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A creature can speak all the languages mentioned 
in its descriptive text.  Any creature with an Intelligence 
score of 3 or higher understands at least one language.

Wisdom: Any creature that can perceive its environment 
in any fashion has at least 1 point of Wisdom.  Anything 
with no Wisdom score is an object, not a creature.  
Anything without a Wisdom score also has no Charisma 
score.

Charisma: Any creature capable of telling the difference 
between itself and things that are not itself has at least 1 
point of Charisma.  Anything with no Charisma score is an 
object, not a creature.  Anything without a Charisma score 
also has no Wisdom score. 

Nonabilities: Some creatures lack certain ability scores.  
These creatures do not have an ability score of 0 — they 
lack the ability altogether.  The modifier for a nonability 
is +0.  

Skills
This section lists alphabetically all of the creature’s skills by 
name along with skill modifiers that include adjustments 
for ability scores and any bonuses from feats or special 
abilities (unless otherwise noted in the descriptive text).  
All listed skills are class skills unless the creature acquires 
a character class.

Languages: Some creatures speak unique languages that 
characters don’t know anything about.  The Overseer 
determines whether a character is capable of learning 
one of these unique languages and the method by which 
that language can be learned.

Feats and Talents
Most creatures use the same feats that are available to 
characters, but some have access to the Multiattack feat 
(described Appendix B).  Very few creatures learn a Talent, 
but it possible.

Evolution
The Overseer can improve a creature by Evolution, usually 
increasing its Hit Dice and Size.  The Evolution entry 
indicates the increased Hit Dice (and often size) of the 
creature or indicates that the creature can advance by 
character class.

Increasing Hit Dice
As a creature gains Hit Dice, many of its game statistics 
change as noted below.

Size: Adding Hit Dice to a creature can also increase its 
size.  An increase in size affects a creature’s Defense, 
attack rolls, and grapple checks, as detail in Creature 
Type and Evolution.  Consult the Evolution charts, as well 
as physical ability scores and damage, as shown in the 
descriptions of the creature types.

Defense: An increase in size affects a creature’s Defense, 
as shown on the Evolution chart by size.  An increase in 
size might also improve a creature’s natural armor bonus 
to Defense.  Note that a natural armor bonus stacks with 
an equipment bonus from armor.

Attack Bonus: Creatures follow their Creature Type Base 
Attack Bonus progression as it gains Hit Dice.  A change 
in the creature’s size also modifies its attack rolls, as 
shown on the Evolution chart by size.  Both values must 
be counted when recalculating a creature’s attack bonus.

Grapple Modifier: An increase in size affects a creature’s 
grapple modifier by +4 for each size advancement as 
shown on the Evolution chart.

Damage: An increase in size also increases the amount 
of damage a creature deals with its natural weapons as 
denoted by Creature Type.

Saving Throws: A creature’s Saves follow its Creature 
Type Saving Throw progression as it gains Hit Dice. 

Ability Scores: An increase in size affects a creature’s 
Strength, Dexterity, and Constitution, as shown by 
Creature Type.

Skills and Feats: As shown by Creature Type, a creature 
may gain additional skill points and feats depending on 
its type.

Creature Overview













15

Plant
A plant is a vegetable creature that can be found in soil 
or bodies of water.  Plant life after the Exodus was nearly 
eradicated with the exception of some weeds that mutated 
into dangerous plants.  The only plant life to survive was 
in the underground bunkers and fallout shelters that man 
cultivated in gardens to survive.  Some of these plants have 
been transplanted into the wasteland, but few survive in the 
contaminated soil.  

Hit Die: d8.

Base Attack Bonus: –0.5 CR

Good Saving Throws: 0.25 CR (Fortitude and Will)

Skill Points: None.

Feats: None.

Plant Traits:
Weapon and Armor Proficiency: Plants are proficient 
with their natural weapons only.  They are not proficient 
with armor.

Ability Scores: Plants usually have no Intelligence score; 
however some have evolved, becoming sentient.

Immunities: Plants are immune to sleep, paralysis, 
stunning, and mind-affecting effects.  They are not subject 
to critical hits or the effects of massive damage.

Low-Light Vision: Plants with visual sensory organs have 
low-light vision.

Blindsight: Plants without visual sensory organs have 
blindsight with a range of 60 feet.

Plants
Size

Ability Scores Minimum 
Hit Dice

Slam Bite Claw GoreStr Dex 1 Con Int 2 Wis Cha 3

Colossal 47 — 28 — 14 2–12 32d8 4d6 2d6 2d8 4d6
Gargantuan 39 — 24 — 14 2–12 16d8 2d8 1d8 2d6 2d8
Huge 31 — 20 — 14 2–12 4d8 2d6 1d6 2d4 2d6
Large 23 — 16 — 14 2–12 2d8 1d8 1d4 1d6 1d8
Medium-size 15 — 12 — 14 2–12 1d8 1d6 1d3 1d4 1d6
Small 11 — 10 — 14 2–12 1/2 d8 1d4 1d2 1d3 1d4
Tiny 7 — 10 — 14 2–12 1/4 d8 1d3 1 1d2 1d3
Diminutive 3 — 10 — 14 2–12 1/8 d8 1d2 — 1 1d2
Fine 1 — 10 — 14 2–12 1/16 d8 1 — — 1
1 Most plants are immobile, having no Dexterity.  A few species of plants have developed modes of movement.
2 Most plants are mindless.  However, some plants evolved to a sentient species.
3 Plants have a variance of Charisma to reflex the appearance of their species.

Creature Types
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Vermin, Radioactive 
Radioactive Vermin includes insects, arachnids, other arthropods, 
worms, and similar invertebrates that have mutated due to the 
radioactive fallout from the Great War.  These vermin have grown to 
giant-sized versions of the normal creatures.  Unlike other invertebrates, 
these creatures can force air in and out of their bodies, “breathing” in a 
manner that means their larger bodies will not starve for oxygen. 

Hit Die: d10

Base Attack Bonus: +0 CR

Saving Throws: +0.5 CR (Fortitude)

Skill Points: 4 + 2 per Hit Dice.

Feats: None.

Radioactive Vermin Traits:
Weapon and Armor Proficiency: Radioactive Vermin are proficient 
with their natural weapons only.  They are not proficient with armor.

Ability Scores: Radioactive Vermin have no Intelligence score.

Darkvision: Radioactive vermin with visual sensory organs have 
darkvision with a range of 60 feet.

Blindsight: Radioactive vermin without visual sensory organs have 
blindsight with a range of 60 feet.

Immunities: Radioactive Vermin are immune to mind-affecting effects 
and harmful effect of radiation.

Potent Venom: Medium-size or larger poisonous vermin get a bonus 
to the save DC of their poison based on their size, as follows: Medium-
size +4, Large +6, Huge +8, Gargantuan +10, Colossal +12.  Typical a 
radioactive vermin’s poison damage equals the same as their “Slam” 
attack value.

Radioactive Strike: Radioactive vermin exude radiation from their 
bodies.  Any successful hit that deals damage also deals an equal amount 
of radiation damage (RAD).

Resistance to Massive Damage: Radioactive Vermin gain a +5 
species bonus on Fortitude saves to negate the effects of massive 
damage.

Radioactive Vermin
Size Ability Scores Minimum HD Slam Bite Claw GoreStr Dex Con Int Wis Cha

Colossal 47 8 26 — 13 6 32d10 2d6 4d6 2d8 4d6
Gargantuan 39 8 22 — 13 6 16d10 1d8 2d8 2d6 2d8
Huge 31 10 18 — 13 6 8d10 1d6 2d6 2d4 2d6
Large 23 12 14 — 13 6 4d10 1d4 1d8 1d6 1d8
Medium-size 15 14 10 — 13 6 2d10 1d3 1d6 1d4 1d6
Small 11 16 8 — 13 6 1 d10 1d2 1d4 1d3 1d4
Tiny 7 18 8 — 13 6 1/2 d10 1 1d3 1d2 1d3
Diminutive 3 20 8 — 13 6 1/4 d10 — 1d2 1 1d2
Fine 1 22 8 — 13 6 1/16 d10 — 1 — 1

Creature Types
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Radioactive Strike: Giant Ants exude radiati
bodies.  Any successful hit that deals damage 
equal amount of radiation damage (RAD).

Resistance to Massive Damage: Radioa
Vermin gain a +5 species bonus on Fortitud
negate the effects of massive damage.

Stability:  Due to its multiple legs; a giant ant
+6 bonus to oppose bull rush and trip attempt

BA
Physical Description
A bat is a flying mammal whose hands and fore
evolved into wings.  Some bats are covered wi
while others are naked.    

Ecology
A large number of bat species are native to 
Southwest and Mexico.  These opportunis
have thrived in the vacuum created by the extinction of 
other species.  Bats inhabit caves, hollow tree trunks and 
abandoned buildings.  Among social bats, a single roost can 
house as many as one million individuals.  Most bats feed 
on insects (favoring bloodflies) and vermin while others 
eat fruit or small animals.  The “vampire bat” drinks small 
quantities of blood that are drained from large mammals.  

Female bats bear one pup at a time and nurse their young 
for anywhere from six weeks to four months, 

Females care for the young exclusively with no help from 
the males.

Bats are not naturally aggressive, though they can cause 
panic and confusion when stirred in large numbers.  
Wasteland dwellers are known to hunt bats for food 
(bat-kabobs).  A swarm of vampire bats can be extremely 
dangerous if they haven’t fed in a while. 

Species Traits
Blood Loss: Any 
creature that 
takes damage 
from a vampire 
bat swarm must 
make a Fortitude 
save (DC 14) or 
else the target 
takes 1 point 
of Constitution 
damage from loss 
of blood. 

B l i n d s i g h t : 
Bats can “see” 
by emitting 
high-frequency 
sounds, inaudible 
to most other 
creatures, that 
allow them to 
locate objects and 
creatures within 

 

Bat Swarm (CR 2)  
Size  Diminutive Vermin Swarm 
Hit Dice  4d8 –4 

Hit Points  14 

Massive Damage  

Threshold  
— 

Initiative  +5 

Speed  Fly 50 ft. (good) 

Defense  14 (+5 Dex, –1 size) 

Touch  14 

Flatfooted  9 

Damage Reduction  — 

Base Attack Bonus  — 

Grapple  — 
Attack (Damage)  Swarm (Distraction) 

Full Attack (Damage)  See Attack 

Fighting Space / Reach  10ft sq / 0ft 

Species Traits  Distraction  
Blindsight 60 ft.  

Resistance to MAS 
Swarm Traits 

Saving Throws  Fort +3, Ref +6, Will +2 

Ability Scores  Str 1, Dex 20, Con 8,  
Int —, Wis 13, Cha 6 

Skills (12)  Listen +11 

Spot + 11 
Feats  — 

Evolution  None  

 

Vampire Bat Swarm (CR 4)  
Size  Diminutive Vermin Swarm 

Hit Dice  6d8 

Hit Points  27 

Massive Damage  
Threshold  

— 

Initiative  +5 

Speed  Fly 50 ft. (good) 

Defense  14 (+3 Dex, +2 natural,  –1 size) 

Touch  12 

Flatfooted  11 

Damage Reduction  — 
Base Attack Bonus  — 

Grapple  — 

Attack (Damage)  Swarm (3d6 + Blood Loss and Distraction) 

Full Attack (Damage)  See Attack 

Fighting Space / Reach  10ft sq / 0ft 

Species Traits  Blood loss 
Distraction  

Blindsight 60 ft.  
Resistance to Massive Damage,  
Swarm Traits 

Saving Throws  Fort +6, Ref +7, Will +3 

Ability Scores  Str 3, Dex 20, Con 12,  
Int —, Wis 13, Cha 6 

Skills (16)  Listen +13 

Spot +13 

Feats  — 
Evolution  None 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grappled, or bull-rushed, nor can the swarm grapple an 
opponent.  It is immune to effects that target an individual 
creature or a set number of creatures.  The swarm takes 
half again as much damage from area effects.  Swarms move 
freely in and out of occupied squares and they can occupy 
any square.  A swarm can squeeze through any opening that 
is large enough for a single member.  A swarm still provokes 
attacks of opportunity from movement but it cannot make 
attacks of opportunity, and does not threaten any squares.

BOAR
Physical Description
A wild boar’s hide is covered with short, woolly, grayish 
black hair.  Along the spine, hair mixes with stiffer bristles 
to form a sort of mane.  The average adult boar stands three 
feet high at the shoulder and measures roughly four feet 
long.  Its formidable tusks protrude from its lower jaw and 
can grow up to twelve inches long.

Ecology
The wild pigs that are commonly found throughout the 
wastes are the descendants of feral swine who once roamed 
across much of North America.  Half wild boar and half 
domestic pig, these creatures have the ferocity of their wild 
forefathers and the appetite of their more domesticated 
ancestors.  Boars and feral pigs can be found anywhere 
that food can be found.  As omnivores they consume large 
amounts of plant matter as well as animal flesh.  Garbage 
dumps and abandoned pre-war settlements are a favored 
scavenging ground.  Boars will eat almost anything from 
refuse to carrion to small domestic animals.  When feral 
swine move into unspoiled areas they can decimate the local 
ecology in a matter of weeks.  Boars are nocturnal animals 
that forage from dawn to dusk then retreat back into the 
burrows that they dig.  They live in groups of twenty to fifty 
animals, comprised of sows and their offspring.  The males 
are solitary creatures who are usually encountered alone.  

Wild boars are hunted for their meat and skins, though 
some people keep them around to dispose of garbage, dead 
bodies, and the like.  An adult boar yields enough salt cured 
pork to sell for 50 steel coins.   

Species Traits
Ferocity: A boar is so fiercely aggressive in combat that it 
continues fighting even when disabled or dying. 

Low-Light Vision: Boars can see twice as far as a human 
in starlight, moonlight, torchlight, and similar conditions 
of poor illumination. They retain the ability to distinguish 
color and detail under these conditions.

Scent (Ex): This ability allows a boar to detect approaching 
enemies, sniff out hidden foes, and track by sense of smell.

 Boar (Wild Pig) (CR 1) 
Size  Medium animal 

Hit Dice  3d8+9 

Hit Points  23 

Massive Damage  
Threshold  

17 

Initiative  +1 

Speed  40 ft. 

Defense  16 (+6 natural) 

Touch  10 

Flatfooted  16 

Damage Reduction  — 
Base Attack Bonus  +2 

Grapple  +5 

Attack (Damage)  Gore +5 melee (1d6+3) 

Full Attack (Damage)  See Attack 

Fighting Space / Reach  5ft. sq. / 5ft. 

Species Traits  Ferocity,  
Low‐light vision,  

Scent 
Saving Throws  Fort +5, Ref +3, Will +2 

Ability Scores  Str 16, Dex 12, Con 17,  

Int 2, Wis 12, Cha 6 

Skills (12)  Listen +7,  
Spot +7 

Feats  — 

Evolution  4–6 HD (Medium) 

Bestiary
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REDWOOD 
PUMA

Physical Description
Redwood Pumas are regular pumas gone really, really bad.  
About the size of a rhinoceros and covered with dense, 
shaggy fur, Redwood pumas look less like cats and more like 
some kind of Paleolithic nightmare.  This muscular beast 
measures four feet tall at the shoulder and can weigh up to 
six hundred pounds. 

Ecology
The redwood puma inhabits the redwood forests of its 
namesake.  It feeds on large prey animals like deer, elk and 
stray livestock, though hunger often drives the pumas to 
expand their territory deep into areas traversed by humans.  
Redwood pumas are solitary hunters who roam well defined 
territories in search of prey.  Though they are named after 
the redwood forests of California, these creatures are 
adaptable and can survive in almost any environment.  It is 
the redwood puma’s generalist nature that has allowed it to 
spread across the southwest wastelands. 

Species Traits
Brutal Mauling: If a Redwood Puma successfully strikes an 
opponent with all three attacks of a full attack action, the cat 
goes into a sudden frenzy and may make another full attack 
against the target he struck.  Brutal mauling only triggers 
once per round.

Camouflage: Redwood Puma fur has a unique quality that 
breaks up the creature’s silhouette in almost all situations.  
When attacking the Puma with ranged weapons, the 
camouflage kicks in, causing a –2 penalty on all attack rolls.

Low-Light Vision: Redwood Pumas can see twice as far 
as a human in starlight, moonlight, torchlight, and similar 
conditions of poor illumination.  They retain the ability to 
distinguish color and detail under these conditions.

Scent: This ability allows a Redwood Puma to detect 
approaching enemies, sniff out hidden foes, and track by 
sense of smell.

 

Redwood Puma (CR 5) 
Size  Large animal 
Hit Dice  6d8+30 

Hit Points  71 

Massive Damage  

Threshold  
23 

Initiative  +3 

Speed  Spd 50 ft. 

Defense  17 (+3 Dex, +5 natural, –1 size) 

Touch  12 

Flatfooted  14 

Damage Reduction  PDR/3 

Base Attack Bonus  +4 

Grapple  +15 
Attack (Damage)  Bite +11 melee (1d8+7)  

Full Attack (Damage)  Bite +11 melee (1d8+7)  

Claw +6 melee (1d6+3) 
Claw +6 melee (1d6+3) 

Fighting Space / Reach  10 ft. sq. / 10 ft. 

Species Traits  Brutal Mauling,  
Camouflage,  

Low‐Light Vision,  
Scent 

Saving Throws  Fort +8, Ref +7, Will +3 

Ability Scores  Str 24, Dex 16, Con 20, 
Int 2, Wis 12, Cha 5  

Skills (18)  Hide +8,  
Listen +6,  

Move Silently +12,  
Spot +6 

Feats  Diehard 
Improved Damage Threshold 

Multi‐Attack 
Weapon Focus (Bite) 

Evolution  — 

Bestiary

















57

OCEANIC 
CREATURES

The oceans of the world contain strange creatures that are 
myths to most but the few brave-hearty sailors and foolish 
swimmer that have encountered them.  Oceanic Creatures 
covers a range of saltwater marine animals as detailed 
below.     

MAN-‘O-WAR, 
GIANT

Physical Description
A giant man-‘o-war bears some resemblance to an enormous 
jellyfish.  The top portion of the man-‘o-war is flattened out 
like a sail, while the strands and the rest of the colony hang 
down below the water’s surface.   

Ecology
While the giant man-‘o-war may look like a jelly fish, in 
reality it is a colony comprised of four different kinds of 
animals living together as a symbiotic whole.  The giant man 
o’ war can be found in the deep oceans where it attacks any 
large object it encounters.  These creatures cannot propel 
themselves through the water so they drift along according 
to the wind and sea currents.  

Species Traits
Attach: If a giant man-’o-war hits with a strand attack, the 
strand latches onto the opponent’s body.  The attachment 
deals no damage, but the giant man-’o-war can then draw 
the opponent 20 feet closer to itself that round and each 
subsequent round thereafter that the opponent remains 
stuck.  Once the creature is within 20 feet of the giant man-
’o-war, the man-’o-war can draw it the remaining distance 
and bite (+4 melee) in that same round.

The opponent can break free of a strand with a successful 
Escape Artist check (DC 20) or Strength check (DC 16).  
Alternatively, the opponent or an ally can try to sever a 
strand.  A single attack with a slashing weapon that deals 
at least 10 points of damage severs a strand (Defense 18).

Immune to Blunt and Slashing: A giant man-’o-war 
ignores the damage dealt by any non-piercing weapon. 

Fire Vulnerability: A giant man-’o-war takes 50% more 
damage from explosive bursts and fire attacks.

Paralysis: The strands of a giant man-’o-war secrete an 
anesthetizing slime.  Any target hit by its strand attack must 
succeed on a Fortitude save (DC 10 + 1/2 the man-’owar’s 
Hit Dice + its Constitution modifier) or be paralyzed for 3d6 
rounds.  The man-’o-war can automatically bite a paralyzed 
opponent.

Strands: A giant man-’o-war lies in wait for prey by 
spreading out its long, sticky strands and floating along on 
the deep currents.  In this mode, it can spread its strands 
over a 100-foot radius.  When something brushes one of 
the strands, all the rest of the strands contract to assist in 
pulling the prey toward the man-’o-war’s mouth.

Wavesense: A giant man-’o-war can automatically sense 
the location of any object or creature within 150 feet that is 
in contact with the water.

 

Man­‘O­War, Giant (CR 5) 
Size  Large animal 

Hit Dice  5d8+10 

Hit Points  32 

Massive Damage  
Threshold  

15 

Initiative  +3 

Speed  Swim 60 ft. 

Defense  17 (–1 size, +3 Dex, +5 natural) 

Touch  12 
Flatfooted  14 

Damage Reduction  — 

Base Attack Bonus  +3 

Grapple  +11 

Attack (Damage)  Bite +4 melee (1d4+2) or  
Strand +4 ranged‐touch (attach) 

Full Attack (Damage)  Strand +4 ranged‐touch (attach) 

Strand +4 ranged‐touch (attach) 
Strand +4 ranged‐touch (attach) 
Strand +4 ranged‐touch (attach) 

Strand +4 ranged‐touch (attach) 
Strand +4 ranged‐touch (attach) 

Strand +4 ranged‐touch (attach) 
Strand +4 ranged‐touch (attach) 
Bite –1 melee (1d4+1) 

Fighting Space / Reach  10 ft. sq. / 5 ft. (100 ft. w/strand) 

Species Traits  Attach,  
Immune to Blunt and Slashing,  

Fire Vulnerability,  
Paralysis,  

Strands,  
Wavesense 

Saving Throws  Fort +3, Ref +3, Will +1 

Ability Scores  Str 22, Dex 16, Con 20,  
Int 1, Wis 12, Cha 4 

Skills  Hide +9,  
Move Silently +9 

Swim +14 

Feats  — 
Evolution  6–9 HD (Large);  

10–15 HD (Huge) 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using claws or a Small or Tiny slashing weapon.  Dealing 
at least 20 points of damage to the gullet (Defense 25) in 
this way creates an opening large enough to permit escape.  
Once a single swallowed creature exits, muscular action 
closes the hole; thus, another swallowed creature must 
cut its own way out.  A Huge sea serpent’s gullet can hold 
1 Large, 2 Medium, 8 Small, 32 Tiny, or 128 Diminutive or 
smaller opponents.

SHARK
Physical Description
A shark is a deadly predatory fish that has a torpedo shaped 
body and a seemingly endless supply of teeth. Typical shark 
is six to eight feet long while a huge shark can measure as 
long as thirty two feet.  

Ecology
Sharks are eating machines that scour the oceans for 
anything they can eat. The scent of blood or the splash of 
a wounded animal can draw a shark’s attention from miles 
away. Certain stretches of coastline are infested with sharks 
and therefore very dangerous to swimmers and sailors. 
Sharks are solitary hunters though they are sometimes 
found in groups. These large fish may be free roaming or 
they may follow migratory patterns, depending on the 
species in question. While they have reputation for being 
mindless predators, sharks have displayed a surprising 
problem solving capacity and have even been documented 
working together in groups.    

Species Traits
Aquatic: Sharks can move in water without making Swim 
checks and cannot drown in water.

Keen Scent: A shark can notice creatures by scent in a 180-
foot radius and detect blood in the water at ranges of up to 
one mile.

Low-Light Vision: A shark can see twice as far as a human 
in starlight, moonlight, torchlight, and similar conditions 
of poor illumination.  They retain the ability to distinguish 
color and detail under these conditions.

Wavesense: A shark can automatically sense the location 
of any object or creature within 100 feet that is in contact 
with the water.

PLANTS
The Exodus eradicated most of the common plant life of the 
world during the fallout.  The only plant life that survived 
was plants man had in the fallout shelters and scientific 
labs, weeds, and those that evolved or mutated into a 
new species of plant.  Several wasteland communities and 
organizations have sought out plant life from adventurers 
and wasteland merchants to create lush green gardens.  The 
following listings of plants are mutated plants that are a 
danger to man and beast.

FUNGAL 
MASS

Physical Description
A fungal mass is an enormous, white mass of tendrils and 
weird frilled polyps.  This creature moves with serpentine 
grace.  A fungal mass has a central stalk that is comprised 
of hundreds of intertwined tendrils.  The central mass is 
sixteen feet across and weighs several tons.  Fungal Mass’ 
tend to be found in damp moist areas attached to walls.  

Ecology
The fungal mass is a symbiotic colony comprised of 
hundreds of individual fungi.  Specialized organisms within 
the colony work together to give the fungal mass its mobility 
as well as a primitive sense of its surroundings.  The fungal 
mass does not feed directly on animal matter but it does kill 
anything within reach in order to grow feeding tendrils into 
the rotten carcass.    

 
Shark (CR 1) 
Size  Medium animal 

Hit Dice  2d8+6 
Hit Points  15 

Massive Damage  

Threshold  

16 

Initiative  +2 
Speed  swim 60 ft. 

Defense  15 (+2 Dex, +3 natural) 

Touch  12 

Flatfooted  13 

Damage Reduction  — 

Base Attack Bonus  +2 

Grapple  +4 

Attack (Damage)  +5 melee (1d6+3, bite) 

Full Attack (Damage)  See Attack 
Fighting Space / Reach  5 ft. sq. / 5 ft 

Species Traits  Aquatic,  

Keen Scent,  
Low‐Light Vision,  
Wavesense 

Saving Throws  Fort +2, Ref +2, Will +1 

Ability Scores  Str 15, Dex 14, Con 16,  

Int 1, Wis 12, Cha 5 
Skills (12)  Listen +5,  

Spot +5,  
Swim +14 

Feats  Weapon Focus (bite) 

Evolution  4–7 HD (Large) 
 8–16 (Huge) 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Improved Grab: To use this ability, a monstrous flytrap 
must hit with its bite attack.  If it gets a hold, it can attempt 
to swallow whole its opponent provided its opponent is at 
least two size categories smaller than it.  

Immunities: Monstrous Flytraps are immune to sleep, 
paralysis, stunning, and mind altering effects.  They are 
not subject to critical hits, precision damage, or massive 
damage.  

Swallow Whole: A monstrous flytrap can swallow a 
grabbed opponent two size categories smaller than it by 
making a successful grapple check.  The swallowed creature 
can attack the flytrap from inside its mouth using a Small 
or Tiny piercing or slashing weapon.  The flytrap does not 
release its opponent until it is slain or its swallowed prey is 
completely drained of blood (he’s dead Jim).  A monstrous 
flytrap’s mouth can swallow only one opponent at a time 
and cannot attack while it drains a creature’s blood.

Automatic Language: Monstrous flytraps raised from 
seedlings can be taught to speak (but neither read nor 
write) one language.

SNAPPER
Physical Description
The snapper plant has a short, stumpy main stem that is 
surrounded by ambulatory vines or tentacles.  Growing 
atop the snapper plant are multitudes of brightly colored 
spore pods each containing a single thorny spore.

Ecology
The snapper plant waits for an animal to wander close by 
and then snaps a tentacle into the creature in order to drink 
its blood.  The spore pods atop the plant explode when 
a combination of chemicals from the snapper’s body is 
pumped into them.  This explosion fires spores out of the 
pod like a cannon, sending the chemically treated spore 
through the air toward a target.  The poison spores are used 
in reproduction; the plant shoots them into passing animals 
that then transport the spores into other areas.  The snapper 
can also release multiple spores in succession as a means of 
self-defense. 

Species Traits
Immunities: Snapper Plants are immune to sleep, paralysis, 
stunning, and mind altering effects.  They are not subject to 
critical hits, precision damage, or massive damage.  

Poison Spore: A snapper plant can expel a poison spore up 
to 20 ft.  If a target is hit and takes damages from a poison 
spore, he must succeed at a Fortitude save or take the initial 
damage; a second Fortitude save must be made 1 minute 
later to negate the poison’s secondary damage.  (DC 12) or 
become paralyzed for 1d3 rounds.  There are no secondary 
effects from the poison spore. 

Spore — Fortitude (10 + ½ HD + CON modifier)
Damage: Initial (1d4 damage + paralyzed 1d3 rounds) / 
Secondary (1 CON)

Tentacle: A Snapper Plant has two 10 foot long tentacles 
that it can attack with in a single round.  If a tentacle hits a 
living target, thorns attach to the victim and begin, on the 
following round, to leach blood (1 point of CON damage), 
unless the tentacle is removed with a STR check (DC 10), or 
severed by dealing 3 points of damage to it.  Once a tentacle 
is attached to a victim, the Snapper Plant cannot attack with 
that tentacle, and will instead shoot spores at any other 
dangers.

Tremorsense: A Snapper Plant can detect any movement 
to the exact location on the ground up to 60 feet away.   

SPORE
Physical Description
These giant plants (somewhat similar to Venus flytraps) 
have been terrorizing humans since the mushroom clouds 
cleared out.  Tall as a man and ten times as vicious, these 
evil weeds have been known to clamp down on many a 
wanderer.  A spore plant is capable of spitting out spores 
coated with a foul substance at its intended prey.

 

Snapper Plant (CR –4) 
Size  Small Plant 

Hit Dice  2d8 

Hit Points  9 

Massive Damage  
Threshold  

— 

Initiative  +0 

Speed  0 ft 

Defense  15 (+4 natural, +1 size) 

Touch  11 

Flatfooted  15 

Damage Reduction  — 
Base Attack Bonus  +0 

Grapple  –4 

Attack (Damage)  Tentacles +1 melee (1d3+leach)  

or Spore +1 ranged (1d4+poison) 
Full Attack (Damage)  Tentacles +1 melee (1d3+leach)  

Tentacles +1 melee (1d3+leach)  

Fighting Space / Reach  2 ½ ft. sq. / 10 ft. 

Species Traits  Immunities, 
Poison spore,  
Tentacle,  

Tremorsense 60 ft. 

Saving Throws  Fort +2, Ref +0, Will +2 

Ability Scores  Str 11, Dex —, Con 10, 
 Int —, Wis 14, Cha 8 

Skills  — 

Feats  — 

Evolution  — 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Bite —Fortitude (10 + ½ HD + CON modifier)
Damage: Onset Time: 24 hours; Initial (1d2 STR) / 
Secondary (1d2 STR and 1d2 CON). 

Low-Light Vision: A giant rat can see twice as far as a human 
in starlight, moonlight, torchlight, and similar conditions 
of poor illumination.  They retain the ability to distinguish 
color and detail under these conditions.

Scent: This ability allows a rat to detect approaching 
enemies, sniff out hidden foes, and track by sense of smell. 

Skill Bonuses: Rats receive a +8 species bonus on Balance 
checks and a +4 species bonus on Hide and Move Silently 
checks.  They use their Dexterity modifier for Climb checks.

Swarm: In order to attack, a single rat swarm moves into the 
opponents’ spaces, provoking an attack of opportunity.  It 
can occupy the same space as a creature of any size, since it 
can climb and move all over its prey, but remains a creature 
with a 10-foot space.  Rat swarms never make attacks of 
opportunity, but they can provoke attacks of opportunity.

Unlike other creatures with spacing, a rat swarm is 
shapeable.  It can occupy any eight contiguous squares, and 
it can squeeze through any space large enough to contain 
one of its component creatures.
Like any swarm, a rat swarm seeks to surround and attack 
any living prey it encounters.  A flock deals 2d4 points of 
damage to any creature whose space it occupies at the end 
of its move. 
A Rat Swarm is immune to all attacks that do not have an 
area of effect or blast radius damage.  Normal attacks will 
kill one rat and won’t damage the swarm that consists of 
100 or more rats.

ROBOT 
In the years bef
RoboCore and U
military robots 
public and corp
varied in the sh
which depende
marketed to the 
fission battery, 
larger fission ba
100 years.  Rob
on creation to p

with several sub-routines.  The robots listed below are the 
general type purchased by consumers before the Exodus 
that a wasteland explorer may encounter in his adventures.    

GENERAL
Physical Description
Robots are manufactured in a stunning array of shapes 
and sizes.  Their design varies according to their intended 
function and the personal tastes of their creator. 

Ecology
Robots are manufactured, remote-controlled constructs 
powered by fission batteries.  These highly useful machines 
come in a variety of sizes and shapes and can be fitted with 
tools or weapons.  

 

Robot, Medium (CR 2) 
Size  Medium Construct 

Hit Dice  4d12+10 

Hit Points  36 

Massive Damage  
Threshold  

— 

Initiative  +1 

Speed  30 ft. (treads),  
30 ft. (bipedal),  

40 ft. (quadrupedal),  
or 50 ft. (wheels) 

Defense  11  (+1 Dex) 

Touch  11 

Flatfooted  10 

Damage Reduction  Hardness 5 

Base Attack Bonus  +4 
Grapple  +7 

Attack (Damage)  +7 melee  or  

+5 ranged 

Full Attack (Damage)  See Attack 

Fighting Space / Reach  5 ft. sq. / 5 ft. 
Species Traits  Construct 

Optional Features (1 or 2) 

Saving Throws  Fort —, Ref +3, Will — 

Ability Scores  Str 17, Dex 12, Con —, 
 Int —, Wis —, Cha — 

Skills (10)  None (unless programmed) 

Feats (1)  None (unless programmed) 

Evolution  — 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HANDIBOT
Physical Description
The handibot is a maintenance and repair unit used in a 
variety of private, government, and corporate settings.  This 
metal and composite android is only vaguely human in 
appearance.  

Ecology
Handibots in working order are rare and most are owned by 
shelter dwellers and a few other wasteland factions.  

A Handibot can be crafted with a series of successful 
Craft skills and 1200 steel in materials.  The construction 
of a Handibot requires a Craft (electrical) DC 18, a Craft 
(mechanical) DC 25, and a Craft (structural) DC 15 to 
create.  Additionally the Handibot needs to be programmed, 
requiring a Computer Use (reprogram) DC 19 skill check.

 
Domestobot (CR 3) 
Size  Medium Construct 

Hit Dice  4d12+10 

Hit Points  36 

Massive Damage  
Threshold  

— 

Initiative  +1 

Speed  50 ft. (wheels) 

Defense  11  (+1 Dex) 

Touch  11 

Flatfooted  10 
Damage Reduction  Hardness 5 

Base Attack Bonus  +4 

Grapple  +7 

Attack (Damage)  +7 melee or  
+5 ranged 

Full Attack (Damage)  See Attack 

Fighting Space / Reach  5 ft. sq. / 5 ft. 

Species Traits  Optional Features  
(External Compents – 

 Audio Receptors and 
 Manupulator Arms) 

Saving Throws  Fort —, Ref +3, Will — 

Ability Scores  Str 17, Dex 12, Con —, 
 Int —, Wis —, Cha — 

Skills (10)  Profession (Butler) +8 

Spot +5 
Feats (1)  Skill Focus (Profession) 

Evolution  — 

 

Handibot (CR 3) 
Size  Medium Construct 

Hit Dice  4d12+10 

Hit Points  36 

Massive Damage  
Threshold  

— 

Initiative  +1 

Speed  30 ft. (bipedal) 

Defense  11  (+1 Dex) 

Touch  11 

Flatfooted  10 

Damage Reduction  Hardness 5 
Base Attack Bonus  +4 

Grapple  +7 

Attack (Damage)  +7 melee  or  

+5 ranged 
Full Attack (Damage)  See Attack 

Fighting Space / Reach  5 ft. sq. / 5 ft. 

Species Traits  Construct, Optional Features  

(External Compents –  Audio  
Receptors and Manupulator Arms) 

Saving Throws  Fort —, Ref +3, Will — 

Ability Scores  Str 17, Dex 12, Con —, 
 Int —, Wis —, Cha — 

Skills (10)  Disable Device +6 
Repair +9 

Feats (1)  Skill Focus (Repair) 

Evolution  — 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CONSTRICTOR
Physical Description
The Constrictor Snake, commonly called a python, is a long 
muscular snake six to ten feet long that varies in colors to 
match its environment.  Constrictor Snakes can be found 
in any warm environment, but tend towards overgrown 
grasslands, ruins, and swamplands. 

Ecology
Largely, Constrictor Snakes were displayed in Zoo’s 
throughout most of the United States and could be found 
in the southeastern states that contained swamps as well.  
However, some people kept Constrictor as pets in their 
homes.  After the Exodus, the surviving Constrictors thrived 
in the atomic heated wasteland mostly on a diet of rats.  
There was little competition for food, and the Constrictor 
thrived expanding and evolving throughout the southern 
United States into new breeds.  The Exodus Constrictor 
still remains the typical Constrictor Snake, but comes in a 
variety of colors, size, and shapes to match its environment 
and eating habits.  Constrictor Snakes that grow to huge size 
are known as Anacondas or Desert Serpents.   

Species Traits
Constrict: With a successful grapple check against a 
creature of its size or smaller, a constrictor snake deals 
damage equal to double its bite damage.

Improved Grab: To use this ability, a constrictor snake 
must hit with its bite attack.  If it gets a hold, it can constrict.

Low-Light Vision: A constrictor snake can see twice as far 
as a human in starlight, moonlight, torchlight, and similar 
conditions of poor illumination.  They retain the ability to 
distinguish color and detail under these conditions.

Scent: This ability allows a constrictor snake to detect 
approaching enemies, sniff out hidden foes, and track by 
sense of smell.  See Special Qualities for more information.

Skill Bonuses: Constrictors receive a +8 species bonus on 
Balance checks and a +4 species bonus on Hide, Listen, and 
Spot checks.  Snakes apply either their Strength or Dexterity 
modifier, whichever is higher, to Climb checks.

HYDRA
Physical 
Description
The Hydra snake looks 
like a common viper, 
ranging in colors that 
allow it to adapt to its 
chosen environment.  
What makes a Hydra 
snake different from a 
normal snake is that fact 
that it has mutated having 
two or more heads on a 
single serpentine body.

Ecology
Hydra snakes, are mutated 
version of a normal snake, 
and are born into a 
normal clutch of snakes.  
Upon leaving the clutch, 
these mutated Hydra 
snake are commonly 
drawn to sources of water, 
where they thrive.  Most 
Hydra snakes are found 
in swamps and wetland 
environments, however 
a few varieties of Hydra 
breeds have adapted 
to the desert, lurking 
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Constrictor Snake (CR ½) 
Size  Medium animal 

Hit Dice  4d8+12 

Hit Points  30 

Massive Damage  
Threshold  

16 

Initiative  +3 

Speed  20 ft.,  
Climb 20 ft.,  
Swim 20 ft. 

Defense  15 (+3 Dex, +2 natural) 

Touch  13 

Flatfooted  12 

Damage Reduction  — 

Base Attack Bonus  +3 

Grapple  +6 

Attack (Damage)  Bite +6 melee (1d6+3) 
Full Attack (Damage)  See Attack 

Fighting Space / Reach  5 ft. sq. (coiled) / 5 ft 

Species Traits  Constrict (2d6+6)  

Improved Grab,  
Low‐Light Vision,  
Scent 

Saving Throws  Fort +5, Ref +5, Will +2 

Ability Scores  Str 16, Dex 17, Con 16,  

Int 1, Wis 12, Cha 2 
Skills (12)  Balance  +13,  

Climb +13,  
Hide +9,  

Listen +7,  
Spot +7,  
Swim +15 

Feats  Weapon Finesse (bite) 

Evolution  5–8 HD (Large)  
9–16 HD (Huge)  

17–32 HD (Gargantuan) 

 

Two­headed Hydra Snake (CR 2) 
Size  Small Mutant Animal 

Hit Dice  3d10+6 

Hit Points  23 

Massive Damage  
Threshold  

14 

Initiative  +3 

Speed  30 ft.  

Defense  16 (+4 Dex, +1 natural, +1 size) 
Touch  15 

Flatfooted  12 

Damage Reduction  — 

Base Attack Bonus  +3 

Grapple  +2 

Attack (Damage)  Bite +8 melee (1d4 + poison) 

Full Attack (Damage)  Bite +8 melee (1d4 + poison) 
Bite +8 melee (1d4 + poison) 

Fighting Space / Reach  5 ft. sq. (coiled) / 5 ft. 

Species Traits  Constrict (2d4) 
Improved Grab 

Poison (DC 13) 
Scent 

Saving Throws  Fort +3, Ref +6, Will +2 

Ability Scores  Str 11, Dex 18, Con 14,  
Int 1, Wis 12, Cha 2 

Skills (12)  Balance +12 
Climb +11,  

Hide +10,  
Listen +9,  

Move Silently +11,  
Spot +9 

Feats  Weapon Finesse (bite) 

Evolution  4–5 HD (Medium – 3 headed) 
6–9 HD (Large – 4 headed) 
10–12 HD (Huge – 5 headed) 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KILLER BEES
Swarms of killer bees have been common to the southern 
United States since before the Exodus.  With the loss of the 
common plant nectar that these bees harvested they have 
expanded their territory in search of new sources of plant 
life to harvest.

Species Traits
The killer bees in this swarm possess a hive mind.  If 
dispersed, the bee swarm loses its intelligence (as individual 
bees are non-intelligent).

Darkvision: A sentient killer bee swarm can see in the dark 
up to 60 feet.  Darkvision is black and white only, but it is 
otherwise like normal sight, and the killer bees can function 
with no light at all.

Distraction: Any individual susceptible to the swarm’s 
attacks who begins his round in the swarm’s square must 
make a Fortitude saving throw (DC15) or become nauseated 
for 1 round.  Complex actions when within the swarm 
require a DC 16 concentration check. 

Poison: A killer bee swarm poison into its victim with 
successful stings.  The victim must succeed on a Fortitude 
save or take the initial damage; a second Fortitude save must 
be made 1 minute later to negate the poison’s secondary 
damage.  

Sting — Fortitude (10 + ½ HD + CON modifier)
Damage: Initial (1d3 CON) / Secondary (1d3 CON) 

Swarm Traits:	 A swarm takes half damage from cutting 
and piercing attacks.  The swarm cannot be tripped, 
grappled, or bull-rushed.  Nor can the swarm grapple an 
opponent.  It is immune to effects that target an individual 
creature or a set number of creatures.  The swarm takes 
half again as much damage from area effects.  Swarms move 
freely in and out of occupied squares and they can occupy 
any square.  A swarm can squeeze through any opening that 
is large enough for a single member.  A swarm still provokes 
attacks of opportunity from movement but it cannot make 
attacks of opportunity, does not threaten any squares.

Sentience: Sentient swarms have a hive mind.  A swarm 
with a hive mind has a higher Intelligence score but is 
susceptible to mind-affecting abilities as if it was a single 
intelligent creature. 

MOSQUITO
Mosquitoes are common to humid and wet environments, 
where they thrive by feasting on small animals.  

Species Traits
Darkvision: A mosquito swarm can see in the dark up to 60 
feet.  Darkvision is black and white only, but it is otherwise 
like normal sight, and the mosquitoes can function with no 
light at all.

Disease: Mosquito swarms carry the Waste River Virus 
(WRV), which is a deadly disease transmitted by infected 

mosquitoes through injury.  When 
a Mosquito swarm bites a target, 
he must succeed a Fortitude 
Save or become infected by the 
disease and suffer its effects 1d4 
days later; a additional Fortitude 
save must be made each day after 
infection or the victim suffer 
secondary damage.  Should the 
save fail, the infected makes 
another save immediately; if this 
is also failed the ability damage 
is permanent.  When the victim 
succeeds three successive day 
of saving throws, he defeats the 
disease and no longer suffers any 
additional effects.  The victim 
heals any ability damage at his 
normal heal rate. 
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Killer Bee Swarm (CR 1) 
Size  Fine Vermin Swarm 

Hit Dice  4d8–4 

Hit Points  14 

Massive Damage  
Threshold  

— 

Initiative  +6 

Speed  Fly 20 ft. (perfect) 

Defense  16 (+6 Dex) 
Touch  16 

Flatfooted  10 

Damage Reduction  — 

Base Attack Bonus  — 

Grapple  — 

Attack (Damage)  Swarm (3d6 + poison) 

Full Attack (Damage)  — 

Fighting Space / Reach  5 ft. sq. / 0 ft. 
Species Traits  Darkvision 60 ft.,  

Distraction,  
Poison,  

Swarm,  
Sentience 

Saving Throws  Fort +0, Ref +10, Will +1 

Ability Scores  Str 1, Dex 22, Con 8,  
Int 4, Wis 13, Cha 2 

Skills (12)  Listen +7,  
Spot +7 

Feats  — 

Evolution  5–7 HD (Large swarm) 

8–10 HD (Huge swarm) 

 

Mosquito Swarm (CR 0) 
Size  Fine Vermin Swarm 

Hit Dice  2d8+2 

Hit Points  11 

Massive Damage  
Threshold  

— 

Initiative  +6 

Speed  Fly 20 ft. (perfect) 

Defense  16 (+6 Dex) 
Touch  16 

Flatfooted  10 

Damage Reduction  — 

Base Attack Bonus  — 

Grapple  — 

Attack (Damage)  swarm (1d3 + disease) 

Full Attack (Damage)  — 

Fighting Space / Reach  5 ft. sq. / 0 ft. 
Species Traits  Darkvision 60 ft.,  

Disease,  
Distraction,  

Swarm 
Saving Throws  Fort +2, Ref +4, Will +1 

Ability Scores  Str 1, Dex 23, Con 12,  

Int —, Wis 13, Cha 2 

Skills (8)  Listen +5,  
Spot +5 

Feats  — 

Evolution  — 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carry a deadly disease.  When a diseased creature bites a 
target, he must succeed a Fortitude Save or become infected 
by the disease and suffer its effects usually 1 to 4 days later; 
a additional Fortitude save must be made each day after 
infection or the victim suffer secondary damage.  Should 
the save fail, the infected makes another save immediately; 
if this is also failed the ability damage is permanent.  When 
the victim succeeds three successive day of saving throws, 
he defeats the disease and no longer suffers any additional 
effects.  The victim heals any ability damage at his normal 
heal rate. 

Bite —Fortitude (10 + ½ HD + CON modifier)
Damage: Onset Time: 1d4 days; Initial (physical ability 
damage) / Secondary (physical ability damage). 

Ferocity: This creature is so fiercely aggressive in combat 
that it continues fighting even when disabled or dying.  
Ferocity functions as the Diehard feat. 

Frightful Presence: This special quality makes a creature’s 
very presence unsettling to foes.  It takes effect automatically 
when the creature performs some sort of dramatic action 
(such as charging, attacking, or snarling). Opponents within 
range who witness the action may become frightened or 
shaken.  Actions required to trigger the ability are given 
in the creature’s descriptive text.  The range is usually 30 
feet, and the duration is usually 5d6 rounds.  This ability 
affects only opponents with fewer Hit Dice or levels than 
the creature has.  An affected opponent can resist the effects 
with a successful Will save (10 + ½ HD + CHA modifier) An 
opponent that succeeds on the saving throw is immune 
to that same creature’s frightful presence for 24 hours. 
Frightful presence is a mind-affecting fear effect. 

Heavy Load:  This creature can carry, drag, or push ten 
times its normal load.

Hold Breath: This creature can hold its breath for a number 
of rounds equal to its Constitution score × 10.

Improved Grab: If a creature with this special attack hits 
with a melee weapon (usually a claw or bite attack), it 
deals normal damage and attempts to start a grapple as a 
free action without provoking an attack of opportunity.  No 
initial touch attack is required.  Unless otherwise noted, 
improved grab works only against opponents at least one 
size category smaller than the creature.  The creature has 
the option to conduct the grapple normally, or simply use 
the part of its body it used in the improved grab to hold 
the opponent.  If it chooses to do the latter, it takes a –20 
penalty on grapple checks, but is not considered grappled 
itself; the creature does not lose its Dexterity bonus to AC, 
still threatens an area, and can use its remaining attacks 
against other opponents.  A successful hold does not deal 
any extra damage unless the creature also has the constrict 
special attack.  If the creature does not constrict, each 

successful grapple check it makes during successive rounds 
automatically deals the damage indicated for the attack 
that established the hold.  Otherwise, it deals constriction 
damage as well (the amount is given in the creature’s 
descriptive text).  When a creature gets a hold after an 
improved grab attack, it pulls the opponent into its space. 
This act does not provoke attacks of opportunity.  It can 
even move (possibly carrying away the opponent), provided 
it can drag the opponent’s weight. 

Keen Scent: A creature with keen scent can notice creatures 
by scent in a 180-foot radius and detect scents in the air and 
water at ranges of up to one mile.

Low-Light Vision: A creature with low-light vision can see 
twice as far as a human in lamplight, moonlight, starlight, 
and similar conditions of shadowy illumination.  It retains 
the ability to distinguish color and detail under these 
conditions.

Natural Climber: A creature that is a natural climber 
receives a species bonus to Climb checks and use their 
Dexterity modifier for Climb checks.

Overland Travel: A bovine moves at double its speed when 
traveling overland on normal terrain.

Paralysis: This special attack renders the victim immobile.  
Paralyzed creatures cannot move, speak, or take any 
physical actions.  The creature is rooted to the spot, frozen 
and helpless.  Paralysis works on the body, and a character 
can usually resist it with a Fortitude save (10 + ½ HD + 
CON modifier).  A winged creature flying in the air at the 
time that it is paralyzed cannot flap its wings and falls.  A 
swimmer can’t swim and may drown. 

Poison: Poison attacks deal initial damage, such as ability 
damage (see above) or some other effect, to the opponent 
on a failed Fortitude save.  Unless otherwise noted, another 
saving throw is required 1 minute later (regardless of the 
first save’s result) to avoid secondary damage. A creature 
with a poison attack is immune to its own poison and the 
poison of others of its kind.

The Fortitude save DC against a poison attack is (10 + ½ 
HD + CON modifier). Medium-sized and larger Vermin gain 
a size bonus to the poison’s DC (see Vermin in Creature 
Type).  A successful save negates the ability damage. 

Bite or Sting — Fortitude (10 + ½ HD + CON modifier)
Damage: Initial (any ability score) / Secondary (any 
ability score). 

Pounce: When a creature with this special attack makes 
a charge, it can follow with a full attack—including rake 
attacks if the creature also has the rake ability.

Powerful Charge: When a creature with this special attack 
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Swarm: A swarm is a collection of Fine, Diminutive, or Tiny 
creatures that acts as a single creature.  A swarm has the 
characteristics of its type, except as noted here.  A swarm 
has a single pool of Hit Dice and hit points, a single initiative 
modifier, a single speed, and a single Defense.  A swarm 
makes saving throws as a single creature.  A single swarm 
occupies a square (if it is made up of non-flying creatures) 
or a cube (of flying creatures) usually 10 feet on a side, but 
its reach is 0 feet, like its component creatures.  In order to 
attack, it moves into an opponent’s space, which provokes 
an attack of opportunity.  It can occupy the same space as a 
creature of any size, since it crawls all over its prey.  A swarm 
can move through squares occupied by enemies and vice 
versa without impediment, although the swarm provokes 
an attack of opportunity if it does so.  A swarm can move 
through cracks or holes large enough for its component 
creatures.

A swarm of Tiny creatures consists of 300 non-flying 
creatures or 1,000 flying creatures. A swarm of Diminutive 
creatures consists of 1,500 non-flying creatures or 5,000 
flying creatures. A swarm of Fine creatures consists of 
10,000 creatures, whether they are flying or not.  Swarms 
of non-flying creatures include many more creatures than 
could normally fit in a 10-foot square based on their normal 
space, because creatures in a swarm are packed tightly 
together and generally crawl over each other and their prey 
when moving or attacking.  Larger swarms are represented 
by multiples of single swarms.  The area occupied by a large 
swarm is completely shapeable, though the swarm usually 
remains in contiguous squares.

Traits: A swarm has no clear front or back and no discernible 
anatomy, so it is not subject to critical hits or flanking. A 
swarm made up of Tiny creatures takes half damage from 
slashing and piercing weapons. A swarm composed of Fine 
or Diminutive creatures is immune to all weapon damage.  
Reducing a swarm to 0 hit points or lower causes it to break 
up, though damage taken until that point does not degrade 
its ability to attack or resist attack.  Swarms are never 
staggered or reduced to a dying state by damage.  Also, they 
cannot be tripped, grappled, or bull rushed, and they cannot 
grapple an opponent.

A swarm is immune to any effect that targets an individual of 
creature.  A swarm takes half again as much damage (+50%) 
from burst effects that affect an area, such as explosives and 
splash weapons.  Swarms made up of Diminutive or Fine 
creatures are susceptible to high winds. For purposes of 
determining the effects of wind on a swarm, treat the swarm 
as a creature of the same size as its constituent creatures. 
A swarm rendered unconscious by means of nonlethal 
damage becomes disorganized and dispersed, and does not 
reform until its hit points exceed its nonlethal damage.

Swarm Attack: Creatures with the swarm don’t make 
standard melee attacks.  Instead, they deal automatic 

damage to any creature whose space they occupy at the end 
of their move, with no attack roll needed.  Swarm attacks 
are not subject to a miss chance for concealment or cover.  
A swarm’s statistics block has “swarm” in the Attack entry, 
with no attack bonus given.  

Physical Damage Reduction (PDR) sufficient enough to 
reduce a swarm attack’s damage to 0, usually gives a 
creature immunity (or at least resistance) to damage from a 
swarm. Some swarms also have acid, poison, blood drain, or 
other special attacks in addition to normal damage.

Swarms do not threaten creatures in their square, and do 
not make attacks of opportunity with their swarm attack. 
However, they distract foes whose squares they occupy, as 
described below.

Distraction (Ex): Any living creature vulnerable to a 
swarm’s damage that begins its turn with a swarm in its 
square is nauseated for 1 round; a Fortitude save (DC 10 
+ ½ HD + Con modifier).  Using skills that involve patience 
and concentration requires a DC 20 Concentration check.

Trained: A trained animal knows one general purpose 
training regimen as detailed under Handle Animal in the 
EXS or SWG. 

Trample: As a full-round action, a creature with this special 
attack can move up to twice its speed and literally run over any 
opponents at least one size category smaller than itself.  The 
creature merely has to move over the opponents in its path; any 
creature whose space is completely covered by the trampling 
creature’s space is subject to the trample attack.  If a target’s 
space is larger than 5 feet, it is only considered trampled if 
the trampling creature moves over all the squares it occupies.  
If the trampling creature moves over only some of a target’s 
space, the target can make an attack of opportunity against the 
trampling creature at a –4 penalty.  A trampling creature that 
accidentally ends its movement in an illegal space returns to the 
last legal position it occupied, or the closest legal position, if 
there’s a legal position that’s closer.

A trample attack deals bludgeoning damage (the creature’s slam 
damage + 1.5 times its Str modifier). Trampled opponents can 
attempt attacks of opportunity, but these take a –4 penalty.  If 
they do not make attacks of opportunity, trampled opponents can 
attempt Reflex saves to take half damage.  The save DC against 
a creature’s trample attack is (10 + ½ HD + STR modifier).  
A trampling creature can only deal trampling damage to each 
target once per round, no matter how many times its movement 
takes it over a target creature.

Tremorsense: A creature with tremorsense is sensitive to 
vibrations in the ground and can automatically pinpoint the 
location of anything that is in contact with the ground. Aquatic 
creatures with tremorsense can also sense the location of 
creatures moving through water. The ability’s range is specified 
in the creature’s descriptive text.
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