
A venom zombie is the product of a living creature felled by the effects of the rain of poisonspell. These twisted, putrid creatures
are mindless parodies of their former selves. They resemble normal zombies, but their eyes glow a tainted shade of green, and a slick
green fluid runs across their bodies and dribbles from between their teeth. They are tainted by a powerful poison, and are all too happy
to share that taint.

The basic venom zombie template presented in The Complete Guide to Drow is a great way to generate new and unexpected allies
for your drow villains. Here are five more examples of the potential for this new kind of foe. For full details on venom zombies, see
page 47 of the Complete Guide to Drow.

Wyvern Venom Zombie Gray Render Venom Zombie
Large Undead Large Undead

Hit Dice: 14d12+3 (94 hp) 20d8+3 (133 hp)
Initiative: +0 –1
Speed: 20 ft. (4 squares; can’t run), fly 60 ft. (poor) 30 ft. (6 squares; can’t run)
Armor Class: 20 (–2 size, +12 natural), touch 8, flat-footed 20 16 (–1 size, –1 Dex, +8 natural) touch 8, flat-footed 16
BAB/Grapple: +7/+16 +10/+21
Attack: Slam +11 melee (2d6+7 plus poison) or Bite +16 melee (2d6+7 plus poison) or 

talons +11 melee (2d6+5 plus poison) slam +16 melee (1d8+10 plus poison)
Full Attack: Slam +11 melee (2d6+7 plus poison) or Bite +16 melee (2d6+7 plus poison) or

talons +11 melee (2d6+5 plus poison) slam +16 melee (1d8+10 plus poison)
Special Attacks: Contact poison, spittle (DC 12) Contact poison, spittle (DC 20)
Special Qualities: Single actions only, DR 5/slashing, Single actions only, DR 5/slashing, 

darkvision 60 ft., undead traits darkvision 60 ft., undead traits
Saves: Fort +4, Ref +4, Will +9 Fort +6, Ref +5, Will +12
Abilities: Str 21, Dex 10, Con —, Str 25, Dex 8, Con —,

Int —, Wis 10, Cha 1 Int —, Wis 10, Cha 1
Skills: — —
Feats: Toughness Toughness

Environment: Warm hills Temperate marshes
Organization: Any Any
Challenge Rating: 6 8
Treasure: None None
Alignment: Always neutral evil Always neutral evil
Advancement: 16–20 HD (Huge) None
Level Adjustment: — —
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Bugbear Venom Zombie Ogre Venom Zombie Minotaur Venom Zombie
Medium Undead Large Undead Large Undead

Hit Dice: 6d12+3 (42 hp) 8d12+3 (55 hp) 12d8+3 (81 hp)
Initiative: +0 –2 –1
Speed: 30 ft. (6 squares; can’t run) 40 ft. (8 squares; can’t run) 30 ft. (6 squares; can’t run)
Armor Class: 16 (+5 natural, +1 light wooden 15 (–1 size, –2 Dex, +8 natural), 16 (–1 size, –1 Dex, +8 natural), 

shield), touch 10, flat-footed 16 touch 7, flat-footed 15 touch 8, flat-footed 16
BAB/Grapple: +3/+6 +4/+14 +6/+15
Attack: Morningstar +6 melee (1d8+3) Greatclub +9 melee (2d8+9) or Greataxe +10 melee (3d6+7/x3) or 

or slam +6 melee (1d6+3 plus slam +9 melee (1d8+9 plus poison)gore +10 melee (1d8+5 plus poison) or 
poison) or javelin +3 ranged (1d6+2)or javelin +1 ranged (1d8+6) slam +10 melee (1d8+5 plus poison)

Full Attack: Morningstar +6 melee (1d8+3) Greatclub +9 melee (2d8+9) or Greataxe +10 melee (3d6+7/x3) or 
or slam +6 melee (1d6+3 plus slam +9 melee (1d8+9 plus poison)gore +10 melee (1d8+5 plus poison) or 
poison) or javelin +3 ranged (1d6+2)or javelin +1 ranged (1d8+6) slam +10 melee (1d8+5 plus poison)

Space/Reach: 5 ft./5 ft. 10 ft./10 ft. 10 ft./10 ft.
Special Attacks: Contact poison, spittle (DC 13) Contact poison, spittle (DC 14) Contact poison, spittle (DC 16)
Special Qualities: Single actions only, DR 5/slashing, Single actions only, DR 5/slashing, Single actions only, DR 5/slashing,

darkvision 60 ft., undead traits darkvision 60 ft., undead traits darkvision 60 ft., undead traits
Saves: Fort +2, Ref +2, Will +5 Fort +2, Ref +0, Will +6 Fort +4, Ref +3, Will +8
Abilities: Str 17, Dex 10, Con —, Str 23, Dex 6, Con —, Str 21, Dex 8, Con —,

Int —, Wis 10, Cha 1 Int —, Wis 10, Cha 1 Int —, Wis 10, Cha 1
Skills: — — —
Feats: Toughness Toughness Toughness

Environment: Temperate mountains Temperate hills Underground
Organization: Any Any Any
Challenge Rating: 4 5 6
Treasure: None None None
Alignment: Always neutral evil Always neutral evil Always neutral evil
Advancement: None None None
Level Adjustment: — — —

COMBAT

Contact Poison (Ex): Whenever a venom zombie touches or is touched by an opponent (for example, from an unarmed strike), a
Fortitude save is required or the creature will become poisoned. The DC is variable, depending on the size of the venom zombie: Small (or
smaller) DC 13, Medium DC 15, or Large (or larger) DC 18. The poison is exactly like that of the poisonspell.

Spittle (Ex): Line of poison 5 feet high, 5 feet wide, and 30 feet long, once every round; stats as contact poison, above; Ref to dodge
(DC 10 + 1/2 zombie’s HD, as indicated in profile). Venom zombies do not use this ability unless they are desperate or frustrated. They most
often spit when reduced to fewer than half their hit points or when they have not successfully slammed an opponent.

Single Actions Only (Ex): Venom zombies have poor reflexes and can perform only a single move action or attack action each round.
A venom zombie can move up to its speed and attack in the same round, but only if it attempts a charge.
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This printing of Venom Zombies is done under version 1.0
of the Open Gaming License, version 5 of the D20 System
Trademark License, version 4 of the D20 System Trademark Logo
Guide, and the System Reference Document by permission from
Wizards of the Coast, Inc. Subsequent printings will incorporate
final versions of the license, guide and document.

Designation of Product Identity: The following items
are hereby designated as Product Identity in accordance with
Section 1(e) of the Open Game License, version 1.0: Any and
all Complete Guide to Drow logos and identifying marks and
trade dress; the term Complete Guide; the term Complete
Guide to Drow; all proper nouns, capitalized terms, italicized
terms, artwork, maps, symbols, depictions, and illustrations,
except such elements that already appear in the System
Reference Document.

Designation of Open Content: Subject to the Product
Identity designation above, all creature statistic blocks are
designated as Open Gaming Content.

Some of the portions of this book which are delineated
OGC originate from the System Reference Document and are
copyright © 1999, 2000 Wizards of the Coast, Inc. The
remainder of these OGC portions of these book are hereby
added to Open Game Content and, if so used, should bear the
COPYRIGHT NOTICE “Venom Zombies, by Jeff Quinn,
Copyright 2004 Goodman Games (contact good-
mangames@mindspring.com, or see www.goodman-
games.com)”

Dungeon Crawl Classics #3: The Mysterious Tower is
copyright © 2003 Goodman Games.

Dungeons & Dragons ® and Wizards of the Coast ®
are Registered Trademarks of Wizards of the Coast, and are
used with Permission. Open game content may only be used
under and in the terms of the Open Game License.

‘d20 System’ and the ‘d20 System’
logo are Trademarks owned by Wizards of
the Coast and are used according to the
terms of the d20 System License version
1.0. A copy of this license can be found at
www.wizards.com. 

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 dis-
tribute; (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 deriv-
ative 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, depic-
tions, 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 abili-
ties 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 specifical-
ly 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 prod-
ucts contributed to the Open Game License by the Contributor (g)
“Use”, “Used” or “Using” means to use, Distribute, copy, edit, for-
mat, 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, world-
wide, 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 repre-
sent 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 dis-
tributing 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 com-
ply 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 gov-
ernmental 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 subli-
censes 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 Rules 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.
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Goodman Games (contact goodmangames @mindspring.com,
or see www.goodman-games.com)
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