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INTRODUCTION 
This Cyclopedia is a side project that I have had ever since I 
started running fantasy role playing games in 1982.  Like 
most GMs, I suspect, I started to create my own creatures 
and adapt monsters from movie and television, books and 
comics for my own world.  This list grew and changed, 
some being dropped and many added over the years, and 
every scenario and adventure I wrote ended up having at 
least a few of these creatures in it. 
 
As I decided to put my products and ideas out for purchase, 
I quickly realized how heavily they depended on the whole 
infrastructure for my campaign.  The spells, the herbs, the 
treasures, the equipment, the monsters, and such all were 
unique to my world and required explanation for broader 
use.  As such I found it useful to make some of this widely 
available for free on the internet, and available for purchase 
in book form.  In particular, the Cyclopedia is useful to have 
available free for others to use because of the space involved 
in writing up a creature.  The average adventure I’ve written 
up has dozens of creatures specific to the Jolrhos campaign 
or that use my personal writeups to fit the setting, and that’s 
simply too much space and trouble for each dungeon. 
 
Most of the creatures in this book are either unique to the 
Jolrhos fantasy campaign or adaptations from other sources.  
I freely admit that I stole blithely and borrowed joyfully 
from everything from Lord of the Rings to La Morte D’Ar-
thur.  I will not hide the fact that many creatures in this work 
have been taken from other sources and built for Fantasy 
Hero.  A wise man once said there is nothing new under the 
sun, and so it is with Fantasy – in one way or another we’re 
all derivative, we all borrow from others and stand on the 
shoulders of giants and dwarves. 
 
Other creatures are simply my take on what has been pub-
lished by others for Fantasy Hero and the Hero System 
rules.  There are a variety of reasons for this, usually just a 
slight difference in design or idea.  Sometimes my view of a 
creature varies from the source material others publish, and 
sometimes I simply did not agree with the method of build-
ing the creature. 
 
It should be noted that this Cyclopedia is designed for a spe-
cific area in Jolrhos, a country called Morien where most 
campaigns are set and adventures are written for.  It is the 
most familiar, comfortable and typical setting for a fantasy 
campaign, the one most GMs will find easiest to fit into 
their own world or to use straight up.  Other areas of the 
world have other versions of creatures, other kinds of elves 
for example.  Other areas of the world have their very own 
unique beasts and monsters, and have different rarities of 
monsters.  Yugavia, for example, has a greater problem with 
Mummies, but no ice creatures of any kind whatsoever. 

Thus, when the Cyclopedia notes that a creature speaks 
“Morianic” it assumes the campaign is set in Morien and 
this is the common human language.  When there are but 
three kinds of Elves and one kind of Dwarf, all of whom 
have a consistent culture and language between each race, 
that does not mean there are no other possible cultures and 
languages, but rather that in this area, this is what you’ll 
encounter.  In the Barbaric Wastes, there are several differ-
ent types of different elves such as the Wild Elves, and it is 
such a vast land (it encompasses the entire equator of the 
planet, effectively, up against the base of the titanic Star-
dock Mountains) that they do not share any language or cul-
ture.  In Lengoth-Ytame, the mummies are incredibly spry 
and use wild martial arts, leaping about with inhuman skill 
and speed.  But such creatures will never be encountered in 
the typical Morien campaign, and are for another book some 
day. 
 
LAYOUT 
That said, there are some notes and introductory thoughts 
that will be helpful to anyone who uses this book.  First, the 
format is useful to consider.  In most ways, I have adhered 
to the official format for writing up NPCs in the Hero Sys-
tem.  The layout and especially the information on the crea-
tures is identical to what is used in all Hero books.  There is 
an additional bit of information to the right of each crea-
ture’s name, on the same line.  This tag is intended to give 
types of creatures and categories for the use of magical 
items, spells, and so forth.  GMs can look through the book 
and see what is Undead and what is an Animal, and so forth. 
 
When the book is examined, one will note two features.  
First, some creatures are divided up with their own subsec-
tions.  Elves, for example, have a section all to themselves 
detailing different kind of elves.  Demons, Dragons, and 
other creatures all have a similar section in the book.  Oth-
ers, such as Undead, do not.  The reason some were done 
this way and others were not was simply a judgment call on 
what would be easier to look up and what would not.  If a 
group of creatures all are named roughly the same (such as 
Beastmen) or are all of the same type (such as elves or 
Dragons), they are placed into a subcategory.   
 
However, some creature types are so diverse they are simply 
listed in the rest of the monsters by alphabetical order such 
as most Undead.  Some creatures are listed in alphabetical 
order even though they are technically part of a subcategory.  
Some demons, for example, or some elementals, are on their 
own.  This was usually done because the creature is distinct 
enough on it’s own, is only partly the type of creature (such 
as a Werewolf, which is partly demonic), or is so familiar 
and well-known that it would be easier to find on it’s own. 
 
Sections with the same creature under a grouping are 
marked with a heading that indicates the type of creature, 
such as Elemental. 
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There are few “giant x” creatures in this book.  I deliberately 
avoided naming something “giant spider” or “giant beetle,” 
instead inventing names for each individual creature.  The 
single exception to this is “Giant Raptor” which is a sort of 
template for various different large carnivorous birds such 
as Eagles.  They are similar enough in build that there was 
no reason to build a different bird for each type.  I did this 
primarily because few things in our world are called “giant” 
anything, as people tend to name things based on what they 
are rather than relative to something else.  If you grew up 
around a spider the size of a VW Beetle, it would indeed be 
giant, but you’d probably call it something unique and spe-
cific like “Oh God I Hope I Never See That Again” Spider.  
Thus, finding such creatures can be a little challenging, but 
that’s what the indices are for. 
 
ABBREVIATIONS AND TERMS 
In many places, abbreviations are used for certain effects 
and powers.  KB, for example, stands for Knockback, not 
Knight of the Bath.  HKA stands for Hand-to-Hand Killing 
Attack, and RKA stands for Ranged Killing Attack.  Most 
abbreviations are standard and used often in Hero products. 
 
One abbreviation of sorts that is used is the term “Full Life 
Support.”  This is simply the power Life Support purchased 
with all of it’s parts, it has the following features: Need not 
Breathe, Need not eat or drink, Need not sleep, Immune to 
most poisons, Immune to most diseases, Not affected by 
high or low pressure, Able to withstand high and low tem-
perature extremes. 
 
CONSTRUCTION NOTES 
 
Changes from the Standard Write Up 
In terms of general construction, I vary from the official 
source material by building creatures using powers rather 
than disadvantages.  When a creature is very large, it is usu-
ally built with Growth.  When a creature is very small, it is 
built with Shrinking.  The reason for this is twofold.  First, 
I’m an old school player, and started with the old gray 
boxed set a year after Champions first came out.  Second, 
the 5th edition rules came out with a useful advantage 
“inherent” which indicates a power that is a natural part of 
the creature and cannot be dispelled or adjusted.  

This seems to very obviously and directly lend its self to 
using the powers which adjust size and density to adjust a 
creature’s size and density, and buy them as Inherent.  As 
the rules say, this is legal, they simply suggest that it be 
done differently.  When these or other powers are used the 
charateristics affected are noted with a symbol, either a * or 
a ¤ to indicate what power is affecting the stat.  For exam-
ple, Density Increase raises Strength, so a creature with 
Density Increase that affects creature’s statistic value will 
have a notation by the appropriate stat to show this.  Some 
powers affect others, and rarely a notation is used to desig-
nate which powers are linked to each other or affected by 
another power. 
 
Another change from the standard official write up of char-
acters is that I have left off the numerical modifiers.  This 
might lead to some questions of the value of some unique 
ones I’ve used, but the rules have every other limitation and 
advantage listed, and I decided not only for brevity but clar-
ity to leave off these numbers.  It does not take any special 
effort or memory to know that Armor Piercing is a +1/2 ad-
vantage, so there seemed no particular value in noting that in 
the write up. 
 
The final significant difference is that no creatures have any 
sort of disadvantage such as “villain bonus” or “creature 
bonus.”  The reason for this is twofold.  First, that always 
seemed silly to me, it is not a disadvantage to be more pow-
erful than the average character.  Second, individual cam-
paigns may have different point values, and as such the at-
tempt to reflect the relative power level of a given creature 
by comparing it’s total to an arbitrary campaign power level 
is of limited use.  Anyone who is running a Hero game is, to 
say the least, conversant with basic math and should have 
little difficulty puzzling out how much more powerful a 367 
point creature is than the 150 point campaign power level. 
 
Speaking of power levels, the campaigns usually set in 
Morien tend to be somewhat lower powered than many.  
The creatures in this world reflect that fact and may be a bit 
weak for a very powerful, high-end game 
 
Skills and Talents 
Skills are always assumed to be for the area the creatures are 
found, so Survival is assumed to be for the terrain the crea-
ture is encountered, for instance.  There are some skills 
listed in this Cyclopedia that are specific to the Jolrhos Fan-
tasy Hero Campaign, such as Herbalism.  Something to re-
member with Weapon Familiarities is that they are based on 
the creature’s culture, not the general campaign.  What is 
common to a Deep Elf will be quite different to what is 
common to an Orc or to a Human.  Some of these are left 
deliberately vague, which allows GMs to customize per-
sonal preference to the kinds used.   
 
Some creatures will have Survival as a skill, which would at 
first blush seem obvious for all outdoor creatures.  However, 
Survival is a skill that allows someone to live and thrive in a 
situation and setting different from that which they are com-
fortable or ordinarily found.  This indicates a creature 
uniquely and specially capable of living in the wilds and in 
odd or difficult settings.   b 



Power Notes 
As in the official creature write ups, I have listed powers as 
a description, followed by a colon, followed by the actual 
power, followed by modifiers.  As noted above, the modifi-
ers are except in a few rare exceptions given no value, but 
are in order of advantage then limitation.  Powers that are 
subtractions – typically movement powers the creature does 
not have or has at a lower level such as -2” running – are 
listed without any description.  If a creature runs slower, it 
runs slower, that doesn’t need any particular explanation.  
 
There is one power that is new that I have added in, al-
though it is in fact only a slight alteration of an existing 
power.  Underwater creatures often have “Water Sight” 
which is a variation of “Night Vision” which is in the rules.  
Rather than allowing normal sight in outdoor darkness, it 
allows it in the water, regardless of murk and darkness.  This 
is essentially the same power as Night Vision, but adapted 
for water. 
 
On the topic of water, remember that a creature does not 
have to buy life support to breathe water if that’s all it can 
breathe.  Life Support assumes something in addition to 
what is normal, in addition to basic survival abilities.  A fish 
can breathe water as easily as I breathe air and it takes a 
special power only for either of us to trade places.  Similarly 
a creature that lives in extreme heat does not necessarily 
need life support for heat extremes to survive, unless it can 
survive lower temperatures comfortably as well.  Otherwise, 
it treats lower temperatures than the searing heat it lives in 
as you or I would arctic temperatures. 
 
One Body 
Another construction that might catch a sharp-eyed player’s 
attention is the limitation “Only one body” in Duplication.  
On page 103 of the Hero System Rules, it says specifically 
that one may not purchase a limitation of this name on Du-
plication.   
 
However, reading further, you notice that it does so in order 
to prevent people from buying a limitation on a power that is 
the same as Multiform, and thus get the same effect, but 
cheaper.  The idea is, people might buy Duplication and 
then say it’s in one body, they just have two sets of powers 
at the same time in that body.  Or four, or what have you. 
 
In this book, some creatures have multiple parts attached to 
one body, such as a Hydra.  It is in essence one creature, but 
each head fights separately and has it’s own life, it can be 
killed without ending the entire creature’s life.  This creature 
has duplication, but the duplicates cannot move around on 
their own and function independently.  They are all attached 
to the same body – thus, it is duplication, one body.  This is 
a –1/2 limitation, as it is limiting, but not so much so that 
enemies are given a significant advantage. 
 
 

Some creatures have several attack powers listed, some 
identical to each other.  The reason for this is that with the 
5th edition “multiple power attack” rules (pg 234-235 in the 
Hero System Rules), creatures can attack with several pow-
ers at once in the same phase.  This was done, I suspect, 
primarily to simulate manga-style multiple attacks from the 
giant robot and to duplicate the “Claw/Claw/Bite” concept 
in Dungeons and Dragons.  While somewhat controversial, 
it does increase the cost of a creature to take advantage of 
this, and it is why some creatures are built in this manner.  
Typically the creatures will have a bite and claw attack, so 
that they can chomp someone and rake them with their 
claws in the same phase.  Others will have multiple heads or 
arms and are able to attack with all of them at once. 
 
Endurance Costs 
There are two notes for Endurance Costs on powers that are 
used in this book.  Either a number is listed, for powers that 
cost Endurance normally (even if the number is 0), or a dash 
is listed (-) to indicate powers that have no Endurance cost 
normally.  This is done to separate powers bought to zero 
endurance cost from those that simply never cost any. 
 
Notes on Animals 
One of the primary differences that I made in the construc-
tion of some animals is their movement.  While it is true that 
a horse can run 30 miles an hour or more, they can’t really 
do it and maintain any sort of combat ability, and they can-
not do it indefinitely.  In the Jolrhos Cyclopedia, most ani-
mals that move quickly have greater noncombat multiples 
and lower combat speed, and many of them have endurance 
cost multipliers to represent tiring out rapidly at high speeds.  
I believe this better represents how fast animals are and how 
they behave in the real world.  You only have to outrun the 
bear until it gets tired of running – but bears have a lot of 
Endurance. 
 
Power Frameworks 
Beyond these small changes, there are some constructions 
that would benefit from a bit of explanation.  Some crea-
tures, usually automatons, are built with Elemental Controls 
for their common powers.  Undead, for example, tend to 
have the same basic powers to represent their nature: life 
support, cannot be stunned, and so on.  These are not Stan-
dard Powers, and thus are not ordinarily possible to put in an 
Elemental Control.  However, they are such a very basic and 
obvious part of being the creature and so related in type, 
concept, and use that they lend themselves naturally to an 
Elemental Control. 
 
Disadvantages 
Except in a few rare instances, the rules details of Physical 
Limitations have been left out, because they are generally 
self-explanatory.  While to accurately play a Psychological 
Limitation, one needs to know the commonality the creature 
feels it and how powerful the compulsion is, with such a 
limitation as Blindness, it is not difficult to puzzle out ex-
actly how often and in what circumstances it will take effect. 
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Turning Undead 
One important construction in the Cyclopedia is the way 
certain creatures have disadvantages.  Undead and Demons, 
for example, have been built with specific disadvantages to 
reflect a campaign mechanism.  They are both uniquely vul-
nerable to attacks by holy men and in particular most are 
vulnerable to presence attacks by Holy Men.  This serves 
two purposes for the campaign.  First, it simulates the 
“turning undead” that some game systems have to show the 
powerful influence Clerics and such have over such crea-
tures.  Second, this serves to demonstrate a theme through 
the campaign, that good is more powerful than evil. 
 
The “turning undead” concept is run with this in mind: Holy 
men are men representing the Lord, the most powerful good 
force in the game.  A presence attack by them against evil or 
undead carries not just the force of that person’s personality, 
but the weight of who they represent.  Thus, these creatures 
are more greatly daunted and effected by it – even creatures 
which ordinarily would ignore presence attacks such as 
Skeletons.  
 
 The GM might rule that lesser creatures such as Skeletons 
and Lemure that are affected by a Presence Attack so vast it 
exceeds Presence (or Ego) +40, they are simply destroyed 
by the awesome power of it.  Creatures so minor that they 
can be affected in this way are easy to identify: they take 
double effect from presence attacks by Holy Men. 
 
“Holy Man” is again a campaign mechanism; it normally 
stands for Priests and Paladins (see the Campaign Introduc-
tion Book for more on these folks).  However, it can mean 
anyone that is working specifically for and on the work of 
the Lord, temporarily.  For example, while the stealthy 
“Fingers” McGee is ordinarily on the wrong side of the law, 
for this one adventure he happens to be working to steal 
back the Hammer of the Purity - a holy icon - from a cult of 
Naga worshippers.  McGee is no holy person, but for the 
duration of this adventure, and while he does not engage in 
directly unholy behavior, the GM might considered him a 
“Holy Man” for the purposes of these disadvantages. 

MOUNT SKILLS 
 
From Griffins to Horses, from Alisaur to Aiske, there are 
many options for player characters to ride in the Cyclopedia.  
Finding and catching them can range from difficult to dan-
gerous, but each one has unique abilities and benefits that 
players might find useful for their characters. 
 
Creatures that are useful as mounts are marked in the main 
Index list with a * symbol.  Some might be impossible to 
use in most settings (like the aquatic Aiske) or awkward for 
most characters (like a Mammoth), but they are available if 
they can be found, broken, and trained. 
 
Obtaining an exotic mount can be an adventure in its self, 
from simply finding where the beast might be to learning 
how to train such a creature, to actually going through the 
process of breaking it and making it a mount.  Breaking a 
horse can be very dangerous, imagine trying to break a Grif-
fin! 
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Skills for Mounts 
The mechanics of training and riding such a creature is cov-
ered in other books, but there is some specialized training 
that’s available mounts in the Jolrhos Fantasy Hero cam-
paign that is useful to consider here.  First off there are sim-
ply skills a creature can learn, bought as Professional Skills.  
When the desired skill is called upon, the creature rolls, and 
if successful it executes the skill to the best of its ability.  
This roll will be adjusted by circumstances and the complex-
ity of the task, according to the GM’s judgment.   
 
Such skills would be paid for by experience unless they are 
already trained into the mount when purchased or trained.  
These skills are bought as points for a follower, which is 
essentially what the mount is. At 1/5th the cost, the skills can 
be reasonably inexpensive, but even a few experience can 
make a mount dearer than simply a beast of burden to a 
player.  There are many different skills and tasks a creature 
can learn, as examples from literature, movies, television, 
and real life suggest.  Although there are many other possi-
bilities, such skills include: 
 
· Attack That Target (kill him while I fight his buddy) 

· Block That Target Off (stand in front of person to prevent 
them passage) 

· Bring Me Food (only for creatures capable of such an act) 

· Carry Me To Safety (carry wounded or unconscious person to 
known safe place) 

· Come When Called (whistle for Trigger) 

· Count Targets and Report (stamp for each orc over that hill) 

· Do Not Attack (ignore that guy) 

· Follow Path Without Guidance (stay on this trail/road while I 
read) 

· Intimidate (Do a presence attack on that guy) 

· Open This (open that gate) 

· Protect This Target (keep my daughter safe/don’t let anyone 
near this) 

· Retrieve That Item (get my gun, trigger) 

· Stay Still and Quiet (ignore that monster walking by) 

· Step Carefully (walk only where I indicate) 

· Warn Me of Danger (make a noise or nudge me when your 
superior senses notice something) 

 
GMs should consider any idea a player suggests, as long as 
it is within the realm of possibility for the mount in question 
and fits the genre.  Literature has many examples of mounts 
trained or talented in doing things that are extraordinary for 
an animal, but not beyond the setting or creature’s capacity. 
 

Example, Conarn has a mighty warhorse he wants to train to 
swim across a river with a rope and hold it while he uses the 
rope to cross.  This is something theoretically possible for a 
horse to attempt, the horse is strong enough to hold the rope, 
and it can swim.  Further it’s not beyond a horse’s under-
standing to undertake such a task.  Rapids, a dangerous place 
to wait with the rope tied to it, and Conarn being buffeted by 
the waters while he crosses might all cause this to be more 
difficult than a straight PS roll.  Conarn wants to make sure 
the horse is pretty likely to succeed, and spends a full 5 
points on the skill: 1 experience point to teach it. 

Talents for Mounts 
In addition to skills of this kind, there are special Talents a 
pet can be trained to execute as well.  These talents are spe-
cial training above the norm for creatures to learn, abilities 
that make the mount more dangerous and capable in combat 
and elsewhere.  Talents tend to be significantly more expen-
sive than Skills, and are a notable increase in the creature’s 
abilities beyond simple tasks and tricks.  GMs should al-
ways approve any given talent allowed a mount, and for 
obvious reasons, some may be useless for a given mount.  
For example, teaching a horse to dive out of the air onto it’s 
target will be fruitless, while teaching this to a Griffin can 
be quite effective. 
 
AVOID: This talent allows the mount to attack with less 

accuracy, but be more difficult to hit.  While Avoiding, 
the mount has +2 DCV, but and is -1 OCV. 

Cost: 7 points 
 

BASH: The mount that learns this attack can interrupt cast-
ers with greater success than a normal blow.  The maneu-
ver costs 4 Endurance and requires a DEX roll at -2 to be 
successful, further it is at -1 OCV.  If successful, Bash 
delivers 4D6 extra normal damage, only to stun the tar-
get.  This extra damage does not do any damage beyond 
stunning the victim. 

Cost: 5 points 
 
CHARGE: With this talent, a mount can move up rapidly to 

engage the enemy, closing the distance and still attack.  
This skill increases movement by enough to make a half 
move up to 5” further than normal, but can only be used 
to close with the target. 

Cost: 10 points 
 
DEFENSE: The mount with this talent is able to move in 

such a way that it’s rider is more protected than ordinarily 
when mounted.  Normally the DCV of a rider is halved 
because of their inability to dodge significantly.  This 
talent adds 3 to the DCV of a rider if the mount can make 
a successful DEX roll at -1.  This DCV is for the rider 
only, it has no benefit to the mount. 

Cost: 11 points 
 
EMBOLDEN: The mount becomes so bold under your mas-

tery that it is fearless.  With a successful riding roll at -2 
the mount gains 10 Presence (defensive only) and +2 
ECV (also defensive only). 

Cost: 8 points 
 
PROWL: A prowling mount moves quietly, stepping very 

carefully and avoiding obvious areas that cause noise.  To 
do so requires a DEX roll by the mount at a -2 roll, and 
cuts movement by 3”.  While Prowling, observers must 
make a Hearing Perception Roll at -3 to hear the pet.  This 
is in addition to any stealth the creature might have and 
use.  This is talent is only available when on foot, it has 
no effect on flying. 

Cost: 4 points 
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REAR: The Rear talent allows the mount to raise up and 
lunge toward a target, adding their strength to the damage 
of an attack by their rider or themselves.  This requires a 
Riding Roll by the rider as well as a DEX roll by the 
mount (both at -2).  If both are successful, the mount adds 
15 Strength to the attack of the rider at a cost of -1 DCV.  
This skill only works for ground-based or aquatic mounts. 

Cost: 6 points 
 
SWOOP: This is a maneuver that allows flying mounts to 

dive at a target and increase damage that they or the rider 
deal.  This requires a Riding Roll by the rider as well as a 
DEX roll by the mount (both at -2).  If both are success-
ful, the mount adds 15 Strength to the attack of the rider 
at a cost of -1 DCV.  This skill only works for flying 
mounts. 

Cost: 6 points 
 
These Talents are obviously not a complete list, some Tal-
ents that are in the Hero System Rules or even ones such as 
Berserk or Blind Fighting from the Jolrhos Player’s Hand-
book (Cyclopedia volume 1) might also be adapted.  The 
GM must judge whether a given Talent makes sense for the 
mount in question or is appropriate for the setting and it’s 
demeanor. 
 
PETS 
There are two different kinds of pets available to players.  
First, there is the cute pet, the non-combatant creature that a 
character might have along as a companion.  Such a creature 
is of limited value for anything beyond keeping you com-
pany, and is of little to no use in a fight.  A pet cat or squir-
rel, for instance, is this kind of creature.  Such creatures 
might be trained a few select skills such as Stay Still and 
Quiet and Step Carefully, but few of the skills and none of 
the Talents make any sense. 
 
The second kind of pet is the combat pet, such as a Cougar 
or Wolf, or a simple War Dog.  This sort of creature can 
learn many of the listed skills and even some of the Talents, 
although some that involve a mount would make less sense.  
Characters with such creatures could buy these with GM 
approval, making the pet something more significant and 
important. 
 
GMs will find some players delight in having pets, they will 
always have one or more with their characters.  Sometimes 
players will try to simulate other games such as World of 
Warcraft© in which a character has a very powerful com-
panion that they hunt with.  Such a creature is theoretically 
possible, but the Hero system balances characters with 
points, and it’s going to be expensive to do so, weakening 
the character in other areas.  Further, the creatures in this 
Cyclopedia are fairly set; for example there isn’t a tougher 
bear (although there is the mighty Mauler out there) that 
lives in a tougher “zone.”  You can train your pet to know 
more things, but the creature’s points and abilities are fairly 
inflexible.. 
 
That said, there are more lethal versions of animals called 
“Feral” creatures, and for many animals there is a gigantic 
version (such as the Mauler, mentioned above). 

THE INDICES 
 
Each Index is written to make finding creatures easier for 
GMs and players.  There are four sections: By name, by by 
type, habitat, and by cost.   
 
The list by Name gives the alternate names that various 
creatures have, such as Hippocampus for Aiske or Bain 
Sidhe for Banshee.  Creatures such as Giant Raptor are 
named by their specific type such as the giant snowy Ava-
lanche Owl.  This list is the primary list, showing the cost 
and the location by page of these creatures.  Designated in 
this list are mounts, shown by an asterisk (*) by their name.  
None of the following lists have duplicates of creatures by 
alternate names (except Giant Raptor). 
 
The list by Type breaks down the creatures by their basic 
category.  There are many different types, such as Human-
oid, Insect, Animal, and such.  In most cases, there is a sub 
category that the creature belongs to, such as Animal, Bear.  
This helps players and GMs find specific types of creatures 
as well as helping magic items, spells, and effects with tar-
geting.  A spell that lets a character talk to animals will only 
work on creatures designated as an animal.  Some creatures 
will seem like animals, such as a Plated Lion, but are actu-
ally monsters.  This is because they are so enchanted and 
altered that they do not fall into the same category as an 
ordinary animal.  The broadest category is “monster” which 
designates any supernatural or magical being that does not 
otherwise fit into a specific category (such as Demons or 
Undead).  Some classifications are a bit fictitious.  For ex-
ample, spiders and arthropods are classified as Insects, al-
though they are technically not.  Dolphins and whales are 
called “fish” for the purposes of classification even though 
they are mammals and not fish at all.  This is done for sim-
plicity, not due to any biological confusion or ignorance. 
 
The list by Habitat breaks up the creatures by various broad 
categories of landscape and location such as Caves or For-
est.  Although these can cross over (such as wooded moun-
tains or a fresh water lake in a jungle), the intent is to give a 
general idea of where creatures can be discovered.  The 
creatures here are listed alphabetically, giving the type and 
page location of each creature. 
 
The list by Cost is simply a list broken into sections of each 
creature by it’s total cost.  This list gives GMs the ability to 
pick creatures by their power level if the exact type doesn’t 
matter.  The most expensive creature in the book, inciden-
tally, is the high-end Lich.  The least expensive is the lowly 
Blindtoad. 
 
 
 

You’ll find errors in here, and I apologize in advance 
for them.  I’ve done my best to keep the terminology 
consistent, the math correct, and the lists accurate and 
useful.  But as I am a fallible human, mistakes are 
inevitable.  I just hope they are few and minor enough 
to be insignificant, or at the very least tolerable. 
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EXAMPLE: Merlin casts Conjured Sword, which sum-
mons a sword to fight with.  This sword takes Extra Time, 
Gestures, Incantation, Concentration, and has a Side Ef-
fect to summon, but is bought Constant.  The extra time 
has its limitation value halved because the power is Con-
stant, but none of the other listed modifiers apply once the 
spell has been successfully cast.  Each phase Merlin at-
tacks with his magical sword, he must roll a new attack 
roll, but the sword remains in existence. 

 
Constant: +1/2 Advantage 

 
LIMITATIONS 
 
FIXED: The limitation “fixed” appears in some of the spells 

listed in this Codex.  This refers to a power – usually an 
attack – that cannot be used at any but its maximum level.  
The caster may not use a fixed 4D6 blast at 1D6 of effect 
nor a fixed darkness field at less than its full radius, for 
instance.  Further, the magic cannot be spread, pushed, 
nor bounced in any way similar to the “beam attack” limi-
tation. 

Fixed: -1/4 Limitation  
 
ONE BODY: This limitation is bought on creatures with 

Duplication (see page c earlier for more on this).  This 
modifier results in a partially duplicated creature that has 
several of one part (usually heads or vines) and one main 
body.  The construct prevents the creature from separating 
into multiple distinct creatures, while retaining the ability 
to fight and live despite having critical parts removed.  A 
Hydra, for instance, can continue fighting even though 
one of its many heads has been hacked off.  The dupli-
cates must all be killed before such a creature is finally 
vanquished.  When building with this construct, keep in 
mind as a GM this means the creature must be killed over 
and over, once for each duplicate, and as such the Body 
value ought to be lower to simulate the task of killing one 
entire creature rather than a host of different ones. 

One Body -1/2 Limitation 
 
RANDOM RESULT: This limitation allows creatures to use 

one of several different powers at random rather than at 
their command.  It’s always significantly easier if this 
random number corresponds with a single or multiple die 
roll (1-6, 2-12, etc).  When the power is activated, the GM 
then rolls a die to see which one goes off.  This is typi-
cally purchased on a multipower, although this is not nec-
cessary - as long as they are bought with appropriate limi-
tations to prevent more than one being used at a time. 

Random Result -1/2 Limitation 
 

OTHER 
 
RANGE BASED ON (STAT): If a power is normally 

ranged, this modifier may be bought as a half step to no 
range. It allows the attack to be used at range as if it were 
an object to be thrown, useful for such attacks as daggers 
and grenades.   Many spells use EGO, treating the charac-
ter’s EGO as a strength stat to throw an item that takes 0 
STR to throw.  If the power is normally ranged, this is a 
limitation, if not, it is an advantage. 

Range Based on (Stat): -1/4 Limitation or Advantage 

MODIFIERS 
Certain unique or new modifiers have been used in the con-
struction of some of the creatures in this Bestiary, which 
may be confusing or at least require some description for 
players and GMs to understand better.   While assigning a 
modifier value to a given advantage or limitation is largely 
arbitrary, years of experience with the Hero System can be a 
useful guide, as can comparing similar existing modifiers. 
 
ADVANTAGES 
 
AREA EFFECT (GROUP): This Area Effect advantage 

causes a power to work on all members of a specific, de-
fined group.  It is purchased as an addition to any other 
Area Effect, like Selective is.  All characters of the de-
fined group within the area but no others are affected by 
the power. 

 
Very narrow, specific group: My twin brothers, Eldest 
female member of the Elven Noble Houses:   

+1/2 advantage  
Narrow, Specific Group: Immediate Family members, 
members of the King’s Personal bodyguard, skeletons: 

+1 advantage  
Specific Group: Members of my adventure group, ex-
tended family members, All town members over the 
age of 80:  

+1 1/4 advantage  
Broad Group: Nobility of the Kingdom, those bearing a 
special ring, all town members over the age of 20, un-
dead: 

+1 1/2 advantage  
 

The kind of group that can be affected and the type of power 
this can be cast on must be defined carefully and the advan-
tage can only be used with specific GM permission and 
careful examination of the spell. 
 
AREA EFFECT (MEGAHEX): This is simply a shorthand 

way of describing the option for Area Effect Hex men-
tioned in the 5th Edition Hero Rules where each of the 
hexes adjacent to the target hex are affected as well, for 7 
total hexes. 

Area Effect (Megahex): +3/4 advantage 
 
CONSTANT: This Advantage is a smaller version of the 

“Continuous” advantage.  It functions in many similar 
ways, but is not as powerful.  While Continuous attacks 
take effect every phase without an attack roll, Constant 
are simply available for attack every phase without re-
quiring all of the modifiers of the power to be repeated 
each attack – particularly useful for spells.  Each phase a 
new attack roll must be made to attack the target, but the 
modifiers to start the power going such as Incantation, 
Extra Time, and so forth do not apply.  All modifiers that 
are adjusted for continuous spells treat Constant as Con-
tinuous. 
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Any item that lasts indefinitely has no duration in the Time 
field, they will never corrode or rot. 
 
Failing a skill roll does not necessarily result in a failed har-
vesting of the item in question.  It may simply reduce the 
value or amount of items gathered.  Failing by 1 point will 
usually result in at least a partial gather for the item in ques-
tion, if this is possible the result is noted in the table below. 
 
Any item that can be harvested partially or with a failed roll 
is marked with a (*) in the roll modifier field.  The text after 
the tables details what the exact effects might be. 
 
It should be noted that there may be a commodity on crea-
tures to gather such as leather for armor but it might be in 
too small amounts for a full suit, for example.  In these 
cases, enough can be gathered for portions of armor or small 
parts of weapons such as arrowheads.  In these cases there 
are notes in the table below to indicate partial results (failing 
a skill roll to gather the item can result in this as well). 
 
Also, some items can be used immediately and do not re-
quire processing to use, such as smithing or sewing into ar-
mor.  These items often have limited uses or do not last very 
long but have immediate bonus and use. Others are only 
useful in specific circumstances (such as Superior Coal that 
assists in blacksmithing). 

CREATURE ITEM VALUE ROLL TIME 

Aboleth Slime for alchemists D6 in D6 sp -1 D6 weeks 

 Decorative scales 3D6 in D6 cp -2 — 

Aiske Hooves to alchemist 5D6 in D6 cp — — 

Alisaur Fertilized Eggs to Deep Elves 4D6x5 cp — D3 days 

 Eggs to eat 5 cp — D6 days 

 Beasthide ? -1 D6 months 

 Tail Spikes = dragonbone (no enchantment) for small weapons ? — — 

Amphisbaena Eyes glow like a candle 2D6 cp -1 3D6 hours 

Arachne Foot Spikes = dragonbone (no enchantment) for small weapons ? — — 

 Venom (Arachne poison) ? -3 D6+5 days 

Arrowhead Rattler Venom (Arrowhead poison) ? -2 D6 weeks 

Ash Spider Chitin ? -2 — 

Attercop Chitin with fur ? -3 — 

Basilisk Wyrmskin (gives +1 DCV and +2 PD armor vs spiders) ? -2 — 

 Acid blood to alchemists 5D6 in D6 sp -4 D3+3 days 

Bear Fur 3D6 in D6 cp -1 D3 weeks 

Blacksnake Venom (blacksnake) 2D6 sp -2 D3 weeks 

 Skin 5D6 cp -1 D3 weeks 

Blindtoad Eyes, glow like a torch, slowly dimming D6 sp — D3 days 

Boar Fur 3D6 cp -1 D6 weeks 

 Tusks 2D6 cp@ -1 — 

Bog Spider Chitin ? -2 — 

 Acid Sac to alchemists 3D6 sp -3 D3+4 days h 

COMMODITIES 
 
Creatures that are killed by characters can often be harvested 
for various commodities and goods, such as leather or poi-
son.  While much of this is detailed in the Campaign Use 
section of the creatures, but not all of it is.  In order to obtain 
these items, some skill is often required, but in some cases 
they can simply be obtained (such as a scorpion stinger sim-
ply requiring being hacked off). 
 
In most cases, a survival skill roll is sufficient, with a modi-
fier based on how difficult the item is to gather.  However, 
more specific skills such as skinning or butchering will be 
more effective and always will make the difficulty 1 easier 
than indicated.  For instance, removing the skin of a Blue 
Meanie takes a -2 survival roll, but obviously skinning skill 
would be more appropriate than general survival, and it 
would be reduced to a -1 roll. 
 
The table below is a summary of the different items that can 
be gathered off creatures, and after that summary is a more 
detailed explanation of the creatures. 
 
TIME: Most of these items have a limited time before they 
spoil and are of no value any longer.  Items such as Chitin 
and leather can last years without spoiling but something 
like organs will be useless in a matter of hours or days. 



CREATURE ITEM VALUE ROLL TIME 

Burnfang Venom (Burning Blood) ? -2 D6 weeks 

 Beasthide ? -1 D6 weeks 

Canopy Spider Chitin armor ? -2 — 

 Silk, per 5k bale (3D6 bales/spider) 6D6 sp -1 — 

 Venom (Great Spider Poison) 2D6 in D6 sp -3 D6+4 weeks 

Carapace Old plate armor and weapons of varying quality var — — 

Carrion Beetle Chitin parts ? -2 — 

 Decorative Shell 5D6 cp — — 

Catoblepas Dragonscale armor (no enchantment) ? -1 — 

Cave Crawler Chitin armor ? -2 — 

 Venom (Great Spider poison) ? -2 — 

Cloud Beetle Fluid cures one disease of any kind 3D6+10 sp -2 D6 hours 

 Decorative shell 1D6 sp -1 — 

Cottage Turtle Shell = Dragonbone (no enchantment) ? -1 — 

 Beasthide ? -2 D6 weeks 

Cougar Fur 3D6 cp -1 D6 weeks 

Crasher Shell = Dragonbone (no enchantment) ? -1 — 

Crimson Digger Chitin parts ? -1 — 

Crypt Wurm Beasthide armor ? -2 2D6 weeks 

 Beasthide armor parts ? — D6 weeks 

Crystalwing Chitin armor with elemental protection ? -2 — 

Death Orb Crystal that gives 2D6 END Aid, fades/hour (melt in wine) 3D6 sp — D3 days 

Devourer Chitin armor ? -3 — 

Dracasus Beasthide armor ? -2 — 

 Live fertilized eggs 1 gp — D3 days 

Bone Dragon Dragonbone (no enchantment) ? — — 

Dustdigger Beasthide armor ? -2 2D6 weeks 

Aether Elemental D6+3 KG of aetherstone ? — — 

Air Elemental Elemental Air for alchemists and spellsmithing (+3 roll when 
used in bellows) D6 in D6 sp — D6 minutes 

Earth Elemental Earth Core to alchemists D6 in D6 sp — — 

 Superior Coal to spellsmiths (+2 roll in forge) 2D6 @3D6 
cp — — 

Fire Elemental Heart of Fire to alchemists and spellsmiths (+3 roll in forge),  
is inextinguishable fire as long as it has fuel D6 in D6 sp — — 

Water Elemental Aqua Regia to alchemists 2D6 in D6 sp — — 

Aether Spite 1 kg aetherstone 11– chance ? — — 

Air Spite Diamond 11– chance D6 sp — — 

Earth Spite Various gems 11– chance 4D6 in D6 cp — — 

Fire Spite D3 pieces of Superior coal (+2 roll to spellsmith) 3D6@ — — 

Water Spite Diamond 11– chance D6 sp — — 

Elephant Tusks 14– chance 3D6 sp -1 — 

 Beasthide armor ? -1 — 

Ent Entwood, 4D6 kg worth    

Eye Killer Eyes for alchemists 3D6 cp @ — D3 days 

Fae Drake Wings decorative 1D6 sp @ — — i 



CREATURE ITEM VALUE ROLL TIME 

Fell Willow Blackwood, 3D6 kg worth ? -1 — 

Felpurr Decorative pelt 5D6 cp -1 D6 weeks 

 Fur armor with +1 concealment in woodlands ? -1 — 

Fire Beetle Eyes 11- chance  1D6 sp -1 — 

 Fire organ to alchemists 3D6 sp -3 6D6 hours 

 Chitin armor scraps ? -1 — 

Flinthoof Fur armor (protects from –1 temperature level) ? -1 D6 weeks 

Frostboar Tusks 4D6 cp @ -1 — 

Gazer Chitin armor ? -1 — 

Ghost Spider Bluish webbing 3D6 sp — — 

Giant Raptor Feathers are major component for fletching ? — — 

 Bones are major component for bowmaking ? -2 D6 months 

Gloomwing Dust from wings to alchemists 3D6 in D6 cp — — 

Gloomworm Chitin armor (black in color) ? -2 — 

Golem D6+1 Gems in core of each Cost/10 in D6 
copper — — 

Griffcat Fur armor ? -1 — 

 Feathers are a minor component in fletching ? — — 

Grizzlehog Beasthide armor ? -1 — 

Harpath Leather armor ? -1 D6 weeks 

Harpy Feathers are a major component in fletching ? — — 

Hawk Feathers are an ordinary component in fletching ? — — 

Hellion D3 kg of aetherstone ? — — 

Herd Animal Leather armor ? -1 D6 weeks 

Horse Leather armor ? -1 D6 weeks 

 Hooves to alchemist D6 cp @ — — 

Hsigo Feathers for minor component in fletching ? — — 

Hunting Spider Venom to alchemist (not useful for poison) 2D6 sp -3 D6 days 

Hydra Wyrmskin armor ? -2 — 

Hydrasnake Beasthide armor ? -1 D6 weeks 

Ice Worm Beasthide armor (blue and white) ? -1 D6 weeks 

Illithid Brain to alchemist 4D6 sp -1 D6 days 

Jack-o-Lantern 2D6-3 (0-9) Seeds to unsavory types 8D6 sp — D6 weeks 

Kraken Beak for dragonbone parts ? -2 — 

 Ink to alchemist or scribes per quart (4D6 quarts per beast) D6 sp -2 — 

Kraken Weed Dried roots to alchemists 2D6 cp -1 — 

Lake Snapper Chitin armor ? -2 — 

Leucrotta Beasthide armor ? -1 D6+2 weeks 

Lightning Hound Elemental Air crystal to alchemists D6 sp — — 

Lion Leather armor ? -1 D6 weeks 

Lich Bones to an alchemist D6 in D6 sp — — 

Mage Weaver Brain to alchemist 3D6 sp -2 D2 days 

Mammoth Hair makes minor bowstrings ? — — 

 Tusks (14– chance)  4D6 sp @ -1 — 

 Beasthide armor ? -2 D6 weeks j 



CREATURE ITEM VALUE ROLL TIME 

Fell Willow Blackwood, 3D6 kg worth ? -1 — 

Felpurr Decorative pelt 5D6 cp -1 D6 weeks 

 Fur armor with +1 concealment in woodlands ? -1 — 

Fire Beetle Eyes 11- chance  1D6 sp -1 — 

 Fire organ to alchemists 3D6 sp -3 6D6 hours 

 Chitin armor scraps ? -1 — 

Flinthoof Fur armor (protects from –1 temperature level) ? -1 D6 weeks 

Frostboar Tusks 4D6 cp @ -1 — 

Gazer Chitin armor ? -1 — 

Ghost Spider Bluish webbing 3D6 sp — — 

Giant Raptor Feathers are major component for fletching ? — — 

 Bones are major component for bowmaking ? -2 D6 months 

Gloomwing Dust from wings to alchemists 3D6 in D6 cp — — 

Gloomworm Chitin armor (black in color) ? -2 — 

Golem D6+1 Gems in core of each Cost/10 in D6 
copper — — 

Griffcat Fur armor ? -1 — 

 Feathers are a minor component in fletching ? — — 

Grizzlehog Beasthide armor ? -1 — 

Harpath Leather armor ? -1 D6 weeks 

Harpy Feathers are a major component in fletching ? — — 

Hawk Feathers are an ordinary component in fletching ? — — 

Hellion D3 kg of aetherstone ? — — 

Herd Animal Leather armor ? -1 D6 weeks 

Horse Leather armor ? -1 D6 weeks 

 Hooves to alchemist D6 cp @ — — 

Hsigo Feathers for minor component in fletching ? — — 

Hunting Spider Venom to alchemist (not useful for poison) 2D6 sp -3 D6 days 

Hydra Wyrmskin armor ? -2 — 

Hydrasnake Beasthide armor ? -1 D6 weeks 

Ice Worm Beasthide armor (blue and white) ? -1 D6 weeks 

Illithid Brain to alchemist 4D6 sp -1 D6 days 

Jack-o-Lantern 2D6-3 (0-9) Seeds to unsavory types 8D6 sp — D6 weeks 

Kraken Beak for dragonbone parts ? -2 — 

 Ink to alchemist or scribes per quart (4D6 quarts per beast) D6 sp -2 — 

Kraken Weed Dried roots to alchemists 2D6 cp -1 — 

Lake Snapper Chitin armor ? -2 — 

Leucrotta Beasthide armor ? -1 D6+2 weeks 

Lightning Hound Elemental Air crystal to alchemists D6 sp — — 

Lion Leather armor ? -1 D6 weeks 

Lich Bones to an alchemist D6 in D6 sp — — 

Mage Weaver Brain to alchemist 3D6 sp -2 D2 days 

Mammoth Hair makes minor bowstrings ? — — 

 Tusks (14– chance)  4D6 sp @ -1 — 

 Beasthide armor ? -2 D6 weeks k 



CREATURE ITEM VALUE ROLL TIME 

Saber Lizard Beasthide ? -1 D6+2 weeks 

Scorpicore Chitin ? -2 2D6 weeks 

Scorpion Cat Beasthide ? -1 D6 weeks 

Screaming Terror Living eggs a curiousity 2D6 sp — D6 days 

Sea Serpent Scales (5D% scales each) 2D6 cp -1 — 

Siren Feathers are minor fletching component ? — — 

Slitherskin Beasthide ? -1 3D6 weeks 

 Pelt decorative 2D6 in D6 sp -2 3D6 weeks 

Spiderling Silk (weighs 1 kg per silver) 2D6 in D6 sp — — 

 Venom (spider venom) ? -3 D6 months 

Spineshell Crab Chitin (for shields or parts) ? -1 — 

Spite Bloom For alchemists D6 cp @ — — 

Stalker Leather ? -2 D6 weeks 

Stampede Ox Leather ? -1 D6 weeks 

 Hump hair (silvery) D6 sp -1 D6 months 

Steppenwolf Beasthide ? -1 2D6 weeks 

Stingfish Sting glands along flanks D6 sp -3 D2 days 

Stingworm Beasthide  ? -1 3D6 weeks 

 Pearl 8– chance 7D6 sp -1 — 

Storm Ape Leather ? -2 D6 weeks 

Swanmay (swan) Feathers make major fletching component ? — — 

Sword Spider Eggs 6D6 cp — D6 days 

 Chitin (armor is +2 resistant ED) 3D6 sp -2 — 

 Blade legs ? -1 4D6 days 

Tentawort Venom (vineblood) ? -2 D6 months 

Trapper Pelt 2D6 cp -1 D6+1 weeks 

 Beasthide ? -1 D6+1 weeks 

Trogg Ball Venom (trogg glue) ? -1 D6 weeks 

Undead (any) Ectoplasm to alchemists, 8– chance (plus cost/50) 5D6 sp — D6 days 

Unicorn Horn (negates poison, powdered cures disease) 4D6 sp -1 — 

 Hooves x4 3D6 sp — — 

 Mane and tail hair is major bowstring component ? — — 

 Beasthide (silvery white) ? -3 3D6 weeks 

Urgash Beasthide ? -2 2D6+1 weeks 

Ushant Spider Beasthide ? -2 D6 weeks 

Vampire Dust for alchemists 3D6 sp — — 

Vastwing Bat Fur  8D6 cp -1 3D6 months 

 Beasthide  ? -2 D6 weeks 

Veth Hound Leather ? -1 D6 weeks 

Vile Hornet Venom gland to alchemists D6 sp -3 D6 days 

Vorax Leather ? -2 D6 weeks 

 Pelt 2-3D6 sp -1 2D6 weeks 

 Claws (D6 claws per leg) 3D6 cp -1 — 

Warg Leather ? -1 D6 weeks 

 Fur ? -1 D6 weeks l 



CREATURE ITEM VALUE ROLL TIME 

Warripede Chitin ? -2 — 

Wastebarb Chitin ? -1 — 

 Stinger to alchemists 3D6 sp — 2D6 days 

Wastrel Eyes 0-5 (D6-1) on the creature 2D6 sp @ -1 D6+2 days 

 Light Gland to alchemists 10D6 sp -3 D3+3 days 

Water Spider Dragonhide ? -2 D6 weeks 

Water Spider Silk 4D6 k per spider D6 sp/k — — 

 Venom to alchemists (Great Spider Poison) 2D6 sp -3 D6 days 

Wavesurge Chitin ? -2 — 

Whizbang Beetle Heads are +1 DC slingstone, treated as magical D6 cp @ — — 

Wolf Fur ? -1 D6 weeks 

Wyrm Wyrmskin ? -2 D6 months 

Wyvern Wyrmskin ? -2 D6 months 

Xolar Grit gland to alchmist or woodworker 5D6 cp -3 2D6 months 

Yale Leather ? -1 D6 weeks 

 Horns 2D6 cp @ -1 — 

Yast Wasp Venom (Yast poison) ? -2 D6 weeks 

Yeti Leather ? -2 D6 weeks 

 Horn 3D6 cp @ — — 

 Pelt 4D6 sp -1 D6 weeks 

Zeissting Stinger to alchemist 2D6 sp — D6 weeks 

 Venom (Zeiss poison) ? -3 2D6 months 

The tables above give a basic summary of the items that can 
be collected from creatures, but many require more specific 
explanation.  Further, specific types of harvested materials 
require some time to explain and describe. 
 
The duration of most items collected assumes it is not cured, 
preserved, or protected.  Obviously the elements will make 
items spoil faster or last longer, depending on the situation.  
As a rule of thumb, follow this rule: for each step down the 
temperature level chart into negative, items such as leather 
and various glands and parts of creatures last another D3 
days; for each step up the chart above zero, they last 1 day 
less. 
 
LEATHER: this includes beasthide, dragonhide, furs, pelts 
and wyrmskin.  Collecting any of these is basically the same 
act, although the size and difficulty can vary.  For anyone 
with survival skill this is a pretty basic task, but some crea-
tures are more challenging to skin properly than others.   
 
Successfully skinning the creature will result in enough hide 
for a full suit of armor from a single creature of human size, 
twice as much for each level of growth the creature has. 
 
If the survival (or skinning) roll is failed, then the creature 
has been skinned, but not ideally.  Some is wasted and not 
usable for armor.  For each point the roll is failed by, it re-
duces the amount of hide by 25%, resulting in less and less 
total material to make armor or other items from. 

The hide that results from this work will weigh different 
amounts based on the type that has been harvested.  The 
base weight assumes a full human-sized creature: 
 
Pelt (non fur-bearing, non leather): 15kg 
Furs (fur bearing, can be leather): 15 kg 
Leather (no fur): 12 kg 
Beasthide (no fur): 15 kg 
Wyrmskin (no scales): 18 kg 
Dragonhide (no scales): 20 kg 
 
Each level of growth doubles this weight, each halving in 
size cuts that weight in half.  
 
Skinning a creature takes at least 2 minutes, and ideally will 
take at least 5-10 with a larger creature.  This act is some-
thing that cannot be done in combat, and if somehow the 
question comes up, it is 1/2 DCV Concentration, full time, 
with gestures using both hands.  Each level of growth adds 
an additional minute to the time to skin.  Wyrmskin adds 
one minute, and Dragonhide adds 2 more minutes total. 
 
Leather tends to last longer than fur, but once treated they 
can last for years without degradation. 
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SPECIFIC INFORMATION 
 
ABOLETH: The slime that coats Aboleth can be scraped off 

and stored, it dries out in D3+3 hours unless kept in a 
container.  Stored, it will stay useful for D3+2 days.  
Scraping the goo off takes D3 minutes. 

ALISAUR: Eggs are as big as ostrich eggs, and make a meal 
for two people.  

ATTERCOP: These strange creatures can be used to make 
very unique looking chitin armor that has bear fur on it, 
which adds +2 normal energy defense while worn. 

BASILISK: Armor made from Basilisk Wyrmskin grants 
extra defense against spiders of any kind (even Atter-
cops).  The Acid blood is so destructive only glass or 
crystal (or basilisk hide) can contain it safely. 

BLINDTOAD: The eyes of these creatures are as bright as a 
torch, but dim every time step past 5 minutes losing 
brightness.  It starts at a radius of 4”, but fades 1” each 
step up the time chart, and at 1” the light fades from +4 
PER to offset darkness by 1 bonus each step. 

BOG SPIDER: The acid sac that explodes when the spider 
is roughly handled can be extracted if it has not burst.  
This is a very difficult task, and can result in the sac still 
popping even after the creature is dead (same effect, hap-
pens if the roll is failed by more than 1).  This sac is very 
delicate, but while out of the body will simply rupture and 
ooze the horrid acid rather than explode. 

CARAPACE: Plate armor can be harvested from a defeated 
Carapace, as they consist of little more.  The armor will 
be full plate or even jousting plate, but can be so old it 
can be of little value for actual protection.  The age will 
be based on the setting and story behind the encounter, 
but if there is any question, on a 11– the armor is too old 
to actually wear.  The weapons used will usually be in 
good condition (8– chance of being too old).  Very old 
weapons or armor can be of such quality that they are 
worth more than if they were useful: if a 3 is rolled, they 
sell for D6 times normal value of the armor. 

CRYSTALWING: These huge dragonflies can be peeled of 
their hard chitin for armor that grants greater protection to 
elements granting some Damage Reduction.  Due to this 
effect, crafting rolls are –1 to work the material.  Roll on 
this table to see which is affected: 

ROLL RESULT 

01-10 Aether (25% vs magic) 

11-35 Fire (50% rED vs fire) 

36-60 Air (50% rED vs lightning) 

70-85 Water (50% rED vs cold) 

86-00 Earth (25% rPD vs metal) 

DEATH ORB: When a Death Orb is defeated, left behind is 
a perfectly clear sphere of crystal the size of a pearl. 
When this is melted in wine (or any similar fluid, such as 
vinegar) and drank, it temporarily grants greater    energy 
and vitality. 

 
 

CHITIN: Harvesting Chitin is much the same as leather, it is 
a matter of cutting and peeling the hard plates away from 
the creature in question.  The plates are usually rather 
light despite their size, weighing a total of 20kg for a full 
human-sized creature.  Each level of growth doubles this 
weight and each level of shrinking halves it.  It takes 5-10 
minutes to strip a creature’s chitin down, and a different 
skill than skinning is required for this odd task.   

 
    For each point the appropriate skill roll is failed by, the 

total mass of Chitin is reduced by 25%, until nothing at 
all is usable because the job was so totally botched. 

 
    Chitin will store indefinitely, although it will begin to 

degrade over a year or two and become brittle unless 
properly cared for. 

 
PARTS: Various collection pieces are parts of the creatures 

in question, such as wings, eyes, and such.  Harvesting 
these bits may be grisly and disgusting but is a matter of 
knowing where they are and going to work with a sharp 
implement.  The roll modifier in the list assumes the char-
acter has never gotten this particular item before.  A char-
acter with experience has +1 to the roll. 
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RAGECLAW: These mighty wolverines can be skinned for 
their thick pelt and fur.  Clothing made of this material 
gives 1 PD, 1 ED armor and protects from cold for 2 tem-
perature levels. 

STINGFISH: Along the flanks of this long thin fish grow 
two specialized organs that generate their stunning shock.  
Removing them is not particularly difficult but knowing 
where and what they are is not common. 

SWORD SPIDER: The silvery chitin of this strange creature 
makes unique, silver chitin armor that has +2 rED armor. 

UNDEAD: When any sort of undead is killed, they have a 
chance of leaving behind greenish bubbles of slime that 
are actually ectoplasm.  This is a very useful, valued com-
ponent for some potions and alchemical experimentation.  
The chance of any being found is a base 8– chance, plus 
the total cost of the undead divided by 50.  So a Ghost 
(340 points) would have a 15– chance of leaving some 
Ectoplasm behind. 

UNICORN: This fabulous beast is famous for it’s horn, a 
well-known and sought-after magical device.  The horn 
can negate poison in any fluid it is dipped into, and the 
ground powder will negate poison in any food.  The horn 
does a 15D6 dispel to all poison effects at once in any 
liquid it is dipped into, and a gram of the powdered horn 
does a 2D6 transform (max effect 48 body) on anyone 
who eats it (at their speed) - sick or poisoned to not.  The 
horn weighs about 700 grams.  The horn of a Unicorn is 
worth more than its weight in gold, literally and people 
will kill to get one. 

VILE HORNET: The venom of a Vile Hornet is no use as 
poison outside the creature, but the gland is still worth a 
lot to an alchemist. 

WHIZBANG BEETLE: These odd creatures have incredi-
bly hard, heavy heads that can sustain the impacts they 
are known for against victims.  The head breaks free eas-
ily and can be used as a sling bullet.  This does 1 damage 
class more than an ordinary sling bullet and is treated as a 
magical attack for creatures that can only be hit with 
magical weapons. 

 
For more specific information on chitin, leather, and materi-
als such as poisons, consult the Jolrhos Cyclopedia volume 
2.  Where the creatures can be used for poisons the name of 
the toxin in question is listed. 

AIR ELEMENTAL: The Elemental Air is a small whorl of 
clean air left behind when the elemental is destroyed, it 
only lasts a turn then disperses.  This can be captured in 
any airtight container.  When this is introduced into the 
bellows, the smithing is +3 for an hour. 

EARTH ELEMENTAL: Superior Coal is a very fine, un-
earthly coal that burns hotter and purer than normal coal, 
resulting in an hour-long bonus to any smithing when 
used in a forge. 

FIRE ELEMENTAL: This is a pure white fire left behind 
for a turn when the elemental is destroyed.  This fire, as 
long as it has any fuel, will never go out, it cannot be 
snuffed or smothered.  When introduced to a forge, it 
greatly enhances the smithing (+3, as long as fuel is in the 
forge), and negates the need for any stoking or bellows to 
keep the flame going hot. 

WATER ELEMENTAL: When the elemental is defeated, 
Aqua Regia is left behind.  This is a small orb of liquid 
that floats above the ground for a turn, then falls to the 
surface and begins to eat through anything it is in contact 
with, unless it is magical, porcelain, crystal, or glass.  
This acid will dissolve anything else it contacts with a 
1D6 drain DEF, armor piercing.  This lasts for a minute at 
speed 3, or until a total mass of 200 kg has been melted. 

FELPURR: Although these are treasured pets and compan-
ions for the Elencal wood elves, Felpurr have beautiful 
fur and can be hunted for that.  The fur that results actu-
ally can be used as a cloak, granting +1 concealment in 
woodlands - beastmen of such areas often will wear just 
such a cloak. 

FLINTHOOF: Although these are used as mounts by many 
Dwarves, they are also hunted for their furry pelt, which 
can be made into clothing or a cloak that is so warm and 
cozy it lets a character ignore 1 temperature level of cold. 

GOLEM: Making Golems always includes some use of 
gems, and when one is destroyed some of these can be 
recovered.  They are of a random type, worth an amount 
based on the total point cost of the Golem in question (for 
example, a Metal Golem is 353 base points).  The gem 
cost is 1D6 copper for every 10 points, so the Metal Go-
lem above is 35D6 cp in gems, a total of D6+1 combining 
for this value. 

HUNTING SPIDER: The venom of the Hunting Spider is 
not useful for poisoning outside of the creature’s palps.  It 
is useful to alchemists, however. 

JACK-O-LANTERN: Like an ordinary carved pumpkin, the 
Jack-o-Lantern is hollow inside.  However, clinging to the 
lid are 2D6-3 (0-9) seeds.  Each of these seeds can grow 
into another demonic plant, if properly nourished.  Obvi-
ously no one with good intent will want these, but anyone 
who does will tend to pay well for them - if they aren’t 
simply robbed from the seller. 

LIGHTNING HOUND: When a Lightning Hound is slain, it 
burns away in a crackling pyre of plasma, leaving behind 
a yellowish crystal.  Alchemists pay good money for 
these crystals. 

NEEDLER: Extracting sap from these that alchemists seek 
will result in  3D6 liters, each  worth a copper. 

DUSKY POLYP: These strange plants have a hard, red core 
in them that when the rest of the fleshy pulp is stripped 
away is easy to spot. 
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NAME TOTAL COST PAGE  NAME TOTAL COST PAGE 

Aboleth 262 10  Brawn Lobster 113 216 

*Aiske 141 11  Burnfang 182 52 

*Alisaur 130 12     

Alpha Rat 214 13  *Camel 98 53 

Ambush Spider 185 14  *Canopy Spider 238 54 

Amphisbaena 124 15  Caprataur 96 55 

Arachne 309 16  Carapace 264 56 

Arrowhead Rattler 42 17  Carrion Beetle 187 57 

Ash Spider 142 18  Catoblepas 154 58 

Ash Swimmer Snake 124 19  *Cave Crawler 225 59 

Attercop 274 20  Centaur Mystic 224 60 

*Avalanche Owl 119 168  Centaur Warrior 131 61 

    Cloud Beetle 89 62 

Bain Sidhe 643 21  Coral Beast 262 63 

Banshee 643 21  *Cottage Turtle 236 64 

Barracuda 56 22  Cougar 98 65 

Basilisk 296 23  Crasher 249 66 

Bear (Black) 126 24  Crebain 94 67 

Bear (Brown) 138 25  Crimson Digger Soldier 119 68 

Bear (Grizzly) 138 25  Crimson Digger Worker 94 69 

Bear (Polar) 138 25  Crypt Wurm 317 70 

Beastman (Bat Clan) 115 27  Crystalwing 273 71 

Beastman (Bear Clan) 100 28  Crystalwing Nymph 156 72 

Beastman (Bird Clan) 96 29  Cyclops 221 73 

Beastman (Cat Clan) 114 30     

Beastman (Dog Clan) 105 31  Darkling 110 74 

Beastman (Fish Clan) 99 32  Death Orb 281 75 

Beastman (Fox Clan) 115 33  Deep One 98 76 

Beastman (Frog Clan) 107 34  Demon (Blender) 129 79 

Beastman (Horse Clan) 86 35  Demon (Brute) 294 80 

Beastman (Lizard Clan) 82 36  Demon (Corrupter) 545 81 

Beastman (Lobster Clan) 112 37  Demon (Felknight) 450 82 

Beastman (Ram Clan) 86 38  Demon (Fire) 426 83 

Beastman (Rat Clan) 132 39  Demon (Gog) 227 84 

Beastman (Toad Clan) 107 34  Demon (Hellcat) 281 85 

Beastman (Walrus Clan) 121 40  Demon (Hellflies) 216 86 

Black Spore 252 41  Demon (Helhound) 298 87 

Blacksnake 115 42  Demon (Hellswarm) 406 88 

Blazing Bones 296 43  Demon (Hordeling) 203 89 

Blindtoad 3 44  Demon (Lasher) 307 90 

Bloodvine 173 45  Demon (Lemure) 224 91 

Boar (wild) 90 46  Demon (Maggot Crawler Fiend) 593 92 

Bog Spider 135 47  *Demon (Nightmare) 456 93 

Bone Serpent 88 48  Demon (Razorwire Fiend) 481 94 

Bonefungus 222 49  Demon (Skull Demon) 293 95 

Boreworm 190 50  Demon (Venomcaster) 238 96 

Brain Coral 192 51  Demon (Wings of Woe) 328 97 

Brain Fungus 192 51  Devourer 156 98 
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* = Creatures that can be normally used as mounts 
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NAME TOTAL COST PAGE  NAME TOTAL COST PAGE 

Dog (Guard) 107 99  Evil Eye 184 142 

Dog (Hunting) 66 100  Eye Killer 235 143 

Dog (War) 107 99     

Dog (Wild) 107 99  Fae Drake 319 144 

Dolphin 106 101  Faerie 259 145 

*Doomspecter 119 168  Faerie (Greater) 449 146 

Doppelganger 351 102  Familiar 132 147 

*Dracasus 186 103  *Fearoch 161 148 

Dragon (Bone) 505 105  Fell Animal Template +132-149 149 

Dragon (Elder) 989 106  Fell Willow 367 150 

Dragon (Lich) 833 107  Felpurr 201 151 

Dragon (Young) 733 108  Feral Animal Template +62 152 

Druid 129 109  Fire Beetle 147 153 

Dryad (Nymph) 376 110  Firestorm 203 154 

Dryad (Tree) 284 111  *Flinthoof 149 155 

Dust Devil 273 112  Fog Zombie 219 156 

Dustdigger 134 113  Frostboar 144 157 

Dvergar 87 114  Fungal Hopper 125 158 

Dwarf Axemaster 217 115  Fungus Shambler 284 159 

Dwarf Warrior 115 116     

    Gargoyle 329 160 

Eaglehound 100 117  Gazer 381 161 

Echidna 103 118  Geryon 270 162 

Echidna Shaman 143 119  Ghost 340 163 

Elemental (Aether) 431 121  Ghost Spider 218 164 

Elemental (Air) 473 122  Ghoul 311 165 

Elemental (Earth) 377 123  Ghoul Worm 53 166 

Elemental (Fire) 485 124  Giant 273 167 

Elemental (Water) 445 125  *Giant Raptor 119 168 

Elemental Bat (Aetherbat) 186 126  Gloomwing 223 169 

Elemental Bat (Dustbat) 195 126  Gloomworm 161 170 

Elemental Bat  (Flamebat) 165 126  Goblin 44 171 

Elemental Bat (Icebat) 165 126  Goblin (Hobgoblin) 71 172 

Elemental Bat (Shockbat) 165 126  Goblin Shaman 86 173 

Elemental Spite (Aether) 163 127  Goblin Wasp 148 174 

Elemental Spite (Air) 154 128  Goblin Wolf 129 175 

Elemental Spite (Earth) 147 129  Golem (Clay) 236+ 177 

Elemental Spite (Fire) 139 130  Golem (Fungus) 106 178 

Elemental Spite (Water) 114 131  Golem (Metal) 353+ 179 

*Elephant 184 132  Golem (Stone) 338 180 

Elf (Deep Elf Mage) 168 134  Golem (Wood) 106 178 

Elf (Deep Elf Warrior) 137 135  Gorfungus 146 181 

Elf (Elencal Mage) 182 137  Gravemist 321 182 

Elf (Elencal Warrior) 132 138  Griffcat 121 183 

Elf (Perelen Mage) 192 139  *Griffin 224 184 

Elf (Perelen Warrior) 139 140  *Grizzlehog 209 185 

Elfhound 202 249  Guardian Statue 204 186 

Elfin Cat 201 151     

Ent 433 141  Hag 205 187 q 



NAME TOTAL COST PAGE  NAME TOTAL COST PAGE 

*Harpath 128 188  Lythlyx 219 229 

Harpy 186 189     

Harpy (Spellweaver) 238 189  Mage Weaver 207 230 

Hate Fog 524 190  *Mammoth 139 231 

Haunt 284 191  *Mangonel 196 232 

Hawk 38 192  Manticore 274 233 

Hellion 232 193  *Mauler 234 234 

Herd Animal 69 194  Megapede 82 235 

*Hippocampus 141 11  Mercenary 69 236 

Hood 196 195  Merfolk Warrior 111 237 

*Horse (Riding) 94 196  Minotaur 177 238 

*Horse (War) 117 197  Mist Giant 237 239 

*Horse (Wild) 94 197  Mite 104 240 

*Horse (Quality Warhorse) 146 198  Mudling 239 241 

Hsigo 116 199  Mummy 353 242 

Hunter Bat 118 200  Myconid 221 243 

Hunting Spider 152 201     

Huntsmen 192 202  Naga 425 244 

Hydra 344+ 203  Naiad 209 245 

Hydra Snake 194+ 204  Needler 140 246 

    *Nemean Lion 237 247 

Ice Gnome 181 346  Nightcat 162 248 

Ice Worm 169 205  Noble Wolf 202 249 

Ihl Beast 433 206     

Illithid 326 207  Ogre 163 250 

Illithid Lord 407 208  Ogre Shaman 201 251 

Insect Swarm 135 209  Orc 69 252 

    Orc Chieftain 150 253 

Jack-o-Lantern 319 210  Orca 208 254 

Javelin Eel 10 211     

Junk Fly 126 212  Patrol 69 236 

    *Pegasus 174 255 

Kraken 339 213  Peryton 198 256 

Kraken Weed 28 214  Piranha School 118 257 

Killer Whale 208 254  Plague Gnats 332 258 

Kurse 72 215  Plated Lion 176 259 

    Plated Spider 184 260 

Lake Snapper 113 216  *Plated Steed 117 261 

Lammasu 377 217  Plated Toad 112 262 

Land Leech 122 218  Pooka 262 263 

Lavakin 163 219  Polyp (Dusky) 173 264 

Leotaur 128 220  Polyp (Fallow) 173 265 

Leotaur Pride Leader 158 220  Polyp (Indigo) 153 266 

Leucrotta 165 221  Polyp (Olive) 198 267 

Lightning Hound 250 222  Polyp (Pale) 160 268 

Lion 128 223  Polyp (Scarlet) 164 269 

Lich (High End) 1050 225  Polyp (Spotted) 154 270 

Lich (Low End) 693 226  Polyp (Violet) 188 271 

Lost Soul 138 227  Predacious Ant 241 272 

Loxotaur 118 228  Prowler 220 273 r 



NAME TOTAL COST PAGE  NAME TOTAL COST PAGE 

Psychic Ooze 262 274  Skulk Warrior 115 318 

    Skull Warder 329 319 

Questing Eye 149 275  Slitherskin 194 320 

Quetzalcouatl 452 276  Sludge (Black) 209 321 

Quill Rat 79 277  Sludge (Blue) 193 322 

Quinslang 54 278  Sludge (Green) 193 322 

    Sludge (Tan) 164 323 

Rageclaw 266 279  Sludge (White) 204 323 

Rat 21 280  *Sparhawk 119 168 

Ratman Assassin 179 281  Spectre 436 324 

*Rhinoceros 167 282  *Spire Owl 119 168 

Rockpile 277 283  Sphinx 301 325 

Rot Crawler 120 284  Spiderbat 142 326 

Rust Beast 172 285  Spiderling 107 327 

    Spineshell Crab 177 328 

*Saber lizard 106 286  Spirit (Guardian) 142 330 

Salamander 152 287  Spirit (Martial) 423 331 

Salamander Flame Weaver 269 288  Spirit (Passion) 132 332 

Salamander Lord 247 289  Spirit (Power) 172 333 

Sandling 392 290  Spirit (Steward) 163 334 

Satyr 188 291  Spirit (Trouble) 127 335 

Saurian 70 292  *Spirit Horse 161 148 

Saurian Ssthen 238 293  Spite Bloom 114 336 

Scorpicore 215 294  Spitter 150 337 

Scorpion Cat 237 295  Stalker 182 338 

Screaming Terror 166 296  Stampede Ox 48 339 

Sea Eye 113 297  *Steppenwolf 158 340 

Sea Serpent 375 298  Stingfish 58 341 

*Seahawk 119 168  Stingworm 257 342 

Seastar 86 299  Storm Ape 168 343 

Sentinel (Arc) 134 300  Stungel 198 344 

Sentinel (Ember) 134 301  Stunwing 124 345 

Sentinel (Obsidian) 134 302  Svart 181 346 

Sentinel (Psychic) 134 303  Swanmay (Maiden Form) 281 347 

Sentinel (Sea) 134 304  Swanmay (Swan Form) 134 348 

Sewer Rat 131 305  Swarmwing 77 349 

Shade 299 306  Sword Spider 185 350 

Shark 150 307     

Siren 144 308  Tamburo Viper 146 351 

Skeletal Animal 223 309  Temple Cat 266 352 

Skeletal Giant 310 310  Tentawort 142 353 

Skeletal Human 216 311  Terror 222 354 

Skeleton (Insect Carapace) 259 312  Tiger 128 223 

Skeletal Knight 278 313  Titan Spider 293 355 

Skeletal Ogre 276 314  Trapper 137 356 

*Skeletal Steed 189 315  Trogg Ball 121 357 

Skulk Elder 204 316  Troglodyte 140 358 

Skulk Seer 149 317  Troglodyte Mutant 230 359 s 



NAME TOTAL COST PAGE  NAME TOTAL COST PAGE 

Troll 240 360  Wererat (Ratman Form) +143 387 

*Unicorn 340 361  Wererat (Lycanthrope) 453 388 

Urgash 124 362  Werewolf (Human Form) +165 389 

Ushant Spider 158 363  Werewolf (Lycanthrope) 379 390 

    Whipvine 136 391 

Vampire 625 364  Whizbang Beetle 53 392 

Var 385 365  Wight 346 393 

*Vastwing Bat 109 366  *Wightsteed 189 315 

Velkonn 252 367  Wild Hunt (Avatar of  Cerrunos) 594 394 

Venom Hopper 83 368  Wild Hunt Wolf 176 395 

Venomous Megapede 112 235  *Winhere 119 168 

Veth Hound 227 369  Wolf 85 396 

Vile Hornet 201 370  Wolfen Skald 169 397 

Volt 443 371  Wolfen Warrior 89 398 

Vorax 217 372  Wraith 441 399 

Vulcan Wurm 556 373  Wyrm (Greater) 339 400 

    *Wyrm (Lesser) 302 401 

*Warg 166 374  *Wyvern 241 402 

Warprat 129 375     

Warripede 169 376  Xast 159  

Wastebarb 269 377  Xolar 231 404 

Wastrel 155 378     

Water Drake 202 379  Yale 168 405 

Water Spider 122 380  Yast Wasp 105 406 

Wavesurge 90 381  Yeti 208 407 

Wendigo 539 382     

Werebear (Dwarf Form) +148 383  Zeissting 139 408 

Werebear (Lycanthrope) 414 384  Zhai Warrior 122 409 

Werefox (Elf Form) +186 385  Zhar 228 410 

Werefox (Lycanthrope) 464 386  Zombie 188 411 
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NAME TYPE PAGE  NAME TYPE PAGE 

Aiske Animal 11  Javelin Eel Animal, Fish 211 

Alisaur Animal, Lizard 12  Kraken Animal 213 

Alpha Rat Giant Animal, Rat 14  Land Leech Animal 218 

Amphisbaena Giant Animal, Snake 15  Lion Animal 223 

Arrowhead Rattler Animal, Snake 17  Mammoth Animal 231 

Ash Swimmer Snake Animal, Lizard 19  Mauler Giant Animal, Bear 234 

Avalanche Owl Giant Animal, Bird 168  Nemean Lion Giant Animal, Cat 247 

Barracuda Animal, Fish 22  Nightcat Animal 248 

Bear (Black) Animal, Bear 24  Noble Wolf Animal 249 

Bear (Brown) Animal, Bear 25  Orca Animal, Fish 254 

Bear (Grizzly) Animal, Bear 25  Pegasus Animal 255 

Bear (Polar) Animal, Bear 25  Piranha School Animal, Fish 257 

Blacksnake Animal, Snake 42  Quill Rat Animal 277 

Blindtoad Animal 44  Quinslang Animal, Snake 278 

Boar (wild) Animal, Boar 46  Rageclaw Giant Animal,  
Wolverine 

279 

Bone Serpent Animal 48  Rat Animal 280 

Burnfang Giant Animal, Snake 52  Rhinoceros Animal 282 

Camel Animal 53  Rot Crawler Animal 284 

Cottage Turtle Giant Animal, Turtle 64  Rust Beast Animal 285 

Cougar Animal 65  Saber lizard Animal, Reptile 286 

Crebain Animal, Bird 67  Sea Eye Animal 297 

Dog (Guard) Animal, Dog 99  Seahawk Giant Animal, Bird 168 

Dog (Hunting) Animal, Dog 100  Seastar Animal 299 

Dog (War) Animal, Dog 99  Sewer Rat Giant Animal, Rat 305 

Dog (Wild) Animal, Dog 100  Shark Animal 307 

Dolphin Animal, Fish 101  Slitherskin Giant Animal, Snake 320 

Doomspecter Giant Animal, Bird 168  Spire Owl Giant Animal, Bird 168 

Dracasus Animal 103  Stampede Ox Animal 339 

Eaglehound Animal 117  Steppenwolf Giant Animal, Wolf 340 

Elephant Animal 132  Stingfish Animal, Fish 342 

Fearoch Animal 148  Storm Ape Animal 343 

Felpurr Animal 151  Stunwing Animal 345 

Flinthoof Animal 154  Swarmwing Animal, Bat 349 

Ghoul Worm Animal 166  Tamburo Viper Spirit, Animal, Snake 351 

Griffcat Animal, Cat 183  Urgash Animal 361 

Griffin Animal 184  Vastwing Bat Giant Animal, Bat 366 

Grizzlehog Giant Animal, Hog 185  Veth Hound Animal 369 

Harpath Animal 188  Vorax Animal 372 

Hawk Animal, Bird 192  Warg Animal, Wolf 374 

Horse (Riding) Animal, Horse 196  Warprat Giant Animal, Rat 375 

Horse (Quality Warhorse) Animal, Horse 198  Wastrel Animal 378 

Horse (War) Animal, Horse 197  Winhere Giant Animal, Bird 168 

Horse (Wild) Animal, Horse 197  Wolf Animal, Wolf 396 

Hsigo Animal, Ape 199  Xast Animal 403 

Hunter Bat Animal, Bat 200  Yale Animal 405 

����������������������������� ���
�	
����
���	��������������	
����
���	��������������	
����
���	��������������	
����
���	�������������� ���

u 



NAME TYPE PAGE  NAME TYPE PAGE 

Carapace Construct 56  Golem (Stone) Construct 180 

Gargoyle Construct 160  Golem (Wood) Construct 178 

Golem (Clay) Construct 177  Guardian Statue Construct 186 

Golem (Fungus) Construct 178  Huntsmen Construct 202 

Golem (Metal) Construct 179     
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NAME TYPE PAGE  NAME TYPE PAGE 

Demon (Blender) Demon, Hellbeast 79  Demon (Lemure) Demon, Devil 91 

Demon (Brute) Demon, Soldier 80  Demon (Maggot Crawler 
Fiend) 

Demon, Devil 92 

Demon (Corrupter) Demon, Devil 81  Demon (Nightmare) Demon, Hellbeast 93 

Demon (Fellknight) Demon, Soldier 82  Demon (Razorwire Fiend) Demon Devil 94 

Demon (Fire) Demon, Devil 83  Demon (Skull Demon) Demon, Devil 95 

Demon (Gog) Demon, Soldier 84  Demon (Venomcaster) Demon, Soldier 96 

Demon (Hellcat) Demon, Hellbeast 85  Demon (Wings of Woe) Demon, Hellbeast 97 

Demon (Hellflies) Demon, Hellbeast 86  Fell Willow Plant, Demon 150 

Demon (Hellhound) Demon, Hellbeast 87  Jack-o-Lantern Plant, Demon 210 

Demon (Hellswarm) Demon, Hellbeast 88  Naga Demon, Reptile 244 

Demon (Hordeling) Demon, Soldier 89  Wild Hunt (Master) Demon 394 

Demon (Lasher) Demon, Soldier 90  Zhar Demon, Spirit 410 
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NAME TYPE PAGE  NAME TYPE PAGE 

Dragon (Bone) Dragon 105  Water Drake Dragon 379 

Dragon (Elder) Dragon 106  Wyrm (Greater) Dragon 400 

Dragon (Lich) Undead, Dragon 107  Wyrm (Lesser) Dragon 401 

Dragon (Young) Undead, Dragon 108  Wyvern Dragon 402 

Fae Drake Dragon 144     
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NAME TYPE PAGE  NAME TYPE PAGE 

Death Orb Elemental 75  Elemental Spite (Eartj) Elemental 129 

Dust Devil Elemental 112  Elemental Spite (Fire) Elemental 130 

Elemental (Aether) Elemental 121  Elemental Spite (Water) Elemental 131 

Elemental (Air) Elemental 122  Firestorm Elemental 154 

Elemental (Earth) Elemental 123  Hellion Elemental 193 

Elemental (Fire) Elemental 124  Lavakin Elemental 219 

Elemental (Water) Elemental 125  Lightning Hound Elemental 222 

Elemental Bat (Aetherbat) Elemental 126  Rockpile Elemental 283 

Elemental Bat (Dustbat) Elemental 126  Sentinel (Arc) Elemental 300 

Elemental Bat  (Flamebat) Elemental 126  Sentinel (Ember) Elemental 301 

Elemental Bat (Icebat) Elemental 126  Sentinel (Obsidian) Elemental 302 

Elemental Bat (Shockbat) Elemental 126  Sentinel (Psychic) Elemental 303 

Elemental Spite (Aether) Elemental 127  Sentinel (Sea) Elemental 304 

Elemental Spite (Air) Elemental 128  Volt Elemental 371 
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NAME TYPE PAGE  NAME TYPE PAGE 

Dryad (Nymph) Fae 110  Quetzalcouatl Fae 276 

Dryad (Tree) Fae 111  Satyr Fae 291 

Faerie Fae 145  Svart Fae 346 

Faerie (Greater) Fae 146  Swanmay (Maiden Form) Fae 347 

Naiad Fae 245  Swanmay (Swan Form) Fae 348 

Pooka Fae 263  Unicorn Fae 361 
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NAME TYPE PAGE  NAME TYPE PAGE 

Ambush Spider Giant Insect, Spider 14  Kurse Giant Insect, Locust 215 

Ash Spider Giant Insect, Spider 19  Lake Snapper Ciant Insect, Crawfish 216 

Bog Spider Giant Insect, Spider 48  Mage Weaver Giant Insect, Spider 230 

Brawn Lobster Giant Insect, Lobster 216  Megapede Giant Insect, Centipede 235 

Canopy Spider Giant Insect, Spider 54  Plated Spider Giant Insect, Spider 260 

Carrion Beetle Giant Insect, Beetle 57  Predacious Ant Giant Insect, Ant 272 

Cave Crawler Giant Insect, Spider 59  Spiderbat Giant Insect, Spider 326 

Cloud Beetle Giant Insect, Beetle 62  Spiderling Giant Insect, Spider 327 

Crasher Giant Insect, Beetle 66  Spineshell Crab Giant Insect, Crab 328 

Crimson Digger Soldier Giant Insect, Ant 68  Stalker Giant Insect, Spider 338 

Crimson Digger Worker Giant Insect, Ant 69  Sword Spider Giant Insect, Spider 350 

Crystalwing Giant Insect, Dragonfly 71  Titan Spider Giant Insect, Spider 355 

Crystalwing Nymph Giant Insect, Dragonfly 72  Ushant Spider Giant Insect, Spider 363 

Devourer Giant Insect, Mantis 98  Vile Hornet Giant Insect, Hornet 370 

Fire Beetle Giant Insect, Beetle 153  Wastebarb Giant Insect, Scorpion 377 

Ghost Spider Giant Insect, Spider 164  Wavesurge Giant Insect, Crab 381 

Hunting Spider Giant Insect, Spider 201  Yast Wasp Giant Insect, Wasp 105 

Junk Fly Giant Insect, Fly 212  Zeissting Giant Insect, Scorpion 408 
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NAME TYPE PAGE  NAME TYPE PAGE 

Amphisbaena Giant Animal, Snake 15  Rageclaw Giant Animal, Wolverine 279 

Avalanche Owl Giant Animal, Bird 168  Seahawk Giant Animal, Bird 168 

Burnfang Giant Animal, Snake 52  Slitherskin Giant Animal, Snake 320 

Cottage Turtle Giant Animal, Turtle 64  Spire Owl Giant Animal, Bird 168 

Doomspecter Giant Animal, Bird 168  Steppenwolf Giant Animal, Wolf 340 

Grizzlehog Giant Animal, Hog 185  Vastwing Bat Giant Animal, Bat 366 

Mauler Giant Animal, Bear 234  Winhere Giant Animal, Bird 168 

Nemean Lion Giant Animal, Cat 247     
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NAME TYPE PAGE  NAME TYPE PAGE 

Insect Swarm Insect 209  Whizbang Beetle Insect, Beetle 392 

Plague Gnats Insect 258     
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NAME TYPE PAGE  NAME TYPE PAGE 

Beastman (Bat Clan) Humanoid 27  Giant Humanoid, Giant 167 

Beastman (Bear Clan) Humanoid 28  Goblin Humanoid, Yrch 171 

Beastman (Bird Clan) Humanoid 29  Goblin (Hobgoblin) Humanoid, Yrch 172 

Beastman (Cat Clan) Humanoid 30  Goblin Shaman Humanoid, Yrch 173 

Beastman (Dog Clan) Humanoid 31  Leotaur Humanoid 220 

Beastman (Fish Clan) Humanoid 32  Loxotaur Humanoid 228 

Beastman (Fox Clan) Humanoid 33  Mercenary Humanoid 236 

Beastman (Frog Clan) Humanoid 34  Merfolk Warrior Humanoid 237 

Beastman (Horse Clan) Humanoid 35  Minotaur Humanoid 238 

Beastman (Lizard Clan) Humanoid 36  Myconid Humanoid, Fungus 243 

Beastman (Lobster Clan) Humanoid 37  Ogre Humanoid, Yrch 250 

Beastman (Ram Clan) Humanoid 38  Ogre Shaman Humanoid, Yrch 251 

Beastman (Rat Clan) Humanoid 39  Orc Humanoid, Yrch 252 

Beastman (Toad Clan) Humanoid 34  Orc Chieftain Humanoid, Yrch 253 

Beastman (Walrus Clan) Humanoid 40  Ratman Assassin Humanoid, Folc 281 

Caprataur Humanoid 55  Salamander Humanoid, Elemental 287 

Centaur Mystic Humanoid 60  Salamander Flame Weaver Humanoid, Elemental 288 

Centaur Warrior Humanoid 61  Salamander Lord Humanoid, Elemental 289 

Deep One Humanoid 76  Saurian Humanoid 292 

Druid Humanoid 109  Saurian Ssthen Humanoid 293 

Dvergar Humanoid 114  Skulk Elder Humanoid 316 

Dwarf Axemaster Humanoid, Folc 115  Skulk Seer Humanoid 317 

Dwarf Warrior Humanoid, Folc 116  Skulk Warrior Humanoid 318 

Elf (Deep Elf Mage) Humanoid, Folc 134  Temple Cat Humanoid 352 

Elf (Deep Elf Warrior) Humanoid, Folc 135  Troglodyte Humanoid, Fungus 358 

Elf (Elencal Mage) Humanoid, Folc 137  Troglodyte Mutant Humanoid, Fungus 359 

Elf (Elencal Warrior) Humanoid, Folc 138  Wolfen Skald Humanoid 397 

Elf (Perelen Mage) Humanoid, Folc 139  Wolfen Warrior Humanoid 398 

Elf (Perelen Warrior) Humanoid, Folc 140  Zhai Warrior Humanoid, Folc 409 

Geryon Humanoid 162     
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NAME TYPE PAGE  NAME TYPE PAGE 

Aboleth Monster 10  Manticore Monster 233 

Arachne Monster 16  Peryton Monster 256 

Attercop Monster 20  Plated Lion Monster, Cat 259 

Basilisk Monster, Reptile 23  Plated Spider Monster, Spider 260 

Black Spore Monster 41  Plated Steed Monster, Horse 261 

Boreworm Monster 50  Plated Toad Monster 262 

Catoblepas Monster 58  Prowler Monster 273 

Crypt Wurm Monster 70  Psychic Ooze Monster 274 

Cyclops Monster, Giant 73  Scorpicore Monster 294 

Doppelganger Monster 102  Scorpion Cat Monster 295 

Dustdigger Monster 113  Screaming Terror Monster 296 

Evil Eye Monster 142  Sea Serpent Monster 298 

Eye Killer Monster 143  Siren Monster 308 

Frostboar Monster 157  Sludge (Black) Monster 321 

Gazer Monster 161  Sludge (blue) Monster 322 

Gloomwing Monster 169  Sludge (Green) Monster 322 

Gloomworm Monster 170  Sludge (Tan) Monster 323 

Goblin Wasp Monster 174  Sludge (White) Monster 323 

Goblin Wolf Monster 175  Sphinx Monster 325 

Harpy Monster 189  Stingworm Monster 342 

Harpy Spellweaver Monster 189  Stungel Monster 344 

Hood Monster 195  Stunwing Monster 345 

Hydra Monster, Reptile 203  Terror Monster, Aetheric 354 

Hydra Snake Monster, Reptile 204  Trapper Monster 356 

Ice Worm Monster 205  Velkonn Monster 367 

Ihl Beast Monster 206  Venom Hopper Monster 368 

Illithid Monster 207  Vulcan Wurm Monster 373 

Illithid Lord Monster 208  Warprat Monster 375 

Lammasu Monster 217  Warripede Monster 376 

Lythlyx Monster 229  Xolar Monster 404 

Mangonel Monster 232     
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NAME TYPE PAGE  NAME TYPE PAGE 

Bloodvine Plant 45  Polyp (Indigo) Plant, Fungus 266 

Bonefungus Plant, Fungus 49  Polyp (Olive) Plant, Fungus 267 

Brain Coral Plant, Fungus 51  Polyp (Pale) Plant, Fungus 268 

Brain Fungus Plant, Fungus 51  Polyp (Scarlet) Plant, Fungus 269 

Coral Beast Plant 63  Polyp (Spotted) Plant, Fungus 270 

Ent Plant 141  Polyp (Violet) Plant, Fungus 271 

Fell Willow Plant, Demon 150  Spite Bloom Plant 336 

Gorfungus Plant, Fungus 181  Spitter Plant 337 

Jack-o-Lantern Plant, Demon 210  Tentawort Plant 353 

Kraken Weed Plant 214  Trogg Ball Plant, Fungus 357 

Myconid Humanoid, Fungus 243  Troglodyte Humanoid, Fungus 358 

Needler Plant 246  Troglodyte Mutant Humanoid, Fungus 359 

Polyp (Dusky) Plant, Fungus 264  Whivine Plant 391 

Polyp (Fallow) Plant, Fungus 265     

#����#����#����#����� ���

NAME TYPE PAGE  NAME TYPE PAGE 

Familiar Spirit 147  Spirit (Steward) Spirit 334 

Hate Fog Spirit 190  Spirit (Trouble) Spirit 335 

Questing Eye Spirit 275  Tamburo Viper Spirit, Animal, Snake 351 

Spirit (Guardian) Spirit 330  Var Spirit 365 

Spirit (Martial) Spirit 331  Wild Hunt (Avatar of  
Cerrunos) 

Spirit 394 

Spirit (Passion) Spirit 332  Wild Hunt Wolf Spirit 395 

Spirit (Power) Spirit 333  Zhar Demon, Spirit 410 
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NAME TYPE PAGE  NAME TYPE PAGE 

Bain Sidhe Undead 21  Shade Undead 306 

Blazing Bones Undead 43  Skeletal Animal Undead 309 

Dragon (Bone) Undead, Dragon 105  Skeletal Giant Undead 310 

Dragon (Lich) Undead, Dragon 107  Skeletal Human Undead 311 

Fog Zombie Undead 156  Skeletal Knight Undead 312 

Fungus Shambler Undead 159  Skeletal Ogre Undead 313 

Ghost Undead 163  Skeletal Steed Undead 314 

Ghoul Undead 165  Skeleton (Insect Carapace) Undead 315 

Gravemist Undead 182  Skull Warder Undead, Demon 319 

Haunt Undead 191  Spectre Undead 324 

Lich (High End) Undead 225  Vampire Undead 364 

Lich (Low End) Undead 226  Wight Undead 393 

Lost Soul Undead 227  Wraith Undead 399 

Mummy Undead 242  Zombie Undead 411 
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NAME TYPE PAGE  NAME TYPE PAGE 

Darkling Yrch 74  Ogre Humanoid, Yrch 250 

Goblin Humanoid, Yrch 171  Ogre Shaman Humanoid, Yrch 251 

Goblin (Hobgoblin) Humanoid, Yrch 172  Orc Humanoid, Yrch 252 

Goblin Shaman Humanoid, Yrch 173  Orc Chieftain Humanoid, Yrch 253 

Mite Yrch 240  Troll Humanoid, Yrch 360 
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Caves is intended to include any underground structure or area with space for an ecosystem or creatures to live.  This can in-
clude caverns, underground ruins, “dungeons” and so forth, as long as they are not in an urban area. 
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NAME TYPE PAGE  NAME TYPE PAGE 

Alisaur Animal, Lizard 12  Gorfungus Fungus 181 

Attercop Monster 20  Hag Humanoid 187 

Bear (Black) Animal, Bear 24  Hood Monster 195 

Bear (Brown) Animal, Bear 25  Hunter Bat Animal 200 

Beastman (Bat Clan) Humanoid 27  Hunting Spider Giant Insect, Spider 201 

Beastman (Bear Clan) Humanoid 28  Junk Fly Giant Insect 212 

Beastman (Dog Clan) Humanoid 31  Lythlyx Monster 229 

Beastman (Lizard Clan) Humanoid 36  Mage Weaver Giant Insect, Spider 230 

Beastman (Ram Clan) Humanoid 38  Mangonel Monster 232 

Beastman (Toad Clan) Humanoid 34  Manticore Monster 233 

Black Spore Monster 41  Mauler Giant Animal, Bear 234 

Blindtoad Animal 44  Megapede Giant Insect 235 

Bonefungus Plant, Fungus 49  Minotaur Humanoid 238 

Brain Fungus Plant, Fungus 51  Myconid Humanoid, Fungus 243 

Burnfang Giant Animal, Snake 52  Nightcat Animal 248 

Carrion Beetle Giant Insect, Beetle 57  Ogre Humanoid, Yrch 250-251 

Catoblepas Monster 58  Orc Humanoid, Yrch 252-253 

Cave Crawler Giant Insect, Spider 59  Plague Gnats Insect 258 

Cloud Beetle Giant Insect, Beetle 62  Plated Lion Monster, Cat 259 

Crimson Digger Giant Insect, Ant 68-69  Plated Spider Giant Insect, Spider 260 

Crypt Wurm Monster 70  Plated Toad Monster 262 

Cyclops Monster, Giant 73  Polyp Plant, Fungus 264-271 

Darkling Yrch 74  Predacious Ant Giant Insect, Ant 272 

Doppelganger Monster 102  Prowler Monster 273 

Dragon Undead, Dragon 105-108  Quill Rat Animal 277 

Dvergar Humanoid 114  Rat Animal 280 

Dwarf Humanoid, Folc 115-116  Rot Crawler Animal 284 

Echidna Humanoid, Reptile 118-119  Rust Beast Animal 285 

Elemental Bat Elemental 126  Saurian Humanoid 292 

Elf (Deep Elf) Humanoid, Folc 134-135  Scorpicore Monster 294 

Evil Eye Monster 142  Scorpion Cat Monster 295 

Fire Beetle Giant Insect, Beetle 153  Skulk Humanoid 316-318 

Fungal Hopper Fungus 158  Sludge Monster 321-323 

Fungus Shambler Undead 159  Spiderbat Giant Insect, Spider 326 

Ghost Spider Giant Insect, Spider 164  Spiderling Giant Insect, Spider 327 

Ghoul Undead 165  Stingworm Monster 342 

Gloomworm Monster 170  Stungel Monster 344 

Goblin Humanoid, Yrch 171-173  Swarmwing Animal 349 

Goblin Wasp Monster 174  Tentawort Plant 353 
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This list covers any underground or cave fresh water source, whether small pools, underground rivers, or the vast sunless seas 
of the Underdeeps. 

NAME TYPE PAGE  NAME TYPE PAGE 

Beastman (Fish Clan) Humanoid 32  Javelin Eel Animal, Fish 211 

Beastman (Frog Clan) Humanoid 34  Kraken Weed Plant 214 

Beastman (Lobster Clan) Humanoid 37  Lythlyx Monster 229 

Beastman (Walrus Clan) Humanoid 40  Piranha School Animal, Fish 257 

Blindtoad Animal, Toad 44  Sea Eye Monster 297 

Brain Coral Plant, Fungus 51  Sea Serpent Monster 298 

Brawn Lobster Giant Insect, Lobster 216  Seastar Animal 299 

Cottage Turtle Giant Animal, Turtle 64  Sludge (Blue or Green) Monster 322 

Cyclops Monster, Giant 73  Spineshell Crab Giant Animal, Crab 328 

Death Orb Elemental 75  Stingfish Animal, Fish 341 

Dragon  Dragon 105-108  Water Drake Dragon 379 

Hunter Bat Animal, Bat 200  Water Spider Giant Insect, Spider 380 

Hydra Dragon 203  Wyrm Dragon 400-401 

Hydra Snake Dragon 204     

NAME TYPE PAGE  NAME TYPE PAGE 

Titan Spider Giant Insect, Spider 355  Warg Animal, Wolf 374 

Trapper Monster 356  Warripede Monster 376 

Trogg Ball Plant, Fungus 357  Wastebarb Giant Insect, Scorpion 377 

Troglodyte Humanoid, Fungus 358  Whizbang Beetle Insect, Beetle 392 

Troglodyte Mutant Humanoid, Fungus 359  Wolf Animal, Wolf 396 

Ushant Spider Giant Insect, Spider 363  Wolfen Humanoid 397-398 

Vastwing Bat Giant Animal, Bat 366  Wyrm Dragon 400-401 

Velkonn Monster 367  Wyvern Dragon 402 

Vile Hornet Giant Insect, Hornet 370  Xolar Monster 404 

Vorax Animal 372  Yast Wasp Giant Insect, Wasp 406 

Vulcan Wurm Monster 373  Zeissting Giant Insect, Scorpion 408 
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This chart includes any wilderness hot, dry place such as scrub, badlands, sand dunes, and such.   

NAME TYPE PAGE  NAME TYPE PAGE 

Ambush Spider Giant Insect, Spider 14  Leotaur Monster 220 

Amphisbaena Animal, Giant Snake 15  Leucrotta Animal 221 

Arrowhead Rattler Animal, Snake 17  Lion Animal 223 

Ash Spider Giant Insect, Spider 18  Lythlyx Monster 229 

Ash Swimmer Snake Animal, Lizard 19  Manticore Monster 233 

Basilisk Monster, Reptile 23  Megapede Giant Insect 235 

Beastman (Bat Clan) Humanoid 27  Needler Plant 246 

Beastman (Boar Clan) Humanoid 31  Nemean Lion Giant Animal, Cat 247 

Beastman (Cat Clan) Humanoid 30  Ogre Humanoid, Yrch 250-251 

Beastman (Dog Clan) Humanoid 31  Orc Humanoid, Yrch 252-253 

Beastman (Fox Clan) Humanoid 33  Plated Lion Monster 259 

Beastman (Horse Clan) Humanoid 35  Plated Toad Monster 262 

Beastman (Jackal) Humanoid 31  Predacious Ant Giant Insect, Ant 272 

Beastman (Lizard Clan) Humanoid 36  Quill Rat Animal 277 

Beastman (Ram Clan) Humanoid 38  Rat Animal 280 

Beastman (Rat Clan) Humanoid 39  Rockpile Elemental 283 

Beastman (Toad Clan) Humanoid 34  Sandling Elemental 290 

Bloodvine Plant 45  Saurian Humanoid 292 

Bonefungus Plant, Fungus 49  Scorpicore Monster 294 

Burnfang Giant Animal, Snake 52  Scorpion Cat Monster 295 

Camel Animal 53  Sewer Rat Giant Animal, Rat 305 

Carrion Beetle Giant Insect, Beetle 57  Skull Warder Undead, Demon 319 

Cottage Turtle Giant Animal, Turtle 64  Spire Owl Giant Animal, Bird 168 

Cougar Animal 65  Sphinx Monster 325 

Dervish Humanoid 236  Spiderbat Giant Insect, Spider 326 

Dog (Wild) Animal, Dog 99  Spiderling Giant Insect, Spider 327 

Doomspecter Giant Animal, Bird 168  Stalker Giant Insect, Spider 338 

Dracasus Animal 103  Swarmwing Animal 349 

Dragon Undead, Dragon 105-108  Sword Spider Giant Insect, Spider 350 

Dustdigger Monster 113  Titan Spider Giant Insect, Spider 355 

Echidna Humanoid, Reptile 118-119  Troll Humanoid, Yrch 360 

Elemental Bat (fire, dust) Elemental 126  Vastwing Bat Giant Animal, Bat 366 

Eye Killer Monster 143  Vile Hornet Giant Insect, Hornet 370 

Fire Beetle Giant Insect, Beetle 153  Warprat Giant Animal, Rat 375 

Gloomwing Monster 169  Wastebarb Giant Insect, Scorpion 377 

Gloomworm Monster 170  Wastrel Animal 378 

Griffcat Animal, Cat 183  Wyrm Dragon 400-401 

Griffin Monster 184  Wyvern Dragon 402 

Hawk Animal, Bird 192  Xolar Monster 404 

Hunter Bat Animal 200  Zeissting Giant Insect, Scorpion 408 

Hunting Spider Giant Insect, Spider 201     
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This covers any forest or temperate wooded area that is primarily wild or uninhabited. 

NAME TYPE PAGE  NAME TYPE PAGE 

Ambush Spider Giant Insect, Spider 14  Goblin Wasp Monster 174 

Attercop Monster 20  Goblin Wolf Monster 175 

Basilisk Monster, Reptile 23  Hag Humanoid 187 

Bear (Black) Animal, Bear 24  Harpath Animal 188 

Bear (Grizzly) Animal, Bear 25  Harpy Monster 189 

Beastman (Badger Clan) Humanoid 28  Hawk Animal 192 

Beastman (Bat Clan) Humanoid 27  Hsigo Animal 199 

Beastman (Bear Clan) Humanoid 28  Hunter Bat Animal 200 

Beastman (Bird Clan) Humanoid 29  Hunting Spider Giant Insect, Spider 201 

Beastman (Cat Clan) Humanoid 30  Insect Swarm Insect 209 

Beastman (Deer Clan) Humanoid 38  Land Leech Amimal 218 

Beastman (Fox Clan) Humanoid 33  Leucrotta Animal 221 

Beastman (Goat Clan) Humanoid 38  Lythlyx Monster 229 

Beastman (Opossum Clan) Humanoid 33  Mammoth Animal 231 

Beastman (Toad Clan) Humanoid 34  Mauler Giant Animal, Bear 234 

Blacksnake Animal 42  Megapede Giant Insect, Centipede 235 

Bloodvine Plant 45  Minotaur Humanoid 238 

Boar (Wild) Animal 46  Nightcat Animal, Cat 248 

Canopy Spider Giant Insect, Spider 54  Noble Wolf Animal, Wolf 249 

Caprataur Humanoid 55  Ogre Humanoid, Yrch 250-251 

Cougar Animal 65  Orc Humanoid, Yrch 252-253 

Crasher Giant Insect, Beetle 66  Pooka Fae 263 

Crebain Animal 67  Polyp Plant, Fungus 264-271 

Crimson Digger Giant Insect, Ant 68-69  Predacious Ant Giant Insect, Ant 272 

Darkling Humanoid, Yrch 74  Prowler Monster 273 

Devourer Giant Insect, Mantis 98  Quill Rat Animal, Rodent 277 

Druid Humanoid 109  Quinslang Animal, Snake 278 

Dragon (Earth) Dragon 108  Rageclaw Giant Animal,  
Wolverine 

279 

Dryad Fae 110-111  Rat Animal, Rat 280 

Elephant Animal 132  Satyr Fae 291 

Elencal (Wood Elf) Humanoid, Folc 137-138  Sewer Rat Giant Animal, Rat 305 

Ent Plant 141  Sludge (Green or Tan) Monster 322-323 

Fae Drake Dragon 144  Sparhawk Giant Animal, Bird 168 

Faerie Fae 145-146  Spiderbat Giant Insect, Spider 326 

Felpurr Animal 151  Spiderling Giant Insect, Spider 327 

Geryon Humanoid 162  Spire Owl Giant Animal, Bird 168 

Giant Humanoid, Giant 167  Spitter Plant 337 

Gloomwing Monster 169  Stalker Giant Insect, Spider 338 

Gloomworm Monster 170  Swarmwing Animal, Bat 349 

Goblin Humanoid, Yrch 171-173  Steppenwolf Giant Animal, Wolf 340 
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This chart covers all surface fresh water bodies such as ponds, creeks, rivers, and lakes, except swamps. 

NAME TYPE PAGE  NAME TYPE PAGE 

Stingworm Monster 342  Whipvine Plant 391 

Stunwing Monster 345  Whizbang Beetle Insect, Beetle 392 

Swanmay Fae 347-348  Wild Hunt Spirit 394-395 

Tentawort Plant 353  Wolf Animal, Wolf 396 

Unicorn Fae 361  Wyrm Dragon 400-401 

Ushant Spider Giant Insect, Spider 363  Wyvern Dragon 402 

Vastwing Bat Giant Animal, Bat 366  Yale Animal 405 

Vile Hornet Giant Insect, Hornet 370  Yast Wasp Giant Insect 406 

Warg Animal, Wolf 374  Zhai Warrior Humanoid, Folc 411 

Werefox Lycanthrope 385-386     

NAME TYPE PAGE  NAME TYPE PAGE 

Beastman (Crayfish Clan) Humanoid 37  Lythlyx Monster 226 

Beastman (Fish Clan) Humanoid 32  Merfolk Warrior Humanoid 237 

Beastman (Frog Clan) Humanoid 34  Piranha School Animal, Fish 257 

Brain Coral Plant, Fungus 51  Porpoise Animal, Fish 101 

Cottage Turtle Giant Animal, Turtle 64  Sandling Elemental 290 

Crystalwing Giant Insect, Dragonfly 71  Sea Eye Animal 297 

Crystalwing Nymph Giant Insect 72  Seahawk Giant Animal, Bird 168 

Cyclops Monster, Giant 73  Seastar Animal 299 

Death Orb Elemental 75  Slitherskin Giant Animal, Snake 320 

Deep One Humanoid 76  Sludge (Green) Monster 322 

Hydra Monster, Reptile 203  Stingfish Animal, Fish 341 

Hydra Snake Monster, Reptile 204  Swanmay (Maiden Form) Fae 347-348 

Javelin Eel Animal, Fish 211  Water Drake Dragon 379 

Kraken Weed Plant 214  Water Spider Giant Insect, Spider 380 
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NAME TYPE PAGE  NAME TYPE PAGE 

Ambush Spider Giant Insect, Spider 14  Hunting Spider Giant Insect, Spider 201 

Avalanche Owl Giant Animal, Bird 168  Ice Worm Monster 205 

Bain Sidhe Undead 21  Leucrotta Animal 221 

Bear (Grizzly) Animal, Bear 25  Mammoth Animal 231 

Bear (Polar) Animal, Bear 25  Mauler Giant Animal, Bear 234 

Beastman (Bear Clan) Humanoid 28  Noble Wolf Animal, Wolf 249 

Beastman (Dog Clan) Humanoid 31  Ogre Humanoid, Yrch 250-251 

Beastman (Fox Clan) Humanoid 33  Quill Rat Animal 277 

Beastman (Ram Clan) Humanoid 38  Rageclaw Giant Animal, Wolverine 279 

Beastman (Walrus Clan) Humanoid 40  Rat Animal 280 

Bloodvine Plant 45  Sewer Rat Giant Animal, Rat 305 

Caprataur Humanoid 55  Sludge (White) Monster 323 

Cougar Animal, Cat 65  Spiderling Giant Insect, Spider 327 

Crebain Animal, Bird 67  Spineshell Crab Giant Insect, Crab 328 

Dog (Wild) Animal, Dog 99  Spite Bloom Plant 336 

Dragon Dragon 105-108  Spitter Plant 337 

Dwarf Humanoid, Folc 115-116  Stampede Ox Animal 339 

Eaglehound Animal, Wolf 117  Stingworm Monster 342 

Elf (Perelen) Humanoid, Folc 139-140  Svart Fae 346 

Frostboar Monster 157  Tiger Animal, Cat 128 

Giant Humanoid, Giant 167  Troll Humanoid, Yrch 360 

Goblin Humanoid, Yrch 171-173  Vorax Animal 372 

Goblin Wolf Monster 175  Warg Animal, Wolf 374 

Griffcat Animal 183  Wendigo Spirit, Undead 382 

Griffin Animal 184  Winhere Giant Animal, Bird 168 

Harpath Animal, Cat 188  Wolf Animal, Wolf 396 

Hawk Animal, Bird 192  Wolfen Humanoid 397-398 

Herd Animal Animal 194  Wyrm Dragon 400-401 

Horse, Wild Animal, Horse 197  Yeti Monster 407 

Hsigo Animal 199  Zhai Warrior Humanoid 409 

Icy areas includes any frosty or frozen area, including mountaintops, glaciers, and arctic regions. 

��$��$��$��$ 

hh 



NAME TYPE PAGE  NAME TYPE PAGE 

Ambush Spider Giant Insect, Spider 14  Harpy Humanoid 189 

Amphisbaena Giant Animal, Snake 15  Hawk Animal, Bird 192 

Attercop Monster 20  Hsigo Animal 199 

Bain Sidhe Undead 21  Hunter Bat Animal 200 

Basilisk Monster 23  Hunting Spider Giant Insect, Spider 201 

Beastman (Bat Clan) Humanoid 27  Hydra Dragon 203 

Beastman (Bird Clan) Humanoid 29  Hydra Snake Monster 204 

Beastman (Cat Clan) Humanoid 30  Insect Swarm Insect 209 

Beastman (Lizard Clan) Humanoid 36  Jack-o-Lantern Demon, Plant 210 

Beastman (Rat Clan) Humanoid 39  Junk Fly Giant Insect, Fly 212 

Beastman (Toad Clan) Humanoid 34  Kraken Weed Plant 214 

Blacksnake Animal 42  Lake Snapper Giant Insect, Crayfish 216 

Bloodvine Plant 45  Land Leech Monster 218 

Boar (wild) Animal 46  Leucrotta Animal 221 

Bog Spider Giant Insect, Spider 47  Janguar Animal 223 

Bonefungus Plant, Fungus 49  Loxotaur Monster 228 

Brain Fungus Plant, Fungus 51  Lythlyx Monster 229 

Burnfang Giant Animal, Snake 52  Mangonel Monster 232 

Canopy Spider Giant Insect, Spider 54  Megapede Giant Insect, Centipede 235 

Caprataur Humanoid 55  Mist Giant Elemental 239 

Carrion Beetle Giant Insect, Beetle 57  Mudling Elemental 241 

Catoblepas Monster 58  Naga Monster 244 

Crasher Giant Insect, Beetle 66  Nemean Lion Monster 247 

Crimson Digger Giant Insect, Ant 68-69  Nightcat Animal, Cat 248 

Crystalwing Giant Insect, Dragonfly 71  Ogre Yrch 250-251 

Crystalwing Nymph Giant Insect, Dragonfly 72  Orc Yrch 252-253 

Death Orb Elemental 75  Plague Gnats Insect 258 

Devourer Giant Insect, Mantis 98  Plated Lion Monster 259 

Doomspecter Giant Animal, Bird 168  Plated Toad Monster 262 

Dragon Dragon 105-108  Polyp Plant, Fungus 264-271 

Druid Humanoid 109  Predacious Ant Giant Insect, Ant 272 

Dryad Fae 110-111  Prowler Monster 273 

Echidna Humanoid 118  Quetzalcouatl Fae 276 

Elephant Animal 132  Quill Rat Animal 277 

Evil Eye Monster 142  Quinslang Animal, Snake 278 

Eye Killer Monster 143  Rageclaw Giant Animal, Wolverine 279 

Fell Willow Plant, Demon 150  Rat Animal 280 

Fungal Hopper Plant, Fungus 157  Rot Crawler Monster 284 

Fungus Shambler Undead 159  Saber Lizard Animal 286 

Geryon Monster 162  Saurian Humanoid, Folc 292-293 

Gloomwing Giant Insect, Moth 169  Scorpicore Monster 294 

Gloomworm Giant Insect, Caterpillar 170  Scorpion Cat Monster 295 

Goblin Yrch 171-173  Seahawk Giant Animal, Bird 168 

Goblin Wasp Monster 174  Sewer Rat Giant Animal, Rat 305 

Goblin Wolf Monster 175  Slitherskin Giant Animal, Snake 320 

Grizzlehog Giant Animal, Hog 185  Sludge Monster 321-323 

Jungle refers to any hot humid or wet forested area, a wilderness area without significant population. 
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Spiderbat Monster 326  Troglodyte Humanoid, Fungus 358 

Spiderling Giant Insect, Spider 327  Troglodyte Mutant Humanoid, Fungus 359 

Spineshell Crab Giant Insect, Crab 328  Troll Humanoid, Yrch 360 

Spite Bloom Plant 336  Ushant Spider Giant Insect, Spider 363 

Spitter Plant 337  Venom Hopper Monster 368 

Stalker Giant Insect, Spider 338  Vile Hornet Giant Insect, Hornet 370 

Stampede Ox Animal 339  Vorax Animal 372 

Stingworm Monster 342  Warripede Monster 376 

Storm Ape Monster 343  Wastebarb Giant Insect, Scorpion 377 

Stungel Monster 344  Whipvine Plant 391 

Stunwing Monster 345  Whizbang Beetle Insect 392 

Swarmwing Animal, Bat 349  Wyrm Dragon 400-401 

Sword Spider Giant Insect, Spider 350  Wyvern Dragon 402 

Tamburo Viper Animal, Spirit 351  Yale Animal 405 

Tentawort Plant 353  Yast Wasp Giant Insect, Wasp 406 

Tiger Animal 128  Zeissting Giant Insect, Scorpion 408 

Titan Spider Giant Insect, Spider 355  Zhai Warrior Humanoid, Folc 409 
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The Plains here means open temperate areas with few if any trees, primarily small bushes and grasses. 

NAME TYPE PAGE  NAME TYPE PAGE 

Ambush Spider Giant Insect, Spider 14  Nemean Lion Giant Animal, Cat 247 

Amphisbaena Animal, Giant Snake 15  Ogre Humanoid, Yrch 250-251 

Arrowhead Rattler Animal, Snake 17  Orc Humanoid, Yrch 252-254 

Beastman (Antelope Clan) Humanoid 39  Plated Lion Monster, Cat 259 

Beastman (Cat Clan) Humanoid 30  Plated Steed Monster, Horse 261 

Beastman (Coyote Clan) Humanoid 31  Plated Toad Monster 262 

Beastman (Horse Clan) Humanoid 35  Predacious Ant Giant Insect, Ant 272 

Beastman (Rat Clan) Humanoid 39  Quill Rat Animal 277 

Beastman (Toad Clan) Humanoid 34  Rat Animal 280 

Bloodvine Plant 45  Rhinoceros Animal 282 

Boar (wild) Animal, Boar 90  Rockpile Elemental 283 

Burnfang Giant Animal, Snake 52  Saber lizard Animal, Reptile 286 

Carrion Beetle Giant Insect, Beetle 57  Saurian Humanoid 292-293 

Centaur Humanoid 60-61  Scorpicore Monster 294 

Crebain Animal, Bird 67  Scorpion Cat Monster 295 

Crimson Digger Giant Insect, Ant 68-69  Sewer Rat Giant Animal, Rat 305 

Doomspecter Giant Animal, Bird 168  Sludge (Tan) Monster 323 

Dust Devil Elemental 112  Sphinx Monster 325 

Echidna Humanoid, Reptile 118-119  Spiderling Giant Insect, Spider 327 

Eye Killer Monster 143  Stalker Giant Insect, Spider 338 

Gloomwing Monster 169  Stampede Ox Animal 339 

Gloomworm Monster 170  Stingworm Monster 342 

Goblin Humanoid, Yrch 171-173  Swarmwing Animal 349 

Grizzlehog Giant Animal, Hog 185  Sword Spider Giant Insect, Spider 350 

Hag Humanoid 187  Tentawort Plant 353 

Hawk Animal, Bird 192  Titan Spider Giant Insect, Spider 355 

Horse Animal, Horse 196-168  Urgash Animal 362 

Hunting Spider Giant Insect, Spider 201  Ushant Spider Giant Insect, Spider 363 

Insect Swarm Animal, Insect 209  Vastwing Bat Giant Animal, Bat 366 

Jack-o-Lantern Demon, Plant 210  Vile Hornet Giant Insect, Hornet 370 

Kurse Giant Insect, Locust 215  Vorax Animal 372 

Land Leech Animal 218  Warg Animal, Wolf 374 

Leotaur Monster 220  Wastrel Animal 378 

Leucrotta Animal 221  Wolf Animal, Wolf 396 

Lion Animal 223  Wyrm Dragon 400-401 

Loxotaur Monster 228  Wyvern Dragon 402 

Lythlyx Monster 219  Xolar Monster 404 

Mammoth Animal 231  Yast Wasp Giant Insect, Wasp 406 

Mangonel Monster 232  Zeissting Giant Insect, Scorpion 408 

Megapede Giant Insect 235  Zhai Warrior Humanoid, Folc 409 
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Mountains here covers any primarily mountainous, high region, including high hills. 

NAME TYPE PAGE  NAME TYPE PAGE 

Arrowhead Rattler Animal, Snake 17  Mauler Giant Animal, Bear 234 

Basilisk Monster, Reptile 23  Megapede Giant Insect 235 

Bear (Black) Animal, Bear 24  Noble Wolf Animal 249 

Bear (Brown) Animal, Bear 25  Ogre Humanoid, Yrch 250-251 

Beastman (Bat Clan) Humanoid 27  Orc Humanoid, Yrch 253-254 

Beastman (Bear Clan) Humanoid 28  Pegasus Animal 255 

Beastman (Bird Clan) Humanoid 29  Peryton Monster 256 

Beastman (Cat Clan) Humanoid 30  Plated Toad Monster 262 

Beastman (Fox Clan) Humanoid 33  Predacious Ant Giant Insect, Ant 272 

Beastman (Ram Clan) Humanoid 38  Quill Rat Animal 277 

Beastman (Toad Clan) Humanoid 34  Rageclaw Giant Animal, Wolverine 279 

Bloodvine Plant 45  Rockpile Elemental 283 

Cougar Animal 65  Sludge (Tan) Monster 323 

Devourer Giant Insect, Mantis 98  Spire Owl Giant Animal, Bird 168 

Dracasus Animal 103  Spiderling Giant Insect, Spider 327 

Druid Humanoid 109  Stingworm Monster 342 

Dwarf Humanoid, Folc 115-116  Stunwing Animal 345 

Fearoch Animal 148  Svart Fae 346 

Flinthoof Animal 155  Titan Spider Giant Insect, Spider 355 

Giant Humanoid, Giant 167  Ushant Spider Giant Insect, Spider 363 

Goblin Humanoid, Yrch 171-173  Vile Hornet Giant Insect, Hornet 370 

Griffcat Animal, Cat 183  Vorax Animal 372 

Griffin Animal 184  Warg Animal, Wolf 374 

Harpath Animal 188  Whipvine Plant 391 

Harpy Monster 189  Winhere Giant Animal, Bird 168 

Hawk Animal, Bird 192  Wolf Animal, Wolf 396 

Hunter Bat Animal 200  Wolfen Humanoid 397-398 

Hunting Spider Giant Insect, Spider 201  Wyrm Dragon 400-401 

Lythlyx Monster 219  Wyvern Dragon 402 

Mammoth Animal 231  Yast Wasp Giant Insect, Wasp 406 

Manticore Monster 233  Yeti Animal 407 
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NAME TYPE PAGE  NAME TYPE PAGE 

Amphisbaena Giant Animal, Snake 15  Insect Swarm Insect 209 

Attercop Monster 20  Junk Fly Giant Insect, Fly 212 

Bain Sidhe Undead 21  Kraken Weed Plant 214 

Basilisk Monster 23  Lake Snapper Giant Insect, Crayfish 216 

Beastman (Bird Clan) Humanoid 29  Land Leech Monster 218 

Beastman (Crayfish Clan) Humanoid 37  Lythlyx Monster 229 

Beastman (Fish Clan) Humanoid 32  Megapede Giant Insect, Centipede 235 

Beastman (Frog Clan) Humanoid 34  Merfolk Warrior Humanoid 237 

Beastman (Lizard Clan) Humanoid 36  Mist Giant Elemental 239 

Beastman (Rat Clan) Humanoid 39  Mudling Elemental 241 

Beastman (Toad Clan) Humanoid 34  Naga Demon, Reptile 244 

Blacksnake Animal, Snake 42  Naiad Fae 245 

Bloodvine Plant 45  Ogre Humanoid, Yrch 250-251 

Boar (wild) Animal, Boar 46  Orc Humanoid, Yrch 252-523 

Bog Spider Giant Insect, Spider 47  Peryton Animal 256 

Brain Fungus Plant, Fungus 51  Plague Gnats Insect 258 

Burnfang Giant Animal, Snake 52  Plated Toad Monster 262 

Canopy Spider Giant Insect, Spider 54  Pooka Fae 263 

Carrion Beetle Giant Insect, Beetle 57  Polyp Plant, Fungus 267-271 

Cottage Turtle Giant Animal, Turtle 64  Predacious Ant Giant Insect, Ant 272 

Crystalwing Giant Insect, Dragonfly 71  Prowler Monster 273 

Crystalwing Nymph Giant Insect, Dragonfly 72  Quetzalcouatl Fae 276 

Death Orb Elemental 75  Quill Rat Animal, Rat 277 

Devourer Giant Insect, Mantis 98  Quinslang Animal, Snake 278 

Dragon Dragon 105-108  Rat Animal 280 

Dryad Fae 110-111  Rot Crawler Monster 284 

Echidna Humanoid, Reptile 118  Seahawk Giant Animal, Bird 168 

Ent Plant 141  Sewer Rat Giant Animal, Rat 305 

Evil Eye Monster 142  Slitherskin Giant Animal, Snake 320 

Eye Killer Monster 143  Sludge Monster 321-323 

Faerie Fae 145  Spire Owl Giant Animal, Bird 168 

Fell Willow Plant, Demon 150  Spiderbat Monster 326 

Fungal Hopper Plant, Fungus 158  Spiderling Giant Insect, Spider 327 

Fungus Shambler Undead, Fungus 159  Spineshell Crab Giant Insect, Crab 328 

Geryon Humanoid 162  Spite Bloom Plant 336 

Ghoul Undead 165  Spitter Plant 337 

Ghoul Worm Animal 166  Stalker Giant Insect, Spider 338 

Gloomwing Giant Insect, Moth 169  Stingworm Monster 342 

Gloomworm Giant Insect, Caterpillar 170  Stungel Monster 344 

Gobin Humanoid, Yrch 171-173  Stunwing Monster 345 

Goblin Wasp Monster 174  Swanmay Fae 347-348 

Hag Humanoid, Yrch 187  Tamburo Viper Animal, Spirit 351 

Harpy Monster 189  Tentawort Plant 353 

Hunter Bat Giant Animal, Bat 200  Troll Humanoid, Yrch 360 

Hunting Spider Giant Insect, Spider 201  Ushant Spider Giant Insect, Spider 362 

Hydra Dragon 203  Vastwing Bat Giant Animal, Bat 366 

Hydra Snake Dragon 204  Venom Hopper Animal 368 

This covers any swamp, fen, reeds, or watery bog area that is lightly or totally uninhabited and in a temperate to warm climate. 
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NAME TYPE PAGE  NAME TYPE PAGE 

Bonefungus Plant 49  Elemental Spite (Water) Elemental 131 

Carapace Construct 264  Firestorm Elemental 154 

Crypt Wurm Monster 70  Gazer Monster 161 

Death Orb Elemental 75  Gargoyle Construct 160 

Dust Devil Elemental 112  Ghost Spider Giant Insect 164 

Elemental (Aether) Elemental 121  Golem (Clay) Construct 177 

Elemental (Air) Elemental 122  Golem (Fungus) Construct 178 

Elemental (Earth) Elemental 123  Golem (Metal) Construct 179 

Elemental (Fire) Elemental 124  Golem (Stone) Construct 180 

Elemental (Water) Elemental 125  Golem (Wood) Construct 178 

Elemental Bat (Aetherbat) Elemental 126  Guardian Statue Construct 186 

Elemental Bat (Dustbat) Elemental 126  Hellion Elemental 193 

Elemental Bat  (Flamebat) Elemental 126  Huntsmen Construct 202 

Elemental Bat (Icebat) Elemental 126  Lavakin Elemental 219 

Elemental Bat (Shockbat) Elemental 126  Lightning Hound Elemental 222 

Elemental Spite (Aether) Elemental 127  Rockpile Elemental 283 

Elemental Spite (Air) Elemental 128  Terror Monster 354 

Elemental Spite (Eartj) Elemental 129  Velkonn Monster 367 

Elemental Spite (Fire) Elemental 130     

This covers any sealed, long forgotten area without a normal food chain, water, or even air flow.  A sealed, forgotten place. 
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NAME TYPE PAGE  NAME TYPE PAGE 
Vile Hornet Giant Insect, Hornet 370  Wolf Animal, Wolf 396 
Warg Animal, Wolf 374  Wyrm Dragon 400-401 
Water Spider Giant Insect, Spider 380  Yale Animal 405 
Whipvine Plant 391  Yast Wasp Giant Insect, Wasp 406 
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NAME TYPE PAGE  NAME TYPE PAGE 

Aiske Animal 11  Icebat Elemental  126 

Barracuda Animal 22  Kraken Monster 213 

Beastman (Fish Clan) Humanoid 32  Merfolk Warrior Humanoid 237 

Beastman (Lobster Clan) Humanoid 37  Mist Giant Elemental 239 

Brain Coral Plant 51  Oceanid Faerie 245 

Brawn Lobster Giant Animal, Lobster 216  Orca Animal 254 

Coral Beast Plant 63  Sandling Elemental 290 

Cottage Turtle Giant Animal, Turtle 64  Sea Eye Animal 297 

Cyclops Giant 73  Sea Serpent Monster 298 

Death Orb Elemental 75  Seahawk Giant Animal, Bird 168 

Dolphin Animal 101  Shark Animal 307 

Dragon Dragon 105-108  Siren Faerie 308 

Elemental (Water) Elemental 125  Sludge (Green) Monster 322 

Elemental Spite (Water) Elemental 131  Spineshell Crab Giant Animal 328 

Ghost Undead 163  Stingfish Animal 341 

Ghoul Undead 165  Water Drake Dragon 379 

Giant Giant 167  Water Spider Giant Insect, Spider 380 

Hydra Monster , Reptile 189  Wavesurge Giant Insect, Crab 381 
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NAME TYPE PAGE  NAME TYPE PAGE 

Alisaur Giant Animal, Lizard 12  Illithid Lord Monster 208 

Basilisk Monster 23  Junk Fly Giant Insect, Fly 212 

Black Spore Monster 41  Land Leech Monster 218 

Blindtoad Giant Animal, Toad 44  Lythlyx Monster 229 

Bone Serpent Animal 48  Mage Weaver Giant Insect, Spider 230 

Bonefungus Plant, Fungus 49  Mangonel Monster 232 

Brain Fungus Plant, Fungus 51  Manticore Monster 233 

Carrion Beetle Giant Insect, Beetle 57  Megapede Giant Insect, Centipede 235 

Cave Crawler Giant Insect, Spider 59  Mite Yrch 240 

Cloud Beetle Giant Insect, Beetle 62  Myconid Humanoid, Fungus 243 

Cottage Turtle Giant Anaiml, Turtle 64  Nightcat Animal, Cat 248 

Crimson Digger Giant Insect, Ant 68-69  Plated Spider Monster 260 

Crypt Wurm Monster 70  Plated Toad Monster 262 

Death Orb Elemental 75  Polyp Plant, Fungus 264-271 

Deep One Humanoid 76  Psychic Ooze Monster 274 

Doppelganger Monster 102  Sludge Monster 321-323 

Dragon Dragon 105-108  Spiderbat Monster 326 

Dust Devil Elemental 112  Spiderling Giant Insect, Spider 327 

Dvergar Humanoid 114  Spineshell Crab Giant Insect, Crab 328 

Elf (Deep Elf) Humanoid 134-136  Stingworm Monster 342 

Evil Eye Monster 142  Stungel Monster 344 

Fire Beetle Giant Insect, Beetle 153  Terror Monster 354 

Gargoyle Construct 160  Titan Spider Giant Insect, Spider 355 

Gazer Monster 161  Trogg Ball Fungus 357 

Ghost Spider Giant Insect, Spider 164  Troglodyte Humanoid, Fungus 358 

Golem Construct 177-180  Troglodyte Mutant Humanoid, Fungus 359 

Gorfungus Plant, Fungus 181  Troll Humanoid, Fungus 360 

Gravemist Undead 182  Ushant Spider Giant Insect, Spider 363 

Guardian Statue Construct 186  Vastwing Bat Giant Animal, Bat 366 

Haunt Undead 191  Velkonn Monster 367 

Hellion Elemental 193  Veth Hound Animal 369 

Hood Monster 195  Warprat Monster 375 

Hunter Bat Animal, Bat 200  Warripede Monster 376 

Hunting Spider Giant Insect, Spider 201  Whizbang Beetle Insect 392 

Hydra Dragon 203  Wyrm Dragon 400-401 

Hydra Snake Dragon 204  Wyvern Dragon 402 

Ihl Beast Monster 206  Xolar Monster 404 

Illithid Monster 207  Zhar Demon, Spirit 410 

The Underdeeps includes any of the deep caverns, passages, and construction of the vast underground cave complexes far be-
neath the surface of the earth.  Underdeeps are beneath ordinary caves, at least a mile deep. 
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NAME TYPE PAGE  NAME TYPE PAGE 

Aboleth Monster 10  Lake Snapper Giant Insect, Crayfish 216 

Blindtoad Animal, Toad 44  Lythlyx Monster 229 

Brain Coral Plant, Fungus 51  Mudling Elemental 241 

Cottage Turtle Giant Animal, Turtle 64  Psychic Ooze Monster 274 

Death Orb Elemental 75  Sandling Elemental 290 

Deep One Humanoid 76  Sea Eye Animal 297 

Dragon (Bone) Dragon 105  Seastar Snimal 299 

Fangswarm Fish Animal, Fish 257  Sludge (Blue or Green) Monster 322 

Hunter Bat Animal, Bat 200  Spineshell Crab Giant Insect, Crab 328 

Hydra Dragon 203  Stingfish Animal, Fish 341 

Hydra Snake Dragon 204  Water Drake Dragon 379 

Javelin Eel Animal, Fish 211  Water Spider Giant Insect, Spider 380 

Kraken Weed Plant 214  Wyrm Dragon 400-401 

This covers any fresh water area in the Underdeeps, although the vast sunless seas of the Underdeeps are salt water and are 
nearly identical to surface salt water encounters. 

NAME TYPE PAGE  NAME TYPE PAGE 

Arachne Monster 16  Junk Fly Giant Insect, Fly 212 

Cloud Beetle Giant Insect, Beetle 62  Mercenary Humanoid, Folc 236 

Crimson Digger Giant Insect, Ant 68-69  Patrol Humanoid, Folc 236 

Darkling Yrch 74  Rat Animal, Rat 280 

Dog Animal, dog 99-100  Ratman Assassin Humanoid, Folc 281 

Dwarf Humanoid, Folc 115-116  Rot Crawler Monster 284 

Eaglehound Animal, Wolf 117  Rust Beast Monster 285 

Elf  (Perelen) Humanoid, Folc 139-140  Saurian Humanoid, Folc 292-293 

Familiar Spirit 147  Sewer Rat Giant Animal, Rat 305 

Gargoyle Construct 160  Spirit (Steward) Spirit 334 

Ghost Undead 163  Spirit (Trouble) Spirit 335 

Ghoul Undead 165  Spite Bloom Plant 336 

Ghoul Worm Animal 166  Spitter Plant 337 

Golem Construct 177-180  Stungel Monster 344 

Gravemist Undead 182  Terror Monster 324 

Guard Humanoid, Folc 236  Vile Hornet Giant Insect, Hornet 370 

Guardian Statue Construct 186  Warprat Monster 375 

Hate Fog Spirit 190  Werebear Monster, Lycanthrope 383-384 

Haunt Undead 191  Wererat Monster, Lycanthrope 387-388 

Hawk Animal, Bird 192  Werewolf Monster, Lycanthrope 389-390 

Horse (riding) Animal, Horse 196  Wolfen Humanoid, Folc 397-398 

Horse (War) Animal, Horse 197  Yast Wasp Giant Insect, Wasp 406 

Hunter Bat Animal, Bat 200  Zhai Warrior Humanoid, Folc 409 

Insect Swarm Insect 209  Zombie Undead 411 

Jack-o-Lantern Plant, Demon 210     
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Urban Encounters include any city or town area and the attending constructions such as parks, sewers, catacombs, basements, 
graveyards, palaces, keeps, and so forth. 
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NAME TOTAL COST PAGE  NAME TOTAL COST PAGE 

Mite 104 240  Sea Eye 113 297 

Echidna 103 118  Beastman (Cat Clan) 114 30 

Beastman (Dog Clan) 105 31  Elemental Spite (Water) 114 131 

Dolphin 106 101  Spite Bloom 114 336 

Golem (Fungus) 106 178  Beastman (Bat Clan) 115 27 

Golem (Wood) 106 178  Beastman (Fox Clan) 115 33 

Saber lizard 106 286  Blacksnake 115 42 

Beastman (Frog Clan) 107 34  Dwarf Warrior 115 116 

Beastman (Toad Clan) 107 34  Skulk Warrior 115 318 

Dog (Guard) 107 99  Hsigo 116 199 

Dog (War) 107 99  Horse (War) 117 197 

Dog (Wild) 107 99  Horse (Wild) 117 197 

Spiderling 107 327  Plated Steed 117 261 

Darkling 110 74  Hunter Bat 118 200 

Merfolk Warrior 111 327  Loxotaur 118 228 

Beastman (Lobster Clan) 112 37  Piranha School 118 257 

Plated Toad 112 262  Avalanche Owl 119 168 

Stunwing 112 345  Crimson Digger (Soldier) 119 68 

Brawn Lobster 113 216  Giant Raptor 119 168 

Lake Snapper 113 216  Seahawk 119 168 

NAME TOTAL COST PAGE  NAME TOTAL COST PAGE 

Blindtoad 3 44  Wolf 85 396 

Javelin Eel 10 211  Beastman (Horse Clan) 86 35 

Rat 21 280  Beastman (Ram Clan) 86 38 

Kraken Weed 28 214  Goblin Shaman 86 173 

Hawk 38 192  Seastar 86 299 

Arrowhead Rattler 42 17  Dvergar 87 114 

Goblin 44 171  Bone Serpent 88 48 

Stampede Ox 48 339  Cloud Beetle 89 62 

Ghoul Worm 53 166  Wolfen Warrior 89 398 

Whizbang Beetle 53 392  Boar (wild) 90 46 

Quinslang 54 278  Wavesurge 90 380 

Stingfish 58 341  Crebain 94 67 

Dog (Hunting) 66 100  Crimson Digger (Worker) 94 68 

Herd Animal 69 194  Horse (Riding) 94 169 

Mercenary 69 236  Beastman (Bird Clan) 96 29 

Orc 69 252  Caprataur 96 55 

Saurian 70 292  Camel 98 53 

Goblin (Hobgoblin) 71 172  Cougar 98 65 

Kurse 72 215  Deep One 98 76 

Swarmwing 77 349  Beastman (Fish Clan) 99 32 

Beastman (Lizard Clan) 82 36  Beastman (Bear Clan) 100 28 

Megapede 82 235  Eaglehound 100 117 

Venom Hopper 83 368     
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NAME TOTAL COST PAGE  NAME TOTAL COST PAGE 

Spire Owl 119 168  Insect Swarm 135 209 

Rot Crawler 120 284  Elf (Deep Elf Warrior) 137 135 

Beastman (Walrus Clan) 121 40  Trapper 137 356 

Griffcat 121 183  Bear (Brown) 138 25 

Trogg Ball 121 357  Bear (Grizzly) 138 25 

Land Leech 122 218  Bear (Polar) 138 25 

Ash Swimmer Snake 124 19  Lost Soul 138 227 

Urgash 124 262  Elemental Spite (Fire) 139 130 

Fungal Hopper 125 158  Elf (Perelen Warrior) 139 132 

Bear (Black) 126 24  Mammoth 139 231 

Junk Fly 126 126  Needler 140 246 

Spirit (Trouble) 127 335  Troglodyte 140 358 

Harpath 128 188  Aiske 141 11 

Leotaur 128 220  Ash Spider 142 18 

Lion 128 223  Tentawort 142 353 

Warprat 129 375  Spiderbat 142 326 

Swanmay (Swan Form) 134 348  Spirit (Guardian) 142 330 

Demon (Blender) 129 79  Echidna Shaman 143 119 

Druid 129 109  Frost Boar 144 157 

Goblin Wolf 129 175  Siren 144 308 

Alisaur 130 12  Tamburo Viper 146 351 

Sewer Rat 131 305  Gorfungus 146 181 

Beastman (Rat Clan) 132 39  Horse (Quality Warhorse) 146 198 

Elf (Elencal Warrior) 132 132  Elemental Spite (Earth) 147 129 

Spirit (Passion) 132 332  Fire Beetle 147 153 

Familiar 132 147  Goblin Wasp 148 174 

Dustdigger 134 113  Flinthoof 149 155 

Sentinel (Arc) 134 300  Questing Eye 149 275 

Sentinel (Ember) 134 301  Skulk Seer 149 317 

Sentinel (Obsidian) 134 302  Orc Chieftain 150 253 

Sentinel (Psychic) 134 303  Shark 150 307 

Sentinel (Sea) 134 304  Spitter 150 337 

Bog Spider 135 47     
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NAME TOTAL COST PAGE  NAME TOTAL COST PAGE 

Hunting Spider 152 201  Rust Beast 172 285 

Salamander 152 287  Spirit (Power) 172 333 

Catoblepas 154 58  Bloodvine 173 45 

Elemental Spite (Air) 154 128  Wild Hunt Wolf 176 395 

Polyp (Spotted) 154 270  Spineshell Crab 177 328 

Wastrel 155 378  Ratman Assassin 179 281 

Crystalwing Nymph 156 72  Svart 181 346 

Devourer 156 98  Burnfang 182 52 

Steppenwolf 158 340  Elf (Elencal Mage) 182 137 

Ushant Spider 158 363  Stalker 182 338 

Xast 159 403  Elephant 184 132 

Polyp (Pale) 160 268  Evil Eye 184 142 

Fearoch 161 148  Ambush Spider 185 14 

Gloomworm 161 170  Sword Spider 185 350 

Nightcat 162 248  Dracasus 186 103 

Elemental Spite (Aether) 163 127  Elemental Bat (Aetherbat) 186 126 

Lavakin 163 219  Harpy 186 189 

Spirit (Steward) 163 334  Carrion Beetle 187 57 

Polyp (Scarlet) 164 269  Satyr 188 291 

Sludge (Tan) 164 323  Zombie 188 411 

Elemental Bat  (Flamebat) 165 126  Skeletal Steed 189 315 

Elemental Bat (Icebat) 165 126  Boreworm 190 50 

Elemental Bat (Shockbat) 165 126  Brain Coral 192 51 

Leucrotta 165 221  Brain Fungus 192 51 

Screaming Terror 166 296  Elf (Perelen Mage) 192 139 

Warg 166 374  Sludge (Blue) 193 322 

Elf (Deep Elf Mage) 168 134  Sludge (Green) 193 322 

Storm Ape 168 343  Hydra Snake 194+ 204 

Yale 168 405  Elemental Bat (Dustbat) 195 126 

Ice Worm 169 205  Hood 196 195 

Warripede 169 376  Stungel 198 344 

Wolfen Skald 169 397     
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NAME TOTAL COST PAGE  NAME TOTAL COST PAGE 

Felpurr 201 151  Demon (Venomcaster) 238 96 

Ogre Shaman 201 251  Harpy (Spellweaver) 238 189 

Vile Hornet 201 370  Saurian Ssthen 238 293 

Noble Wolf 202 249  Mudling 239 241 

Water Drake 202 379  Troll 240 360 

Demon (Hordeling) 203 89  Predacious Ant 241 272 

Firestorm 203 154  Wyvern 241 402 

Guardian Statue 204 186  Salamander Lord 247 289 

Sludge (White) 204 323  Crasher 249 66 

Hag 205 187  Lightning Hound 250 222 

Mage Weaver 207 230  Black Spore 252 41 

Orca (Killer Whale) 208 254  Velkonn 252 367 

Yeti 208 407  Stingworm 257 342 

Grizzlehog 209 285  Faerie 259 145 

Naiad 209 245  Skeleton (Insect Carapace) 259 312 

Sludge (Black) 209 321  Aboleth 262 10 

Alpha Rat 214 13  Coral Beast 262 63 

Scorpicore 215 294  Pooka 262 263 

Demon (Hellflies) 216 86  Psychic Ooze 262 274 

Dwarf Axemaster 217 115  Carapace 264 56 

Vorax 217 372  Rageclaw 266 279 

Ghost Spider 218 164  Temple Cat 266 352 

Fog Zombie 219 156  Salamander Flame Weaver 269 288 

Lythlyx 219 229  Wastebarb 269 377 

Prowler 220 273  Geryon 270 162 

Cyclops 221 73  Crystalwing 273 71 

Myconid 221 243  Dust Devil 273 112 

Bonefungus 222 49  Attercop 274 20 

Terror 222 354  Manticore 274 233 

Skeletal Animal 223 309  Skeletal Ogre 276 314 

Demon (Lemure) 224 91  Rockpile 277 283 

Griffin 224 184  Skeletal Knight 278 313 

Cave Crawler 225 59  Death Orb 281 75 

Demon (Gog) 227 84  Demon (Hellcat) 281 85 

Veth Hound 227 369  Swanmay (Maiden Form) 281 347 

Zhar 228 410  Dryad (Tree) 284 111 

Troglodyte Mutant 230 359  Haunt 284 191 

Xolar 231 404  Fungus Shambler 284 158 

Hellion 232 193  Demon (Skull Demon) 293 95 

Mauler 234 234  Titan Spider 293 355 

Eye Killer 235 143  Demon (Brute) 294 80 

Cottage Turtle 236 64  Basilisk 296 23 

Golem (Clay) 236+ 177  Blazing Bones 296 43 

Scorpion Cat 237 295  Demon (Hellhound) 298 87 

Nemean Lion 237 247  Shade 299 306 

Canopy Spider 238 54     
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NAME TOTAL COST PAGE  NAME TOTAL COST PAGE 

Dragon (Bone) 505 105  Vampire 625 364 

Hate Fog 524 190  Bain Sidhe 643 21 

Wendigo 544 382  Lich (Low End) 693 225 

Demon (Corrupter) 545 81  Dragon (Young) 733 108 

Vulcan Wurm 556 374  Dragon (Lich) 833 107 

Demon (Maggot Crawler Fiend) 593 92  Dragon (Elder) 989 106 

Wild Hunt (Avatar of  Cerrunos) 594 394  Lich (High End) 1050 226 

NAME TOTAL COST PAGE  NAME TOTAL COST PAGE 

Sphinx 301 325  Lammasu 377 217 

Wyrm (Lesser) 302 400  Werewolf (Lycanthrope) 379 390 

Demon (Lasher) 307 90  Gazer 381 161 

Arachne 309 16  Var 385 365 

Skeletal Giant 310 310  Sandling 392 290 

Ghoul 311 165  Demon (Hellswarm) 406 88 

Crypt Wurm 317 70  Illithid Lord 407 208 

Fae Drake 319 144  Werebear (Lycanthrope) 414 384 

Jack-o-Lantern 319 210  Spirit (Martial) 423 331 

Gravemist 321 182  Naga 425 244 

Illithid 326 207  Demon (Fire) 426 83 

Demon (Wings of Woe) 328 97  Elemental (Aether) 431 121 

Gargoyle 329 160  Ihl Beast 433 206 

Skull Warder 329 319  Ent 433 141 

Plague Gnats 332 258  Spectre 436 324 

Golem (Stone) 338 180  Wraith 441 399 

Kraken 339 213  Volt 443 371 

Wyrm (Greater) 339 401  Elemental (Water) 445 125 

Unicorn 340 361  Faerie (Greater) 449 146 

Hydra 344+ 203  Demon (Felknight) 450 82 

Wight 346 393  Quetzalcouatl 452 276 

Doppelganger 351 102  Wererat (Lycanthrope) 453 388 

Golem (Metal) 353+ 179  Demon (Nightmare) 456 93 

Mummy 353 242  Werefox (Lycanthrope) 464 386 

Fell Willow 367 150  Elemental (Air) 473 122 

Sea Serpent 375 298  Demon (Razorwire Fiend) 481 94 

Elemental (Earth) 377 123  Elemental (Fire) 485 124 
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