
CAVE OGRE (OGRE WITH CAVE CREATURE TEMPLATE)  CR 4 (XP 1,200)

This misshapen giant has pale skin that hangs unevenly from a bloated body, but is stretched tight over lean arms and legs corded 
with muscle. Bulging black eyes jut out from its wrinkled face, and curved claws stretch from its hands and feet.

CE Large humanoid (giant)

Init –2; Senses darkvision 120 ft., low-light vision; Perception +5

DEFENSE

AC 17, touch 7, flat-footed 17 (+4 armor, –2 Dex, +6 natural, –1 size)

hp 34 (4d8+16)

Fort +7, Ref -1, Will +3

Weaknesses light blindness

OFFENSE

Speed 30 ft. (40 ft. base), climb 15 ft. (20 ft. base)

Melee 2 claws +8 (1d8+6)

Space 10 ft.; Reach 10 ft.

TACTICS

Before Combat Cave ogres are no more cunning than their surface 
cousins, but are more likely to lay ambushes as a result of their 
natural abilities. The hulking brutes often cling to walls above doorways 
or ceilings above large caverns, dropping down on their foes without warning.

During Combat Once battle is joined, cave ogres wade into the thick of melee, 
swinging their claws at any target that presents itself.

Morale Because it is often impossible to flee a more powerful foe 
in the twisting tunnels of their subterranean hunting grounds, 
cave ogres generally fight to the death. If a group of cave ogres is 
encountered survivors flee if half their total number is killed.

STATISTICS

Str 23, Dex 6, Con 17, Int 4, Wis 10, Cha 7

Base Atk +3; CMB +10; CMD 18

Feats Iron Will, Toughness

Skills Climb +14, Perception +4

Languages Giant

ECOLOGY

Environment underground

Organization solitary, pair, gang (3–4), or family (5–16)

Treasure standard (hide armor, other treasure)

Cave ogres are massive, long-limbed brutes who live in vast underground complexes of caverns and tunnels, generally picking areas 
with numerous places that allows their natural climbing ability to give them an advantage in combat. They are only barely more intel-
ligent than beasts, and fight in furious packs like grotesque humanoid wolves. Because they are easily tricked, they often unknowingly 
serve as guards or early warning systems for more intelligent underground forces, including drow 
and duergar.
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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 (“Wiz-
ards”). 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 ma-
terial 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) “Distrib-
ute” means to reproduce, license, rent, lease, sell, broad-
cast, 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 el-
ements, 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 charac-
ters, spells, enchantments, personalities, teams, personas, 
likenesses and special abilities; places, locations, environ-
ments, creatures, equipment, magical or supernatural abil-
ities 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, mod-
ify, translate and otherwise create Derivative Material of 
Open Game Content. (h) “You” or “Your” means the licens-
ee in terms of this agreement.

2. The License: This License applies to any Open Game Con-
tent that contains a notice indicating that the Open Game 
Content may only be Used under and in terms of this Li-
cense. You must affix such a notice to any Open Game Con-
tent 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 ex-
act 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 con-
veyed by this License.

6. Notice of License Copyright: You must update the COPY-
RIGHT 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 Prod-
uct Identity, including as an indication as to compatibility, 
except as expressly licensed in another, independent Agree-
ment with the owner of each element of that Product Identi-
ty. 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 ex-
pressly 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 or-
der, 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. 

Open Game License v 1.0a © 2000, Wizards of the Coast, 
Inc.

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

Pathfinder RPG Bestiary, © 2009, Paizo Publishing, LLC; 
Author: Jason Bulmahn, based on material by Jonathan 
Tweet, Monte Cook, and Skip Williams

Basidirond from the Tome of Horrors, © 2002, Necromancer 
Games, Inc.; Author Scott Greene, based on original 
material by Gary Gygax

Cave Fisher from the Tome of Horrors, © 2002, Necromancer 
Games, Inc.; Author Scott Greene, based on original 
material by Lawrence Schick

Crystal Ooze from the Tome of Horrors, © 2002, 
Necromancer Games, Inc.; Author Scott Greene, based 
on original material by Gary Gygax

Dark Creeper from the Tome of Horrors, © 2002, 
Necromancer Games, Inc.; Author Scott Greene, based 
on original material by Rik Shepard

Dark Stalker from the Tome of Horrors, © 2002, 
Necromancer Games, Inc.; Author Scott Greene, based 
on original material by Simon Muth

Dracolisk from the Tome of Horrors, © 2002, Necromancer 
Games, Inc.; Author Scott Greene, based on original 
material by Gary Gygax

Froghemoth from the Tome of Horrors, © 2002, 
Necromancer Games, Inc.; Author Scott Greene, based 
on original material by Gary Gygax

Giant Slug from the Tome of Horrors, © 2002, Necromancer 
Games, Inc.; Author Scott Greene, based on original 
material by Gary Gygax

Ice Golem from the Tome of Horrors, © 2002, Necromancer 
Games, Inc.; Author Scott Greene

Iron Cobra from the Tome of Horrors, © 2002, Necromancer 
Games, Inc.; Author Scott Greene, based on original 
material by Philip Masters

Mite from the Tome of Horrors, © 2002, Necromancer 
Games, Inc.; Author Scott Greene, based on original 
material by Ian Livingstone and Mark Barnes

Nabasu Demon from the Tome of Horrors, © 2002, 
Necromancer Games, Inc.; Author Scott Greene, based 
on original material by Gary Gygax

Russet Mold from the Tome of Horrors, © 2002, 
Necromancer Games, Inc.; Author Scott Greene, based 
on original material by Gary Gygax

Shadow Demon from the Tome of Horrors, © 2002, 
Necromancer Games, Inc.; Author Scott Greene, based 
on original material by Neville White

Vegepygmy from the Tome of Horrors, © 2002, 
Necromancer Games, Inc.; Author Scott Greene, based 
on original material by Gary Gygax

Wood Golem from the Tome of Horrors, © 2002, 
Necromancer Games, Inc.; Authors Scott Greene and 
Patrick Lawinger

Yellow Musk Creeper from the Tome of Horrors, © 2002, 
Necromancer Games, Inc.; Author Scott Greene, based 
on original material by Albie Fiore

Yellow Musk Zombie from the Tome of Horrors, © 2002, 
Necromancer Games, Inc.; Author Scott Greene, based 
on original material by Albie Fiore

Yeti from the Tome of Horrors, © 2002, Necromancer 
Games, Inc.; Author Scott Greene, based on original 
material by Gary Gygax

Tome of Horrors III, copyright 2005 Necromancer Games, 
Inc.; Author: Scott Greene, with Casey Christofferson, 
Erica Balsley, Kevin Baase, Lance Hawvermale, Travis 
Hawvermale, Ian S. Johnston, Patrick Lawringer, Nathan 
Paul, Clark Peterson, Greg Ragland, Robert Schwalb and 
Bill Webb

Advanced Bestiary Preview: Cave Ogre, Copyright 2012, 
Green Ronin Publishing; Author Owen K.C. Stephens 
(based on a template updated by Jeff Hersh).
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