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AYIANRGK

REAVUKE

Sleek and slight, avian creatures live to fly. Feathers cover their forms, and each kind has its own coloration. Whether raven-black or

peacock-plumed, avian creatures are masters of the open air.

(REATIVG AN AVAN CREATURE

“Avian creature” is an inherited template that can be added to any
living, corporeal creature except an ooze. The creature (referred to

hereafter as the base creature) must lack a fly speed and be able
to breathe air.

An avian creature uses all the base creature’s statistics and special
abilities except as noted here.

Size and Type: Size and type are unchanged, but the avian
creature weighs 20% less than the base creature because of
its lightweight body structure.

Speed: The avian creature retains the base creature’s speeds and
gains a fly speed equal to the base creature’s highest speed,
with average maneuverability. If the base creature already
has a fly speed, it increases to match its highest other speed
or remains the same, whichever is faster. The avian creature’s
maneuverability remains the same as the base creature’s or
increases to average, whichever is better.

Armor Class: The avian creature’s natural armor bonus is equal
to the base creature’s natural armor bonus —2 (minimum
+0). If the base creature had no natural armor bonus, this
feature of the template causes no change.

Special Qualities: An avian creature retains all the base creature’s
special qualities and gains the one described here.

Awvian (Ex): An avian creature’s body is covered in feathers,
and it has two large wings that grant it the ability to fly.

Abilities: Change from the base creature as follows: Dex +4, Con
—2 (minimum 1).
Skills: Because of its excellent vision, an avian creature has a +10

racial bonus on Spot checks.

Languages: If the avian creature can speak, it gains the ability to
speak Auran in addition to any other languages the base
creature knows.

Feats: An avian creature gains Wingover as a bonus feat if the base
creature did not already have it.

Challenge Rating: Same as the base creature +1.

Treasure: Same as the base creature although avian creatures tend
not to carry enough gear and treasure to slow their movement.

Level Adjustment: Same as the base creature +2.

Avy CHARACTERS

An avian character favors whichever class the base creature does.
Most avian creatures that take class levels become druids or
rangers, but many become sorcerers so that they can benefit from
long-range spells and spellcasting in flight.
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Large Aberration (Extraplanar)

Hit Dice: 11d8+33 (82 hp)

Initiative: +4

Speed: 40 ft. (8 squares), fly 40 ft. (average)

Armor Class: 18 (-1 size, +4 Dex, +5 natural), touch 13, flat-
footed 14

Base Attack/Grapple: +8/+17

Attack: Bite +12 melee (2d6+7 plus poison) or spit
+11 ranged touch (poison)

Full Attack: Bite +12 melee (2d6+7 plus poison) or
spit +11 ranged touch (poison)

Space/Reach: 10 ft./5 ft.

Special Attacks: Poison, smite evil, spells, spit

Special Qualities: Avian, damage reduction 5/magic, darkvision
60 ft., resistances (acid 10, cold 10, electricity 10), spell
resistance 16

Saves: Fort +6, Ref +9, Will +11

Abilities: Str 21, Dex 18, Con 17, Int 16, Wis 19, Cha 18

Skills: Bluft +18, Concentration +17, Diplomacy +8,

Disguise +4 (+6 acting), Intimidate +6, Listen +13,

Sense Motive +18, Spellcraft +17, Spot +23

Feats: Alertness, Combat Casting, Dodge, Eschew

Materials®, Lightning Reflexes, Wingover®

Environment: Any good-aligned plane

Ustve tE AVAN CREATURE (EMPLATE

Avian creature is a versatile template that can put nearly any creature into the air. When combined with the amphibious
template, it can turn even water-breathing creatures into flying menaces.

A few simple adjustments can make this template suitable for creating nearly any winged monster you have in mind. If the idea
of a feathered minotaur doesn't appeal to you, just make the wings granted by the template leathery or scaly instead. Or, if you
prefer, you could alter the template to grant creatures a supernatural form of flight that does not require wings.

This template can easily be used to create new races or unique creatures. The avian celestial guardian naga detailed on page @@
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as a sample could be the guardian of a great temple, but it could also be the object of a cult’s worship. Winged elves are possible,
but so are owl-eyed nocturnal halflings.




Organization: Solitary, pair, or nest (3—4)

Challenge Rating: 13

Treasure: Standard

Alignment: Usually lawful good

Advancement: 12-16 HD (Large); 17-33 HD (Huge)
Level Adjustment: +7

Avian celestial guardian nagas watch over gateways to the Upper
Planes and forgotten holy sites dedicated to good gods. Dedicated to
all that is good and just, these resplendent creatures are nonetheless
fearsome and deadly fighters capable of great destruction.

Sometimes mistaken for a couatl, an avian celestial guardian naga
has a giant, snakelike body covered in brilliant feathers. The frill
of red and gold feathers surrounding its beautiful female face
only serves to heightens its astonishing beauty. An avian celestial
guardian naga flies by means of two feathered wings, and its body
coils and twists behind it in flight.

An avian celestial guardian naga speaks Auran, Celestial, and
Common.

ComBAT

Avian celestial guardian nagas usually warn off intruders before
attacking. If the warning is ignored, they either begin with a spell
assault or spit poison. An avian celestial guardian naga’s bite is treated
as a magic weapon for the purpose of overcoming damage reduction.

Poison (Ex): Injury or contact, Fortitude DC 18, initial and
secondary damage 1d10 Con. The save DC is Constitution-based.

Smite Evil (Su): Once per day, an avian celestial guardian naga
can make a normal melee attack that deals an extra +11 points of
damage against an evil foe.

Spells: An avian celestial guardian naga casts spells as a 9th-level
sorcerer and can also choose spells known from the cleric list and
from the Good and Law domains. The cleric spells and domain
spells are considered arcane spells for the creature, so it does not
need a divine focus to cast them.

Typical Spells Known (6/7/7/7/5; save DC 14 + spell level): O—cure
minor wounds, daze, detect magic, light, mage hand, open/close, ray of
frost, read magic; 1st—cure light wounds, divine favor, expeditious
retreat, mage armor, magic missile; 2nd—detect thoughts, lesser
restoration, see invisibility, scorching ray; 3xd—cure serious wounds,

dispel magic, lightning bolt; 4th—divine power, greater invisibility.

Spit (Ex): As a standard action, an avian celestial guardian naga
can spit its venom up to 30 feet. Striking a target with its venom
requires a successful ranged touch attack (no range increment). Any
opponent hit by this attack must make a successful Fortitude save
(see Poison) to avoid the effect.

Avian (Ex): See the avian creature template.

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; 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 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
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 1.0 Copyright 2000, Wizards of
the Coast, Inc.

System Reference Document Copyright 2000-2003,
Wigzards of the Coast, Inc.; Authors Jonathan Tweet,
Monte Cook, Skip Williams, Rich Baker, Andy Collins,
David Noonan, Rich Redman, Bruce R. Cordell, based on
original material by E. Gary Gygax and Dave Arneson.

Advanced Bestiary, Copyright 2004, Green Ronin
Publishing, LLC; Author Matthew Sernett.

Avian Creature, Copyright 2005, Green Ronin Publishing,
LLC; Author Matthew Sernett.
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