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NEW MONSTERS

DARK SCAMP

Hit Dice:
Initiative:

Speed:

AC:

Attack:

Damage:

Face/Reach:
Special Attacks:
Special Qualities:
Saves:

Abilities:

Skills:

Feats:

Environment:

Organization:

Challenge Rating:
Treasure:

Alignment:

Advancement Range:

Small Aberration
1d8 (4 hp)
+6

20 ft., climb 15 ft., fly 60 ft.
(average)

14 (+1 size, +2 Dex, +1 natu-
ral), touch 13, flat-footed 12

Tail whip +3 melee; 2 claws
+3 melee; or bite +3 melee
and 2 rakes -2 melee

Tail whip 1d6; claw 1d3;
bite 1d4; rake 1d2

5 ft. by 5 ft./5 ft.
Darkvision 90 ft.
Fort +0, Ref +2, Will +3

Str 10, Dex 15, Con 11, Int 5,
Wis 12, Cha 5

Climb +9, Jump +6, Listen +3,
Sneak +5, Spot +3

Flyby Attack (B), Improved
Initiative, Weapon Finesse (B)

Any warm land or underground

Solitary, pair, flight (3-6),
grist (7-12), or hive (13-30)

1/3

None

Always neutral evil

2-3 HD (Small)

Description

Dark scamps appear to be some horrific blend of twisted,
malevolent monkey and great bat. Alone, they are not particu-
larly dangerous to a competent swordsman, but they often
appear in large numbers, making them rather more of a matter
for concern.

Combat

When landing on or near a target (swarming is a common tac-
tic), dark scamps typically attack with their two lower claws;
only when grounded do they attack with their vicious bite and
rake with the bony claws located at the tip of their wings. Dark
scamps can use their tail attack at any time, although they tend

to do so only while flying, in combination with their Flyby

Attack feat.

SCATHE, BLACK
Large Aberration
Hit Dice: 4d8+23 (41 hp)
Initiative: +0
Speed: 30 ft.
AC: 14 (-1 size, +5 natural),
touch 9, flat-footed 14
Attack: 2 slams +7 melee
Damage: Slam 1d6+5 plus 1d6 fire
Face/Reach: 5 ft. by 5 ft./10 ft.
Special Attacks: Burn

Special Qualities:

Blindsight 60 ft., ooze

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

Abilities: Str 20, Dex 10, Con 15, Int 4,
Wis 8, Cha 7

Skills: —

Feats: —

Environment:

Any land and underground

Organization: Solitary
Challenge Rating: 2
Treasure: None

Alignment:

Advancement Range:

Always neutral evil

5-12 HD (Large)




Description

There are rumored to be different kinds of scathes, but if this is
true, “black scathes” are by far the most common of their kind.
A scathe was at one time the “toxic waste” from dramojh bio-
experiments, which has over time become sentient; however,
scathes don’t break down matter well when they absorb prey,
as do most oozes, so over time they tend to harden and take on
an ambulatory form of their choosing, most often that of a
large, black, oily-skinned humanoid.

Black scathes generally stand between 8 and 10 feet tall in
humanoid form, and a glowing orange heat is visible where
another creature’s eyes and mouth would be.

Combat

Black scathes are terrible foes, for they do not know fear and
they do not tire. Their assaults are simple, straightforward, and
savage.

Burn (Ex): Scathes produce great internal heat as a result of
their unstable chemistry. A scathe that touches or strikes a liv-
ing opponent or an organic substance deals 1d6 points of fire
damage; constant contact deals 10 points of fire damage per
round.

Blindsight (Ex): Scathes can “see” by way of sound, allowing
them to locate objects and creatures within 60 feet. A silent
sheath spell or any similar effect negates this ability and effec-
tively blinds the scathe. :
Qoze: Although scathes are technically aberrations, they retain
many of the special qualities of oozes: They are immune to
poison, sleep, paralysis, stunning, and polymorphing. They
have no functional sensory or vital organs, and are thus
immune to critical hits or flanking. They are immune to all
mind-affecting spells or effects. They are blind but have the
blindsight special quality, and they gain bonus hit points by
size as an ooze. However, like oozes, they receive no feats or
skills.

SEETHER

Hit Dice:
Initiative:
Speed:
AC:

Attack:

Damage:
Face/Reach:
Special Attacks:
Special Qualities:
Saves:

Abilities:

Skills:

Feats:
Environment:

Organization:

Challenge Rating:
Treasure:

Alignment:

Advancement Range:

Small Aberration

3d8+6 (19 hp)

+2

40 ft., burrow 10 ft., climb 20 ft.

16 (+1 size, +2 Dex, +3 natu-
ral), touch 13, flat-footed 14

2 claws +5 melee and bite +0 melee
Claw 1d4+2; bite 1d6+1

5 ft. by 5 ft./5 ft.

Blindsight 60 ft.

Fort +3, Ref +3, Will +4

Str 15, Dex 14, Con 14, Int 6,
Wis 12, Cha 7

Climb +11, Escape Artist +8,
Jump +8, Listen +12%*, Search +3*,
Sneak +7

Affinity with Skill (Listen)
Underground

Swarm (4-7), throng (8—15),
or mass (16-40)

1

None

Always neutral evil

4-6 HD (Small); 7-9 HD
(Medium-size)

Description

Seethers were first bred long ago by the dramojh; these small,
agile, yet strong creatures were designed to burrow into enemy
strongholds and attack their draconic masters’ foes from sur-




prise. Since that time, seethers have become a fairly common
problem throughout the lands ruled by the Diamond Throne.

Combat

Seethers use fairly simple tactics in combat, as befits their rela-
tively weak intellects. They are fierce foes, though, and their
attacks are always sudden and concerted.

Blindsight (Ex): Seethers can “see” by way of sound, allow-
ing them to locate objects and creatures within 60 feet. A silent
sheath spell or any similar effect negates this ability and effec-
tively blinds the seether.

SKkills: Seethers receive a +2 racial bonus to Escape Artist
checks. *Seethers receive a +4 racial bonus to Listen and
Search checks, and may always make Listen checks in place of
Spot checks. These bonuses and ability are lost if blindsight is

negated.

VULTREK
Medium-Size Outsider (Chaotic, Evil)

Hit Dice: 3d8+3 (16 hp)
Initiative: +1
Speed: 30 ft., fly 50 ft. (average)
AC: 16 (+1 Dex, +5 natural), touch 11,

flat-footed 15
Attack: 2 claws +4 melee, bite —1 melee
Damage: Claw 1d6+1; bite 1d4
Face/Reach: 5 ft. by 5 ft./5 ft.
Special Attacks: Desecration, spells

Special Qualities:

Darkvision 60 ft., telepathy,
fast healing 1, immunities,
resistances, SR 14

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

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

Skills: Concentration +6, Knowledge
(ceremony) +5, Knowledge (magic)
+5, Listen +4, Search +5, Sense
Motive +5, Spellcraft +7, Spot +6,
Wilderness Lore +2

Feats: Corrupt Mage, Sanctum (B)

Environment: Any

Organization: Solitary

Challenge Rating: 3

Treasure: None

Alignment: Always chaotic evil

Advancement Range:

4-7 HD (Medium-size); 8-9
HD (Large)

Description

Once simple vulture-like birds, these loathsome creatures fed
off of the carrion of abyssal battle fields. With a steady diet of
such arcane evil essence, the birds eventually mutated and
grew into a new abyssal species. Individual vultreks’ powers
vary widely, but all act as a sort of conduit for magical mani-
festation. They gravitate to areas of arcane evil, and need to
devour souls in order to survive.

Vultreks resemble large, gaunt humanoids with heads very
much like those of vultures. They retain their large, foully pin-
ioned wings, and have developed a set of fully functional arms
with wicked claws.

Combat

Vultreks are cunning and malevolent foes, reveling in terror
and bloodshed. They are spellcasters first and warriors second,
using their spells to weaken, harry, and dishearten their foes
before rending them to pieces and feeding on both flesh and
Spirit.

Being descended from one of the most effective scavengers,
vultreks are not averse to allowing other creatures to kill their
prey and feed on the physical remains — it is the soul of the
victim that truly nourishes them. For this reason, it is not
uncommon for vultreks to form alliances with other fierce
predators, assisting from a distance with magic while their
allies tear into their victims.

Desecration (Su): The very presence of a vultrek imbues its
sanctum with negative energy; once the vultrek assigns a sanc-
tum (per the Sanctum feat), it may cast any spell it knows at
any point within the affected area, even if it cannot see the tar-
geted area or if the area would normally be beyond its spell
range. This ability is in addition to any other spell modifica-
tions made possible by the vultrek’s Sanctum feat or any other
feats.

Incidentally, undead creatures within such a desecrated area
gain a +1 profane bonus to attack rolls, damage rolls, and sav-




ing throws. Undead created within a desecrated area gain +1
hit point per HD.

Spells: Vultreks cast spells as magisters, with a caster level
equal to the vultrek’s HD. However, they have no need of a
staff for a focus, instead powering their spells through their
own corrupt, otherworldly power.

Telepathy (Ex): A vultrek can communicate telepathically
with any creature within its sanctum that has a language. It
must know of the creature’s presence, however, although it
need not know the creature’s precise location.

Immunities (Ex): Vultreks are immune to poisons and dis-
eases.

Resistances (Ex): Vultreks have acid, cold, electricity, and fire
resistance 10.

Skills: Vultreks receive a +2 racial bonus on Sense Motive and
Spot checks.

NEW DUNGEON HAZARD

Sweet Spore (CR 1): This dungeon hazard poses no direct
threat to creatures, but for those who might consider fungi to
be part of a normal diet, eating the aromatic and delicious fun-
gus can easily become a deadly habit. Any time an omnivore
or herbivore passes within 10 feet of sweet spore, it must make
a Will save (DC 10, +1 for every time that creature has eaten
sweet spore in the past) or break off a piece of the fungus and
devour it. :

Every third day during which a creature eats sweet spore, it
must make a Fortitude save (DC 13) or suffer from sweet
spore dependence. The first time it fails such a save, it gains
the effects of Stage One dependence. Each subsequent failure
results in another level of dependence, until the creature reach-
es Stage Five, and the effects become irreversible (see below).
The effects of dependence are shown on the chart below:

Failed Dependence Penalty Bonus
Fortitude Saves Level
1 Stage One -1 +1
2 Stage Two 2 2
3 Stage Three -4/-2 +2/+1
4 Stage Four -6/-4 +3/42
5 Stave Five* N/A N/A

“Penalty” is the modifier applied to all attack and damage
rolls, skill or ability checks, and all saving throws (including

future saves against sweet spore’s effects) thereafter. Where
two numbers appear separated by a slash, the second number
indicates a penalty applied to the affected creature’s
Intelligence, Wisdom, and Charisma scores. Ability score
reduced in this way can never be reduced to less than 1.

“Bonus” is the modifier applied to the creature’s natural
armor (if it has no natural armor, it gains this number as a nat-
ural AC bonus). Where two numbers appear separated by a
slash, the second number indicates a bonus applied to the
affected creature’s Constitution score.

Levels of sweet spore dependence are easily visible to
observers: A creature with Stage One dependence breaks out in
small, hard fungal growths all over its body, especially grow-
ing out of and around its bodily orifices, while a creature with
Stage Four dependence is covered entirely in brownish
growths and is distorted almost beyond recognition.

Any penalties or bonuses accrued from sweet spore depend-

ence last for one full year, minus a number of months equal to

the creature’s Constitution modifier. Thus, if a creature with an
11 Constitution reaches Stage Two dependence after 2 weeks
of consuming sweet spore, but then does not consume any
more of the fungus for a full year minus two weeks, it drops
down to Stage One dependence; two weeks later, if it still con-
sumes no more sweet spore in that time, its body finally purges
the last of the sweet spore from its system. If the creature had
a 19 Constitution, it would drop down to Stage One after only
8 months, and then two weeks later purge the remaining sweet
spore.

Moreover, once a creature has developed any level of sweet
spore dependence, it becomes addicted: Each day thereafter, it
must make a Will save (DC 15) or seek out more sweet spore,
returning if necessary to the location where it previously found
the fungus or to some other location at which it might reason-
ably expect sweet spore to be found.

For some reason, fey can ingest sweet spore without any
effect; in fact, many fey consider sweet spore to be a great del-
icacy.

FUNGOID

Creatures that become addicted to sweet spore literally eat
themselves into a fungal state. After ingesting too much of that
substance, they lose their identity and become something that
resembles a walking, hostile toadstool: a fungoid. Some por-
tion of their intellect remains, though, for they hate what they
have become, and they project this hatred onto those who
resemble what they once were, exhibiting brutal violence
toward sentient creatures that remind them of their former
lives.

“Fungoid” is a template that can be added to any omnivorous
or herbivorous creature, (hereafter referred to as the “base
creature”), except for fey, which are for some reason immune
to the effects of sweet spore. The base creature’s type changes
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to plant. A fungoid uses all the base creature’s statistics and
special abilities except as noted below.

Hit Dice: Same as base creature.

Speed: Same as base creature.

AC: The fungoid gains a +1 bonus to natural armor. This
stacks with the bonus gained from Stage Four sweet spore
dependence.

Attacks: Same as base creature.

Special Attacks: A fungoid retains all the special attacks of
the base creature and also gains the following.

Spore Cloud (Su): As a free action once per day, a fungoid
may expel a cloud of spores in a 10-foot radius from its body.
Any living creature within the cloud must make a Fortitude
save (DC 10 + 1/2 the fungoid’s HD + the fungoid’s
Constitution modifier) or be stunned for 1 round; further, if it
fails this save, the creature gains a level of sweet spore
dependence 24 hours later. Multiple failed saves against fun-
goid spore clouds stack with one another (so a creature with
Stage One dependence that fails a second time against a spore
cloud gains Stage Two dependence 24 hours later), and they
also stack with dependence brought on normally by sweet
spore consumption.

Fey are immune to the effect of the spore cloud, as they are to
sweet spore consumption.

Special Qualities: Same as base creature.

Saves: Same as base creature.

Abilities: A fungoid’s Intelligence, Wisdom, and Charisma
each decrease by 2 points, and its Constitution increases by 2;
these modifiers stack with those from Stage Four sweet spore
consumption.

Skills: Same as base creature, but modified for any change in
ability scores.

Feats: Same as base creature, although the benefits of some
feats may be lost if the creature’s ability score prerequisites
drop too far.

Climate/Terrain: Any temperate or warm, but usually under-
ground.

Organization: Solitary, but often encountered with other fun-
goids if a sweet spore patch has existed in the area for any length
of time.

Challenge Rating: If the base creature’s HD are 3 or less, then
same as base creature; if the base creature’s HD are 4 or more,
then as base creature +1.

~ Advancement Range: Same as base creature.

World Of The Diamond Throne Monster Counters

From The Diamond Throne
Alabast, Chorrim, Dream Hunter, Cyclops, Dark Warden, Harrid, Ishon, Radont, Rhodin, Shadow Troll, Slassan, and Xzzer.

From Siege on Ebonring Keep
Darkwing, Devil Dog, Gassar Daemon, Gassar Screecher, and Greenwood Gargoyle.

From Plague Of Dreams
Blue knight, Black Scathe, Dark Scamp, Phungoid, Seether, and Vultrek.
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Siege on Ebonring Keep: 144 pages, $23.99.
Available at Gen Con game fair in July as
well as your local retailer.

www.mysticeyegames.com

THE SIEGE 1S QN!

Mystic Eye Games is thrilled to bring you a big
taste of The Diamond Throne and Monte Cook's
Arcana Unearthed.

This Epic Adventure/ Sourcebook will take characters

from 1st level to as high as 6th as you explore the floating
forest, meet prideful Litorians , and clever Sibeccai, all while
searching for the ebonring itself.

Siege on Ebonring Keep takes full advantage of Monte
Cook's Arcana Unearthed and is even tied into

Fiery Dragon's Plague of Dreams!

Siege on Ebonring Keep is copyright (C) 2003 Mystic Eye Games.

Monte Cook’s Arcana Unearthed is a trademark of Monte J, Cook.
Plague of Dreams is copyright (¢) Fiery Dragon Press,

PLAGUE OF DREAMS
FDP4008

It seems simple enough. Enter the abandoned
fortress, track down the bandit spies, retrieve
the treasure and collect the reward. But this
simple task is only the first piece in a compli-
cated puzzle, the first step in an adventure
filled with intrigue and betrayal, where
answers fade faster than ancient memories.

As the larger picture comes into focus, the
heroes realize that a more complex mystery is
at hand, focused on far more than some stolen
treasure. When allies become enemies and sim-
ple assignments become epic struggles, the
characters will have to tread caref% as they
navigate between deadly bandits ang danger-
ous outcasts. Will the heroes act as unwitting
pawns in this contest of wills, or will they suc-
ceed des;}gite the odds and prevent the

plague of dreams.

This 1st-level adventure sourcebook

requires the use of
Monte Cook's Arcana Unearthed.
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The foilowing text 1s the property of Wizards of the Coast, Inc. and 1s 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 copy-
righted 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 exist-
ing work may be recast, transformed or adapted; (c) “Distribute” means to repro-
duce, 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; creatures characters; stories, storylines, plots, the-
matic elements, dialogue, incidents, language, artwork, symbols, designs, depic-
tions, 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, equipment, 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 products con-
tributed to the Open Game License by the Contributor (g) “Use”, “Used” or
“Using” means to use, Distribute, copy, edit, format, modify, translate and other-
wise 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 mate-
rial as Open Game Content, You represent that Your Contributions are Your origi-
nal creation 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 por-
tion 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 COPY-
RIGHT 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 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000, Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook, Skip Williams, Bruce R. Cordell, based on
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Designation of Product Identity: The following items are hereby designated as
Product Identity in accordance with Section 1{(e) of the Open Game License, ver-
sion

1.0a: All counter and cover images; all creature names taken from The Diamond
Throne and Siege on Ebonring Keep; any and all Fiery Dragon Productions logos
and identifying marks and trade dress, such as all Fiery Dragon Productions prod-
uct and product line names including but not limited to Counter Collection and
Counter Packs; any and all Malhavoc Press logos and identifying marks and trade
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not limited to Monte Cook’s Arcana Unearthed and The Diamond Throne; any and
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tions, spells, feats, and abilities; any and all stories, storylines, histories, plots,
thematic elements, and dialogue; and all artwork, symbols, designs, depictions,
illustrations, maps, and cartography, likenesses, poses, logos, or graphic designs,
except such elements that already appear in final or draft versions of the d20
System Reference Document or as Open Game Content below and are already
open by virtue of appearing there. The above Product Identity is not Open Game
Content.

Designation of Open Game Content: Subject to the Product Identity designation
above, the following portions of Counter Collection 1V are designated as Open
Game Content: All new monster statblocks, excluding specific character names,
original feat names, original spell names, histories, artwork, and maps is Open
Game Content and may be used pursuant to the Open Game License. In addition,
all other material featured in Counter Collection IV derived wholly from the d20
SRD, whether highlighted in boldface or italics or otherwise, is designated as
Open Game Content as required by the Open Game License.

This material is protected under the copyright laws of the United States of
America and Canada. Any reproduction, retransmission, or unauthorized use of the
artwork or non-Open Game Content herein is prohibited without express written
permission from Fiery Dragon Productions, Inc., except for purposes of review or
use of Open Game Content consistent with the Open Game License. The original
purchaser may print or photocopy copies for his or her own personal use only.
This book is produced under special license from Malhavoc Press. The Monte
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From litorians, verrik, faen, mojh, giants and sibeccai to greenbonds,
totem warriors, akashics, magisters, warmains and more, this counter
collection covers the exciting and diverse races and classes introduced in
Monte Cook's Arcana Unearthed.

Also features new monsters and counters designed for use with
The Diamond Throne setting (including Alabasts, Shadow Trolls,
Rhodin and more), and the adventures Plague of Dreams and Siege on
Ebonring Keep.

With more than 575 counters, this collection contains everything

needed to explore the World of the Diamond Throne.
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