   
40-58         28-47        -3        8d12+4    (4,2)  

 2

Nil

H

8000

 5   
58-77         47-66       -4        10d12+5    (5,2) 

2 2

35%

H,T

10000

 6   
77-96         66-85       -5        12d12+6    (6,3)  
2 2 1

40%

H,T

12000

 7   
96-115      85-100       -6       14d12+7    (7,3)   
2 2 2 / 1

45%

H,T,Z

13000

 8  
115-132    100-120     -7       16d12+8    (8,4)   
2 2 2 1   / 1
50%

H,Z,Tx2

15000

 9  
132-150    120-138     -8       18d12+9    (9,4)   
2 2 2 2   / 2
55%

H,Z,Tx2

17000

10  
150-160    138-146    -9        20d12+10  (10,5)   
2 2 2 2 1 / 2 1
60%

H,Tx2,Zx2
18000

11  
160-170    146-156   -10       22d12+11  (11,5)   
2 2 2 2 2 / 2 2
65%

H,Tx2,Zx2
19000

12  
170-178    156-164   -11       24d12+12  (12,6)  
3 2 2 2 2 / 2 2
70%

H,Tx2,Zx3
20000

Scarlet dragons are related to red and crimson dragons; in appearance, a scarlet dragon is nearly identical to a crimson dragon, with the following exceptions: it is larger (nearly the size of a red), has different color scales, and has no black throat and belly; instead it has a black stripe on the back of the head, body, and tail, and has black wing ribbings on the top side.  Like crimson dragons, a scarlet dragon can easily be mistaken for a red dragon.  If viewed from above, the chances for a mistaken identity are the same as for a crimson dragon; if only the underside is visible, these chances are as follows:  at ranges of 80' or more, it is impossible to differentiate a scarlet from a red; at closer distances, a successful intelligence check is required to do so (unlike the crimson, there is no minimum distance where the differences are automatically apparent in this situation.)  Scarlet dragons speak their own tongue, a tongue common to all good dragons and 18% of hatchling scarlet dragons have an ability to communicate with any intelligent creature.  The chance to possess this ability increases 5% per age category of the dragon.

COMBAT: Under normal circumstances, a scarlet dragon will not attack unless provoked.  If they do fight, their high intelligence allows them to quickly determine what attack mode to use; they are therefore, very unlikely to use up spells and breath attacks against weaker foes, and in most circumstances will have these abilities available for use against dangerous enemies.  If faced with powerful opponents, they will be softened up with spells and breath attacks at a distance, before the scarlet dragon closes to fight in melee. When attacked, a scarlet dragon is a viscous fighter, and once the battle has been joined, will rarely back down.

BREATH WEAPON: A scarlet dragon's breath weapon is a ** cone of greek fire ** 100' long, 5' wide at the dragon's mouth, and 40' wide at the base.  Anyone caught inside the area of effect may save vs. breath weapon for 1/2 damage. The flames caused by this attack will continue to burn for two additional rounds; anyone still in the area of effect suffers the damage given in the parenthesis (the numbers represent the damage taken in the second and third rounds, respectively), and is considered to be covered by the flaming material.  Therefore, these victims do not get a saving throw.  However, all items carried by these victims must make saves vs. magical fire in these additional rounds, or be consumed by the fire.  Anyone not initially hit by the flames, but who moves into the area of effect, gets a normal saving throw vs. dragon breath for 1/2 damage.  Scarlet dragons cast spells and use their special abilites at 10th level, plus their combat modifier.  They are born immune to fire and all types of heat; as they age, scarlet dragons gain the following additional powers:

AGE            SPECIAL ABILITY

Very young     ** Faerie fire ** (three times per day)

Juvenile       ** Flaming Sphere ** (three times per day)

Adult          ** Wall of force ** (twice per day)

Mature adult   ** Flame strike ** (once per day)

Old            ** Moonbeam ** (twice per day)

Wyrm           ** Prismatic sphere ** (three times per week)

HABITAT: Scarlet dragons inhabit temperate hills and mountains (they prefer hills, however.)  Their lairs are most often deep within a hilly area, in a well hidden cave.  Scarlet dragons will protect their lairs and territory with various types of traps, both magical and mundane.  Scarlet dragons are very family-oriented; they will protect their young and mates to the death if necessary.  Even after their offspring have grown and left the lair, a mated pair of scarlet dragons will stay together more often than not.  Scarlet dragons also enjoy the company of other good dragons, such as silver and gold dragons, and will form alliances with them in times of great need.  Like crimson dragons, a scarlet dragon will often be mistaken for a red dragon, and they are therefore, attacked unjustly at times.  This is a source of great frustration for scarlet dragons, since they are often assailed by good-aligned creatures and adventurers; in these cases, instead of counter-attacking, a scarlet dragon will attempt to disable their attackers and explain to them their mistake.  If this does not work, the scarlet dragon will try to fly away.  If attacked by evil creatures, they will retaliate without mercy.

ECOLOGY: Scarlet dragons prefer to eat meat, but will eat nearly anything if it is necessary.  Like crimson dragons, the scarlet's prey is almost always non-intelligent creatures.  Scarlet dragons and red dragons are fierce opponents; because their territories sometimes overlap, fights between the two types are not uncommon. The scarlet will usually get the best of these confrontations, but the pure persistance of the red often pays off with a victory, or at least a draw.

Dragon, Titanium                     Allan J. Mikkola (allanm@vulcan.med.ge.com)

==========================================================================CLIMATE/TERRAIN:    Any mountains

FREQUENCY:          Very rare

ORGANIZATION:       Solitary or clan

ACTIVITY CYCLE:     Any

DIET:               Special

INTELLIGENCE:       Supra-genius (19-20)

TREASURE:           Special

ALIGNMENT:          Lawful Good

--------------------------------------------------------------------------------

NO. OF APPEARING:   1 (2-5)

ARMOR CLASS:        -5 (base)

MOVE:               12, Fl 45 (C), Jp 3

HIT DICE:           18 (base)

THAC0:              3 (base)

NO. OF ATTACKS:     3 + special

DAMAGE/ATTACK:      2-12/2-12/5-50 (5d10)

SPECIAL ATTACKS:    Special

SPECIAL DEFENSES:   Variable

MAGIC RESISTANCE:   Variable

SIZE:               G (58' base)

MORAL:              Fearless (19-20)

XP VALUE:           Variable

            BODY          TAIL             BREATH             SPELLS

        MAGIC                TREASURE         XP

AGE  LENGTH  LENGTH  AC   WEAPON   WIZARD/PRIEST
    RESISTANCE   
TYPE
      VALUE

 1    
8-20            4-14        -2    
4d8+1   

Nil


Nil

Nil

5000

 2   
20-34         14-28       -3    
8d8+2   

Nil


Nil

Nil

6000

 3   
34-48         28-38       -4   
12d8+3   
Nil


Nil

Nil

8000

 4   
48-64         38-51       -5   
16d8+4  
 1


Nil

H,W,T

10000

 5   
64-82         51-70       -6   
20d8+5  
 2 1


45%

H,W,T

12000

 6   
82-100       70-88       -7   
24d8+6   
 3 2 1


50%

H,W,T

15000

 7  
100-120     88-110     -8   
28d8+7   
4 3 2 1


55%

H,W,T

16000

 8  
120-140     110-128   -9   
32d8+8   
5 4 3 2 1 / 2

60%

H,W,Tx2
18000

 9  
140-162     128-147  -10  
36d8+9   
6 5 4 3 2 1 / 2 2

65%

H,W,Tx2
19000

10 
162-170     147-158  -11   
40d8+10  
7 6 5 4 3 2 1 / 2 2 2
70%

H,W,Tx2
20000

11  
170-178     158-166  -12   
44d8+11  
8 7 6 5 4 3 2 1 / 2 2 2 2
75%

H,W,Tx3
21000

12  
178-190     166-175  -13   
48d8+12  
9 8 7 6 5 4 3 2 1 / 2 2 2 2 2 80%

H,W,Tx3
22000

Titanium dragons are among the most powerful of all good dragons.  They hate everything evil and their goal in life is to defeat the forces of evil in any way they can.  Like gold and silver dragons, titanium dragons are often encountered in human form.  The two forms they usually choose are paladins and ancient wizards; females opt to appear as beautiful young maidens.  At birth, a titanium dragon's scales are dull gray or even white; as they age the scales become silver, platinum, and finally a deep titanium in color.  Due to these colorations, and because their appearances are similar, younger titanium dragons can be mistaken for silver dragons.  A titanium dragon has two "fins" on top of its head, instead of one like the silver, and they also have two smaller "fins" on the sides of their necks; otherwise, they are nearly identical to silver dragons.  Titanium dragons speak their own tongue, a tongue common to all good dragons, and 20% of hatchling titanium dragons have an ability to communicate with any intelligent creature.  The chance to possess this ability increases by 5% per age category of the dragon.  

COMBAT: Because of their great strength, few intelligent creatures are willing to attack a titanium dragon; those that do, usually meet with a swift death. A titanium dragon will only attack unprovoked only if it witnesses acts of great evil.

BREATH WEAPON: A titanium dragon has two forms of breath weapons, each of which maybe used once every three combat rounds.  The first type is similar to a ** fireball ** when used, a two-foot diameter sphere shoots forth from the dragon's mouth out to any distance the dragon chooses, up to 50 yards, plus 10 yards per age category of the dragon.  Any creature caught in the straight-line path of this weapon receives half normal damage (save vs. breath weapons for a quarter of the damage.)  The burst radius is of any size the dragon wishes up to 10' per age category of the dragon.  Creatures within the burst radius may save versus breath weapons for half damage.  The second breath weapon is a ** bolt of chain lightning ** which is identical to the spell of the same name, except for the following: damage is taken as per the table above (all victims may save versus breath weapons for half damage.)  The possible number of targets affected is equal to the number of hit dice of the breath attack; each additional arc loses 1d8 points of damage.  Thus, a juvenile dragon can affect up to sixteen targets with this breath weapon.  The first target will suffer 16d8+4 damage, the second 15d8+4, the third 14d8+4, and so on.  The range is 50 yards plus 10 yards per age category of the dragon.  The chain will never arc back on the originating dragon, or to any other lawful good dragon.  There is only a 50% chance it will arc to acreature that is immune to lightning (electricity.)  If the chain gets out of hand the dragon, the originating dragon can end it at will.  A titanium dragon casts its spells and uses its magical abilities at 12th level, plus its combat modifier.  Like gold dragons, titanium dragons usually seek formal magical training; they also use spell books which will contain carefully selected and useful spells.  At birth, titanium dragons are immune to fire and electricity.  They may also ** polymorph self ** four times per day as a gold dragon can.  As they age, they gain the following additional powers:

AGE            SPECIAL ABILITY

Young          ** Wall of fire ** (three times per day)

Juvenile       ** Prayer ** (twice a day)

Adult          ** Luck bonus ** (same as gold dragon's except +2 instead of +1)

Mature adult   ** True seeing ** (priest version, permanent duration)

Very old       ** Monster summoning VII ** (once per day, good creatures only)

Venerable      ** Prismatic sphere ** (once per day)

HABITAT: Titanium dragons can be found in any mountainous region; they lair in the tops of the highest mountain peaks in caves or castles.  They have loyal guards such as storm giants, good cloud giants, ki-rin, and even gold and silver dragons.  They have been known to help good adventurers in times of need (they will usually require a service in exchange for their help, such as a quest to further the goals of good.)  Because their territories often overlap, titanium dragons often clash with red dragons, which are one of the few creatures brave (or foolish) enough to attack titanium dragons.  Because of their mutual immunity to fire, reds will usually attack in groups using spells, while titanium dragons use their chain lightning breath weapon and spells.  The red dragons usually come out on the short end of such battles; there have been reports of an ancient titanium dragon killing five reds with a single chain lightning breath attack, but this remains unproven.  If a red dragon is lucky enough to survive these combats, it will usually avoid titanium dragons in the future - even red dragons are not that foolish.

ECOLOGY: Titanium dragons can eat nearly anything, but they prefer a diet of metals and gems.  They will always have plenty of this stored in their treasure hoards, but will gratefully accept more from adventurers; they consider this a great gift, and will reward the gift-givers, if they are sincere.

Dragon, Violet                         Max Becherer (becherer@suna0.cs.uiuc.edu)

==========================================================================CLIMATE/TERRAIN:    Mountains, ruins and special

FREQUENCY:          Very rare

ORGANIZATION:       Solitary

ACTIVITY CYCLE:     Any

DIET:               Carnivore and special

INTELLIGENCE:       Exceptional (15-16)

TREASURE:           Special

ALIGNMENT:          Lawful Evil

----------------------------------------------------------------

NO. APPEARING:      1 (2-5)

ARMOR CLASS:        -1 (base)

MOVEMENT:           18, Fl 30

HIT DICE:           14 (base)

THAC0:              9 (base)

NO. ATTACKS:        3 + special

DAMAGE/ATTACK:      1-8/1-8/4-32

SPECIAL ATTACKS:    Breath weapon

SPECIAL DEFENCES:   See below

MAGIC RESISTANCE:   Special

SIZE:               H

MORALE:             Fanatic (18)

XP VALUE:           See below

             BODY          TAIL               BREATH      SPELLS AS A              
TREASURE           XP

AGE  LENGTH   LENGTH   AC   WEAPON  WIZARD/PRIEST     MR  
    TYPE             VALUE

 1    
2-6      
       2-4          2   
2d10+2       
Nil        

5%     
      Nil       
1,000

 2    
6-20              4-12         1  
 4d10+4      
Nil       

10%     
      Nil       
2,000

 3   
20-30           16-22        0  
 6d10+6       
Nil       

15%    
      Nil       
4,000

 4   
30-40           22-32       -1  
 8d10+8       
Nil       

20%     
      H/2     
8,000

 5   
40-50           32-42       -2  
10d10+10   
2nd / 1st    
25%              H      
12,000

 6   
50-70           42-52       -3  
12d10+12   
4th / 2nd   
30%     
     Hx2      
15,000

 7   
70-80           52-62       -4  
14d10+14   
6th / 3rd    
35%     
     Hx3      
20,000

 8   
80-90           62-72       -5  
16d10+16   
8th / 4th    
40%     
     Hx4      
25,000

 9   
90-110         72-82       -6  
18d10+18  
10th / 6th    
45%     
     Hx5      
30,000

10  
110-120       82-92       -7  
20d10+20  
12th / 8th    
50%     
     Hx6      
35,000

11  
120-130      92-102      -8  
22d10+22  
14th / 10th  
55%     
     Hx7      
45,000

12           130-140     102-112     -9    24d10+24  
16th / 12th  
 65%     
     Hx8      
55,000

The rare violet dragon (not to be confused with the purple dragon which is a crossbreed) is much feared for its insidious breath weapon (see below).  They are reclusive creatures who prefer to fight at their convenience, and become exceptionally irate (and dangerous) when disturbed, especially by humans and other beings they consider to be lessers.  The scales of a violet dragon are a vibrant purple, and glow slightly in the dark.  About 15% of hatchlings posess the ability to communicate with any intelligent creature.  The chance to posess this ability increases by 5% per age category.

COMBAT: The violet dragon's reclusive tendancies should not be confused with cowardice, nor lack of desire to pad their hoards.  They wish to be in control of the time, place and victim; adventurers who disturb these dragons had better be able to talk fast or fight hard (preferably both).  Violet dragons are extremely fond of physical combat, and enjoy rending their victims before eating them.  Whenever possible, violet dragons will (like most dragons) fight from the air.  When faced with an obviously powerful or numerous foe, they will "soften them up" with a blast or two from their powerful breath weapon.

BREATH WEAPON: The violet dragon's breath weapon consists of a deadly cone of nuclear radiation.  The blast itself is invisible and totally silent, though sparks and phosphorescent effects are often seen on objects in the area of effect.   The cone is as long as the dragon's body, and its terminating diameter is 1/5th its length.  Two saving throws are required against this weapon: one verses death magic to avoid being slain outright, and a breath save for half damage.  Anyone caught in the breath weapon is aflicted with radiation sickness, losing 1d4 constitution points per day until dead.  Only a cure disease and a remove curse followed by 1 months rest per lost constitution point will reverse the effects.  Even those cured of this dread disease may show signs of it for years to come.

Violet dragons gain the following abilities as they mature.

Young:         Ultravision, as normal visual range.

Juvinile:      X-Ray vision at will.

Young Adult:   Metal/Mineral detection at will

Adult:         Polymorph self at will.

Mature Adult:  Move earth, 3/day.

Old:           Death spell, 3/day.

Very Old:      Call lightning 12th level 3/day.

Venerable:     Monster summoning VII, 3/day.

Wyrm:          Lightning bolt, 6d6 at will.

Great Wyrm:    Disintegrate 3/day.

HABITAT: Violet dragons prefer isolated mountaintops and ruins near deposits of radioactive minerals.  They are solitary creatures who associate with other dragons only to mate and rear young.  After the young are strong enough to fend for themselves, the parents go their seperate ways.

ECOLOGY: These dragons must suppliment their diets with radioactive minerals. They greatly value dwarven slaves to help them mine the minerals they need. Since turnover is rather high, they will pay handsomely for suitably "tamed" dwarves.  Needless to say, dwarves particularly despise violet dragons.  Though they do not engage in the sort of wide spread destruction reds so enjoy, (they are much more measured and calculating in their use of force) the area within a mile of a violet dragon's lair is filled with bizzard plant and animal mutations.  Violet dragon flesh is highly toxic, inflicting immediate radiation sickness on anyone eating it (no save).  Their eyes are useful in potions of X-ray vision, and as is the case with any dragon, virtually every body part has magical characteristics.

Elemental, Lava (Quasi-)             Allan J. Mikkola (allanm@vulcan.med.ge.com)

==========================================================================CLIMATE/TERRAIN:    Volcanic Areas / Quasi-elemental plane of lava

FREQUENCY:          Very rare

ORGANIZATION:       Solitary

ACTIVITY CYCLE:     Any

DIET:               Any combustible, earth, gems, and metals

INTELLIGENCE:       Low (5-7)

TREASURE:           Nil

ALIGNMENT:          Neutral

--------------------------------------------------------------------------------

NO. OF APPEARING:   1

ARMOR CLASS:        -2

MOVE:               6

HIT DICE:           16 (attacks as 21st level fighter)

THAC0:              1

NO. OF ATTACKS:     1

DAMAGE/ATTACK:      4d6 + 9

SPECIAL ATTACKS:    Heat Metal

SPECIAL DEFENSES:   Saves as 16th level fighter

MAGIC RESISTANCE:   Nil

SIZE:               H (16' tall)

MORALE:             Fanatic (17)

XP VALUE:           10,000

Treat all within a 20' radius as being under the effects of a ** heat metal ** spell (if wearing metal, take damage from hot metal; if in cloth/fur/wood, take the same amount of damage from burning clothes; if naked, damage is direct burn).

Giant, Cliff

==========================================================================CLIMATE/TERRAIN:    Cliffs

FREQUENCY:          Uncommon

ORGANIZATION:       Families

ACTIVITY CYCLE:     Day

DIET:               Omnivore

INTELLIGENCE:       Average (8-10)

TREASURE:           E

ALIGNMENT:          Chaotic Evil

--------------------------------------------------------------------------------

NO. OF APPEARING:   1-6

ARMOR CLASS:        3

MOVE:               12

HIT DICE:           12

THAC0:              9

NO. OF ATTACKS:     1

DAMAGE/ATTACK:      6-36

SPECIAL ATTACKS:    Hurl rocks

SPECIAL DEFENSES:   Nil

MAGIC RESISTANCE:   Nil

SIZE:               L (11' tall)

MORAL:              Average (8-10)

XP VALUE:           5,000

Cliff giants are a cross-breed between Hill giants and Mountain giants.  They have a dark brown skin colour and have hair colour ranging from light grey to black.  They typically are dress in skins gleaned from mountain goats.

COMBAT: The Cliff giant prefers to stay out of close combat situations and relies on trick and traps it sets up to catch their food.  One of their favorite tactics is to hide in the cliffs above steep canyon passes in the mountains.  When unwary travellers enter this area, the giants begin to casting down large boulders and tree limbs upon them.  Cliff giants can throw these projectiles up to 300 feet.

HABITAT: Cliff giants live in caves in the sides of cliffs, thus getting their name.  They generally live in small family groups and the male will be the predominate hunter.  However female giants can fight equally as well, but usually are found in the cave cooking and tending after their young.  Young generally do not fight except as a last resort.  Cliff giants often are associated with giant spiders and keep them both as pets and as guards.  There is a 40% that their cave will house 1d6 giant spiders.  These creatures  will attcak all intruders and can understand simple instructions and commands given to them by their masters.  The commands are usually one word commands similar to those understood by an attack dog.

ECOLOGY: Cliff giants usually live in small families.  They tend not to group together to anymore that the immediate family.  Which at most is usually two parents, and four children.

Gigant                                     Luan Dalgari (chx38@seq1.keele.ac.uk)

==========================================================================CLIMATE/TERRAIN:    Any

FREQUENCY:          Common

ORGANIZATION:       Bands

ACTIVITY CYCLE:     Any

DIET:               Unknown

INTELLIGENCE:       Low (5-7)

TREASURE:           G, H

ALIGNMENT:          Neutral evil

--------------------------------------------------------------------------------

NO. OF APPEARING:   1-12

ARMOR CLASS:        -10

MOVE:               12

HIT DICE:           301 hit points

THAC0:              -3

NO. OF ATTACKS:     4

DAMAGE/ATTACK:      1-20/1-20/1-20/1-20 (+20)

SPECIAL ATTACKS:    See below

SPECIAL DEFENSES:   See below

MAGIC RESISTANCE:   60%

SIZE:               L (12')

MORAL:              Champion (15-16)

XP VALUE:           29,735

Gigants are large humanoid creatures.  They have four large arms, circling their bodies.  Their heads are dome shaped and a third eye is located on the back of the head.  They are completely covered in fur.  The third eye prevents any form of surprise.  Although they are low in intelligence, they cannot see illusions and so are unaffected by them. Similiary, psionics appear to have no effect on them.  Gigants can and do use any magic item available.  They also have innate magical abilities, they can create a 12d6 ** lightning bolt ** twice a day, and in addition they can breathe a poisonous gas twice a day for a further 12d6 points of damage, a save vs breath weapon for half damage is allowed.

Golem, Diamond                             Luan Dalgari (chx38@seq1.keele.ac.uk)

==========================================================================CLIMATE/TERRAIN:    Any

FREQUENCY:          Very rare

ORGANIZATION:       Solitary

ACTIVITY CYCLE:     Any

DIET:               Nil

INTELLIGENCE:       Non- (0)

TREASURE:           Nil

ALIGNMENT:          Neutral

--------------------------------------------------------------------------------

NO. OF APPEARING:   1-3

ARMOR CLASS:        -10

MOVE:               9

HIT DICE:           192 hit points

THAC0:              0

NO. OF ATTACKS:     3

DAMAGE/ATTACK:      5-50/5-50/3-60 (claw, claw, bite)

SPECIAL ATTACKS:    See below

SPECIAL DEFENSES:   See below

MAGIC RESISTANCE:   95%

SIZE:               L (8' at the shoulder)

MORAL:              Fearless (19-20)

XP VALUE:           49,520

The diamond golem is a truly impressive creation.  They are about 8' tall at the shoulder with a further 1' added because of their head.  They appear as perfect humans of an indeterminable sex, although they are crystalline.  In sunlight light reflects off their bodies causing a prism affect.  They can be created by either a magic-user or a cleric of at least 18th level, at a cost of 1000-6000 gold pieces per hit point of the final golem.  During the construction of the golem the dust from 10-20 powdered diamonds must be used.  The entire construction period is 6 months.  On a roll of 20 on the third attack, the golem drains 1-4 levels and takes a number of points in healing as were drained.  Each hit by the first 2 attacks requires a save vs paralyzation, a fail indicates a paralysis of 2d12 hours.  If the golem is reduced to 0 or less hit points, it explodes into 5-30 diamonds of base 1000 gold piece value, and the resulting explosion causes 5-100 (5d20) hit points of damage to all within 120'.  Because the golem is subject to vorpalling/sharpness limbs may be lost, and these limbs would logically reduce damage, each limb is given a different value:

                                 Head  :  3

                                 Arm   :  4

                                 Leg   :  4

                                 Torso : 11

When the golem explodes the remaining limbs are added and a fraction evaluated and this multiplied by the resultant damage. (i.e., a golem with two legs, one arm and no head would explode for (4x2)+(4x1)+(3x0)+(11x1)/30 = 23/30 of full damage.

The golems can also create an 18d6 chain lightning bolt twice a day.  A weapon of +4 or better is needed to hit the golems, weapons of a lesser status must roll versus disintegrate or be destroyed, similiary any roll of 1 on the attack dice, requires a save versus disintegration or be destroyed.  Any successful attack by a vorpal weapon causes normal damage but no limb loss.  Diamond golems regenerate 10 hit points per melee round.

Golem, Ice                           Allan J. Mikkola (allanm@vulcan.med.ge.com)

==========================================================================CLIMATE/TERRAIN:    Sub-arctic and Arctic

FREQUENCY:          Very rare

ORGANIZATION:       Solitary

ACTIVITY CYCLE:     Any

DIET:               Nil

INTELLIGENCE:       Non- (0)

TREASURE:           Nil

ALIGNMENT:          Neutral

--------------------------------------------------------------------------------

NO. OF APPEARING:   1

ARMOR CLASS:        2

MOVE:               6

HIT DICE:           15 (60 hp)

THAC0:              5

NO. OF ATTACKS:     1

DAMAGE/ATTACK:      3-24 (3d8)

SPECIAL ATTACKS:    See below

SPECIAL DEFENSES:   See below

MAGIC RESISTANCE:   Nil

SIZE:               L

MORALE:             Fearless (19-20)

XP VALUE:           10,000

The ice golem is impervious to cold, and radiates cold doing 2d4 points of damage per round to all within a 20' radius.  Every fourth round it can breath a ** cone of cold ** 1" x 1" x 1" which does 8d6 points of damage (save for half damage.)  The ice golem is only hit by magical weapons that are +2 or better to hit. Fire does double damage to it, and if is in an area where the temperature is above freezing the creature will melt.  It loses 1 hit point of damage per round the creature remains in a warm climate.

Gor's Pet                                             (LAFLEUJM@SNYCOBVA.bitnet)

==========================================================================CLIMATE/TERRAIN:    Any

FREQUENCY:          Unique

ORGANIZATION:       Solitary

ACTIVITY CYCLE:     All

DIET:               Omnivore

INTELLIGENCE:       Unknown

TREASURE:           Special

ALIGNMENT:          Unknown

--------------------------------------------------------------------------------

NO. OF APPEARING:   1

ARMOR CLASS:        -2

MOVE:               30

HIT DICE:           10

THAC0:              10

NO. OF ATTACKS:     3 (claw, claw, and bite)

DAMAGE/ATTACK:      2d6/2d6/2d8

SPECIAL ATTACKS:    See below

SPECIAL DEFENSES:   See below

MAGIC RESISTANCE:   70%

SIZE:               Varies

MORAL:              Fearless (19-20)

XP VALUE:           10,000


Sometime in the early history of the continent Taos-Parua, there was a powerful mage who was seeking imortality.  The path of the mage, who's true name has slipped into legend but is now called "The Granter," led him to give a gift to all of the kings of the land.  The continent of Taos-Parua had 17 countries on its mass, and 17 kings, queens, lords, and other rulers.  The continent was narrow and logitudinally placed on the ocean so it came close to touching both poles, and it had every kind of climate on its mass also.  The Granter's gifts were without measure, and if it took years of time and travel for components for wish spells or study, he would partake in whatever it took to grant the wish of the king.  One of the rulers, Bardiaro Gor, Lord of the swampland nation of Aguila, asked as his offered gift from the Granter a companion and servant to aid and protect him in is effort to protect the land and himself from the chaos surrounding the main cities in the center of the Great Aguilan Swamp.  After many years, the wish of Lord Gor was granted.  The wish was embodied in a unique, magical creature who has always been known even to this day as Gor's pet.  Gor's pet is, in it's most usual form and size, seen as a large wolf.  Gor's pet is actually about twice the normal size of a wolf, standing 7 feet tall and nearly 12 feet long.  The appearance is shrouded by the color.  The pet is jet black with a blue aura surrounding it which is very faint.  The pet is also not solid.  It is more like a touchable shadow, dry but fluid and harder than any steel.  These are the sorts of descriptions one may here about the pet.  The Pet has emmense jaws and powerful claws.  These cause less damage however than they appear to be able to do.

COMBAT: Gor's pet is the protector of the Castle Aguila (called by local swamp-natives as "the shadow-dog's fortress")  The pet protects and serves without question the orders of Lord Gor.  Any approaching the castle, if armed, are warned of the imminent danger by a booming growl which can be heard for several miles away.  If the approaching person or party does not sheath or abandon their weapons and continue toward the castle, then Gor's pet will appear between them and the castle.  If they still continue forward, it will attack anyone armed.  If Gor's pet is attacking someone who has caused him no damage and loses his weapon, he will suddenly release the victim and allow him or her to flee.  He will resume attack if they regain their weapon.  Anyone who has caused him damage will not be treated with mercy.  The only limitation that applies to Gor's pet is that he may not attack any of the 17 rulers.  He may attack any member of the armies during war or peace time that approch the castle, but he may not attack a ruler, armed or unarmed. If a ruler attacks Gor's pet, he will enter the castle and alert Lord Gor of the danger.  Gor's Pet, when attacking will attempt to latch onto one victim.  If he succeeds in landing both claws and his bite on one victim, he will rend there abdominal section with his hind claws, causing 5d8 hit points of damage per round until the victim is dead or he is forced to flee.  If the number af attackers is small (less than 10 or so) then he will not release the victim even if he receives damage from others.  Attacks of a magical nature are resisted as follows:

Range spells: Any spells that have a radius effect have their effects resisted at 70%.  He gets a save every round until successful, then is immune from there on.

Direct spells: Such as magic missle as a weak example.  Any spells such as this where he is the direct target have a 70% chance of being reflected in a random direction.  If he is hit he has a 70% chance of being uneffected.  If effected, he still get a chance                to save for half damage for spells that cause damage.  If the spell would have effects that continue over time, then he saves                every round until immune as stated above.  Gor's pet is immune to all non-magical blunt weapons.  Any magical blunt weapon causes 2 hit points of damage per plus, any bladed weapons doe only half damage, and any magical bladed weapons work normally.

HABITAT: Being unique, this has little application, the pet can survive anywhere, in any climate.  He prefers to stay near the castle unless traveling with Gor.  (He serves as Gor's steed.)  When Gor is riding his pet, the pet can alter his shape and size to a limited degree.  This is simply for show it is assumed.  Gor's pet can teleport from anywhere to the castle, which contains a huge (8' diameter) round green gem which is the focus of the pet's energy.  Any movement within 30 feet of the gem will cause the pet to return to the room the gem is in immediately.  The room is completely sealed off from non-magical entering by all (including Lord Gor, who only saw the gem once before the Granter sealed the room for the Pet's protection.)  Destroying the gem would end the existance of the pet most likely.  Any damage sustained by the pet is healed by being in the room with the gem.  The gem restores 2d8 hp to the pet every hour of continual contact.  If the pet is reduced significantly in hit points, it will return to the room immediately for at least one hour.  The castle guards (seldom in action) will protect the castle in this extremely rare time of need.

ECOLOGY: The only thing valuable about the pet is that it protects the castle and the country.  It has few enemies (its only enemies are political traitors and members of rival nations.)  The existance of the gem is only known by Gor and his pet.  It may be valuable as a permanent form of healing, but it may only work on the pet.  Gor assumes it would not work for him and he has actually considered if the gem would harm him, and if that is why it was seeled away from him.  He has also considered if his touching the gem would effect the pet in a bad way.

Nothing about the gem is known outside of the castle, and even people who work within do not know of the room sealed well below it.

Gravewalker                          Allan J. Mikkola (allanm@vulcan.med.ge.com)

==========================================================================CLIMATE/TERRAIN:    Unholy sites and graveyards

FREQUENCY:          Very rare

ORGANIZATION:       Solitary

ACTIVITY CYCLE:     Night

DIET:               Human and demi-human blood

INTELLIGENCE:       Genius (17-18)

TREASURE:           S, Tx3, V, Z

ALIGNMENT:          Any evil

--------------------------------------------------------------------------------

NO. OF APPEARING:   1

ARMOR CLASS:        -2

MOVE:               12

HIT DICE:           17-20

THAC0:              17-18 HD: 3

                    
19-20 HD: 1

NO. OF ATTACKS:     2

DAMAGE/ATTACK:      2-20/2-20

SPECIAL ATTACKS:    Priest spells, Chill voice

SPECIAL DEFENSES:   +2 or better weapon to hit

MAGIC RESISTANCE:   Nil

SIZE:               M (7' tall)

MORAL:              Fanatic (17-18)

XP VALUE:           17 HD: 18,000

                    18 HD: 19,000

                    19 HD: 20,000

                    20 HD: 21,000

Gravewalkers are the undead spirits of evil high priests who have served their gods exceptionally well; after death, these priests have been granted the "privilege" of returning to the prime plane to continue their unholy work. These undead creatures retain their abilities (including spells) of their previous existence, except where noted above (i.e. genius intelligence, AC, etc..)  A gravewalker's memories and emotions also remain intact, so an enemy in life will still be an enemy in its undead state.  Only the most worthy servants will be chosen for transformation into a gravewalker, and only if the priest has obtained at least 17th level at the time of death.  A gravewalker appears as the typical "grim reaper" - a skeletal body about seven feet tall, shrouded in black robes; the eyes of a gravewalker glow a sickly green, and their voice is slow and deep, and chilling to hear.  A gravewalker is the enemy of everything good, and their goal is the torment and eradication of good whenever they encounter it.

COMBAT: Upon transformation, a gravewalker is bestowed with a (possibly magic) scythe for a weapon.  A gravewalker has the following chances of obtaining a magical weapon:

     HIT DICE   +1    +2    +3

       17       20%   10%    5%

       18       25%   15%   10%

       19       30%   20%   15%

       20       35%   25%   20%

This scythe is jet black and delivers 2-20 points of damage per hit (plus any magical bonus); a gravewalker is able to make two attacks per round with this weapon.  A gravewalker is considered proficient in this weapon regardless of any proficiencies in its previous existence.  In addition to its scythe, the gravewalker also retains its full compliment of priest spells, plus any additional spells its god wishes to grant it.  These spells are gained and cast as per a priest of the level corresponding to the gravewalker's hit dice.  The gravewalker's final weapon is its chilling voice; anyone who listens to a gravewalker speak for more than one round must make a saving throw versus spells; those who fail are struck with a feeling of hopelessness (as per the ** emotion ** spell) and immediately suffer the effects of a ** chill touch ** spell. Anyone who succeeds in making the saving throw is not affected for the current round; a new saving throw must be made each round.  A gravewalker's speech is affected by magic such as a ** silence ** spell.  Although they possess great intelligence, theirs is an unnatural intellect; therefore, like most undead, gravewalkers are unaffected by sleep and charm spells.  In combat, only weapons with a +2 or better enchantment may harm a gravewalker.

HABITAT: A gravewalker normally inhabits unholy sites and graveyards, as they seem to obtain sustinence from these places.  However, as they also need a supply of human or demi-human blood to continue their existence, gravewalkers will often venture into towns and cities in search of victims; they will do so only at night.  Unlike the vampire, a gravewalker lacks fangs; therefore, the victim is usually torn assunder to allow the gravewalker access to the blood. Because of this, a gravewalker's blood drain is not considered a special attack mode, since this is not done until after the victim is killed by other means.  An individual killed and drained of blood by a gravewalker may not be raised or resurrected until the body is brought to a holy site to receive a ** remove curse ** spell from a good-aligned priest; this priest's level must be at least equal to the gravewalker's hit dice.  Even if a victim is successfully returned to life, he will be haunted by nightmares of his attacker for the rest of his life; more often than not, insanity is the result.  The only way to remove this condition is to track down and kill the offending gravewalker (the victim's nightmares will often give clues to the whereabouts and identity of the gravewalker in question; for instance, the nightmares are more intense and occur more often, the closer the victim is to the gravewalker.) The afore mentioned curse and nightmares only occur if the victim is actually drained of blood; they do not occur if the gravewalker simply kills the victim, but fails to drain its blood.

ECOLOGY: The arch-enemies of a gravewalker are, naturally, paladins and priests of the gods (forces) of good; they will often seek out and destroy these agents of good.

Grendel                              Presto and Nyssa (barthelm@caa.mrs.umn.edu)

==========================================================================

 (from "Legacy of Heorot" by Larry Niven, Steven Barnes, and Jerry Pournelle)

CLIMATE/TERRAIN:    Temperate

FREQUENCY:          Uncommon

ORGANIZATION:       Solitary

ACTIVITY CYCLE:     Any

DIET:               Carnivore

INTELLIGENCE:       Animal to Low (1-5)

TREASURE:           Nil

ALIGNMENT:          Neutral

--------------------------------------------------------------------------------

NO. OF APPEARING:   1 or special

ARMOR CLASS:        2, -2, -6

MOVE:               45, 95, 190

HIT DICE:           12

THAC0:              8, 11, 14

NO. OF ATTACKS:     6, 12, 24

DAMAGE/ATTACK:      1d6/1d6/1d6/1d6/2d10/2d12

SPECIAL ATTACKS:    Frenzy (Haste)

SPECIAL DEFENSES:   Speed

MAGIC RESISTANCE:   Nil

SIZE:               M or L

MORAL:              Fanatic (18)

XP VALUE:           14,000

Slung low to the ground, the grendel is built for speed.  It has very muscular hind legs, as well as strong, but smaller forelimbs.  Its feet are webbed claws, and it is covered with jet black scales.  Its head is dominated by a muscular jaw lined with rows of razor sharp teeth.  Its tail is long and sinuous and is tipped with a ball of spikes.  There is also a small tube at the top of its head used for breathing underwater.

COMBAT: A grendel's main asset is its tremendous speed.  When first encountered, if not attacked, it will move stealthily and tend to observe its potential attackers.  When attacked, the grendel will use its great speed to aid its attack, striking with a claw, claw, claw, claw, bite, and tail bash routine.  If driven by desparation or hunger, the creature will immediately ** haste ** itself, doubling its number of attacks and its movement.  If further driven, it will ** haste ** itself again, giving it a total of 24 attacks/round and a movement rate of 190 (approx. 65mph).  However, for each ** haste ** it uses, its suffers a -3 penalty to attacks.  This is the only instance of cumulative ** haste ** spell usage.  The ** haste ** is not a magical function, but a biological one, and does not age the grendel.  The grendel can also chosse to ** haste ** itself twice in the same round.  Use of its abilities creates a tremdous amount of body heat, and if it does not find some way to dump its heat, through jumping into a river or snowbank, it will overheat 6 rounds after its first ** haste ** usage.  It can continue to move, however, but suffers 1d12 hit points of damage per extra round. After dumping its heat, it can return to battle in 1d10 rounds.  When a Grendel reaches between 1 to 10 hit points, it will stop all motion and remain still for 1d4 rounds, appearing as if dead.  However, aftwards, it will resume it berserk motions and attempt to escape.

HABITAT: Grendels are solitary creatures, simply because the presence of other grendels in the area will cause a fight to the death between them for rights of territory.  Grendels, because of their voracious appetites due to their high energy uses, require a large hunting ground, approximately 625 square miles for each grendel.  Mostly, this will consist of large open areas, with a main river or lake to serve as a home and heat sink.  Grendels never stray very far from water, unless it is raining or winter, as the need to eliminate heat overrides all other considerations.  It is not unusual for a number of grendels to share a river, so long as they are widely separated from each other.

ECOLOGY: Grendels are carnivorous, and will eat any form of meat, including each other.  However, they will eat anything else before resorting to deliberate cannibalism.  They are the main predators in any ecology, unless there are large numbers of well organized enemies in the area, as they will not cooperate with other grendels.  Grendels begin life as an egg, hatching in a river or stream.  They then grow to a large fish form, a harmless herbivore, for 3 months.  They then undergo a transformation into the large adult form.  Reproduction is asexual, as the grendel young (samlon, because of their similarity to salmon) are male, and change to the female adult form.  Because of the adults' voracious appetites, the number of young that survive to adult form is very small, as the adults use the young as a main food source.  The elimination of all adults in an area will cause a massive resurgence of the grendel population, as more than the usual amount of young will reach adulthood in that area.  Grendels have no natural enemies, but have a hatred for fire-based using creatures.

Larind                               Allan J. Mikkola (allanm@vulcan.med.ge.com)

==========================================================================CLIMATE/TERRAIN:    Warm plains and grasslands

FREQUENCY:          Very Rare

ORGANIZATION:       Pride

ACTIVITY CYCLE:     Day

DIET:               Carnivore

INTELLIGENCE:       Animal (1)

TREASURE:           Nil 

ALIGNMENT:          Neutral

--------------------------------------------------------------------------------

NO. OF APPEARING:   2-12

ARMOR CLASS:        -2

MOVE:               12

HIT DICE:           16

THAC0:              5

NO. OF ATTACKS:     1

DAMAGE/ATTACK:      3d8 + 14

SPECIAL ATTACKS:    Merge

SPECIAL DEFENSES:   Regenerates 3 hit points per round (see below)

MAGIC RESISTANCE:   See below

SIZE:               M (4.5 - 6.5' long)

MORALE:             Steady (11-12)

XP VALUE:           12,000

Larind are magically created creatures that look like lions.  They can blink at will once per round, moving a distance of up to 4'.  Treat this as giving them a save vs magic to avoid hits.  Larind can also "merge" -- become a single larind for one turn.  A merged larind has hit points equal to the sum of the individual larinds and acts as if under the ** haste ** spell.  Divvy hit points up equally when separating.  Larind are 60% charm resistant.  Their magical defenses also reduce damage by 1/4 from earth and air attacks or 50% from fire attacks (created as creatures of the desert -- wind, sand, and heat).  They take 50% extra damage from water and cold-based attacks.  Larind's have an innate ability to dispel hold and kindred immobilizing spells.  It takes a single larind 1d4 rounds to dispel a single such spell.  A merged larind takes 1d4 rounds divided by the number merged (round all fractions -- not just 1/2 -- upward).  Each larind is tied into a rock "soul egg".  If the rock is smashed, the larind becomes a normal lion (non-magical) -- a merged larind would fall out of the merge.  The "death" of a Larind traps its soul in its egg (mage learning the secret can release the Larind soul -- material component of that special purpose spell is a normal lion).  A larind egg cannot be dimension shifted.  If touched, it will "bite" as per a magic item of incorrect alignment (unless the mage is in the midst of casting the above spell or was the one who last cast that spell on the larind).  Those killed outright by the bite of a larind have their soul trapped in the egg (pick random egg for merged larind) [until the egg is destroyed].

Mummy, Cloud Giant                         Luan Dalgari (chx38@seq1.keele.ac.uk)

CLIMATE/TERRAIN:    Arid mountain regions and magical clound islands

FREQUENCY:          Very rare

ORGANIZATION:       Solitary

ACTIVITY CYCLE:     Any

DIET:               None

INTELLIGENCE:       Genius (17-18)

TREASURE:           A, G, Sx4, U, Z

ALIGNMENT:          Chaotic evil

--------------------------------------------------------------------------------

NO. OF APPEARING:   1-10

ARMOR CLASS:        -6

MOVE:               18

HIT DICE:           102 hit points

THAC0:              9

NO. OF ATTACKS:     2

DAMAGE/ATTACK:      3-36/2-24

SPECIAL ATTACKS:    See below

SPECIAL DEFENSES:   See below

MAGIC RESISTANCE:   80%

SIZE:               H (24' tall)

MORAL:              Fearless (19)

XP VALUE:           13,450

Cloud giant mummies are an unusual and rare form of mummy.  They are made in the same manner as conventional mummies except the body of a cloud giant is used.  Cloud giant mummies are typically the guardians of very rich tombs.  Cloud giant mummies fight to the death to prevent the looting of their charges.  If they die they teleport to their crypt where they spend 1-4 weeks regenerating.  They project an aura of fear in a 15' radius around them.  When in combat any hit requires a save vs. paralyzation else the victim is paralysed until either a wish or limited wish is used to free them, while in the paralysed state no food or water is needed and the body can survive for one year,before being destroyed.  If the to hit roll is a 20, then a save vs paralyzation must be made, this time in order to avoid a lethal disease being inflicted.  They can hurl rocks at the rate of two a round up to 100' away for 2-12 points of damage per rock.  They are surprised only on a 1 in 20 chance.  The only weapons that damage them are those with a +3 or better enchantment. They regenerate 4 hit points per round.  If attacked by fire they take double damage.  They have 2 major and 6 minor psionic disciplines, they can use those available to clerics or fighters.

Oligondrall                          Allan J. Mikkola (allanm@vulcan.med.ge.com)

==========================================================================CLIMATE/TERRAIN:    Subtropical and temperate plains

FREQUENCY:          Rare

ORGANIZATION:       Herd

ACTIVITY CYCLE:     Day

DIET:               Omnivore

INTELLIGENCE:       Low (5-7)

TREASURE:           M, O

ALIGNMENT:          Chaotic neutral

--------------------------------------------------------------------------------

NO. OF APPEARING:   2-20

ARMOR CLASS:        4

MOVE:               14

HIT DICE:           14

THAC0:              7

NO. OF ATTACKS:     5 + special

DAMAGE/ATTACK:      4-16/4-16/2-16(2-12)/2-12/2-12

SPECIAL ATTACKS:    Breath weapon

SPECIAL DEFENSES:   Fire immunity

MAGIC RESISTANCE:   Nil

SIZE:               L (11-12' tall)

MORAL:              Steady (11-12)

XP VALUE:           10,000

   female            8,000

   young             4,000

An oligondrall (pronounced ah li GON drul) resembles an elephant in appearance except it has longer tusks, smaller ears, and it has several spikes at the end of its trunk.  Oligondralls have gray or tan skin and thick hides.  They are covered with short, coarse hair.

COMBAT: An oligondrall may make up to 5 attacks per round; it gores with its tusks for 4-16 points each and tramples for 2-12 points of damage with each of its feet.  The trunk may be used to constrict for 2-16 points of damage; once a constriction hit is scored with the trunk, the victim must make a sucessful bend bars roll to break free; if this roll fails, the target receives automatic constriction damage the next round.  Creatures larger than an ogre cannot be constricted in this manner; in this case (or if constricting would harm the trunk) the trunk may be used as a clubbing/piercing weapon (using the spikes) for 2-12 points of damage.  Oligondralls do not share an elephant's fear of fire - in fact they are immune to its effects from birth (this includes both magical and mundane fires.)  In addition to its normal attack modes, an oligondrall may also employ a breath weapon of fire up to three times per day.  The fire shoots out of the trunk in the shape of a cone 60' long, 20' wide at the base, and 1' wide at the trunk.  This breath attack inflicts 3-30 points of damage to all creatures caught inside the area of effect; a successful save vs. breath weapon reduces this damage by half.

HABITAT: Oligondralls travel in herds of up to 20 in number; they prey on many medium-sized animals that can be found in the temperate and subtropical plains where they reside, but will also graze on grasses and small bushes.  Oligondralls are fairly aggressive creatures, and have been known to attack with little or no provocation; they especially dislike most humanoids - this is most likely due to the fact they are hunted by these creatures for their ivory tusks.  A typical herd of oligondralls will consist of 50% males, 25% females, and 25% young; females have 12 HD and a THAC0 of 9.  Young oligondral have 8 HD, a THAC0 of 13, and AC 5; their damage per attack is also lower:  2-12 per tusk, 2-8 while constricting with the trunk (1-6 while clubbing), and 1-10 per foot.  A herd of oligondralls will maintain a semi-permanent dwelling in a large thicket or copse of trees; any treasure they have accumulated will be stored here.

ECOLOGY: Oligondralls are nearly impossible to tame and/or train, and will resist any attempt to do so.  An oligondrall's tusks are composed of high-grade ivory; a single tusk is worth 500-3000 gold pieces, or about 5 gp per pound in the open market; on the black market, the amount is anywhere from 2-5 times higher.

Rohyan                                     Luan Dalgari (chx38@seq1.keele.ac.uk)

==========================================================================CLIMATE/TERRAIN:    Temperate plains

FREQUENCY:          Very rare

ORGANIZATION:       Solitary

ACTIVITY CYCLE:     Any

DIET:               Omnivore

INTELLIGENCE:       Genius (17)

TREASURE:           Nil

ALIGNMENT:          Any

--------------------------------------------------------------------------------

NO. OF APPEARING:   1-2

ARMOR CLASS:        -6

MOVE:               See below

HIT DICE:           12+4

THAC0:              6

NO. OF ATTACKS:     3

DAMAGE/ATTACK:      2-10/2-10/3-18 (+10)

SPECIAL ATTACKS:    Nil

SPECIAL DEFENSES:   See below

MAGIC RESISTANCE:   35% and immune to vorpal and sharpness weapons

SIZE:               L

MORAL:              Fanatic (17-18)

XP VALUE:           9,650

Rohyan are large golden horses, their mane is onyx in colour.  Rohyan are the same size as a cart-horse but they are much sleeker, more akin to a race horse in build.  Rohyan are never owned, their relationship with their riders is based on trust, each rohyan will have its own set of values which must be satisfied in a rider before they will permit themselves to be ridden.  Once this initial bond has been made, the rohyan will be excellent partners.  Rohyan communicate with their riders using a form of specific telepathy, the rohyan can understand its riders thoughts and wishes, and the rider can understand ideas by the rohyan.  Rohyan can speak their own language, and common.  In addition they can read magic (as the spell) and understand magically encrypted maps and other such documents.  Rohyan are also known as plane riders.  This is because of their ability to enter any of the known planes at will, although to do this they need to be moving at their full movement rate.  On any plane a Rohyan can find the nearest colour pool or gate to any other desired plane, or combination thereof.  Rohyan know all planes very well and as such can never get lost.  When entering a plane the rohyan is immune to its effects, this immunity can be conferred to the rider, should the rohyan wish this, thus it can be very inadvisable to steal a rohyan!  Once every 3 days a rohyan can teleport to its rider.  To do this it senses the riders need and travels through the planes to the riders destination, this is an unusual feature in that normally the rider and rohyan can only normally communicate mentally when the rider is mounted on the rohyan.  Rohyan move at a great rate on any plane.  If they are rested they can maintain a rate of 576" (96 mph) for 48 hours, after which the Rohyan drops to a rate of 432" (72 mph) for 72 hours, then its movement rate falls to 36" (6 mph) for 48 hours, after this the rohyan must be rested for at least 48 hours.  If the rohyan is rested when its speed drops from 576" only 6 hours is needed, if it is rested before the rate drops from 432" the rest period is only 12 hours.  Rohyan regenerate 1 hit point per 6 turns, they can only be hit by +2 magical weapon or better. The rohyan has abilities equivalent to a strength of 22, a dexterity, constitution, and an intelligence of 17, and a wisdom and dexterity of 16.

Shadow, Grave                        Allan J. Mikkola (allanm@vulcan.med.ge.com)

==========================================================================CLIMATE/TERRAIN:    Graves, ruins, and subterranean chamber

FREQUENCY:          Very rare

ORGANIZATION:       Solitary

ACTIVITY CYCLE:     Night or darkness

DIET:               Living beings

INTELLIGENCE:       Average

TREASURE:           H

ALIGNMENT:          Neutral evil

--------------------------------------------------------------------------------

NO. OF APPEARING:   1-2

ARMOR CLASS:        -2

MOVE:               12

HIT DICE:           100 hit points (15 Hit dice)

THAC0:              5

NO. OF ATTACKS:     2

DAMAGE/ATTACK:      1d10/1d10 + special

SPECIAL ATTACKS:    Energy drain

SPECIAL DEFENSES:   See below

MAGIC RESISTANCE:   30%

SIZE:               M (6-7' tall)

MORALE:             Special

XP VALUE:           12,000

This is a rarer, more powerful form of a shadow.  The can only be hit with +2 or better weapons, and are immune to death magic, cold-based attacks, slow and hold spells.  The grave shadow chilling touch does 1d10 points of damage and each touch drains one level of experiance.  If the player survives the assualt, he will regain lost levels at a rate of one per month.  If a demi-human or human is reduced to zero hit points or levels, he becomes a shadow.  The grave shadow can cast any of the following spells at a rate of once per round:

    - ** mirror image **                   - ** sleep **

    - ** web **                            - ** hold monster **

    - ** slow **                           - ** symbol of despair **

    - ** curse **                          - ** dispel magic **

    - ** continual darkness **

Shadow Guard                               Luan Dalgari (chx38@seq1.keele.ac.uk)

==========================================================================CLIMATE/TERRAIN:    Any

FREQUENCY:          Very rare

ORGANIZATION:       Band

ACTIVITY CYCLE:     Any

DIET:               Living beings

INTELLIGENCE:       Genius (18)

TREASURE:           See below

ALIGNMENT:          Chaotic neutral

--------------------------------------------------------------------------------

NO. OF APPEARING:   Variable

ARMOR CLASS:        -15

MOVE:               24

HIT DICE:           268 hit points

THAC0:              -11

NO. OF ATTACKS:     3

DAMAGE/ATTACK:      1-8/1-8/1-8 (+21)

SPECIAL ATTACKS:    See below

SPECIAL DEFENSES:   See below

MAGIC RESISTANCE:   30%

SIZE:               M (6' tall)

MORAL:              Special

XP VALUE:           36,380


Shadow guards are humanoid, appearing as if made from a cloth of shadow.  They appear garbed in a shadowy suit of full plate armour and wielding shadowy long swords.  They make no noise when walking seeming to float scant millimeters above the floor, consequently they will not set off traps activated by pressure.  They have human equivalent attributes, a strength of 24, dexterity, constitution, and intelligence all at 18, a charisma an 10, and a wisdom 3.  Shadow guards have limited spell use, they can cast upto 16 spell levels per day, their choice is from any spell known by their creator/summoner.  Their long swords are equal to weapons of +6 value, and they are double weapon specialised in this weapon.  They can use any magic item usable by fighters and magic-users, although each shadow guard can only use 1-8 different items.  They regenerate 10 hit points per round, and can only be hit by a +5 or better magical weapon.  Upon their death, they dissipate leaving only any normal magic items they may have, not their armour or swords.

Shocker                              Allan J. Mikkola (allanm@vulcan.med.ge.com)

==========================================================================CLIMATE/TERRAIN:    Any

FREQUENCY:          Very rare

ORGANIZATION:       Solitary

ACTIVITY CYCLE:     Any

DIET:               Electricity

INTELLIGENCE:       Exceptional (15-16)

TREASURE:           Nil

ALIGNMENT:          Neutral (chaotic)

--------------------------------------------------------------------------------

NO. OF APPEARING:   1

ARMOR CLASS:        -2

MOVE:               18

HIT DICE:           16 or 24

THAC0:              16 HD: 6

                    24 HD: 5

NO. OF ATTACKS:     2 + special

DAMAGE/ATTACK:      16 HD: 1-8 + 16 / 1-8 + 16

                    

24 HD: 1-8 + 24 / 1-8 + 24

SPECIAL ATTACKS:    Lightning

SPECIAL DEFENSES:   See below

MAGIC RESISTANCE:   25%

SIZE:               L (12'-14' tall)

MORAL:              Fanatic (17-18)

XP VALUE:           16 HD: 14,000

                    24 HD: 18,000

Shockers are residents of the quasi-elemental plane of lightning; they are most often encountered on their home plane, but they may also be found on the prime material planes as well.  Unlike most elementals, they are capable of traveling to the prime planes on their own (without being summoned), and are able to exist there for extended periods of time.  However, shockers may enter the prime planes only via a natural lightning bolt, such as during a lightning storm, and on rare occasions, have even been known to enter through a call lightning spell (this is the only lightning-based spell that is capable of doing this; devices such as a wand of lightning may not do so either.)  A shocker has 24 HD on its home plane, but they are reduced to 16 HD on the prime planes, due to absense of the energy they thrive on.  Shockers are slightly different in appearance from other lightning quasi-elementals:  they appear as a sheet of shimmering blue energy of a vaguely humanoid shape.  However, they possess a limited shape-change ability that allows them to take the form of a human, elf, or half-elf five times a month.  When encountered on a prime material plane, they will take the shape of a humanoid 75% of the time.  When in this form, they appear indistinguishable from real humanoids; however, a detect magic spell will reveal a faint blue shimmering of alteration and evocation magic, and a true seeing spell, a gem of seeing, or other similar magic will show the creature's true form.  The origin of this shape-change ability is unknown.  A shocker will always appear in its natural form on its home plane.

COMBAT: When attacking, a shocker uses its two "hands" to deliver two viscous shocking grasps, each doing 1d8+16 (or 1d8+24) points of damage.  In addition, a shocker can emit lightning attacks of up to 30d6 points of damage per day. A single bolt can inflict 5d6 or 10d6 hit points of damage, and either one or two bolts can be discharged per round.  A bolt may originate from anywhere on the shocker's body, so an attack can be made in any direction; however, these attacks usually eminate from the hands, mouth or eyes so as to duplicate spells, breath attacks, and/or gaze attacks (this is especially true if the shocker is in humanoid form.)  Shockers also have several special defenses: a +2 or better weapon is required to score a hit on one, and a creature with fewer than 5 hit dice cannot harm a shocker without some sort of magical assistance.  They are also immune to lightning and all types of electrical attacks, as well as air and weather-based magic.  Any creature scoring a hit on a shocker in melee will suffer 1d8 points of damage (save vs. spell for half damage) unless the attack is made via a non-conductor. 

HABITAT: Shockers are not natives of the prime material planes, but can be found wandering in any climate or terrain (though they dislike rain), usually near civilization.  They normally use their shape-change ability to fit into their surroundings.  Shockers often take an interest in the affairs of humans and demihumans and they seem to take pleasure in antagonizing them in any way they can.  There are many speculations as to the reason for this type of behavior, but no one knows their true motives.  For some reason, they seem to ignore dwarves and gnomes.  Not much is known of the origin, behavior, or social structure of these creatures.  It is thought that they are composed of pure energy, but this is only speculation.

ECOLOGY: There is a 2% chance that a conjure air elemental spell, staff, or similar device will summon a shocker instead of an air elemental.  Shockers encountered in this manner will be in their natural form 95%of the time.  The summoner has only a 5% chance per level over 6 of successfully controlling a shocker conjurered in this manner (to a maximum of 90%.  Also, there is a 10% chance per round that control will be lost, in which case the shocker will immediately attack the summoner and his or her party.  Devices which control or protect against normal elementals do not work on shockers; dismissal, banishment, and similar spells and devices have a 20% chance of failing even if the shocker fails its magic resistance roll and saving throws.  It is rumored that magics exist that will summon and/or control a shocker directly; these are said to give results similar to the more common elemental-related devices.

Tallin                               Allan J. Mikkola (allanm@vulcan.med.ge.com)

==========================================================================CLIMATE/TERRAIN:    Any arctic or subarctic

FREQUENCY:          Rare

ORGANIZATION:       Clan

ACTIVITY CYCLE:     Any (but usually day)

DIET:               Carnivore

INTELLIGENCE:       Very (11-12)

TREASURE:           E

ALIGNMENT:          Lawful neutral

NO. OF APPEARING:   1-2 (10-20 in lair) 

ARMOR CLASS:        0 (10% chance of -2)

MOVE:               9

HIT DICE:           15 + 1-4 hit points

THAC0:              2 (+3 Strength bonus)

NO. OF ATTACKS:     1 or 2 + special

DAMAGE/ATTACK:      4 - 40+8 or 1-10 + 8/1-10 + 8

SPECIAL ATTACKS:    Breath weapon (mature only)

SPECIAL DEFENSES:   Frost barrier (mature only), and cold immunity

MAGIC RESISTANCE:   30%

SIZE:               H (15' tall)

MORAL:              Champion (15-16)

XP VALUE:           16,000

   female           10,000

   immature          2,000

Tallin are large humanoids that live in the frozen arctic wastelands.  Their skin is gray, tan, or dull brown, and they are almost completely hairless. Tallin stand about 15' tall, weigh approximately 5000 pounds, and are very muscular; females are slightly shorter and lighter.  Tallin live 300 years or more.  Tallin wear little except for some scraps of fur around their necks and waist; their low armor class is due to their very thick skin.  Most tallin also wear a pair of wide bracers on their wrists; there is a 10%chance that these are special bracers of defense, which lower the tallin's armor class to -2. Tallin have never been known to use spells or any other magic items; it is not known whether they are capable of enchanting these bracers themselves, or if they are obtained elsewhere.  The only other possession they carry, is their huge warhammer; their remaining items are kept in the lair.

COMBAT: From birth, tallin are immune to all cold-based attacks, but take +1 point of damage per die from fire-based attacks, as they are especially sensitive to heat.  Tallin may punch or smash with their fists for 1-10 + 8 points of damage with each fist.  However, tallin much prefer to use their massive warhammers in combat.  These huge hammers are about 6' long and 3' across, and are intricately carved.  The hammers are made of some strange metallic alloy of unknown origin; it is widely accepted that no one has ever sucessfully returned one of these hammers to civilization for study.  These hammers are extremely strong and heavy - a strength of 18/00 is needed to pick up these hammers, and a strength of at least 20 is required to weild one in combat.  When a tallin connects with a hammer in combat, it delivers 4-40 + 8 points of damage due to the weight and unique composition of the weapon (the +8 bonus is the tallin's strength bonus.)  When a tallin warrior reaches maturity (at the age of 10 years), he must forge and carve his own hammer (only the males do this; female tallin do not own a hammer and will use their fists in combat.)  All male tallin are proficient weapon smiths because of this experience, but the only weapon this proficiency applies to is the tallin's hammer.  Three times per day, a mature tallin (of either sex) may use a ** cone of cold ** breath attack.  This cone is 40' long, 5' wide at the tallin's mouth, and 15' wide  at the base; it inflicts 3-30 points of damage to all targets caught in the area of effect; those who successfully save vs. breath weapon suffer half damage.  This breath weapon may also be used in a defensive capacity:  a tallin may breathe directly at the ground beneath itself to create a ** frost barrier ** that completely envelopes the tallin in the same round it is used.  This barrier lasts 1d6 rounds and will negate a total of 50 hit points of fire damage.  Any excess fire damage destroys the barrier and affects the tallin normally. Any ranged fire directed through this barrier suffers a -2 to hit due to the obscured target.  Anyone passing through this frost barrier suffers the normal breath weapon damage, although a cumulative +1 bonus is given on the saving throw each round after the first (i.e. +1 on the 2nd round the barrier is in affect, +2 on the 3rd round, etc..)

HABITAT: Tallin live in clans of about 10-20; they reside in any arctic or sub-arctic region.  They usually lair in large underground caverns in which they spend the majority of their time.  They venture forth only to hunt or to fight (usually against white dragons or frost giants who invade their territory.)  The strongest male tallin is the leader of the clan.  His word is law to the other tallin; he is the leader of the hunt and the commander in battle.  When encountered in the lair, 50% of tallin present will be mature males, 25% will be mature females (AC 2, 13 HD, THAC0 4, D/A 1-10 + 7 per fist), and 25% will be immature tallin (AC 4, 8 HD, THAC0 10, D/A 1-8 + 6 per fist.) There is also a 20% chance of 1d4 subdued white dragons being present as well (usually of adult age or younger.)  These are used as pets and/or guards.

ECOLOGY: Tallin will eat nearly any type of meat, but especially like polar bear and seals.  They often clash with white dragons and frost giants, with whom they share their territory.

Tanar'ri, True -- Esjebrackus, King of the Ghouls (Demon Lord)

==========================================================================CLIMATE/TERRAIN:    The Abyss

FREQUENCY:          Unique

ORGANIZATION:       Solitary

ACTIVITY CYCLE:     Any

DIET:               Carnivore

INTELLIGENCE:       Exceptional (15-16)

TREASURE:           H

ALIGNMENT:          Chaotic Evil

--------------------------------------------------------------------------------

NO. OF APPEARING:   1

ARMOR CLASS:        -3

MOVE:               16"

HIT DICE:           88 hit points (16+ HD)

THAC0:              5

NO. OF ATTACKS:     1

DAMAGE/ATTACK:      4-16 (4d4) or 1-10 + special

SPECIAL ATTACKS:    See below

SPECIAL DEFENSES:   See below, +1 or better to be hit

MAGIC RESISTANCE:   60%

SIZE:               L (8' tall)

MORALE:             Fanatic (17-18)

XP VALUE:           50,000

Esjebrackus resembles a 10' Ghoul when found in natural form.  However, he is usually found Polymorphed into some grotesque inhumanoid creature (along the lines of a slime), and only enters normal form at the start of combat.

COMBAT: Esjebrackus, King of the Ghouls, vassal of Yeenoghu, spawn of Orcus, is one of the mightiest of demon lords.  As king of the Ghouls, he is always attended by 33 Ghouls of maximum hit points, and is capable of summoning an additional 2-20 once per day.  Moreover, any ghouls in his presence are impossible to turn.  Esjebrackus fights with his Morning Star, a chaotic evil magical weapon of extraplanar origin that is +3 to hit and does 4-16 points per hit.  He is as strong as an ogre, and should he choose to fight unarmed he does 1-10 points of damage with his claws, plus the ability to paralyze an opponent.  Unlike normal ghouls however, the save is made at -2, and it is fully functional against elves.  Moreover, Esjebrackus has the following spell like powers usable once per round as applicable:  Darkness (10' radius), Telekinisis (8000 gp weight), Invisibility, Charm Person, Hold Person, Detect Invisiblity, Detect Good, Fear (as per wand), Blight, Polymorph Self, Phantasmal Killer (once per day), Dispel magic (as a 15th level magic user), Confusion (1 time/day), Cause Critical Wounds (3 times/day).

HABITAT: His progenitor, Orcus, and he share a great enmity, and Orcus seeks his offspring's destruction.  The Ghouls no longer worship the Lord of the Undead, and this is not forgotten by Orcus.  Esjebrackus is young as demon lords go and Orcus fears that one day, all the undead will be worshiping this usurper.  Yeenoghu, is delighted to cause  his rival such stress by forging an alliance with his son. Esjebrackus simply waits.

Troll, Black                                VaxBandit (arkoie@JUDY.INDSTATE.EDU)

==========================================================================CLIMATE/TERRAIN:    Any

FREQUENCY:          Very rare

ORGANIZATION:       Band

ACTIVITY CYCLE:     Any

DIET:               Carnivore

INTELLIGENCE:       Low (5-7)

TREASURE:           Special (see below)

ALIGNMENT:          Chaotic evil

--------------------------------------------------------------------------------

NO. OF APPEARING:   1-4

ARMOR CLASS:        -2

MOVE:               12

HIT DICE:           7 (50 hit points)

THAC0:              12

NO. OF ATTACKS:     3

DAMAGE/ATTACK:      1-6/1-6/3-30

SPECIAL ATTACKS:    Nil

SPECIAL DEFENSES:   See below

MAGIC RESISTANCE:   Nil

SIZE:               L (9' tall)

MORALE:             Fearless (19-20)

XP VALUE:           3,000

Long ago, a very evil, and very mad wizard wanted to create the ultimate soldier for his army of destruction.  Being very adept with genetic magic (it is rumored he might have created the Owlbear and Bullette), he decided to take two very formidable monsters and combine their characteristics magically to create a horror like no other!  What he did was come up with the black troll! This troll is similar to other trolls, but it's far more deadly.  It is totally immune to fire, cold, electricity, poison, and dosn't need to breath, so it's also immune to gasses and cannot drown.  It's known that this monster cannpt die!  This trolls skin constantly secretes a black slime, thus the low armor class because it's very difficult to strike a black troll effectively.  What is exceptionally deadly about black trolls is the fact that they also regenerate 5 hit points per round more than other trolls.  Also, once a part of the trolls body is cut off, instead of attaching back to the main body, the body part creates an entirly new troll.  Once 7 rounds has past, the body part has recreated enough of the old troll for an individual (the remaining portion left would be patches of skin, parts of an arm or both, and some of the less vital organs on the inside of the body, sometimes only half the brain has regenerated, yet is enough for the troll to function).  Even the smallest drop of blood is enough for a new troll to be created, although a drop would be so small, that it would take a couple of hours for a new troll to be created (the regeneration has less effect upon extremely small parts, like drops of blood or patches of skin).  Even at -50 hit points, a black troll will still regenerate.  Thus since it is quite difficult to kill them, only one way is known to really work.  If the spell ** disintegrate ** is cast upon a troll, all except a small part will dissappear (a finger, a patch of muscle, etc).  Then if this part is placed within a small and sturdy container (a metal box is the best), the troll will only be able to regenerate enough to fill the entire box.  Then, if the container is strong enough, the troll will be stuck!  Once this is done, many have said to put the container deep underground, toss it in the bottom of a lake, or even send it to the void. Although a few have kept them and sold them in the black market for as much as 50,000 gold coins.  Just one part is enough to create a vast army of trolls!  It is known that all black trolls encountered originated from the troll that the wizard had created.  He started with one, and cut it in pieces to create the rest (thus all have 50 hitpoints).

