
Xenomorphs are accomplished ambush hunters. They rarely fight in the open, 
unless the hive is endangered or they have numerical superiority.

All Xenomorphs have the following characteristics: 
• Aberration traits. 
• +2 Str, +2 Cha (Queens get +2 Wis and +2 Cha instead) 
• +8 racial bonus to Climb, Hide in Shadows, and Move Silently. 
• Acid Blood (ex): A xenomorph's blood is a potent acid which can 

quickly burn through most materials. When damaged, the blood gushes 
or splashes into the surrounding area. When a xenomorph takes damage, 
everyone in a square threatened by it must make a Reflex save (DC 10 
+1/2 damage taken) or be splashed with its blood. The blood deals 1d6 
acid damage (+1d6 per 4 HD) on the first round and 1d6 per 6 HD 
(starting at 6th level) on the second round. 

• Darkvision (ex): 60 ft 
• Pounce (ex): The xenomorph may make a full attack at the end of a 

Charge. 
• Scent (ex): The creature can detect opponents within 30 feet by sense 

of smell. If the opponent is upwind, the range increases to 60 feet; 
if downwind, it drops to 15 feet. Strong scents can be detected at 
twice the ranges noted above. Overpowering scents can be detected at 
triple normal range. 

There have been some concerns that these xenomorphs are too weak.  Please 
consider the following:

• Unless they possess an overwhelming advantage in numbers or the the 
hive is threatened, xenomorphs rely on stealth and ambush tactics 
which greatly increase their effectiveness. 

• All stats are based upon Str 10, Dex 10, Con 10, Int 11, Wis 11, Cha 
11.  Upgrading to a standard or elite array can significantly improve 
their effectiveness.  

• Adaptive Physiology allows some interpretation as to how much of the 
host's traits the embryo adopts.  However, it was intended to take on 
all special qualities and traits, including racial modifiers.  Thus, 
any xenomorph that emerges from a human host gets one bonus feat and 
an extra skill point per HD. 

These aliens were balanced according to what I saw in the movies Alien and 
Aliens. Non-heroic and low-level civilians get slaughtered. The least 
competent soldier can do very well assuming that he is aware of the 
xenomorph's general capabilities and tactics. Mid to High level characters 
face challenges other than mere combat. A xenomorph infestation may 
complicate survival in many unanticipated ways. 



The Embryo ('facehugger') CR 1 

Tiny aberration

HP 4 (1/2d8) 
Defenses AC 14 (touch 14), Fort -1, Refl +2, Will +2, MDT 8 
    (+2 size, +2 Dex)
Reactions Acid Blood (1d6 acid dmg)
 
Init +6, Speed 20 ft. (4 squares), climb 20 ft. 
BAB +0; Grapple -13
    Implantation -3 melee touch (special) 
Options Implantation, Pounce

Abilities Str 4, Dex 14, Con 10, Int 4, Wis 11, Cha 13 
Skills Climb +5, Hide +18, Listen +1, Move Silently +10, Spot +1 
(darkvision, scent) 
Feats Improved Initiative

Tiny. +2 AC, reach 0 ft., +2 attack (-8 grapple), +8 hide.
Acid Blood (ex): The xenomorph's blood is a potent acid which can quickly 
burn through most materials. When damaged, the blood gushes or splashes 
into the surrounding area.
When a xenomorph takes damage, everyone in a square threatened by it must 
make a Reflex save (DC 10 +1/2 damage taken) or be splashed with its 
blood. The blood deals 1d6 acid damage.
Darkvision (ex): 60 ft 
Implantation (ex): The xenomorph launches itself at the target's face. Its 
long, finger-like legs and whip-like tail wrap themselves around the 
victim's head, covering the mouth and nose. 
If the xenomorph makes a successful melee touch attack against a small, 
medium, or large creature, that creature is grappled and the target begins 
to suffocate. If the xenomorph is not removed before the target falls 
unconscious then implantation may begin.
The xenomorph assumes respiratory functions for the host and keeps it 
sedated while a larva is implanted within it's chest. Implantation takes 
3d4 hours, after which the xenomorph detaches from the host and dies. 
Attempts to remove a "facehugger" carry risks. Injury spills acid blood 
and physical force provokes the alien to tighten it's grip, causing the 
victim to suffocate.
Pounce (ex): The xenomorph may make a full attack at the end of a Charge.
Scent (ex): The creature can detect opponents within 30 feet by sense of 
smell.

Tactics: The embryo's only goal is to find a host. It seeks out sleeping 
or helpless victims but it may also attack from ambush. If the embryo 
fails to grapple a host, it will retreat into shadows to hide before 
attacking again. 
Embryos can be encountered in the egg. Eggs are tiny pods, usually secured 
to a surface by a resinous material. The embryos can sense their immediate 
environment outside the pod using Scent but at 1/2 the usual distance. In 
a surprise round, they can pounce from within the egg.



The Larva ('chestburster') CR 1/4 

Tiny aberration (1/4-3 HD)

HP 2 (1/4d8) 
Defenses AC 14 (touch 12), Fort -1, Refl +2, Will +2, MDT 8 
    (+2 size, +2 Dex) 
Reactions Acid Blood (1d6 acid dmg)

Init +6; Speed 20 ft. (4 squares), climb 20 ft. 
BAB +0; Grapple -11 
    Bite -3 melee (1d4 -3 str)
Options Pounce 

Abilities Str 4, Dex 14, Con 10, Int 7, Wis 11, Cha 14 
Skills Climb +5, Hide +18, Listen +1, Move Silently +10, Spot +1 
(darkvision, scent) 
Feats Improved Initiative 

Tiny. +2 AC, reach 0 ft., +2 attack (-8 grapple), +8 hide.
Accelerated Growth (ex): With a sufficient food supply, the Larva rapidly 
matures into its adult form. Every 1d4 hours, the Larva sheds its skin:
    Interval      Hit Die  Size
    1st Shedding  1/2 HD   Tiny
    2nd Shedding  1 HD     Tiny
    3rd Shedding  2 HD     Small
    4th Shedding  4 HD     Medium
At medium size, growth slows to +1 HD every 1-2 days. The Warriors and 
Queens achieve large size at 8 HD and Queens achieve huge size at 12 HD.
Acid Blood (ex): When a xenomorph takes damage, everyone in a square 
threatened by it must make a Reflex save (DC 10 +1/2 damage taken) or be 
splashed with it's blood. The blood deals 1d6 acid damage. 
Adaptive Physiology (ex): The xenomorph acquires the racial 
characteristics of the host it gestated within.
The larva gains the racial template and physical characteristics of its 
host. The host's racial template bonuses to not stack with xenomorph 
racial bonuses. Acquired characteristics are retained into its adult form 
but are not passed on to offspring. 
Chestburst (ex): When a larva's gestation is complete, it batters through 
the host's ribcage.  
The amount of time required to gestate within a host depends upon the 
mature form. Drones require 1d12 +6 hours. Warriors require 3d4 +6 hours. 
Queens require 4d12 +8 hours. At any time prior to emerging from the host, 
the Larva may be removed by surgery (DC 25). A Larva removed by surgery 
before it's gestation is complete dies peacefully.
Darkvision (ex): 60 ft
Pounce (ex): The xenomorph may make a full attack at the end of a Charge.
Scent (ex): The creature can detect opponents within 30 feet by sense of 
smell.

Tactics: The larva will avoid anything larger that itself. The creature 
feeds constantly until it matures.



Adult Drone CR 2 
Medium aberration (4-7 HD)
 
HP 18 (4d8) 
Defenses AC 12 (touch 10), Fort +1, Refl +1, Will +4; MDT 10 
    (+0 Dex, +2 natural) 
Reactions Acid Blood (2d6 acid dmg + 1d6 acid dmg on 2nd rd)

Init +4; Speed 30 ft. (6 squares), climb 30 ft. 
BAB +3; Grapple +4 
    Bite -2 melee (2d4) 
    Claw +4 melee (1d4 +1 str)
    Tail barb -2 melee (1d4 plus Poison) 
Options Frightful Presence (Will DC 13), Poison (Fort DC 12, stunned 1d4 
rounds), Pounce

Abilities Str 13, Dex 10, Con 10, Int 11, Wis 11, Cha 13 
Skills Climb +10, Hide +15, Listen +5, Move Silently +15, Spot +5 
(darkvision, scent) 
Feats Frightful Presence, Improved Initiative

Acid Blood (ex): The xenomorph's blood is a potent acid which can quickly 
burn through most materials. When damaged, the blood gushes or splashes 
into the surrounding area.
When a xenomorph takes damage, everyone in a square threatened by it must 
make a Reflex save (DC 10 +1/2 damage taken) or be splashed with its 
blood. The blood deals 2d6 acid damage on the first round and 1d6 on the 
second round. 
Adaptive Physiology (ex): The xenomorph acquires the racial 
characteristics of the host it gestated within.
The larva gains the racial template and physical characteristics of its 
host. The host's racial template bonuses to not stack with xenomorph 
racial bonuses. Acquired characteristics are retained into its adult form 
but are not passed on to offspring.
Darkvision (ex): 60 ft
Pounce (ex): The xenomorph may make a full attack at the end of a Charge.
Resinous Saliva (ex): A xenomorph's saliva can harden to form an 
insulating resin. The resin is used to line the hive and to secure hosts 
for larva. Breaking free from the resin requires a DC 20 strength check.
Scent (ex): The creature can detect opponents within 30 feet by sense of 
smell.

Tactics: Drones collect food and hosts for reproduction. They study their 
prey and use ambush tactics to try and take victims unaware.  Alone, they 
will stay in a fight until wounded. In overwhelming numbers, they will 
attack until death.



The Warrior CR 4 
Large aberration (8-11 HD) 

HP 52 (8d8 +16 con) 
Defenses AC 13 (touch 8), Fort +4, Reflt +1, Willt +6, MDT 14 
    (-1 size, -1 Dex, +5 natural) 
Reactions Acid Blood (3d6 acid dmg + 1d6 acid dmg on 2nd rd) 
 
Init +3; Speed 30 ft. (6 squares), climb 30 ft. 
BAB +6; Grapple +14 
    Claw +10 melee (1d6 +5 str) 
    Bite +7 melee (2d6 +2 str) 
    Tail barb +7 melee (1d6 +2 str plus Poison) 
Options Frightful Presence (Will DC 16), Multi-Attack, Poison (Fort DC 16, 
stunned 1d6 round), Pounce, Power Attack

Abilities Str 20, Dex 8, Con 14, Int 12, Wis 11, Cha 13
Skills Climb +16, Hide +10, Intimidate +6, Listen +10, Move Silently +10, 
Spot +10 (darkvision, scent) 
Feats Frightful Presence, Improved Initiative, Multi-attack, Power Attack 

Large. -1 AC, +5 Natural Armor,-1 attack (+4 grapple), -4 Hide. 
Acid Blood (ex): The xenomorph's blood is a potent acid which can quickly 
burn through most materials. When damaged, the blood gushes or splashes 
into the surrounding area.
When a xenomorph takes damage, everyone in a square threatened by it must 
make a Reflex save (DC 10 +1/2 damage taken) or be splashed with its 
blood. The blood deals 3d6 acid damage on the first round and 1d6 acid 
damage on the second round.
Adaptive Physiology (ex): The xenomorph acquires the racial 
characteristics of the host it gestated within. 
The larva gains the racial template and physical characteristics of its 
host. The host's racial template bonuses to not stack with xenomorph 
racial bonuses. Acquired characteristics are retained into its adult form 
but are not passed on to offspring. 
Bonus Feat: Warriors gain the Multi-Attack feat for free. 
Darkvision (ex): 60 ft
Pounce (ex): The xenomorph may make a full attack at the end of a Charge.
Resinous Saliva (ex): A xenomorph's saliva can harden to form an 
insulating resin. The resin is used to line the hive and to secure hosts 
for larva. Breaking free from the resin requires a DC 20 strength check.
Scent (ex): The creature can detect opponents within 30 feet by sense of 
smell.

Tactics: Warriors are the defenders of the hive. Although capable of 
stealth, they won't bother with an ambush if they feel that they have even 
odds or better. Warriors fight until death in the hive.
Warriors also make great escorts for Drones on their foraging forays!



The Queen CR 6 
Huge aberration (12-15 HD) 

HP 93 (2d8 +48 con) 
Defenses AC 14 (touch 6), Fort +8, Refl +2, Will +10, MDT 18 
    (-4 size, -2 Dex, +10 natural) 
Reactions Acid Blood (4d6 acid damage + 2d6 acid damage on 2nd rd)

Init +2; Speed 30 ft. (6 squares), climb 30 ft. 
BAB +9; Grapple +25 
    Claw +15 melee (2d4 +8 str) 
    Bite +13 melee (2d8 +4 str)
    Tail barb +13 melee (1d8 +4 str plus Poison) 
Options Frightful Presence (Will DC 18), Multi-Attack, Poison (Fort DC 20, 
stunned 2d4 round), Power Attack, Snatch
 
Abilities Str 26, Dex 6, Con 18, Int 12, Wis 13, Cha 14 
Skills  Climb +20, Hide +10, Intimidate +12, Listen +10, Move Silently 
+10, Spot +9 (darkvision, scent) 
Feats Frightful Presence, Improved Initiative, Multi-attack, Power Attack 

Huge. -2 AC, +10 Natural Armor, -2 Attack (+8 grapple), -8 Hide.
Acid Blood (ex): The xenomorph's blood is a potent acid which can quickly 
burn through most materials. When damaged, the blood gushes or splashes 
into the surrounding area.
When a xenomorph takes damage, everyone in a square threatened by it must 
make a Reflex save (DC 10 +1/2 damage taken) or be splashed with its 
blood. The blood deals 4d6 acid damage on the first round and 2d6 acid 
damage on the second round.
Darkvision (ex): 60 ft
Detach: The Queen has a thorax or 'egg sack' which is physically connected 
to the egg laying chamber. She can tear herself free as a full round 
action, enabling her to leave the room.
Eggs: A Queen can lay vast quatities of eggs in a short period of time. 
The queen can lay up to 1d6 eggs per minute while food is plentiful.
Resinous Saliva (ex): A xenomorph's saliva can harden to form an 
insulating resin. The resin is used to line the hive and to secure hosts 
for larva. Breaking free from the resin requires a DC 20 strength check.
Scent (ex): The creature can detect opponents within 30 feet by sense of 
smell. 

Tactics: The queen is the life of the hive. She will defend the egg-laying 
chamber at all costs and rarely does so alone.  The queen is surrounded by 
drones that care for her eggs and warriors that patrol the immediate 
surroundings.
Young queens are driven the hive that birthed them when reach medium size. 
Survivors dig in near small populations of potential hosts and begin to 
establish a hive of their own.
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