
You may not like this section. Players are always looking for something new to play and monsters are a natural direc-
tion to take. Various methods exist to balance player races and monster races for player use. In this method, the stan-
dard monster entry becomes the end result of taking all of the levels of a monster class.

A monster class is the opposite of a prestige class. They can only be taken at level one. They must be completed by
a given character level. You cannot take more than one monster class.

To play a monster you must start out in the “monster’s class” until you reach the young adult level, noted in the
monster class’s level chart by the special abilit y: maturity. At that point you can freely multiclass into standard player
classes or continue along in the monster class. The maturity level is where your abiliti es would match the abili ties li sted
in the original monster write-up.

Only monsters which advance by character class are included in this part.
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MONSTER CLASS DESCRIPTIONS
The monsters are collected below by type. This makes the monster
classes become more complex as you move from

RACE/CLASS DESCRIPTION
Very littl e exposition about the class is found in this initial para-
graph. There is no reason to reprint information about the monster
available in the original monster description.

Initial Abili ty Score Adjustments: Indicates the racial modi-
fiers to abilit y scores at first level. Additional modifiers may exist
in the monster class table.

Size: Indicates all of the benefits and penalties of being the size
the creature is. Some creatures grow in size while gaining levels.
This is indicated both here and in the class table. This line is omit-
ted if the creature is Medium-sized.

Matur ity Level: This indicates the minimum number of levels
the character must take in the race before he can multiclass into
other classes. This line is omitted when the monster class must be
completed before any multiclassing may take place. This usually
occurs in single level monster classes but some races are so power-
ful at their start that they cannot be allowed to adventure before
they attain all of their monster abiliti es.

Base Speed: This is taken directly from the monster descrip-
tion.

Vision: This will either say normal or be rewritten as darkvi-
sion or low-light vision (or Blind-sight) with the range listed after
the colon.

Languages, Automatic and Bonus: Common is not always
listed among the available languages. When it is not, the character
must take it as one of his bonus languages if he wishes to travel
among humans.

Race Skill s: Listed here are the class skill s of the race.
Skill Points per Level: Monster classes do NOT gain the x4

bonus at 1st level. Characters gain the x4 bonus only when they take
their 1st non-monster level.

Proficiencies: Armor and weapon proficiencies are listed here.
Favored Class: Not all monsters have one listed. The low-

Intelli gence ones were given barbarian. The very powerful crea-
tures have none. And some were just made up where it seemed
appropriate, such as bard for harpies. This section will also note
cleric domains associated with clerics of this race.

Equipment: Any special equipment requirements are noted
here. This entry is omitted for most Small and Medium-size hu-
manoids and Giants.

Special: Additional monster abiliti es, as li sted in the monster
class table, are described after the standard sections above. Abiliti es
had by all members of the race are listed before the monster class
table.

CLASS TABLE
Not all class tables are standard. Flying and Swimming races may
have additional table columns to indicate their flying and swim-
ming rates at different levels. Natural armor is also a common
column.

Level: This is character's level in the monster class. Monster
classes are always favored by the race and levels in these classes
can never cause an experience point penalty.

Hit Dice: Each hit die gained should be adjusted by the char-
acter's Constitution modifier. The hit dice listed are not cumulative.
At some levels, no hit points are gained when the listed Hit Dice
amount is the same as the prior level's amount. Only when there is
a difference should the hit dice be rolled.

BAB: This BAB stacks with character level BAB. Only 20 to-
tal levels of BAB from monster and non-monster classes should be
allowed for any character.

Saving Throws: Like BAB, only the first 20 total levels of
saving throw bonuses from monster and non-monster classes
should be allowed.

Natural Armor: Creatures with natural armor become tougher
as they level up.

Special: This includes any abilit y score adjustments as well as
the normal special attacks and qualities that members of this race
may gain.

Maturity: When this special ability appears in the racial class
table, it indicates the level after which multiclassing may begin.
Prior to the listed level, the character may only take levels in his
race. If the maturity special abilit y is not listed, the character com-
plete the racial class before multiclassing at all .

Growth: If the race starts out a smaller size than its normal size,
this entry indicates that the character grows to its new size. The
DM may decide to prevent this growth because the character has
not aged enough to have grown. If the DM decides to do this, he
should let the character multiclass before allowing the character to
take this level.

Shadow Class: In order to balance the threat level (CR) of the
creature against the utilit y level (ECL) of creature, shadow levels
are granted to strengthen creatures with extra hit dice that do not
contribute to extra effective level. When the special ability is a
shadow class, the character can choose any regular class (or pres-
tige class the character currently meets the prerequisites for).The
character gains all of the special abiliti es of that class as if he had
taken that class. If the class has a different hit die type, the charac-
ter rolls the lower one. Combine all class skill s into one table for
determining if a skill i s a class skill or not. But use the race class'
skill point per level.

EXAMPLE
In the following example, we follow the carreer of Dren'k the
Bugbear. As required in the bugbear class, he must take the bug-
bear class as his first level. Each of the mini-character sheets that
follow show Dren'k's progression from first to third level.
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Dren’k – Bugbear-1 Fort: +1 Str : 17 +3
Medium-sized Humanoid (goblinoid) Ref: +3 Dex: 12 +1

30 ft Will : –1 Con: 13 +1
Alignment: CE CR: ½ Init: +1 Int: 14 +2

Hit Dice: 1d8+1 hp: 9 Wis: 8 –1
+1 Natural, +1 Dex, +2 armor, +1 shield AC: 15 Cha: 8 –1

Skill s: Hide +3 (2r), Move Silently +3 (2r)
Feats: Power Attack

Equipment: Leather armor, small shield, morning star, etc.

Atk Bonus Weapon Damage Notes
+3 melee Morningstar 1d8+3

At 2nd level, Dren'k takes another bugbear level, choosing Bar-
barian for the shadow class feature. Pay particular attention to how
his saving throws change. Also, notice how many total ranks he has
in his skill s, and that he choose his skill s from this li st: Climb,
Craft, Handle Animal, Hide, Intimidate, Intuit Direction, Jump,
Listen, Move Silently, Ride, Spot, Swim and Wilderness Lore.

Dren’k – Bugbear-2(Brb1) Fort: +1 Str : 17 +3
Medium-sized Humanoid (goblinoid) Ref: +4 Dex: 12 +1

40 ft Will : –1 Con: 15 +1
Alignment: CE CR: 1 Init: +1 Int: 14 +2

Hit Dice: 2d8+4 hp: 16 Wis: 8 –1
+2 Natural, +1 Dex, +2 armor, +1 shield AC: 16 Cha: 8 –1

Skill s:
Hide +4 (3r), Intmidate +1 (2r), Move Silently
+4 (3r)

Feats: Power Attack
Special: Rage 1/day

Equipment: Leather armor, small shield, MW morning star, etc.

Atk Bonus Weapon Damage Notes
+5 melee Masterwork Morningstar 1d8+3
+7 melee Raging MW Morningstar 1d8+5

At 3rd level, Dren'k takes a real level in Barbarian.

Dren’k – Brb1/Bugbear-2(Brb1) Fort: +1 Str : 17 +3
Medium-sized Humanoid (goblinoid) Ref: +4 Dex: 12 +1

40 ft Will : –1 Con: 15 +1
Alignment: CE CR: 2 Init: +1 Int: 14 +2

Hit Dice: 2d8+1d12+6 hp: 24 Wis: 8 –1
+2 Natural, +1 Dex, +2 armor, +1 shield AC: 16 Cha: 8 –1

Skill s:
Climb +6 (3r), Hide +4 (3r), Intmidate +2 (3r),
Move Silently +4 (3r), Wilderness Lore +1 (2r)

Feats: Power Attack, Cleave
Special: Rage 1/day, Uncanny Dodge

Equipment: Leather armor, small shield, MW morning star, etc.

Atk Bonus Weapon Damage Notes
+6 melee Masterwork Morningstar 1d8+3
+8 melee Raging MW Morningstar 1d8+5

EQUIPPING YOUR CHARACTER
Rules for equipment are pretty standard. Human shaped creatures
use the standard equipment charts modified by size. Quadruped
creatures must pay an additional 50% of the normal product cost
for most items.

CLASSLESS MONSTERS
Like the dwarves, elves, gnomes and halflings, not all monsters
have monster levels. Following are some monsters that can be
played as the normal races are played.

GOBLIN
Abili ty Score Modifiers: Str –2, Dex +2, Cha –2.
Small : Goblins gain a +1 to AC and attack rolls. They gain a +4
size bonus to Hide checks.
Base Speed: 30 feet.
Darkvision: 60 feet.
Languages, Automatic: Goblin. Bonus: Common.
Proficiencies: Light armor. Morning star and javelin.
Favored Class: Rogue.
Racial Deity Domains: Chaos, Evil and Trickery.

HOBGOBLIN
Abili ty Score Modifiers: Dex +2, Con +2.
Base Speed: 30 feet.
Darkvision: 60 feet.
Languages, Automatic: Goblin and Common.
Race Skill s: None. Hobgoblins have a +4 racial bonus to Move
Silently checks.
Proficiencies: Simple weapons, longsword. Light armor and
shield.
Favored Class: Fighter.

Goblin Blood: For all special abiliti es and effects, a hobgoblin
is considered a goblin.

KOBOLD
Abili ty Score Modifiers: Str –4, Dex +2.
Small : Kobolds gain a +1 to AC and attack rolls. They gain a +4
size bonus to Hide checks.
Base Speed: 30 feet.
Darkvision: 60 feet.
Languages, Automatic: Draconic.
Race Skill s: None. Kobolds receive a +2 racial bonus to Craft
(trapmaking), Profession (mining), and Search checks.
Proficiencies: Simple Weapons, Light Armor.
Favored Class: Sorcerer.
Racial Deity Domains: Evil , Law, Luck and Trickery.

L ight-sensitivity (Ex): Kobolds suffer a –1 penalty to attack
rolls in bright sunlight or within the radius of a daylight spell .

MERFOLK
Abili ty Score Modifiers: Dex +2, Con +2, Cha +2.
Base Speed: 5 feet. Swim 50.
Low-light Vision: x2.
Languages, Automatic: Command and Aquan.
Race Skill s: None.
Proficiencies: Simple Weapons, Light Armor.
Favored Class: Bard.
Racial Deity Domains: Animal, Protection and Water.

ORC
Abili ty Score Modifiers: Str +4, Int –2, Wis –2, Cha –2.
Base Speed: 30 feet.
Darkvision: 60 feet.
Languages, Automatic: Orc. Bonus: Goblin, Giant.
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Race Skill s: None.
Proficiencies: Simple weapons, great axe. Light and medium
armor.
Favored Class: Barbarian.
Racial Deity Domains: Chaos, Evil , Strength and War.

L ight Sensitivity (Ex): Orcs suffer a ±1 penalty to attack rolls
in bright sunlight or within the radius of a daylight spell .

HUMANOID MONSTERS

BUGBEAR
Matur ity: After taking one level of bugbear, the bugbear may
multiclass freely. Must complete all 3 bugbear levels by character
level 6.
Initial Abili ty Score Adjustments: Str +2, Cha ±2.
Base Speed: 30 feet.
Darkvision: 60 feet.
Languages, Automatic: Goblin and Common.
Race Skill s: Climb (Str), Hide (Dex), Listen (Wis), Move Silently
(Dex), Spot (Wis). Bugbears have a +4 racial bonus to Move Si-
lently.
Skill Points per Level: 2 + Int / level.
Proficiencies: Light armor and shield proficiency. All simple wea-
pons, javelin and morningstar.
Favored Class: Rogue.

Goblin Blood: For all special abiliti es and effects, a bugbear is
considered a goblin.

Bugbear Class Table

Level
Hit
Dice BAB

Fort
Save

Ref
Save

Will
Save

Natural
Armor Special

1 1d8 +0 +0 +2 +0 +1 Maturity, Goblin
Blood

2 2d8 +1 +0 +3 +0 +2 Con +2, Shadow
Class

3 3d8 +2 +1 +3 +1 +3 Str +2, Dex +2

CENTAURS
Matur ity: Must complete Centaur levels by character level 8.
Abili ty Score Modifiers: Str +4, Con +2, Int ±2.
Large (Long): Centaurs have a 5-foot x 10-foot face, with 5-foot
reach. Being large, they suffer a ±1 penalty to AC and attack rolls
and suffer a ±4 penalty to all Hide checks.
Base Speed: 50 feet.
Darkvision: 60 feet.
Languages, Automatic: Sylvan and Elven.
Race Skill s: Hide (Dex), Listen (Wis), Move Silently (Dex), Spot
(Wis), Wilderness Lore (Wis). Centaurs may also take ranks in
Mount (page 18) as a class skill .
Skill Points per Level: 2 + Int / level.
Proficiencies: Light armor and shield. Javelin and morningstar.
Favored Class: Ranger.
Racial Deity Domains: Animal, Good and Plant.
Equipment: Centaurs can purchase clothing and storage devices as
a normal large creature. They must buy both armor and barding to
get the full benefit of the AC bonus armor grants.

Centaur Class Table

Level
Hit
Dice BAB

Fort
Save

Ref
Save

Will
Save

Natural
Armor Special

1 1d8 +1 +0 +2 +2 +0
2 2d8 +2 +0 +3 +3 +1 Str +2
3 3d8 +3 +1 +3 +3 +1 Wis +2, Dex +2
4 4d8 +4 +1 +4 +4 +2 Str +2

GNOLL
Matur ity: Gnolls do not need to take their gnoll class levels at first
level. Must complete Gnoll class levels by character level 4.
Abili ty Score Modifiers: Str +2, Int ±2, Cha ±2.
Base Speed: 30 feet.
Darkvision: 60 feet.
Languages, Automatic: Gnoll . Bonus: Goblin, Orc.
Race Skill s: Listen (Wis), Spot (Wis).
Skill Points per Level: 2 + Int / Level.
Proficiencies: Light and medium armor and shield. Simple weap-
ons, battle axe and shortbow.
Favored Class: Ranger.

Gnoll Class Table

Level
Hit
Dice BAB

Fort
Save

Ref
Save

Will
Save

Natural
Armor Special

1 1d8 +0 +2 +0 +0 +1 Shadow Class
2 2d8 +1 +3 +0 +0 +1 Str +2, Con +2

GRIMLOCK
Matur ity: Must complete Grimlock levels by character level 4.
Abili ty Score Modifiers: Str +2, Con +2, Wis ±2, Cha ±4.
Base Speed: 30 feet.
Vision: None; Blindsight: 40 feet.
Languages, Automatic: Undercommon
Race Skill s: Climb (Str), Hide (Dex), Listen (Wis), Search (Int),
Spot (Wis). Grimlocks have a +10 racial bonus to Hide checks
made in mountains or underground.
Skill Points per Level: 2 + Int / Level
Proficiencies: Simple Weapons. Battleaxe
Favored Class: Barbarian

Blindsight (Ex): Grimlocks are immune to gaze attacks, visual
effects, ill usions and other abil ities based on sight.

Grimlock Class Table

Level
Hit
Dice BAB

Fort
Save

Ref
Save

Will
Save

Natural
Armor Special

1 1d8 +1 +0 +2 +2 +2 Scent
2 2d8 +2 +0 +3 +3 +4 Str +2, Dex +2

HAG, SEA
Abili ty Score Modifiers: Dex +4, Wis +2. Note that dexterity
eventually goes down.
Medium-size: Sea Hag characters become Large at 3rd level.
Large (Tall ): 5 ft. x 5 ft. / 10 ft. reach. ±1 AC, ±1 attack penalty, ±
2 Dex (li sted in class table).
Base Speed: 30 feet; Swim: 40 feet.
Darkvision: 60 feet.
Languages, Automatic: Giant Bonus: Common
Race Skill s: Craft or Knowledge (choose one), Hide (Dex), Listen
(Wis), Spot (Wis)
Skill Points per Level: 2 + Int / level
Proficiencies: Light Armor, Simple Weapons
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Favored Class: Barbarian (?)

Sea Hag Class Table

Level
Hit
Dice BAB

Fort
Save

Ref
Save

Will
Save

Natural
Armor Special

1 1d8 +0 +0 +2 +2 +1
2 2d8 +1 +0 +3 +3 +2 SR 14

3 3d8 +2 +0 +3 +3 +3 Growth, Str +8, Dex
±2, Con +2

HARPY
Matur ity: Harpies achieve maturity after 2nd level.
Abili ty Score Modifiers: Dex +2, Int ±4, Cha +2.
Base Speed: 20 feet. Fly see chart. At 5th level, maneuverabilit y
class improves to Average.
Darkvision: 60 feet.
Languages, Automatic: Common
Race Skill s: Bluff (Cha), Listen (Wis), Perform (Cha), Spot (Wis).
Skill Points per Level: 2+Int per level
Proficiencies: Simple Weapons
Favored Class: Bard

Natural Armor (Ex): Harpies have a natural armor bonus of
+1.

Fly (Ex): Harpy flight speed starts at 20 with poor maneuver-
abilit y. It improves by 10 each level, becoming average maneuver-
abilit y at 5th level.

Captivating Song (Su): Harpies can access to this racial ability
at 2nd level. The DC for this ability is calculated as 10 + ½ total
character level + Cha Bonus. The spread radius on this abilit y starts
at 50 feet and increases in 50 foot increments until i t reaches 300
feet at 7th level.

Harpy Class Table

Level
Hit
Dice BAB

Fort
Save

Ref
Save

Will
Save

Fly
(ft) Song Special

1 1d8 +1 +0 +2 +2 20 P n/a Natural Armor
2 2d8 +2 +0 +3 +3 30 P 50 ft. Maturity
3 3d8 +3 +1 +3 +3 40 P 100 ft. Shadow Class
4 4d8 +4 +1 +4 +4 50 P 150 ft. +2 Cha
5 5d8 +5 +1 +4 +4 60 A 200 ft. Shadow Class
6 6d8 +6/+1 +2 +5 +5 70 A 250 ft. Shadow Class
7 7d8 +7/+2 +2 +5 +5 80 A 300 ft. +2 Dex

LIZARDFOLK
Abili ty Score Modifiers: Str +2, Int -2
Base Speed: 30 feet
Vision: Normal
Languages, Automatic: Draconic
Race Skill s: Balance (Dex), Jump (Str), Swim (Str). Lizardfolk get
+4 racial bonus to Balance, Jump and Swim.
Skill Points per Level: 2 + Int / level.
Proficiencies: Shield Proficiency. Simple weapons. Javelin.
Favored Class: Druid
Natural Attacks (Ex): 2 claws (1d4 20/x2), bite (1d4 20/x2).

Lizardfolk Class Table

Level
Hit
Dice BAB

Fort
Save

Ref
Save

Will
Save

Natural
Armor Special

1 1d8 +1 +0 +2 +0 +2 Maturity, Shadow
Class

2 2d8 +2 +0 +3 +0 +5 Con +2

LOCATHAH
Matur ity Level: Locathah are mature after level 1. They must
finish all monster class levels by character level 4.
Abili ty Score Modifiers: Dex +2
Base Speed: 10 feet; Swim: 60 feet
Vision: Normal
Languages, Automatic: Common
Race Skill s: Craft (Int, Any One), Listen (Wis), Spot (Wis)
Skill Points per Level: 2 + Int / level.
Proficiencies: Simple weapon proficiency, Longspear.
Favored Class: Barbarian
Racial Deity Domains: Animal, Protection and Water.

Locathah Class Table

Level
Hit
Dice BAB

Fort
Save

Ref
Save

Will
Save

Natural
Armor Special

1 1d8 +1 +2 +0 +0 +1 Maturity, Shadow
Class

2 2d8 +2 +3 +0 +0 +3 Int +2, Wis +2

MEDUSA
Abili ty Score Modifiers: Dex +2, Cha +2
Base Speed: 30 feet
Darkvision: 60 feet
Languages, Automatic: Common
Race Skill s: Bluff (Cha), Disguise (Cha), Move Silently (Dex),
Spot (Wis)
Skill Points per Level: 2 + Int / level.
Proficiencies: Light armor proficiency, Simple weapon profi-
ciency, shortbow.
Favored Class: None
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Medusa Class Table

Level
Hit
Dice BAB

Fort
Save

Ref
Save

Will
Save

Natural
Armor Special

1 1d8 +1 +0 +2 +2 +0
2 2d8 +2 +0 +3 +3 +1 Poison, Int +2
3 3d8 +3 +1 +3 +3 +1 Dex +2
4 4d8 +4 +1 +4 +4 +2 Poison II , Con +2
5 5d8 +5 +2 +4 +4 +2 Petrifying Gaze
6 6d8 +6/+1 +2 +5 +5 +3 Maturity, Wis +2
7 7d8 +7/+2 +2 +5 +5 +3 Cha +2

Poison (Ex): At 2nd level, the snake-like hair gains it poison-
ous sting. Requiring a Fort save (DC 10 + ½ level + Con bonus),
initial damage 1d3 temporary Strength, secondary damage 1d3
temporary Strength.

At 4th level, the initial and secondary damage die increases to
1d6.

Petr ifying Gaze (Su): Turn to stone permanently, 30 feet, For-
titude save (DC 10 + ½ character level + Cha bonus).

MINOTAUR
Matur ity: Minotaurs must advance past level 2 in the minotaur
class before multiclassing. They must finish the minotaur class by
character level 10.
Abili ty Score Modifiers: Str +2, Dex +2, Con +2, Int ±4, Cha ±2.
Note that Dexterity drop when the character grows.
Medium-size: At 6th level, they become large (tall ), gaining 10 ft.
reach, ±1 AC, ±1 attack penalty.
Base Speed: 30 feet.
Darkvision: 60 feet.
Languages, Automatic: Giant
Race Skill s: Intimidate (Cha), Jump (Str), Listen (Wis), Search
(Int), Spot (Wis). Minotaurs have a +4 racial bonus to Search, Spot
and Listen checks.
Skill Points per Level: 2 + Int / level.
Proficiencies: Simple weapons, axes.
Favored Class: Barbarian

Natural Attacks (Ex): gore (±5 melee, 1d6 + ½ Str mod,
20/x2). Increase damage die to 1d8 when growing from Medium-
size to Large.

Minotaur Class Table

Level
Hit
Dice BAB

Fort
Save

Ref
Save

Will
Save

Natural
Armor Special

1 1d8 +1 +0 +2 +2 +1 Charge
2 2d8 +2 +0 +3 +3 +1 Con +2, Maturity
3 3d8 +3 +1 +3 +3 +1 Shadow Class
4 4d8 +4 +1 +4 +4 +3 Str +2
5 5d8 +5 +1 +4 +4 +3 Shadow Class

6 6d8 +6/+1 +2 +5 +5 +5 Str +4, Dex ±2,
Growth

Charge (Ex): When charging, Medium-size minotaurs do 2d8
+ 1½ x Str bonus hit points of damage. When Large, charging
causes 4d6 + 1½ x Str bonus hit points of damage.

Natural Cunning (Ex): Immune to maze spells. Minotaurs are
never caught flat-footed. When determining Uncanny Dodge abil-
ity, half of a character's minotaur levels stack with any class pos-
sessing that abilit y.

SVIRFNEBLIN
Matur ity Level: 1st Level.
Abili ty Score Modifiers: Str ±2, Dex +2, Wis +2, Cha ±4.
Base Speed: 20 feet.
Darkvision: 120 feet.
Languages, Automatic: Gnome, Common, Terran and Under-
common; Bonus: Drow, Kou-toa.
Race Skill s: Listen (Wis), Spot (Wis). Svirfneblin have a +2 racial
bonus to Hide checks. This bonus increases to +4  in darkened
areas underground.
Skill Points per Level: 2 + Int / level
Proficiencies: Light armor and shield. Simple weapons and short
sword.
Favored Class: Illusionist

Spell -L ike Abili ties: Svirfneblin have no special skill with or
resistance to ill usions, but they can use blindness, blur, and change
self each once per day. These abiliti es are as the spells cast by a
wizard of the svirfneblin's character level (save DC 10 + spell
level).

Nondetection (Su): Svirfneblin have a continuous nondetec-
tion abilit y as the spell .

Svir fneblin Traits (Ex): These are in addition to the basic
gnome traits, except where noted here.

Stonecunning: Like dwarves, svirfneblin receive a +2 racial
bonus to checks to notice unusual stonework. Something that isn't
stone but that is disguised as stone also counts as unusual stone-
work. A deep gnome who merely comes within 10 feet of unusual
stonework can make a check as though actively searching and can
use the Search skill to find stonework traps as a rogue can. A
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svirfneblin can also intuit depth, sensing the approximate distance
underground as naturally as a human can sense which way is up.

Spell resistance of 11 + character level.
+2 racial bonus to all saving throws.
+4 dodge bonus against all creatures (no special bonus against

giants).

TROGLODYTE
Abili ty Score Modifiers: Dex ±2, Con +4, Int ±2.
Base Speed: 30 feet.
Darkvision: 90 feet.
Languages, Automatic: Draconic.
Race Skill s: Hide (Dex), Listen (Wis). Troglodytes have a +4
racial bonus to Hide checks. This bonus increases to +8  in rocky or
subterranean settings.
Skill Points per Level: 2 + Int / level
Proficiencies: Simple weapons
Favored Class: Cleric (Chaos, Death, Destruction and Evil .)

Natural Attacks (Ex): 2 claws (1d4 20/x2), 1 bite (1d4 20/x2).
Stench (Ex): 30-foot spread. Fortitude save (DC 10 + � char-

acter level + Con bonus). Nausea lasts 10 rounds and does 1d6
temporary Strength damage.

Troglodyte Class

Level
Hit
Dice BAB

Fort
Save

Ref
Save

Will
Save

Natural
Armor Special

1 1d8 +0 +2 +0 +0 +2 Maturity, Shadow
Class

2 2d8 +1 +3 +0 +0 +6
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Dungeons & Dragons® and Wizards of the Coast® are Registered Trade-
marks of Wizards of the Coast, and are used with permission.

“D20 System” and the “D20 System” logo are Trademarks owned by
Wizards of the Coast and are used according to the terms of the D20 System
License version 3.0. A copy of this License can be found at
www.wizards.com/d20.

Character Customization is published by Throwing Dice Games. Visit our
website at http://www.throwingdice.com.

Open Game Content: The text of this work starting with the Introduction
and ending just before this Licensing Information section is Open Game
Content as defined in the Open Game License version 1.0a. No artwork or
text within any artwork is Open Game Content.

Product Identity: “Character Customization” and “Throwing Dice Games”
are claimed as Product Identity in this work as described in Section 7 of the
Open Game License. No other Product Identity is claimed in this work.

OPEN GAME LICENSE VERSION 1.0A
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Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Re-
served.

1. Definitions: (a)"Contributors" means the copyright and/or trademark
owners who have contributed Open Game Content; (b)"Derivative Mate-
rial" means copyrighted material including derivative works and transla-
tions (including into other computer languages), potation, modification,
correction, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may be recast, trans-
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Game Content" means the game mechanic and includes the methods, proce-
dures, processes and routines to the extent such content does not embody
the Product Identity and is an enhancement over the prior art and any
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tions and derivative works under copyright law, but specifically excludes
Product Identity. (e) "Product Identity" means product and product line
names, logos and identifying marks including trade dress; artifacts; crea-
tures characters; stories, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and other visual
or audio representations; names and descriptions of characters, spells,
Enchantments, personalities, teams, personas, likenesses and special abili-
ties; places, locations, environments, creatures, equipment, magical or
supernatural abili ties or effects, logos, symbols, or graphic designs; and any
other trademark or registered trademark clearly identified as Product iden-
tity by the owner of the Product Identity, and which specifically excludes
the Open Game Content; (f) "Trademark" means the logos, names, mark,
sign, motto, designs that are used by a Contributor to identify itself or its
products or the associated products contributed to the Open Game License
by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute,
copy, edit, format, modify, translate and otherwise create Derivative Mate-
rial of Open Game Content. (h) "You" or "Your" means the licensee in
terms of this agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be Used
under and in terms of this License. You must aff ix such a notice to any
Open Game Content that you Use. No terms may be added to or subtracted
from this License except as described by the License itself. No other terms
or conditions may be applied to any Open Game Content distributed using
this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this License to Use, the Open
Game Content.

5. Representation of Author ity to Contr ibute: If You are contributing
original material as Open Game Content, You represent that Your Contri-
butions are Your original creation and/or You have suff icient rights to grant
the rights conveyed by this License.

6. Notice of L icense Copyr ight:  You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the copyright date,
and the copyright holder©s name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly licensed
in another, independent Agreement with the owner of each element of that
Product Identity. You agree not to indicate compatibility or co-adaptability
with any Trademark or Registered Trademark in conjunction with a work
containing Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does
not constitute a challenge to the ownership of that Product Identity. The
owner of any Product Identity used in Open Game Content shall retain all
rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open
Game Content.

9. Updating the L icense: Wizards or its designated Agents may publish
updated versions of this License. You may use any authorized version of
this License to copy, modify and distribute any Open Game Content origi-
nally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with
every copy of the Open Game Content You Distribute.

11. Use of Contr ibutor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so.

12. Inabili ty to Comply: If it is impossible for You to comply with any of
the terms of this License with respect to some or all of the Open Game
Content due to statute, judicial order, or governmental regulation then You
may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to
comply with all terms herein and fail to cure such breach within 30 days of
becoming aware of the breach. All sublicenses shall survive the termination
of this License.

14. Reformation: If any provision of this License is held to be unenforce-
able, such provision shall be reformed only to the extent necessary to make
it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

d20 System rules and Content Copyright 2000, Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook, and Skip Will iams, based on origi-
nal material by E. Gary Gygax and Dave Arneson.
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