Giant Bombardier Beetles (3): HD 2d8; hp 15, 13, 12; Spd. 30 ft.; AC 16, Bite 2d6 dmg, Acid spray (1/round, 10 foot cone 3d4 dmg, Constitution Save for none); Deepvision 60 ft., Physical Primary, Immune to enchantment magic.  XP 50, 46, 44

Giant Stag Beetle: HD 7d8; hp 40; Spd. 20 ft.; AC 19, Three attacks per round, Bite 4d4 dmg; two Horns do 1d10 dmg; Deepvision 60 ft., AL N; Physical Primary, immune to enchantment magic.  XP: 820.

Rat: HD d2; hp 1; Spd. 15 ft.; AC 14, Bite 1 dmg; Low-light vision, scent; AL N,Physical Prime. XP: 3

Giant Stag Beetle: HD 7d8; hp 40; Spd. 20 ft.; AC 19, Three attacks per round, Bite 4d4 dmg; two Horns do 1d10 dmg; Deepvision 60 ft., AL N; Physical Primary, immune to enchantment magic.  XP: 820.

Owlbear: HD 5d10; hp 30; Spd. 30 ft.; AC 15, two claws do 1d6 dmg;  bite does 2d6 dmg; AL N; SV Physical Prime.  XP 310.  If an owlbear strikes an opponent with both claws, it hugs for an additional 2d8 damage unless the target makes a Strength save to get out of the hold. It maintains its hold each round, continuing to do damage and automatically bites the hug victim each round as well (and also allowing the victim to break free with a successful strength save each round). 

Owlbear Young HD 1d4+3; hp 5, 6; Spd. 30 ft.; AC 16, no effective attacks AL N; Physical Prime.

Otyugh: HD 6d8; hp 36; Spd. 20 ft.; AC 17, attacks with 2 tentacles for 1d8 dmg and one bite for 2d4 dmg.  The powerful suckers on each tentacle will automatically pull the target into its maw to be bitten unless the target makes a Strength saving throw.  The tentacles cannot attack while holding a target in its maw, and a target may attempt a Strength save every round.  Its bite is diseased, forcing a Constitution save or receive a disease of the CK’s choice.  It has Deepvision 60’. Otyughs are also very sensitive to light, and have a –1 penalty to all attack rolls and saving throws if exposed to bright light. Physical Prime. XP 516.

Wooden Animated Coffins (4) HD 2d10; hp 16, 15, 17, 15; move 30 ft.; AC 14, slams for 1d8 dmg; double damage from fire, immune to mind affecting magic, AL N; Physical Prime.  XP: 30, 28, 32, 30 (120 total). 

Skeletons (10): HD 1d12; hp 2, 3, 4, 6, 7, 8, 9, 10, 11, 12; Spd. 30 ft.; AC 13, longsword only does 1d6 dmg;  Skeletons are immune to mind-inuencing effects, poison, sleep, charm, hold, paralysis, stunning, cold, and disease. Because they lack esh or internal organs, they take

only half damage from piercing or slashing weapons. Holy water inicts 2d4 damage per splash; AL N; Physical Prime.  XP: 12, 13, 14, 16, 17, 18, 19, 20, 21, 22 (172 total). 

Glorian, Wight: 4d12; hp 30; Spd. 30 ft.; AC 15, touch does 1d4+1 dmg plus energy drain; Darkvision 60 ft., undead traits; AL LE; Glorian can move silently as a Rogue, with a +3 bonus.  Physical Prime.  Energy Drain: Living creatures hit by a wight’s slam attack lose an experience level. For each such level drained, the wight gains 5 temporary hit points.  A human killed by the wight’s energy drain will rise as a 2d12HD wight under the slayer’s control.  XP: 300. 

Ankheg: HD 5d10; hp 30; Spd. 30 ft.; AC 18, Bite does 3d6 dmg plus 1d4 acid dmg, or spit acid,  Twilight Vision., AL N; Physical Prime. Spit Acid: 10-ft. cone; once every 6 hours; damage 8d4 acid; Dexterity save for half damage. One spit attack depletes its acid supply for 6 hours; bite deals no acid damage during this time.  A creature bitten by the Ankheg will be held fast in its mandibles unless the target makes a Strength saving throw.  A creature so held will automatically take bite damage each round, but will also have a chance to break free with a Strength save each round. 370 XP.  

Screechers (3): HD 3d8; hp 14, 15, 16; AC 8, Shriek: Movement or light within 10 feet causes the fungus to emit a piercing sound that lasts for 1d6 rounds.  No prime. XP: 44, 45, 46 (135 total).  

Violet Funguses (2): HD 2d8; hp 10, 10, 10; Spd. 10 ft.; AC 13, four attacks by tentacle does 1d4 dmg plus poison, AL N.  No Prime.  Poison does 1 point of incurable hit point damage per turn unless the target makes a Constitution save. The pain of this rotting effect is so excruciating, the target has a –2 to all actions and checks until healed. XP: 40, 40, 40, (120 total).  

Gelatinous Cube: HD 4d10; hp 24; Spd. 20 ft.; AC 3, slam attack does 1d4 dmg plus 1d4 acid dmg;  immunity to electricity, transparent; AL N; Physical Prime. Engulf: Instead of making a slam attack, a gelatinous cube can move over opponents, engulfing as many as it can cover. They must succeed in a Dexterity save or they are engulfed. Engulfed creatures are subject to the cube’s paralysis, slam, and acid every round. Those who pass the save are pushed back or aside as the ooze passes by.  Paralysis: Targets hit by slam or engulf attacks must make a Strength save or be paralyzed for 3d6 rounds. Paralyzed targets are automatically engulfed.  Transparent: CL 4 Wisdom check to notice.  A character who walks into a gelatinous cube must make a CL 8 Dexterity save or be immediately engulfed by the cube.  Partial cold immunity: the cube suffers no ill effects from cold spells on a successful save.  On a failed save, the cube takes a mere 1d4 points of damage, but is also paralyzed for 1d4 rounds.  XP: 226.  

Rust Monsters (3): HD 5d8; hp 20, 27, 25; Spd. 40 ft.; AC 18, attacks with antanae touch (see below); Deepvision 60ft, AL N; Physical Primary.  Rust: A rust monster that makes a successful touch attack with its antennae causes the target metal to corrode, falling to pieces and becoming useless immediately. The touch can destroy up to a 10-foot cube of metal instantly. Magic arms, armor, and items made of metal have a 10% chance minus 1% per “plus” to be dissolved.  Thus, a +3 sword has a 7% chance of instantly decaying.   A metal weapon that deals damage to a rust monster dissolves immediately.  XP: 260, 295, 285(840 XP total).  

Nymph: HD 3d6; hp 12 Spd. 30 ft.; AC 17, 1d4 dmg by dagger; Only takes damage from cold-iron or better weapons; twilight vision, divine beauty, AL NG; Mental Primary.  Divine Beauty:  A male human who gazes upon the nymph using this ability will be stunned for 1 round, and will continue to be stunned 1d4 more rounds unless he succeeds at a Charisma save. (This nymph has repressed this ability.) Spell-Like Abilities: 1.day – dimension door, caster level 7th.  Spells: As a 7th-level druid. See Players guide for typical druid spells.  Spell Resistance: 4.  XP 96.

Quasit: HD 1d8; hp 5; Spd. 40 ft/60 ft flying; AC 14,  Claw does 1d2 dmg, bite does 1d3; Only takes damage from cold iron, silver, or magical weapons.   Darkvision 60 ft.,  AL CE; Physical Prime.   Spell-like Abilities: At will – protection from good, pyrotechnics, and darkness as a third level caster.  Polymorph self (usable 3 times per day for 10 minutes each): As a beautiful brunette*, toad, bat, or coyote.  Spell Resistance: 3.  XP: 24. *Normally, a quasit cannot transform into a human, but “Mona” has had a lot of time to work on it in this cage.

Earth Elementals, Medium (2): HD 8d8; hp 40, 40; Spd. 20 ft.; AC 19, Punches for 2d8 dmg (max damage to opponents standing on the ground); Earth mastery, Deepvision 60 ft., earth glide, regeneration; AL N; Physical Primary. Earth mastery: maximum dmg to opponents on the ground. If opponent is waterborne or airborne, -4 to damage.  Earth Glide: An earth elemental can glide through stone, dirt, or almost any other sort of earth except metal as easily as a fish swims through water. Its burrowing leaves behind no tunnel or hole, nor does it create any ripple or other signs of its presence. A move earth spell cast on an area containing a burrowing earth elemental flings the elemental back 30 feet, stunning the creature for 1 round unless it succeeds on a physical save vs. the caster’s level.  Regneration: as long as the earth elementals are in contact with the stone floor or walls, they regenerate 2hp per round.  XP: 1130 each (2260 XP total).  

Djinni: HD 7d10; hp 42; Spd. 20 ft., fly 60 ft. AC 16, two slam attacks do 2d8 dmg each; Darkvision 60 ft., immunity to acid, plane shift, telepathy 100 ft.; AL CG; Mental and Physical Primary.  Air mastery: Airborne creatures have a –1 attack and damage penalty against a djinni.  Spell-Like Abilities: At will – invisibility (self only); 1/day – create food and water, gaseous form (1 hour), major creation, persistent image, wind walk, and wish.  Whirlwind: Can transform into a whirlwind once every 10 minutes and remain in this form for up to 3 rounds. In this form, it uses its fly speed. Medium or smaller creatures take 2d6 points of damage from contact with the whirlwind (Dexterity save for none) plus 1d4 from flying gold (CL 0 Dexterity save for none), plus a CL 7 Strength save or be picked up and held in whirlwind (taking 2d6 damage each round thereafter while held). Trapped creatures cannot move unless carried or ejected by djinni; can attack (and make Dexterity checks) at –2 penalty and cast spells only with a successful Strength save. Djinni can hold up to two Medium creatures or four Small creatures in the whirlwind.  The whirlwind creates a swirling mass of debris that obscures all vision beyond 5 ft.; creatures 5 ft. away have concealment, while this further have total concealment. XP 1,059.

