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 Greetings adventurers, 

I have been an avid gamer from the red box days, 
with roughly 30 years of dice chucking under my belt. The 
monsters were my favorite part; I obsessed over each new 
monster-filled release. 
      The monsters in this book were a true labor of 
love. Many a character has shed his blood on the fangs and 
claws located in this tome. Hopefully they will provide 
you the same dark pleasures they provided us. 
     I would be remiss if I didn't dedicate this book to 
the gaming groups that suffered through all the play tests, 
and to my sister, who passed away during the creation of 
this book.                                                                             

 
Creature Glyphs 

Much like in the PATHFINDER ROLEPLAYING GAME 

BESTIARY, the Creepy Creatures Bestiary and other Alluria 
Publishing products use easy to recognize symbols in the 
headings for each monster. These “Creature Glyphs” can 
tell you the basic creature type (circle), most frequented 
terrain (diamond), and climate of origin (hexagon) at a 
glance for easy reference and campaign design.  The 
statistics that follow these symbols go into more depth as 
to creature subtypes and additional terrain ranges. 
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ADHAESUS 
 A group of humanoids cling to the walls and ceiling of the tunnel. 

Their limbs appear nearly twice as long as they naturally should be and 

are equipped with several extra joints. The creatures are covered with 

short dark fur and have faces that resemble those of both a cat and an 

owl. 

 

ADHAESUS CR 1  

XP 400    

N Medium Monstrous Humanoid 

Init +3; Senses darkvision 100 ft., low-light vision; 

Perception +5   

DEFENSE 

AC 14, touch 13, flat-footed 11(+3 Dex, +1  natural) 

hp 15 (2d10+4) 

Fort +2, Ref +6, Will +3 

Weaknesses  light blindness 

OFFENSE 

Speed 30 ft., climb 50 ft. 

Melee spear +6 (1d8+4), or claw +6 (1d3+4) 

Ranged spear+6  (1d8+2) 

Special Attacks tunnel mastery 

STATISTICS 

Str 15, Dex 16, Con 15, Int 12, Wis 11, Cha 10  

Base Atk +2; CMB +4, CMD 17  

Feats Weapon Finesse  

Skills Climb +6, Craft (weaponsmith) +5, 

Perception +5, Stealth +8, Survival +5 
 

Languages Adhaesion, Undercommon  

SQ adhesion  

ECOLOGY  

Environment any underground  

Organization solitary, pair, pack (3-5), tribe (10-

30) 
 

Treasure standard  

SPECIAL ABILITIES  

Adhesion (Ex):  Adhaesians naturally cling to 

nearly any surface with their specialized 

fingers and toes. They cannot use this ability if 

they are wearing gloves or footwear. If some 

magic ability of a surface would make it 

unclimbable, the adhaesus would make a 

Climb check to be able to cling to the surface. 

Tunnel Mastery (Ex): Adhaesians gain a +2 racial 

bonus to attacks and a +1 racial bonus to 

damage when attacking while clinging to 

walls or ceilings. This bonus is factored into 

the stat block. 

 

 

 

 

Adhaesians are cautious and curious. They attempt to 

live as peacefully as possible in their winding subterranean 

homes. They take pains to avoid the many hostile races that 

populate the underground, yet will follow unfamiliar creatures 

for days, studying them from a safe distance. Only rarely will 

they openly meet for trade with deep gnomes or open minded 

dwarven clans. 

Despite their peaceful nature, adhaesians fight fiercely 

when cornered, surviving even drow raids with their courage 

and tactics. They both move and fight on the walls and ceilings of 

their tunnel homes more easily than from the floor. 

A typical adhaesus stands five-feet-tall and weighs 125 

pounds. 

Adhaesians live in nomadic tribes, sometimes 

remaining in a location for a few years, if there is sufficient safety 

and food. They eat moss, fungi and a small amount of meat. They 

will trade raw gemstones and metal ore, or the locations thereof, 

for worked metal items. Adhaesians speak in an odd clicking and 

hissing tongue. 

Most adhaesians that take class levels are rangers or 

druids, although they naturally take to being fighters and rogues 

as well. 

 

 

 

 

  

Artwork: Eugene Jaworski 
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APE, HAWKAPE 
 This mighty beast looks like an ape with the head of a jungle hawk. It 

tears at the nearby vegetation while shrieking and snapping its wicked 

beak. Long dark feathers sprout from its arms. 

 

HAWKAPE CR 6  

XP 2,400    

N Large Magical Beast 

Init +2; Senses low-light vision; Perception +7 

DEFENSE 

AC 15; touch 11, flat-footed 13 (+2 Dex, +4 
natural, -1 size) 

hp 54 (6d10+24)  
Fort +9, Ref +7, Will +3 

OFFENSE 

Speed 30 ft., climb 30 ft.  
Melee 2 slams +10 (1d6+6), bite +10 (2d4+6)  
Space 10 ft.; Reach 10 ft. 
Special Attacks rend (1d6+9) 

STATISTICS 

Str 22, Dex 15, Con 18, Int 3, 
Wis 12, Cha 11 

Base Atk +6; CMB +13; 
CMD 25 

Feats Cleave, Lunge, Power 
Attack 

Skills Acrobatics +7, Climb 
+17, Perception +7, 
Stealth +2 

SQ glide 

ECOLOGY 

Environment tropical jungle 
Organization solitary or 

troupe (3-5) 
Treasure none 

SPECIAL ABILITIES 

Glide (Ex): If a hawkape 

jumps from a height of at 

least twenty feet, it can 

glide a distance equal to 

the height it jumped 

from. It may use this 

movement as a charge 

action. 

 

        Hawkapes are feared predators that seem to  

revel in savage attacks on other creatures. It is believed  

that they are magical creations, akin to owlbears. A  

troupe will stake out a territory of roughly 20 square miles, and 

will attack any creature that enters it. They appear to take great 

pleasure in rending foes into bloody pieces. 

 

      Hawkapes will glide from treetops or rock formations if 

possible. A troupe will often stalk its prey, shrieking from the 

treetops, and hurling heavy objects from a distance in an attempt 

to cause fear. They tend to concentrate on a single opponent 

each, competing to see which ape will be able to tear its foe apart 

first. 

      A typical hawkape stands 7 feet tall, and weighs nearly 

500 pounds.  

Artwork: Mary Graham 
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APE, HELMED 
 This dark ape is the size of a gorilla. Its long arms end in sharp nails 

that scrape the earth. Thick ridges of bone cover its skull. 

 

HELMED APE    CR 3  

XP 800    

N Large Animal 
Init +1; Senses low-light vision; Perception +6 

DEFENSE 

AC 15; touch 10, flat-footed 14 (+1 Dex, +5 natural, -1 
size) 

hp 34 (4d10+12), fast healing 2 

Fort +9, Ref +5, Will +2 

OFFENSE 

Speed 30 ft., climb 20 ft.  
Melee 2 claws +6 (1d4+4 plus grab) 
Space 10 ft.; Reach 10 ft. 
Special Attacks head-butt (+6, 1d8+4) 

STATISTICS 

Str 19, Dex 13, Con 17, Int 2, Wis 12, Cha 8 
Base Atk +3; CMB +8; CMD 19 

Feats Great Fortitude, Nimble Moves 

Skills Acrobatics +6, Climb +15, Perception +6 

ECOLOGY 

Environment tropical jungle 
Organization solitary or troupe (4-12) 
Treasure Incidental 

SPECIAL ABILITIES 

Head-butt (Ex): To use this 

ability, a helmed ape must 

hit with both its claw 

attacks. If it succeeds at its 

grapple check, it may 

attempt to head-butt its foe. 

As long as it maintains a 

grapple with its victim, it 

may make head-butt 

attacks. 

 

 

 

     Helmed apes are highly territorial forest dwellers. They 

will attack anything that doesn't immediately flee from their 

short threat display. Although these apes are herbivorous by 

nature, they will often consume parts of creatures they kill. 
      Helmed apes form loose family groups, and each 

troupe's territory extends at least 10 miles. 

      Helmed apes have no tactics other than rushing and 

grabbing their target. Their reinforced skulls strike with the force 

of a finely made mace, and anyone in their grip will be 

repeatedly head-butted. 

      A typical helmed ape is 7-feet-tall, and weighs 500 

pounds. 

 

  

Artwork: Mary Graham 
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ARCHITEUTHIAN 
This creature is only vaguely humanoid. It hovers in the water, glaring 

at with you with lidless, intelligent eyes. A pair of long tentacles sit 

cocked at its shoulder, and eight smaller tentacles twitch and weave in 

the current. One pair ends in rubbery, human-like hands. Colors and 

patterns flash across its skin in dizzying displays. 

 
 

ARCHITEUTHIAN CR 2  

XP 800    

N Medium Monstrous Humanoid (aquatic) 
Init +8; Senses low-light vision, Perception +4 

DEFENSE 

AC 17; touch 14, flat-footed 13 (+4 Dex, +3 natural) 
hp 17 (2d10+6) 
Fort +3, Ref +7, Will +3 

Defensive Abilities blending, ink cloud 

OFFENSE 

Speed swim 40 ft., jet 200 ft. 
Melee 2 tentacles +6 (1d4+4), and 6 arms +4 (1d4+4 plus  
     grab), and trident +4 (1d8+4) 
Space 5 ft.; Reach 5 ft., 15 ft. reach with tentacles 
Special Attacks constrict (2d4+6), grab 

 

STATISTICS 

Str 19, Dex 18, Con 16, Int 9, Wis 11, Cha 12 
Base Atk +2; CMB +6; CMD 20 (can't be tripped) 
Feats Multiattack 

Skills Perception +4, Stealth +8, Swim +13 

Languages Architeuthian 

SQ tenacious grapple 

ECOLOGY 

Environment any saltwater 
Organization solitary, pair, school (8-12) 
Treasure standard 

SPECIAL ABILITIES 

Blending (Ex): Architeuthian's amazing control over 
the color and texture of their skin grants the a +20 
racial bonus to Stealth checks. When the squid 
centaur is moving, the bonus drops to +10. 

Ink Cloud (Ex): Once every day, a squid centaur may 
release a 20 ft. by 20 ft. cloud of ink. This cloud 
grants total concealment to anything within it, and 
is mildly irritating to other aquatic creatures, 
granting a -1 to hit and AC while they are within 
the cloud and for 1d4 rounds afterwards. 

          The cloud lasts 6 rounds in still water, but is 
dispersed rapidly by strong currents. 

Jet (Ex): By compressing water through its funnel, a 
architeuthian may move up to five times its swim 
speed backwards as a move action. It must move in 
a straight line, but does not provoke attacks of 
opportunity while jetting. 

Tenacious Grapple (Ex): Architeuthians do not gain 
the grappled condition if it grapples a foe with its 
arms or tentacles. 

  
Architeuthians are intelligent undersea 

nomads that avoid contact with most other sea dwelling 
races. On rare occasions they will trade food for 
weapons and other items that they cannot create 
themselves with tritons or aquatic elves. Architeuthians 
fear sahuagin greatly, for the sea-devils see them as a 
delicacy.  

Architeuthians "speak" a language 
made up of color and pattern changes, 
combined with postures. They often learn to 
understand Aquan, but lack any means to 
vocalize themselves. 

Architeuthians are capable 
combatants, and will use their ability to alter 
their skin color and texture to attack from 
ambush. 

Architeuthians travel shallow waters 
along ancient hunting routes in small family 
groups. When two groups meet, they exchange 
information, trade, and breed. Gravid females 
will conceal their eggs in a coral cave, or other  
hidden place and the entire group will defend 
the eggs to the death. 

  

Artwork: Fabio Porfidia 
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BAT, BARROW 
A human-sized, putrid smelling bat creeps just outside your torch light. 

Its gray fur is matted with rotting meat and its snarling mouth is filled 

with filthy, needle sharp fangs. The bats eyes glow a hellish green. 

 

BARROW BAT CR 2  

XP 600 
N Medium Animal  
Init +2; Senses blindsight, low-light vision, scent;  
     Perception +5 

DEFENSE 

AC 13; touch 12, flat-footed 11 (+2 Dex, +1 natural) 
hp 26 (4d8+8)  
Fort +6, Ref +6, Will +1 

Immune disease 

OFFENSE 

Speed 10 ft., burrow 15 ft., fly  30 ft. (average) 
Melee 2 claws+5 (1d6+1 plus disease), bite +5 (1d4+1 plus 

disease) 
Space 5 ft.; Reach 5 ft. 
Special Attacks disease, vomit  

STATISTICS 

Str 12, Dex 15, Con 15, Int 2, Wis 13, Cha 8  
Base Atk +3; CMB +4; CMD 16 

Feats Flyby Attack, Weapon Focus (claws) 
Skills Fly +7, Perception +5, Stealth +6 

 

ECOLOGY 

Environment warm lands 
Organization Solitary, pair, 

brood (2-5) or nest (8-20) 
Treasure none 

SPECIAL ABILITIES 

Disease (Ex): Because of their gruesome feeding habits, 
barrow bats tend to carry a wide range of diseases, 
most often filth fever.  The fortitude save DC is 12 for 
each wound inflicted by its claws, or 16 if the wound 
inflicted by its bite. 

Vomit (Ex): Once per day, a barrow bat can spew forth a 6 
foot stream of semi digested rotting meat. The creature 
struck by this stream must make a DC 12 Fortitude save 
or be nauseated for 1d4 rounds. 

 

      These large bats scavenge whatever dead they can find, 
from decaying rodents to the corpses of dragons. They can easily 
smell out the buried dead, and they have spade-like claws to dig 
them up with. They are even strong enough to open poorly 
sealed tombs. 
       A barrow bats flees most encounters, returning to feed 
at its leisure. If cornered, it will lash out with its claws, and will 
bite if pressed. When a barrow bat is first threatened it will vomit 
forth the half-congealed remains of its last meal, and take to the 
air to escape. 
       A barrow bat stands about 5-feet-tall, and weighs 
around 100 pounds. Despite their fearsome appearance, and 
demonic reputation, they are simple animals. 

. 

  

Artwork: Randall Powell 
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BAY-KOK 
 This horror is a skeleton, dressed in rotted deerskins. Its skin is 
stretched tight over its bones, and is translucent; allowing you to see 
the withered, yet still pulsing organs beneath. Its mournful eyes glow a 
ghoulish red. A longbow is strung across its back, and it carries a stone 
mace in one claw-like hand. 

 
BAY-KOK CR 7  
XP 3,200 
NE Medium Undead 
Init +3; Senses darkvision 60 ft., low-light vision;  
      Perception +15 

DEFENSE 

AC 18; touch 14, flat-footed 15 (+3 Dex, +4 hide armor +1 
shield bonus with two weapons) 

hp 85 (9d12+27)  
Fort +6, Ref +9, Will +12 

Defensive Abilities evasion, undead traits 

OFFENSE 

Speed 20 ft. 
Melee heavy mace +8(1d6+4), and stone dagger 

+8/+5(1d4+2), or bite +5(1d2+2 plus disease) 
Ranged longbow +9 (1d8) 
Space 5 ft.; Reach 5 ft. 
Special Attacks disease 

Spells Prepared (CL 9) 
     2nd level-protection from energy, summon nature's ally II 
     1st level-entangle, longstrider, summon nature's ally I 

STATISTICS 

Str 18, Dex 17, Con -, Int 12, Wis 16, Cha 16 
Base Atk +6; CMB +8; CMD 21 

Feats Alertness, Combat Reflexes, Deadly Aim, Improved 
Two-Weapon Fighting, Point-Blank Shot, Two-Weapon 
Defense, Two-Weapon Fighting 

Skills Climb +10, Craft (traps) +10, Knowledge (nature) +10, 
Perception +15(+19 vs. humans, +17 vs. goblinoids, +16 
in forests, +15  plains), Stealth +11 (+15 in forests, +13  
plains), Survival +15 (+19 vs. humans, +17 vs. goblinoids, 
+19 in forests, +17  plains), Swim +10 

Languages Common 

SQ ranger traits 

ECOLOGY 

Environment any wilderness 
Organization solitary 

Treasure standard 

SPECIAL ABILITIES 

Disease (Su): Wilderness Rot: Bite-injury; save Fort DC 17; 
onset moonrise; frequency every moonrise; effect 1d4 
Constitution drain, cure 2 consecutive saves. The DC is 
Charisma based. 

Ranger Traits (Ex): A bay-kok has all the class abilities of a 
ranger of its hit dice, save for an animal companion. The 
base bay-kok has humans and goblinoids as its two 
favored enemies, track, wild empathy, two weapon 
fighting as its combat style, forest and plains as its 
favored terrains, woodland stride, and swift tracker. Bay-
kok may use the ranger class skill list or the undead class 
skill list. 

 

 

A bay-kok is an undead hunter, with intelligent beings 

being their prey. They wander the land, following the nomadic 

tribes that spawned them, as the tribes themselves follow herds 

of game. 

      Unlike many undead, with their hate filled unlives, bay-

kok are passionless, resigned to their fate. 

      A bay-kok understands whatever languages it knew in 

life, but never speaks. 

      Bay-kok exist to hunt, and will use all their hunting 

skills to catch the living. They will use blinds, decoys, traps and 

ambush to great effect. Bay-kok have no great urge to pass on 

their curse, and will attempt to bite each foe only once  

          per encounter. A bay-kok will skin and dress whatever they            

             kill, but will only consume a single bite before moving on. 
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	P...
	Paean
	Puddlefolk

	R...
	Relluk, Destroyer 

	S...
	Serroloth
	Sickleshrike
	Skunk, Dire
	Slugmen
	Snake, Serpion
	Snake, Tar Serpent
	Snake, Thanatophidis
	Spinx, Mantisphinx
	Spider, Grinder
	Spider, Halfling Bane
	Spire-Eater Swarm

	T...
	Terrorkin
	Tombrobber
	Tortoise, Century
	Tree, Corpsehanger
	Tree, Fang
	Turtle, Keel

	U...
	Undead Gang

	V...
	Virus, Giant

	W...
	Warder
	Wight, Marquis
	Wight, Shadowfang
	Windigo
	Wolf, Shadowstep
	Wolf of War

	X...
	Xax, Lawbringer

	Z...
	Zombie, Assassin
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