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Orcus (Prince of the Undead)

FREQUENCY: Very rore

NOQO. APPEARING: !

ARMOR CLASS: -6

MQVE: 9°°/18°

HIT DICE: 120 hir poinrs

% IN LAIR: 50%

TREASURE TYPE: P S, T. U.

NQ. OF ATTACXS: 2

- DAMAGE/ATTACK: See below

SPECIAL ATTACKS: See beiow

SPECIAL DEFENSES: + 3 or berrer
weapan o hie

MAGIC RESISTANCE: 85%

INTELLIGENCE: Supra genius

ALIGNMENT: Chaotic ewil

SIZE: L (15" rall)

PSICNIC ABILITY: 350
Attack/Oefanse Modes: All/all

't iz urocabla that this creature is ane of the mast powaertul and strcrges of
ail d=mans. !t he 30 much as slaps with his open hand the biow causes | -4
hit poinrs of damage. His termisie fists can deliver biows of 1-13 hur poInts,
if ha uses a weapon he strikes with o bBonus of =4 10 hit and «8 an
damage. Additionally his tail has a virulent paisan stnng (-4 on ail saving
throws against its parson), and his 1ail sirikes with an 18 dextarity which
does 2-3 hit paints each time it hits.

Crcus can, at will, use any one of the following powars: Casr connnual
darkness, charm person, creare illusion (as a wand of that kind), couse
fear (as o fear wand), derec? magic, reod magic, read languages, derec?
invisible objecrs, ESP, cause pyrotechnics, dispel magqic, clairvoy, use
clairaudience, cast a 12-die lightning bolt, suggest, polymorph self, creare
a wall of fire, reiekinese 12,000 goid piece weight, animare dead (as a
19th level magic-user), cast a feeblemind speil ance per day, projecr
image, use any one of the symbois once per day each, palymarph any
object, shape change, time stop once per day, and has an 80% chance of
garing in any demon of type -V (bur only @ 50% chance of gating a type V
or VI and will never call upon ancther prince). Orcus can speck with the
dead (as 20th level cleric). o+ 2
Ry e

Orcus furthermore is able 1o summon certain of the undead, for he is their
prince. If random calling Is desired by the referee the following chart is

. P[]
suggested: s BET s .ﬂ.im.) g . 3
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RUST MONSTER

FREQUENCY: Uncommon

NO. APPEARING: -2

ARMOR CLASS: 2

MQVE: 18

HITDICE: §

% IN LAIR: 10%

TREASURE TYPE: Q (X 10)

NOQ. OF ATTACKS: 2

DAMAGE/ATTACK: Nil

SPECIAL ATTACXS: See below

SPECIAL DEFENSES: NIl

MAGIC RESISTANCE: Standard

INTELLIGENCE: Animal

ALIGNMENT: Neurral

SIZE: M

PSIONIC ABILITY: Nil
Attack/Oefense Modes: Nil

Rust monsters inhabit anly dark subterranean places. They roam such
places in search of their food — merals of ail sorm, but principally ferrous
based maetals such as iran, steel, and seei alloys (such as mithral and
adamantite arms and armor). |f the rust monster 1ouches the mgral with its
rwo antennae (roll “1o hir’ die) it rusrs or corrades the metal. Note that
magqically andowed items gain a saving throw, a 10% chance af not being
atfected for each plus, i.e. @ +2 weapan or armar gains @ 20% chance of
being saved. Metai affected rusn or corrodes and 'mmediately falls to
preces (which are easily egten and digested by 'he creature). Weapons
strking a rust monster are affected just as if the cregture’s antennae had
touched them. Rust mansiers can smeil meral at 9* distance. They wiil stop
for @ meiee round 1o devour such ilems as a handful ot ron spikes or a
mace if a Hleeing party throws them away, but they wiil go after ferrous
meral in preference 10 copper, nilver, erc.

PIERCER L

FREQUENCY: Uncommz.1
NQO. APPEARING: 3-18
ARMOR CLASS: 3 ’

MOve; 1"
HIT DICT: -4
% IN LAIR: Nil

TREASURE TYPE: NIl

NQ. OF ATTACKS: !

DAMAGE/ATTACK: 1-6/2-12/3-18
or 4-24

SPECIAL ATTACKS: 95% likely t0
surprise

SPECIAL DEFENSES: NIl

MAGIC RESISTANCE: Staridard !

INTELLIGENCE: Non-

ALIGNMENT: Neurral

SIZE: Sto M

PSIONIC ABILITY: Nil

Attack/Defense Modes: Nil

Piercers inhabit caves, caverns, and similar subterronean places. With their
stoney outer casing these monsters are indistinguishable from sialactites

found on cave roofs. They are atiracted by noise and heu', and when a
living creature passes beneath their position above they will drop upon it
in order 1o kill and devour it. Larger varieties will be found with smailer

ones.
oo

The size of o piercer is equal to i hit dice, and there is an equol

probability of a piercer being 1,2, 3, or 4 dice in size. The iarges! piercer is

about ¢’ long, 1° base diameter, and weights 500 pounds.

MIMIC

FREQUENCY: Rore

NO. APPEARING: 1

ARMOR CLASS: 7

MOVE: 3

HIT DICE: 7-10

% IN LAIR: Nil

TREASURE TYPE: Nil

NO. OF ATTACKS: 1

DAMAGE/ATTACK: 3-12

SPECIAL ATTACKS: Glue

SPECIAL DEFENSES: Camoufloge

MAGIC RESISTANCE: Stondard

INTELLIGENCE: Semi- to gveroge

ALIGNMENT: Neurral

SIZE: L

PSIONIC ABILITY: Nil
Arock/Defense Modes: Nil

Mimics are subterranean creatures which cannot stand the light of the sun. -

They are able to perfecily mimic stone or wood. There are fwo vorieties of
this creature, the lorge (9-10 dice), semi-inteiligent comivorous “killer
mimic” and the slightly smaller, inteiligent sort. While the former will
attack anything which Is nearby, the latter are generally friendly if offered
food. All mimics move about constantly in their search of prey.

Mimics pose as stonework, door, chests, or any other substance or item
they can imitate. When a creature touches the mimic, the latter lashes out
with a pseudopod, delivering 312 poinms of damage per hit, Meanwhile,

the mimic excretes a giue which holds fast whatever member the creature
touched the mimic with.

The killer mimics do not speak, but the other breeds have their own
languoge and can usually speak several ather 1ongues such as common,

orcish, etc. For considerarion they will usually 1eil
y tell a about what th
have 1een nearby. Feny v

GOBELIN

FREQUENCY: Uncommon

NO. APPEARING: 40-<400

ARMCR CLASS: &

MQVE: 6"

HITO'Z- 1.7 Hir poinrs

Y N ' AIR: 40%

TREASURE TYPE: Individuals K,

Ltair €

Q. OF ATTACXKS: |

OAMAGE/ATTACK: 1-4 or by
weapon

SPECIAL ATTACXS: Nil

SPECIAL DEFENSES: Nil

MAGIC RESISTANCE: Srondard

INTELLIGENCE: Average (low)

ALIGNMENT: Lawful ewil

SIZE: S (4’ rall)

PSIONIC ABILITY: Nil
Attack/Oefense Modes: Nil

Goblins have a tribal society, the strongest ruling the rest, allowing feality
1o the gablin king, It is possible that goblins are distantly reiated to
kobolds. Like the latter, goblins enjoy dweiling in dismal surroundings,
although they tend 10 inhabit caves and similar underground places in
preference to any habitation above ground. They too hate full daylight
and artack at @ -1 when in suniight. Goblins have normal infravision (60
range). L

70



LARY &

EREQUENCY: Comnion
NO. APPEARING. 10-40
ARMOR CLASS: 7
MOVE: 6™
HIT DICE: !
% IN LAIR: 100%
TREASURE TYPE: Nil
NO. OF ATTACKS: !
DAMAGE/ATTACK: 2-5
SPECIAL ATTACKS: Nil
SPECIAL DEFENSES: Nil
MAGIC RESISTANCE: Standard
INTELLIGENCE: Low
ALIGNMENT: Ewil
SIZE: M
PSIONIC ABILITY: Nil
Attock/Defense Modes: Nil

|s who sink 10 lower plones
@3, controiled by the might
d deviis alhike, as they are
ly. Liches employ their
powaers. Because of the
d thus maintain the

The larvae are the most seifishly evil of ail sou
ofter death. They abide in the gloom ot Had
hogs. These cregtures are desired by demaons an
used to form quosirs (qv) or imps {qv) respecnve
essence in order 10 retain their un-dead status and
value of larva the mght hags use them to trade oft an
freedom of their pianes.

umaon faoces.

Larvoe appear as sickly yellow worms with distorted h

HARPY

FREQUENCY: Rare

NO. APPEARING: 2-12

ARMOR CLASS: 7

MOVE: 6°'/15"

HIT DICE: 3

% IN LAIR: 25%

TREASURE TYPE: C

NO. OF ATTACXS: 3

DAMAGE/ATTACK: 1.3/1-3/1-6

SPECIAL ATTACXS: Singing &

charm

SPECIAL DEFENSES: Nil

MAGIC RESISTANCE: Standard

INTELLIGENCE: Low

ALIGNMENT: Chaoric evil

SIZE: M

PSIONIC ABILITY: NIl
Attack/Defense Modes: Mil

NS

‘V\‘\\

Harpies hova the vodier of wuitures bul
woinegn. ey G e voTEIGUS COFMIVOTE: and foul crecy
dwell alcry seccoasts are g
1o emit sweei-sounding calls
proceed towards the horpies uni@ss the; to. " VSO o
touch of a harpy charms those crectures whic
Ihrow versus magic. The horpies arnack, toriure, and devou’
prey. What they do not want they foul with excremen
with her vulture clows ond some
some weapaon left from one of her
language and none other.

GREEN SLIME

onerally known as sirens, Al harpias are abie
Sy creciura hwaring Thess caits il
wanyie. Siemilarly, the

FREQUENCY: Rore

NO. APPEARING: 1.6 %

ARMOR CLASS: ¢ 9
MOVE: 0* J 9
HIT DICE: 2 f

% IN LAIR: Nil g W

TREASURE TYPE: Nil

NQ. OF ATTACKS: 0

DAMAGE/ATTACX: Nil

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: See below

MAGIC RESISTANCE: See below

INTELLIGENCE: Non-

ALIGNMENT: Neurrai

SIZE: S

PSIONIC ABILITY: NIl =
Attack/Defense Modes: Nil

T

| Green slimes are siral
nge plant growths f. i
b s found in subter
v.o.':g'. 1::: r:c:nr\‘cln move, they siowly grow, focdlr:nznc‘;‘f::.l.
i etallic substances. They are sensitive ¢ bra i
n drop upon passing creatures from above e

Gr !
'h:.:f:li'ﬂ::':::'l attach itself 1o living flesh, and in 1-4 melee rounds
b wmoﬂz::run into green slime (no resurrection possible). It

Y. consuming but one inch thickness in an ho;:r.

Green slime eons m
o etals quickly, going through plate armor in 3 meiee

I ) scard

fr::-':\b:cmf quickly (If the scroper is then di ed), excised
i cure disease spell kills green slime. Omu: for: cf

attac ng weapons or spell — do it no harm ma

-

Occasionally huge slimes or colonies of dozerThave been reported.

the upper loros and heods of
res. Those that

te foil 10 M e el vETing
thetr “Hc mad
1. A harpy wracks
form of weapon — often a bone club or
tormer vicnms, They speak their own



