C hapter 12: M onsters of A thas

0To survive, al most every form of |ife has
almost diabolical turn. Because the world is so barren, to some extent every cnesgyre is both p
Be cautioned, traveler. For even the most passive beast and sweetest flower is often deadly on A
creatures must kill or be killed, this is only logical. Still, many people forget this rule wheriahey see .
or a seemingly friendly ball of
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This chapter presents statistics for several new
monsters found on Athas. For additional Athasian
monsters, check Terrors of Athas Terrors of the Deadlands
Life-Shaping Handbogland Faces of t& Forgotten North

Suffocation (EX) An anakore can attempt to drag a
grabbed Medium or smaller creature underground by
making a grapple check. Any creature dragged
underground is subject to suffocation (DMG 304). To
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and make a DC 15 Strength check to reach the
surface.

Anakore

You see before you a hunched humanoid with a bony,
wedgelike head sporting small, flat ears and sunken, beadéiim
eyes. The creature also possesses a curious spinal ridge.

Anakore, also known as dune freaks, are a race of
-witted humanoids that live in subterranean colonies,
occasionally roaming the surface of Athas to hunt. They
have a dorsal ridge running along their spine that allows
them to pick up vibrations traveling through the sand.
With it, they can detect creatures moving along the sand.

Anakore CR2

Usually NE Medium monstrous humanoid

Int +1; Senses low-light vision, tremorsense 60 ft.;
Listen +0, Spot +0

Languages 3

Strategies and Tactics
Dune freaks usually attack their foes by burrowing

AC 12, touch 11, flat footed 11
(+1 Dex, +1 natural)

hp 16 (3 HD)

Fort +4,Ref +4,Will +3

Weakness light blindne ss

underneath them, and then striking from bene ath with
their sharp claws and poisonous bite. Once the anakore's
poison has had a chance to work, the dune freak will pull
its victim under the sand and let it suffocate.

Speed 30 ft. (6 squares)purrow 40 ft.

Melee 2 claws +4 each (1d4+1) and bitet 1 (1d2+1 plus
poison)

Space5 ft.; Reach5 ft.

Base Atk +3;Grp +4

Atk Options improved grab, poison (DC 14, 1 Str/1d6
Str), rend 2d4+1, suffocation

Sample Encounter
Anakore are encountered alone only when they are
stranded far from their tribe, most often in the aftermath
of a defeat. At all other times, they are surrounded by
other dune freaks.
Individual (EL 2): An anakore that was left behind by
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Abilities Str 12, Dex 13, Con 12, Int 6, WislO, Cha 8

FeatsAbility Focus (poison), Great Fortitude

Skills Hide +4* Listen +0, Move Sikently +4, Spot +0

*Anakore receive a +8 racial bonus on Hide checks
while in sandy terrain.

Advancement by character class;Favored Class cleric

a good meal in 24 hours, UOW PO wWUEPEUWUTT w/
snatch a backpack or sack and make off with some food. If
it can snatch some fresh meat in the process, all the better.

Tribe (EL 9): An anakore 5th-kevel earth cleric
commands eight other anakore. They are hungry and will
seekany prey that they consider edible, attacking from

Light Blindness Anakore are completely blind in bright
sunlight or within the radius ofa daylightspell.

Improved Grab (EX) To use this ability, an anakore
must hit with its claw attack. It can then attempt to
start a grapple as a free action without provoking an
attack of opportunity. The anakore can then rend its
opponent.

Rend (Ex) An anakore that wins a grapple check after a
successful claw attack establishes a hold, latching
OB0OWUTT woOxxOOI OUzUwWEOEA
attack automatically deals 2d4+1 points of damage.

below the sand.

Ecology

The anakore are nomadic burrowers who are
constantly moving through the sandy wastes of Athas. It
is often possible to identify an area through which
anakores have passed by the dad plants found there |
the anakores chew the roots away, leaving the upper
stalks exposed.



In addition to their diet of plant roots, the anakores
also eat meat mekilot, inix, erdlu, elf, dwarf, halfling,
and nearly anything exce pt kank, which they detest.

Environment: The anakore live within any sandy
heap, such as sand dunes or the alluvial fans at the
mouths of the canyons. They are rarely found outside of
sandy areas, but they can walk upright across various
kinds of terrain | though they are unusually vul nerable in
this state and will avoid fighting atall costs.

Typical Physical Characteristics: A typical anakore is
about 6 feet tall and weighs a little over 300 pounds.

Alignment: Anakore are usually neutralevil.

Society

Dune freaks usually live within s andy heaps, like
dunes, or the alluvial fans at the mouths of canyons.
Normally they operate in small packs, usually between
two to twelve individuals, with the most aggressive
acting as leader.

Typical Treasure

Anakore carry light, portable forms of wealt h such as
gems and jewelry. They alko carry weapons and armor,
and sometimes even magical gear when found. They have
standard treasure for their Challenge Rating, and they
equip themselves as NPCs or their CR when they gain
class kevek.

Anakore as Characters

An anakore's favored class is cleric. Leaders are
usually clerics who serve, almost exclusively, the element
of Earth, but a few e xce ptions have been known. Anakore
rarely have the talent to be fighters or rangers, but some
excel as rogues. Most anakoe spellcasters, however, are
defilers. Anakore favor spells that hide them from or
distract their enemies.

Anakore possess the following racial traits.
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penalties due to their size.

suffocation.
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Anakore Lore

Characters with ranks in Knowledge (nature) can
learn more about anakore. When a character makes a
successful skill check, the following lore is revealked,
including the information from low er DCs.

Knowledge (Nature)

DC Result

12  This is ananakore, also known as a dune freak, a
monstrous humanoid that lives underground
dune sands.

17  Because of their back ridges, anakore can senst
sand vibrations from the sand and can burrow
through just as if were water.

22  Dune freaks usually try to paralyze their victims
with their poisonous saliva, and then suffocate
them into the sand.

Belgoi

When seen from a distance, this creature appears human,
but its blue skin, clawedands and webbed, threed feet soon
give it away. The creature has no teeth, no visible ears, and its
hair is black and stringy.

Belgoi CR3
Usually LE Medium monstrous humanoid (psionic)
Init +3;Sensesdarkvision 60 ft.; Listen +3, Spot +3
uk-@guaggsee IfopEodmoR O OUUT UwdUw

AC 13, touch 13, flatt footed 10
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spells or effects thataffect humanoids only, such as charm
persoror dominate persan

hp 22 (5 HD)
Fort +1,Ref +7, Wil +5
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have a burrow speed of 20 ft.

B + O fhight vision.

I3 1acial Hit Dice: A dune freak begins with 3 levels of
monstrous humanoid, which provide 3d8 Hit Dice, a base

attack bonus of +3, and base saving throw bonuses of Fort

+1, Ref +3and Will +3.

Melee 2 claws +5 each (1d4 plus 1d6 Str/2d6 Str)
Spaceb5 ft.; Reach5 ft.

Base Atk +5;Grp +5

Special Actions bell ringing

Psi-Like Abilities (ML 7th):

t ¥ E Eafirgction (+7 bonus, DC 16%),ego whip(2d4, DC
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level give it skill points equal to 6 x (2 + Int modifier). Its
class skills are Hide and Move Silently.

DC 15), psionic dominatdany nonmindless, 24 hours,
DC 18)
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levek give it two feats.

level.
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all simple weapons and its natural weap onry.
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FeatsAbility Focus ( psionic dominatg Iron Will
Skills Hide +7, Intimidate +6, Listen +3, Move Silently
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Advancement by character class;Favored Class psion

Bell Ringing (Su) Belgoi use a bell to focus their psionic
dominatepsi-like ability. A psionic dominatéarget who
TTEUUWUOT T wEl O1 GprEbalybh itd @il
save.

Belgoi are a race of savage humanoids that live in the
most desolate of places, since no other race will allow
them nearby. Belgoi seem to revel in destruction, and are
considered to be second only to the defilers in the damage
they do to the world around them.

Strategies and Tactics

Belgoi attempt to use the cover of darkness © mask
their attacks. Usually, when attacking a group of
creatures, they use their psionic dominatgower to draw a
single individual away from the main group, to a place
where they can use their Strength damage ability
uninterrupted. They then attempt to draw out the next
creature, and so on, until they feel confident that they can
overcome the rest of the group without loss.

If forced into melee combat, the belgoi use claws so
they can use their Strength damage ability, and usually
will not use weapons. When a battle turns against the
belgoi, they retreat and return later with reinforcements.
Only by killing the entire raiding party can a battle with
the belgoi be prevented from turning into a long running
engagement lasting for days.

Sample Encounter

Belgoi rely on coordinated sneak attacks during the
night. They travel in large tribes, with smaller groups
serving as scouts.

Scouting Party (EL 5%10): Groups of belgoi most often
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usually lawful evil.

Society

Basically, the belgoi form huge raiding tribes and
behave as such. They tend to make their homes in forlorn
parts of the desert, but journey forth in great numbers to
harass the trading routes, settled villages, and anywhere
eke they can find a plentiful supply of poorly defended
peopke.

Typical Treasure

Belgoi value usable treasure, such as equipment and
psionic items, but they also collect jewelry and coins. They
have standard treasure for their Challenge Rating. Elite
belgoi usually have equipment usual for NPCs of their
Challenge Rating rather than standard treasure.

Belgoi as Characters

The favored class of belgoi s psion. Most belgoi
leaders will be psions or fighter/psions. Belgoi clerics
almost always serve the element of fire. A few, rare
individuals have larned the art of defiling and may
progress as wizards.

Belgoi possess the following racial traits:
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subject to spells or effects that affect humanoids only,
such ascharm personr dominate persan
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Darkvision is black and white only, but it is otherwise like
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as looking to their own dinner.

EL 10: A group of ten belgoi is charged with ke e ping
aneye for potential victims. If they stumble across a large
group, however, they will fetch other members of their
tribe and return to attack with greater numbers.

Tribe (EL 11¢15): A tribe usually consists of a tribe
leader (telepath 7), two or three shamans (fire cleric 5),
and anywhere between thirty to fifty adult belgoi.
Accompanying them are about two dozen immature
noncombatants.

Ecology

Belgoi often leave the land barren and desohte behind
them, stripped of all animal and vegetable life. They are
second only to the foulest of defilers in the destruction
they cause to the world about them.

Environment: Belgoi prefer warm deserts, but they are
very adaptable and can survive in almost any climate or
terrain.

Typical Physical Characteristics: A typical belgoi
stands around 6 feet tall and weighs around 200 pounds.

Alignment: Belgoi organize themselves into tribes,
with the mightiest and most cunning at the top. But they
are also murderous and cruel, with little compassion or

light atall.
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monstrous humanoid, which provide 5d8 Hit Dice, a base
attack bonus of +5, and base saving throw bonuses of Fort
+1, Ref +4 and Will +4.
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give it skill points equal to 8 x (2 +Int modifier). Its class
skills are Hide, Intimidate, Listen, Move Silently, Search
and Spot.
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give it two feats.
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simple weapons and its natural weaponry.
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abilities, Strength damage.
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Common.
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Belgoi Lore

Characters with ranks in Knowledge (nature) or
Know ledge (psionics) can learn more about belgoi. When
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a character makes a successful skill check, the following
lore is revealed, including the information from lower
DCs.

Knowledge (Nature or Psionics)

DC Result

13  This is a belgoi, an evil savage humanoid being.
This reveak all monstrous humanoid traits and
the psionic subtype.

18 Belgoi have telepathic abilties and can siphon
away the strength of any foe.

23  Belgoi are cowards and try to lure victims into
the night one by one using their tiny bells.

Braxat, Athasian

walk upright, are able to speak with a clear, human voice,
have opposable thumbs, and are warm-blooded.

Braxatshellscan be used to make excellent shields and
armor, usually crafted to create plate armor because of the
shell plating braxats have on their backs. Because of this
braxats are sometimes hunted, but in most cases the
braxat is usually prepared for such things and the hunted
ends up becoming the hunter.

Strategies and Tactics

Braxats are hunters, and they fight like them. They use
psionics to disable their opponents, thereby reducing risks
to themselves. After attacking with psionics braxats will
move in as close as they can while still being able to keep
their opponents within their reach. Braxats have a breath
weaponas well that they can employ, but they use it as a
last resort since the acid can cause their prey to become

A huge humanoid of mixed stock, mostly a combination of,4 jiple .
mammalian and reptilian, this creature has a thick shell that
covers its back and a handful of homy protrusions on the top &ample Encounter

its head.

Braxat, Athasian CR 12

Usually NE Huge monstrous humanoid (psionic)
Init +1;Sensesdarkvision 60 ft.; Listen +4, Spot +4
Languages Braxat, Common

AC 20, touch 9, flatt footed 19

(t2 size, +1 Dex, +11 natural)
hp 138 (12 HD);DR 10/metal
Fort +11,Ref +9, Wil +10

Speed 40 ft. (8 squares)

Melee greafclub +21/+16/+11 (4d6+15) and gore +:
(2d6+5)

Space15 ft.; Reach 15 ft.

Base Atk +12;Grp +30

Atk Options breath weapon, Clave, Improved Bull
Rush, Improved Disarm, Improved Trip, Power
Attack

Psi-Like Abilities (ML 12th):

0 w b Bi€s®&70 ft. range)

t v E Edisdple(25-ft. cone, 12 HD, DC 17%),force scree
(+6 bonus?*), inflict pain (5 targets, DC 17%), intellect
fortress (5 rounds*), mind thrust (12d10, DC 17%),
psionic charnfall targets, duration 12 days, DC 17%)
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level.

Abilties Str 31, Dex 13, Con 25, Int 17, Wis 14, Cha 13

Feats Cleave, Combat Expertise®, Improved Bull Rush,
Improved Disarm, Improved Trip, Power Attack B,
Weapon Focus (greatclub)

Skills Climb +22, Concentration +19, Intimidate +13,
Jump +24, Listen +12, Spot +12, Survival +11

Advancement by character class;Favored Classranger

Possessionsgreatclub

Breath Weapon (Su) 30-foot cone, once every 1d6
rounds, damage 4d8 acd, Reflex DC 23 half.

Braxats hunt alone or in mated pairs. They can be
sometimes be convinced to work as mercenaries for
powe rful adversaries or even found in arenas.

Individual (EL 12): A lone braxat seeks to begin an
encounter as close to its opponents as possible. This lone
creature prowls the rocky badlands in search for suitable
prey.

Mated Pair (EL 14): Recently bonded, a mated pair
fight as a team, using missiveto coordinate the attack. The
female launches the initial attack, trying to disableher
opponents first. Once battle is joined, the male emerges
from behind a rock to catch an opponent from a flank.

Ecology

Mostly solitary creatures, sometimes they pick a mate
and bear some young. The young are usually hidden
away somewhere remote while the two parents go out to
search for food for their offspring.

Braxats are the ultimate terrors of the desert and are
usually nocturnal. Braxats prefer intelligent prey but will
eat caravan or other mounts on occasion, all but kanks:
kank meat unsettles their stomach.

Environment: Braxats canbe found in most parts of
Athas, usually hunting for prey. Sometimes they inhabit
abandoned ruins or caves, even close to humanoid
settlements.

Typical Physical Characteristics: A typical braxat
stands between 15 to 20 feet tall and weighs around 700
pounds.

Females are usually lighter colored than males,
tending toward grays and beiges than browns.

Alignment: Braxats have a natural disposition toward
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are they wantonly destructive, therefore, bra xats are
usually neutral evil.

Braxats as Characters
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skullas well as being used for attacking its target. Braxats

the relative rarity of the braxat species that has prevented
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them from becoming a major threat to the other races of Fort +7,Ref +9,Will +3

the Tablelands. Braxats are qute capable enough without Speed 50 ft. (10 squares); Run

investing additional time or energy into the pursuit of a Melee 2 claws +6 each (1d6+4) and bite +1 (1d8+2)
character class but some exceptional individuals do just Space10 ft.; Reach5 ft.

that. Ancient desert e pics speak of mighty braxat warriors Base Atk +3;Grp +11

and even rumor the existence of eldritch braxat wizards. Atk Options improved grab, pounce, rake 1d6+2

Such t@aks are dsmissed as apocryphal but these things _ apjlities Str 18, Dex 20, Con 16, Int 2, Wis 14,Cha 8
EUI wlOl YI U0TT Ol UUwPl OOwPDUT DO Wkl ArbdiE Brialhdd W E U x 6

Level Adjustment: +8. Skills Jump +22, Listen +7, Move Silently +9, Spot +0
Advancement 5t8 HD (Large)
Improved Grab (Ex): To use this ability, a crodlu must

Typical Treasure

Braxats have standard treasure for their Challenge hit with its bite attack. It ca n then attempt to start a
Rating, about 9,800 Cp. They usually carry weapons and grapple as a free action without provoking an attack
items that further enhance their hunting and psionic of opportunity. If it wins the grappe check, it
abilities. establishes a hold and can rake.

Braxats with class levels have treasure appropriate to Pounce (EX) If a crodlu charges, it can make a full
NPCs of their Challenge Rating. attack, including two rake attacks.

Rake (EX) Attack bonus +6 melee, damage 1d6+2.

Braxat Lore Skills Crodlu receive a +10 racial bonus on Jump checks

Characters with ranks in Knowledge (nature) can anda t4 penalty on Spotchecks.
learn more about braxats. When a character makes a
successful skill check, the following lore is revealed, Crodlu make great mounts, but are hard to control
including the information from lower DCs. and train as such most of the time, unless they are caught
as chicks and are trained as mounts as they are being
Knowledge (Nature) raised.
DC Result
22  This is a braxat, an evil crossbreed between Strategies and Tactics
mammal and reptiian. This reveals all Crodlu attack with their fore claws first, and then bite.
monstrous humanoid traits and the psionic Sometimes they will substitute hind claws for fore claw
Subtype. attacks if they happen to be holding something or are

27 Braxat prefer to eat intelligent creatures using unable to use their fore claws.
their psionic abilities to incapacitate their foes
before closing in. Crodlu, Heavy

32 Braxats are fierce hunters that can spit acid on

their prey as their last resort. A large, flightless combination of bird and reptile, this

creature is more heavily muscled than most others of its species,

and its clawed feet splay more broadly in the sand. A strong
Crodlu creatue, used to heavy loads, it has a reddistiow scaled
hide, with similar variations on its sides and underbelly.

Crodlu are a species of flightless, scaled avianlike
creatures that roams the wilderness in herds. They have Crodlu, Heavy CR 3
powerful hind legs, which were built for jumping great
lengths. Crodlu have very poor eyesight, but make up for
it with an excellent sense of smell. Crodlu have great
I OEVUUEOEI OwWEOOOUUWET OUI Dwli E€
speeds for long periods of time.

Always N Large animal
Init +4;Senseslow-light vision, scent; Listen +7, Spott 1

(#1 size, +4 Dex, +4 natural)
hp 42 (5 HD)
Fort +8,Ref +8, Wil +2
Speed 40 ft. (8 squares); Run
Melee 2 claws +8 each (1d6+6) and bite +3 (1d8+3)
Space 10 ft.; Reach5 ft.
Base Atk +3;Grp +13

This creature is a large, flightless combination of bird and
reptile. It has wicked claws at the end of its long fore and hind
limbs, and itsscaly hide is a yellowish red, with similar colors
along its side and underbelly.

Crodlu CR3 Atk Options improved grab, pounce, rake 1d6+3
Always N Large animal Abilties  Str 22, Dex 19, Con 18, Int 2, Wis 13, Cha 7
Init +5;Senseslow-light vision, scent; Listen +7, Spot +0 FeatsAlertness, Endurance, Rune
Languages § Skills Jump +20, Listen +7, Move Silently +8, Spot 1
AC 16, touch 14, flat footed 11 Advancement 610 HD (Large)

(¢1 size, +5 Dex, +2 natural)

Improved Grab (Ex) To use this ability, a heavy crodlu
hp 30 (4 HD)

must hit with its bite attack. It can then attempt to
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start a grapple as a free action without provoking an
attack of opportunity. If it wins the grapple check, it
establishes a hold and can rake.

Pounce (Ex)If a heavy crodlu charges a foe, it can make
a full attack, including two rake attacks.

Rake (EX) Attack bonus +8 melee, damage 1d6+3.

Skills: Heavy crodlu receive a +10 racial bonus on Jump
checks and at4 penalty on Spotchecks.

The heavy crodlu has been specifially bred for
carrying heavier loads (or passengers) and occasionally
for light skirmisher activity. It is a little larger and a fair
deal stronger than its smaller cousin, but lacks the keener
combat abilities of its warfaring big brother.

Heawvy crodiu po ssess the same wicked claws and

sharp beak of its fellows and have a similar life cycle, but
their herds were originally released into the wild by

breeders. They have long since developed into an
identifiable strain, but these herds remain valuable
commodities nevertheless.

Strategies and Tactics

Heawy crodlu are fierce opponents if provoked, but
centuries of breeding have rendered them more docile
than their cousins, and they tend to become skittish if
cornered. When pressed, however, they respond with a
pair of ripping foreclaws and a savage bite. Raking strikes
from their rear claws are ako used, preferably as part ofa
pounce from a superior position.

Crodlu, Heavy Warmount

A flightless combination of bird and relet, this large and
fierce animal has long, curving claws and thickly armored scales
and holds its head aloft with keen alertness. It is clearly a beast

bred for war.
Crodlu, Heavy CR4

Warmount
Always N Large animal
Init +3;Senseslow-light vision, scent; Listen +6, Spot +Z
Languages 3

AC 18, touch 12, flat footed 15
(#1 size, +3 Dex, +6 natural)

hp 57 (6 HD)

Fort +10,Ref +8, Wil +3

Speed 40 ft. (8 squares); Run

Melee 2 claws +10 each (1d8+7) and bite +5 (1d8+3)
Space 10 ft.; Reach5 ft.

Base Atk +4;Grp +15

Atk Options improved grab, pounce, rake 1d8+3

Abilties Str 24, Dex 17, Con 20, Int 2, Wis 13,Cha 7

Feats Alertness, Endurance, Improved Natural Attack
(claw), Run®

Skills Jump +21, Listen +6, Move Silently +6, Spot +2

Advancement 7¢12 HD (Large)

Improved Grab (Ex) To use this abilty, a heavy
warmount crodlu must hit with its bite attack. It can
then attempt to start a grapple as a free action

without provoking an attack of opportunity. If it wins
the grapple check, it establishes ahold and canrake.
Pounce (Ex) If a heavy warmount crodlu charges a foe,
it can make a full attack, including two rake attacks.
Rake (Ex) Attack bonus +10 melee, damage 1d8+3.
Skills (EX) Heavy crodlu receive a +10 racial bonus on
Jump checks and at 4 penalty on Spot checks.

The heavy warmount crodlu, also known as the war
crodlu, is a breed of crodlu reared for its superior
strength, armor and weaponry. Occasionally used as
heavy beasts of burden, war crodlu are most frequently
put to use in combat as mounts for specilly trained
cavalry. Heavier and slower than the regular and heavy
crodlus, the heavy warmount crodlu makes up for these
weaknesses through its proven usefulness to sorceret
monarch, merchant house and nomad alike .

Heavy warmount crodlu have the same ecology as
other crodlu but are never found in the wild. War crodiu
are bred exclusively through animal husbandry and are
commensurately expensive.

Strategies and Tactics

Heavy warmount crodlu are fearless and formidable
foes, striking at the slightest provocation, unless their
riders and handlers keep their belligerent natures in
check. They prefer to charge an enemy and then unleash a
devastating flurry of claws and snapping jaws. They are
steady on their feet, allowing for mounted attacks by their
riders.

Sample Encounter

Characters are most likely to run into crodlu being
Used as cavalry mounts by the various humanoid
Creatures that roam the Athasian wastes.

Scout Patrol (EL 5t 7): A scout patrol consists of three
to six half-elf warriors ( ToA 70) each mounted on crodlu.
The scouts monitor anything from settements, caravans,
outposts, or cities, and when they encounter intruders,
speed back to raise the alarm and bring reinforce ments.

Heavy Cavalry (EL 8t12): Heavy cavalry consists of
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trained warriors. A typical team consists of three to five
mul warriors ( ToA 91) mounted on heavy warmount
crodlu.

Ecology

Crodlu inhabit warm plains, and are not found close
to civilization except when domesticated. They mainly
feed on seeds and other plant matter; occasionally they
also eat insects such as locusts and hurrum, but will eat
almost anything give n the opportunity.

The life span ofa crodlu is from 30 to 70 years, with 50
being typical. The mating season is long, lasting from
Fortuary to Morrow. Territorial males will typically use
hisses and other sounds to fight for a harem of two to
seven female. The winner of these fights will breed with
all the females in an area, but will only form a pair bo nd
with the dominant female.
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Crodlu are oviparous. The females will lay their single
fertilized eggs in a single communal nest, a simple pit,
scraped in the ground by the male. The nest may contain
15 to 60 eggs. They are glossy and cream in color, with
thick shells marked by small pits. The gestation period is
45 to 60 days. Typically, the male will defend the
hatchlings, and teach them how and on what to feed.

Environment: Crodlu are usually found in warm
plains, but any warm climate will suit, and some v arieties
prefer warm deserts.

Typical Physical Characteristics: A typical crodlu
stands between 10 and 12 feet tall and weighs around 280
pounds.

Crodlu resemble large ostriches, but their forearms
end in wicked claws and their tough, scaly hides are
yellow to red, with other colors along their sides and
belly. Femalks are slightly smaller and lighter colored
than males, but there is otherwise little difference between
the sexes.

Alignment: Crodlu are sokly concerned with
acquiring sustenance and multiplying. As most animals,
they are always neutral.

Typical Treasure
Being animals, crodlu do not collect treasure.

For Player Characters

Treat a crodlu as an alternative animal companion
available to druids of 4th level or higher. Athasian druids
and rangers like to employ them as mounts and beasts of
burden.

Carrying Capacity: A light load for a crodlu is up to
200 pounds; a medium load, 204400 pounds; a heavy
load, 4014 600 pounds.

A light load fora heavy crodlu is up to 346 pounds; a
medium load, 3474692 pounds; a heavy load, 693 1,040
pounds. A heavy crodlu can drag 5,200 pounds.

A light load for a war crodlu is up to 466 pounds; a
medium load, 4674932 pounds; a heavy load, 9331,400
pounds. A war crodlu can drag 7,000 pounds.

Crodlu Lore

Characters with ranks in Knowledge (nature) can
learn more about crodlu. When a character makes a
successful skill check, the following lore is revealed,
including the information from lower DCs.

Knowledge (Nature)

DC Result

14 This is a crodlu, a terrestrial avian-like mount.
This reveak all animal traits and basic
information on crodlu.

19 Crodlu are fearkss and formidable foes, with
very poor eyesight, but make up for it with an
excellent sense of smell.

24  Larger and stronger varieties haven been bred
for war, and sometime use these animals as
mounts, hunting beasts, and animalcompanions.

Erdland

This creature is a large species of flightless bird. Covered in
ruddy scales, it regards you with a blank, stupid gaze and
squawks oce or twice before returning to its grazing, picking

at the soil with its two clawed feet and sharp beak.

Erdland
Always N Large animal
Init +5;Senseslow-light vision; Listen +4, Spot +4
Languages B3

CR2

AC 14, touch 10, flat footed 13
(t1 size, +1 Dex, +4 natural)

hp 22 (3 HD)

Fort +6,Ref +4, Will +2

Speed 30 ft. (6 squares)

Melee bite +5 (1d8+6)

Space 10 ft.; Reach 10 ft.

Base Atk +2;Grp +10

Atk Options Improved grab, pounce, rake 1d6+2

Abilities Str 19, Dex 13, Con 16, Intl, Wis 13,Cha 5
FeatsAlertness, Endurance®, Improved Initiative
Skills Jump +6, Listen +4, Spot +4, Survival +3
Advancement 446 HD (Large)

Erdlands are a large variant of erdlus. They are
generally used as mounts or to pull caravans. Erdlands
are usedmore for their endurance than speed, since they
are not capable of fastspeeds.

Strategies and Tactics

An erdland has the inteligence of an animal and
fights as such. It initiates combat only if hungry or
threatened. When it does attack, an erdland attackwith its
beak.

Sample Encounter

Characters are more likely to run into an erdland as a
solitary threat while walking through the Athasian
wastes.

Individual (EL 2):
searching for food.

Herd (EL 12¢24): An erdland herd can contain
anywhere from ten to one hundred specimens.

A single erdland is usually

Ecology

Erdlands live in low -lying vegetation areas, and are
omnivorous, eating both animak, such as insects and
small lizards, and vegetables. Erdlands eatesperweed (see
page XX) as a delicacy, hence why sane may be born with
innate psionic abilities.

Erdlands can live up to 20 years, but in the wild a life
span of 10 to 15 years is more typical. Erdlands form
breeding pairs during the high sun months of Thaumast
and Anabasis, and may remain together for about five
months. Mating occurs in the less hot months of Fortuary
and Macro. Erdlands eggs are about 3 feet in diameter,
which they lay in egg wells, small holes dug
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underground. A typical clutch contains 10 to 20
hatchlings. Erdlands are protective parents and will attack
viciously to protect their young. Chicks grow very quickly
and are full-grown in 12¢14 months; they may remain
with their family group for another six months or so
before they split up to breed in their second season.

Environment: Erdlands are usually found in warm
plains. Any warm climate will suit however, and some
varieties of erdlands prefer warm deserts.

Typical Physical Characteristics: A typical erdland
stands between 14 and 16 feet long and weighs around
2,000 pounds.

Erdlands resemble large flightless, featherless birds
andare covered with red to gray scales.

Alignment:  Erdlands have very basic animal
intelligence and are incapable of moral judgments. Hence,
they are always neutral.

Typical Treasure

Being animals, erdlands do not collect treasure.
Erdlands don't provide much in usable material. They do
provide the savage halflings that inhabit the jungles of
Athas with a major meat source. A singke erdland can
provide up to 700 pounds of meat.

For Player Characters

Treat an erdland as an alternative animal companion
available to druids of 4th level or higher. Athasian druids
and rangers like to employ them as mounts and beasts of
burden.

Erdland eggs are lss tasty than erdlu eggs, but a
single erdland egg can provide a meal for up to three
Medium creatures.

Carrying Capacity: A light load for anerdland is up to
232 pounds; a medium load, 233466 pounds; a heavy
load, 467 700 pounds. An erdiand can drag 3,500 pounds.

Erdland Lore

Characters with ranks in Knowledge (nature) can
learn more about erdlands. When a character makes a
successful skill check, the following lore is revealed,
including the information from lower DCs.

Knowledge (Nature)

DC Result

13 This is an erdland, a larger cousin of the erdlu.
This reveak all animal traits and basic
information on erdlands.

18 An erdland makes a good mount because of its
endurance. Sometimes an erdland can be bomn
with psionic abilities.

23  Erdlands might have been bred from regular
erdlu in order to generate a larger, stronger
spedmen.

Erdlu

A tall, flightless bird with heavy scales or rough feathers,
this creature is as tall as an elf. It has a long neck, large beak
and stands ontwo tough, sinewy legs.

Erdlu
Always N Medium animal
Init +2;Senseslow-light vision; Listen +5, Spot +5
Languages 3

CR1

AC 14, touch 12, flat footed 12
(+2 Dex, +2 natural)

hp 11 (2 HD)

Fort +4,Ref +5, Wil +1

Speed 40 ft. (8 squares)

Melee 2 claws +2 each (1d4+1) and bitd 3 (1d6)
Spaceb5 ft.; Reach5 ft.

Base Atk +1;Grp +2

Atk Options improved grab, pounce, rake 1d6+2

Abilities Str 12, Dex 14, Con 13, Int 2, Wis 12, Cha 3
FeatsAlertness

Skills Jump +186, Listen +5, Spot +5

Advancement 3t4 HD (Medium); 516 HD (Large)

Skills Erdlu receive a +10 racial bonus to d Jump
checks.

Erdlu are large, flightless birds often used as livestock.

Strategies and Tactics

Erdlu, both singly and in flocks, usually fee rather
than fight. If forced into combat, the skittish birds kick
with their powerful, clawed legs or bite with their heavy
beaks.

Sample Encounter

Characters are more likely to encounter erdiu while
traversing through Athasian plains.

Individual (EL 1): A single erdlu is usually searching
for food.

Pair (EL 2): During mating season erdlu pair together
in order to breed. They become very protective and might
attack without provocation if they consider their eggs in
danger.

Flock (EL 94 13): Erdlu instinctively flock together for
protection. An erdlu flock can contain anywhere from ten
to one hundred specimens.

Ec ology

Erdlu inhabit warm phins, or in domesticated herds
near to large settements. Erdlu are omnivorous, hunting
snakes, lizards, and other small reptiles, as well as
grazing.

Erdlu can live up to 30 years, but in the wild a life
span of 15 to 20 years § more typical. Erdlu mating
season is very similar to the erdiand.

Erdlu eggs are about 2 feet in diameter, which they lay
in egg wells, small holes dug underground. A typical
clutch contains 5 to 10 hatchlings. Erdlu become adults
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when 2 to 4 years old; females mature about six months
earlier than males.

Environment: Erdlu are usually found in warm plains.
Any warm climate will do however, as they are usually
domesticated and taken into other terrains.

Typical Physical Characteristics: A typical erdiu
stands around 7 feet tall, 5 feet long and weighs around
200 pounds.

Erdlu are covered in thick, flexible, scale -like feathers,
ranging in color from dust -grey to soft reddish -brown. An
erdlu's legs are long and strong, propelling it rapidly over
the desert sands; the head, at the end of a long neck, is
rounded, with a wicked, wedge -shaped beak.

Alignment: Erdlu are sokely concerned with acquiring
sustenance and multiplying. As most animals, they are
always neutral.

Typical Treasure
Being animals, erdlu do not colect treasure.

For Player Characters

Treat an erdlu as a starting animal companion
available to 1st level druids. Athasian druids and rangers
sometimes like to employ them as mounts.

Aside from its value as a meat animal, the erdlu's
beak, wing scals, and claws all find their way into
various weapon heads and tools, and the egg of an erdlu
is an excellentsource of food and water. Cooked, a single
large egg can provide about three days' worth of food for
a Medium creature. Raw, the egg's liquid contents can be
substituted for about one gallon of water.

Carrying Capacity: A light load for an erdlu is up to
43 pounds; a medium load, 44486 pounds; a heavy load,
874 130 pounds.

Erdlu Lore

Characters with ranks in Knowledge (nature) can
learn more about erdlu. When a character makes a
successful skill check, the following lore is revealkd,
including the information from lower DCs.

Knowledge (Nature)

DC Result

12  This is anerdlu, a large avian creature covered in
scales. This reveals all animal traits and basic
information on erdlu.

17 Erdlus attack with their powerful claws first,
followed by their strong beak.

22 The egg ofanerdluis anexcelent source of food
and water. Its meat, scales, beak and claws are
also very prized.

Gaj

This horific beast looks like a twisted cross between a spider
and a tortoise. From its huge bulbous head grow three lamge,
feathetlike antennae, six compound eyes, and a pair of powerful
mandibles. Its body is six feet in diameter and covered by a
scay, rust-orange shell. Six foygointed legs ending in webbed
feet sprout from beneath the shell.

Gaj
Always NE Large aberration (psionic)
Init +1;Sensesdarkvision 60 ft.; Listen +4, Spot +4
Languages 3

CR9

AC 21, touch 10, flat footed 20
(41 size, +1 Dex, +11 natural)

hp 52 (7 HD)

Fort +5,Ref +3,Will +7

Speed 30 ft. (6 squares)

Melee bite +8 (2d6+4) and 3 tentacle slaps +6 eac
(1d4+2 plus 1d4 Int)

Space 10 ft.; Reach5 ft.

Base Atk +5;Grp +13

Atk Options improved grab, poison gas

Psi-Like Abilities (ML 10th):

0O w b Bete@ Hife detect psionigsfalse sensory input3
targets, DC 16%)

t ¥ E Eadielsion(17 hours, DC 18*),defensive precognitic
(+2 bonus, swift action*), ego whip(ML 7th, 2d4, DC
17%), empty mind (+6 bonus?*), id insinuation (ML 7th,
three targets, DC 17%), mind thrust (10d10, DC 19%),
mindlink (6 unwilling targets, DC 14%), painful strike
(swift action*), power resistance psionic dominat
(affects animals, fey, giants, humanoids, magical
beasts and monstrous humanoids, DC 18%)
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Abilties Str 18, Dex 12, Con 16, Int 12, Wis 14, Cha 17

FeatsCombat Manifestation, Multiattack, Power Attack

Skills Bluff +8, Concentration +8, Hide -3* Intimidate
+8, Listen +7, Psiraft +6, Spot +7

*A gaj receives a +8 bonus to Hide checks in rocky or
sandy areas.

Advancement 8t14 HD (Large); 1521 HD (Huge)

Improved Grab (Ex) To use this ability, a gaj must hit
with its bite attack. It can then attempt to start a
grapple as a free action without provoking an attack
of opportunity. The gaj gets a +4 bonus on tentaclke
slap attacks against a grappled foe, canceling out the
usual t4 penalty for attacking a grappled opponent.

Poison Gas (EX): As a standard action, a gajcan spray a
creature within reach with a puff of noxious gas from
its abdomen. The gaj can use this ability up to three
times per day. Inhaled, Fortitude DC 16, initial
damage 1d4 Con and nauseated for 1 round,
secondary damage none. The save DC &
Constitution -based.



Gaj are carnivores and require flesh to survive, but
they also need to consume the mental energy of other
sentient creatures to live.

Strategies and Tactics

A gaj uses psionic dominatéo compel its prey to come
within range of its mandibles. Once the gaj has the
creature in its grip, it will wrap one of its antennae around
the victim's head and begin to damage the creature's
intellige nce.

If forced into melee combat, the gaj uses its mandibles
along with its painful strike power against its attackers.
Anyone within reach will also be subject to attacks from
its antennae and its Inte llige nce-damaging ability.

Sample Encounter

Gaj prefer to live and hunt alone, though they can
occasionally be found in pairs. They prefer to live in rocky
areas where their shells serve as camouflage, or in sandy
areas where they can hide themselves from predators in a
shallow burrow, so almost every encounter begins with
anambush by the creature.

Invisible Death (EL 9): A shkve village lives in fear of
an unseen killer. Over the past two weeks, infants and the
elderly have begun to turn up dead, their faces contorted
in agony. The village is desperate and will do anything to
get rid of the menace.

Mated Pair (EL 11): A gaj couple s preparing to mate
and must feed accordingly before it. Using detect lifeto
search for prey, they attack in tandem thanks to mindlink,
taking turns initiating mental attacks before closing in and
using their antenna ontheir hapless prey.

Ecology

A gaj is a predatory insectoid creature that feeds by
draining the inteligence of other creatures. These
creatures spend their time hunting such creatures; though
they can partially subsist on meat for up to a week.

If a gaj locates an area with aundant supply of
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it will send a mental broadcast to all nearby gaj in search
of a mate.

After breeding, females lay two to six eggs, which are
tended by both parents and hatch in one month. Gaj
infants stay with their parents for about three months and
then leave to establish their own territories. No familial
bond remains.

Environment: Gaj prefer to live in rocky areas where
their shells serve as camouflage, or in sandy areas where
they can hide themselves from predators in a shallow
burrow.

Typical Physical Characteristics: A typical gaj is 6
foot long, 7 foot tall, and weighs around 900 pounds.

A gaj appears as a large crossover between a reptile
and a beetle. Its body s covered by a scaly, rst-orange
shell about six feet in diameter. From beneath this shell
protrude six four -jointed lkegs which end in webbed feet
with long, sharp claws. Its head is a spongy white globe
about two feet in diameter. Spaced at even intervals

around the head are s compound eyes. A pair of barbed
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appendages that hang over its mouth, and three feathery
stalks rise from the top of the head.

Alignment: Gaj have a curiosity about other
intelligent beings, but they have no compunctions about
causing suffering or kiling. Therefore, they are always
neutral evil.

Typical Treasure
Gaj have no interest in treasure.

Gaj Lore

Characters with ranks in Knowledge (nature) can
learn more about gaj. When a character makes a
successful skill check, the following lore is revealed,
including the information from lower DCs.

Knowledge (Nature)

DC Result

19 This is a gaj, a horrific beetle-like psionic
creature. This reveak all aberration traits and the
psionic subtype.

24  Gaj possess a vast array of mental powers and
they can exhale a noxious gas from their
abdomens which they use to weaken their prey.

29  Gaj must feed on the mental energy of others
using their feathery antenna, or they start to
wither and die.

Giant, Desert

Five times the size of a normal man, this giart is almost a
caricature of the human physique, with oversized, nearly
comical features. The giant is all but naked, save for a leather

loincloth, and great braids of dark hawing halfway down the

Usually NE Huge giant

Init +2;Senseslow-light vision; Listen +6, Spot +6

Languages Common, Giant

AC 22, touch 10, flat footed 20; rock catching

(42 size, +2 Dex, +12 natural)

hp 119(14 HD)

PR 23

Fort +13,Ref +6, Wil +5

Speed 40 ft. (8 squares)

Melee spear +17/+12 (2d8+12/x3) or

Melee 2 slams +16 each (1d8+8) or

Ranged rock +11 (2d8+8)

Space 15 ft.; Reach 15 ft.

Base Atk +10;Grp +26

Atk Options Awesome Blow, Cleave, Combat Reflexes,
Improved Bull Rush, Power Attack, rock throwing

Abilities Str 27, Dex 15, Con 19, Int 7, Wis 12,Cha 11

Feats Awesome Blow, Clave, Combat Reflexes,
Improved Bull Rush, Power Attack
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Skills Climb +9, Jump +9, Listen+6, Spot +6, Survival +6

Advancement by character class;Favored Classfighter;
see text

Possessionsspear

Rock Catching (Ex) An Desert giant can catch Small,
Medium, or Large rocks (or projectiles of similar
shape). Once per round, a giant that would normally
be hit by a rock can make a Reflexsave to catch it as
free action. The DC is 15 for a Small rock, 20 for a
Medium one, and 25 fora Large one. (If the projectile
provides a magical bonus on attack rolls, the DC
increases by that amount.) The giant must be ready
for and aware of the attack in order to make a rock
catching attempt.

Rock Throwing (EX) Giants receive a +1 racial bonus on
attack rolls when throwing rocks. A Desert giant can
hurl rocks weighing 60 to 80 pounds each (Medium
objects) with a range increment of 140 ft. up to five
range increments.

Desert giants resemble massive humans; their features
are exaggerated in some way: many have huge noses,
mouths, brows, chins, or ears. Desert giants usually refer
to themselves as Saram giants.

Strategies and Tactics

Giants fight in two basic modes: defensively or
offensively. When fighting defensively, such as when
protecting their isiend homes from uninvited guests, their
favorite tactic s to hurl boulders at the enemy from as
greata rangeas possible.

Offensively, giants like to get to the heart of the matter
as quickly as possible. They will charge into the fray
swinging their weapons and use Awesome Blow to
quickly disperse any resistance.

Sample Encounter

Desert giants gather in small clans living near the Silt
Sea or make colonies oron islands near the shore.

Individual (EL 10): A lone giant might be hunting the
rare creature a band of adventurers seeks near the Sea of
Silt, such as silt horrors| or might decide that the
adve nturers the mselves are better game.

Clan (EL 121{20): A clan contains up to ten giants
sometimes laded by a fighter or an elemental cleric
leader, called Sachem.

EL 14:The Ewe clan, composed of five giants, has been

erdlus, kanks, and other creatures. Because their slands
have limited vegetation, desert giants eat little in terms of
plant life.

Environment: Though they can be encountered in any
of the Sea of Silt islands, desert giants seek island near the
shore so they can perform occasional trade with
humanoid settle ments.

Typical Physical Characteristics: A typical desert
giant stands between 20 and 30 feet tall and weighs
around 12,000 pounds.

Their skin is most often dark red, but some specimens
have jetblack skin, providing excellent protection against
both weapons and the elements. The hair of desert giants
is dark, coarse, and very strong; they often grow it in
braids that are eventually cut and traded as rope. They all
wear a crude figure of his clan's totem-a sheep, goat,
erdlu, or similar domestic animal | tattooed on their
sloped brow. Most wear a minimum of clothing, no more
than a loincloth and sandals.

Alignment: Desert giants are usually neutral evil.
Extremely selfish and inherently cruel, they are also rarely
predictable, switching between spontaneous and planned
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members of the race might be neutral, though they are
rare.

Society

Desert giants gather in clans that live on arid islands
in the Sea of Silt. They subsist by raising herds of erdlus,
kanks, or other creatures. They maintain a limited amount
of trade with inland communities of other races.

They often share ground with their more aggressive
relatives, beastheaded giants {ToA 53), who call
themselves Joorsh giants.

Typical Treasure

Desert gants have treasure appopriate to their
Chalenge Rating, about 5,800 Cp. They make frequent
raids to humanoid settkements near the Sea of Silt or
sometimes demand tribute in order to stay put. While
they have little use for magic items they do not
understand, desert giants are fond of gems, and precious
metals.

Desert Giants With Class Levels
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include clerics that serve either Earth or Silt.
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house ships that inadvertedly entered their territory were
lucky to escape unscathed, but a group of silt pirates were
savagely crushed.

Ecology

Desert giants do not usually trust other races, keeping
to themselves whenever possible. On occasion when they
leave their islands to trade, they quickly return once their
business is complete.

Desert giants eat most anything, preferring meat to
plants and vegetables. Many clans domesticate herds of

Desert Giant Lore

Characters with ranks in Knowledge (nature) can
learn more about desert giants. When a character makes a
successful skill check, the following lore is revealed,
including the information from lower DCs.

Knowledge (Nature)

DC Result
20 Desert giants are settled herders that live in the
Athasian wilderness. This reveak all giant traits.
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25  Though hardly friendly, desert giants have less
of a reputation for savagery than their
beastheaded counterparts.

30 Desert giants are naturally resistant to all types

of psionics and have the innate ability to throw
and catch huge boulders.

Gith

Gith are a lanky race of reptiian humanoids that,
when erect, stand close to seven feet tall, but who spend
most of their time, bent-over in a crouch that makes them
appear to be only five feet tall. Their powerful legs allow
them to make great keaps, which they use to move about,
walking in an awkward waddle only when they cannot
jump or when sneaking up on prey.

Below are severalexamples of typical gith adve nturers
might encounter, separately or as marauding raiding
party.

Gith Warrior

Standing hunched before you is a vaguely
humanoid with hairless, greenigjray skin and jet black lidless

spear designed for chopping and shlshing rather than
piercing, but they will use any weapon they h ave access
to. They disdain the use of range weapons, since they
enjoy watching the pain and fear of their opponents.

Gith Captain

This wiry and hunched humanoid is clad with inix chitin
armor. The creature also wears an arm bracelet made from bones
of falen prey, and carries an obsidian spear.

Gith Captain
Male gith fighter 3
CE Medium humanoid (gith)
Init +7;Senseslow-light vision; Listen +1, Spot +1
Languages Common, Gith

CR3

AC 19, touch 12, flat footed 17
(+3 Dex, +2 natural, +4 armor)

hp 17 (3 HD)

Fort +5,Ref +4,Will +2

reptilian

Speed 30 ft. (6 squares); Spring Attack
Melee spear +6 (1d8+2/x3) or

Melee 2 claws +5 each (1d4+2)
Spaceb5 ft.; Reach5 ft.

eyes. With clawed hands and feet and a fanged pronouncedBase Atk +3;Grp +5
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strange by its bowlegged waddling gait.

Gith Warrior
Male gith warrior 1
CE Medium humanoid (gith)
Init +6;Senseslow-light vision; Listen +4, Spot +4
Languages Gith

CR 1/2

AC 16, touch 12, flat footed 14
(+2 Dex, +2 natural, +2 armor)
hp 4 (1 HD)

Fort +2,Ref +2, Wil +0

Speed 30 ft. (6 squares); Spring Attack
Melee spear +2 (1d8+1/x3) or

Melee 2 claws +2 each (1d4+1)
Space5 ft.; Reachb5 ft.

Base Atk +1;Grp +2

Abilities Str 12, Dex 15, Con 11, Int 7Wis 10, Cha 6
FeatsImproved Initiative, Spring Attack 8

Skills Climb +3, Hide +6, Jump +13, Move Silently +6
Advancement by character class;Favored Classrogue
Possessionsleather armor, spear

Skills Gith have a +10 racial bonus on Jump checks.

Gith warriors e xe mplify the hunting me ntality of their
people, ruthlessly following their orders.

The gith soldier presented here had the following
ability scores before racial adjustments: Str 12, Dex 13,
Con 11, Int 9, Wis 12, Car 6.

Strategies and Tactics

Gith combat tactics usually involve ambushes. They
prefer to have a distinct advantage in numbers, and so
attack in mass. Their weapon of choice is an obsidian

Feats Improved Initiative, Spring Attack B,
Wastelander*, Weapon Focus (spear)

*New feat described on page XX

Skills Hide +7, Intimidate +1, Jump +14, Listen +1
Move Siently +7, Spot +1, Survival +4

Possessionsobsidian spear, inix chitin armor

Skills Gith have a +10racial bonus on Jump checks.

Gith make hunting packs, much as lirrs do.
Occasionally, a talented leader takes levels in fighter to
directattacks more effectively.

The gith captain presented here had the following
ability scores before racial adjustments, and equipment
bonuses: Str 14, Dex 15, Con 13, Int 10, Wis 12, Cha 8.

Strategies and Tactics

If possible, the gith attack in mass, usually starting
with a psionic attack from one of their tribe leaders. Then
the entire party moves in quickly to melke. Th ey often
accomplish this by springing up into one giant leap to
close in with their enemies.
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Gith Tribe Leader

This extremely gaunt and lanky humanoid has long
gangling arms and spindly legs. Her hands have three finge
with no opposable thumlyet she carries a spear and a wicked

grin.

Gith Tribe Leader
Female gith kineticist 5
CE Medium humanoid (gith)
Init +7;Senseslow-light vision; Listen +1, Spot +1
Languages Common, Elven, Gith

CR5

AC 16, touch 13, flat footed 14

(+3 Dex, +2 natural, +1 deflection)
hp 17 (5 HD)
Fort +4,Ref +5,Will +6

Speed 30 ft. (6 squares); Spring Attack

Melee mwk spear +3 (1d8/x3) or

Melee 2 claws +2 each (1d4)

Spaceb5 ft.; Reach5 ft.

Base Atk +2;Grp +2

Atk Options Empower Power

Power Points/Day 30; Psion Powers Known (ML 5th):

3rd| energy bol(DC 15*),energy conéDC 15%)

2nd| concussion blagtDC 14), ego whip(DC 14%*), psionic
levitate swarm of crystals

1stf control object inertial armor know direction anc
location vigor, wild leap*

*The save DCs for these powers might increase with the
use of augments.

*New power describedon page XX

Abilities Str 10, Dex 16, Con 12, Int 14, Wis 13, Cha 6

Feats Combat Manifestation, Empower Power,
Improved Initiative, Spring Attack B, Wastelander*

Skills Concentration (+1), Hide +6, Intimidate (-2),
Jump +10, Knowledge (nature) (+2), Listen +1, Move
Silently +6, Psicraft (+2), Spot +1, Survival +3

Possessions masterwork obsidian spear,
resistance +%ing of protection +1

clbak o

Skills Gith have a +10 racial bonus on Jump checks.

The gith live in tribal organizations. The individual
with the most powerful psionics generally acts as the
leader, and all other social positions are distributed at his
pleasure.

The gith tribe leader presented here had the following
ability scores before racial adjustments and Hit Dice
ability score increases: Str 10, Dex 14, Con 12, Int 15, Wis
13, Car 8.

Strategies and Tactics

Gith combat tactics usually involve ambushes. They
prefer to have a distinct advantage in numbers, and so
attack in mass. Their weapon of choice is an obsidian
spear designed for chopping and slshing rather than
piercing, but they will use any weapon they have access
to. They disdain the use of range weapons, since they
enjoy watching the pain and fear of their opponents.

Sample Encounter
Gith can make challenging encounters for characters

Igf varying kevelk.

Slavers (EL 2): Four warriors wander the edge of a
foothill in search of humanoids to eat and take as slaves.
The gith charge at any likely targets and after they get
what they want, they quickly flee.

Hunting Group (EL 5): A gith captain commands 8
gith warriors and 4 kanks. Their mission is to find a
suitable spot for an ambush and then lie in wait until
someone comes by. They all jump at the same time
hoping to confuse and overpower their enemies. The gith
carry obsidian spears to chop everything while the kank
attack whatever gets in their way. The gith captain stays
back and coordinates attacks.

Raiding Force (EL 7410): A raiding force consists of
ten to fifteen gith, two gith captains and a gith tribe
leader.

EL 9: Gathir, a 5th-level gith kineticist takes his force
of twelve gith and two gith captains deep into the hunting
grounds of another nomadic hunting tribe in order to kill
off the competition.

Ecology

Gith speak their own language, which has no alphabet
but can be expressed in Elven script.

Gith are oviparous, but prefer to eat meat, preferably
uncooked. They are just as effective during the day as at
night.

wl PUT zU0wOPI T wUxEOwWwPUWEUOUODE
individual that reaches such an advanced age k a
remarkable specimen. Most gith die in their twenties
while in battle or from the rigors of the Athasin life.

Gith females gestate for six to seven months before
giving birth to two or three children. A gith reaches
adulthood at twelve. Mothers care for their children for
half this time.

Environment; Mountain gith live in underground
lairs, claiming a particular canyon or valley as their
territory. Gith inhabiting the Tablelands tend to organize
their society more along the lines of a nomadic hunting
clan, going wherever the game takes them.

Typical Physical Characteristics: A typical gith stands
approximately 7 feet tall when erect and weighs around
180 pounds. Females are smaller than males, but no less
agie.

Their lower jaws jut forward and, while toothless, they
have sharp, bony ridges that they use to crush and grind
their food.

Alignment: The brutal and cruel nature of their
society tends to make gith chaotic evil in outlook. Some
are neutral evil, but a gith with a good or lawful
alignment is unheard -of.

Society

Gith organize themselves into tribes, with the most
powerful member acting as leader. All authority comes
from the chief, who has the power of life and death over
any member of his tribe. If the chiefis killed, the strongest
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members of the tribe will fight to the death in order to
determine who will be the new leader. This trial -by-
combat occurs immedately, even if the gith tribe s
currently in the middle of a battle with another force.

Most gith tribes inhabit mountainous regions, coming
down only to raid the villages of other humanoids or t o
attack a passing caravan. They are usually interested in
entertaining themselves with the suffering of others and
with the prospect of a good meal (gith will eat anything
organic, preferring meat), but know the value of treasure,
especially of psionic and magical items.

Typical Treasure

Most gith have standard treasure of NPCs of their
Chalenge Rating. They favor masterwork weapons and
armor, and usually carry a few other offensive items as
well.

Gith as Characters

Within a gith tribe, most leaders will be rogues or
psions. Gith clerics usually follow the elements of Fire or
Air.

Gith possess the following racial traits:

B HIl w#42 BD12 Cha. Gith have keen reflexes but
are slightly dim and aggressive in their be havior.

B, |

penalties due to their size.

running and jumping, they are surprisingly
quiet.

Inix

This large lizard has a long, curling tail and a braaduth

that looks quite capable of swallowing a halfling in a single

gulp.
Inix CR3
Always N Large animal

Init +2;Senseslow-light vision; Listen +5, Spot +5
Languages 3

AC 17, touch 11, flat footed 15; Dodge
(41 size, +2 DeXx, +6 natural)

hp 45 (6 HD)

Fort +8,Ref +7,Will +3

Speed 40 ft. (8 squares)

Melee bite +7 (1d8+6) or tail slap +7 (1d4+6)

Space 10 ft.; Reach5 ft. (10 ft. reach with tail)

Base Atk +4;Grp +12

Atk Options Combat Reflexes, improved grab, swallow
whole

Abilties Str 19, Dex 15Con 16, Int 2, Wis 12,Cha 6

EPUOwW UPai 8 w &b Udl bhohuse¥ iou O GQiindproveld Earrying capacity

FeatsAlertness, Combat Reflexes, Dodge

B' UOEOODPEwW®! PUT Aow&DUT wE U1 wkisOEsEOEBESRE /1 EOUUT UwpbbUT w

the gith subtype.

Advancement A B hul w' #wp+EUT T A

B&DUT WEEUI wOEOEwWUx1 1 EwbU wt Y imprbviedtGab (Ex ) To use this ability, an inix must hit

B + O ight vision.

with its bite attack. It can then attempt to start a

BHhYwUEEPEOQWEOOUUwW 00w EOOw ) Yréppleuak & free axtfloh witiobt PriovakingEay lattack

powerful bowed legs that allow them to leap great
distances.

of opportunity. If it wins the grapplke check, it
establishes a hold and can attempt to swallow the foe

BHKw UEEDE Ow EOOUUwW O0Ow EOOw ' D ke talldwidhEaund. O Y1 w2 DO OUOaw

checks. Gith are sly and stealthy.
B- EODUUEOwWw UOOUow
bones provide it with a +2 naturalarmor bonus.

for 1d4 points of damage.

Swallow Whole (Ex) An inix can try to swallow a

wil PUT z Uw U Gythbbeduoppprient twdeE ¢ Emoré $iZesy smaler than

itself by making a successful grapple check. Once

damage plus 4 points of acid damage per round from

B UUOOEUPEwW +EOTUETI Uow &DPUT @i | G®O® @iz @EOI WEGH Alioduu w U p

Common, Elven, and Saurian.
BBEYOUI Ew'" OEUUO6 w1l O1 Ul
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Gith Lore

Characters with ranks in Knowledge (nature) can
learn more about gith. When a character makes a
successful skill check, the following lore is revealed,
including the information from lower DCs.

Knowledge (Nature)

DC Result

11  Gith are a feral elf-ike race. This reveals all
humanoid traits.

16  Gith fight viciously and cruelly. Gith jump into
battle and use close range weapons in order to
witness the pain and fear of their opponents.

21  Gith are sly and stealthy killers. Even when

way out by using a light slashing or piercing weapon
to deal 15 points of damage to the stomach (AC 13).
Once the creature exits, muscular action closes the
hole; another swallowed opponent must cut its own
PEAwWOUUswW w+EUITT wbdPBRzUU
Tiny, 4 Diminutive, o r 8 Fine opponents.

Inixes make good mounts because of the amount of
weight they can carry for their size, which is two times
their normal capacity.

Strategies and Tactics

In combat inixes are fierce enemies. They usually
attack with their tail first, ta kihg advantage of its
increased reach, then move in and try to bite, hoping to be
able to grappke or swallow whole their victim.
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