
Reindeer (created by Hogan) 

 

 Normal Flying 
 Large Animal Large Magical Beast 

 

Hit Dice: 3d8+9 (19 hp) 4d10+12 (34 hp) 

Initiative: + 1 (Dex) + 2 (Dex) 

Speed: 50 ft. 50 ft., fly 80 ft. 

AC: 13 (-1 size +1 Dex, +3 natural) 15 (-1 size, +2 Dex, +4 natural) 

Attacks: 2 hooves +3 melee 2 hooves +6 melee 

 Gore –2 melee Gore +1 melee 

Damage: Hoof 1d3 Hoof 1d4 

 Gore 2d6 Gore 2d8 

Face/Reach: 5 ft. by 10 ft./5 ft. 5 ft. by 10 ft./5 ft. 

Special Attacks: - - 

Special Qualities: Scent Scent  

Saves: Fort +6, Ref +4, Will +2 Fort +7, Ref +6, Will +3 

Abilities: Str 13, Dex 13, Con 16 Str 15, Dex 15, Con 16 

 Int 2, Wis 12, Cha 6 Int 7, Wis 14, Cha 12 

Skills: Listen +8, Spot +6 Listen +9, Spot +7, Intuit Direction +7 

Feats: - - 

Climate/Terrain: Arctic Tundra Arctic Tundra 

Organization: Herd (10-100) Herd or Solitary (both 1) 

Challenge Rating: 1 2 

Treasure: None None 

Alignment: Always Neutral Mostly Neutral Good 

Advancement: - - 
 

Very similar to stags, the Reindeer inhabits the frozen tundra, steppes and wastelands of the Arctic. They are covered in 

a mostly grayish fur, and males are in possession of a set of antlers, which varies in size with age. A typical Reindeer 

weights about 700 pounds. 

The Reindeer feed on lichen and small plants on the arctic tundra. As most other Herd animal, the Reindeer prefers open 

terrain, and migrates to another territory when the food has been depleted at the old. The normally follow a yearly pattern 

which brings them in a full circle back to the old territories within a year. The largest of the males usually serves as the 

leader of the flock 

Reindeer are the backbones of the survival of most tribal cultures in the arctic. They tribes move with the herd and hunts 

them, though are carefully not to bring a herd to extinction. They are primary hunted for their meat, but also their skin is 

used for the making of tents, clothes, kanyaks and more, their antlers and bones are used for tools, and their fat is used in 

oil lamps. 

 

Combat 
Reindeer are not known to enter a fight. At first sign of trouble, the whole herd usually takes flight together. If no escape 

is possible, any parent will fight furiously to defend their young using their front hooves, and in the case of the males, 

goring with their antlers. The antlers are normally for use in ritual combats for the dominance in the flock, but can be 

quite as deadly to an attacking wolf. 

 

 

Flying Reindeer 
One in every 1000 reindeer is born with an innate ability of flying and with more intelligence than a normal Reindeer. 

No one knows why this happens, but some puts ancient magic experiments by crazy druids to blame. 

Since flying is not something, which comes to mind in a normal Reindeer, most born as Flying Reindeer, die without 

ever knowing about their ability. Something special has to happen before they acknowledge their flying skill, like falling 

of a cliff, or being chased headlong into a dead end, before they will take flight by themselves. Even when they have 

acknowledged their skills, they will stick to the herd, assuming a leader roll, and guiding it across the tundra. If a flying 

Reindeer ever are encountered alone, it is because it has becomes lost form the herd and a searching for it or for another 

herd to join. 

If captured, befriended and tamed, a Flying Reindeer will become a loyal companion for life. They are poor mounts, only 

people with at least 7 ranks in the ride skill can ride one, any DC would be 4 points higher than normally, but they are 

strong and are able to pull medium loads after them into the skies, provided they are not too heavy. 

There is, however, circulating rumors of an old man that apparently has captured and tamed no more than eight flying 

Reindeers. He uses them to pull his sled through the skies of the arctic night when he once a year embarks on an 

unknown travel. 

 


