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T
he following pages several Ravenloft monsters I’ve cooked up over the years, primarily for 2nd edition fan products that were never completed for one reason or another.

The spiriteater basilisk was created for an adventure concept that went by several working titles, primarily The Other Side or Return to the House on Gyphon Hill.  Inspired by the “Return” adventures TSR published late in the 2nd edition era, including Return to the Tomb of Horrors and Return to White Plume Mountain, this adventure was to have utilized the locations of I10: The House on Gryphon Hill, while presenting an entirely new, full-length adventure set in “modern day” Mordent.  The spiriteater basilisk’s entry includes a hint or two about what this adventure entailed.  I tried to fit the concepts I’d developed for Mordent into my work on the official game line, but other than writing up the Weathermay-Foxgrove sisters, the right opportunity consistently eluded me.

The corrupted elemental is fairly self-explanatory.  It was created to fill a general niche, rather than for any specific adventure project.

The history of Death’s Horsemen is, of course, infamous among hardcore Ravenloft fans.  The Horsemen were originally intended to appear in Death Undaunted, an official 2nd-edition Ravenloft adventure developed at the end of the line’s run under TSR (and canceled due to its bad timing).  The Kargatane adopted the adventure as a fan production but, sadly, the rebirth of Ravenloft as a published setting kept it firmly on the back burners.  
Ravenloft Gazetteer II explained the basic plot of this lost adventure and hinted at the nature of the Horsemen, but this marks the first time — more than half a decade since their conception — that their full details have been revealed.  Death’s Horsemen were originally sketched out by Steve Miller and Cindi Rice in their original outline for the adventure, and I merely built on their foundation.

The final creature presented here is actually the oldest, dating back to before the Kargatane had even published the Book of Souls.  When Domains of Dread was published in August 1997, the included mention of Vlad Drakov’s most recent failed invasion of Darkon sparked discussion on the then-vibrant Ravenloft mailing list.  This inspired me to sketch out the outlines for a trilogy of adventures, the March of Doom, detailing a partially successful (but ultimately doomed) Falkovnian invasion.  Of this trilogy, I wrote about half of the first adventure, but parts two and three never progressed beyond outline form.  The basic story of the first adventure (and a handful of selective additional details throughout the trilogy) made it into canon during the Kargatane’s run on 3rd edition Ravenloft, but while working on Ravenloft Gazetteer II I decided to keep the second and third adventures apocryphal.  The stakewood tree was to have been a major encounter in part two, which centered on the brutal Falkovnian occupation of Rivalis.

At any rate, while cleaning out my Ravenloft attic, so to speak, I decided that these horrors should finally see the light of day.

— John W. Mangrum

Basilisk, Spiriteater
Medium Magical Beast

Hit Dice: 6d10+12 (45 hp)
Initiative: –1
Speed: 20 ft. (4 squares)
Armor Class: 16 (–1 Dex, +7 natural), touch 9, flat-footed 16
Base Attack/Grapple: +6/+8
Attack: Bite +8 melee (1d8+3)
Full Attack: Bite +8 melee (1d8+3)
Space/Reach: 5 ft./5 ft.
Special Attacks: Petrifying gaze
Special Qualities: Darkvision 60 ft., dualplanar, ghostsight 30 ft., low-light vision
Saves: Fort +9, Ref +4, Will +3
Abilities: Str 15, Dex 8, Con 15, Int 2, Wis 12, Cha 11
Skills: Hide +0*, Listen +7, Spot +7
Outcast Rating: 6 (+1 size, +3 appearance, +1 reputation, +1 unnatural powers)

Feats: Alertness, Blind-Fight, Great Fortitude

Environment: Any land and underground

Organization: Solitary or colony (3–6)

Challenge Rating: 5
Treasure: None
Alignment: Always neutral
Advancement: 7–10 HD (Medium); 11–18 HD (Large)
Level Adjustment: —
In Mordent, well south of Mordentshire, a sect of the Order of Guardians guards the Transubstantial Ring, an artifact that can change flesh to spirit and spirit to flesh.  The Guardians pose as simple monks, seemingly supporting their monastery by raising hogs.  In natural caverns hidden beneath their stronghold, the Guardians also raise a colony of unusual basilisks.  Raised from a single original breeding pair, these basilisks possess the ability to see and attack ethereal creatures.  The Guardians keep them blindfolded with thick leather hoods, but they remain useful guardians against incorporeal intruders.  Most of the hogs the Guardians don’t sell at Mordentshire’s open market go toward feeding these untamable predators.

Spiriteater basilisks are largely identical to their more common kin, but their scales have grayer, washed-out hues.  A spiriteater basilisk’s glowing eyes leave a faint and fleeting afterimage trail of green light behind them as the basilisk moves its head.

Combat

Spiriteater basilisks are distinguished by an unearthly trait of mysterious origin: they somehow straddle the borderland between the material world and the spirit realm.

Petrifying Gaze (Su): Turn to stone permanently, range 30 feet; Fortitude DC 13 negates.  The save DC is Charisma-based.  Creatures on the Near Ethereal and those that can see ethereal creatures (such as characters with the Ghostsight feat) are subject to the basilisk’s gaze even if it is blindfolded, since they can see its eyes on the Ethereal Plane.

Affected incorporeal creatures petrify into inanimate, ethereal protomatter — solidified spiritual energy — which the basilisk can devour just as easily as a petrified material victim.

Ghostsight (Su): A spiriteater basilisk can see on the Near Ethereal out to a distance of 30 feet.  In the basilisk’s vision, ethereal creatures and resonance are superimposed over its mundane, material surroundings.  Spiriteaters’ ethereal vision is unhampered by material obstacles, such as the hoods their Guardian tenders force them to wear.  However, a spiriteater basilisk cannot see the Near Ethereal if it is actually blinded (for example, if its eyes are destroyed or it succumbs to a blindness spell).

Dualplanar (Su): A spiriteater basilisk exists primarily on the Material Plane, but its presence leaks across planar boundaries into the Near Ethereal as well.  Thus, a spiriteater basilisk is considered to exist on both planes simultaneously.

A spiriteater ignores the standard 50% miss chance for attacks from corporeal sources when using its bite attack on ethereal creatures.  Likewise, creatures wholly on the Ethereal Plane can affect the basilisk with their physical attacks as well.  However, the basilisk’s attacks treat ethereal creatures as if they have cover, giving the recipient a +4 bonus to Armor Class and a +2 bonus on Reflex saves.  Likewise, the spiriteater basilisk gains cover against attacks from creatures on the Ethereal Plane.

Skills: *A spiriteater basilisk’s dull coloration and its ability to remain motionless for long periods of time grant it a +4 racial bonus on Hide checks in natural settings.
Elemental, Corrupted
A corrupted elemental is an elemental creature that was formed from the planar fabric of Ravenloft, usually at the bidding of a summoning spell.  Although not undead like a necromental (see Libris Mortis), its grim appearance and foul demeanor still reflect the morbid and evil-tainted matter of its origin.

Note that the dread elementals of Denizens of Dread do not use this template, but this template does allow spellcasters to summon a much wider variety of “dread elementals” to, hopefully, do their bidding.  (DMs can also create variant dread elementals by applying this template to common elementals.)

As a Mists creature, a corrupted elemental can be summoned in any domain where the appropriate materials can be supplied.  Calling a corrupted elemental does not break the inherent pact in calling spells, so they can be conjured with relative safety.

A corrupted elemental understands all the languages known to its base creature, but even if it possesses the ability, it seldom deigns to speak, reacting even to its master with sullen silence.

Sample Corrupted Elemental

This example uses a thoqqua (see the Monster Manual) as the base creature.

Corrupted Thoqqua

Medium Elemental (Earth, Fire, Mists)

Hit Dice: 3d8+3 (16 hp)

Initiative: +1

Speed: 30 ft. (6 squares), burrow 20 ft.

Armor Class: 18 (+1 Dex, +7 natural), touch 11, flat-footed 17

Base Attack/Grapple: +2/+4

Attack: Slam +4 melee (1d6+3 plus 1d6 fire plus 1d6 negative energy)

Full Attack: Slam +4 melee (1d6+3 plus 1d6 fire plus 1d6 negative energy)

Space/Reach: 5 ft./5 ft.

Special Attacks: Burn, heat, soulfire, the earth will not have you

Special Qualities: Bones of the earth, darkvision 60 ft., elemental traits, immunity to fire, tremorsense 60 ft., vulnerability to cold

Saves: Fort +6, Ref +2, Will +5

Abilities: Str 15, Dex 13, Con 13, Int 6, Wis 14, Cha 12

Skills: Listen +6, Move Silently +3, Survival +4

Outcast Rating: 7 (+1 size, +3 appearance, +1 reputation, +1 beyond the pale, +1 unnatural powers)

Feats: Alertness, Track

Environment: Mists of Ravenloft

Organization: Solitary or pair

Challenge Rating: 3

Treasure: None

Alignment: Always neutral evil

Advancement: 4–9 HD (Large)

Level Adjustment: —

A corrupted thoqqua is a wormlike monster with a body hot enough to melt solid rock.  The charred remains of what appear to be humanoid skulls can be seen embedded in its stony hide.  These cracked bones whistle from the creature’s intense heat, and wisps of black smoke rise from their blackened eye sockets.  Tortured faces can just barely be seen twisting in these wisps of smoke.

A corrupted thoqqua has a foul temper.  Although common thoqquas are native to the Elemental Plane of Fire, corrupted thoqquas form in places where mortals have suffered crushing, burning deaths, such as in lava flows or mining accidents, and continue on to burrow through the stony depths of the Demiplane of Dread.

Combat

When a corrupted thoqqua is disturbed, its first instinct is to attack.  Its favored tactic is to spring directly at a foe, either by bursting out of the rock or by coiling up its body and launching itself like a spring.  (Treat this as a charge, even though the corrupted thoqqua does not need to move 10 feet before attacking.)

Burn (Ex): When a corrupted thoqqua hits with its slam attack, the opponent must succeed on a DC 12 Reflex save or catch fire.  The save DC is Constitution-based.  The flame burns for 1d4 rounds if not extinguished sooner.  A burning creature can use a full-round action to put out the flame (see Catching on Fire, pg. 303 of the Dungeon Master’s Guide).  Half of the damage dealt by the flames is fire damage, and half is negative energy damage (see below).

Heat (Ex): Merely touching or being touched by a corrupted thoqqua automatically deals 1d6 points of fire damage and 1d6 points of negative energy damage.

Soulfire (Su): Half of any fire damage a corrupted thoqqua deals with its natural weapons or extraordinary special attacks is actually negative energy damage.

The Earth Will Not Have You (Ex): Once every 1d4 rounds, a corrupted thoqqua can fling one of the fiery bones incorporated into its body at an opponent as a standard action.  Attack bonus +3 ranged; damage 1d6+3 plus 1d6 fire plus 1d6 negative energy.

Bones of the Earth (Su): This corrupted thoqqua’s +2 unholy bonus on Fortitude and Will saves have already been incorporeated into its statistics.

Elemental Traits (Ex): Immune to poison, sleep effects, paralysis, and stunning.  Not subject to critical hits or flanking.  Does not eat, sleep, or breathe.

Unlike most other living creatures, an elemental does not have a dual nature — its soul and body form one unit.  When an elemental is slain, no soul is set loose. Spells that restore souls to their bodies, such as raise dead, reincarnate, and resurrection, don’t work on an elemental.  It takes a different magical effect, such as limited wish, wish, miracle, or true resurrection, to restore it to life.

Tremorsense (Ex): A corrupted thoqqua is sensitive to vibrations in the ground and can automatically pinpoint the location of anything within 60 feet that is in contact with the ground.

Vulnerability to Cold (Ex): A corrupted thoqqua takes half again as much (+50%) damage as normal from cold, regardless of whether a saving throw is allowed, or if the save is a success or failure.

Creating a Corrupted Elemental

“Corrupted” is an acquired template that can be added to any elemental with the air, earth, fire, or water subtype that does not already have the Mists subtype (referred to hereafter as the base creature).

A corrupted elemental uses all the base creature’s statistics and abilities except as noted here.

Size and Type: The base creature’s type is unchanged, but it gains the Mists subtype.  The Demiplane of Dread becomes its home plane, so while in Ravenloft it loses the extraplanar subtype.  Size is unchanged.

Special Attacks: A corrupted elemental retains all the special attacks of the base creature. In addition, it gains one or more additional special attacks based on its elemental subtypes.

A base creature with the air subtype gains the mournful wind attack; the earth subtype, the earth will not have you; the fire subtype, soulfire; and the water subtype, tearful gaze.

Mournful Wind (Su): At will as a standard action, the corrupted elemental can loose a gust of mournful, wailing wind, carrying the distant cries of sorrow and pain.  All creatures within a 30-foot emanation that can hear the wail must succeed on a Will save (DC 10 + 1/2 elemental’s HD + elemental’s Cha modifier) or be frightened for (1d6 + elemental’s Cha modifier) rounds.  This is a sonic, mind-affecting, fear effect.

A corrupted elemental with this ability is continuously surrounded by a nimbus of chilling breezes, causing leaves and dust to dance and flames to flicker in its presence.  It cannot suppress this breeze.

Soulfire (Su): The corrupted elemental’s fiery body is infused with negative energy.  When the creature would inflict fire damage with its natural weapons or extraordinary special attacks, half the damage dealt is fire damage and half is negative energy damage.  Tortured spirits are faintly visible within the creature’s flames.

Tearful Gaze (Su): Crushing despair (caster level equals elemental’s HD), 30 feet, Will DC (10 + 1/2 elemental’s HD + elemental’s Cha modifier) negates.  The save DC is Charisma-based. Whether or not the save is successful, that creature cannot be affected again by that elemental’s tearful gaze ability for 24 hours.

The corrupted elemental’s watery body contains the sorrow of tears.  If the creature has a face, it weeps continuously, and opponents that look upon its sorrow cannot help but share it, almost as if the elemental were literally drawing the tears from their eyes.

This is a mind-affecting compulsion effect.

The Earth Will Not Have You (Ex): The corrupted elemental permanently incorporates the skeletal remains of humanoid corpses into its body.  As a standard action, the elemental can violently fling one of its bones at an opponent, making a ranged attack with a range increment of 10 feet.  A spit bone that hits an opponent deals damage equal to that of the elemental’s slam attack, including any additional forms of damage the elemental’s natural attacks may inflict (such as the example thoqqua’s fire damage).  Once the elemental spits a bone, it cannot do so again for 1d4 rounds.

Special Qualities: A corrupted elemental retains all the special qualities of the base creature.  In addition, it gains one or more additional special qualities based on its elemental subtypes.

A base creature with the air subtype gains fog shroud; the earth subtype, bones of the earth; the fire subtype, hell’s furnace; and the water subtype, bloodsense.

Bones of the Earth (Su): The corrupted elemental feeds on the spiritual energy of the skeletal remains it has incorporated (see above), gaining a +2 unholy bonus on Fortitude and Will saving throws.

Having trapped spirits of the dead within itself, the corrupted elemental is partially vulnerable to turning checks.  If a cleric or paladin makes a successful turning check against the corrupted elemental, it is not turned, but for the next 10 minutes it does lose the Fortitude and Will bonuses and suffers a –1 circumstance penalty on attack rolls against the character that turned it.

Bloodsense (Su): The corrupted elemental can sense the blood of living creatures out to 60 feet.  It can see spilled blood and any creature whose body contains blood (including almost all living creatures, blood elementals, and nonliving creatures that have recently uses a blood drain attack), regardless of darkness, fog, invisibility, or other concealing visual effects.  It can tell the difference between living and dead blood at a glance.  The corrupted elemental can activate or suppress this ability at will as a free action.  Whenever using its bloodsense, the elemental’s watery body becomes impure, with crimson-stained ribbons of blood visibly flowing through it.

Fog Shroud (Ex): The corrupted air elemental can partially dissipate its body as a standard action, seemingly cloaking itself in a ring of mist with a 5-foot radius.  This haze grants concealment to the corrupted elemental and any creatures in adjacent squares. The haze remains for a number of minutes equal to the elemental’s Charisma modifier (minimum 1).

Hell’s Furnace (Su): The corrupted elemental can replenish its fiery energy by consuming the the dead like tinder.  If the corrupted elemental ends its turn in the same space with a corpse, the body automatically catches on fire (see Catching on Fire, pg. 303 of the Dungeon Master’s Guide).  Each round the corrupted elemental begins its turn in the same space as a burning corpse, it heals an amount of damage equal to that the flames deal to the corpse.  As a rule of thumb, corpses can sustain an amount of fire damage equal to the creature’s normal hit point total when it was alive before it is so badly charred that the elemental can no longer benefit from it.

For example, if a corrupted magmin stays in the same space with a typical dead ogre (29 hp in life), the ogre’s corpse catches on fire, taking 1d6 points of fire damage per round.  The corrupted magmin heals 1d6 points of damage per round (equal to the fire damage dealt).  So long as the corpse takes no more than 29 points of fire damage in total, the corrupted magmin can remain with the ogre’s corpse or return to it in future rounds to heal again.  Once the ogre’s corpse suffers 29 points of fire damage, it is burned beyond recognition and the corrupted magmin can no longer heal itself by burning it.

As the corrupted elemental sits on the burning corpse, the crackling and whistling of its flames seem to sound eerily close to frantic squeals of pain.

Abilities: Corrupted elementals are willful and self-determined.  Increase from the base creature as follows: +2 Wis, +2 Cha.

Environment: Mists of Ravenloft.

Challenge Rating: Same as the base creature +1.

Alignment: The corrupted elemental’s moral alignment always changes to evil.

Level Adjustment: —.
.

Horseman, Death’s
Death’s Horsemen are nightmarish creatures plucked from the same Darkonian legends of the Ascension from which Death formed its own demented self-image.  Death thought it only fitting to be accompanied by its legendary comrades, so it shaped each Horseman in the image of one of the great symbolic woes of humanity: Famine, Pestilence, and War.  More poetic sources dub them Starvation, Sickness, and Strife, respectively.  These names are not merely titles; they represent what the Horsemen truly are: utter horrors that exist only to serve Death and revel in the misery that follows in their wake.

Death’s three Horsemen appear to be undead, each resembling an animated human corpse that has been monstrously ravaged by its namesake source of woe.  Each Horseman rides a steed that shares its rider’s monstrous appearance.  They are not undead, however; they are unique negative energy elementals, like their creator.  Death is not merely the Horsemen’s master; it is the wellspring from which their power flows.

Rumors insist that when Death created its knights, it selected three Darkonian men who had earned the dubious honor in life: a doctor who spread a plague to study its effects; a tax collector who seized crops in the face of a weak harvest; a general who refused to let his troops abandon the field when all was lost.  But these are merely tales.  Death created the Horsemen by infusing three corpses with a portion of its own essence.  Whatever souls were once housed in those bodies no longer exist; the Horsemen are now the semi-autonomous extension of Death’s own awful power and perverse ego.  In fact, Death sacrificed much of its control over the undead of Necropolis to instill so much of itself in its minions.

Death created the Horsemen in the summer of 755 BC.  The Horsemen were tasked with finding a magic item called the soul focus, which Azalin could use to reform his scattered spirit.  However, the Horsemen were imperfect creations.  Distracted by their own innate cruelty, they rampaged across the land rather than focusing solely on their goal, giving Azalin’s allies the time they needed to reform their king.  At the moment Azalin reformed himself, Il Aluk became an independent domain.  Azalin’s first act was to close Darkon’s borders, severing Death’s connection to his minions.  Death found himself overextended, possibly even permanently weakened, and the Horsemen were destroyed utterly.

For all their terrible power, the Horsemen existed for only a few weeks in the summer of 755 BC.  Death could someday reform his Horsemen, however, and likely will after he has once again accumulated enough power to do so.

As extensions of Death, the Horsemen can speak every language Death knows: Darkonese, Abyssal, Falkovnian, Infernal, and Vaasi.  The Horsemen are nearly as horrid to hear as they are to behold, for they do not speak as the living do; their voices are formed from the sounds of misery and decay.

Combat

A single Horseman is a fearsome opponent.  One mounted on its steed is even worse.  When all three Horsemen ride together, they are nigh-unstoppable.  Heroes who rely solely on brawn to prevail will not fare well against Death’s knights; in fact, unless they use their wits, they may never even reach them in melee.  The Horsemen fight fearlessly, assuming that if they are destroyed, Death will simply reform them in Necropolis to ride forth once more.

The Horsemen delight in causing pain, eagerly wading through crowds to expose the maximum number of creatures to their entropic auras.  The Horsemen are so devoted to spreading death and misery that any opportunity to do so can easily distract them from their main goals.

A Horseman’s natural weapons, as well as any weapons it wields, are treated as magic weapons for the purpose of overcoming damage reduction.

Create Steed (Su): Each Horseman rides upon a horrid steed resembling an undead horse suffering from all the same afflictions and abuses that appear to have affected its rider.  These steeds are actually extensions of the Horsemen themselves.  To create a steed, a Horseman must touch a living horse (including war horses, ponies, etc.), usually requiring a melee touch attack.  If successful, the Horseman instills some of its own negative energy into the unlucky horse, forcing it to make a successful DC 20 Fortitude save or be instantly slain and transformed into a steed.  The steed becomes a mindless extension of the Horseman just as the Horsemen are extensions of Death.  The save DC is Charisma-based.

A Horseman only possesses enough negative energy to maintain a single steed at a time, but it can reclaim that energy at will, regardless of distance, as a free action on its turn.  Abandoned by its animating force, the steed immediately collapses into a moldering, lifeless corpse.

Once a Horseman has reclaimed its energy, it can transfer the power to another mount at will (requiring another touch attack and saving throw).  For instance, if a Horseman is separated from its steed while being attacked by mounted foes, it might readily destroy its current steed, then touch an opponent’s horse, infusing it with its own essence and transforming the doomed animal into its new minion.

A Horseman’s steed carries the same form of entropic aura and strike as its master.

Entropic Aura (Su): Each Horseman and its steed give off a 60-foot emanation of invisible, entropic energy.  Any creature that enters the aura of a Horseman or its steed must make a successful DC 20 saving throw or succumb to the aura’s entropic effect.  If a creature succeeds on this saving throw, it remains immune to that Horseman’s aura for 24 hours or for as long as it remains in the aura’s area, whichever comes first.  The creature must make another saving throw if it leaves the aura and then enters it again, however.  The aura’s effect (and the type of saving throw required) manifests differently for each Horseman.

If a Horseman is in physical contact with its steed (such as being mounted on it), their auras stack.  Affected creatures only need to make a single saving throw against the combined aura, but the Horseman adds the steed’s Hit Dice to its own for the purpose of calculating the saving throw DC (thus increasing it by +3 for a final DC of 23).

A Horseman’s entropic aura cannot be dispelled except by a dispel evil spell or similar effect.  If the effect is dispelled, the Horseman or steed automatically resumes it as a free action on its next turn.

Neither a Horseman nor its steed can voluntarily suppress its entropic aura.  However, its entropic aura is suppressed if a Horseman or steed enters a consecrated or hallowed area, but the creature’s presence also suppresses the consecrated or hallowed effect for as long as it remains in the area.

The Horseman and their steeds are immune to their own entropic aura and those of their compatriots.

Entropic Touch (Su): The Horseman and their steeds can inflict terrible, entropic effects with a touch or in addition to any normal damage they inflict with their melee attacks.  Any creature touched by a Horseman or its steed must make a successful Fortitude save to negate that entropic touch; if the save fails, the specific effects of an entropic touch manifests differently for each Horseman.  The save DC is Charisma-based.  Neither the Horsemen nor their steeds can suppress their entropic touch.

Creatures grappling or hitting a Horseman or steed with natural weapons or unarmed attacks are subject to the creature’s entropic touch as though hit by the creature.

The Horsemen and their steeds are immune to their own entropic touches and those of their kind.

Antithetical Token (Ex): Although the Horsemen are truly fearsome opponents, they do possess an Achilles’ heel. In its madness, Death believes itself to be the Death, and is repulsed by symbols of birth, its symbolic antithesis.  Death has unwittingly extended this dementia to its Horsemen as well.  A symbolic token exists for each Horseman that severely weakens its entropic powers.  Any creature presenting the appropriate token gains a +10 insight bonus on saves against the entropic aura of that Horseman and its steed.  The character also receives a +4 insight bonus on saves against the entropic touch of that Horseman and its steed.

To grant these bonuses, the token must be visibly worn or carried by the creature it protects.  A Horseman’s entropic powers falter only when it is aware that it is facing its antithesis.

Furthermore, no Horseman can willingly touch or harm its particular token.  When forcefully presented (as when presenting a holy symbol against a vampire), a token can keep its related Horseman and steed at bay.  However, a given Horseman has no aversion to the tokens of its two companions.  When Death’s Horsemen are united in combat, they coordinate attempts to destroy each other’s tokens.

Death’s Hand (Ex): The Horsemen are extensions of Death, not independent creatures, and as such continuously share their thoughts with each other and with Death.

The Horsemen cannot be truly destroyed by normal means. If reduced to 0 hp, a Horseman’s body immediately crumbles away, leaving nothing more than scraps of bone and rot.  A chilling breeze suddenly sweeps back toward Necropolis, carrying the Horseman’s invisible, intangible essence back to its source, where Death immediately and automatically draws the fallen Horseman’s negative energy back into itself.  One hour later, Death can imbue that energy into a new corpse as a full-round action, similar to how the Horsemen transfer their steeds from one horse to another.  Thus, just an hour after a Horseman’s apparent demise, it can ride forth from Il Aluk once more, fully restored.

The only way to truly destroy the Horsemen is to sever their connection to Death, just as one might slam a gate shut to sever the arm of a creature reaching through it.  The only known way to sever this tie is to wait for the Horsemen to travel outside Necropolis, then close the domain borders of either Necropolis or that of whatever domain the Horsemen currently occupy.

Regardless of their location, the Horsemen would be instantly and permanently destroyed should Death be truly slain.

Elemental Traits (Ex): Immune to poison, sleep effects, paralysis, and stunning.  Not subject to critical hits or flanking.  Does not eat, sleep, or breathe.

Unlike most other living creatures, an elemental does not have a dual nature — its soul and body form one unit.  When an elemental is slain, no soul is set loose. Spells that restore souls to their bodies, such as raise dead, reincarnate, and resurrection, don’t work on an elemental.  It takes a different magical effect, such as limited wish, wish, miracle, or true resurrection, to restore it to life.

Necromantic Absorption (Ex): The Horsemen and their steeds are so awash in negative energy and evil that they inherently absorb necromantic magic.  Any spell or effect with the death descriptor that targets a Horseman or its steed grants the creature temporary hit points equal to the spell’s level.  All other non-harmless effects are negated.  Temporary hit points gained in this fashion last for a maximum of 1 hour.

Negative Energy Subtype (Ex): Although the Horsemen are not undead, they and their steeds are composed of negative energy and thus share some traits with true undead.  The Horsemen react to cure/inflict spells and effects as undead creatures (cure spells deal damage while inflict spells restore lost hit points).

The Horsemen and their steeds are immune to rebuking attempts.  They cannot be turned, but they are somewhat vulnerable to the unseen emanations of positive energy that empower turning attempts.  To “turn” a Horseman or its steed, a cleric or paladin must target the creature directly, unlike normal turning checks.  The turning damage from that check does not determine the total Hit Dice of creatures that the character can turn; instead, treat the result as lethal damage dealt to the Horseman.  A targeted Horseman or steed can make a Will save (DC 10 + turning character’s class level + turning character’s Cha modifier) for half damage.  If a Horseman is in physical contact with its steed (as when mounted on it), both it and its steed gain a +4 profane bonus on this saving throw.

Vulnerability to Positive Energy (Ex): A Horseman or steed takes half again as much (+50%) damage as normal from damaging positive energy effects (such as cure spells), regardless of whether a saving throw is allowed, or if the save is a success or failure.

Famine (Starvation)
Medium Elemental (Evil, Negative Energy)
Hit Dice: 9d8+54 (94 hp)

Initiative: +3

Speed: 30 ft. (6 squares)

Armor Class: 20 (+3 Dex, +7 natural) touch 13, flat-footed 17

Base Attack/Grapple: +6/+9

Attack: Slam +9 melee (1d6+3 plus entropic strike) or sickle +9 melee (1d6+3 plus entropic strike)

Full Attack: Slam +9/+4 melee (1d6+3 plus entropic strike) or sickle +9/+4 melee (1d6+3 plus entropic strike)

Space/Reach: 5 ft./5 ft.

Special Attacks: Create steed, entropic aura, entropic strike

Special Qualities: Antithetical token, damage reduction 10/blessed and magic, darkvision 60 ft., Death’s hand, elemental traits, necromantic absorption, vulnerability to positive energy

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

Abilities: Str 17, Dex 16, Con 22, Int 10, Wis 16, Cha 23

Skills: Diplomacy +8, Intimidate +12, Ride +15, Sense Motive +9

Outcast Rating: 9 (+1 size, +3 appearance, +3 reputation, +1 beyond the pale, +1 unnatural powers)

Feats: Combat Reflexes, Mounted CombatB, Ride-By Attack, Spirited Charge, Trample

Environment: Any land (Necropolis)

Organization: Solitary, mounted (Starvation plus steed), or coterie (3 Horsemen plus steeds)

Challenge Rating: 12

Treasure: None

Alignment: Always chaotic evil

Advancement: 10–18 HD (Medium)

Level Adjustment: —

Wrapped only in a threadbare funereal shroud, Famine is utterly emaciated.  Its limbs are withered to the bone, and its belly is grotesquely distended.  Its taut skin is jaundiced and papery.  Flies buzz around its eyes and crawl in and out of its nose and mouth.  Famine sits stooped in its saddle, every vertebra in its spine plainly visible.  Famine clutches a rusted sickle in its withered hand.

Famine forms words from the sounds of buzzing locusts and the snaps and crackle of dry wood.

Combat

Entropic Aura (Su): Famine’s entropic aura causes crops to wither, milk to curdle, and meat to rot (normal plants and unattended objects receive no saving throw).  As all foodstuffs within the aura decompose, affected creatures must make a successful DC 20 Will save or be seized by a ravenous, overpowering hunger.  Ravenous creatures are fatigued but must immediately seek out the nearest edible food, unable to take any other action until they have spent at least 2d4 rounds eating their fill.  Affected creatures are capable of defending themselves while seeking out food, and may well fight each other to get at it.  Carnivorous predators are particularly likely to attack nearby creatures so they can feed on them.  The hunger and fatigue passes once the subject has eaten its fill.

Creatures that cannot eat (such as most constructs) are immune to Famine’s aura.

Entropic Touch (Su): Famine’s attacks carry the threat of starvation.  Unless the target makes a successful DC 20 Fortitude save, each point of damage Famine inflicts with its melee attacks also counts as a day since the target has last eaten.  See “Starvation and Thirst” on pg. 304 of the Dungeon Master’s Guide for further details.  Additional entropic touches increase the effective number of days since the target has eaten.

For example, Famine strikes a subject with its sickle and deals 5 points of damage.  If the subject fails its saving throw, it is also treated as having gone five days without food.  Since a creature can go for three days without food without harm, the foe must make two Constitution checks (one at DC 10 and the next at DC 11) or take 1d6 points of nonlethal damage for each failure.  If it fails either check, the foe is also fatigued. This fatigue and nonlethal damage cannot be recovered until the subject eats enough food, as needed.

An entropic touch that does not inflict damage (such as a grapple check or an unarmed attack made against Famine) inflicts 1 effective day without food.

Creatures that cannot eat (such as most constructs) are immune to Famine’s entropic touch.

Antithetical Token (Ex): Famine’s token is the most obscure: magically created foods. A creature that eats or drinks any kind of magically created foodstuff (anything from a goodberry to a heroes’ feast) in Famine’s presence gains the token’s protection for (1d10 + spell level) rounds.

Pestilence (Sickness)
Medium Elemental (Evil, Negative Energy)
Hit Dice: 9d8+54 (94 hp)

Initiative: +2

Speed: 30 ft. (6 squares)

Armor Class: 20 (+2 Dex, +8 natural) touch 12, flat-footed 18

Base Attack/Grapple: +6/+10

Attack: Slam +10 melee (1d6+4 plus entropic strike) or lance +10 melee (1d8+4/×3 plus entropic strike)

Full Attack: Slam +10/+5 melee (1d6+4 plus entropic strike) or lance +10/+5 melee (1d8+6/×3 plus entropic strike)

Space/Reach: 5 ft./5 ft.

Special Attacks: Create steed, entropic aura, entropic strike

Special Qualities: Antithetical token, damage reduction 10/blessed and magic, darkvision 60 ft., Death’s hand, elemental traits, necromantic absorption, vulnerability to positive energy

Saves: Fort +6+6, Ref +3+2, Will +3+3

Abilities: Str 18, Dex 14, Con 22, Int 10, Wis 16, Cha 23

Skills: Diplomacy +8, Intimidate +12, Ride +14, Sense Motive +9

Outcast Rating: 9 (+1 size, +3 appearance, +3 reputation, +1 beyond the pale, +1 unnatural powers)

Feats: Mounted CombatB, Power Attack, Ride-By Attack, Spirited Charge, Trample

Environment: Any land (Necropolis)

Organization: Solitary, mounted (Starvation plus steed), or coterie (3 Horsemen plus steeds)

Challenge Rating: 12

Treasure: None

Alignment: Always chaotic evil

Advancement: 10–18 HD (Medium)

Level Adjustment: —

Pestilence appears to suffer from all the plagues ever to afflict mankind.  Its boils and oozing sores are wrapped in stained and bloody bandages, and its leprous flesh squirms with parasites.  Pestilence cradles a lance under its arm, its shaft coated in watery blood and other bodily fluids.

The voice of Pestilence gurgles with the sounds of dripping fluids and moaning children.

Combat

Entropic Aura (Su): Pestilence’s entropic aura carries plague in its wake.  Any affected creature must make a successful DC 20 Fortitude save or immediately contract filth fever (no incubation period), its flesh erupting in boils and lesions.  The victim is still infected after leaving the aura, but subsequent saving throws to resist the disease drops to DC 12 (the normal save DC for this disease).  Creatures immune to disease (such as the undead) are immune to Pestilence’s aura.

Entropic Touch (Su): Pestilence’s entropic touch causes any flesh it contacts to turn gangrenous.  The rot then spreads rapidly, inflicting ongoing damage.  A touched subject must make a successful DC 20 Fortitude save or suffer 1 point of Constitution damage one round after the attack.  If the victim fails this initial saving throw, it must then make another DC 20 Fortitude save with each subsequent minute that passes, suffering an additional point of Constitution damage with each failure.  A victim can halt the decay with a cure disease spell or equivalent effect, or by severing the afflicted limb.  Otherwise, the corruption continues to spread until the victim either makes two successful Fortitude saves in a row against the rot or dies (when its Constitution reaches 0).  A victim slain by Pestilence’s entropic touch collapses into a putrescent heap.

Creatures without Constitution scores are immune to Pestilence’s entropic touch.

Antithetical Token (Ex): Pestilence’s token takes the form of flowers commonly used for medicinal purposes, such as posies.

War (Strife)
Medium Elemental (Evil, Negative Energy)
Hit Dice: 9d8+54 (94 hp)

Initiative: +1

Speed: 20 ft. (6 squares)

Armor Class: 20 (+1 Dex, +9 natural) touch 11, flat-footed 19

Base Attack/Grapple: +6/+12

Attack: Slam +12 melee (1d6+6 plus entropic strike) or bastard sword +12 melee (1d8+6/19–20 plus entropic strike)

Full Attack: Slam +12/+7 melee (1d6+6 plus entropic strike) or bastard sword +12/+7 melee (1d8+6/19–20 plus entropic strike)

Space/Reach: 5 ft./5 ft.

Special Attacks: Create steed, entropic aura, entropic strike

Special Qualities: Antithetical token, damage reduction 10/blessed and magic, darkvision 60 ft., Death’s hand, elemental traits, necromantic absorption, vulnerability to positive energy

Saves: Fort +6+6, Ref +3+1, Will +3+3

Abilities: Str 23, Dex 12, Con 22, Int 10, Wis 16, Cha 23

Skills: Diplomacy +8, Intimidate +12, Ride +13, Sense Motive +9

Outcast Rating: 9 (+1 size, +3 appearance, +3 reputation, +1 beyond the pale, +1 unnatural powers)

Feats: Exotic Weapon Proficiency (bastard sword), Mounted CombatB, Ride-By Attack, Spirited Charge, Trample

Environment: Any land (Necropolis)

Organization: Solitary, mounted (Starvation plus steed), or coterie (3 Horsemen plus steeds)

Challenge Rating: 12

Treasure: None

Alignment: Always chaotic evil

Advancement: 10–18 HD (Medium)

Level Adjustment: —

War’s body is hidden within highly stylized full plate with a draconic motif.  Whoever this battle-scarred knight was in life, he fared poorly; the bloody, black steel is buckled and punctured by dozens of mortal wounds.  War never opens it visor to reveal the face beneath, nor could it if it wished to; the left side of War’s snarling helm has been bashed in, as if by a heavy mace or maul.  No human skull could still be intact inside it.  War wields a bastard sword in one hand, its blade darkened by dried blood and smoke.

War speaks with the clashing of steel and the screams of maimed men and horses.

Combat

Entropic Aura (Su): War’s entropic aura forces all who enter to make a successful DC 20 Will save or immediately fly into a blind rage and attack those around them.  Affected victims do not simply attack the nearest target; instead, they choose foes who are in some way different from themselves.  Thus, one side of an existing battle will continue to fight the opposing side, but when all of the enemy are gone, the remaining victims choose new opponents among themselves and continue to fight: one race against another, male against female, light hair against dark, young against old, and so on.  Only the last victim left standing is free to attack War itself.  The effects of War’s aura end as soon as affected creatures leave the area.

Entropic Touch (Su): War’s entropic touch revisits old wounds.  If War makes a successful melee attack, the struck foe must make a successful DC 20 Fortitude save or be subjected to one or more entropic attacks.  Each entropic attack is an additional, immediate attack roll made with a cumulative –5 penalty to War’s attack bonus (as with iterative attacks) and dealing 1d6 points of damage.  Once a subject fails its saving throw against War’s entropic touch, War can continue making entropic attacks against that foe, one after another, until it misses or the foe dies.

Entropic attacks are not actual secondary attacks on War’s behalf, and do not require War’s attention or a full attack action.  Instead, they represent the effects of its entropic touch, as the victim’s old, forgotten wounds spontaneously reopen.

For example, War slashes a foe with its bastard sword at its full attack bonus of +12.  The struck foe fails its Fortitude save, so War immediately makes another attack roll at +7.  This also hits, dealing 1d6 points of damage.   War now makes another attack roll with a +2 attack bonus and hits again for another 1d6 points of damage.  War now makes a third entropic attack with –3 attack bonus.  It misses, ending the effects of this entropic touch.  From the point of view of witnesses on the field of battle, War strikes its foe once (and is then free to turn its attention elsewhere).  Moments later, two additional wounds (perhaps marked by old scars) suddenly rip themselves open in the victim’s body.

Only creatures that have never taken damage are immune to War’s entropic touch.  While some children and other innocents may apply, few adventurers can claim to have gone their entire careers unscathed.

Antithetical Token (Ex): War’s powers falter when presented with a live dove.

Horseman’s Steed

Large Elemental (Negative Energy)

Hit Dice: 6d8+18 (45 hp)

Initiative: +1

Speed: 50 ft. (10 squares)

Armor Class: 18 (–1 size, +1 Dex, +8 natural), touch 10, flat-footed 17

Base Attack/Grapple: +4/+12

Attack: Hoof +7 melee (1d6+4 plus entropic touch)

Full Attack: 2 hooves +7 melee (1d6+4 plus entropic touch) and bite +2 melee (1d4+2)

Space/Reach: 10 ft./5 ft.

Special Attacks: Entropic aura, entropic strike

Special Qualities: Antithetical token, damage reduction 5/blessed and magic, darkvision 60 ft., Death’s hand, elemental traits, necromantic absorption, vulnerability to positive energy

Saves: Fort +8, Ref +3, Will +3

Abilities: Str 18, Dex 13, Con 17, Int 2, Wis 13, Cha 10

Skills: Listen +5, Spot +4

Outcast Rating: 9 (+2 size, +3 appearance, +2 reputation, +1 beyond the pale, +1 unnatural powers)

Feats: Endurance, Run

Environment: Any land (Necropolis)

Organization: Mount (steed plus Horseman)

Challenge Rating: 5

Treasure: None

Alignment: Always neutral evil

Advancement: —

Level Adjustment: —

A Horseman’s steed resembles a grisly, undead heavy warhorse (regardless of the type of horse used to create it).  It bears seemingly mortal wounds akin to those that plague its rider.  Steeds may appear to wear barding, but this armor is merely part of their manifestation.

Famine’s steed is little more than skin, bone, and buzzing flies. Its leather barding is cracked and bleached by the sun.

Pestilence’s mount is covered in boils and weeping infections.  It wears rusted chain barding that digs into its seeping flesh.

The heavy steel barding worn by War’s charger has not protected it from countless gruesome wounds.

A Horseman’s steed exists only to serve its creator.  It has no independent desires or identity.  A steed is no longer the horse it was in life, so any special ties to other characters (such as the special mount of a paladin) are utterly severed.

Combat

Horsemen’s steeds usually fight much like living warhorses, trampling foes and rearing up to kick with its hooves.  A steed carries the same entropic aura and touch as its creator, but the saving throw DC is only 13.  A steed is little more than a quasi-living puppet, however, and can be directed by its Horseman to perform acts that no horse would perform, such as racing into a burning building, using itself as a battering ram, or otherwise flinging itself to the jaws of death.

A steed’s natural weapons are treated as magic weapons for the purpose of overcoming damage reduction.

A steed can fight while carrying its rider, but the Horseman cannot also attack unless it succeeds on a Ride check.

Carrying Capacity: A light load for a Horseman’s steed is up to 300 pounds; a medium load, 301–600 pounds; and a heavy load, 601–900 pounds.  A Horseman’s steed can drag 4,500 pounds.

Stakewood Tree
Huge Plant

Hit Dice: 9d8+54 (94 hp)

Initiative: +0

Speed: 5 ft. (1 square)

Armor Class: 21 (–2 size, +2 Dex, +11 natural), touch 10, flat-footed 19

Base Attack/Grapple: +6/+23

Attack: Stake +7 ranged (2d6+9)

Full Attack: 2 stakes +7 ranged (2d6+9)

Space/Reach: 15 ft./15 ft. (60 ft. with stakes)

Special Attacks: Heartseeker, rooting stakes, tether

Special Qualities: Damage reduction 5/—, heatsense 120 ft., low-light vision, plant traits, stability, tremorsense 120 ft., vulnerability to fire

Saves: Fort +12, Ref +5, Will +4

Abilities: Str 28, Dex 15, Con 23, Int 2, Wis 8, Cha 6

Skills: Balance +10, Hide –2*, Listen +4, Spot +4

Outcast Rating: 10 (+4 size, +3 appearance, +1 reputation, +1 beyond the pale, +1 unnatural powers)

Feats: Improved Precise Shot, Point Blank Shot, Precise Shot, Weapon Focus (stake)

Environment: Warm forests and marshes (Verdurous Lands)

Organization: Solitary or grove (2–6)

Challenge Rating: 8

Treasure: Standard

Alignment: Usually neutral

Advancement: 10–15 HD (Huge); 16–22 HD (Gargantuan)

Level Adjustment: —

A stakewood tree is a towering, monstrous plant that reproduces by firing its woody, spearlike barbs into warm-blooded creatures and rooting them to the spot.  Even vampires have been known to fall victim to stakewoods, a fact central to much of the folklore concerning them.

A stakewood tree is a massive, squat plant with a mottled green, woody texture.  It is surrounded by a network of exposed roots, like those of a mangrove tree. It can use these roots to slowly drag itself across the ground, but a stakewood tree is usually content to sit still.  To notice the threat posed by these plants, must humanoids need to look up.  The top third of the plant’s twisting trunk swells into bulbous, florid growths, giving a stakewood tree an overall silhouette like that of a shrieker or similar oversized fungus.   Each of these dozens of bulbs can unfold to reveal the tip of a long, straight barb nearly four feet long.  A stakewood tree can twist around to bring these barbs to bear, then fire them like harpoons into nearby warm-blooded creatures.

Like most plants, stakewood trees sustain themselves by leaching nutrients from daylight and soil.  They attack other creatures only to spread their seeds.  Stakewood trees are believed to have originated in the deadly jungles of Sri Raji, but ever since the Requiem of 750 BC, the gardeners of the Crystal Garden in Rivalis have been forced to battle a recurring problem of stakewoods sprouting among their other exotic plants.  The gardeners normally do a thorough job of removing these saplings before they can become a menace, but when the greenhouse temporarily fell into neglect during the March of Doom in 756 BC, a stakewood somehow managed to sprout and grow to full size in just a few weeks.  The gardeners have no idea how these and other invasive, monstrous plants were transplanted to their gardens, or why they continue to appear and grow with such remarkable speed.

A stakewood tree has no interest in treasure, but close observation often detects coins and other durable items dangling from its branches or scattered around its roots.  Such items were generally being carried by the doomed creature in which the stakewood tree originally took root.

A stakewood tree can reach 30 feet in height, with a trunk about 3 to 4 feet in diameter.  It weighs about 6,000 pounds.

A stakewood tree has no languages and cannot communicate.

Combat

A stakewood tree normally stands patiently in one spot, using its heatsense and tremorsense to detect suitable prey.  A stakewood generally ignores creatures that it cannot detect with one sense or the other, as well as those which are Tiny size or smaller.  They otherwise do not distinguish between targets and do not make allies with other creatures.  If a warm, corporeal creature of at least Small size comes within range, the stakewood fires a spearlike barb, aiming for the creature’s warmest, most central spot.  A stakewood can fire its barbs up at targets up to 60 feet away (no range increment).  Note that its Point Blank Shot feat grants a +1 bonus on attack and damage rolls when firing at targets within 30 feet.

Each stake trails a vinelike tendril behind it, tethering struck targets to the plant like a harpoon.  The stakewood tree uses this tendril to prevent struck targets from fleeing and to feed nutrient to the barb while it takes root.  If a stakewood tree misses with a stake, it can retract it as a move-equivalent action so long as the tether remains intact.

Once a stakewood tree strikes an opponent with a stake, it generally ignores the creature thereafter, letting the barb take root on its own.

Heartseeker (Ex): If a stakewood tree scores a critical hit with a stake, it fires the stake directly into its target’s heart.  This critical hit deals double damage (as normal) and forces the victim to succeed on a DC 23 Fortitude save or be instantly slain.  The save DC is Strength-based.  A creature that either has no central heart or does not use it (including most creatures immune to critical hits, such as constructs and undead) is not subject to this effect.  Unlike most undead, vampires are at risk, suffering the normal effects of having a wooden stake driven through their heart.

Rooting Stakes (Ex): A fired stake that successful strikes a living creature immediately takes root in the creature’s warm flesh.  The barb extends woody, rootlike tendrils that worm their way through the victim’s body, wrapping themselves around bones and organs.  As the process continues, the tendrils visibly snake over and under the victim’s skin.

If the stake is still tethered to the stakewood tree (see below), the roots deal 1d4 points of Dexterity drain and 1d4 points of Constitution drain each round.  If the tether is severed, the rate of ability drain drops to 1d4 points each per 24 hours.  Even creatures normally immune to ability drain are subject to the Dexterity drain, since it is caused by inflexible tendrils insinuating themselves in its muscles and skeleton.

If a victim reaches 0 Dexterity, the network of woody tendrils paralyzes the victim roots it to the ground.  The victim is trapped in a rigid pose, cannot be moved, and gains the stability quality below.  At this point, the tether vine automatically detaches on its own.

A victim who reaches 0 Constitution dies.  Over the course of the next few weeks, the rooted stake absorbs the rest of the victim’s flesh, leaving a woody, leafless growth strangely resembling a wicker sculpture of the original victim.  This “topiary” slowly develops into a new stakewood over the course of 2d4 years.

Removing a rooted stake requires a successful Heal check (DC 15 + number of points lost to Dexterity drain).  Using diminish plants or similar magic on a rooted stake grants a +4 circumstance bonus on the Heal check, but this spell is only effective if the stake’s tether has been severed.  A Heal attempt that fails by 5 or more leaves the stake in place and deals 1d8 points of damage to the victim.

Tether (Ex): A creature struck by a fired stake is tethered to the stakewood plant and, limited by the length of the vine, cannot move more than 60 feet from the stakewood’s trunk until the stake is removed or the tether is severed.

A tether vine has 10 hit points, and can be attacked by making a successful sunder attempt.  However, attacking a stakewood’s tether does not provoke an attack of opportunity.  If the tether is currently attached to a target a full 60 feet away (and thus stretch taut), the stakewood takes a –4 penalty on its opposed attack roll to resist the sunder attempt.  Severing a tether vine does no damage to a stakewood tree.

Heatsense (Ex): A creature with heatsense is sensitive to temperature changes around it and can automatically pinpoint the location of anything that emits heat (including fire and most living creatures).  An intelligent creature with heatsense can generally sense shape and intensity well enough to distinguish between and identify heat sources, such as a human and a torch.  A stakewood tree can detect warm-blooded creatures (roughly 100˚ C) out to 120 feet; double this range for notably more intense heat sources, such as open flames, and halve it for cooler sources of warmth, such as cold ones and some reptilian creatures.

Plant Traits: Immune to all mind-affecting spells or abilities (charms, compulsions, phantasms, patterns, and morale effects).  Immune to poison, sleep effects, paralysis, polymorph, and stunning.  Not subject to critical hits.  Plants breathe and eat, but do not sleep.

Stability (Ex): The hundreds of tendrils a stakewood tree uses to cling to the earth make it exceptionally stable.  A stakewood tree has a +4 bonus on ability checks made to resist being bull rushed or tripped when standing on the ground.

Tremorsense (Ex): A stakewood tree is sensitive to vibrations in the ground and can automatically pinpoint the location of anything within 120 feet that is in contact with the ground.

Vulnerability to Fire (Ex): A stakewood tree takes half again as much (+50%) damage as normal from fire, regardless of whether a saving throw is allowed, or if the save is a success or failure.

Skills: A stakewood tree has a +8 racial bonus on Balance checks.  It gains a +8 racial bonus on Hide checks in forested areas.

