
MONSTER FACTORY EXTRAS
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(These monsters were not included in the “Monster Factory”
article that first appeared in Gaming Frontiers in 2002.)

Zebra

The Zebra is an animal native to the grasslands of
Nyambe.  These statistics can also be used for the
quagga (a relative of the zebra with striped hindquar-
ters and a horse-like forebody), the okapi (a short-
necked relative of the giraffe with zebra-like markings
on its legs) or other medium-sized grazing animals.

Sirenian

These “lake sirens” dwell in a disturbingly large
number of Nyamban lakes, and there are reports of
salt-water varieties that dwell in the oceans as well.
They appear as stunningly attractive, blue-skinned
humans of either gender with webbed hands and
feet.  The rumored salt-water variety is identical
except that it has green skin.

Zebra

Medium-size Animal

Hit Dice: 2d8+2 (10 hp)

Initiative: +2 (Dex)

Speed: 50 ft.

AC: 13 (+2 Dex, +1 natural)

Attacks: Kick +1 melee

Damage: Kick 1d4

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

Special Attacks: None

Special Qualities: Scent, Low-light Vision

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

Abilities: Str 10, Dex 15, Con 13, Int 2, Wis 13, Cha 6

Skills: Listen +8, Spot +8

Feats: None

Climate/Terrain: Warm plain

Organization: Herd

Challenge Rating: 1/3

Treasure: None

Alignment: Always neutral

Advancement: 3-4 HD (Medium-Size)

Combat

Though a fleeing zebra may take a kick at pursuers,
they are by nature inoffensive animals.

Scent (Ex): A zebra can detect those within 30 feet
by sense of smell.  It can take a partial action to note
the direction of the scent.  If it moves within 5 feet of
the source, the zebra can pinpoint that source.  The
zebra can also follow fresh tracks with a Wisdom
check DC 10.  Creatures tracking by scent ignore the
effects of surface conditions and poor visibility.

Low-Light Vision (Ex): Zebras can see twice as far
as a human in starlight, moonlight, torchlight, etc.



Sirenian

Medium-size Fey (Aquatic)

Hit Dice: 2d6+2 (9 hp)

Initiative: +7 (+3 Dex, +4 Improved Initiative)

Speed: 15 ft., swim 40 ft.

AC: 15 (+3 Dex, +2 natural)

Attacks: Wrist knife +2 melee

Damage: Wrist knife 1d4+1

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

Special Attacks: Captivating Song, Charm Touch,
Sneak Attack +1d6

Special Qualities: Bestow Water Breathing, Damage
Reduction 5/+1, Spell Resistance 12, Darkvision

Saves: Fort +1, Ref +6, Will +4

Abilities: Str 13, Dex 17, Con 12, Int 15, Wis 12, Cha
19

Skills: Appraise +6, Bluff +9, Diplomacy +9, Escape
Artist +8, Hide +8, Intuit Direction +5, Listen +6,
Move Silently +8, Perform (ballad, drama, melody,
ode, storytelling) +9, Spot +6

Feats: Alertness, Dodge, Improved Initiative

Climate/Terrain: Warm aquatic

Organization: Solitary

Challenge Rating: 3

Treasure: Standard

Alignment: Often chaotic neutral

Advancement: By character class

Sirenian Society

Sirenians do not congregate in groups, and reproduce
by mating with humanoids rather than each other.  A
typical sirenian lives in an underwater cave or in a
cabin on an isolated island. 

Sirenian Characters

A Sirenian’s preferred class is druid. Sirenians have
both gills and lungs and can breathe both water and
air.  They speak Sylvan and Aquan.

Combat

Sirenians prefer to attack lone victims, luring them
into the water.  If a victim is particularly attractive
(Charisma of 16 or higher) the sirenian will usually
Bestow Water Breathing upon her and whisk her
away to its lair.  If the sirenian Captivates a victim
who is unattractive, then she will probably let the
unfortunate person drown.

Captivating Song (Su): When a sirenian sings, all crea-
tures (other than sirenians or other creatures with captivat-
ing songs) within a 300-foot spread must succeed at a
Will save (DC 15) or become utterly Captivated. This is a
sonic, mind-affecting charm. If the save is successful, that
creature cannot be affected again by that sirenian’s song
for one day. A captivated victim walks toward the siren-
ian, taking the most direct route available.  If the path
leads into a dangerous area, that creature gets a second
saving throw.  Captivated creatures can take no actions
other than to defend themselves.  A victim within five feet
of the sirenian stands there and offers no resistance to the
monster’s attacks. The effect continues for as long as the
sirenian sings. A bard’s Countersong ability allows the
captivated creature to attempt a new Will save.

Charm Touch (Su): The sirenian’s touch has the
effect of a charm person spell.  Treat the sirenian as a
5th-level divine caster.

Bestow Water Breathing (Sp): A sirenian can cast
the spell water breathing at will.  Treat the sirenian as
a 5th-level divine caster.

Sneak Attack (Ex): Sirenians can Sneak Attack as 1st-
level rogues, inflicting an additional 1d6 points of dam-
age if they catch their opponent flat-footed or flanked.

Damage Reduction (Su):  A sirenian ignores damage
from most weapons and natural attacks; the attacks
simply bounce off.  Damage dealt by an attack is
reduced by 5 points, but a weapon with a +1 or better
magical bonus deals full damage.

Spell Resistance (Ex): To determine if a spell or
spell-like ability works against a sirenian, the spell-
caster makes a level check (1d20 + caster level).  If
the result equals or exceeds 12, the spell works nor-
mally, though the target still gets a saving throw if the
spell allows such.

Darkvision (Ex): Sirenians can see in the dark up to 60
feet.  Darkvision is black and white, but otherwise like nor-
mal sight, and sirenians can function with no light at all.



Catfish, Giant

Giant catfish, also known as lukwata (loo-KWAH-
tah), are large fish with vestigial eyes and a series of
small tentacles surrounding their mouths.

Giant catfish frequent underwater caves and reefs,
and can be found in both freshwater and saltwater
versions.  They prefer to hunt in areas with heavy
sediment that hinders sight.

High-sediment water is often low in oxygen; so
unlike most fish, the giant catfish absorbs air through
folds in its mouth and forces it back out through its
gill slits.  This means it must surface to breathe, and
if trapped underwater it will die.

Giant catfish are highly sensitive to electrical fields
and hunt in muddy waters by sensing the electricity
generated by living creatures.  These creatures are
even capable of releasing the stored energy in the
form of a stunning electrical discharge.

Giant Catfish

Large Animal (Aquatic)

Hit Dice: 3d8+6 (19 hp)

Initiative:  +2 (Dex)

Speed: Swim 40 ft.

AC: 14 (-1 size, +2 Dex, +3 natural)

Attacks: Bite +4 melee

Damage: Bite 1d8+4

Face/Reach: 5 ft. by 10 ft./10 ft.

Special Attacks: Electrical Discharge

Special Qualities: Blindsight

Saves: Fort +3, Ref +5, Will +1

Abilities: Str 16, Dex 15, Con 14, Int 1, Wis 10, Cha 4

Skills: Hide +1, Spot +3, Swim +14

Feats: None

Climate/Terrain: Warm aquatic and underground

Organization: Solitary or school (2-12)

Challenge Rating: 2

Treasure: 10% coins

Alignment: Always neutral

Advancement: 4-6 HD (Large), 7-12 HD (Huge)

Combat

Giant catfish blindly attack any living creatures that
get within range of their strong but toothless mouths.
A giant catfish will use its Electrical Discharge ability
to initiate combat, and then attempt to devour the sub-
dued opponent at its leisure.

Electrical Discharge (Ex): Giant catfish have biolog-
ical capacitors, and are capable of releasing stored
energy in the form of a massive electrical discharge.
Such a discharge can only be released once per day,
and inflicts 4d6 points of electrical damage in a 30-
foot burst.  Opponents not entirely submerged may
make a Reflex save vs. DC 13 for half damage, but
creatures that are completely underwater get no sav-
ing throw.

Blindsight (Ex): Giant catfish can sense the electrical
fields generated by living creatures within a 30-foot
radius.  They can target creatures using these bio-
electric fields instead of sight.

Stinging Catfish

Some giant catfish have poison spines instead of the
ability to generate an electrical discharge.  These
spines jab any character who attempts to strike one
with a non-reach melee weapon.  The spines inflict
2d6 points of initial temporary Strength damage, and
1d6 points of secondary temporary Strength damage.
The DC for both Fortitude saves is 13.



Hyena

These unassuming animals are the ancestors of a
wide variety of Nyamban creatures including the
MbUi, makishi, and the mpisimbi.  Though in out-
ward appearance they appear to be canines, hyenas

are more closely related to the mongoose and
meerkat.

Because they attack livestock, hyenas are considered
a nuisance by most Nyamban cultures.  However,
they also hunt gazelles, wildebeest, and zebras, and
they are not above scavenging for food during leaner
times.

Hyena

Medium-size Animal

Hit Dice: 2d8+6 (15 hp)

Initiative: +1 (Dex)

Speed: 40 ft.

AC: 13 (+1 Dex, +2 natural)

Attacks: Bite +3 melee

Damage: Bite 1d6+2

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

Special Attacks: Sneak Attack +1d6

Special Qualities: Scent, Low-light Vision

Saves: Fort +3, Ref +4, Will +1

Abilities: Str 15, Dex 13, Con 16, Int 2, Wis 12, Cha 5

Skills: Bluff +1, Hide +4, Listen +4, Move Silently
+4, Spot +4

Feats: None

Climate/Terrain: Warm plain

Organization: Clan (4-80)

Challenge Rating: 1/2

Treasure: 10% goods, 10% items

Alignment: Always neutral

Advancement: 3-4 HD (Medium-Size)

Combat

Though mostly scavengers, hyenas are opportunistic
predators.  Like many animals, they are afraid of
humanoids and will only attack weak or helpless
opponents.  When they do strike, a clan makes liberal
use of flanking maneuvers so as to best utilize their
Sneak Attack ability.

Sneak Attack (Ex): Hyenas can Sneak Attack as 1st-
level rogues, inflicting an additional 1d6 damage to
foes they catch flat-footed or flanked.

Scent (Ex): A hyena can detect those within 30 feet
by sense of smell.  It can take a partial action to note
the direction of the scent.  If it moves within 5 feet of
the source, the hyena can pinpoint that source.  The
hyena can also follow fresh tracks with a Wisdom
check DC 10.  Creatures tracking by scent ignore the
effects of surface conditions and poor visibility.

Low-Light Vision (Ex): Hyenas can see twice as far
as a human in starlight, moonlight, torchlight, etc.



Product Identity:

These out-takes are published under the Open Game
License, All Open Game Content is identified by
placement in insert boxes (ie. the creature stats).

Copyright 2002, Trident, Inc. Reproduction on non-
Open Game Content from this article by any means
without written permission from the publisher, except
for short excepts for the purposes of reviews, is
expressly prohibited.

Open Game License Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright
2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who
have contributed Open Game Content; (b)”Derivative Material” means copyrighted
material including derivative works and translations (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, transformed or adapted; (c) “Distribute” means to reproduce, license, rent,
lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)”Open
Game Content” means the game mechanic and includes the methods, procedures,
processes and routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any work covered
by this License, including translations 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, lan-
guage, 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 abilities; places, locations, environments, creatures, equip-
ment, magical or supernatural abilities or effects, logos, symbols, or graphic designs;
and any other trademark or registered trademark clearly identified as Product identity
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 prod-
ucts 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 Material 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 affix 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 Authority to Contribute: If You are contributing original material
as Open Game Content, You represent that Your Contributions are Your original cre-
ation and/or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: 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, inde-
pendent 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 License: 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 originally 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 Contributor 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 Inability 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 unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0a copyright 2001, Wizards of the Coast, Inc.

D20 System rules and content copyright 2000, Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook, Skip Williams, based on original material
by Dave Arneson and E. Gary Gygax.

Occult Lore Copyright 2002, Trident Inc. d/b/a Atlas Games.

Nyambe: African Adventures Copyright 2002, Trident Inc. d/b/a Atlas Games;
author Christopher W. Dolent.

Open game content from “Nyambe: African Adventures” copyright 2002,
Trident, Inc. d/b/a Atlas Games; author Chris Dolunt.


