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BANSHEE BUGBEAR CENTAUR

Body 6 Aaility 8 Mind 8 Body 10 Aaility 10 Mind 4 Body 8 Aaility 12 Mind 6
Strength 1 Repexes 2 Reason 1 Strength 3 Repexes 3 Reason 2 Strength 2 Repexes 4 Reason 2
Toughness 2 Dexterity 2 Aura 3 Toughness 2 Dexterity 2 Aura 0 Toughness 2 Dexterity 2 Aura 1
Melee Attack: 13 (7 + 6 Chilling Touch) Melee Attack: 14 (13 + 1 Flail, Enemy’s Defense -1) Melee Attack: 11 (10 + 1 Axe)
Dodge: 10 Dodge: 11 (13- 2 Size) Ranged Attack: 16 (14 + 2 Longbow)
Target Spell: 15 (10 + 5 Banshee wail) Dodge: 14 (16 - 2 Size)
Defense: 14 (12 + 2 Leathery hide)
Defense: 8 (Noncorporeal) Hitpoints: 44 XP: 103 Defense: 10
Hitpoints: 18 XP: 112 Keen Bugbear Senses: Good eye sight and a keen nose Hitpoints: 30 XP: 82
for scents gives the bugbear +4 Perception.
Banshee Wail: The mornful wail from a banshee is Horse body: Can gallop at a rate of +2m per round
enough to scare its listeners to death (+5 banshee wail (Speed: 9). A back kick is considered a +4 Melee Attack.
attack); Flight; Mind immunity (against mind affecting

spells like Sleep); Noncorporeal: Only magical damage




COLLOSAL SQUID FIRE LION HELL HOUND

Body 14 Aaility 12 Mind 0
Strength 4 Repexes 3 Reason 0
Toughness 3 Dexterity 3 Aura 0

Melee Attack: 21 (18 + 3 Tentacles)

Dodge: 11 (15 - 4 Size)

Defense: 17
Hitpoints: 108

CYCLOPS

XP: 150

Body 12 Aaility 6 Mind 2
Strength 3 Repexes 2 Reason 1
Toughness 3 Dexterity 1 Aura 0

Melee Attack: 17 (15 + 2 Great Club)

Ranged Attack: 10 (7 + 3 Boulders)
Dodge: 4 (8 - 4 Size)
Defense: 15

Hitpoints: 100 XP: 135

DEMON DOG

Body 10 Aaility 8 Mind 0
Strength 3 Repexes 3 Reason 0
Toughness 2 Dexterity 1 Aura 0

Melee Attack: 15 (13 + 2 Bite)

Ranged Attack: 14 (9 + 5 Breath of Fire)
Dodge: 11
Defense: 13 (12 + 1 Tough hide)
Hitpoints: 22 XP: 107

Breath of yre: Can be used every d20 rounds; Range
DXx10m; cone-shaped; only magical Defense

ETTIN

Body 12 Aaility 6 Mind 2
Strength 4 Repexes 2 Reason 1
Toughness 2 Dexterity 1 Aura 0

Melee Attack: 19 (16 + 2 Two-headed +1 Club)

Dodge: 6 (8 - 2 Size)
Defense: 15 (14 +1 Leathery hide)
Hitpoints: 48 XP: 92

Two-Heads: One head will always be on alert - hard to
surprise (+2 Perception); the two heads allow the ettin to

use its body with greater intensity (+2 melee attack).

Body 10 Aaility 8 Mind 0 Body 8 Aaility 8 Mind 2
Strength 3 Repexes 2 Reason 0 Strength 2 Repexes 3 Reason 0
Toughness 2 Dexterity 2 Aura 0 Toughness 2 Dexterity 1 Aura 1
Melee Attack: 18 (13 + 5 Fiery bite) Melee Attack: 12 (10 + 2 Bite)
Ranged Attack: 18 (10 + 8 Breath of Fire) Ranged Attack: 13 (9 + 4 Breath of Fire)

Dodge: 10 Dodge: 11
Defense: 12 (Body of Fire) Defense: 13 (10 + 3 Infernal hide)

Hitpoints: 22 XP: 132 Hitpoints: 20 XP: 116
Breath of yre: Can be used every d20 rounds; Range Breath of yre: Can be used every d20 rounds; Range
DXx10m; cone-shaped; only magical Defense; Body DXx10m; cone-shaped; only magical defense; Immune
of Fire: Can only be harmed with magical weapons or to Fire: Hell Hounds are creatures from the Elemental
spells. Plane of Fire. Fire & heat cannot harm a Hell Hound.

GIANT TOAD

Body 8 Aaqility 6 Mind 0
Strength 2 Repexes 2 Reason 0
Toughness 2 Dexterity 1 Aura 0

Melee Attack: 11 (10 + 1 Bite)

Ranged Attack: 10 (7 + 3 Long tongue)
Dodge: 9
Defense: 11 (10 + 1 Tough hide)
Hitpoints: 20 XP: 66

Grappling Tongue: +3 to hit. Roll Ranged Attack against
target’s strength to see if the target has one arm pinned by
the tongue. A critical success would mean that the target’s
both arms are pinned; Hopping: A giant toad can hop at a

rate of +2m per round (Speed: 6).

GIANT TOAD (POISONOLS)

Body 8 Adqility 6 Mind 0
Strength 2 Repexes 2 Reason 0
Toughness 2 Dexterity 1 Aura 0

Melee Attack: 13 (10 + 3 Poisonous bite)

Ranged Attack: 10 (7 + 3 Long tongue)
Dodge: 9
Defense: 11 (10 + 1 Tough hide)
Hitpoints: 20 XP: 81

Grappling Tongue: +3 to hit. Roll Ranged Attack against
target’s strength to see if the target has one arm pinned by
the tongue. A critical success would mean that the target’s
both arms are pinned; Hopping: A giant toad can hop at
a rate of +2m per round (Speed: 6); Poisonous Bite: If
wounded poisonous damage (check value 13 -1 per

round, Defense allowed).

HOBGOBLIN

Body 8 Aaility 6 Mind 4
Strength 2 Repexes 3 Reason 2
Toughness 2 Dexterity 0 Aura 0
Melee Attack: 13 (10 + 3 Glaive, -2 Initiative)
Dodge: 7 (9 -2 Chainmail)

Defense: 12 (10 + 2 Chainmail)
Hitpoints: 20 XP: 52
Body 10 Aaility 6 Mind 2

Strength 2 Repexes 3 Reason 1
Toughness 3 Dexterity 1 Aura 0
Melee Attack: 14 (12 + 2 Hooks, Enemy’s Defense -2)

Dodge: 7 (9 -2 Size)

Defense: 15 (13 + 2 Leathery hide)

Hitpoints: 46 XP: 98
Large Hook-shaped Hands: The Hook Terror’s hands
are extremely sharp & dangerous (Enemy’s Defense -2).

HORNED SERPENT

Body 10 Aaility 8 Mind 0
Strength 2 Repexes 3 Reason 0
Toughness 3 Dexterity 1 Aura 0
Melee Attack: 14 (12 + 2 Ram-like horns)
Dodge: 11
Defense: 13
Hitpoints: 23 XP: 72
Constriction: Should the horned serpent roll a critical
success in combat, then it has wrapped its pexible body
around the target and causes constriction damage (the
character loses 1 hitpoint and 1 Melee Attack value per
round). After the horned serpent is removed, the Melee
Attack returns to full value.




JAVELIN SNAKE MINOTAUR

Body 8 Adgility 8 Mind 0
Strength 2 Repexes 4 Reason 0
Toughness 2 Dexterity 0 Aura 0
Melee Attack: 13 (10 + 3 Bite)
Dodge: 12
Defense: 11 (10 + 1 Touch scaly hide)
Hitpoints: 20 XP: 78

Body 10 Aagility 8 Mind 4
Strength 3 Repexes 2 Reason 2
Toughness 2 Dexterity 2 Aura 0

Melee Attack: 16 (13 + 3 Battle Axe)

Dodge: 8 (10 -2 Size)

Defense: 13 (12 + 1 Tough hide)
Hitpoints: 44 XP: 91

OCHRE BLOB (

Body 10 Agility 10 Mind 0
Strength 2 Repexes 3 Reason 0
Toughness 3 Dexterity 2 Aura 0

Melee Attack: 18 (12 +6 6m Corrosive tentacle)

Dodge: 11 (13 -2 Size)

Defense: 15 (13 + 2 Amorphous nature)
Hitpoints: 46 XP: 134

Flight: Speed x2. Surprise from Above: Javelin snakes
like to hide in locations high above the ground so they can
launch themselves at their targets with additional surprise
(Initiative +2).

Tracking: Minotaurs have excellent tracking skills and
an acute sense of direction (+4 Perception).

LIZARD WA OILKIN

Body 8 Adgility 6 Mind 4
Strength 2 Repexes 2 Reason 2
Toughness 2 Dexterity 1 Aura 0
Melee Attack: 11 (10 + 1 Spear)
Ranged Attack: 8 (7 + 1 Spear)
Dodge: 8
Defense: 12 (10 + 2 Scales)
Hitpoints: 20 XP: 61

Body 12 Aaility 4 Mind 2
Strength 3 Repexes 2 Reason 1
Toughness 3 Dexterity O Aura 0

Melee Attack: 17 (15 + 2 Sharp Claws)

Dodge: 4 (6 -2 Size)

Giant Amoeba: The amorphous nature of the ochre blob
allow it to pow through tiny spaces. It can also climb
walls and ceilings with ease; Reproductive Stage: Upon
a Critical Success in combat, the ochre blob has fed
off the attack and has trigger its reproductive stage that
causes it to divide into two ochre blobs of equal stats.

Amphibian: Can fuction as well below the water as
above it. Can hold breath for 20 rounds.

Body 10 Adqility 8 Mind 2
Strength 2 Repexes 3 Reason 1
Toughness 3 Dexterity 1 Aura 0
Melee Attack: 14 (12 + 2 Claws)
Dodge: 9 (11 -2 sSize)
Defense: 15 (13 + 2 Scales)
Hitpoints: 46 XP: 90

LIZARD MAN SAVAGE

Defense: 16 (15 + 1 Tough hide)
Hitpoints: 50 XP: 80
OCHRE BLOB (SMALL)
Body 8 Agility 6 Mind 0
Strength 2 Repexes 2 Reason 0
Toughness 2 Dexterity 1 Aura 0

Melee Attack: 16 (10 + 6 2m Corrosive tentacle)

Dodge: 10 (8 + 2 Size)

Defense:
Hitpoints: 10 XP: 89

12 (10 + 2 Amorphous nature)

Amphibian: Can fuction as well below the water as
above it. Can hold breath for 26 rounds.

Giant Amoeba: The amorphous nature of the ochre blob
allow it to pow through tiny spaces. It can also climb
walls and ceilings with ease; Reproductive Stage: Upon
a Critical Success in combat, the ochre blob has fed
off the attack and has trigger its reproductive stage that
causes it to divide into two ochre blobs of equal stats.

Body 8 Adqility 6 Mind 8
Strength 1 Repexes 2 Reason 2
Toughness 3 Dexterity 1 Aura 2

Melee Attack: 11 (9 + 2 Poisonous snake hair)

Target Spell: 19 (9 + 10 Petrifying gaze)
Dodge: 8
Defense: 11
Hitpoints: 21 XP: 127

MEDUSA

OCHRE BLOB (NORAL)

Body 8 Agility 8 Mind 0
Strength 2 Repexes 3 Reason 0
Toughness 2 Dexterity 1 Aura 0

Melee Attack: 16 (10 +6 4m Corrosive tentacle)

Dodge: 11

Defense: 12 (10 + 2 Amorphous nature)
Hitpoints: 20 XP: 102

PHASE PANTHER

Body 8 Aaility 10 Mind 2
Strength 2 Repexes 3 Reason 0
Toughness 2 Dexterity 2 Aura 1

Melee Attack: 14 (10 + 4 Spiked tentacles)

Dodge: 13

Defense:
Hitpoints: 20

16 (10 + 6 Shifting appearance)
XP: 66

Dimensional Shifting: Phase Panthers always appear to
be shifting in and out of view (+6 Defense).

PYROHYDRA

Body 12 Aaility 6 Mind 2
Strength 3 Repexes 3 Reason 0
Toughness 3 Dexterity 0 Aura 1

Melee Attack: 20 (15 + 5 Bite, +2 Initiative)

Ranged Attack: 12 (6 + 6 Breath of yre)

Dodge: 7 (9-2Size)

Defense: 15
Hitpoints: 50 XP: 200

Breath of yre: Can be used every d20 rounds; Range
DXx10m; cone-shaped; only magical Defense; Multiple
Attacks: 6 heads (critical success destroys one head);
For each head, the pyrohydra gains one additional Melee

Petrifying Gaze: Anyone who looks into Medusa’s
eyes must roll their Reason as Defense versus the
Medusa’s Petrifying Gaze (her free & permanent
action) or else be turned to stone. A success means
the petrifying effects wear off in a number of rounds
equal to the value difference; Poisonous Snake
Hair: If wounded poisonous damage for d20
rounds (check value 11, Defense allowed).

Giant Amoeba: The amorphous nature of the ochre blob
allow it to pow through tiny spaces. It can also climb
walls and ceilings with ease; Reproductive Stage: Upon
a Critical Success in combat, the ochre blob has fed
off the attack and has trigger its reproductive stage that
causes it to divide into two ochre blobs of equal stats.

Attack & +1 Initiative per 2 heads (round down).

SALAMANDER

Body 10 Aaility 6 Mind 6
Strength 2 Repexes 1 Reason 2
Toughness 3 Dexterity 2 Aura 1

Melee Attack: 15 (12 + 3 Scalding hot spear)

Ranged Attack: 11 (8 + 3 Scalding hot spear)
Dodge: 7
Defense: 17 (13 + 4 magical defense)
Hitpoints: 23 XP: 86

Immune to Fire: Salamanders are creatures from the
Elemental Plane of Fire. Fire & heat cannot harm a
Salamander; Mind Immunity (against mind affecting
spells like Sleep);







