Temple of Elemental Evil Monsters

Above ground, Moathouse

Wandering Monsters

Brigands AC 14 (leather armor + large wooden shield) War 1 CR ½ At +1 D(1d8)

Rat, Giant (small animal) S 6 D 13 Co 10 Int 2 Wis 12 Ch 2 CR 1/4

Hp 2 Init +1 Spd 15’ Climb 15’ AC 12 (+1 size, +1 dex)

Bite +5 melee (1d3 –2) Balance +9 Climb +14 Hide +16 Move Silently +8

Disease 5%, DC 12 Fort Save DMG pg. 75

Rat, Giant (medium) S 10 D 11 Int 2 Wis 12 Co 12 Ch 2 CR ½

Hp d8+1 (5) Spd 20’ Climb 20’ AC 12 (+2 natural armor)

Bite +3 melee (1d3) Init +0 Balance +8 Climb +13 Hide +14 Move Silently +6

Disease (as above)

Tick, Giant

	
	Minor
	Lesser
	Greater

	
	Small Animal
	Small Animal
	Small Animal

	Hit Dice:
	2d8 (9 hp)
	3d8 (13 hp)
	4d8 (18 hp)

	Initiative:
	+7 (Dex +3, Improved Initiative)

	Speed:
	5ft.

	AC:
	17 (Dex +3, size +1, natural +3)

	Attacks:
	Bite +1
	Bite +2
	Bite +4

	Damage:
	Bite 1d4-2
	Bite 1d4-1
	Bite 1d4

	Face/Reach:
	2ft. by 3ft./5ft.
	2ft. by 3ft./5ft.
	2ft. by 3ft./5ft.

	Special Attacks:
	Blood drain, disease

	Saves:
	Fort +3, Ref +6, Will +3
	Fort +3, Ref +7, Will +3
	Fort +4, Ref +7, Will +4

	Abilities:
	Str 8, Dex 16, Con 10, Int -, Wis -, Cha 3
	Str 9, Dex 16, Con 10, Int -, Wis -, Cha 3
	Str 10, Dex 16, Con 10, Int -, Wis -, Cha 3

	Skills:
	Hide +5, Jump +3
	Hide +5, Jump +4
	Hide +5, Jump +5

	Feats:
	Improved Initiative
	Improved Initiative, Lightning Reflexes

	Climate/Terrain:
	Any forest; underground

	Organisation:
	Swarm (3-12)

	Challenge Rating:
	1
	2
	2

	Treasure:
	None

	Alignment:
	Neutral

	Advancement:
	-


Giant ticks are huge forms of the common bloodsucking insect.

Combat

Giant ticks hide in the branches of trees, or within hidden niches on cavern walls and ceilings, waiting to drop onto unsuspecting victims.  They attack by “biting” - actually a long, mouth-like tube which they insert into their targets.

Blood drain (Ex): If a tick scores a successful hit, it has sunk its mouth-tube into its victim.  The tube causes some initial damage.  Each round thereafter, the tick begins to feed, draining 1d6 points of damage through blood drain per round, until it has drained an amount equal to its own maximum hit point total, at which point it simply drops off and attempts to scuttle away.  Ticks must be severely burned, killed, or immersed in water to force them off prior to satiation.

Disease (Ex): Some 50% of ticks are carriers of disease.  See the DMG pg. 75 for possible disease examples.

Area 1: Pool

Giant frogs (average)

HD 2d10+3 Init +1 Spd 20’ CR 2

AC 13 (+3 natural) At: Tongue +2 ranged bite +2 melee or bite +6 melee

Damage: Tongue grapple, bite 1d6+1

Face 5’, Reach 10’ with tongue

Special attacks: improved grab, swallow whole

Darkvision 60’

Saves Fort +7 Ref +3 Will +0

Str 14 Dex 13 Con 18 Int 2 Wis 9 Cha 6

Skills Hide +5 Spot +2

Hp 13, 10

Giant frogs(small)

HD 1d8, Init +0, Spd 15’ CR 1

AC 14 (+3 natural +1 size)

At Tongue +3 ranged bite +3 melee or bite +7 melee

D 1d3

Face 5’ Reach 5’ with tongue

Special attacks: improved grab, swallow whole (small creatures only), dark vision 60’

Saves Fort +5 Ref +4 Will +0

Str 10 Dex 14 Con 18 Int 2 Wis 9 Ch 6

Skills hide +6 spot +2

Hp 7, 6, 4, 4

Area 4: Tower

Monstrous Spider, Medium sized vermin

Init +3, 30’ move, climb 20’

AC 14 (+3 dex, +1 natural) Bite +4 melee (d6 + poison) face 5’ SA poison, web

Fort +4 Ref +3 Will +0 S 11 D 17 Co 12 Int – Wis 10 Ch 2 Climb +12 Hide +10 Jump +0 Spot +7

Area 7: Brigands

Leader

Male Human Fighter 2, CR 2

Hp 17, At +2 (1d6 or 1d8) Chainmail & Large steel shield AC 17 (18 dodge)

Feats: Weapon Focus (spear), Weapon Focus(longsword), Point blank shot, dodge

Skills: Jump +4 Swim +4 Climb +2, Spear & Longsword, Move 20’

Warriors: Atk +1 (damage as weapon) (CR ½)

Scale mail: move 20’, leather move 30’

	Armor
	Weapons
	AC
	HP
	Feats

	Scalemail & large steel shield
	Longsword, flail
	16
	7
	Weapon focus (longsword), dodge

	Padded & wooden shield
	Sword, 3 javelins
	13
	3
	Point blank shot, weapon focus (long sword)

	Studded leather
	Halberd
	13
	6
	Weapon focus (halberd), dodge

	Leather & large wooden shield
	Spear, handaxe
	14
	5
	Weapon focus (spear), run

	Leather
	Crossbow, sword
	12
	5
	Point blank shot, weapon focus(sword)

	Leather
	Crossbow, club
	12
	4
	Dodge, Run

	Leather
	Crossbow, mace
	12
	4
	Weapon Focus(crossbow), dodge

	Leather
	Halberd
	12
	3
	Weapon Focus(halberd), run


Area 12

Huge Viper CR 3

HD 4, Hp 23, Move 20’, Climb 20’, Swim 20’, AC 15 (-2 size, +4 dex, +3 natural)

Atk: Bite +5 melee (D 1d4 + poison, DC 13 – initial and secondary damage 1d6 con), Face 15x15 coiled, reach 10’, SA: Poison, Feats Scent, Fort +5, Ref +8, Will +2 S10, D 19, Co 13, Int 1, Wis 12, Cha 2, Balance +12, Climb +12, Hide +3, Listen +9, Spot +9, Weapon Finesse (byte)

Area 13

Giant Rats (13): 

S 10 D 11 Int 2 Wis 12 Co 12 Ch 2 CR ¼

Hp d8+1 (5) Spd 20’ Climb 20’ AC 12 (+2 natural armor)

Bite +3 melee (1d3) Init +0 Balance +8 Climb +13 Hide +14 Move Silently +6

Disease (as above)

Hp 4,4,4,4,3,3,2,2,2,1,1,1,1

Area 16

	
	Minor
	Lesser
	Greater

	
	Small Animal
	Small Animal
	Small Animal

	Hit Dice:
	2d8 (9 hp)
	3d8 (13 hp)
	4d8 (18 hp)

	Initiative:
	+7 (Dex +3, Improved Initiative)

	Speed:
	5ft.

	AC:
	17 (Dex +3, size +1, natural +3)

	Attacks:
	Bite +1
	Bite +2
	Bite +4

	Damage:
	Bite 1d4-2
	Bite 1d4-1
	Bite 1d4

	Face/Reach:
	2ft. by 3ft./5ft.
	2ft. by 3ft./5ft.
	2ft. by 3ft./5ft.

	Special Attacks:
	Blood drain, disease

	Saves:
	Fort +3, Ref +6, Will +3
	Fort +3, Ref +7, Will +3
	Fort +4, Ref +7, Will +4

	Abilities:
	Str 8, Dex 16, Con 10, Int -, Wis -, Cha 3
	Str 9, Dex 16, Con 10, Int -, Wis -, Cha 3
	Str 10, Dex 16, Con 10, Int -, Wis -, Cha 3

	Skills:
	Hide +5, Jump +3
	Hide +5, Jump +4
	Hide +5, Jump +5

	Feats:
	Improved Initiative
	Improved Initiative, Lightning Reflexes

	Climate/Terrain:
	Any forest; underground

	Organisation:
	Swarm (3-12)

	Challenge Rating:
	1
	2
	2

	Treasure:
	None

	Alignment:
	Neutral

	Advancement:
	-


Giant Tick (lesser) Hp 19 (No disease for this tick) CR 2

Giant ticks are huge forms of the common bloodsucking insect.

Combat

Giant ticks hide in the branches of trees, or within hidden niches on cavern walls and ceilings, waiting to drop onto unsuspecting victims.  They attack by “biting” - actually a long, mouth-like tube which they insert into their targets.

Blood drain (Ex): If a tick scores a successful hit, it has sunk its mouth-tube into its victim.  The tube causes some initial damage.  Each round thereafter, the tick begins to feed, draining 1d6 points of damage through blood drain per round, until it has drained an amount equal to its own maximum hit point total, at which point it simply drops off and attempts to scuttle away.  Ticks must be severely burned, killed, or immersed in water to force them off prior to satiation.

Disease (Ex): Some 50% of ticks are carriers of disease.  See the Dungeonmaster’s Guide for possible disease examples.

Area 17 Barracks

Giant Lizard , Medium Sized Animal HD 3d8+9 Hp 25 Init +2 Spd 30’ Swim 30’ AC 15 Bite +5 melee Bite 1d8+4 Face 5’/5’/5’ Fort +6 Ref +5 Will +2 S 17 D 15 Co 17 I 2 W 12 Ch 2 Climb +9 Hide +7 Listen +4 Move Silently +6 Spot +4

Dungeon Level Wandering Monsters

Bug Bears HD 3d8+3, Init +1, Spd 30’, AC 17 (+1 dex, +3 natural, +2 leather, +1 small shield), Attacks: +4 melee (1d8+2), +3 javelin (d6+2), Face/Reach 5’/5’/5’, SA: Darkvision 60’, Saves Fort +2, Ref +4, Will +1, S 15 D 12 Co 13, Int 10, W 10, Ch 9, Climb +2, Hide +3, Listen +3, Move Silently +6, Spot +3, Alertness CR 2

Gnoll: HD 2d8+2, Init +0, Spd 20’, AC 17 (+1 natural, +4 scale, +2 large shield), Atks +3 melee (d8+2), shortbow +1(d6), Face 5’/5’/5’, Darkvision 60’ Fort +4, Ref +0, Will +0, S 15, D 10, Co 13, Int 8, W 11, Ch 8, Listen +3, Spot +3, Power Attack CR 1

Ogre: Large Giant, HD 4d8+8, Init –1, Spd 30’, AC 16 (-1 size, -1 dex, +5 natural, +3 hide) Atk +8 melee (2d6+7 greatclub) +1 ranged (2d6+5 longspear), Face 5’/5’/10’ (15-20’ with longspear), Fort +6 Ref +0, Will +1, S 21, D 8, Co 15, I 6 W 10 Ch 7, Climb +4, Listen +2, Spot +2, Weapon Focus (great club) CR 2

Giant Rats S 10 D 11 Int 2 Wis 12 Co 12 Ch 2 CR ½

Hp d8+1 (5) Spd 20’ Climb 20’ AC 12 (+2 natural armor)

Bite +3 melee (1d3) Init +0 Balance +8 Climb +13 Hide +14 Move Silently +6

Disease (as above)

Zombie, Medium sized, HD 2d12 +3, Init –1, Spd 30’, AC 11 (-1 dex, +2 natural), Atks Slam +2 melee (1d6+1), Face 5’/5’/5’, Undead, partial actions only, Fort +0, Ref –1, Will +3, S 13, D 8, Con – I – W 10 Ch 1, Toughness, CR ½

Area 18

Green Slime are now traps (CR 4) in 3e.  See pg. 117 in the DMG. Damage 2d6 per round against wood/metal, 1d6 temporary con damage, Reflex Save DC 15 to avoid.

Area 21

Zombies , Medium sized, HD 2d12 +3, Init –1, Spd 30’, AC 11 (-1 dex, +2 natural), Atks Slam +2 melee (1d6+1), Face 5’/5’/5’, Undead, partial actions only, Fort +0, Ref –1, Will +3, S 13, D 8, Con – I – W 10 Ch 1, Toughness, CR ½

Hp 25, 20, 17, 11, 12, 15, 25, 16, 17, 15, 16, 13

Area 24

Ogre: Large Giant, HD 4d8+8, Init –1, Spd 30’, AC 16 (-1 size, -1 dex, +5 natural, +3 hide) Atk +8 melee (2d6+7 greatclub) +1 ranged (2d6+5 longspear), Face 5’/5’/10’ (15-20’ with longspear), Fort +6 Ref +0, Will +1, S 21, D 8, Co 15, I 6 W 10 Ch 7, Climb +4, Listen +2, Spot +2, Weapon Focus (great club) CR 2

Hp 28

Area 27

6 Bugbears HD 3d8+3, Init +1, Spd 30’, AC 17 (+1 dex, +3 natural, +2 leather, +1 small shield), Attacks: +4 melee (1d8+2), +3 javelin (d6+2), Face/Reach 5’/5’/5’, SA: Darkvision 60’, Saves Fort +2, Ref +4, Will +1, S 15 D 12 Co 13, Int 10, W 10, Ch 9, Climb +2, Hide +3, Listen +3, Move Silently +6, Spot +3, Alertness CR 2

Hp 19, 16, 14, 13, 13, 11

Area 29

9 Gnolls: HD 2d8+2, Init +0, Spd 20’, AC 17 (+1 natural, +4 scale, +2 large shield), Atks +3 melee (d8+2), shortbow +1(d6), Face 5’/5’/5’, Darkvision 60’ Fort +4, Ref +0, Will +0, S 15, D 10, Co 13, Int 8, W 11, Ch 8, Listen +3, Spot +3, Power Attack CR 1

Hp 16 ,14, 12, 12, 12, 11,11,11,9

Area 30

Giant Crayfish

Hit Dice:
4d8+4 (22 hp)

Initiative:
+7 (Dex +3, Improved Initiative)

Speed:
15ft., swim 30ft.

AC:
15 (Dex +3, size -1, natural +3)

Attacks:
2 claws +5

Damage:
Claws 2d6+2

Face/Reach:
5 ft. by 8 ft./5 ft.

Saves:
Fort +5, Ref +7, Will -1

Abilities:
Str 14, Dex 16, Con 12, Int 1, Wis 1, Cha 4

Skills:
Hide +6, Swim +9

Feats: 
Improved Initiative, Weapon Finesse (claws)

Climate/Terrain:
Freshwater

Organisation:
Solitary, pair, or school (1-4)

Challenge Rating:
3

Treasure:
None

Alignment:
Always Neutral

Advancement:
Large (4-5 HD), Huge (6-8 HD)

These strange creatures are found only in fresh water.  They move slowly when walking, but they can swim with great rapidity for short periods.

Combat

Giant crayfish hide until prey comes near, and then leap out attempting to gain surprise

Hp 27

Area 31

4 Ghouls: HD 2d12, Init +2 (dex), Spd 30’, AC 14, Bite +3 melee (1d6 + paralysis); +0 2 claws (1d3 + paralysis) Face 5’/5’/5’, SA Paralysis, Spawn, Undead, +2 turn resistance, Forst +0, Ref +2, Will +5, S 13, D 15, Co – I 13, W 14, Ch 16, Climb +6, Escape Artist +7, Hide +7, Intuit Direction +3, Jump +6, Listen +7, Move Silently +7, Search +6, Spot +7, Feats Multiattack, Weapon Finesse (bite), Paralysis DC 14, Elves immune

Hp 19, 19, 22, 22

Area 33

6 Guardsmen  CR 1

AC 16 (scalemail & large wooden shield), longsword, light crossbow, 30 quarrels, feats, weapon focus (longsword), weapon focus(light crossbow), point blank shot

Attacks +2 sword (1d8), +3 ranged (1d8)

Hp 7, 6, 5, 5, 4, 4 Spd 20’, Fort +2, Ref +0, Will +0

Sergeant CR 2

AC 17 (chain & large steel shield), Hp 18, Atk +2 morningstar (1d8/*2), +3 warhammer

Feats: Weapon Focus (warhammer), quickdraw, dodge, improved initiative, Fort +3, Ref +0, Will +0

Area 34

Lieutenant CR 4

Fighter 4 (Human)

AC 19 (Half plate + large steel shield), Hp 31, Move 20’

At +7 longsword (d8+2) or +8 longbow (d8), or (+6, +6 with rapid shot), also has handaxe and dagger (+7 or +5/+5 for out of point blank range)

S 15 I 12 W 10 D 15 Co 17 Ch 7

Feats: weapon focus(longsword), weapon focus(longbow), point blank shot, rapid shot, weapon specialization(longsword), dodge

