the tome of forrors redised

SCARECROW

Medium Construct

Hit Dice: 5d10+20 (47 hp)

Initiative: +0

Speed: 20 ft. (4 squares)

Armor Class: 14 (+4 natural), touch 10, flat-footed 14
Base Attack/Grapple: +3/+6

Attack: Slam +6 melee (1d6+3 plus fascination)
Full Attack: Slam +6 melee (1d6+3 plus fascination)
Space/Reach: 5Ft/5ft.

Special Attacks:
Special Qualities:

Fascinating gaze, fascination

Construct traits, darkvision 60 ft.,immu-
nity to cold, vulnerability to fire

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

Abilities: Str 16, Dex 10, Con —, Int —, Wis 11,
Cha10

Skills: —

Feats: —

Environment: Any

Organization: Solitary

Challenge Rating: 4

Treasure: None

Alignment: Always neutral

Advancement: 6-7 HD (Medium); 10-15 HD (Large)

Level Adjustment: —

This automaton is constructed of wood and ropes and
stuffed with straw and grass. Its head appears to be a straw-
stuffed bag with holes cut in it to serve as eyes.

The animated scarecrow is nearly indistinguish-
able from a normal scarecrow. Close examination,
however, reveals a tiny spark of red light in its eyes
(DC 15 Spot check to notice). Each scarecrow is
unique in construction and design, but most are
about 6 feet tall, constructed of wood and ropes, and
stuffed with straw or grass. Scarecrows are most
often used as guardians to keep out would-
be treasure hunters or trespassers.

Combat

A scarecrow attempts to charm the
most powerful opponent it faces using
its gaze attack. If it succeeds, it pum-
mels that foe with its fists until the
opponent is dead. It does not completely
ignore other combatants as it uses its gaze
attack to charm them so it can deal with them
once its primary foe is dead.
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Fascinating Gaze (Su): Any living crea-
ture within 30 feet meeting the gaze of a
scarecrow must succeed on a DC 12 Will save
or be fascinated (can take no actions but can
defend themselves) for as long as the scare:
crow is “alive” or remains within 300 feet of ¥
a fascinated opponent. A fascinated crea-
ture can attempt a new Will save (same
DC) any time it is attacked. The save DC
is Constitution-based.

Fascination (Su): The touch of a scarecrow fasci-
nates a foe in the same way its gaze does. Any successful

melee attack by a scarecrow fascinates a foe if it fails a
DC 12 Will save. The save DC is Constitution-based.

Construction

Each scarecrow varies in appearance: one may have a
stuffed straw head, for example, while another may have
apumpkin for its head. Whatever the differences, scare-
crows do have some elements in common: their bodies
and all limbs are constructed of wood and bound by
ropes; their clothes are almost always dirty and ragged;
and most scarecrows are stuffed with straw or grass.
Regardless of the materials used, unguents and special
powders totaling 500 gp are also required.

Assembling the body requires a DC 12 Craft (wood-
working) or DC 12 Craft (sculpting) check.

CL 6th; Craft Construct (see the MM), animate objects,
command, geas/quest, hold person, caster must be at least
6th level; Price 15,500 gp; Cost 8,000 gp + 600 XP.

Credit

The Scarecrow originally appeared in the First Edi-
tion Fiend Folio (© TSR/Wizards of the Coast, 1981)

and is used by permission.
Copyright Notice
Author Scott Greene, based
onoriginal material by Roger
Musson.
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L EGAL APPENDIX

This printing of Tome of Horrors is done under version 1.0a of the
Open Game License, below, and version 1.0 and/or 3.0 of the d20
System Trademark License and d20 System Trademark Logo Guide.
Some of the Open Game Content used herein comes from a draft
version of the System Reference Document by permission from
Wizards of the Coast by and through Ryan Dancey and/or Anthony
Valterra. Subsequent printings of this work will incorporate and
comply with final versions of the System Reference Document.

Notice of Open Game Content: This product contains Open Game
Content as defined in the Open Game License, below. Open Game
Content may only be Used under and in terms of the Open Game License.

Designation of Open Game Content:

All text contained within this book (including monster names,
stats, and descriptions) is hereby designated as Open Game Content,
with the following exceptions:

1. Any text on the inside or outside of the front or back cover or
on the Credits or Preface pages is not Open Game Content;

2. Any advertising material — including the text of any advertis-
ing material — is not Open Game Content;

3. Any material contained in the “Credit” section of each monster is
not Open Game Content. See the “Note on the ‘Credit’ Section,” below;

Note on the “Credit” Section: The Credit section for each creature
contains information detailing the origin of the particular monster.
This content is not Open Game Content, as explained above. Some
material within the Credit section is copyright TSR/Wizards of the
Coast and/or Necromancer Games, Inc., and is used within the Credit
section by permission. You are not allowed to use any of the informa-
tion in the Credit section under the Open Game License.

Designation of Product Identity: The following items are hereby
designated as Product Identity as provided in section 1(e) of the
Open Game License:

1. The name “Necromancer Games” as well as all logos and
identifying marks of Necromancer Games, Inc., including but not
limited to the Orcus logo and the phrase “Third Edition Rules, First
Edition Feel”;

2. The Necromancer Games product name “Tome of Horrors,”
except for its use within Section 15 of the Open Game License;

3. All artwork, illustrations, or graphic design including any text
contained within such artwork, illustrations, or graphic design.

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, improve-
ment, 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; creatures 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 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 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 anotice
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
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 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 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 2000, Wizards of the Coast, Inc.

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

Scarecrow from the Tome of Horrors, Copyright 2002, Necromancer Games, Inc.;
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