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To all of you coming to this volume of ATWM from the first one, thank you.
For those of you entering this book for the first time, thank you as well. You'll find an ex-
planation of how to use the information in this book on the folfowing page.

While most of this book comes from individually submitted monsters, several have appeared
first in one of the three sources just below.

THE DUNGEONEER (now available from Judges Guild, Box 773, Decatur IL 62525) pro-
vided a number of goodies for this collection. Every monster whose creator has the letters DUN
and & number after his name was taken from that number issue of THE DUNGEONEER. Esch
issue has been full of monsters, mini-dungeans, and articles and stories of high quality as Paul
Jaquays® amateur publication; now that Judges Guild has begun presenting it, we are sure that level
will continue.

Dave Hargrave, author of the outstanding ARDUIN TRILOGY, is much in evidence in this
volume. Many of his monsters we did not have room far before, and there is now a heavy sampling
of the ARDUIN GRIMOIRE, the first volume in the series. This is a rich book, full of rules inter-
pretations, added tables, new character classes—a hundred pages of items sprucing up any campaign.
It and its sisters WELCOME TO SKULL TOWER and RUNES OF DOOM are available from Grim-
oire Games, 2428 Ellsworth, 102, Berkeley CA 94704. Write for details. Any monster with an AG
after Dave’s name is a Grimoire monster.

A final published source is the brain child of Lee Gold and her husband Barry. ALARUMS
& EXCURSIONS magazine has been delighting fantasy role-players since its first issue. It is large,
monthly, and full of articles and assorted natterings from some very talented people (it is beside
the point that your editors have been contributors!). A sample copy can be had from Lee at 3965
Alla Road, Los Angeles CA 900686, write her for details. Monsters with the letters A&E and a num-
ber after the contributor’s name were taken from the pages of that issue of A&E.

You have by now enfoyed Tim Kirk's cover, depicting the plight of those who medd/e in the
dungeons of users of this book. Sherry Kramer, a very talented lady, has spruced up the interior of
this issue no end. Everyone else has improved tremendously over their already excellent work, and
we are pleased to keep up the Chaosium tradition of quality artwork in every product.

This book contains two major extras with the monsters. Ken St. Andre explains how to con-
vert our statistics to TUNNELS & TROLLS. Steve Perrin’s CONVENTIONS have been used
entirely or in part by fantasy role-players in the San Francisco bay area and beyond since they
debuted at DUNDRACON | in March 1976. They are revised and expanded here for all those who
want to know how people fight these monsters. While the ideas start from D&DT M. much of the
material can be used with any system.

Our list of thank yous resembles the last volume: Tim Kirk, Carol Rode, Sherry Kramer,
Cora Healy, and Steve Reichmuth for illoes, our wives Luise Perrin and Chris Lofthus for illoes and
patience, Greg Stafford and Tadashi Ehara for rushing us into production, all of the contributors
without whom we would have been at a loss for words, and to Messrs. G. and A. for reasons about
which we would be more explicit if their lawyers weran't watching.

We can use new monsters—especially of the unusual and less murderous sort. See the sub-
missian form in the back of this book.
Until next time, remember—save the sword and spoil the manster!

Steve Perrin Jeff Pimper
372 Adams Street 347 Michell Street
Oakland CA 94610 Livermore CA 94550
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CREATOR CREDITS

A. Arocho & P. Jaquays (1), C. Bigglestone & D. Hargrave (1), C. Bigglestone &
P. Savoy (22), Clint Bigglestone (14), Glenn Blacow (11), Chuck Cady (3),
Sean Cleary (1), J. Davis (1), Skip Davis (10), Merle Davenport (1), Steve Davies
(2), Lee Gold (7), Dave Hargrave (35), Roger Harvey (1), Mark Hendricks (1),
Steve Henderson (14), Brad Hinkel (4), Bryan Hinkel (1), R. Hollander (3], W.
Ives (1), Bruce Jaquays (1), Jerry Jacks (1), Paul Jaquays (5), Terry Jackson (4),
K. Jones (2), M. Kramer (2), Stewart Levin (2), Charlie Luce (5), Cary Martin
(1), David Marbry (1), Steve Marsh (8), Scott McCartney (6), Mark Norton (5),
Kaj & Cecil Nurse (2), Dennis O’Brien (1), C. Pettus (2), Steve Perrin (4), Dan
Pierson (10), Jeff Pimper (12), Ken Pick (2], S. Rose & K. Pick (1), L. Schoen
(1), R. Schwall (2), N. Shapiro (6), Wayne Shaw (10), Tom Siterlet (1), Stewart
Spada (1), Anders Swenson (2), Mark Swanson (1), Glen Taylor (2), C. Ulrich
(2), Jim Ward (4). —243 entries.

HOW TO INTERPRET THE MONSTER ENTRIES

The first line of each entry tells what the monster is and under whatencounter
table it is found. This is followed by the name of the person who submitted
the monster. The name given is the person who actually developed the specifi-
cations for the monster, not necessarily the person who invented it. The original
source is credited in the narrative description of the monster.

Ranges of numbers are, wherever possible, expressed as die rolls. The nota-
tion used for die rolls: (Number of dice) “D" (type of dice) (+ or —) (adds),
where “number of dice” can be a single number or a range of numbers in paren-
theses. An example of this is the AIR SHARK. It can have from 3 to 24 eight-
sided dice and after the dice are rolled 1 is added to the total.

Armor class is expressed as a single number, a single number with additions
or as a range of armor classes. See, for example, the AGARRETT, AIR SHARK,
or CARAXING. The movement speeds are in units which depend on the map

m\* <Jale you use. The 1Q and dexterity ranges are given as die rolls.
\\.nd In” tells where the monster is typically found. Due to limitations

ars.'i\
@n the system we used, we had to compress some of the locations. So “Cities”

#iclude ruins, “Dungeons” and “Mountains” include caverns, “Rivers” and *
“Seas” mean ‘found along’ as well as ‘found in’, so non-aquatic monsters may
be encountered in these areas.

“Lair” tells what percent of the time the monster is found in its lair, how
many are found (as a die range), the probability that it has treasure and what
type of treasure. The same information is then given for wandering monsters.
If a monster always wanders, then there is no lair entry and vice versa.

Next follows the monster’s attacks, The damage done is given as a die roll
range and is the amount done per attack so the AGARRETT has 4 claw attacks
which do 1D3 each. In some cases the monster has several attacks. Exactly
which ones it uses and how many it uses per turn is up to the DM. In some
cases there is a further explanation of the attacks in the narrative description
on the monster. Often the number of attacks and the damage they do is variable,
depending on the size or number of hit dice the monster has. See AIR SHARK.

Finally there follows a description of the monster: what it looks like, what
its habits are, and any special immunities or vulnerabilities it may have. Also
included will be any other names it may be known by and in some cases what
book or film suggested it.

There is an index of all the monsters in the front of the book, including
cross references to aid you in finding things. There is a comprehensive index to
the first two volumes of the A/l the Worlds” Monsters series in the back.




Many thanks to Steve Henderson, Clint Bigglestone, Nicolsi
Shapero, Jerry Jacks, Michasel McNeil, Owen and Hiida Henni-
fen, Dave Hargrave, Dan Pierson, and the many contributors to
Alarums & Excursions: may your characters have close shaves

and your dungeons be hairy.
SEQUENCE OF PLAY —Melee Round

In a melee round, (which takes up 10 seconds), each char-
acter can perform one or more of the functions below, unless
he is busy bleeding his life away and is no longer interested. The
functions below are listed in the order to be followed, even if
some of them can be thought to be simultaneous. For those
wishing to subdivide movement into seconds, theapproximate
seconds within the round during which the action may occur
are shown in italics after the description of the action.

Anyone attempting to use missile or spell when meleed can-
not use them, and will strike last in that melee round (see the
description of combat for the usual strike order) if he manages
(via & dexterity roll) to get a hand weapon free. Otherwise, he
will have no strike at all for that round, and must take the pun-
ishment if his armor fails.

ORDER OF ACTION

(1). Monster Motivation. The DM determines what his monster
will do in the coming round. No meles time (MT) spant.

(2). Declaration of Intent. Players declare their character(s)'s
intentions for the coming round, including specific target and
the nature of missile or spell. Target can be “first one to come
through the door,” “the last one in line,” etc. Once declared,
the character may follow through or abort, but not change his
target or objective, But alternate targets can be chosen as a
contingency plan. No mefee time (MT) spent.

(3). Preparation. The undertaking of something to be completed
by the next round or of the end of the current one. Involves
complicated procedures such as finding a special item in a full
pack, changing dissimilar weapons, pouring oil in front of the
character to make a barricade, etc, It should be an activity which
will last the whole turn. A DM can vary the speed of completion
because of various characteristics. MT: 10 seconds base.

(4). Missile Fire from Prepared Weapons. This refers to cross-
bows, guns, bows, wands, spells, etc., which already have been
aimed. Missile weapons can be fire at this time only if the same
target was fired at previously or if the character has prepared
(see 3. above) opportunity fire for a specific area, such as a
doorway or corner, MT: 2nd second.

{5). Movement Up To 30", If characters mest within this space,
missile fire or spells at one of them after this phase may hit the
other, unless their sizes are disparate. MT: 2nd-5th second.

(6). “At Hand” Missile Fire. At-hand missile weapons which
were not already aimed may be fired at an obvious target. The
intention to fire at an obvious target must have been declared
during the Declaration of Intent. MT: 6th sscond.

(7). Movement Up To 30'. More movement available for those
not already engaged in melee. MT: 8th-Sth seconds.

(8). Meles Resolution. Fought out for all who came next to an
enemy after the first movement (see 5.). Those who came next
to an enemy during the sscond movement (see 7.) do not have
time to strike a blow for this turn, must take any fire from at-
hand missiles (see 6.), but prevent even a prepared missile (see
4,) from being used on them next tum, MT: 4th-9th seconds.
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(9.) Spelis and New Missile Fire. This can be done by unengaged
characters who have not moved more than one 30’ movement
phase. MT: 7th-10th seconds.

(10). Bookkeeping. Take this time to add points regenerated,
subtract spell points, updating the character for the next round.

NOTES

MOVEMENT—from the basic “armored man moves 60 feet."”
The phases of a character who can move 120’ (12") can be done
as two movement phases of 60’ (6”) each. The derivations and
possibilities are obvious.

PREPARATION TIME—time required for complex tasks can
be based on a dexterity roll. For every 10% of a roll better
than the needed dexterity, a character completes the task one
second earlier. Example: a character with a dexterity of 12 rolls
& 23. He needed 60, bettering the roll be 37%, or three incre-
ments of 10%. His task could be done within 7 seconds instead
of 10, leaving him free to meet an attack. If he was spreading
oil of Slipperiness in front of himself and an enemy came next
to him on the second move phase, that's opaenemy down. The
dexterity roll would not work on ap\th(o7 which takes a set
period of time, Iike gathering energi(s, \W\NsZ/. If the character
had rolled an 83, that would put hid ?\.‘mmu of 10% over
what he nesded. Hnmkpu@camfﬁm the next round.

MISSILE FIRE—a wand g \v Takes a certain time to be ready
for another burst, so s3l'\on)! charge could be expended a me-
lee round. Missile wyzaQo\s \ave other limits, which follow.

Heavy Crossbaw\ oMe shot per two melee rounds, always to
be fired in_Se 77\ Ynissile phase the first one was, unless pur-
posefully (els=a\/Cannot move.

Longbow, {Jomposite Bow, Light Crossbow: two shots per
melee rouna. rirst either at Prepared or Ready phase (assuming
either applies), and then at the New Missile Fire phase. If mov-
ing, forsake one shot for every 30’ or fraction thereof moved.

Short Bow, Moderm Guns: three shots per melee round if
Prepared for the first one and there is no movement. Lose one
shot per round for every 30 or fraction thereof moved. Thus a
user of such a weapon could fire a Prepared shot, then run 60’
in that round. The same applies to the user of a wand or staff
or a Prepared spell or device.

Early Gunpowder Gun: one shot per three to six melee
rounds, depending on just how ancient the piece is. No move-
ment allowed by firer in a round in which the piece fires.

DEXTERITY—the term “dexterity roll” appears throughout
these conventions. The ability to do many things, especially
combet and magic, as well as complex actions such as changing
weapons, turning and firing, opening a box and jumping back,
closing a door quickly, etc., depends on a combination of dex-
terity and experience. Success in the percentile dice roll de-
pends on the following: the basic dexterity roll is a simple roll
of 5% per point of dexterity, A dexterity of 3 always has a
15% chance of succeeding; a dexterity of 18 always has a 10%
chance (91-00) of muffing it.

OPTIONAL RULE
The type of armor worn can decrease the effectiveness of
dexterity. For plate, subtract 2 from the dexterity bonus; for
mail, subtract 1 from the dexterity bonus; for bare skin, add 1
to the dexterity bonus. This could be offset by experience.

COMBAT

(1). First strike in any situation, whather melee combat, spell
casting, or whatever depends on who has the highest dexterity.
This does not apply to surprise situations, unless it is mutual
surprise. Hasted or sped conditions do count. Haste doubles
dexterity in this connection. (Wayne Shaw Option: once the
first strike dexterity is determined, all haste bonuses, etc., are
figured, roll 2D6 for each character and add the result to the
dexterity. This will give a little varisty to just who gets to
strike first.) (Further Modification: a character with a long
weapon or a long reach and a dexterity of at least half of his
opponent's will have first strike.

(2). When a character takes more than 10% damage, and each
time he takes damage thereafter, the percentage of hit points
he has left shall be found and precentile dice rolled. If the
percentage or less is not rolled, the character is knocked back
(if less than 50% down) or knocked down (if 50% or more
damaged). If not knocked down, roll again to see if the char-
acter is knocked back.

Knocked Back: a character must make his dexterity roll in
order to get in a blow if he has the lesser dexterity and there-
fore must strike after being hit, or retain his place of first strike
on the next round if he has the higher dexterity.

Knocked Down: a character gets no strike on that turn (if
he has the lesser dexterity) and must make his percentage to
get a strike on the next tum. If he does get a strike, it will be
the last one of the tum. If left alone, he can regain his feet on
maeking a percentage roll, but if pressed he will stay down,
:lmndlng himself as best he can, continuing to get in the last

ot.

Remember: a character must make his percentage every
time he takes damage, after the initial 10% damage Is taken.

(3). One-to-one combat cannot be broken off unless an oppo-
nent has been knocked back or down, or the higher dexterity
fighter makes a dexterity roll. If the higher dexterity fighter
makes his roll, the lower dexterity fighter may pursue, getting
first shot, if he makes his own dexterity roll.

(4). A combined strength, dexterity, and level score of 30 is
necessary to allow a character the use of two weapons in melee
combat (and strength and dexterity must each at least be 11).
Anyone useing two weapons without the necessary total will
add the difference between the necessary total and his total to
the number needed to hit his opponent. A dexterity roll must
be achieved to use the second weapon in any melee round.

(5). When using two weapons, the first weapon strikes accord-
ing to the wielder's dexterity, and the second weapon as if his
dexterity were halved. EXAMPLE: a character with a dexterity
of 16 is fighting someone with dexterity 12. The 16-man will
get his first weapon in first, then the 12-man will strike with
his, and then the 16-man will get in with his second weapon as
if his dexterity were 8.

(6). A two-weapon man may up his armor class by one by using
one weapon as a shield in man-to-man combat. Despite any
pluses on the weapon, it acts as a simple shield. Of course, if
used as a shield, the second weapon cannot be used to strike.

— Steve Perrin
Qak/and, California
Novemnber, 1977




HOW TO CONVERT ATWM STATS TO THE TUNNELS & TROLLS SYSTEM

ALL THE WORLDS' MONSTERS 1 is beautifully done and
should be a boon to all dungeon masters everywhere. But de-
spite what it says in the introduction, the book is not cast ina
form of any use to TUNNELS & TROLLS pilayers. The follow-
ing article is meant to solve that problem.

There are two basic monster types in ATWM. Type 1 is
dangerous because they fight with weapons or spells and ere
generally intelligent—these are such creatures as trolis or evil
magicians. Type 2 is the essence of bestial fury, all claws and
paws and fangs and stingers. We must consider the two types
separately. Type 1 creatures can be thought of as characters
and played as such; type 2 can be handled easily enough by the
monster rating system.

Type 1 creatures either use spells or weapons. The spells they
can use are enumerated in the description of each monster in
ATWM. In the T&T universe, the only thing that can stop a
spell is a stronger counter-spell, such as Protective Pentagram.
If the monster is magical, I'm afraid T&T characters will just
have to take it on the chin, and hope their own wizards can
quickly knock it out.

To figure how many T&T hits it will take to slay a Type 1
monster, multiply the maximum hit dice allowed it by the num-
ber of sides on the die and divide the whole thing by 4. Thus a
Blue Horror is rated as 7D8 in possible hits. For T&T games, it
would have 7x8 divided by 4=14 Constitution points. In other
words, 14 hits would kill it.

For Type 1 monsters that use weapons, it works a bit dif-
ferently. First of all, the DM must arm his creature with an
appropriate weapon or two from the T&T weapons tables. That
automatically will give it a certain number of dice to use in
combat. Then the DM must figure out how many personal
adds the creature gets from excess strength, luck, and dexterity.
Since strength and luck are not used in most systems, we need
instead a simple formula for computing total adds. And we
have one. It is the same formula given in the paragraph sbove.
Combat adds are exactly equal to the Constitution rating.

Fortunately there are far more Type 2 (simple beast) mon-
sters than Type 1 thingies.

Type 2 monsters require a little more math, but they are
easier and faster to deal with, since in T&T the monster rating
tells the DM everything he/she needs to know (how many hits
the monster can take before dying and how many dice and
adds it gets). The procedure is to multiply the number of sttack
dice the monster is listed for times the number sides and take a
total. For example, the Air Squid has (6—12)D8+1 and 1D10
which equal 12x8 + 1x10 equals 96+10 equals monster rating
of 106. That monster rating is worth 11 dice and 53 adds in
combat. Simple, right? Mad x Ds = MR (maximum number of
sttack dice times the number of sides of those dice equals mon-
ster rating). I'll give more examples later.

When there is a chance that a T&T character may or may
not have to fight any given monster on a specific combat turn,
the character will make a saving roll based on his luck to decide
if he is in combat or not. The level of saving roll the character

needs depends on the dexterity of the monster according to
the following formula. Maximum monster dexterity divided by
4 equals character saving roll level. Example: the Air Squid has
a maximum dexterity of 12, divided by 4 equals 3. To totally
avoid an asttacking squid’s tentacles, 8 T&T character would
need to make his 3rd level saving roll (30 minus luck sttribute
on 2 dice). It is usual to allow characters making their saving
rolls to inflict hits on the monster without suffering any
themselves.,

The number of monsters you must cope with in any given
situation will be given by the sppropriste range in ATWM for
either Wandering Monsters, or those found in their lair. For
TA&T players who don’t have the multi-sided dice, | recommend
you acquire two 20sided dice numbered 0-8 for probebility
dice and lots of ordinary 6-sided dice which you need for regu-
lar T&T. Then let D4, D6, and DB all equal 1D6. D10 and D12
can be simulated closely enough by rolling 2D6. D20 is D20
(or you might try 4D6-4). D100 = 2D20, using one of the dice
for the tens column and the other for the ones column.

The above formulas given for figuring monster retings should
be counted as cresting first level most(@ For sach tougher
level of monster you wish to cresga, J\t<&/ible the previous
lcul'smuﬂq.?hlrdw.kg%\umﬁl-namh'
of 424, You should be able t7~w hda | reached that figure.
You probably won't m\nm any 10th level monsters

uniess you are going to hey@ \ \sei with very high-level wizards.
Monsters often hay/au\e2ire in their lairs or on their persons.
ATWM gives you ( \eeNn\ class and probebility. T&T DMs

D\

can ignore thoyZa)w\ngs. If you think the monster should have
treasure 74 diso(e) of, then create it quickly by using the ran-
dom treasire g)nerator.

To show how well the conversion scheme works, I’'m going
Rt emeie. taken from monsters on pp. 4448 of
1.

for bite =172)
adds.

: elephant-si i m' immul %
lightning, and any spell mmld change Iuwir:r

{2). THE HELLFLOWER, A magic plant. Type 1.
roll to avoid being caught one= level,
Vicad by 4o3) ™0 by one<drd

: i
each turn you remain %mm : ] g

ﬂ:uv:_-rwt o;t.horuund-or stone lnmmn ﬂ £
strengt qu a percen r@
rl.o.,uima&r.ofi.lhculll chance t:lwtlnn
one; Str. of 40 gives you a 5% chancs; sutomatic success for
mw with a strength or monster rni1 greater then
that's uu:ym °%o irudl - gl should
L one,
Mmhwm“m sor

IS].JHE HORNED BELLOWER. Beast. Type 2,

(4), HORSE OF THE EINHERIAR. Elemental. Type 2.
Adds=22. Total combat : 6 dice + 22 sdd.
Seving roll 1o avoid in B tove.

: An air elemental in the shape of a horse, it Is

immune ] s I 1]
s to al mnms'mm and also to all shape

(6) NORTH HOUND. Beast. Type 2.
Adds=10. Total combat strength=3 dice +10 adds.

: The north hound is a ike animal which
is. To
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(7). THE ICE PERSON. Humanoid. Type 1.
Arm mzummzmm.uwm
wpell s choice). Choose any spell from the spall-
book, but the ice Person must have the natursl strength

to use that spell,
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MENSTER PAGE MONSTER PABE MONSTER
AGARRETT 1 CYBORG 18
AIR SHARK i Fu !zv
AKADUS DAEMON 1;
ALACORN 2 DARK MAGE 1 T
3 DARKNESS MONSTER 1: C BREAD GOLEM (SEE OGOLEM)
ﬁu'r'umnsnépumx (SEE  SPHINX) 3 A 'E' ]
APE, MAN-EATING 3 DWARF = i %ﬂ: (SEE MHORSE)
APE., SNOW 3 DOG (SEE ) LY HMOWLER
UAZGMBIE 4 OF SLEEP AND NIGHTMARE 1 GHESTSHARK
ARCHGHOUL 4 DEMON OF "",fE; ETC. C =| T TYPES (SEE UNDER TYPE)
AURORA ENERGY MONSTER 5 DEMON, RAl (LESSER) LITCH
AXEBEAK S5 DEMON, TYPE A 20 @ WORM (SEE WORM)
DEGDANTH 21 ALKER
BANSHEE 6 DIAMOND DRAGON (SEE DRAGON) G5LCaDULUS
BARGHEST 6 DILLEMMA 21 GoLD DRM‘-‘BNETTE (SEE DRACONETTE)
RLU 7 DOG, DEMON 21 OGOLD LOTUS (SEE LOGTUS)
BAT, BIONIC (SEE BIGNIC) ooaﬁnuann 22 GOLDEN VAMPIRE (SEE VAMPIRE)
BATTLE SPIDER (SEE SHEEM) DOTTLE 22 GOELDSHELL
BEETLE, FIRE 7 DRACONETTE 22 GOLEM, T
BIGNIC BA 7 DRAGGN, cmmmnzu»mn: 23 GOLEM, GARLIC BREAD
BIONIC PALADIN 8 DRAGON, LUNG (SEE LUNG) BGOLEM, WAX
BIGNIC UNICORN 8 DRAGON, MAHOGANY/DIAMOND 23 GOLEM, WOGD
BLACK DEATH a BRAOUN RUSSET/EHERALD 6 24 BRADTOSK
BLACK DRACONETTE (SEE DRACONETTE) DRAGON, UMBER/ \ 24 GRAZAN
BLIND WORM (SEE WERM) DUST obn.:n tsEE BOLEP \ GREEN DRACONETTE (SEE DRACONETTE)
BLOGD MOTH (SEE MOTH) GREMLIN
BLEGDROSE 9 EEL, ELECTRIC 28 HORROR
BLOODSCREAM 9 EI oA 285 GRIFFOPSTOMUS
BLUE CRUSHER 10 ELD 26 GRIFYLISK
BLUE DRACGCNETTE (SEE DRACONETTE) ELECTRIG E!L EEL) GROANER
BLUE MOON 10 E EMENTAL , CALE 26 GROND
BOBALYNX 10 LEPHANT # 26 GRUBBER
BOMB MONSTER 1 II'B 27 GR%D
BOOGIE MAN 11 4 b \IN (SEE DRAGON) GUTSRRBYN
BOULANE 1 EHERAL 27 GYRAPHONT
BRASS DRACONETTE (SEE DRACONETTE) 27
snemze DRACONETTE (SEE DRACOGNETTE) HARVESTMAN
12 m.eou GIANT HUNTING 28 HELL HORSE (SEE HORSE)
aunm VORPAL 12 FIGHTER _} N MIRRGR ARMOR 28 LL MAIDEN
BUTTERFLY, NYOSAN 12 FIRE BEETLE (SEE BEETLE) LL STAR
FIRE NEWT 29 HELLCAT
cnnauncl_s 13 FIRECLAW 29 HELLSHR
13 FIRESTRIDER gg MELLTIDE
ARP KINB (SMAL 14 FLAILSPIKE HIGH HUNTER
C1NNAMON nmaou (SEE DRAGON) FLAILTAIL 30 PPER
CLANPER 14 FLAME TIGER (SEE TIGER) HORNED TUSKER
THAT ATE CINCINATTI 14 FLAMEBEAR 30 HORROR, WHITE (SEE UNDER WHITE)
cm.n ELEHENTM. (SEE ELEMENTAL) FLAMEQUILL 30 HORSE, T
COLDTU 18 mun‘rn&m 31 HORSE, HELL
GUNEHEAD 15 FLYING E NT (SEE ELEPHANT) HUM VE
ER DRACONETTE (SEE DRACONETTE) FOIL MONSTER 31 HUNTING FALCON (SEE FALCON)
cupp FEIL MONSTER (SEE FOIL MENSTER) FOULMOUTH 31
COYOTE 18 FREEZETUSK 32
CRACKLEPAW 18 FROSTWIND 32
CYBERSCORP 16 FURIDELL 32



