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his volume holds a host of creatures both
wondrous and homifying. Each is unique
to the MYSTARA™ campaign, and presented
in AD&D" game terms for the first time
ever. Of course, other monsters roam the
realm too; Mystara is home to many crea:
tures introduced in the Monsirons Manual™
(a compilation of the original MonsTROUS CoMmrPENDIUM® Vol-
umes One and Two, plus other creatures). Further, though Mys-
tara is the “natural habitat” of the creatures in this appendix,
most could invade virtually any AD&D game world!

The text below explains the format in which each monster is
presented. Thereafter, you'll find tips for making the most of
these monsters in play—especially if you're a Dungeon Master
(DM) facing experienced adventurers who believe they've “seen
itall.”

A note 1o Fikst QUEST” game players: The descriptions in this
appendix assume the reader already owns two hardcover
AD&D rulebooks: the Plaver’s Handbook and the DUNGEON
MasTEr" Guide, While vou'll be able to understand the descrip-
tions of many Mystaran creatures without those books, the
deadlier the monster, the more likely it is to boast abilities not
covered by the FirsT QUEST game rules.

The Monsters

Each monster description begins with & summary table covering
the following details:

CLIMATE/TERRAIN indicares where the creature is most often
found. Climates include-arctic, subarctic, temperate, subtropi-
cal, and tropin:al. Typical terrain includes plai.n.’scrub. Forest,
rough/hill, mountain, swamp, and desert, In'some cases, a range
is given; for instance, “cold” encompasses arctic, subarctic, and
colder temperate regions.

FREQUENCY is the likelihood of encountering a creature in any
given area. DMs can adjust these chances for special locations.

Very rare = 4% chance

Rare = 11% chance
Uncommon 20% chance
Common = 652% chance

ORGANIZATION describes the general social structure the mon-
ster adopts. “Solitary” includes small Bmily groups.

ActiviTy CYCLE is the time of day when the maonster is most
active. Light is the key for “nocturnal” creatures; in subterranean
settings, they could be encountered anytime. The activity cycle
listed is a general guideline and exceptions are fairly common.

DieT explains what the creature usually eats. Camivores eat
meat, herbivores eat plants, and omnivores enjoy a diet that
includes both, Scavengess primarily eat carrion, If a monster
does not kit any of these categories, the substances it does
devour are described in the main text.

INTELLIGENCE is the equivalent of human “IQ." Certain mon-
sters are instinctively cunning in combat, despite a low IQ; such
cases are noted in the monster descriptions. Ratings correspond
roughly to the following Intelligence ability scores:
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0 Non-intelligent or not ratable
1 Animal intelligence

2-4 Semi-intelligent

57 Low intelligence

8-10 Average (human) intelligence
11-12 Very intelligent

13-14 High intelligence

15-16 Exceptional intelligence
17-18 Genius

19-20 Supra-genius

21+ Godlike intelligence

TREASURE refers to the treasure tables in the DUNGEON MASTER
Guide (DMG). Most treasures are carried by individuals; trea-
sure types appearing in parentheses are typically found in the
lair. If individual treasure is indicated, a single monster may
carty it (or not, at the DM’s discretion).

Major treasures are usually found in the monster's lair; these
are most often designed and placed by the DM. Intelligent mon-
sters use any magical items present and try to carry off their
most valuable treasures if hard pressed. If treasure is assigned
randomly, roll for each type possible; if all rolls fail, no treasure
of any type is found. Treasure should be scaled down if only a
few monsters are encountered (fewer than the typical encounter,
that is). Large treasures are noted by a multiplier (x10, for exam-
ple); this should not be confused with treasure type X. Do not
use the tables to place dungeon treasures, since the numbers
encountered underground will often be much smaller.

ALIGNMENT reflects the common behavior of a typical speci-
men, Exceptions, though rare, can be expected,

No. APPEARING indicates an average encounter size fora
wilderness encounter, The DM should adjust this number to fit
other circumstances, as the need arises. In a dungeon, for exam-
ple, the number appearing is lower.

Note that some “solitary” creatures are found in small groups.
This could mean one of two things. One, the groups are very
small family units. Or two, several individuals happen to be in the
same place but not as a cooperative group (four alley cats feasting
on the same garbage heap do not work as a pack, for example).

ARMOR CLASS represents armor worn by humans and human-
oids, as well as a protection due to physical structure or magical
nature, and defensive ability due to speed, reflexes, and so
forth. Humans and man-sized humanoids that wear armor have
an unarmored rating in parentheses. Listed AC does not include
any situational bonuses noted in the description,

MOVEMENT shows the relative speed rating of the creature.
Higher speeds may be possible for short periods. Human, demi-
human, and humanoid rates are often determined by armor
type (Unarmored rates appear in parentheses). For monsters
with special locomotion, additional details are provided. Abbre-
viations include:

Sw = swimming

Br = burrowing

Cl = climbing

Gl = gliding

Wb = moving across webs



Notations for Hying creatures include a Maneuverability Class
from A to E. Class A creatures have virtually total command
over their movements in the air; they can hover, face any direc-
tion in a given round, and attack each round. Class B creatures
are very maneuverable; they can hover, turn 180 degrees in a
round, and attack in each round. Class C creatures are some-
what agile in the air; they cannot move less than half their
movement rate without falling, they can turn up to 90 degrees
in a round, and attack aerially once every two rounds. Class D
creatures are somewhat slow; they cannot move less than half
their movement rate without falling, can rum only 60 degrees in
a round, and they can make one pass every three rounds. Class
E includes large, clumsy fliers; these cannot move less than half
their movement rate without falling, can turn only 30 degrees in
a round, and they can make one pass every six rounds. See
Chapter 9 of the DMG for more information.

Hrr DIcE is a rating that determines how many hit points a
creature can absorb before being killed. Unless otherwise
stated, Hit Dice are 8-sided (for 1 to 8 hit points each). To deter-
mine an individual creature’s total hit points, the DM rolls the
Hit Dice listed in the monster description and tallies the result.
(For example, a 2 Hit Die monster has 2d8 hit points.) Some
monsters have a hit point spread instead of Hit Dice, and some
have additional points added to their Hit Dice. Thus, a creature
with 4+4 Hit Dice has 4d8+4 hit points (8 to 36 total). Note that
creatures with +3 or more hit points are considered the next
higher Hit Die for purposes of attack rolls and saving throws.

I the DM does not want randomized hit points, it is easy to
calculate average hit points for a monster by multiplying the
number of Hit Dice by 4.5 (the average result of an eight-sided
die), rounding up. The average hit points of a 4+4 Hit Dice
monster, For instance, is 22 (4.5 x4 = 18, +4 = 22), DMs can of
course modify these numbers at their discretion; for example, a
stronget-than-average 4+4 Hit Dice Monster might boast 25 or
30 hit points.

THACO is the attack roll the monster needs to hit Armor Class
0. This is always a function of Hit Dice, except in the case of
very large, nonaggressive herbivores (such as some dinosaurs),
or creatures that have certain innate combat abilities: A human
or demihuman always uses a player character THACO, regard-
less of whether they are player characters or *“monsters.” The
THACO does not include any special bonuses (such as those due
to Strength) noted in the descriptions.

NUMBER OF ATTACKS represents basic artacks the monster can
make each melee round, excluding special tactics. Monsters that
boast multiple attacks often have several limbs or heads with
which to pummel, gouge, or bite opponents.

DAMAGE/ATTACK shows the amount of damage each basic
attack causes. Damage bonuses due to strength are listed as a
bonus following the damage range.

SPECIAL ATTACKs detail attack modes such as dragon breath,
magic use, etc. These are explained in full in the monster
description.

SprciAL DEFENSES are precisely that, and again are detailed in
the monster description.

MAGIC RESISTANCE is the percentage chance thar any magic
cast upon the creature will fail to affect it, even if other crea-
tures nearby are affected. If the magic penetrates the resistance,
the creature is still entitled to any normal saving throw allowed.
Creatures may have resistances to certain spells; this is not con-
sidered *magic resistance;” which is effective against all spells.
A creature with “nil” magic resistance receives any normal sav-
ing throw allowed.

S1ZE is abbreviated as follows:

= tny (2 ft. tall or less)

smaller than a typical human (over 2 ft. to 4 ft.)
man-sized (over 4 ft. to 7 ft.)

= larger than'man-sized (over 7 ft. to 12 )

= huge (over 12 ft. to 25 ft.)

= gargantuan (over 25 ft.)

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

MORALE is a general rating that indicates how likely the mon-
ster is to persevere in the face of adversity or armed opposition.
This guideline can be adjusted for individual circumstances.
Ratings correspond to the following ranges:

2-4 Unreliable
57 Unsteady
&-10 Average
11-12 Steady
13-14 Elite

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

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

As noted, the entries above—from Climate/Terrain to XI' Value
—appear in a2 “summary table” at the start of each monster
page. The text below this table begins with a short introduction
describing the monster’s appearance and any languages it hap-
pens to speak, followed by the sections outlined below:

Combat defines special combat abilities, arms and armor, and
tactics.

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



Introduction

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

Variations of a monster are given in a special section after the
main monster entry.

DM Tips:
Getting More from Your Monsters

As a DM, do you worry about having too few monsters to keep
players on their toes? Cerrainly, the AD&D game offers a
dizzying array of creatures. and you could consult other mon-
ster-filled appendices. But consider this; Most action/adventure
writers manage with just one monster to pit against their pro-
tagonists: other human beings. Even without hundreds of
dragon species, writers of novels and screenplays find plenty of
ways to entertain their audiences. That's because each human
villain vares from the last; they are not cut from the same cloth.
By the same principle, with a little innovation and imagination,
even mundane monsters can offer a new surprises: The follow-
ing text offers suggestions for gerting maximum adventure from
the ereatures currently atyour fingertips.

Monster Names

The AD&D game rules use standard names for monsters. Much
like scientific names in the real world, they define quite pre-
cisely what sort of creature is at hand: a green dragon, for exam-
ple, has specific statistics and abilities.

In the real world, however, many animals and plants go by
different names in different areas, even when those areas speak
the same language. In one place a flower might be called
“hawlkweed,” and the same Hower might be dubbed “Indian
paintbrush” in another. Sometimes the name is not accurate (in
the sense that the same name might be used far twao different
things).

This simple twist of names can enhance your fantasy game.
As DM, you should keep track of monsters by their standard
names (as listed in the rules). But from one place to the next, the
same monster may be known by different names; and different
monsters might be labeled with the same name.

In the monster entries in this book, numerous creatures are
given alternate names, The brain collector, for example, is
known on other planes of existence as Nek-rhalagu (which is
thought to be the creature’s own name for itself). “Brain Col-
lector” would be the sort of name used by common people of
the Prime Material Plane; it describes the menster from a
human perspective. in which the monster's unsavory gatherning
of brains is the primary consideration. Characters who have
traveled the planes, however, might call the monsters Neh-
thalggu.

Or, imagine the village which calls the local wyverna
“dragon.” The villagers have probably never seen a real dragon,
but they have heard of them—and in their eyes, the descrip-
tions of dragons match this winged reptile that steals their live-
stock. If the villagers persuade the player characters to nid them
of the “dragon,” how will the expectation of a real dragon affect
events? Will the heroes attempt to patley with a stupid beast
interested only insheep for dinner each day? Will they expecta
great hoard of treasure:?

1f your players do not know exactly what to expect, the game
will be filled with more suspense. Players who are familiar with
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the rules and monster descriptions will have to be a lot more
careful, too.

Another colorful way to use names and monsters is to give
individual monsters a proper name and a reputation to match.
For example, perhaps the heroes leamn of Arkathog the Hungry,
an ogre whose name is used to frighten local peasant children
who would rather not eat their vegetables. A monster with its
own name, and even a reputation, is ' much more interesting to
contront.

Terrain Modifications

Monster descriptions include a note about preferred terrain.
You can get more mileage out of the monsters by adapting
them to reflect alternate habitats. Some monsters in this appen-
dix are examples of creatures that have been modified for a dif-
ferent terrain: the velya is an aquatic version of the vampire, for
example. Since vampires cannot cross running water, a new
description was warranted to include appropriate modifica-
tions. Other monster descriptions include variant forms whose
attacks reflect their terrain. For example, the marine decapus
can make more tentacle strikes than the land decapus, because
the land decapus must use at least one tentacle to support its
body or hang from a tree.

Just because variants have not been provided for different ter-
rain dogs not mean you cannot make LEI:m vaurself. In fact; you
should. Take a monster and give it white fur and other minor
changes and you've created an arctic vanety. Take a surface ani-
mal or fish and give it pale skin and blind eyes, and you've cre-
ated a deep cavem version. Give a land meonster gills and fins,
and an aquatic variant springs into being.

In many cases the changes will be purely “cosmetic™: col-
oration, fur. Sometimes—as with the decapus and velya—more
substantial changes are required in order to account for the
strategies and special strengths and weaknesses of the creature.
Inyour notes for play, be certain to record such things. Substan-
tial changes in special attacks, defenses, strengths, and vulnera-
bilities may also affect the XP value of a monster.

Special Twists
Faced with jaded players? Spice up existing monsters with spe-
cial twists; so they are not what they seem. You can give mon-
sters disguises, unusual appearances, special abilities, toals,
weapons, or even the ability to use magic (creating humanoid
spellcasters, for example). Look at the entry for agarat in this
volume, Essentially, this a ghoul with special twists.

Note that a special variant can be twice as surprising to char-
acters who have already encountered the normal version once
or twice.

Unique Monsters
In myth and legend, monsters are often unique. Medusa and
Pegasus were individuals in Greek myth; not monster types.
Following mythic precedent, you canmake up unigue monsters
of your own or decide that certain published monsters are
unique. One monster in this appendix that might, for instance,
be unique in your game world is the gray philosopher. Consider
the situations:

Option One, not unique: “Here comes a gray philosopher!
We pull out our +2 swords and attack.”

Option Two, unique: “There sits Telarxes the Wicked, pon-
dering the decay and fall of the centuries-gone theacracy he
once ruled. .. .7




The latter choice seems much more colorful, dees it not?
Note that it includes a personal name, following a tip described
above. Combining these ideas is a good plan!

Different Interpretations

Many ADBD game monsters are derived from myth, legend,
and folklore. These sources are not in agreement about their
monsters. Just because the AD&D game adopts one interpreta-
tion of a mythical monster does not mean you cannot try
others. When you discover different ideas about AD&D mon-
sters, feel free to design your own vanants.

Special Tactics and Characterization
Whenever possible. yvou should devise special tactics or charac-
terization for any monster. Instead of drawing up your dungeon
or wilderness and just noting the abbreviated monster statistics,
decide how each monster reacts to adventurers. What special
tactics might it boast that have allowed it to survive this long—
tactics that will make it difficult to defeat? Does it have traps,
escape routes, special weapons, or allies? With forethought,
even a clever kobold could make for an adventure in itself, as it
trips up the designs of the FCs.

Many monster descriptions herein include detailed notes on
haw these monsters deal with opponents. Do not be con-
strained to those tactics alone; surprise your players!

Limiting the Cast

The AD&D game puts many monsters at your fingertips, but
you don't have to use them all. In fact; there are some good rea-
sons why you might prefer to limit the cast of monsters in your
own campaigh.

A very real danger in running an AD&D game is that, by hav-
ing such a plethora of beasts, you will ruin the sense of realism
in the game. Remember the food pyramid; there are a thou-
sands of plants, plenty of herbivores, and far fewer predators.
Fewer still would be creatures that only eat beings high on the
food chain (such as humanoids). By this reasoning, the most
vicious monsters in vour world ought to be the rarest. And they
compete fiercely for the limited food supply. This means that
the creatures that are not well adapted will succumb to extnc-
tion (or at least live in marginal ecosystems, the border areas
where they may have some special advantage), while those best
adapted will tend to Aourish.

Look at the sprackle, a bird described in this appendix. It
appeared recently on Mystara, created by magical circum-
stances, Its lighming bolt ability makes it more powerful than the
birds that compete for its ecological niche. At the present, there
simply are not enough of this new species to go very far, butas
sprackles prosper and reproduce; they will spread. In due time
they may drive a more “mundane” species of bird into extinc-
tion. A DM who does not want the sprackle to become a domi-
nant species could decide that some special vulnerability limits
the birds’ number—perhaps a virus that does not affect normal
birds, or an unusual predaror that gains sustenance from the
sprackle’s inherent magic.

If you limit the range of monsters normally encountered by
player characters, you can use the ideas outlined above to make
individual encounters more interesting. And, when the PCs
meet something unusual (perhaps a monster from another
plane, or a creature flourishing in a marginal area or “lost” loca-
tion), the encounter will have greater impact and significance.

Other Monsters of Mystara

As noted above, many common monsters from the Monstrous
Mamual inhabit Mystara. In some cases; however, the Mystaran
name is different. Such “name changes” appear below, with the
Mystaran name listed first. For complete information on each
monster, see the Manstrons Manual,

Beholder, Aquatic: The Monstrous Manual's eye of the deep is
simply called an aquaric beholder on Mystara.

Blast Spore: The Mystaran blast spore most closely corresponds
to a standard AD&D game fungus, the gas spore.

Devilfish: This is the Mystaran name for the ixitxachitl.

Dragons: Many dragons that inhabit other worlds do not ap-
pear on the planet Mystara. For example, the gold dragon is
the only metallic variety found here. See the “dragon” entry
in this volume for further details.

Haoou: Mystaran aerial servants refer to themselves by this
name. Mystaran natives usually call them aerial servants.

Hook Beast, Hook Horror: Mystarans see the hook horror
and the wmber kull: as closely related beasts. This may con-
fuse travelers from other worlds; it will not be immediately
clear which beastis being described.

Hook Beast, Hulker: The umber huilk 15 called a hulker on Mys-
tara. As mentioned above, the hulker is considered a mem-
ber of the monster family that includes the hook beast.

Killer Tree: This is the Mystaran hangman rree (see “Plant, intel-
ligent” in the Monstrous Manual).

Lamara: The monster Mystarans call the lamara would be con-
sidered a lamia nolle elsewhere, (Other lamia varieties are
apparently unknown here.)

Mesmer: The mesmer is a Mystaran sea monster that is very
similar to the morkoth: they share the traits of hypnosis and
spell reflection ability. However, the mesmer is an undead
creature, and the morkoth is not. Perhaps a group of
undead morkaoths were stranded on Mystara from another
plane, long ago; few visit the ocean depths these monsters
claim as home, and fewer still have returned with tales of
them.

Nekrozon: The nekrozon is identical to the catoblepas. On
Mystara, “catoblepas” is considered an archaic term—the
sort of thing one reads in crumbling manuscripts but rarely
heats in conversation.

Salamander: The salamander described in the Moustrons Manual
is a creature of flame; appearing within the entry for “ele-
memal-kin, fire.” The “frost salamander” is a Mystaran crea-
ture, so-named because the natives consider it an arctic
vanant of the flame salamander.

Sphinx: The Monstrous Manual includes several subspecies of
sphinx. Mystarans know only the two genders correspond-
ing to the androsphiny and gynosphiny of other worlds.
However, Mystarans call both varieties sphinxes (one is
simply male, the other female).

Sshai: This is what Mystaran mvisible stalleers call themselves.
Among Mystaran natives, “invisible stalker” is a more com-
mon label.

Strangle Vine: This unusual plant is the choke creeper
described in the AD&D game under the heading of “plant,
dangerous.”



CLIMATE TERRAIN: l'emperate forest

FREQUENCY: Rare
ORCANIZATION: Solitary
ActiviTy CYCLE: Day
DiET: Herbivore
INTELLIGENCE: Very (11-12)
[ REASURE: P (B)
ALIGNMENT: Neutral
No. APPEARING: l

ARMOR CLASS: 3
MOVEMENT: 15

HiT DICE: 11
THACO: 9

NO: OF ATTACKS: 3

1d6+6 (spear)/1d6+6 (spear)/
2d8 (antlers)
Polymorph breath, summoning

DAMAGE/ATTACK:

SPECIAL ATTACKS:

SPECIAL DEFENSES: Camouflage
MAGIC RESISTANCE: Nil

Sizk: L (9 tall)
MORALE: Champion (15)
XP VALUE: 4.000

A solitary being, the actacon is a protector and hero among
woodland creatures. Some Mystarans call it an “elk centaur”
because, like a centaur, its 9-foot-tall body combines human
and animal elements, The actacon has the torso, arms. and
facial features of a human, bue the antlers and lower legs of an
elk. Brown, elklike hide covers its entire body.

Elk centaurs speak their own language and the sylvan wood-
land tongue. Some also speak Common.

Combat: In combat these creatures are formidable, boasting a
number of special tricks and abilities. It is no wonder that other
intelligent forest beings regard them with awe.

The actaeon can camouflage itself perfectly (as if invisibie) in
light or dense woods. When angered by the wanton slaying of
woodland creatures (or similar vile acts), it springs out of hiding,
usually with surprise (oppanents suffer a =5 penalty to their sur-
prise rolls).

This fearsome creature attacks with large spears made of
wood and bene, and gores enemies with its antlers. Its incredi-
ble speed enables it to make two spear attacks per round. Given
its massive strength and the great size of the weapons, each
spear inflices 1d6 + 6 points of damage.

A powerful magical breath weapon complements the
actaeon’s other capabilities. Once per day, it can breathe out a
warm, greenish mist, filling a 10 x 10'x 10-foot cube; anyone
within it must make a saving throw vs. breath weapon or be
polymorphed into a common forest creature, taking on the crea-
ture’s intelligence and habits as well as its looks. (*Common”
forest creatures include owls, squirrels, deer, boars, and the
like.) This change is permanent unless countered by anather
polymorph spell, or by dispel magic case at 12th level or higher. If
the saving throw is successful, the transformation still occurs,
but it lasts for only 24 hours. The breath weapon can be used
once per day.

Also once per day, the actaeon can suntmon woodland creatures
to assist it; 1d6 creatures arrive in 1d4 turns. Choose from the
list below ot roll 1d6 to determine the creature type at random.

As if the numerous aforementioned powers weren't enough,
a few venerable actacons are druids of up to the 8th level abil-
ity though such individuals are quite rare.

Habitat/Society: Actacons live alone except during the mating
season, which occurs in the spring of every third year. The fol-
lowing autumn, a female gives birth to a single fawn. The fawn
remains with her through the winter, leaming the basics of sur-
vival: how to forage for bark and twigs, how to shape spears
and other basic tools, and how to use sharpened sticks and
bones to dig edible roots from the ground beneath the snow.
Many fawns starve or freeze during their first winter, or fall
prey to an attack. Survivors set out on their own come spring,
each pursuing its own solitary existence.

Actaeons have an eye for treasure; they collect small hoards
in secure, well-hidden locations, such as the hollow tunk of a
fallen tree or beneath a rock. As intelligent creatures, they know
others also value coins and jewels. Actaeons often trade their
riches for tools and—if nature is harsh—for food in the dead of
whnter.

Ecology: Actacons belong to the woodland community that
includes centaurs, dryads, and similar creatures. Because
actaeons are bold and rare, other forest folk consider them
heroes. Actacons sometimes work with druids to preserve the
safety of the woods, especially to thwart a serious danger.

Actacon Woodland Creature Summoning Table

1 bear 4  griffon
2  bear 5 lizard (chameleon)
3  centaur 6 treant




CLIMATE/TERRAIN: Any land
FREQUENCY: Very rare
ORGANIZATION: Pack
ActiviTy CYCLE: Night

DiET: Scavenger
INTELLIGENCE: Low (7)
TREASURE: R(B.T)
ALIGNMENT: Chaotic evil
NO. APPEARING: 1d8

ARMOR CLASS: 4
MOVEMENT: 9

Hit DICE: 4+3
THACO: 15

No. oF ATTACKS: 3

DAMAGE/ ATTACK: 1d3 (claw)/1d3 (claw)/1d3 (bite)
SPECIAL ATTACKS: Scream
SPECIAL DEFENSES: See below
MAGIC RESISTANCE: Nil

SIZE: M (57" tall)
MORALE: Fearless (20)
XP VALUE: 975

The agarat is a hideous undead creature that resembles a ghoul
—recognizably humanoid, but gaunt and disfigured into a crea-
ture of darkness, Its tongue is long and rough, and well adapted
to scouring flesh and marrow from bones. Its teeth are long and
sharp, and its nails have lengthened and strengthened into
claws. An agarat exudes a carrion stench like a ghast, though
the ghast’s odor is stronger.

While it looks like a ghoul and smells like a ghast, an agarat’s
sound sets it apart. [t emits a blood-curdling, energy-draining
scream, which is its most powerful weapon in combat

Combat: This creature lacks the ghoul's fearsome ability to
paralyze with its touch. However, the agarat's scream is even
more powerful. The creature can scream once per turn. All
within 20 feet of an agarat must make a successful saving throw
vs. spell (adjusted for Wisdom), or suffer a temporary, one-level
energy drain,

This effect is generally the same as that caused by other
energy-draining undead, such as vampires and spectres, but it
lasts only 1d4 turns. After that time has elapsed, surviving char-
acters regain lost levels. The scream effects are cumulative; any
creature temporarily drained of all life energy falls unconscious
and cannot be awakened for 2d6 turns.

Like most undead, the agarat is immune to skeep, charm, and
hold spells. Further, it can be hit solely by cold iron or magical
weapons, An agarat is turned as a spectre.

Agarats often lead packs of ghouls in combat with mortals.
While ghoulish claws make direct attacks on tender. living flesh,
the agarats hang back and scream. The baleful influence of the
agarats prevents the ghouls from being tumed unless the result
is sufficient to turn the agarats also. The ghouls flee first.

Habitat/Society: Like ghouls, agarats haunt the dark places of
death—graveyards, mausoleums, chamel houses, and more grue-
some sites, such as the secret burial grounds of massacres. There
they feed on rotting corpses. Agarats favor crude strategies to
overcome their victims, or to search for carrion on which to feed.

In wilderness areas or ruins, agarats are most often found
amongst packs of ghouls (60% chance), with pethaps twice as
many ghouls as agarats. Ghasts are sometimes in their company

as well (20% chance for 1d4 ghasts).

In any pack, one agarat leads the others. The leader may be
the oldest or the strongest—a creature that has cowed others
into submission. Should this leader be slain or choose to flee,
the others soon follow suit. Any ghouls in their company may
not follow, however. Ghouls who stay behind occupy oppo-
nents who might otherwise pursue the agarats,

Ecology: Agarats sometimes serve as the henchmen for a more
powerful undead creature such as a lich or vampire, which
rewards its minions with a steady supply of corpses.

No one knows how these creatures came into being, Fortu-
nately, encounters with agarats are extremely rare now. Histo-
ries and chronicles speak of times when many more were
seen—close behind wars, disease, and famine. At such times,
the graveyards were packed with corpses, the agarat’s food.

Greater Agarat
Very rarely encountered, the greater agarat is even more powerful
than the common type. [t boasts 846 Hit Dice, has an Armor
Class of 0, and cannot be harmed by weapons of less than +2
enchantment. Its scream drains two levels, it has the paralyzation
abilities of a ghast, and all of its attacks mflict 1d6 points of dam-
age. Its carrion stench gives those who fail a saving throw vs. poi-
son a —2 penalty to their attack rolls. A greater agarat has a much
higher Intelligence rating than a common agarat (11 to 14),
Rumors hold that somewhere exists at least one greater agarat
with maximum Intelligence and the powers of a Sth-level wizard.

The greater agarat is turned as a “special” creature.

Any group of 8 agarats is 10% likely to be led by a greater
agarat. In this case, the pack also includes 2d12 ghouls and pos-
sibly 2d4 ghasts (50% likely).




CLMATE TERRAIN:
FREQUENCY:
ORCANZATION!
AcTiviTy CYCLe:
DiET:
INTELLIGENCE:
TREASURE:
ALIGHMENT:

NDO. APFEARING:
ARMOR CLASS:
MOVEMENT:

Hir Dic:
THACO:

No, oF ATTACKS:
DAMAGE/ ATTACK:
SPECIAL ATTACKS:

SPECIAL DEFENSES:
Macic RESISTANCE:
SizE;

MoRraLE:

XP VALUE:

Arid areas with fire

Rare
Solitary
Any
Carnivore
Semi- (2}
See below
Neutral
1d6

4]

6, Br 6 (ash only)
3+1

17

1

142 (bite)

Tail, locking jaws, 2 claw attacks
(+4 to artack, 1d4 damage each)
Resistant to fire

Nil

S (just over 2" long without tail)
Average (10)

270

This peculiar creature always dwells near a permanent source of
fire, where it may lie nearly buried in the ash, awaiting the
unwary visitor. [ts sooty gray skin fakes and sheds weekly in
ashlike sheets. Its body measures about 2 feet long from its hog-
nosed snout to its rear, followed by a naked tail thatis 4 feet
long and prehensile.

Combat: An ash crawler gains a +4 bonus to its Armor Class
and saving throws when hidden beneath the ash of its territory.
It loses this bonus as soon as it is exposed—for example, when
it attacks. The creatures are agitated by movement in their ashy
lair and by displays of bright colors.

Whenever possible, the creature’s “first move” in combat is a
special tail swipe. Using its long, prehensile tail, it attempts to
snare an opponent, dragging the victim beneath the ash. The
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tail swipe requires an attack roll, and if successful, a man-sized
or smaller victim must succeed in a Dexterity check or fall.
l'hose who fall into the ash suffer a— Armor Class penalty and
strike ar—4. The tail attack cannot be used while the crawler has
its jaws locked onto a creature (See below),

Next, an ash crawler bites its victim, locking its jaws into the
wound, A successful bite means the creature has effectively
attached itself, causing 1d2 points of damage immediately, Each
round thereafter the bite-hold inflicts 1 point of damage (no
attack roll needed), and the ash crawler attacks with its front
claws. An ash crawler only makes claw auwtacks while attached
to a victim; each claw gains a +4 attack bonus and causes 1d4
damage. The creature continues to attack until it suffers 5 points
of damage, at which point it releases its grip and must attack
again normally, by biting.

An ash crawler’s tough hide makes it immune to normal fire.
It also gains a +2 bonus o any saving throw against magical
fire, and this damage is reduced by 1 point per die of damage
(minimum 1 point per die).

Habitat/Society: Ash crawlers favor warm areas with an exist-
ing fire source. They dwell in cavemns, deserts, and mountains,
near places of volcanic activity, or even in human ruins, pro-
vided there is a ready source of fire. They always protect the
source of fire and attack any invaders. Although their diet con-
sists mainly of smaller animals, ash crawlers have large and
sturdy jaws that serve well in defending their lairs.

Ash crawler lairs are carpeted with 2 to 4 feet of fine ash and
shed skin through which the creatures can burrow rapidly,
Often the lair smells of seared flesh and wood smoke, and the
air is hot and difficult to breathe, preventing any swilt actions,
These creatures dislike water and curl over their fire source to
prevent it from being extinguished.

Ash crawlers live alone or in small families, with 1d6 of the
beasts sharing one fire source or a group of nearby fires. Trea-
sure in-such lairs is rare and incidental: 10% chance of d100
copper, silver, or gold pieces; 5% chance of 1d4 gems or 1d2
jewels (art objects); and 2% chance of | magical ftem

Ecology: Ash crawlers feed most commonly on rodents, birds,
and other small creatures that pass near or fall into the ash.
Feasting occurs in the colder months. when many creatures are
drawn to anash crawler’'s warm lair for shelrer:

The flaky hide of the ash crawler may be fashioned into fire
resistant clothing. It takes the hides of four ash crawlers to
make a suit of protective leather for a halfling, and at least nine
for the typical human. Properly tanned and hardened, the
leather may serve as leather armor (base AC 8).

Alternatzly, the hide can be treated to become soft and sup-
ple leather. In this case it confers no benefit ta Armor Class, but
does provide fire protection—and it is usable by classes (like
wizards) who are not permitted armor.

The special virtue of ash crawler leather is thar it is immune
to normal fire, and such fire inflices | fewer point of damage per
die. It also grants the wearer a +1 bonus to;saving throws vs.
magical fire (including breath weapons).

It is very important that the hide be treated properly. A skilled
leather-worker or tannetr is required; the DM may demand an
appropriate nonweapon proficiency check at half the normal
chance of success. If improperly prepared, the hide peels away
and crumbles ro useless ash whenever it is first exposed to
Hame, or within 1d4 weeks at most.



CUMATE/TERRAIN: Any
FREQUENCY: Very rare

ORGANIZATION: Salitary
AcTiviTy CYCLE: Any

DigT: Carnivore
INTELLIGENCE: Exceptional (13-16)
TREASURE: P(B)
ALIGNMENT: Neurral evil
No. APPEARING: |

ARMOR Clrass: 3
MOVEMENT: 15

HiT Dick: 6

THAC: 13

NoO. oF ATTACKS: 3

DAMAGE ATTACK:
SPECIAL ATTACKS:

1d8 (claw)/1d8 (claw)/1d4 (bite)
[llusions, poison bite, spells

SerCiAL DERENSES: Spells
MACIC RESISTANCE: Nil

SIZE: M (67" tall)
MORALE; Elite (14)

XP VALLE: 2,000

In their true form, baldandars are tall, thin humanoids with
large heads and glowing, yellow saucer-shaped eyes. However,
few adventurers ever see this form, for baldandars are masters
of illusion and deception.

These intelligent creatures can learn the language of many
other races. They always speak Common, as well as their own
tongue (which is incomprehensible to others).

Combat: A baldandar can project illusions up to 240 yards
away, affecting all senses. The illusions last as long as the bal-
dandar concentrates, and ECII one tum aﬁ:e: it 5t0r|5 concentrat-
ing, During this time, the illusions funcrion and react as if they
were real, A baldandar illusion can be used to verl the creature
{as the 6th-level wizard spell) or as an advanced illusion (Sth-level
spell). Except for duration, both spell effects function as though
created by a 15th-level caster.

A baldandar usually appears either as a high-level human
wizard (using spell-like illusions) or as a Jarge dragon (using illu-
sory breath weapons). Each vietim of the illusory spell or breath
will be affected by the attack as if it were real, unless a saving
throw vs. spell is made with a —4 penalty to the roll. If success-
ful, the illusion is recognized as such, and has no effect.

If corered, a baldandar attacks with two claws (1d8 damage
each) and its poisonous bite (1d4 damage). The victim of a bite
attack must make a saving throw vs. poison with a —4 penalty,
or fall asleep for 1d4 turns.

At will, a baldandar can become imvisilrle and fly. Once per
day, it can cast the following spells: polymerph self. polymorpl:
other, magic far, and confusion.

Habitat/Society: Baldandars are lonely, wicked creatures.
Theit illusions are subtle, even brilliant, and show a careful
attention to detail. However, while they can mimic an amiable
being’s manner, just below that exterior lurks their own vicious
and antisocial disposition: This is one facror contributing to the
extreme scarcity of the species. It may not be long before the
baldandar vanishes.

Mating is a rare event for these humanoids, occurring at best
once in a decade. (Fortunately for the species, baldandars have
long life spans; 100 or 150 yeass is not an uncommon age.) The

gestation period is very long (12 months on average), after
which a female gives birth to a single whelp.

The hormones involved with reproduction sway the female’s
behavior (effectively making her neutral in alignment). She nur-
tures the offspring for as long as a year, showing it the rud:-
ments of hunting and survival. After the hormonal tide has
ebbed, however, the female abandons the whelp (which is, by
that time, about half the size of a grown adult).

A few baldandars join the company of other humanoids, such
as orcs or hill giants. Such a baldandar assumes the appearance
of its companions. Using its superior intelligence and magical
skills, the baldandar may even achieve leadership ameng the
humanoids and, perhaps what it values most, fearful admira-
tion. Still, owing to its hidden nature, the leader never forms
deep bonds with these “friends.”

Baldandars desire and collect valuables of all kinds, especially
magic. [hey employ their magical items to further their own
ends whenever possible.

Ecology: The baldandar is a carnivare. Its ability to project illu-
sions is a-great asset when it comes to hunting animals for food.
Animals may, by sight and sound and smell, be driven roward
the place where the hungry baldandar lies in wait. The baldan-
dar, invisible (and its scent hidden by illusion), bites the terrified
prey. The prey falls asleep, and the baldandar feasts atits
leisure.

In the lands of humans and other humanoid creatures, bal-
dandars may operate ditferently. They often have private goals
and ambitions, and will use their abilities to gain positions of
influence and power. If, however, some tasty human delicacy
stumbles into their plots, so much the better, for baldandars go
to great lengths in devising illusions to deal with human prey,




CLIMATE/TERRAIN:
Erequency: Rare

ORGANIZATION: Solitary
Activity CYCLE: Night

Dt Omunivore
INTELLIGENCE: Average (B-10)
TREASURE: O, R (D)
ALIGNMENT: Chaotic evil
NO. APFEARING: 1d4

ARMOR CLASS: 4
MOVEMENT: 12

Hit Dice: 12

THACO: o

NO. OF ATTACKS: 2

DaMAGE/ATTACK:
SPECIAL ATTACKS:
SPECIAL DEFENSES:

;d-'t (club)/1d10 (bite)
Diseased bite
Hideousness

MAGIC RESISTANCE: Nil

Sizk: L (9" tall)
MOoRALE: Champion (16)
XP VaLue: 4000

Though the link is weak, bargdas are related to minotaurs.
Bargdas are stronger and far more disgusting, however, for they
have been cursed with a hornible putrefying disease. Their bent
and twisted bodies stand an impressive 9 feet tall, and they
have distorted ram heads with sickly green eves.

While bargdas may speak Common (50%), the words are
often so slurred and garbled that only other bargdas can under-
stand them.
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Combat: 5o hideous is this creature that humans and demi-
humans viewing it must make a saving throw vs. spell or suffer
a -2 penalty to both attack and damage rolls,

A bargda attacks with a large, iron-shod wooden club (with
which it inflicts 4d4 points of damage) and with its vicious bite.
Victims of this bite suffer not only 1d10 points of damage, but
also must make a saving throw vs. poison or be stricken with a
debilitating disease. The disease affects reflexes, slowing vic-
tims and causing them to lose initiative automatically in every
round until the disease is cured. In addition, the disease results
in the loss of | point of Dexterity per hour, to a minimum Dex-
terity of 3. A cure disease spell negates the effects of the disease,
with lost Dexterity points returning at the rate of 1 point per
day.

Habitat/Society: Bargdas live in dark, dismal caves, emerging
only to raid isolated settlements. They dwell either singly or in
small groups, which include either a mated pair or a small fam-
ily. A female gives birth to a litter of 4 to 8 about every two
years. Offspring are born with the bargda's disease. Only the
hardiest youngsters survive, and even fewer live long enough to
propagate the species; most offspring die before they leam to
walk. Young bargdas stay with the family untl about the age of
15.

Bargdas hate all living creatures except ogres, trolls, and hill
giants, which they dominate and force to do their bidding.
Often, bargdas lead these creatures on raids against human and
demihuman settlements. Any encounter with bargdas in settled
lands is 90% likely to include 2d12 ogres, trolls, or hill giants.
(The DM can select one of the three at random, or make the
raiding party a mix of them all.)

Treasure is valued by the bargdas, and hoarded avariciously.
They not only regard it as a symbol of prestige and power (it
shows how many successful raids a bargda has led), but they
also recognize its value in swaying other intelligent creatures. If
a bargda is threatened in its lair, and the battle seems hopeless,
it may bargain with its treasure to escape with its life. Bargdas
are smart enough to hide their treasure well.

Ecology: These creatures are omnivores, eating anything from
fungi to furry mammals. They cannot digest most food in its
natural state, however. Whether plant or animal, the food must
first be infected with a special enzyme. It is no coincidence that
this enzyme is produced by the very microorganism causing the
disease bargdas pass on to their victims.

In short, bargdas infect a would-be dinner with this microbe
much like a cook marinading a tough cut of meat. [ they kill a
foe but fail to pass on the disease during battle, bargdas bite and
lick the dead corpse to cover it with the germ. Then the body is
set aside, allowing the germ to multiply. Later, the bargdas
feast. This habit fills the bargda's lair with putrescent, *ripen-
ing” food. On a less disgusting note, bargdas may lick decaying
plant stocks when the larder of corpses runs low, also setting
the plants aside to ripen.

The disease carried by bargdas sustains them, but it also takes
its toll. Eventually it wears them down, weakening the mighty
humanoids as they approach the age of 40 or 50 years. As a
bargda's own reflexes are worn away by the disease, its days
are numbered; soon a younger bargda or resentful humanoid
underlings will kill the weakened monster.



CLIMATE TERRAIN:

Any settled

FREQUENCY: Very rare
ORGANIZATION: Clan
ACTIVITY CYCLE: Night
Digt: Carmnivore
INTELLIGENCE: Very (11-12)
TREASURE: M (D)
ALIGNMENT: Lawful evil
NO. AITEARING: 2d4
ARMOR CLASS: 4
MOEVEMENT: 12

Hit Dick: 7+2
THACO: 3

INO. OF ATTACKS:
DAMAGE/ATTACK:
SPECIAL ATTACKS:

1
3

1d4 (claw)/1d4 (claw)/1d6 (bite)

Numbing bite

SHECIAL DEFENSES: See below
MAGIC RESISTANCE: Nil

Size; M (8’ tall)
MORALE: Elite (13)
AP VALUE: 1,400

During the day, bhuts (bah HOOTS) look like normal humans.
At night, their skin grows scaly, their hair becomes wild, their
fingers become claws, and their teeth turn into fangs! Then they
set out to feast on humans and demihumans. Would-be schol-
ars somnetimies classify bhuts as undead or lycanthropes. How-
ever, bhuts cannot be turned, and they cannot pass on their
shape-changing condition as werebeasts do.
Bhuts speak Common and their own language.

Combat: Bhuts are extremely cunning and often use deception
and trickery to obtain their meals. They make no noise when
moving. Further, they radiate a powerful aura that prevents
detect evil spells from working on them. Kuaw aliguurent is dis-
torted by the aura and indicates a lawful good alignment. Bhuts
make saving throws as if they were 10th-level fighters.

A bhut attacks with its claws and bite. The wound inflicted
by its bite is freezing to the touch. Besides suffering normal
damage, any creature bitten must make a saving throw vs.
paralysis or be numbed. Numbed creatures always lose initia-
tive, and their attack rolls have a -2 penalty. The numbness
lasts 1d4 rounds.

Though bhuts cannot be turned, they do enjoy all the immu-
nities of undead creatures (sleeyr, charne, hold, poison. and gases).
They cannot be harmed by nonmagical weapons, but a single
hit from a blessed weapon kills one instantly

Habitat/Society: Bhuts live near human settlements, preying
on the inhabitants. Often the creatures work together. Nor-
mally they assume some innocent cover (monks, traveling gyp-
sies, a family on the edge of town, etc.) to lessen suspicion.
They interact with human society—at least enough to appear
“normal™—but only during the daylight hours

Clans are the social organization of bhuts. A clan may have
an innocuous cover for human society, while in fact it is the
bhuts’ cooperative means of getting food.

Each clan is ruled by an elder, male or female. The elder
makes important decisions for the group, including how to
divide food and treasure. Fear and loyalty keep others in line.
The elder is usually the patriarch or matnarch; all other clan
members are related to the elder by bload or marriage.

The elder alsa decides when the clan should move to a new
place. Timing is important. After all. anly so many disappear-
ances can occur before someane investigates. The bhuts’ anti-
detection aura provides a modicum of protection against
magical inquiries, but sooner or later circumstantial evidence
will place the bhut clan ar risk. The elder also determines the
identity the clan will assume in its next home.

Veery rarely, bhut spellcasters are encountered. These are
nearly always of the wizard or shaman/witch doctor variety.
The highest levels of ability known for these special bhuts are
9th-level wizard and 7th-level shaman/watch doctor.

An individual bhut away from its lair has a 400% chance df
carrying Type Q treasure (1d4 gems). in addition to the treasure
noted.

Ecology: A bhut clan likes to prey upon victims who are alone
and vulnerable—especially a lone traveler ar a wandering drunk;
Such deaths are the least likely to arouse suspicion among the
locals: Rarely do people inquire about the fate of a strange trav-
eler (who may, after all, have moved on), and it is often assumed
that the town drunk has found a sad and lonely demise (perhaps
dying in a ditch somewhere).

Bhuts can reproduce within the clan. However, females also
can breed with human males (usually with the aid of some
deception). The offspring are always bhurs

Humans are the staple of bhuts’ diets: Perhaps for this reason,
they consider demihumans, whose societies are harder to infil-
trate, especially tasoy.

Legend says thar bhuts came inta being long ago. when an
angry Immortal cursed a town that had defiled her remple. The
town was destroyed, and the scattered blasphemers became
bhuts, Their chilling bite is an eternal reminder of the Immor-
tal's cold rage. Such a supernatural origin would explain the
bhuts’ magical powets.
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Magpie Magpie Piranha bird  Piranha bird  Sprackle Sprackle

(commeon) (giant) (lesser) (greater) (lesser) (greater)
CLUMATE/ TERRAIN: Any Any Nonarctic Nonaretic Temperate Temperate X

temperate temperate forest forest mountains mountains
ErecuEnNcy:; Commaon Rare Rare Very rare Very rare Very rare
ORCANIZATION: Solitary Solitary Flock Flock Rook Rook
ACTIVITY CYCLE: Day Day Night Night Day Day
DiET: Insectivore Insectivore Carmnivore Carnivore Insectivore Carnivore
INTELLIGENCE: Semi- (2) Semi- (4) Semi- (2) Semi- (2) Amimal (1) Semi-(2)
TREASUIRE: See below See below Nil Nil See below See below
ALIGNMENT: Neutral Neutral Chaotic Chaoric Neutral Neutral

neutral neutral
ND. APPEARING: 1d6 1d4 ld4 wings of  2d6 2d6 2d6
14442 birds
ABRMOR CLASS; 7 6 7 6 z 6
MOVEMENT: 1, F136 (B 3, F1'33 (B) FI 36 (A) FL 36 (A) 1, Bl 36 (B) 3, F136 (B)
HiT Dick: 1-2hp 1+1 14 hp 2 14 hp 2
THACO: 20 19 20 19 20 1§
NoO. oF ATTACKS: 0 1 1 (per wing) 1 1 l
DAMAGE/ATTACK: 1 (beak) 1d4 (beak) 1d4 (bite) 1d6 (bite) 1d3 (beak) 1d6 (beak)
SPECIAL ATTACKS: Nil Nil +2 toattacks  Blood frenzy  Electricity, Electricity,
armor pene- armor pene-
tration tration
SeECIAL DEFENSES: Nil Nil Nil Nil Electricity Electricity
MAGIC RESISTANCE: Nil Nil Nil Nil Nil Nil
Size: T (2'leng) 5-M (3'-5' T (1" long) S(2%'long) T (2" long) S5 (4 long)
long)

MORALE: Unsteady (6) Average (8) Average (38) Average (1) Average (8) Average (10)
XP VALUE: 15 65 15 65 65 175

A wealth of birds inhabit the world of Mystara. This section
offers:a brief sampling, from the mundane but troublesome
magpie to the electrifying sprackle.

Magpie
Magpies are notorious for stealing bright
objects. Two varieties make their home in
Mystara: common and giant. The common
magpie is 14 to 18 inches long from its
head to the tip of its tail. The body and
tail are mostly black (often shot with
metallic blue, green and lavender), and
thie shoulders and belly are white.
The giant magpie sports similar col-
ors, but measures 3 to 5 feet rom
beak to tail.

Combat: Common magpies fight aggressively if provoked,
causing | point of damage with each peck. Since they are able
Hyers, though, it is usually easy for them to escape danger.

The beak of the giant magpie inflicts 1d4 points of damage.

Habitat/Society: Magpies have a well-deserved reputation as
thieves, and may attempt to steal any shiny or brightly colored
object that’s unsecured. A common magpie can steal objects
weighing up to 3 or 4 ounces (for example, a coin, gem or ring),
while the giant magpie can manage objects up to 2 pounds (for
example, a piece of jewelry, a dagger, a wand, or a potion bottle)

If people are nearby, a magpie may swoop down to take an
object without landing, and has a 30% chance of picking it up
cleanly and making off without dropping it. If the bird can land
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unseen, however, its overall chance of success increases to 60%.
Stolen objects are taken to the bird’s nest,

Finding the nest in order to retrieve a lost item may be a diffi-
cult task, perhaps even perilous if the search leads to the territo-
ries of dangerous creatures. The search may also be rewarding,
however, since the nest might also contain 1d6 coins (30%),
1d2 small gems (3%}, a piece of jewelny/art object (3% —giant
magpie only), or even a small magical item (1% — giant magpie
only).

Tyhe magpie’s nest is woven of sticks, straw, and mud. Mag-
pies often weave thorny twigs into the roof of the nest to keep
predators from attacking the abode. The nestis fairly large and
round, with only one entrance. A rypical clutch contains 5 to 6
greenish blue or yellowish eggs.

Ecology: Both common and giant magpies prefer to live in cool
or temperate habitats, making their homes in woodlands, agri-
cultural land, and even towns. Occasionally a magpie serves asa
wizard's familiar.

Magpies eat insects and grain. Those dwelling in settled areas
often make their nests near granaries, which offer plentiful
meals of spilled grain.

According to folklore and common superstition, the number
of magpies one sees at a time can help foretell the future. Seven
magpies are a portent of great evil.

Piranha Bird

This vicious creature gathers i flocks that rapidly tear apart

prey. much like the fish after which the piranha bird is named.
Both varieties of piranha bird (lesser and greater) are garishiy

colored. Individual birds may have green, blue, red; brown,



black, or occa-
sionally purple
feathers—the
entire spectrum of
colors is usually dis-
played in a single flock.
Lesser piranha birds grow
to a maximum of 1 foot long.
Greater piranha birds, on the other
hand, average over twice that
length. The whistes of greater
piranha birds are lower and
more melodic than those of
lesser piranha birds.
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‘ AL ] Combat: Piranha birds
have gaping mouths full of slashing reeth. These are razor-
sharp, so that the bird can easily bite into flesh-and rip away a
mouthful while on the wing.

These creatures can fly with hummingbirdlike maneuverabil-
ity. They can make sudden changes in direction, or even hover
in midair. When one catchies sight of a potentdal meal, it utters a
high-pitched whistle, alerting the whole flock. These birds only
attack warm-blooded creatures.

Lesser piranha birds attack in groups. A Hock divides itself
into one or more “attack wings” of 3 to 6 individuals (1d4+2).
Each “wing” attacks as though it were a single monster, attack-
ing with a +2 bonus and inflicting 1d4 points of damage per hit.
[f a flock is reduced to fewer than three piranha birds, they lose
their attack bonus and must make a successful morale check or
scatter.

The greater piranha birds, on the other hand, attack individu-
ally, each bite inflicting 1d6 points of damage. If half of their
flock has been killed or incapacitated. they must pass a morale
check or Hee. IEthey pass, they go into a blood frenzy that gives
them a +2 to all attacks.

Habitat/Society: Piranha birds do not like bright sunlight, but
may be found in warm climates, except areas barren of any
shade. They live in regions of dense forest. Underground vari-
eties have developed limited infravision (up to 50 feet). At night
ot on overcast or foggy days, piranha birds may fly far from
their nests in search of prey.

Piranha birds reproduce every spring. Fach female lays 2 t0 5
eggs. She warms them until hatching; and then rejoins the hunt
to feed the young. Piranha birds are especially voracious at this
time—first the males, which must bring back enough food te
the nests to feed the Females; then male and female alike, as
they strive to feed their offspring.

A flock of piranha birds has no leader as such, but does have a
pecking order that dictates which bird gets first pick of Hllen
prey for itself, its mate and its young.

Ecology: Piranha birds, both lesser and greater, are always hun-
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gry for fresh meat. They have no interest in treasure; in fact,
they tend to avoid shiny objects,

Sprackle

These creatures look very similar to grackles, the common
blackbirds from which they are descended. However, sprackles
are larger and colored ditferently: Their feathers are coppery or
reddish-brown. Moreover, these birds constantly shed little

electrical sparks that make them glow ivthe dark. Their name is
a blend of the words “spark” and “grackle.”

There are two varieties of sprackle: lesser and greater, The
difference berween them is simply one of size. The lesser
sprackle averages 20 inches in length, while the greater sprackle
grows as long as 4 feet.

Combat: The sprackles’ beaks are very long and sharp and can
penetrate armor, giving them a +2 attack bonus against foesin
plate mail (bronze or normal), ring mail. or chain mail. Further,
sprackles can launch lighming attacks at creatures within 30 feet
(60 feet for the greater sprackle); a small charge of electricity
shoots out from their beaks and, with a successful attack roll,
causes 1d3 points of damage (1d6 for the greater sprackle).

An electrical charge constantly surrounds a sprackle. Even if
not directed as a lightning blast, it still inflicts 1d3 (or 1d6 for
greater sprackles) points of damage upon any creature that
comes into contact with it. Conductive materials (such as metal
swords) also carry damage to a wielder.

Sprackles By directly toward their prey in cambat, shooting
their lightning blasts until they get within melee range. At thar
point they attack with their beaks (1d3 or 1d6 damage from the
sharp beak. plus 1d3 or 1d6 electrical damage). They continue
to fight until half the flock is killed or wounded, at which time
they must pass a morale check or flee.

All sprackles have infravision with a range of 60 feet.

Habitat/Society: Sprackles are very territorial and will fear-
lessly attack creatures larger than themselves. They avoid
undead creatures and those larger than man-sized, but will
attack other crearures to drive them out of their territary.

Sprackles first appeared in a place called Corran Keep, in the
mountains of Mystara. Powerful magic there seems to have
transformed ordinary birds into these creatures. Since their cre-
ation, sprackles have been spreading rapidly, aggressively push-
ing more common predatory birds aur of their territories.

Sprackles may be most commonly encountered on the
forested lower slopes of mountains. As the species spreads,
however. they may soon be found in many other areas.

A group of sprackles is called a rook. They gather in extended
families of two to a dozen birds, which share a large, communal
nesting area (called a rookery). Rookeries are located in shel-
tered areas, such as the eaves of an abandoned building or
under a rocky overhang. They are built of sticks and mud, and
lined with downy feathers shed by the birds:

Like magpies, sprackles are attracted to shiny objects which
may be valuable. Their nests might contain 2d6 coins (30%),
1d4 small gems (5%, 30%—giant sprackle), a piece of jewelry/
art object (5% —giant sprackle only), or even a small magical
item (2% —giant sprackle only). Also, their treasure reflects the
chance that they dwell in a ruin or similar place that may con-
tain abandoned valuables.

Ecology: Because of their sparks. sprackles do most of their
hunting in the daytime, when they are slightly less obvious,
(Glowing predators have a tendency to frighten off their prev.)

Lesser sprackles are insectivores, preying chiefly on larger
insects and arthropods such as butterflies, centipedes, moths,
spiders, and dragonflies. Greater sprackles are camivores who
more frequently dine on mice, rats, smaller birds, and some-
times giant insects, such as giant dragonflies. robber flies; and
giant centipedes and spiders.

15



CLIMATE/ TERRAIN:
FREQUENCTY;
ORGANIZATION:
AcCTiviTy CYCLE:
DieT:
INTELLIGENCE:
TREASURE;
ALIGNMENT:

NO. APPEARING:
ARMOR CLASS:
MOVEMENT:

HiT Dice:
THACO:

NO, OF ATTACKS:
DAMAGE/ATTACE:
SPECIAL ATTACKS:
SPECIAL DDEFENSES:

MAGIC RESISTANCE:
SIZE:

MORALE:

XP VaLUE:

Solitary

Any

Any (see below)
Non- (0)

Nil

Neutral

1

10

3

Naone (see below)
INil

0

Nil

Disintegration

Disintegration, immune to almost

everything
Nil

M (5" across)
Fearless (20)
8,000

The blackball is a mysterious and extraordinarily dangerous
opponent, No one knows precisely how this creature comes
into being, or even if it's alive. Also called the deadly sphere, it is
simply a featureless black globe, 3 feet in diameter. It levitates
about slowly and silently, in apparently random patterns, disin-
tegrating everything in its path

The blackball has no recognizable mind or intelligence.

Combat: Whatever solid or liquid matter the blackball touches
simply disintegrates (no saving throw); the deadly sphere moves
freely through anything. This ability makes it immune to all
weapons or attacks; even the most magical swords are destroyed
immediately by contact with the blackball.

When encountered, the blackball moves toward the nearest
intelligent creature within 60 feet. The deadly sphere’s ability to
sense intelligence extends in three dimensions, so underground
adventurers may be surprised by the sudden appearance of a
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blackball from above or below.

The blackball’s advance is relentless, moving in a straight line
toward its victim, regardless of the physical or magical barriers
in its way. Running away is the only way to deal with a black-
ball, though that may not be possible in a labyrinth or other
such situation. If all intelligent life Flees beyond its 60-foot
detection range, the blackball will resume its seemingly random
movement until another intelligent creature is detected.

If characters close to melee combat range with the blackball,
the blackball moves toward one of them (the DM should
choose randomly). Because of the blackball’s slowness, its tar-
get can evade the blackball with a successful Dexterity check,
regardless of initiative and other actions; this check, and not an
attack roll, determines the blackball’s success. If the Dexterity
check fails, the blackball catches and disintegrates the oppo-
nent. If characters try to fight the blackball, everything that
rouches it disintegrates.

Immortals can sometimes command a blackball, but it is
beyond mortal control. Fortunately, it is extremely rare. It is
immune to all spells except a carefully worded wish. In addition,
if gate is cast within 60 feet of the blackball, it moves toward
and then through the portal created. Though this transfers the
blackball to another plane, whatever is summoned by the gate
spell might be understandably upset. Other spells and magical
effects do nothing to a blackball.

The blackball’s power on the Prime Material Plane is nearly
absolute; it can utterly destroy any normal magical item. If the
blackball touches a rod of cancellation, the rod is destroved and
the blackball is rendered immobile for a round (though it still
disintegrates anything that touches it). The blackball is unaf-
fected if it moves into an extradimensional space, such as that
created by a portalde hole; however, the blackball can be moved
to another plane if within 10 feet when a portable hole 1s placed
within a bag of holding and a gate to another plane is opened. If a
blackball touches a sphere of anniltilation, the creature is sent to
another plane and éverything else within a radius of 200 feet is
completely destroyed, including the sphere of annihilation, Arti-
facts are unique items of greater than mortal power; if one con-
tacts a blackball, the results are unpredictable and highly
dangerous (and left to the DM's discretion).

Habitat/Society: [mmortals suspect that blackballs are alive,
after a fashion. Mortal sages have presented several hypotheses
(guesses, actually) concerning these killers, including the follow-
ing: (1) Only one blackball exists, and its malevolent force is all
that remains of a fiend imprisoned by the Immortals (this the-
ory is usually dismissed because the blackball isn’t evil). (2)
Blackballs are created by highly intelligent beings who use it to
transport creatures to their own plane for study (this theory is
usually dismissed because victims are obviously disintegrated),
(3) Blackballs are created as destructve instruments by the Old
Ones, who are to the Immortals as Immertals are to humans
(this theory receives the most acceptance).
No mortal has ever seen more than one blackball at once.

Ecology: Blackballs are destructive Forces, disruptive to the
environment. but fortunately too rare to cause more than a local
disturbance. Observers report that objects and creatures
touched by the blackball vanish suddenly, as if simply wiped
out of existence. Wizards have said that it seems most like the
results of a dismitegration spell. However, nothing remains—not
even dust or residual essences.



CLIMATE/TERRAIN: Any
FREQUENCY: Very rare
ORGANIZATION: Solitary
AcTiviTy CYCLE: Any

Dret: Brains
INTELLIGENCE: Very (11-12)
TREASURE: Nil

ALIGNMENT: Chaatic neutral

NGO, APPEARING:

1

ARMOR CLass: 2
MOVEMENT: 18

Hiy Dice: 10
THACD: 11

NO. OF ATTACKS: 1
DAMAGE/ATTACK: 1d10 (bite)
SEECIAL ATTACKS: Spells
SPECIAL DEFENSES: Spells
MaciC RESISTANCE: N1l

Size: L (10" long)
MORALE: Elite (14)
XP VaLug: 2.000

Brain collectors (Neft-thalggu in their own language) are rare
creatures who occasionally cross the barriers separating their
distant home from the Prime Matenal Plane. Only near sources
of great magical energy, where the Eabric of time and space is
twisted, can they find small gateways to Mystara, where they
collect the brains of intelligent beings.

Each specimen of this hideous race has a yellow-orange
bady—bloated, oily, and amorphous—with dozens of short,
writhing tentacles. Six crablike legs allow it to scuttle about.
Four large, yellow, bulging eyes and a tooth-filled maw are set
in its bulbous head. The head may also have a number of dis-
tinctive lumps (up to twelve), each one housing the brain of
anothet intélligent creature.

Neh-thalggu do not think like any other creature. They speak
their own tongue and that of diaboli (see “diabolus”), They can
also speak and comprehend the languages known by any crea-
tures whose brains they've swallowed.

Combat: The brain collector’s method of attack is a powerful
bite with its razor-toothed jaws, inflicting 1d10 points of dam-
age with each bite that hits.

Each brain collector can cast spells, depending on how many
brains it has collected. Roll 1d12 to determine how many trans-
planted brains the monster already has in its head, Each trans-
planted brain can hold a single wizard spell, no higher than 3rd
leve! (these can be chosen by the DM or randomly determined
by dice roll; 1d3 for level and then according to wizard spell
lists).

A brain collector can attack with its bite or with a single spell
in a given round. Although the nature of its intelligence is
unfathomable, brain collectors display a considerable tactical
cunning in combat; they will use their available spells to the
best possible effect.

A brain collector takes great care as it fights, to avoid doing
damage to the cranium of its opponent. As its name suggests,
the brains of sapient foes are very precious, indeed.

Habitat/Society: Though brain collectors have a completely
alien psychology, “chaotic neutral” is the alignment that best
describes them. The Neh-thalggu do not have hostile intentions
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as such; rather, they do not seem to regard humans or other
humanoids as people.

Brain collectors are known to exist on the Demiplane of
Nightmares, where they hold a mythic position in the folklore
of diaboli, like that of dragons in human tales. Diaboli regard
Neh-thalggu as creatures of power, cunning, and inscrutability,
and brain collector magic can affect diaboli.

While Neh-thalggu exist on the Demiplane of Nightmares and
the Prime Matenial Plane, sages agree the creatures are native to
neither. Brain collectors may also be found wandering other
known planes, particularly the Astral or Ethereal Plane. On the
Prime Material Plane, a brain collector prefers ruins and caverns
and other places with litde light and infrequent disturbances.

When a brain collector reaches the Prime Material Plane, it
immediately begins acquiring as many brains as it can, as
quickly as possible. Each collector can store up to 12 brains at
any one time. When these creatures slay humans, demihumans,
or humanoids, they carefully cut away the top of the head with
surgical tools to expose the brain, and then swallow it. The
swallowed brain then moves into one of several pockets within
the brain collector’s own head, forming a distinctive lump. For
each brain collected, the creature gains the ability to cast one
wizard spell of Ist to 3rd level once per day.

When a Neh-thalggu has collected its 12 brains, it immedi-
ately seeks to retumn to its home plane. One theory holds that
with 12 collected brains, these monsters can, in certain loca-
tions, re-open the link to their natve world. Fortunately, few
12-brain Neh-thalggu have been encountered; since they can
collect no more brains, they are more eager to move along than
to engage Opponents.

The brain collector may be related in some fashion to the feyr
(described in the Monstrous Aanual).

Ecology: Brain collectors have no interest in treasure of any
kind; denizens of the Prime Material Plane are curious objects
for dispassionare study and ruthless explojtation—cattle. in the
brain collectors’ eyes.

Neh-thalggu are predators of the highest order, but they exert
little influence on the Mystaran environment.




CLIMATE/ TERRAIN:

Nonarctic plains, forests, mountains

FREQUENCY: Rare

ORGANIZATION: Solitary

ACTvImTy CycLE: Day

DieT: Cmnivore

INTELUGENCE: Very (11-12)

I REASURE: M, Q)

ALICNMENT: Neutral good

NG. AFPFEARING: 1d3

ARMOR CLASS: 2 (as horse) or 5 (as centaur)
MOVEMENT: 24 (as horse) or 18 (as centaur)
Hir Dice: 7

THACOD: £

NO. OF ATTACKS: 3

1d6 (hoo)/1d6 (hoof)/1dB (bite)

or 1d6 (hoof)/1d6 (hoof)/by weapon
Summon and command horses

Silver or +1 or better magical weapons

DAMAGE/ATTACK:

SPECIAL ATTACKS:
SPECIAL DEFENSES:

to hit
MAGIC RESISTANGE: Nil
SIZE: L (5" tall as horse, 7'-8' tall as centaur)
MORALE: Champion (13) as horse
Elite (13) as centaur
XFP VALUE: 6350

This sylvan creature can change at will between two forms: an
intelligent horse and a powerful centaur

As a horse, a chevall may be any color (though a given indi-
vidual does not change shades). It is typically as large as a light
war horse, In centaur form, it has the upper torso and arms of a
human being and the lower bedy of a horse. This form tends to
be somewhat smaller than most centaurs, on average, and its
ears, unlike those of a standard centaur, are pointed and elfin.

In either form, a chevall can talk to and
understand horses, using sounds
which. to human ears, are noth-
ing more than neighs and
whinnies. Using this whin-
nying language, a chevall
can command any horse,
wild or domesticated, to
do its bidding. A paladin’s
warhorse, and other
unusual mounts with
average [ntelli-

18

gence or higher, are immune.
In centaur form, a chevall can speak Common, the language
of centaurs, and weodland sylvan tongue.

Combat: As a horse, a chevall can kick and bite as nated above.
In centaur form, it also bites, but usually wields a wooden club
or short bow instead of kicking. In either form, it can only be
harmed by silver weapons or magical weapons of +1 or better
enchantment

Once per day, a chevall can magically summon 1d3 medium
war horses, which arrive in 1d4 rounds.

Habitat/Society: Chevalls strive to ensure the well-being of all
horses. Once native to the plains, they now appear anywhere
that wild or captive horses exist. They often go about in horse
form, checking on the welfare of horses in the service of humans,
demihumans; and humanoids. 1f a chevall finds a horse that is
unhappy with its lot (because of maltreatment or neglect), the
chevall will not rest until it has freed the animal.

A chevall travels alone or in groups of up to three. If three
chevalls are encountered, there is a 30% chance the group is a
mated pair and a foal (which has half the Hit Dice and inflicts
half the damage of adult specimens).

Foraging sustains chevalls as they rravel. They favor vegeta-
bles and grains, and may-(in horse form) gain nourishment from
grazing (although they consider grass a very bland food, and
prefer tasty oats and barley). While they are emniverous by
nature, most chevalls adhere to a vegetarian diet. This may
stem from moral conviction or sheer habit.

Chevalls may accumulate some treasure during their travels.
They often trade this for food and goods, bargaining with cen-
taurs and other Friendly creatures.

Ecology: Although animals such as dogs are wary of the scent
of chevalls, horses never fear them. Chevalls hate wolves and
are the blood encmies of werewolves. According to chevall lore,
chevalls were created long ago by an immortal who wished to
protect horses mistreated by their human masters.

Chevall Speed Table
Horse form Centaur form
Walk 12 9
Trot 24 18
Canter 36 a7
Gallop 48 36

A chevall can carry no more than 260 pounds and still travel at
its full speed. It ean travel athalf speed while carrying up to 390
pounds, and can move at one-third speed while carrying up to
520 pounds.

As noted in the Player’s Handboolk (Chapter 14), in a day of
travel over good térrain, a creature can travel a number of miles
equal to twice its normal movement rate (a trot); thatris, a
chevall in horse form can cover 48 miles. In dire circumstances,
a chevall can push itselfto a canter or gallop. A canter can be
safely maintained for two hours, or a gallop for one hour, but
then the chevall must walk for an hour before increasing its
speed again. A chevall will not gallop 1f loaded with enough
material to reduce its normal movement rate by half; nor will it
canter or gallop if carrying a load which will reduce its normal
movement rate to one-third normal.



CLIMATE/TERRAIN: Subterranean
FREQUENCY: Rare
ORGANIZATION: Solitary
ACTIVITY CYCLE: Night

DIET; Camivore
INTELLIGENCE: Sermi- (2-4)
TREASURE; Nil
ALIGNMENT; Chaotic evil
NO. APFEARING: 1de

ARMOR CLASS: 4
MOVEMENT: 9. Br3

HiT DICE: 3

THAC: 17

NO. OF ATTACKS: 1

DAMAGE/ATTACK:
SPECIAL ATTACKS:

1d4 (tentacle)
Strangulation (1d8)

SPECIAL DEFENSES: Nil

MAGIC RESISTANCE: Nil

SIZE: 5 (3% eall)
MORALE: Unsteady (7)
XP VaLUE: 120

The choker is a vicious little monster found in caves and cav-
erns. It has mottled gray or stony brown flesh, and looks more
o1 less humanoid—with two arms. two legs, a torso, and a
head. The torso and head are as small and compact as a human
baby's, but the arms and legs (and fingers!) are incredibly
spindly and long. Stretched to its full length, an adult choker
would stand nearly 6 feet tall,

This creature’s limbs are like tentacles, having cartilage but
no actual bones. with numerous knobby joints. The cartilage in
its fingers juts out through the skin, and is stiff and razor-sharp.
Because it lacks bones for support, the choker appears bow-
legged and lepes with a strange, fluid gait. The creature is-not
completely boneless; however; it does have a bony skull, spine,
and rib cage,

Chokers are vaguely intelligent and speak a primitive lan-
guage.

Combat: A choker seeks out prey by crawling along the
crevasses, dry underground river beds, and air shafts that
accompany dwarven or other subterranean building sites. Upon
finding an opening into an area where dwarves, humans, or
humanoids might pass, it lies in wait.: When a lone ¢reatuse
arrives, the choker reaches out and begins to strangle it. The ini-
tial hit causes 1d4 points of damage; thereafter the choker auto-
matically inflicts 1d8 points of damage each round as it strangles
its victim. The choker's hold can be broken only by killing ot
incapacitating the creature.

If the prey puts up too much resistance, however, or the
choker has not slain it in 2 to 6 rounds, the creature quickly
Hlees; chokers do not care for extended struggles.

Once the victim is dead, a choker uses the cutting cartilage on
its fingers to carve its prey into readily-transportable pieces.
Then it carrs them all away. If ic cannot ambush a victim or is
comnered by pursuers, a choker lashes out with its sharp fingers,
inflicting 1d4 points:of damage per attack.

Habitat/Society: Chokers are so primitive that they do not
make or use tools. They can carve through solid rock with their
fingers, and their lack of bones allows them to squeeze through
openings impassible even for credtures of goblin size.

Because chokers are inherently shy, they would have diffi-
culty locating mates were it not for thejr special call. To attract a
partner, both males and females keen. This whine (which
humans and others find extremely irritating) echoes through the
deep cavems the chokers call hame. When a choker hears the
keen of a potential mate, it answers. Then each creature keens
in turn to draw the other near, until at last they meet. A few
months later. the female gives birth to two to six young: The
family stays together for three years, until the offspring have
fully matured. Once the offspring have moved on, the parents
separate and seek new mates.

Ecology: The choker has a high mewabolism. It bums an enor-
mous number of calories, especially for a creature of its light
weight: Consequently it is always on the lookout for victims on
which to feed, and it consumes them rapidly. (A goblin pro-
vides about two days’ food, for example.)

Goblins are, in fact, the choker’s Favorite food. Chokers
devour other races. such as dwarves or humans, but prcfer the
meat of goblins above all else.

A legend among goblins says that chokers descended from a
goblin band which, beset by hardship, turned to cannibalism.
Youngsters in this tribe devoured their elders. Over time, the
band degenerated. With the twisting of their minds came a
reshaping of their bodies; their arms grew long and their fingers
steely, enabling them to better grab and strangle prey. They no
longer fed upon each other, but continued to crave the flesh of
norrnal gablins.

As mentioned earlier, chokers can be driven off if their
would-be victims prove an able match in combat. In-areas
infest