
Wendigo (created by Hogan) 

Huge Magical Beast 

 

Hit Dice: 12d10 + 48 (109 hp) 

Initiative: + 10 (+4 Improved Initiative, + 6 Dex) 

Speed: 40 Feet 

AC: 20 (-2 Size, +6 Dex, +6 Natural) 

Attacks: 2 Claws + 20 melee 

 Gargantuan Greatclub + 20 melee 

Damage: Claw 2d6 + 10 

 Gargantuan Greatclub 4d6 + 15 

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

Special Attacks: Tail Sweep 

Special Qualities: Immunities (Ex), Damage Reduction 15/+1 (Su), 

 Regeneration 5 (Ex), Cold Resistance 10 (Ex), 

  Scent (Ex), SR 25 

Saves: Fort +14, Ref +14, Will + 6 

Abilities: Str 30, Dex 23, Con 19, Int 6, Wis 14, Cha 8 

Skills: Jump +12, Hide+10, Spot +9, Climb + 7, 

 Move Silently + 10 

Feats: Improved Initiative, Alertness, Great Fortitude, 

 Power Attack, Cleave 

Climate/Terrain: Sub-Arctic/Temperate Forest 

Organization: Solitary 

Challenge Rating: 11 

Treasure: None 

Alignment: Always Chaotic Evil 

Advancement: - 

 

The Wendigo is a huge white-haired beast that walks upon two legs. It has an enormous solid tail, which to the untrained 

eye looks like to be used for support, even if the Wendigo has no need for it as such. 

Few know that the Wendigo is more a curse than a monster. The curse is only bestowed upon a human being who has 

degenerated to the ways of a cannibal and consumed the flesh of another human being. Those who have been under this 

curse have most often been people whom had been driven mad by hunger and therefore took such a desperate step in 

order to end the mind-consuming hunger. By doing so they attracted the wrath of the gods of nature and as a vengeance 

they were transformed into a savage predator with no trace of humanity, the Wendigo! As such they are bound to roam 

the forest with a savage never-ending hunger for freshly killed, human meat. It thrives in the northern woods, avoiding 

contact with others, and only appears when hungry for meat, just to rip and tear apart anyone which stands in its way. 

There can only be one unaging Wendigo at a time and few reports about the beast are known, as most people who 

encounter it, doesn’t live long enough to tell the tale. 

 

Combat 
In combat the Wendigo is a savage predator with no grace. It uses its mighty claws and massive strength to rip through 

armor and flesh alike. Sometimes, when the Wendigo looses its temper, it will grab a small tree and use it as a 

Gargantuan Greatclub on its opponents. When doing so, it only gets one attack, but will cause a full 4d6+15 in damage. 

Regeneration (Ex) The Wendigo is able to regenerate all kinds of damage, even that taken from acid and fire. Even if it 

should be reduced to mere ashes, it will be able to reform, although after a longer period. Only by destroying the monster 

completely, will it be effective slain. 

The only way to completely rid a person of the curse of Wendigo, is to bring the monster down at -10 hp or less. Should 

this be managed, the Wendigo will enter a state of healing trance for ½ hour. When it finally awakes, it will be fully 

healed and any missing limbs will have been regenerated.  

While the Wendigo is in its healing trance, a Wish or Miracle must be cast. This will allow the creature a Will saving 

throw against DC 18, based upon the cursed beings save modifier, but if he misses he is doomed to be the Wendigo 

forever until slain. If successful, he is transformed back to his former self, but what he has done while under the curse of 

the Wendigo will forever torment his soul, and he will likely retire as a broken man. 

Tail Sweep (Ex) By foregoing one of its claw-attacks, the Wendigo can make a tail sweep as a standard action. 

This sweep will affect a half-circle with a radius of 10 feet, centered on the Wendigo's rear. Creatures within the swept 

area are affected if they are two or more sizes smaller then the Wendigo. The sweep automatically deals 2d4+15 and 

affected creatures must attempt a Reflex save against DC 20. Creatures that fail their save are also hurled 20 feet away 

from the Wendigo and knocked prone. 

Immunities (Ex) Wendigo is completely immune all Poisons as well as Sleep & Mind-affecting spells. 

Skills The Wendigo has at its creation an inborn ability modifier of +4 to Move Silently & Hide, although its only when 

its tracking its prey. It prefers just as likely to rip its way through the trees. 

 

 


