KOTC 2 KICKSTARTER

MONSTER CRAFTER TIER

CREATE A MONSTER
CREATE A MONSTER. We will add to one of the three new KotC 2 modules a new monster. We will send you a monster creation form. You can suggest to us the monster’s name, size, reach, type, race, class, level, ability scores, special abilities, appearance, function and dialogue, and details such as how and where the monster is expected to appear and whether it fights alone or with other creatures. The monster's appearance and abilities will be based on your suggestions (within reason). Includes a new sprite and token based on art / picture / description you provide.
Name and family name of the KS Backer:
Email address of the KS Backer:
I would like to add the following monster:
Monster’s Name (if different from the race):

Monster’s Race (if different from the name):

Monster’s Description (optional):

Monster’s Hit Points:

Monster Size Category:      tiny             small              medium             large

 (Highlight or circle)            huge        gargantuan         colossal           colossal+
Monster’s Reach:               adjacent        10 feet       15 feet      20 feet         25 feet

Monster’s Type:             aberration       animal    construct    dragon       elemental

                                       magical beast     giant     humanoid     ooze          outsider
                                           undead                           monstrous humanoid    

Monster’s Subtypes:     

         air        augmented        chaotic        cold           demon           devil        earth

        evil       extraplanar          fire           flying          forest            good    incorporeal

       lawful      metallic           native         plant           snake            stable      water

Monster’s Gender:                  male                      female                  none                                           

Monster’s Challenge Rating:
Monster’s Number of Racial Hit Dice:
Monster’s Number of Class Levels (if any):
Monster’s Class (if different from the monster’s type):
     barbarian          bard              bishop        champion        cleric       death knight      druid

       fighter          gladiator       mage knight     monk          paladin        psionicist

 psychic healer   psychic warrior   ranger         rogue         samurai         sorcerer

  storm warrior    warlock             wizard       warrior        aristocrat      commoner      lich
    aberration        animal             construct      dragon       elemental    magical beast

        giant           humanoid            ooze          outsider      undead     monstrous humanoid    

Monster’s Alignment:           Lawful Good         Neutral Good        Chaotic Good

                                                          Lawful Neutral       True Neutral        Chaotic Neutral

                                                           Lawful Evil            Neutral Evil          Chaotic Evil

Monster’s Combat Speed:       10 feet     15 feet     20 feet     25 feet     30 feet     35 feet

    (average is 30 feet)                 40 feet     45 feet     50 feet     55 feet     60 feet     65 feet

Monster’s Ability Scores:

Strength:                                           Dexterity:                        Constitution:
Intelligence:                                      Wisdom:                          Charisma:

Monster’s Typical Location:
           swamp             forest          jungle          dungeon          sewers         caves          tundra
           mountain      volcano          city             deep underground               desert          plains
           hills             savanna          oasis            river               ocean          canyon          cliffs
           marsh             rocks            ice              building           castle         temple       laboratory
           tower       mud       sand          clouds            ruins         lake          battlements      roads
           slums            cemetery      catacombs   mausoleum      pyramid      ziggurat         bridge

           monastery        asylum      sanctuary       stronghold     bazaar    standing stones   cellar
         coliseum          festival          crypt          dimension       dome          library            farm
            forge            ship             garden             glade           harbour             hive          mansion
           island         labyrinth       lighthouse          mill             mines           mound         obelisk
           outpost          prison             rift            marketplace       shop          armoury      guild house

            inn               museum        palace          treasury             lair            waterfall      undersea
Monster’s Vision:      normal           darkvision         true seeing        blindsight
If a caster, preferred combat range:     touch       close       medium       long       varies     

Natural Weapons
Primary Natural Weapon Name:    bite       claw         fist        gore        slam          slap

                          sting     tail slap    talon     tentacle     wing     touch       something else
Number of Attacks With Primary Weapon:       1          2           3         4          5           6

Critical Hit Range:     20         19-20          18-20           17-20           16-20            15-20

Critical Multiplier:     x2               x3                x4                x5                x6                 x7

Damage:           bludgeoning             slashing                piercing          special effect only
Damage Dice (common examples 1d6, 1d8, 2d4, 2d6):              Enhancement Bonus (if any):

Special effect(s):

   force         fire           cold         electricity      acid       sonic     positive energy     negative energy

   level loss       STR loss       DEX loss        CON loss       INT loss       WIS loss         CHA loss

   level drain     STR drain     DEX drain      CON drain     INT drain     WIS drain       CHA drain
   break item     XP loss       HP vampirism   AC disruption   paralysis

   bleeding        blindness        slow               stun

Special effect damage or duration dice (e.g. 1d6):
Second Natural Weapon Name:        bite       claw         fist        gore         slam          slap

                             sting     tail slap    talon     tentacle     wing     touch       something else

Number of Attacks With This Weapon:       1          2           3         4          5           6

Critical Hit Range:     20         19-20          18-20           17-20           16-20            15-20

Critical Multiplier:     x2               x3                x4                x5                x6                 x7

Damage:           bludgeoning             slashing                piercing          special effect only

Damage Dice (common examples 1d6, 1d8, 2d4, 2d6):              Enhancement Bonus (if any):

Special effect(s):

   force         fire           cold         electricity      acid       sonic     positive energy     negative energy

   level loss       STR loss       DEX loss        CON loss       INT loss       WIS loss         CHA loss

   level drain     STR drain     DEX drain      CON drain     INT drain     WIS drain       CHA drain

   break item     XP loss       HP vampirism   AC disruption   paralysis

   bleeding        blindness        slow               stun

Special effect damage or duration dice (e.g. 1d6):

Third Natural Weapon Name:           bite       claw         fist        gore         slam          slap

                             sting     tail slap    talon     tentacle     wing     touch       something else

Number of Attacks With This Weapon:       1          2           3         4          5           6

Critical Hit Range:     20         19-20          18-20           17-20           16-20            15-20

Critical Multiplier:     x2               x3                x4                x5                x6                 x7

Damage:           bludgeoning             slashing                piercing          special effect only

Damage Dice (common examples 1d6, 1d8, 2d4, 2d6):              Enhancement Bonus (if any):

Special effect(s):

   force         fire           cold         electricity      acid       sonic     positive energy     negative energy

   level loss       STR loss       DEX loss        CON loss       INT loss       WIS loss         CHA loss

   level drain     STR drain     DEX drain      CON drain     INT drain     WIS drain       CHA drain

   break item     XP loss       HP vampirism   AC disruption   paralysis

   bleeding        blindness        slow               stun

Special effect damage or duration dice (e.g. 1d6):

Fourth Natural Weapon Name:           bite       claw         fist        gore         slam          slap

                               sting     tail slap    talon     tentacle     wing     touch       something else

Number of Attacks With This Weapon:       1          2           3         4          5           6

Critical Hit Range:     20         19-20          18-20           17-20           16-20            15-20

Critical Multiplier:     x2               x3                x4                x5                x6                 x7

Damage:           bludgeoning             slashing                piercing          special effect only

Damage Dice (common examples 1d6, 1d8, 2d4, 2d6):              Enhancement Bonus (if any):

Special effect(s):

   force         fire           cold         electricity      acid       sonic     positive energy     negative energy

   level loss       STR loss       DEX loss        CON loss       INT loss       WIS loss         CHA loss

   level drain     STR drain     DEX drain      CON drain     INT drain     WIS drain       CHA drain

   break item     XP loss       HP vampirism   AC disruption   paralysis

   bleeding        blindness        slow               stun

Special effect damage or duration dice (e.g. 1d6):

Monster’s Special Abilities:
  additional pairs of arms (specify how many)    archery bonus (specify bonus)
  aura AC penalty (specify number of points and radius in feet)

  aura Saving Throws penalty (specify number of points and radius in feet)

  aura Fortitude Saving Throws penalty (specify number of points and radius in feet)

  aura Willpower Saving Throws penalty (specify number of points and radius in feet)

  aura Reflex Saving Throws penalty (specify number of points and radius in feet)

  aura AC bonus (specify number of points and radius in feet)

  aura Saving Throws bonus (specify number of points and radius in feet)

  aura Fortitude Saving Throws bonus (specify number of points and radius in feet)

  aura Willpower Saving Throws bonus (specify number of points and radius in feet)

  aura Reflex Saving Throws bonus (specify number of points and radius in feet)

  fire damage body defence (specify e.g. 1d6)            cold damage body defence (specify)

  electricity damage body defence (specify e.g. 1d6)   acid damage body defence (specify)

  sonic damage body defence (specify e.g. 1d6)          force damage body defence (specify)

  breath weapon (specify either fire, cold, electricity, acid, sonic, force, blindness, sleep, slow, confusion, berserk, paralysis, petrification, STR loss, CON loss or level loss. Specify cone or line, radius or length in feet, damage or duration dice e.g. 1d6, use every x rounds, action time category free action / move action / standard action / full action)
  gaze attack (specify the same details as with a breath weapon)

  concealment (specify 20%, 30%, 40% or 50%)        constrict (specify damage e.g. 1d6)

  sneak attack (specify normal or improved, and damage e.g. 2d6)
  crippling strike (specify number of points of STR damage on successful sneak attacks)
  damage reduction (specify the number of points and the bypass condition, if any, among magic weapon, non-magic weapon, masterwork weapon, adamantine, silver, cold iron, good-aligned weapon, evil-aligned, lawful-aligned, chaotic-aligned, neutral-aligned, piercing, slashing, bludgeoning, melee, ranged, piercing or slashing, piercing or bludgeoning, slashing or bludgeoning, good/lawful/neutral/chaotic/evil and/or magic/adamantine/silver/cold iron/piercing/slashing/bludgeoning, magic and/or adamantine/silver/cold iron/piercing/slashing/bludgeoning, adamantine/silver/cold iron and/or piercing/slashing/bludgeoning)
 death throes (specify fire, cold, electricity, acid, sonic, force, the radius in feet and the damage dice e.g. 2d6)             dodge bonus vs melee attacks of large creatures (specify)

 energy damage on successful hits (specify fire, cold, electricity, acid and damage dice)

 escape artist (specify break free bonus points)
 ki strike (specify number of bypassed points of DR)

 permanent natural invisibility                                                     pounce
 powerful charge (specify damage dice e.g. 1d6+2)

 rake (specify the damage dice e.g. 1d6+2 and the number of rake attacks)

 regeneration (specify the number of HP per round)

 rend (specify the damage dice e.g. 1d6+2 and the required number of successful hits)
 skewer (specify excess points required on attack roll and the damage multiplier e.g. x2)

 smite (specify number of uses per day or per encounter)

 spell resistance (specify the number of points of SR)

 spell-like ability (specify spell or power, number of uses per day, caster level, action time category free action / move action / standard action / full action)
 single actions only

 swallow whole (specify maximum number of medium creatures that can be swallowed and damage per round e.g. 2d8)

turn resistance (specify the turn/positive energy damage reduction percentage e.g. 25%)

Feats - any specific feats that the monster should have:
Equipment – any specific gear that the monster should have:         Nothing
Spiked Gauntlets        Quarterstaff          Wand               Dagger              Club

Sling                           Short Sword         Sickle                Kukri            Longsword

Broadsword                 Scimitar              Katana               Rapier           Greatsword

Falchion                    Bastard Sword      Handaxe           Battleaxe          Greataxe

Waraxe                       Light Mace       Heavy Mace       Greatmace      Light Hammer

Warhammer                   Maul                 Flail                Heavy Flail     Triple Flail

Light Pick                   Heavy Pick         Scythe                 Spear              Trident

Halberd                         Glaive             Guisarme             Ranseur           Shortbow

Longbow                   Recurve Bow     Greatbow             Warbow      Light Crossbow

Heavy Crossbow          Arbalest       Leather Armour    Brigandine     Hide Armour

Scale Mail                  Chainmail           Cuirass              Half-Plate        Full Plate

Light Shield              Heavy Shield     Tower Shield         Robe            Helmet/Circlet

Amulet              Belt                 Cloak             Bracers             Rings              Boots

Slaying Arrows (specify type and amount)                      Sleep Arrows

Held weapon(s) enchantments (if any):
enhancement (+1 / +2 / +3 / +4 / +5)     greater phasing       draining           drinker

disrupting                 coup de grace             force                    vorpal            destruction

greater defending    brilliant energy          blinding                skewer            weakening

hindering                greater knockback      stunning               tripping            swift

life stealing               wounding                 slowing                dispelling         knockback

giant sized                 sickening                 valorous               disarming        phasing

snaring                          holy                      unholy                  axiomatic        anarchic

defending                 flaming burst           icy burst            shocking burst       acidic burst

undead destruction   flaming splash         icy splash          shocking splash    acidic splash

collision                   shattermantle             acidic                    flaming            frost

shocking                     keen                     aberration bane    animal bane     construct bane

dragon bane             elemental bane       giant bane            humanoid bane   ooze bane

magical beast bane       monstrous humanoid bane             outside bane     undead bane

ghost touch               vicious                    barbed                    distance         entangling

Note: to create a unique weapon, please use the ‘Artifact Crafter’ form.
Worn armour / shield enchantments (if any):

fortification I/II/III     invulnerability         greater invulnerability               bravery

greater bravery           quickness                    greater quickness                       red

green                           blue                      sound                     white                black

acid resistance I/II/III         cold resistance I/II/III            electricity resistance I/II/III

fire resistance I/II/III         sonic resistance I/II/III              spell resistance I/II/III

vitality I/II/III                    fire defence              greater fire defence            cold defence

greater cold defence       electricity defence    greater electricity defence    acid defence

greater acid defence          death ward              resilient         draconic          mirror

arrow protection               light weight           ghost ward     enhancement (+1 / +2 / +3 / +4 / +5)

Note: to create a unique armour / shield, please use the ‘Artifact Crafter’ form.
Random Treasure – Coins:               10%        50%         x1        x2         x3         x4
Random Treasure – Valuables:        10%        50%         x1        x2         x3         x4

Random Treasure – Items:               10%        50%         x1        x2         x3         x4

Monster’s AI Settings (optional):
Cure allies %, Use spells %, Favour Damage Spells yes/no, Defensive Casting yes/no, Offensive spell %, Metamagic spell %, Wand spell %, Turn undead %, SLA %, Ready Vs Spell %, Ready to counterspell %, % to use charge / whirlwind attack / careful shot / critical shot / feat of strength / smite / stunning fist / blinding strike, Alternative primary attack %, Escape grapple %, % to attempt grapple / pin / bull rush / disarm / feint / sunder / trip / swallow whole, Willing to harm some allies yes/no, Willing to harm all allies yes/no, Action on AOO trip/disarm/sunder/feint, Pre-combat buffing protection from arrows / mage armour / blur / mirror image / minute meteors / stoneskin / contingent break enchantment / dispelling buffer / foresight / mind blank / good fortune / contingent greater break enchantment / longstrider / produce flame / shillelagh / freedom of movement / call lightning / call lightning storm / sunbeam / blindsight / inertial armour / thicken skin / lesser concealment / inertial barrier / psionic keen edge / greater psionic eye / greater omnidirectional eye.
In the first combat rounds, let the creature cast the following spells (optional):

Monster’s Special Resistances:
Fire Damage Reduction (specify amount)          Cold Damage Reduction (specify)

Sonic Damage Reduction (specify amount)       Electricity Damage Reduction (specify)

Acid Damage Reduction (specify amount)

Spell Resistance:                   Natural Armour:         Natural Armour Enhancement:

AC deflection bonus:                                                AC dodge bonus:

Energy Resistances (specify 25% 50% or 75% and the energy type among fire, cold, electricity, acid, sonic, force, positive energy, negative energy, divine)

Energy Vulnerabilities (specify 25% 50% 75% or 100% and the energy type among fire, cold, electricity, acid, sonic, force, positive energy, negative energy, divine)

Energy Reverse Effect (specify the energy type among fire, cold, electricity, acid, sonic, force, positive energy, negative energy, divine)

Immunities (specify the type among ability damage, ability drain, acid, altitude, bleeding, blindness, bull rush, cold, compulsion, critical hits, cursing, darkness, death effects, disarm, disease, disintegration, electricity, fatigue and exhaustion, fear, fire, flanking, flat footed, force, grappling pinning and swallowing, hampering, language dependent effects, level drain, mind affecting effects, mind control, morale effects, negative energy, paralysis, patterns and gaze attacks, petrification, polymorphing, positive energy, sleep, sonic, slowing, stunning, sunder, trip and prone)
I’m attaching an image:                 Yes                 No

Any other details I would like to provide (continue on next page if needed):
Note: if the creature is humanoid, you might refer to the ‘Character Crafter’ form.
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