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Treatise

Monsters are an important part of the fantasy ecology. They act as guards, summoned warriors, random
encounters, and general purpose utility and entertainment.

Obviously, there are times when a monster is just not the right size. Historically, there have been
few spells useful for changing the size of monsters, consisting chiefly of animal growth (which while
affecting many animals, only affects Animals) and polymorph (overkill, really, if all you want is to make
your summoned celestial bison bigger and tougher for a few rounds). So, what is needed is a good low-
level monster changing spell or two (conveniently presented here).

Larger monsters have the obvious benefits of greater strength, longer reach, and generally doing
more damage. Enlarge monster is wonderful for summoned monsters which do not last very long and
frequently need whatever offensive boost can be mustered. An unexpectedly fun tactic to use on big
monsters in tight quarters is to make them even bigger causing them to get stuck or be unable to pass
through small spaces (great for escapes). Bigger teeth cannot do any damage if the owner cannot reach
you.

The use of smaller monsters is less obvious, but just as important. Creative spell casters can use
reduce monster to get animal companions through tight spaces, to weaken tough opponents, or possibly aid
in difficult negotiations. An centaur bandit king does not feel so tough when he is shrunk to the size of a
dwarf!

Enlarge Monster

Transmutation

Level: Sorcerer/Wizard 3
Components: V,S,M

Casting Time: 1 full round

Range: Close (25 ft. + 5 ft./2 levels)
Target: One living creature
Duration: 1 min./level (D)

Saving Throw: Fortitude negates

Spell Resistance: Yes

This spell causes instant growth of a living creature, doubling its height and multiplying its weight
by 8. This increase changes the creature’s size category to the next larger one. The target gains a +4 size
bonus to Strength, a -2 size penalty to Dexterity (to a minimum of 1), and a penalty on attack rolls and AC
due to its increased size.

A size increase affects any special ability the creature has that is affected by size. Increased size
also affects a creature’s ability scores, AC, attack bonuses, and damage values as indicated on the tables
below.

Table: Changes to Statistics by Size

. . Change to Change to
Old Size New Size Naturalirmor AC/Atgtack
Fine Diminutive Same -4
Diminutive Tiny Same -2
Tiny Small Same -1
Small Medium Same -1
Medium Large +2 -1
Large Huge +3 -1

wWww.patric.net Page 1 of 5


http://www.patric.net/
http://www.patric.net/

A Wizard's Guide to Resizing Monsters
Patric L. Rogers

Table: Changes to Statistics by Size

Huge Gargantuan +4 -2
Gargantuan Colossal +5 -4
Colossal Colossal +5 -4

Table: Increased Damage By Size

Damage Progression I 1d2, 1d3, 1d4, 1d6, 1d8, (1d10%*),
2d6, 3d6, 4d6, 6d6, 8d6, 12d6

Damage Progression 11 (1d8%*), 1d10, 2d8, 3d8, 4d8, 6d8,
8d8, 12d8

* A Small weapon that is enlarged to a Medium weapon does
damage as a Medium weapon of the same type.

If insufficient room is available for the desired growth, the creature attains the maximum possible
size and may make a Strength check (using its increased Strength) to burst any enclosures in the process. If
it fails, it is constrained without harm by the materials enclosing it— the spell cannot be used to crush a
creature by increasing its size.

All equipment worn or carried by a creature is similarly enlarged by the spell. Melee and projectile
weapons affected by this spell deal more damage. Other magical properties are not affected by this spell.
Any enlarged item that leaves an enlarged creature’s possession (including a projectile or thrown weapon)
instantly returns to its normal size. This means that thrown weapons deal their normal damage, and
projectiles deal damage based on the size of the weapon that fired them. Magical properties of enlarged
items are not increased by this spell.

Multiple magical effects that increase size do not stack.

Enlarge monster counters and dispels reduce person or reduce monster.

Enlarge monster can be made permanent with a permanency spell.

Material Component: A pinch of powdered iron.

Reduce Monster

Transmutation

Level: Sorcerer/Wizard 3
Components: V,S,M

Casting Time: 1 full round

Range: Close (25 ft. + 5 ft./2 levels)
Target: One living creature
Duration: 1 min./level (D)

Saving Throw: Fortitude negates

Spell Resistance: Yes

This spell causes instant diminution of a living creature, halving its height, length, and width and
dividing its weight by 8. This decrease changes the creature’s size category to the next smaller one. The
target gains a +2 size bonus to Dexterity, a -2 size penalty to Strength (to a minimum of 1), and a bonus on
attack rolls and AC due to its reduced size.

A Small humanoid creature whose size decreases to Tiny has a space of 2'4 feet and a natural
reach of 0 feet (meaning that it must enter an opponent’s square to attack). A Large humanoid creature
whose size decreases to Medium has a space of 5 feet and a natural reach of 5 feet. This spell does not
change the target’s speed.

All equipment worn or carried by a creature is similarly reduced by the spell.

Melee and projectile weapons deal less damage. Other magical properties are not affected by this
spell. Any reduced item that leaves the reduced creature’s possession (including a projectile or thrown
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weapon) instantly returns to its normal size. This means that thrown weapons deal their normal damage
(projectiles deal damage based on the size of the weapon that fired them).

Table: Changes to Statistics by Size

. . Change to Change to
0O1d Size New Size Natural irmor* AC/Atgtack
Fine Fine Same +4
Diminutive Fine Same +4
Tiny Diminutive Same +2
Small Tiny Same +1
Medium Small Same +1
Large Medium -1 +1
Huge Large -2 +1
Gargantuan Huge -3 +2
Colossal Gargantuan -4 +4

* Natural Armor value cannot be reduced below +0.

Table: Decreased Damage By Size

Damage Progression I 12d6, 8d6, 6d6, 4d6, 3d6, 2d6,
(1d10%*), 1d8, 1d6, 1d4, 1d3, 1d2,
1 point

Damage Progression 11 12d8, 8d8, 6d8, 4d8, 3d8, 2d8,
1d10, (1d8%*), 1d6, 1d4, 1d3, 1d2,
1 point

* A Medium weapon that is reduced to a Small weapon does
damage as a Small weapon of the same type.

Multiple magical effects that reduce size do not stack.

Reduce monster counters and dispels enlarge person and enlarge monster.
Reduce monster can be made permanent with a permanency spell.
Material Component: A pinch of powdered iron.

Revision | Author Change
0.1 P. Rogers Document created with enlarge monster and uploaded to IsleOfWinds for
use and review.
0.2 P. Rogers Added reduce monster. Revised enlarge monster. Added damage
progression tables.
0.3 P. Rogers Spell level reduced to 3 because polymorph can do the same thing better.
Treatise introduction added.
1.0 P. Rogers Released for public consumption.
Legal Appendix Designation of Open Game Content: All text of this
Release 1.0 document.
Patric L. Rogers ( www.patric.net )
Mark Mills ( groups.yahoo.com/group/isleofwinds ) Designation of Product Identity: The following items are
Hypertext d20 SRD ( www.d20srd.org ) designated Product Identity, as defined in Section 1(e) of the

Open Game License Version 1.0a, and are subject to the
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conditions set forth in Section 7 of the OGL, and are not Open
Content:
1.  The names “Patric L. Rogers” and “Hypertext d20
SRD”, except for their use within Section 15 of the
Open Game License;
2. The names or phrases “Mark Mills,” “Isle of
Winds”;
3. All artwork, illustrations, or graphic design
including any text contained within such artwork,
illustrations, or graphic design.

Permission to copy, modify and distribute the files collectively
known as the System Reference Document (“SRD”) is granted
solely through the use of the Open Gaming License, Version
1.0a.

This material is being released using the Open Gaming License
Version 1.0a and you should read and understand the terms of
that license before using this material.

The text of the Open Gaming License itself is not Open Game
Content. Instructions on using the License are provided within
the License itself.

The following items are designated Product Identity, as defined
in Section 1(e) of the Open Game License Version 1.0a, and are
subject to the conditions set forth in Section 7 of the OGL, and
are not Open Content: Dungeons & Dragons, D&D, Player’s
Handbook, Dungeon Master, Monster Manual, d20 System,
Wizards of the Coast, d20 (when used as a trademark),
Forgotten Realms, Faer(in, proper names (including those used
in the names of spells or items), places, Red Wizard of Thay,
the City of Union, Heroic Domains of Ysgard, Ever-Changing
Chaos of Limbo, Windswept Depths of Pandemonium, Infinite
Layers of the Abyss, Tarterian Depths of Carceri, Gray Waste
of Hades, Bleak Eternity of Gehenna, Nine Hells of Baator,
Infernal Battlefield of Acheron, Clockwork Nirvana of
Mechanus, Peaceable Kingdoms of Arcadia, Seven Mounting
Heavens of Celestia, Twin Paradises of Bytopia, Blessed Fields
of Elysium, Wilderness of the Beastlands, Olympian Glades of
Arborea, Concordant Domain of the Outlands, Sigil, Lady of
Pain, Book of Exalted Deeds, Book of Vile Darkness, beholder,
gauth, carrion crawler, tanar’ri, baatezu, displacer beast,
githyanki, githzerai, mind flayer, illithid, umber hulk, yuan-ti.

All of the rest of the SRD is Open Game Content as described
in Section 1(d) of the License.

More information on the Open Game License can be found at
www.wizards.com/d20.

The terms of the Open Gaming License Version 1.0a are as
follows:

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"
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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.

3.0ffer 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
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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 1.0a Copyright 2000, Wizards of the
Coast, Inc.
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System Reference Document Copyright 2000-2003, Wizards
of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip
Williams, Rich Baker, Andy Collins, David Noonan, Rich
Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid,
James Wyatt, based on original material by E. Gary Gygax and
Dave Arneson.

Creature Collection Volume 1 Copyright ©2000 by Clark
Peterson.

Modern System Reference Document Copyright 2002,
Wizards of the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb,
Rich Redman, Charles Ryan, based on material by Jonathan
Tweet, Monte Cook, Skip Williams, Richard Baker,Peter
Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and JD
Wiker

Monster Manual II Copyright 2002, Wizards of the Coast,
Inc.

Swords of Our Fathers Copyright 2003, The Game
Mechanics.

Mutants & Masterminds Copyright 2002, Green Ronin
Publishing.

Unearthed Arcana Copyright 2004, Wizards of the Coast,
Inc.; Andy Collins, Jesse Decker, David Noonan, Rich
Redman.

The Hypertext d20 SRD Copyright 2004, Jans W Carton.

A Wizard's Guide to Resizing Monsters Copyright © 2006
by Patric L. Rogers. All rights reserved. Author Patric L.
Rogers.

END OF LICENSE
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