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1. Aquatics

   Aquatics include only species described in this Section, though other species may have the ability to swim or breathe water. All aquatics except dolphins and whales can breathe water indefinitely. Dolphins and whales can remain submerged for 5 to 20 minutes only before having to rise to the surface for air. Fish must move at least once per minute or take D10‑3 damage to Fatigue due to suffocation. All aquatics move within the water the same way that avians move through the air and the rules for range and combat applying to avians (see rule 135.) also apply to combat involving aquatics, or others in an aquatic environment.

[1.1] Fish

   Fish include aboleths, barracuda, bichir, catfish, gladius, groupers, manta rays, pike, piranha, sharks, vurgen, and water leaper.  All fish except piranha, bichir, catfish, and pike, are found in an oceanic environment. These exceptions tend to be found in streams, rivers, marshes and lakes. Fish must keep a steady flow of water over their gills in order to breathe. They are non‑intelligent, but very hostile.

aboleth

Natural Habitat: Ocean

Frequency: Very Rare
Number: 1‑2 (1)

Description: An aboleth is similar to a cross between a whale and a large fish.  It is a 14 hex monster.

Talents, Skills, and Magic: After circling for 5 Pulses an aboleth can create a whirlpool 60 feet in width.  Ships will be dragged down at the rate of 10 feet/Pulse unless a series of saving rolls are made based on the Navigator skill.

Movement Rates: Swimming: 725

PS: 45‑50
MD: None
AG: 12‑15
MA: None

EN: 45‑50
FT: 80‑90
WP: 10‑11
PC: 12‑14

PB: 8‑10
TMR: 14
NA: Skin absorbs 5 DP

PY: None          LC: None         LB: 10-11

Weapons: Barracuda attack with their bite (BC: 45%, D10+9 Damage) or by striking with their flippers (BC: 55%, D10+6 damage) in Close or Melee Combat.

bichir

Natural Habitat: Marsh (especially lakes and rivers)

Frequency: Rare
Number: 1‑4 (2)

Description: Bichir are long, thick bodied fish with white-fanged jaws, flat heads, broad tails and brown and cream colouration.

Talents, Skills, and Magic: Bichir have no talents, skills or magic.

Movement Rates: Swimming: 350; Crawling: 125

PS: 25‑37
MD: None
AG: 6‑8
MA: None

EN: 18‑22
FT: 30‑37
WP: 11‑13
PC: 11‑14

PB: 9‑11
TMR: 7/2
NA: Skin absorbs 4 DP

PY: None          LC: None         LB: 11-13

Weapons: Bichir attack with a bite (BC: 40%, D10+3 damage) in Melee and Close Combat.

catfish

Natural Habitat: Marsh

Frequency: Uncommon
Number: 1‑2 (1)

Description: Catfish are predatory fish about 39 inches long.

Talents, Skills, and Magic: Catfish have no talents, skills or magic and are not tool users.

Movement Rates: Swimming: 450

PS: 2‑3
             MD: None
AG: 12‑16
MA: None

EN: 5‑10
FT: 10‑14
WP: 5‑7
PC: 14‑16

PB: 5‑7
             TMR: 9
NA: Skin absorbs 1 DP

PY: None          LC: None         LB: 5-7

Weapons: Catfish can emit 350 volts of electricity doing (D10+7 damage) and automatically stunning anyone in contact with them.  They can do this twice a day.

Gladius

Natural Habitat: Ocean

Frequency: Uncommon
Number: 1‑8 (4)

Description: A gladius reaches 10-12 feet in length and is similar in appearance to sharks with long flat snouts with rows of teeth on each side.

Talents, Skills, and Magic: A gladius has no talents, skills or magic.

Movement Rates: Swimming: 500

PS: 21‑25
MD: None
AG: 16‑20
MA: None

EN: 10‑14
FT: 17‑21
WP: 8‑10
PC: 13‑15

PB: 5‑7 
TMR: 10
NA: Skin absorbs 4 DP

PY: None          LC: None         LB: 8-10

Weapons: Gladius can slash with their sword-like snouts (BC: 55%, D10+5 damage) in Melee Combat.

grouper

Natural Habitat: Ocean

Frequency: Rare
Number: 1‑2 (1)

Description: Groupers are predatory fish which grow up to 13 feet long.

Talents, Skills, and Magic: Groupers have no talents, skills or magic.

Movement Rates: Swimming: 450

PS: 18‑20
MD: None
AG: 7‑11
MA: None

EN: 11‑14
FT: 19‑24
WP: 9‑11
PC: 12‑16

PB: 11‑14
TMR: 9
NA: Skin absorbs 4 DP

PY: None          LC: None         LB: 9-11

Weapons: A grouper attacks with its bite (BC: 50% D10+2 damage) in Close Combat only.

vurgen

Natural Habitat: Ocean

Frequency: Very Rare
Number: 1‑2 (1)

Description: Vurgen have the appearance of a fish with a large head and a thin body.  They are generally olive in colour and can reach up to 40 feet in length.

Talents, Skills, and Magic: Vurgen have no talents, skills or magic.

Movement Rates: Swimming: 400

PS: 35‑45
MD: None
AG: 13‑17
MA: None

EN: 20‑25
FT: 30‑40
WP: 7‑9
PC: 8‑11

PB: 5‑7 
TMR: 8
NA: Skin absorbs 7 DP

PY: None          LC: None         LB: 7-9

Weapons: Vurgen attack via their bite (BC: 45%, D10+8 damage) after which they will swallow the victim if he is below 6 feet in length.  If this occurs the victim is presumed dead.

 water leaper

Natural Habitat: Marsh, Ocean

Frequency: Rare
Number: 1‑7 (2)

Description: A water leaper looks like a toad flying-fish hybrid, with fangs and a tail.

Talents, Skills, and Magic: A water leaper can glide up to 45 feet out of the water.

Movement Rates: Swimming: 400; Gliding: 450

PS: 45‑50
MD: None
AG: 12‑16
MA: None

EN: 25‑30
FT: 40‑50
WP: 8‑10
PC: 9‑11

PB: 6‑8
            TMR: 8/9
NA: Skin absorbs 7 DP

PY: None          LC: None         LB: 8-10

Weapons: Water leapers attack with a bite (BC: 45%, D10+8 damage) in Close Combat.

[1.2] Aquatic Mammals

   Aquatic mammals include bunyips, capricorns, dolphins, great white whales, green hags, hippocampus, ichthyocentaurs, killer whales, kui, makara, merfolk, morou-ngou, narwhal, and telchine.

. They are generally moderately intelligent and neutral or, even, friendly to adventurers. Except for merfolk, and green hags they cannot remain submerged indefinitely.   Merfolk must keep a steady flow of water over their gills in the same manner as fish.

bunyip

Natural Habitat: Lakes

Frequency: Rare
Number: 1‑2 (1)

Description: The bunyip is a large animal, nearly four times the size of the largest dog, covered with long grey hair, and vaguely canine in form.

Talents, Skills and Magic: Bunyips have no talents, skills or magic.

Movement Rates: Running: 225; Swimming: 300

PS: 35‑40
MD: 9-13
AG: 14‑18
MA: None

EN: 25‑30
FT: 32‑40
WP: 7‑10
PC: 15‑18

PB: 6‑9 
TMR: 4/6
NA: Fur absorbs 4 DP

PY: None          LC: None         LB: 7-10

Weapons: A bunyip can kick (BC: 45%, D10+4 damage), bite (BC: 40%, D10+5 damage) and impale their victims on their tusks (BC: 50%, D10 damage and victim must roll 3 x WP or less or be paralysed for 1 hour).

Comments: Bunyips attack victims to take them prisoner for life, not to kill them.

capricorn

Natural Habitat: Ocean

Frequency: Rare
Number: 1‑2 (1)

Description: A Capricorn is a creature half-goat, half-fish.  They can weigh anywhere between 50-400 pounds.

Talents, Skills and Magic: Capricorns have no talents, skills or magic.

Movement Rates: Swimming: 450

PS: 12‑16
MD: 11-15
AG: 11‑15
MA: None

EN: 6‑9
FT: 11‑15
WP: 7‑10
PC: 15‑18

PB: 7‑8 
TMR: 9
NA: Fur absorbs 3 DP

PY: None          LC: None         LB: 7-10

Weapons: A Capricorn can butt (BC: 25%, D10+2 damage) in Close Combat.  If the attack is delivered at the end of a charge the Capricorn gains +5% to BC and +1 to damage.

Green Hag

Natural Habitat: Ocean, Marsh, River

Frequency: Uncommon
Number: 1‑4 (2)

Description:  Green hags are hideous humanoids with long flowing hair, sharp teeth & green skin.

Talents, Skills, and Magic: Any being that sees a green hag & does not make their WP roll to resist fear loses half their PS for up to (2D10 + 4) hours.  Green hags may only be harmed by magic or silvered weapons.

Movement Rates: Running: 200; Swim: 350

PS: 30-35
MD: 15-18
AG: 18-21
MA: 1-5
EN: 20-25
FT: 25-35
WP: 25-28
PC: 18‑24
PB: 0
TMR: 4/7
NA: Skin absorbs 3 DP

PY: 1-5              LC: 10-12         LB: 13-16

Weapons: A green hag can make two clawing attacks in Close & Melee combat (Base Chance: 50%, D10+3 Damage).

Comments: Green hags prefer to pull their victims into the water if they can & then hold them under until the victim drowns.

hippocampus

Natural Habitat: Ocean

Frequency: Rare
Number: 1‑8 (4)

Description:  The lower half of a hippocampus is that of a fish while the upper half is that of a horse.

Talents, Skills, and Magic: Hippocampus’ have no talents, skills or magic.  They are not tool users.

Movement Rates: Swimming: 600

PS: 37-48
MD: None
AG: 15-18
MA: None
EN: 21-26
FT: 38-46
WP: 9-11
PC: 14‑17
PB: 7-10
TMR: 12
NA: Scales absorb 5 DP

PY: None          LC: None         LB: 9-11

Weapons: Kick (BC: 45%, D10+4 damage)

                 Bite (BC: 25%, D10 damage)

Comments: Hippocampus’ are often found in the company of tritons and merfolk.

ichthyocentaur

Natural Habitat: Ocean

Frequency: Rare
Number: 1‑4 (2)

Description:  This beast is a cross between a centaur and a merman.  It is human above the waist with a dolphin’s tail and the forelegs of a horse.

Talents, Skills, and Magic: An ichthyocentaur will in rare instances be an adept of the College of Water Magics.

Movement Rates: Swimming: 450; Crawling: 150

PS: 10-27
MD: 9-23
AG: 18-27
MA: 5-15
EN: 12-17
FT: 20-27
WP: 10-22
PC: 12‑25
PB: 15-23
TMR: 9/3
NA: Skin absorbs 2 DP

PY: 1-7              LC: 14-19         LB: 10-22

Weapons: Ichthyocentaurs can use weapons as men do.  They can also kick with their hooves (BC: 45%, D10+4 damage) in Melee Combat.

kui
Natural Habitat: Ocean
Frequency: Very Rare
Number: 1‑2 (1)
Description:  A kui is a horrible amalgam of ox and shark.  It has a single leg coming from the center of its chest, a shark’s tail, and a misshapened dorsal fin protruding from its back. 
Talents, Skills, and Magic: A kui can use the lightning spell from the College of Air Magics at Rank 8-10.  It also possesses the ability to regenerate at the same rate as a troll unless harmed by magic or magical weapons.
Movement Rates: Crawling: 25; Swimming: 375
PS: 42-53
MD: 7-9
AG: 10-13
MA: None
EN: 25-30
FT: 36-45
WP: 7-10
PC: 10‑14
PB: 6-8
TMR: 1/7
NA: Skin absorbs 5 DP

PY: None          LC: None         LB: 7-10
Weapons: Kui attack with their bite (BC: 40%, D10+7 damage) in Close or Melee Combat or their kick (BC: 50%, D10+5 damage) in Melee.
Comments: A kui will attack ships to obtain the bodies of sailors to eat.
makara
Natural Habitat: Marsh
Frequency: Very Rare
Number: 1‑2 (1)

Description:  The top half of a makara is that of a tiger while the bottom half is that of a large fish.
Talents, Skills, and Magic: Makaras have no talents, skills or magic.  They are not tool users.
Movement Rates: Swimming: 500
PS: 26-32
MD: 11-13
AG: 19-23
MA: None
EN: 23-27
FT: 33-40
WP: 8-10
PC: 14‑18
PB: 5-8
TMR: 10
NA: Fur absorbs 5 DP

PY: None          LC: None         LB: 8-10
Weapons: Bite (BC: 45%, D10+2 damage).  Claws (BC: 30%, D10-1 damage, Ranks 1-2).  Both may be used in Melee or Close Combat
Comments: Makaras will attack humans with little provocation and some have been known to develop a positive craving for human flesh.
morou-ngou
Natural Habitat: Marsh
Frequency: Rare
Number: 1‑2 (1)

Description:  The morou-ngou is a large water-leopard, fully 8 feet long.  It has gills and webbed paws.
Talents, Skills, and Magic: Morou-ngou have no talents, skills or magic.
Movement Rates: Swimming: 400; Running: 300
PS: 28-35
MD: 24-30
AG: 28-32
MA: None
EN: 14-17
FT: 22-28
WP: 7-10
PC: 19‑24
PB: 6-9
TMR: 8/6
NA: Fur absorbs 2 DP

PY: None          LC: None         LB: 7-10
Weapons: Bite (BC 30%, D10 damage) and claws (BC 30%, D10‑1 damage, Rank 1‑3).

narwhal
Natural Habitat: Ocean
Frequency: Very Rare
Number: 1‑2 (1)
Description:  The narwhal is a whale-like mammal up to 20 feet in length, with a large spiral horn projecting from its head.
Talents, Skills, and Magic: Narwhales have no talents, skills or magic.
Movement Rates: Swimming: 350
PS: 38-43
MD: None
AG: 15-17
MA: None
EN: 29-33
FT: 50-58
WP: 12-13
PC: 13‑15
PB: 9-11
TMR: 7
NA: Hide absorbs 3 DP

PY: None          LC: None         LB: 12-13
Weapons: In Melee Combat, a narwhale uses its horn (BC: 60%, D10+8 damage).

telchine
Natural Habitat: Ocean
Frequency: Rare
Number: 1‑4 (2)
Description:  A telchine is an enormous sea-dwelling, dolphine-shaped creature, with flippers for hands and the head of a dog.
Talents, Skills, and Magic: Telchines are great weaponsmiths (Rank 7+) and are powerful mages, usually of the College of Shaping Magics.
Movement Rates: Swimming: 750
PS: 17-21
MD: 18-20
AG: 21-23
MA: 12-15
EN: 13-18
FT: 25-30
WP: 16-20
PC: 17‑21
PB: 9-12
TMR: 15
NA: Skin absorbs 6 DP

PY: 10-20          LC: 15-18         LB: 16-20
Weapons: Telchines can bite in Melee or Close Combat (BC: 60%, D10+8 damage).

triton

Natural Habitat: Ocean

Frequency: Rare
Number: 1‑100 (2)

Description: tritons are extremely man-like, although they are generally taller, their skin is a pale green in colour and their hair a blue-green.

Talents, Skills, and Magic: See 6.37
Movement Rates: Running: 325; Swimming: 325
PS: 8‑26
MD: 5‑23
AG: 9‑27
MA: 7-25
EN: 9‑27
FT: 23‑29
WP: 9‑27
PC: 9‑27
PB: 5‑23
TMR: 6
NA: None

Weapons: Tritons employ a variety of weapons including tridents, spears, short swords, and powerful crossbows.

[1.3] Other Aquatic Life

   This section includes afanc, aspidochelone, bengil crab, eels, hide, kraken, lucsa, octopi, scolopendra, squids, and wavepacks. These creatures are often intelligent and usually hostile to adventurers.

afanc
Natural Habitat: Lakes
Frequency: Very Rare
Number: 1‑2 (1)

Description:  An afanc is a giant toothed worm, 60 feet in length and 6 feet in diameter.
Talents, Skills, and Magic: Afanc have no talents, skills or magic.
Movement Rates: Crawling: 150
PS: 85-95
MD: 7-11
AG: 7-11
MA: None
EN: 25-30
FT: 83-87
WP: 5-8
PC: 7‑9
PB: 4-6
TMR: 3
NA: Skin absorbs 8 DP

PY: None          LC: None         LB: 5-8
Weapons: The afanc bites in Melee Combat (BC: 40%, D10+12 damage).

aspidochelone
Natural Habitat: Ocean
Frequency: Very Rare
Number: 1

Description:  The aspidochelone is a gigantic creature that resembles a cross between a whale and a turtle.  It is a 14 hex monster.
Talents, Skills, and Magic: Aspidochelones have no talents, skills or magic.
Movement Rates: Crawling: 250
PS: 200-300
MD: None
AG: 7-11
MA: None
EN: 100-200
FT: 300-400
WP: 5-8
PC: 7‑9
PB: 6-7
TMR: 5
NA: Shell absorbs 10 DP

PY: None          LC: None         LB: 5-8
Weapons: The aspidochelone can swallow most creatures whole (BC: 50%).

Comments: If seen floating on the surface of the ocean an aspidochelone appears to be a small island.  Its back may have many types of seaweed and even small trees.  People may land and move around on this “island” and the creature will do nothing.  If a fire is lit however the creature will submerge, wrecking any nearby boats and drowning any people who were on its back.

Bengil Crab
Natural Habitat: Beaches, Shoals
Frequency: Uncommon
Number: 1‑10 (5)
Description:  A bengil crab is a giant crab.
Talents, Skills, and Magic: Bengil crabs have no talents, skills or magic.
Movement Rates: Crawling: 250
PS: 12-22
MD: 3-9
AG: 5-10
MA: None
EN: 5-8
FT: 6-9
WP: 5-6
PC: 7‑11
PB: 2-6
TMR: 5
NA: Shell absorbs 2 DP

PY: None          LC: None         LB: 5-6
Weapons: The bengil crab can attack in Melee or Close Combat with its two claws (BC: 35%, D10+1 damage).  

hide
Natural Habitat: Ocean
Frequency: Rare
Number: 1‑4 (2)
Description:  Hides are sandy-coloured creatures that resemble octopi.  Except for a head that looks like a small lump in the hides middle they are completely flat.
Talents, Skills, and Magic: Hides are immune to all known poison.
Movement Rates: Swimming: 300
PS: 14-18
MD: 8-12
AG: 8-12
MA: None
EN: 65-85
FT: 70-80
WP: 17-21
PC: 13‑16
PB: 4-6
TMR: 6
NA: Hide absorbs 5 DP

PY: None          LC: None         LB: 17-21
Weapons: In any given Pulse a hide can attack with all 8 of its tentacles, though only 3 can be used against any one character (BC: 60%, no damage but the character is restrained).  In the next Pulse it will raise the character to its mouth and bite (BC: 35%, D10+14 damage).  

Comments: For every 15 points of damage inflicted on a hide one of its tentacles has been severed.

lucsa
Natural Habitat: Marsh, Ocean
Frequency: Rare
Number: 1‑6 (2)

Description:  The lucsa resembles an octopus but its 6 tentacles end in hands, not suckers.  The body is bony, unlike that of an octopus, and it has teeth rather than a beak.
Talents, Skills, and Magic: Lucsa have no talents, skills or magic.
Movement Rates: Swimming: 200
PS: 150-200
MD: 16-18
AG: 13-15
MA: None
EN: 48-63
FT: 64-80
WP: 6-8
PC: 17‑19
PB: 4-6
TMR: 4
NA: Skin absorbs 4 DP

PY: None          LC: None         LB: 6-8
Weapons: A lucsa may attack with all of its 6 tentacles (BC: 75%, D10+1 damage) in Melee or Close or its bite (BC: 25%, D10+13 damage) in Close.

scolopendra
Natural Habitat: Ocean
Frequency: Common
Number: 1‑2 (1)

Description:  A scolopendra is a large marine millipede, around 2 feet long, and weighs about one pound.
Talents, Skills, and Magic: Scolopendras have no talents, skills or magic.
Movement Rates: Swimming: 100; Crawling: 100
PS: 1
MD: None
AG: 20-25
MA: None
EN: 1
FT: None
WP: 3-5
PC: 10‑12
PB: 2-4
TMR: 2/2
NA: None

PY: None          LC: None         LB: 3-5
Weapons: A scolopendra can only attack in Close Combat with its bite (BC: 25%).  If the bite is successful roll D10.  If the number is greater than the character’s armour protection rating the character takes 4 DP/Pulse for D5 Pulses.

Comments: Scolopendras are irresistibly drawn to ships to raid the food on board.  Any food so raided becomes inedible to any other creature.

wavepack
Natural Habitat: Ocean
Frequency: Uncommon
Number: 50‑1000 (500)
Description:  Each individual member of a wavepack is a gas-filled float with 8-12 long, thin tentacles attached.  They appear in immense numbers floating along with their tentacles hooked together, uniting the whole into a single mass.  They rarely grow a float larger than 3 feet in diameter.  The colour is a bright red which glows in the dark.
Talents, Skills, and Magic: A wavepack has no talents, skills or magic.
Movement Rates: Drift: As wind speed.
PS: 6-8
MD: 14-16
AG: 4-5
MA: None
EN: 5-6
FT: 10-11
WP: 17-19
PC: 3-4
PB: 5-7
TMR: V
NA: Hide absorbs 2 DP

PY: None          LC: None         LB: 17-19
Weapons: The wavepack attacks with its tentacles (BC: 20%, D10+1 damage), wrapping them around the target and giving electric shocks.  It can shock up to 5 times each pulse with a pair of tentacles.

Comments: Wavepacks are normally found only in deep water.  They have no eyes and hunt by sensing sound and water vibrations.  If a party in a boat remain perfectly still the wavepack will be unable to sense them.  Note that each wavepack member occupies 1 hex and can attack as if any of the surrounding 6 hexes are its front.

2. Avians

   Avians include only those species listed in this rule Section, though other Species have a flying capacity and the rules governing flying in this section apply to all species using that option.

   Whenever an avian (or any other entity that is a flyer) is air‑borne, the character’s height above the ground and/or any obstacle may have to be noted (especially in the case of combat situations). When calculating the range between two characters when one or both are airborne, the following formula is used: a2+b2=c2. a=the distance between the two characters in feet. b=the difference between the height of the two characters from the ground. c=the range between the characters. A character may not attack another character in Melee Combat when one or both are airborne unless the Range between them is 5 feet or less. A character may not attack a character in Close Combat when one or both are airborne unless they occupy the same hex and the height difference is 3 feet or less. A character may not attack another character in Ranged Combat when one or both are airborne unless the range to the target as calculated in this Section is within the maximum range of the weapon or spell the attacker is using.

   The Base Chance of hitting an airborne character is always modified by –20%. The Base Chance of an airborne character hitting a target on the ground is modified by –15%. The Base Chance of an airborne character hitting another airborne character is modified by –10%. These modifiers apply to Close, Melee and Ranged Combat, but not to magic.

   Whenever an airborne character occupies the same hex as another conscious, unstunned character and the height differential is 3 feet or less, they are automatically in Close Combat. An airborne character will be pulled from the air and made to adopt a Prone Position in Close Combat if the combined (PS+AG) of the airborne character are less than the combined (PS+AG) of the character on the ground. If both characters are flying, or if the combined (PS+AG) of the airborne character is equal to or greater than that of the non‑airborne character, the Close Combat will be conducted with the airborne character remaining airborne and, possibly, with both characters airborne (GM’s discretion as to how much weight a flying character can carry into the air in such circumstances).

   An airborne character can enter the same hex as a stunned or unconscious character or as a character who is 5 feet or more above or below him without having to enter Close Combat. An airborne character can make a Charge Attack by “diving” on the target.

   The larger avians can be used as steeds or will carry characters or objects in their talons or claws. Generally, except for eagles, only Fantastical Avians will carry characters or objects.

[2.1] Common Avians

Common Avians include buzzards, cormorants, cranes, crows, cuckoos, eagles, geese, goshawks, halcyons, ibis, meadow larks, ostriches, owls, parrots, quetzals, ravens, roosters, swans, vultures.

CORMORANT

Natural Habitat: Rivers

Frequency: Common
Number: 1‑4 (2)

Description: A large water bird with a long neck and a pouch under the beak. 

Talents, Skills, and Magic: Cormorants possess no special skills or talents and are not tool or magic users.

Movement Rates: Flying: 950

PS: 4‑5
MD: 16‑20
AG: 16‑20
MA: None
EN: 6‑7
FT: 9‑11
WP: 8‑I0
PC: 19‑20
PB: 10‑11
TMR: 19
NA: Feathers absorb 1 DP

Weapons: Cormorants can attack only in Close Combat with their beak (BC 45%, D10‑6 damage).

Comments: Cormorants can be trained to catch and retain fish.  10% of the cormorants encountered will be evil.  These birds have weak acid for blood and if struck by a “B” class weapon will splash blood on its attacker doing D10-4 damage.

CRANE

Natural Habitat: Rivers

Frequency: Uncommon
Number: 1‑20 (10)

Description: Cranes are long-legged, long-billed wading birds.

Talents, Skills, and Magic: Cranes possess no special skills or talents, and are not tool or magic users.

Movement Rates: Flying: 475

PS: 7‑10
MD: 14‑16
AG: 15‑17
MA: None
EN: 7‑8
FT: 10‑12
WP: 7‑9
PC: 18‑21
PB: 9‑11
TMR: 9
NA: Feathers absorb 1 DP

Weapons: Cranes can attack only in Close Combat with their long beak (BC 40%, D10‑3 damage).

Comments: There is a 1% chance [non-cumulative] that any single crane is a shape-changing woman.

CROW

Natural Habitat: All habitats except Ocean, Cavern or Crypt.

Frequency: Common
Number: 1‑40 (20)

Description: Crows are 1-2 feet in length with dark black feathers.

Talents, Skills, and Magic: Crows possess no special skills or talents, and are not tool or magic users.

Movement Rates: Flying: 900

PS: 3‑4
MD: 16‑19
AG: 18‑20
MA: None
EN: 4‑5
FT: 7‑9
WP: 7‑9
PC: 18‑21
PB: 8‑11
TMR: 18
NA: Feathers absorb 1 DP 

Weapons: Crows can attack only in Close Combat with their beak (BC 50%, D10‑6 damage).

Comments: When in combat crows tend to go for the eyes, so the armour protection rating for the character defending against crows should be decreased by 3 or 4 points.

CUCKOO

Natural Habitat: Woods

Frequency: Uncommon
Number: 1‑2 (1)

Description: Cuckoos can be of several types, but in general are small birds with brown-stripped plumage.

Talents, Skills, and Magic: Cuckoos possess no special skills or talents, and are not tool or magic users.

Movement Rates: Flying: 375

PS: 1‑2
MD: 14‑16
AG: 14‑16
MA: None
EN: 2‑3
FT: 3‑5
WP: 6‑8
PC: 19‑21
PB: 11‑13
TMR: 7
NA: None

Weapons: Cuckoos can attack only in Close Combat with their beak (BC 45%, D10‑8 damage).

Comments: There is a 30% chance a cuckoo speaks the character’s language and will willingly pass on any useful information it possesses.  If it suspects there are evil members in the party all information provided will be false.

GOOSE

Natural Habitat: Marsh, Field

Frequency: Common
Number: 1‑10 (3)

Description: Geese are large aggressive birds with long necks, short beaks and loud calls.

Talents, Skills, and Magic: Geese possess no special skills or talents, and are not tool or magic users.

Movement Rates: Flying: 800

PS: 2‑4
MD: 11‑13
AG: 17‑19
MA: None
EN: 5‑7
FT: 5‑7
WP: 7‑9
PC: 20‑21
PB: 8‑10
TMR: 16
NA: Feathers absorb 1 DP

Weapons: Geese can attack only in Close Combat with their bite (BC 55%, D10‑7 damage).

HALCYON

Natural Habitat: Ocean

Frequency: Rare
Number: 1‑12 (6)

Description: Halcyons are birds that resemble kingfishers in size and shape.  They have bright blue wings and bright orange breasts.

Talents, Skills, and Magic: Halcyons possess no special skills or talents, and are not tool or magic users.

Movement Rates: Flying: 825

PS: 2‑3
MD: 21‑23
AG: 19‑21
MA: None
EN: 3‑4
FT: 5‑6
WP: 8‑11
PC: 19‑21
PB: 9‑11
TMR: 16
NA: Feathers absorb 1 DP

Weapons: A Halcyon can attack only in Close Combat with their beak (BC 60%, D10‑8 damage), or two claws (BC: 55%, D10-9 damage).

Comments: Halcyons are protected by the god of the sea and the god of love.  Both will punish killers of Halcyons or reward their helpers.

IBIS

Natural Habitat: Marsh

Frequency: Rare
Number: 1‑20 (10)

Description: Ibis’ can be of several types, but in general they are 2-2.5 feet in length.  Plumage is usually white and black.

Talents, Skills, and Magic: Ibis’ possess no special skills or talents, and are not tool or magic users.

Movement Rates: Flying: 750

PS: 3‑5
MD: 15‑17
AG: 14‑16
MA: None
EN: 6‑7
FT: 9‑10
WP: 8‑10
PC: 18‑21
PB: 9‑11
TMR: 15
NA: Feathers absorb 1 DP

Weapons: An ibis can attack only in Close Combat with their beak (BC 45%, D10‑6 damage).

Comments: The ibis is considered sacred by some religious groups.

MEADOW LARK

Natural Habitat: Woods, Plains

Frequency: Very Rare
Number: 1‑2 (1)

Description: A meadow lark is a small yellow breasted songbird the size of a thrush.

Talents, Skills, and Magic: Meadow larks possess no special skills or talents, and are not tool or magic users.

Movement Rates: Flying: 900

PS: 2‑3
MD: 14‑16
AG: 14‑16
MA: None
EN: 2‑3
FT: 4‑6
WP: 7‑9
PC: 16‑18
PB: 12‑14
TMR: 18
NA: Feathers absorb 1 DP

Weapons: A meadow lark can attack only in Close Combat with its beak (BC 40%, D10‑8 damage).

Comments: Some meadow larks speak common and will warn characters of danger.

OSTRICH

Natural Habitat: Plains

Frequency: Common
Number: 1‑20 (10)

Description: An ostrich is a large, black and white flightless bird standing up to 8 feet tall.

Talents, Skills, and Magic: Ostriches possess no special skills or talents, and are not tool or magic users.

Movement Rates: Flying: 500

PS: 20‑24
MD: 14‑16
AG: 18‑22
MA: None
EN: 14‑16
FT: 17‑19
WP: 8‑10
PC: 17‑21
PB: 9‑11
TMR: 10
NA: Feathers absorb 2 DP

Weapons: Ostriches can peck in Close and Melee Combat (BC: 45%, D10-4 damage).  They can also kick in Melee Combat (BC: 55%, D10+3 damage, Rank 1-5).

Comments: If kicked by an ostrich a character must roll 3 x AG or less or fall.  This also applies to mounted riders as ostriches can kick exceedingly high.

PARROT

Natural Habitat: Woods, Seas

Frequency: Uncommon
Number: 1‑40 (10)

Description: Parrots can be of several different types, but most have hooked bills and are between 12-18 inches long.

Talents, Skills, and Magic: Parrots can mimic human speech.  They possess no other special skills or talents, and are not tool or magic users.

Movement Rates: Flying: 600

PS: 3‑4
MD: 18‑20
AG: 22‑24
MA: None
EN: 2‑4
FT: 4‑7
WP: 7‑8
PC: 15‑18
PB: 7‑10
TMR: 12
NA: Feathers absorb 1 DP

Weapons: Parrots can attack in Close Combat only with one bite (BC 45%, D10‑6 damage).

Comments: A parrot will bring 10-20 silver pennies when sold.  Other types of mimics [such as the jackdaw and mynah] have the same stats and will bring the same amount.

QUETZAL

Natural Habitat: Woods, preferably Deep Forest

Frequency: Rare
Number: 1‑2 (1)

Description: Quetzals [and other birds such as the Bird of Paradise] are small birds with multicoloured plumage and long tail feathers.

Talents, Skills, and Magic: Quetzals possess no special skills or talents, and are not tool or magic users.

Movement Rates: Flying: 600

PS: 2‑3
MD: 18‑20
AG: 16‑18
MA: None
EN: 2‑3
FT: 4‑6
WP: 9‑11
PC: 20‑21
PB: 12‑14
TMR: 12
NA: Feathers absorb 1 DP

Weapons: Quetzals can attack in Close Combat only with one bite (BC 40%, D10‑8 damage).

Comments: Quetzals are considered sacred to some cults.  A quetzal’s feathers are worth 100-200 silver pennies per handful.

Raven

Natural Habitat: Rough, Plains, Waste

Frequency: Uncommon
Number: 1‑60 (15)

Description: Ravens are large black birds, standing two foot high, with a 5 foot wingspan.

Talents, Skills, and Magic: Ravens possess no special skills or talents, and are not tool or magic users.

Movement Rates: Flying: 800

PS: 6‑9
MD: 18‑20
AG: 17‑19
MA: None
EN: 6‑9
FT: 12‑14
WP: 15‑17
PC: 16‑20
PB: 8‑10
TMR: 16
NA: Feathers absorb 2 DP

Weapons: Ravens may attack with beak or two talons without penalty. They will Close in great numbers, or attack the eyes if alone. 
Beak: BC 45%, [D – 3], Close, Rank 0. 

Talons: BC 75%, [D – 2], Close, Rank 1-4. 

Comments: Unlike raptors, they will band together and mob other birds, commonly driving other predators including their great rival, the eagle, away from their territory. Ravens are not afraid of humans, and can be made pets. They like shiny baubles and sometimes collect small metal objects in their nests. They can be trained to speak a few words. Ravens are often used by evil forces as scouts. 
ROOSTER

Natural Habitat: Fields [only around people]

Frequency: Common
Number: 1‑2 (1)

Description: Roosters are common barnyard fowls.

Talents, Skills, and Magic: Roosters possess no special skills or talents, and are not tool or magic users.

Movement Rates: Running: 250; Flying: 300

PS: 2‑3
MD: None
AG: 18‑21
MA: None
EN: 1‑2
FT: 2‑3
WP: 8‑11
PC: 15‑17
PB: 8‑11
TMR: 5/6
NA: Feathers absorb 1 DP

Weapons: Roosters can attack in Close Combat only with one peck (BC 35%, D10‑7 damage).

Comments: Roosters can only fly a limited distance [usually only a few yards].  A rooster will normally be found with 10-20 hens and chicks.

SWAN

Natural Habitat: Marsh, especially Lakes.

Frequency: Uncommon
Number: 1‑16 (8)

Description: Swans are large aquatic birds with white or black plumage.

Talents, Skills, and Magic: Swans possess no other special skills or talents, and are not tool or magic users.

Movement Rates: Flying: 450

PS: 7‑10
MD: 12‑15
AG: 16‑18
MA: None
EN: 5‑7
FT: 8‑10
WP: 7‑9
PC: 20‑21
PB: 11‑13
TMR: 9
NA: Feathers absorb 1 DP

Weapons: Swans can bite in Close Combat (BC: 45%, D10-4 damage) and strike with both wings (BC: 35%, D10-7 damage) in the same Pulse.

Vulture

Natural Habitat: Rough, Plains, Waste

Frequency: Common
Number: 1‑60 (10)

Description: These birds have dark brown plumage and thin, featherless necks of a beige colour. Their beaks are black and snub-tipped. They prey on the dead and near dead (especially if unconscious). 
Talents, Skills, and Magic: Vultures can see each other miles away, and thus when one vulture descends for a meal, others soon follow. Except for their keen eyesight, vultures possess no special talents, skills or magic. They are not tool users. 
Movement Rates: Flying: 600

PS: 3‑5
MD: 15‑17
AG: 14‑16
MA: None
EN: 6‑7
FT: 9‑11
WP: 8‑10
PC: 17‑20
PB: 8‑10
TMR: 12
NA: Feathers absorb 1 DP

Weapons: A vulture may attack with its claws and beak. 
Claws: BC 45%, [D – 5], Close, Rank 0.  Bite: BC 40%, [D – 6], Close, Rank 0. 

[2.2] Fantastical Avians

   Fantastical Avians include alicanto, bird-bears, bone-eater birds, boobries, charadrius, dragonets, eblis, feloons, filsars, gams, gargoyles, goins, great owls, gryphons, gwaefir, halulu, harpies, hippogriffs, hsiao, jingwei, konobas, orpsu, pegasi, peryton, phoenixes, rocs, strix, stymphalids, tarns, tengus, and vores.

ALICANTO

Natural Habitat: Deep Woods

Frequency: Very Rare
Number: 1‑2 (1)

Description: An alicanto is a large peacock-like bird 20-30 pounds in weight, with silver or gold tail-feathers. 

Talents, Skills, and Magic: Alicantos possess no special skills or magical abilities, but their special talent is their ability to detect any gold or silver within 100 feet.

Movement Rates: Flying: 400

PS: 2‑3
MD: 15‑17
AG: 5‑7
MA: None
EN: 4‑5
FT: 7‑9
WP: 9‑11
PC: 18‑20
PB: 16‑18
TMR: 8
NA: Feathers absorb 2 DP

Weapons: Alicantos can attack in Close Combat only with one bite (BC 50%, D10‑1 damage).

Comments: Alicantos feed on silver or gold.  They are clumsy fliers often bumping into trees and other obstacles.  They can be tamed but will pine to death within 2-3 days.

BIRD-BEAR

Natural Habitat: Waste [especially artic], Rough, Plains.

Frequency: Rare
Number: 1‑2 (1)

Description: Bird-Bears are large beasts with the body of a bear and bird-like wings and feet.

Talents, Skills, and Magic: Bird-Bears possess no special skills or magical abilities, but their special talent is their ability to detect any gold or silver within 100 feet.

Movement Rates: Running: 250; Flying: 500

PS: 36‑38
MD: 10‑15
AG: 10‑15
MA: None
EN: 30‑34
FT: 36‑41
WP: 8‑10
PC: 19‑23
PB: 5‑9
TMR: 5/10
NA: Fur absorbs 5 DP

Weapons: In Melee Combat the bird-bears can make two claw attacks (BC: 40%, D10+3 damage, Ranks 1-2) and in Close Combat can also bite (BC: 20%, D10+4 damage, Ranks 1-3).

Comments: Bird-Bears are bad tempered man-eaters.

BOOBRIE

Natural Habitat: Marsh, Plains, Rough

Frequency: Very Rare
Number: 1‑2 (1)

Description: A boobrie is a giant waterfowl resembling a 9-foot long, jet-black loon.

Talents, Skills, and Magic: Boobries can breathe water as easily as air.  Other than this they possess no special skills and do not use tools or magic.
Movement Rates: Flying: 375; Swimming: 200

PS: 35‑40
MD: 10‑12
AG: 10‑12
MA: None
EN: 25‑30
FT: 31‑37
WP: 8‑10
PC: 15‑18
PB: 8‑10
TMR: 7/4
NA: Feathers absorb 5 DP

Weapons: Boobries attack in Melee and Close Combat with two claw attacks (BC: 50%, D10+3 damage) and a bite (BC: 65%, D10+8 damage) in the same Pulse.

Comments: Boobries sleep at the bottom of lakes and fly up to eat livestock

CHARADRIUS

Natural Habitat: Marsh, Plains, Woods

Frequency: Very Rare
Number: 1

Description: The charadrius is the size of a heron, pure white in plumage with a curved, hook beak.

Talents, Skills, and Magic: A charadrius has the ability to cure any being of any disease if kept within 5 feet of the afflicted  for a period of 1 hour.  After which the charadrius will be a grey colour and must be set free or will die.
Movement Rates: Flying: 700

PS: 3‑5
MD: 11‑14
AG: 11‑14
MA: None
EN: 9‑12
FT: 17‑21
WP: 14‑16
PC: 17‑20
PB: 9‑11
TMR: 14
NA: Feathers absorb 1 DP

Weapons: A charadrius’ bite is totally ineffective.

Comments: A charadrius is much sort after and is worth 1000 silver pennies.

Eblis

Natural Habitat: Marsh

Frequency: Very Rare
Number: 1‑16 (8)

Description: Eblisi resemble 8-foot tall grey-brown storks.

Talents, Skills, and Magic: Eblisi are competent mages, specializing in the College of Illusions.
Movement Rates: Flying: 300; Running: 300

PS: 13‑17
MD: 18‑21
AG: 26‑30
MA: 15-17
EN: 11‑15
FT: 18‑21
WP: 12‑15
PC: 16‑20
PB: 11‑14
TMR: 6/6
NA: Feathers absorb 1 DP

Weapons: Eblisi may attack in Melee or Close Combat by pecking (BC: 50%, D10 damage, Ranks 1-4).  

Comments: An eblis may (25% possess magical items in its home.  The home will be difficult to find however.

Feloon

Natural Habitat: Deep Forest

Frequency: Very Rare
Number: 1‑20 (10)

Description: A feloon resembles large apes with flaps of skin extending from wrist to ankle. 

Talents, Skills, and Magic: Feloons have no talents, skills or magic.

Movement Rates: Running: 350; Flying: 500

PS: 27‑36
MD: 20‑23
AG: 19‑23
MA: None
EN: 28‑33
FT: 23‑28
WP: 12‑16
PC: 12‑18
PB: 3‑7
TMR: 7/10
NA: Fur absorb 7 DP

Weapons: Feloons can claw (BC: 50%, D10+5 damage) or bite (BC: 30%, D10-2 damage) in Close Combat, but not in the same Pulse.

filsar

Natural Habitat: Rough

Frequency: Rare
Number: 1‑10 (1)

Description: A filsar resembles a winged ape with an elephantine head.

Talents, Skills, and Magic: Filsars possess no special skills or talents, and are not tool or magic users.

Movement Rates: Flying: 700; Running: 350

PS: 16‑20
MD: 15‑20
AG: 15‑20
MA: None
EN: 10‑12
FT: 15‑17
WP: 7‑9
PC: 17‑21
PB: 3‑6
TMR: 14/7
NA: Furs absorbs 2 DP

Weapons: Filsar can use their bare hands as per the Unarmed Combat rules, but with an additional +2 added to Damage.  They may also bite in Close Combat (BC: 30%, D10+2 damage).

Comments: Filsars are inimical to humans and will attack them on sight, but will not chase them over water.

Gam

Natural Habitat: Marsh, Woods, Rough

Frequency: Very Rare
Number: 1‑2 (1)

Description: A gam resembles a gigantic osprey.  It stands 40 feet high, weighs 1,500-2000 pounds, and has a reach of 18 feet.

Talents, Skills, and Magic: Gams possess no special skills or talents, and are not tool or magic users.

Movement Rates: Flying: 2400; Running: 400

PS: 100‑120
MD: 12‑16
AG: 17‑21
MA: None
EN: 130‑175
FT: 50‑60
WP: 8‑11
PC: 7‑10
PB: 8‑11
TMR: 48/8
NA: Feathers absorb 7 DP

Weapons: Gams are fearsome creatures in battle.  They can engage in Melee combat from a range of 4 hexes, and they can make 3 attacks without penalty.  They attack once with a peck (BC: 65%, D10+10 damage) and twice with claws (BC: 55%).  The claws do no damage but if a hit is achieved the victim is restrained and the gam will swallow the victim whole.  The character is accounted as dead at this point.

Comments: Gams will attempt to dam up rivers to create lakes in which to rest.  They will ignore humans unless directly attacked.  Their work however often results in floods.

goin

Natural Habitat: Marsh, Deep Woods

Frequency: Rare
Number: 1‑6 (3)

Description: A goin is a large predatory bird weighing 250-300 pounds.  It has the legs, claws and hide of a crocodile under its feathers.

Talents, Skills, and Magic: Goin possess no special skills or talents, and are not tool or magic users.

Movement Rates: Flying: 600

PS: 15‑20
MD: 10‑14
AG: 13‑16
MA: None
EN: 8‑10
FT: 16‑19
WP: 9‑11
PC: 14‑17
PB: 8‑10
TMR: 12
NA: Scales absorb 7 DP

Weapons: Goin attack in Close Combat with 2 claw attacks (BC: 50%, D10-6 damage, Rank 1) and their beak (BC: 30%, D10 damage, Rank 0-1).  

great owl

Natural Habitat: Rough, Waste, Plains

Frequency: Very Rare
Number: 1‑2 (1)

Description: A great owl resembles a gigantic 30 foot tall owl with two oversized glowing eyes.

Talents, Skills, and Magic: A great owl’s gaze is transfixing, and any creature that looks into a great owl’s eyes must roll 3 x WP or less or remain transfixed until the great owl removes its gaze.  All great owls are able to induce fear at will.  Characters must roll 3 x WP or less or roll on the fright table.
Movement Rates: Flying: 600

PS: 90‑100
MD: 11‑15
AG: 11‑15
MA: None
EN: 90‑100
FT: 70‑80
WP: 14‑18
PC: 20‑22
PB: 9‑11
TMR: 12
NA: Feathers absorb 9 DP

Weapons: Great owls attack with a bite (BC: 55%, D10+10 damage) and twice with claws (BC: 50%, D10+8 damage) in Melee Combat in the same Pulse without penalty.

gwaefir

Natural Habitat: Rough

Frequency: Uncommon
Number: 1‑200 (10)

Description: A gwaefir is a lithe humanoid with wings on their back.

Talents, Skills, and Magic: See 6.20
Movement Rates: Running: 275; Flying: 900

PS: 2‑20
MD: 5‑23
AG: 5‑23
MA: 5-23
EN: 2‑20
FT: 18‑24
WP: 7‑25
PC: 5‑23
PB: 9‑27
TMR: 6/18
NA: None

Weapons: Gwaefir prefer the javelin and bow, having Ranks 6-8 with them.  Bola and throwing darts are also common.  Gwaefir may wear any armour which does not impede their flying ability.

halulu

Natural Habitat: Ocean (and islands)

Frequency: Rare
Number: 1‑20 (10)

Description: The halulu is about the size of a man, and looks like a cross between a stork and a vulture.  It weighs about 150 pounds and its feathers seem to move like liquid fire.

Talents, Skills, and Magic: Halulu can make themselves spear as humans.  Treat this as a visual illusion at Rank 6.  Their plumage burn anyone who touches them doing D10-2 damage.  If any hafted or pole weapon hits them three times it will catch fire.
Movement Rates: Running: 150; Flying: 600

PS: 25‑30
MD: 10‑14
AG: 10‑14
MA: None
EN: 10‑13
FT: 18‑21
WP: 7‑9
PC: 15‑18
PB: 6‑8
TMR: 3/12
NA: Feathers absorb 2 DP

Weapons: Halulu may bite in Melee or Close Combat (BC: 50%, D10+1 damage).

Comments: Halulu harass ships and island villages.  They find a victim alone, return to their bird-form and attack.

hsiao

Natural Habitat: Fields, Woods

Frequency: Very Rare
Number: 1‑4 (2)

Description: Hsiaos have the head and wings of a giant owl, a man’s face, an ape’s body and a dog-like tail.  They are roughly man-sized.

Talents, Skills, and Magic: Hisiaos have Rank 5-6 in the General knowledge of the College of Air Magics.
Movement Rates: Running: 150; Flying: 250

PS: 16‑22
MD: 19‑22
AG: 18‑21
MA: 15-18
EN: 15‑19
FT: 19‑23
WP: 6‑9
PC: 16‑20
PB: 6‑9
TMR: 3/5
NA: Fur absorbs 2 DP

Weapons: Hsiaos favour crude clubs.

Comments: For some reason hsiaos love to cause droughts and crop failures.

jingwei

Natural Habitat: Ocean

Frequency: Common
Number: 1‑2 (1)

Description: The jingwei is a small bird with red claws, a speckled head, and a white beak.

Talents, Skills, and Magic: A jingwei’s song is so melancholy that those who hear it must roll 4 x WP or fall on the ground weeping for 6D10 minutes.  Those who stay to listen to the song’s end (it lasts 2 hours) will find their MA and LC raised by 2 and –5% is subtracted from their magic resistance.  These effects are permanent.
Movement Rates: Flying: 525

PS: 2‑3
MD: 16‑18
AG: 21‑23
MA: 1-6
EN: 2‑3
FT: 3‑4
WP: 12‑14
PC: 18‑22
PB: 14‑16
TMR: 10
NA: None

Weapons: A jingwei can make two attacks with its claws (BC: 40%, D10-3 damage) in Close Combat.  

Comments: Anyone attacking a jingwei must make a magic resistance roll or die.

Konoba

Natural Habitat: Plains, Waste, Woods

Frequency: Rare
Number: 1‑2 (1)

Description: The konoba looks like a giant shrike.

Talents, Skills, and Magic: Konobas have no talents, skills or magic.
Movement Rates: Flying: 650

PS: 24‑30
MD: 12‑16
AG: 12‑16
MA: None
EN: 26‑30
FT: 20‑24
WP: 22‑26
PC: 18‑21
PB: 5‑8
TMR: 13
NA: Feathers absorb 3 DP

Weapons: A konoba may charge into a victim (BC: 75%, D10+8 damage).  In Melee or Close Combat a konoba bites (BC: 60%, D10+3 damage).  If beaten off a konoba will attempt to grab its victim, lift it up to its TMR in height and drop him.

orpsu

Natural Habitat: Waste

Frequency: Rare
Number: 1‑12 (7)

Description: An orpsu is a lizard-like creature with a brightly mottled crimson skin, a prehensile tail and pincers.

Talents, Skills, and Magic: Orpsus have no special talents or skills except for their gliding ability. They are not magic or tool users.

Movement Rates: Running: 25; Gliding: 300

PS: 10‑12
MD: None
AG: 8‑11
MA: None
EN: 4‑7
FT: 8‑11
WP: 5‑7
PC: 12‑14
PB: 6‑9
TMR: 1/6
NA: Hide absorbs 1 DP

Weapons: An orpsu can only attack with their bite in Close Combat (BC: 50%, D10+4 damage).  Damage is only used to see if the armour is penetrated, if so the victim suffers 2 DP/Pulse for D10 Pulses until an antidote is taken.  The orpsu may also squeeze with its tail.

Peryton

Natural Habitat: Woods, Rough, Plains

Frequency: Rare
Number: 1‑8 (4)

Description: The peryton is a large beast with the body of a deer and the wings of an eagle.  It weighs between 150-250 pounds.

Talents, Skills, and Magic: Perytons have no special talents or skills except for their flying ability. They are not magic or tool users.

Movement Rates: Running: 300; Flying: 525

PS: 12‑14
MD: 17‑19
AG: 20‑24
MA: None
EN: 12‑16
FT: 18‑22
WP: 10‑12
PC: 20‑26
PB: 11‑13
TMR: 6/10
NA: Hide absorbs 3 DP

Weapons: In battle, a peryton attacks as stag.

Comments: Perytons hate humans and attack them on sight.

strix

Natural Habitat: Caverns, Woods, Rough

Frequency: Common
Number: 1‑200 (50)

Description: A strix is a crow-like bird with a long, sharp beak and large eyes.

Talents, Skills, and Magic: Stirges have no special talents or skills. They are not magic or tool users.

Movement Rates: Flying: 600

PS: 2‑5
MD: 15‑19
AG: 15‑19
MA: None
EN: 4‑5
FT: 7‑9
WP: 7‑10
PC: 18‑21
PB: 7‑9
TMR: 12
NA: Feathers absorb 1 DP

Weapons: A strix can peck in Close Combat (BC: 70%, D10-2 damage).  Once having done damage they stay in the wound and suck 1 DP/Pulse of blood.  If the victim attempts to pull the strix out the victim suffers D10-4 damage due to the barbs on its beak.

Comments: When in combat stirges tend to head for unprotected areas, so the armour protection rating for the stirgges’ victim is reduced by 3-4.

stymphalid

Natural Habitat: Marsh

Frequency: Common
Number: 1‑160 (80)

Description: Stymphalids are the size and shape of cranes with claws, beaks and wings of brass.

Talents, Skills, and Magic: Stymphalids have no special talents or skills. They are not magic or tool users.

Movement Rates: Flying: 600

PS: 10‑14
MD: 12‑16
AG: 14‑16
MA: None
EN: 7‑8
FT: 10‑12
WP: 7‑9
PC: 18‑21
PB: 9‑11
TMR: 12
NA: Feathers absorb 5 DP

Weapons: Stymphalids can fire their feathers in Ranged Combat as if they were arrows (BC: 55%, D10+4 damage).  Each bird fires 6 feathers per Pulse and has enough for 10 Pulses.  The feathers must be aimed within 6 feet of each other.  The bird may also excrete a poisonous excrement (BC: 30%) which does 2 DP/Pulse on contact with exposed skin until washed off (only by holy water or alcohol).  The excrement is alive and if it has hit an armoured portion of the victim’s body it will crawl (1 foot/Pulse) to an exposed area.  In Melee Combat the stymphalid may peck (BC: 45%, D10+3 damage).

Comments: If the stymphalid is exposed to a loud noise it must roll 4 x WP or less or roll on the Fright Table.

tarn

Natural Habitat: Woods, Rough

Frequency: Rare
Number: 1‑20 (1)

Description: The tarn resembles a giant hawk, six times normal size with a crest at the base of the neck.

Talents, Skills, and Magic: Tarns have no special talents or skills. They are not magic or tool users.

Movement Rates: Flying: 1000

PS: 50‑70
MD: 18‑22
AG: 17‑21
MA: None
EN: 21‑29
FT: 32‑37
WP: 9‑11
PC: 16‑18
PB: 10‑12
TMR: 20
NA: Feathers absorb 6 DP

Weapons: Tarns can attack in Close Combat with their beak (BC: 50% D10+5 damage) and two talons (BC: 55%, D10+4 damage) in the same Pulse without penalty.

Comments: Tarns can be trained to be mounts only if they are captured as chicks.

Tengu

Natural Habitat: Woods, Rough

Frequency: Uncommon
Number: 1‑8 (4)

Description: Tengus are humanoid birds with wings, clawed hands and feet, and the head of a hawk.

Talents, Skills, and Magic: see 6.44

Movement Rates: Running: 300; Flying: 400

PS: 14‑19
MD: 22‑26
AG: 23‑29
MA: 15-17
EN: 11‑14
FT: 21‑22
WP: 13‑16
PC: 16‑20
PB: 11‑14
TMR: 6/8
NA: Feathers absorb 1 DP

Weapons: Tengus prefer the katana, war fan and wakazashi and will have Rank 4-6 with each of these weapons.

Comments: Tengus are highly mischievous, and will often play practical jokes to annoy any foolish traveler who enters their realm

vore

Natural Habitat: Rough

Frequency: Rare
Number: 1‑12 (8)

Description: Vores are min-sized humanoids with black plumage, large featherless heads and long yellow-skinned legs culminating in flexible talons capable of wielding weapons.

Talents, Skills, and Magic: Vores possess no special talents or skills and have only limited magical ability but may use tools and weapons.

Movement Rates: Running: 50; Flying: 375

PS: 9‑13
MD: 14‑18
AG: 13‑16
MA: 10-12
EN: 6‑9
FT: 13‑16
WP: 8‑12
PC: 14‑18
PB: 5‑7
TMR: 1/7
NA: None

Weapons: Vores favour throwing darts and broadswords.  They do not use armour but do prefer to poison their weapons (1 DP/Pulse).

Comments: Vores hate centaurs and are complete cowards.

3. Common Land Mammals

[3.1] Apes and Pre‑Humans

Apes and pre‑humans include agropelters, baboons, chimpanzees, dakons, didis, gorillas, krells, monkeys, and orang‑utans in addition to four classes of pre‑humans: ingogos, neanderthals, skandars and sasquatchs. All of these tend to be shy of humans and will usually dwell in high mountains or deep jungle. They have three times the stealth of an average human (30) and are often Adept at tracking and have other talents sometimes associated with the Ranger Skill.

Agropelter

Natural Habitat: Deep Forest

Frequency: Rare
Number: 1-2 (1) 

Description: Agropelters resemble baboons with green fur & long arms

Talents, Skills, and Magic: Agropelters possess no special skills or talents and are neither tool nor magic users.  They do have the ability to accurately throw rocks & branches.

Movement Rates: Running: 300

PS: 8-12
MD: 16‑20
AG: 18‑22
MA: None
EN: 17-21
FT: 21-26
WP: 5‑7
PC: 18‑21
PB: 6‑9
TMR: 6
NA: Fur absorbs 2 DP

Weapons: Agropelters can attack via ranged combat, as per the thrown weapon rules, using rocks & branches.  Agropelters will possess Ranks 1-6 in this skill.  They can also bite in Close Combat (Base Chance: 65%, Damage: +5).

Comments: Agropelters resent humans entering their woods but are timid & will usually hide, unless they see a chance for a good throw.  They will never voluntarily enter Close Combat.

Dakon

Natural Habitat: Woods

Frequency: Rare
Number: 1‑2 (1)

Description: The dakon resembles a gorilla except in it limbs – the lower limbs are small, while the upper limbs are long & muscular & end in enormous paws.

Talents, Skills, and Magic: Dakons have the special talent of turning invisible while whirling rapidly in place.  This produces a droning sound that seems to come from above.

Movement Rates: Whirling: 50; Running: 200

PS: 20-30
MD: 22‑25
AG: 15‑18
MA: None
EN: 24-28
FT: 31-36
WP: 3‑4
PC: 12‑18
PB: 3‑6
TMR: 1/4
NA: Fur absorbs 3 DP

Weapons: Dakons strike with their fists in Close Combat (Base Chance: 45%; +8 Damage).

Didi

Natural Habitat: Deep Forest

Frequency: Rare
Number: 1‑8 (1)

Description: The didi are large apes about the size of gorillas & have pronounced claws  on their fingers & toes.  Their weight can be anything between 300 & 500 pounds.

Talents, Skills, and Magic: Didi have no special talents or skills.  They are not tool or magic users. 

Movement Rates: Running: 400

PS: 24-30
MD: 21‑25
AG: 15‑16
MA: None
EN: 26-31
FT: 29-33
WP: 6‑8
PC: 13‑19
PB: 2‑6
TMR: 8
NA: Fur absorbs 3 DP

Weapons: Didi attack by restraining then biting in Close Combat (Base Chance: 35%, D10-1 Damage) or by rending (Base Chance: 50%, D10+6 Damage).

Comments: Didi do not fear humanoids & will sometimes attack a village en mass.  They are carnivorous.  

Ingogo

Natural Habitat: Deep Forest

Frequency: Rare
Number: 1‑100 (20)

Description: Ingogo are medium-sized humanoids, usually no more than 4 feet tall and 120 pounds in weight.  They appear to be a cross between humans and baboons.

Talents, Skills, and Magic: Ingogo are speech-using, climbing, man-eating, humanoids that refuse to use magic or tools and destroy or throw away all treasure that falls into their hands.

Movement Rates: Running: 250; Climb: 100

PS: 15-21
MD: 14‑17
AG: 15‑18
MA: 1-5
EN: 10-13
FT: 15-19
WP: 7‑10
PC: 15‑19
PB: 7‑10
TMR: 5/2
NA: Fur absorbs 2 DP

Weapons: Ingogos cannot attack except in close combat.  They usually grab their victim (Base Chance: 40%, No Damage) then bite (Base Chance: 65%, D10+4 damage[+10% if grab was successful]). 

Comments: Ingogos drive off wildlife, stampede cattle, steal valuables, waylay travelers, howl at night, and when attacking, scream insults at their victims.  Ingogos are cowardly except in large groups.

Krell

Natural Habitat: Woods

Frequency: Very Rare
Number: 1‑6 (1)

Description: Krell are small six-armed apes, usually no more than 2 feet tall and covered in thick mats of brown hair.  They are incredibly nimble and swing at high speed.

Talents, Skills, and Magic: Krell are intelligent enough to have their own language and possess the equivalent in Spy Rank 2 and Thief Rank 1.

Movement Rates: Running: 150; Climbing: 400

PS: 5-9
MD: 20‑24
AG: 21‑27
MA: None
EN: 4-6
FT: 9-12
WP: 8‑11
PC: 18‑23
PB: 9‑12
TMR: 3/8
NA: Fur absorbs 2 DP

Weapons: Krell bite in Close Combat (Base Chance: 35%, D10-3 damage).

Comments: Krell are extremely shy of humanoids but once trained become very friendly.  A krell is also very curious and will sneak up close, just to hear strangers talking and if the being possesses any shiny objects the krell will steal it.  This habit cannot be trained out of it.  A trained krell is worth 250 SP.

Skandar

Natural Habitat: Rough, Plains

Frequency: Uncommon
Number: 6‑30 (15)

Description: Skandars stand 7 feet tall.  They have thick grey fur, yellow eyes, 4 arms and dog-like muzzles.

Talents, Skills, and Magic: Skandars will possess Merchant skills to at least Rank 4 and Beastmaster skills at Rank 4.  They are not normally magic users but a few may experiment with magic (up to Rank 2 general knowledge spells only).

Movement Rates: Running: 225

PS: 24-31
MD: 25‑35
AG: 9‑14
MA: 1-15
EN: 20-24
FT: 25-31
WP: 8‑10
PC: 12‑17
PB: 5‑8
TMR: 4
NA: Fur absorbs 6 DP

Weapons: A skandar can attack 4 times a pulse in Melee or Close Combat with his claws (Base Chance: 45%, D10+3 damage).  Sometimes they will bare weapons such as swords, battle axes, and heavy crossbows.

Comments: Skandars have a hot fiery temperament and are quick to anger, although they make their living from trade and not warfare.  They tend to keep to themselves.

[3.2] Canines

   The following Canines are covered in this section: bushdogs, cape hunting dogs, coursers, coyotes, crocottas, dholes, dingos, feral dogs, foxes, guard dogs, hounds, jackals, lepse-hounds, qiqirns, and wolves. Most canines tend to be shy of humans and can be found anywhere.

   With the exception of wolves, all canines attack in the same way.  They have the option of either continually biting in close combat, or biting and holding on.  In which case ½ the normal damage is done each Pulse and the victim’s Agility drops by 50%.  All canines have a keen sense of smell and hearing and therefore 20% should be added to their chance to detect a hidden or invisible character.  All canines can track by smell.

Bushdog 

Natural Habitat: Woods, Marsh

Frequency: Common
Number: 1‑12 (6)

Description: The bushdog is a small brownish canine of robust build and averaging 15 pounds in weight, is covered with coarse, sparse fur.

Talents, Skills, and Magic: A bushdog has no special talents or skills and is not a tool or magic user.

Movement Rates: Running: 275

PS: 3‑4
MD: 17‑21
AG: 20‑24
MA: None
EN: 3‑6
FT: 6‑9
WP: 6‑10
PC: 18‑23
PB: 6‑8
TMR: 5
NA: Fur absorbs 1 DP

Weapons: Bite (BC 70%, D10‑5 damage) in Close Combat. 

Comments: Bushdogs are not difficult to train and they love to swim.

Cape Hunting Dog

Natural Habitat: Rough, Plains

Frequency: Common
Number: 1‑60 (4)

Description: A cape hunting dog is a large canine with long legs, an outsized head, powerful jaws and rounded ears.  Their short fur is sparse, and has white splotches on a yellowish background.  The black skin can be seen through the fur in places.

Talents, Skills, and Magic: A cape hunting dog has no special talents or skills and is not a tool or magic user.

Movement Rates: Running: 450

PS: 5‑7
MD: 10‑18
AG: 18‑22
MA: None
EN: 6‑10
FT: 10‑15
WP: 7‑10
PC: 19‑23
PB: 6‑8
TMR: 9
NA: Fur absorbs 1 DP

Weapons: Bite (BC 60%, D10+1 damage) in Close Combat. 

Comments: Cape hunting dogs are  easily trained to train and they will tackle anything short of a hippo.

Courser

Natural Habitat: Any (Near Humanoids)

Frequency: Common
           Number: 1-20

Description: A courser is any type of dog bred by humanoids for running used to hunt light fleet prey or carry messages. These breeds include: greyhounds, and whippets among many others. These dogs are long legged and long bodied than most dogs, with narrow deep chests, large eyes and long muzzles. They also have slightly different characteristics than other dogs (or dingoes). These dogs can be trained and sold without restriction.

Talents, Skills, and Magic: A courser has no special talents or skills and is not a tool or magic user.

Movement Rates: Running: 450

PS: 8‑10
MD: 18‑20
AG: 19‑21
MA: None
EN: 10‑12
FT: 14‑16
WP: 12‑16
PC: 20‑25
PB: 7‑10
TMR: 9
NA: Fur absorbs 2 DP

Weapons: Coursers can bite (BC 65%, D10 damage) in Melee Combat. In Close Combat, they receive a +1 modifier to their bite damage rolls.

Comments:  Coursers have an extremely difficult time resisting the temptation to chase any running creature.  A Willpower roll must be made to resist this if the situation arises.  They can be trained to hunt, and even track (if the Beast Master who trains them works with, or is, a Ranger of at least Rank 0). Well trained Dogs will sell for as much as 100 silver pennies in most cities. If the new master of a courser is not a Beast Master, he must spend one week with the dog and the trainer learning the proper commands for directing its actions, or two weeks if the old master is not available. He can still adventure during the time period, but there will be a chance, equal to the dog’s WP4, that the dog will not obey him if he issues it a command.

Coyote

Natural Habitat: Any

Frequency: Common
Number: 1‑2 (1)

Description: The coyote is a smaller and slightly more intelligent canine than the average wolf, weighing anywhere between 25-45 pounds.  Its fur is tawny, ranging from light yellow to yellow grey in colour.  It has a bushy tail, tipped with black.

Talents, Skills, and Magic: A coyote has no special talents or skills and is not a tool or magic user.  Coyotes are wary and difficult to track or catch [-25% to track]; and over long distances they can out-pace the fastest coursers.

Movement Rates: Running: 400

PS: 5‑7
MD: 19‑21
AG: 19‑21
MA: None
EN: 10‑15
FT: 20‑25
WP: 22‑26
PC: 20‑29
PB: 7‑9
TMR: 8
NA: Fur absorbs 2 DP

Weapons: Bite (BC 60%, D10-4 damage) in Close Combat. 

Comments: Although able to take prey as large as sheep or goats, coyotes generally restrict themselves to mice and berries.  Coyotes can be tamed but not trained.

Crocotta

Natural Habitat: Rough, Plains, Woods

Frequency: Uncommon
Number: 1‑15 (5)

Description: A crocotta appears to be a cross between a wolf and a hyena.  It is roughly the size of a wolf, is quite fierce and has exceptionally strong jaws.

Talents, Skills, and Magic: A crocotta has no special talents or skills and is not a tool or magic user.

Movement Rates: Running: 425

PS: 12‑14
MD: 19‑20
AG: 20‑22
MA: None
EN: 19‑25
FT: 31‑36
WP: 13‑18
PC: 19‑24
PB: 6‑9
TMR: 8
NA: Fur absorbs 3 DP

Weapons: Bite (BC 60%, D10+1 damage) in Close Combat. 

Comments: A crocotta will attack humans on sight, but will give up eventually if its victim proves to be too strong.

Dhole

Natural Habitat: Plains, Woods

Frequency: Common
Number: 1‑100 (16)

Description: A dhole resembles a small reddish wolf.  It cannot bark, but has an unusual howling whistle.  It averages 40 pounds in weight.  

Talents, Skills, and Magic: A cape hunting dog has no special talents or skills and is not a tool or magic user.  Dholes have  incredible stamina, however, and can run for literally days at a time.

Movement Rates: Running: 325

PS: 8‑12
MD: 16‑20
AG: 17‑21
MA: None
EN: 10‑15
FT: 20‑25
WP: 12‑16
PC: 19‑23
PB: 8‑11
TMR: 6
NA: Fur absorbs 2 DP

Weapons: Bite (BC 60%, D10-3 damage) in Close Combat. 

Comments: Dholes can only keep up their maximum speed for a few minutes after which they drop back to 2/3 speed.  Dholes are aggressive and bold and can only be trained if captured when young.  

feral dog

Natural Habitat: within 50 miles of humanoid settlements.

Frequency: Common
Number: 1‑2 (1)

Description: Feral dogs, after a few generations away from their breeder’s control, tend to look like a cross between a coyote and a wolf, with a tawny coat.

Talents, Skills, and Magic: A feral dog has no special talents or skills and is not a tool or magic user.

Movement Rates: Running: 400

PS: 7‑10
MD: 18‑21
AG: 18‑21
MA: None
EN: 12‑18
FT: 25‑33
WP: 20‑24
PC: 19‑27
PB: 6‑9
TMR: 8
NA: Fur absorbs 2 DP

Weapons: Bite (BC 60%, D10-1 damage) in Close Combat. 

hound

Natural Habitat: Anywhere

Frequency: Common
Number: 1‑20 (2)

Description:  Dogs of this type are hevily built, though less so than war dogs, and have a keen sense of smell.  These breeds include the bloodhound, etc.

Talents, Skills, and Magic: A hound has no special talents or skills and is not a tool or magic user.  It does however possess a keen sense of smell, far superior to all other canine breeds (add +20% to any attempt to track a prey)

Movement Rates: Running: 375

PS: 8‑10
MD: 16‑20
AG: 17‑20
MA: None
EN: 12‑15
FT: 18‑22
WP: 10‑14
PC: 24‑28
PB: 6‑12
TMR: 7
NA: Fur absorbs 2 DP

Weapons: Bite (BC 45%, D10+1 damage) in Close Combat. 

lepse-hound

Natural Habitat: Rough, Caverns

Frequency: Uncommon
Number: 1‑8 (4)

Description: Lepse-hounds resemble bull terriers with large fangs and a large scorpion-like tail.

Talents, Skills, and Magic: A lepse-hound has no special talents or skills and is not a tool or magic user.

Movement Rates: Running: 350

PS: 18‑20
MD: 18‑21
AG: 22‑25
MA: None
EN: 13‑15
FT: 22‑25
WP: 8‑10
PC: 20‑24
PB: 6‑9
TMR: 7
NA: Hide absorbs 2 DP

Weapons: A lepse hound can only attack in Close Combat either with their Bite (BC 60%, D10+2 damage) or their Sting (BC: 65%, if the sting hits roll D10+1.  If the roll is greater than the armour rating of the opponent, then the opponent suffers 2 DP/Pulse for D5 Pulses).. 

Comments: Lepse-hounds sometimes live near or travel with a larger or more powerful creature so they can scavenge off its kills.

qiqirn

Natural Habitat: Rough (Artic only)

Frequency: Common
Number: 1‑2 (1)

Description: A qiqirn is a large hairless dog.  The only hair on its body is around the mouth, feet ears and at the tip of its tail.

Talents, Skills, and Magic: Any being within 15 feet of a qiqirn must roll 4 x WP and 4 x EN or less.  Failure on the EN roll means the victim has acquired the epilepsy disadvantage.  A failure on the WP roll means that a roll must be made on the Madness table for the character.  Both effects will last for one hour.

Movement Rates: Running: 400

PS: 23‑27
MD: 12‑15
AG: 10‑14
MA: None
EN: 25‑30
FT: 32‑40
WP: 8‑10
PC: 18‑23
PB: 4‑8
TMR: 8
NA: Fur absorbs 2 DP

Weapons: Qiqirns can only attack in Close Combat with their bite (BC 60%, D10+2 damage).

Comments: A qiqirn will only attack a being if it is affected by madness or epilepsy.  At the slightest sign of aggression it will flee.

[3.3] Felines

   The following felines are covered in this section: cait-sith, cheetahs, cougar, house cats, leopards, lions, mngwa, nemean lion, nunda, raccougar, sabre tooth tigers, tigers and wildcats. Pumas, panthers, and jaguars are all similar to leopards in their size and characteristics, though not in coloration. Lynx, bobcats and ocelots all have the same size and characteristics as the wildcat, though their appearance may differ somewhat. Siamese and Burmese temple cats have the same general characteristics as house cats, but their teeth and claw attacks are more savage (BC 25%, D10‑5 damage).

   With the exception of house cats, all felines attack in the same way. They have the option of making one bite or two claw attacks per Pulse in Melee Combat and can make one bite and four claw attacks in Close Combat. All cats will attempt to enter Close Combat when forced into battle. Individual modifiers and Base Chances are given for each feline. All felines will possess four times the stealth of the average human (40).

Cait-sith

Natural Habitat: Woods (around Elves)

Frequency: Very Rare
Number: 1‑2 (1)

Description: The cait-sith is as large as an average dog.  The fur is black and it has white spots upon its breast.

Talents, Skills, and Magic: The cait-sith possess the ability to walk without leaving a single track.  They possess the power of telepathy and possess their own language.  Other than these cait-sith possess no skills and do not use tools or magic.

Movement Rates: Running: 450; Climbing: 250

PS: 9‑13
MD: 14‑20
AG: 18‑22
MA: None
EN: 15‑18
FT: 25‑30
WP: 17‑20
PC: 22‑25
PB: 8‑11
TMR: 9/5
NA: Fur absorbs 2 DP

Weapons: Bite (BC 20%, D10‑4 damage) in Close Combat. Claws (BC 25%, D10‑6 damage, Rank 1‑4), in either Melee or Close Combat.

Comments: Cait-sith are fast, climb very rapidly, swim well, and are able to leap 20 feet or more with ease.  If their den is found it may contain 1-4 kittens, these may be sold for 200-250 SP each.

nemean lion

Natural Habitat: Plains, Caverns

Frequency: Very Rare
Number: 1‑2 (1)

Description: Nemean lions are large, black cats. The males usually have great black manes and behave as normal lions except for a preference for human flesh.

Talents, Skills, and Magic: Nemean lions possess no skills or talents and are neither tool nor magic users.

Movement Rates: Running: 450

PS: 25‑30
MD: 20‑26
AG: 25‑31
MA: None
EN: 30‑37
FT: 26‑31
WP: 24‑32
PC: 18‑23
PB: 5‑10
TMR: 9
NA: Fur absorbs 3 DP*

Weapons: Bite (BC 35%, D10-1 damage) and claws (BC 45%, D10 damage, Rank 0‑3 (males)).

Comments: * Applies only if using weapons to which the nemean lion is not immune.  The creature is immune to any weapons made from wood, stone, bronze, horn and iron, thereby making most weapons useless against it.

Nunda

Natural Habitat: Deep Forest

Frequency: Uncommon
Number: 1‑4 (2)

Description: Nundas are large, tan cats with black stripes.  Though varying greatly in size, most nundas will be between four and seven feet in length and weigh several hundred pounds. 

Talents, Skills, and Magic: Nundas possess no skills or talents and are neither tool nor magic users.

Movement Rates: Running: 450; Climbing: 150

PS: 24‑29
MD: 21‑26
AG: 25‑30
MA: None
EN: 20‑24
FT: 25‑30
WP: 10‑13
PC: 18‑23
PB: 5‑9
TMR: 9/3
NA: Fur absorbs 4 DP

Weapons: Bite (BC 40%, D10+4 damage) and claws (BC 35%, D10+4 damage, Rank 1‑3).

Comments: Nundas are solitary, nocturnal hunters.  They will attack humanoids with little provocation, and some have been known to develop a positive craving for human cattle.  They also enjoy swimming and will be undeterred by a water barrier between them and their prey.

Paluc cat

Natural Habitat: Woods, Fields

Frequency: Very Rare
Number: 1

Description: A paluc cat resembles a grey leopard with the head of a boar and covered in long dark bristles.  They usually weigh about 400 pounds.

Talents, Skills, and Magic: Paluc cats have no special talents or skills and are not tool or magic users.  They do have the ability to climb trees and move between branches with ease and will often attack by dropping onto their prey.

Movement Rates: Running: 400; Climbing: 200

PS: 22‑27
MD: 19‑24
AG: 24‑29
MA: None
EN: 17‑22
FT: 22‑28
WP: 5‑9
PC: 15‑20
PB: 6‑10
TMR: 8/4
NA: Bristles absorbs 3 DP

Weapons: Paluc cats always attempt to charge their victims and either gore them with their tusks (BC 50%, D10‑1 damage, Rank 1‑2) They will then attempt to Bite (BC:30%, 10-2 damage) and Claw (BC: 30%, D10-3 damage, Rank 0-3)) Bite (BC 30%, D10-1 damage) and claws (BC 30%, D10‑1 damage, Rank 0‑3).  Paluc cats may charge into a horse’s leg and if 4+ points of effective damage are inflicted the horse’s leg has been broken.

Comments: Paluc cats are confirmed man-eaters.  They are stealthier than most felines and will seldom be seen except when they attack.

sleen

Natural Habitat: Marsh, Woods, Rough

Frequency: Rare
Number: 1‑120 (2)

Description: Sleen are usually orange with black stripes, though arctic sleen have thick white fur.  Both types have six legs, horse-like manes, disproportionate fangs, and will be between 10 and 12 feet in length.

Talents, Skills, and Magic: Nemean lions possess no skills or talents and are neither tool nor magic users.  They do possess the ability to temporarily paralyze others  with fear from their roar. Movement Rates: Running: 500

PS: 33‑36
MD: 17‑19
AG: 22‑24
MA: None
EN: 25‑28
FT: 34‑38
WP: 8‑10
PC: 21‑25
PB: 6‑9
TMR: 10
NA: Hide absorbs 5 DP

Weapons: Bite (BC 50%, D10+3 damage) and claws (BC 65%, D10+1 damage, Rank 0‑5 ).  Sleen roar as they charge and all creatures within 50 feet must roll 4 x WP or less or remain paralyzed until the roll is made.

Comments: These cats have no fear of humanoids.  If hungry they will readily attack a party of adventurers.  They are trainable if caught young, cubs fetch 250-300 Silver Pennies each.

sliver Cat

Natural Habitat: Woods, Rough

Frequency: Very Rare
Number: 1‑2 (1)

Description: A sliver cat is a large carnivorous puma-like animal with an 11 feet long tail with a heavy, bony ball on the end.

Talents, Skills, and Magic: Sliver cats possess the ability to climb trees and move between the branches with ease. 

Movement Rates: Running: 350; Climb: 250

PS: 21‑25
MD: 24‑30
AG: 26‑30
MA: None
EN: 14‑18
FT: 19‑24
WP: 6‑8
PC: 18‑23
PB: 7‑9
TMR: 7/5
NA: Fur absorbs 2 DP

Weapons: Bite (BC 30%, D10‑2 damage), claws (BC 30%, D10‑3 damage, Rank 0‑3) and tail (BC: 50%, D10+4, Rank 1-3).  Any hit by the tail stuns the victim and 5 or more points of effective damage knocks him out.

su

Natural Habitat: Rough, Plains

Frequency: Uncommon
Number: 1‑2 (1)

Description: A su is slightly smaller than a lion in size and generally cat-like in appearance but has a large bushy tail.  The su is tawny to brown in colour, with the tail almost invariably being white.

Talents, Skills, and Magic: Sus have no talents, skills or magic.  They are not tool-users.

Movement Rates: Running: 500

PS: 22‑26
MD: 25‑31
AG: 28‑32
MA: None
EN: 15‑18
FT: 27‑34
WP: 13‑15
PC: 17‑21
PB: 12‑18
TMR: 10
NA: Fur absorbs 2 DP

Weapons: Bite (BC 30%, D10‑1 damage), and claws (BC 35%, D10‑2 damage, Rank 1‑3) 

Comments: Sus are ferocious carnivores but if caught while young they make good companions; cubs fetch 200-300 SPs each.  The mother carries her young on her back, covering them with her tail, and will kill them before allowing them to be captured.  Su tail-fur is highly prized as trim for clothing; it is worth 150-250 SPs. 

swamp cat

Natural Habitat: Marsh

Frequency: Uncommon
Number: 1‑2 (1)

Description: The swamp cat’s forequarters are like those of a cat, but their hind legs are elongated, like those of a rabbit.

Talents, Skills, and Magic: Swamp cats can leap several feet into the air.  When this is combined with an attack the opponent’s defence is halved the first time it is used against that particular opponent.

Movement Rates: Running: 500

PS: 30‑32
MD: 19‑24
AG: 18‑22
MA: None
EN: 12‑15
FT: 20‑23
WP: 12‑16
PC: 18‑23
PB: 6‑9
TMR: 10
NA: Fur absorbs 3 DP

Weapons: Bite (BC 35%, D10+2 damage), and claws (BC 50%, D10‑1 damage, Rank 1‑2) 

[3.4] Great Land Mammals

   This section describes large mammals which adventurers are likely to encounter during land adventures. They include bears, boars, camels, elephants, oxen, stags, and woolly mammoths.

calchona

Natural Habitat: Rough

Frequency: Very Rare
Number: 1‑2 (1)

Description: A calchona is a large canine-like creature, covered in thick reddish-grey wool, with a beard like a billy-goat’s, but longer.  They weigh between 150-250 pounds.

Talents, Skills, and Magic: Calchonas have no special skills or talents and use neither tools nor magic.  They are extremely stealthy (3 x AG + 40) and crafty.

Movement Rates: Running: 450

PS: 12‑16
MD: 12‑13
AG: 16‑19
MA: None
EN: 6‑7
FT: 8‑11
WP: 11‑14
PC: 19‑22
PB: 7‑10
TMR: 9
NA: Fur absorbs 4 DP

Weapons: Calchonas can only attack in Close Combat and then they Bite (BC: 60%, D10-1 damage).

Comments: Calchonas are often hunted for their wool which will fetch 150 Silver Pennies.  Calchonas commonly follow adventurers to steal the food from their packs as they sleep.  If totally thwarted, they will spitefully attempt to drive off the party’s mounts.

GAZELLE

Natural Habitat: Plains

Frequency: Common
Number: 1‑60 (30)

Description: Gazelles look a lot like antelopes with short tails and sandy coloured coats with white streaks.  They can vary widely in size though they are always small.

Talents, Skills, and Magic: These creatures have not special talents, skills, and they do not use magic.

Movement Rates: Running: 500

PS: 5‑20
MD: 18‑20
AG: 25‑29
MA: None
EN: 13‑18
FT: 18‑23
WP: 10‑12
PC: 17‑23
PB: 12‑15
TMR: 10
NA: Hide absorbs 3 DP

Weapons: Gazelles can attack in Melee or Close Combat using their horns (BC 30%, D10+3 damage, Rank 1-5). In Close Combat they will use their hooves to kick at opponents (BC 50%, D10‑5 damage). They will usually flee from combat if they are injured in any way.

Comments: Gazelles are wary of humans, but will usually not run away unless threatened. They are afraid of horses and dogs, however, and will leave if a party has such animals with them. 

GIRAFFE

Natural Habitat: Plains, Woods

Frequency: Uncommon
Number: 1‑16 (6)

Description: Giraffes are tall mammals with long necks and a horse‑like head. They can grow as tall as 18 feet, averaging 12 feet high at the shoulder, and can weigh over 3,000 pounds. They have long legs, round bodies, and are quite fast. Giraffes are vegetarian, feasting on the leafy tops of tall trees. Their fur ranges in color from golden to brown, usually dotted with darker spots meant to help hide the creature from predators. The head of the giraffe has several small flesh‑covered horns, valued for their chemical properties. Giraffes travel in small herds, led by one dominant male. They will usually flee from the presence of humanoids who come closer than 200 yards. They are four‑hex monsters.

Talents, Skills, and Magic: Giraffes have no special skills or talents, and are not magic users.

Movement Rates: Running: 600

PS: 20‑26
MD: 14‑18
AG: 12‑16
MA: None
EN: 22‑26
FT: 30‑35
WP: 10‑12
PC: 18‑22
PB: 12‑16
TMR: 12
NA: Fur absorbs 2 DP

Weapons: Giraffes can attack with their hooves (BC 20%, D10+1 damage) in Melee or Close Combat. In Close Combat they are allowed 2 attacks per Pulse with no penalty.

Comments: Giraffe horn is valuable to Alchemists and Wizards. A horn from an adult giraffe can sell for 1,000 silver pennies or more. The horn is often used to make potions or as an item to be imbued with magical properties (effectively adds 1 Rank to spell cast into item, see rule 48.3).

HODAG

Natural Habitat: Marsh, Woods

Frequency: Rare
Number: 1‑2 (1)

Description: A hodag is a large creature, about the size of a large moose, weighing between 1000-1200 pounds, with a spiny ridge running down its back.

Talents, Skills, and Magic: Hodags like to walk backward as well as forward making them difficult to track (-20%).  Other than the above these creatures have not special talents, skills, and they do not use magic.  

Movement Rates: Running: 450

PS: 40‑50
MD: 10‑14
AG: 5‑8
MA: None
EN: 20‑25
FT: 25‑30
WP: 10‑11
PC: 18‑23
PB: 5‑7
TMR: 9
NA: Hide absorbs 6 DP

Weapons: Hodags can bite in Melee or Close Combat (BC: 75%, D10+8 damage).

Comments: Hodags have difficulty standing if they fall.  They lean against trees to sleep, and are sometimes caught by sawing partway through the tree.  For the hodag to rise a roll of 2½ x AG or less must be made. 

IRISH ELK

Natural Habitat: Marsh, Woods

Frequency: Rare
Number: 1‑8 (4)

Description: Irish elk are giant members of the deer family.  They stand 6 feet at the shoulder and have enormous antlers.

Talents, Skills, and Magic: Irish elk have no special talents, or skills, and they do not use magic.  

Movement Rates: Running: 700

PS: 24‑30
MD: 15‑19
AG: 18‑21
MA: None
EN: 20‑25
FT: 25‑30
WP: 10‑11
PC: 20‑25
PB: 11‑12
TMR: 14
NA: Hide absorbs 4 DP

Weapons: Irish elk can attempt to gore with their horns (BC 30%, D10+6 damage, Rank 0‑4) in Melee or Close Combat. They can kick (BC 50%, D10+4 damage) at a character occupying the hex opposite that they are facing in Melee Combat.

Comments: Irish elk are wary of humanoids but are dangerous during their mating season in the fall.

KANGAROO

Natural Habitat: Plains, Woods, Waste, Rough

Frequency: Uncommon
Number: 1‑100 (15)

Description: There are several species of kangaroos, the largest standing up to 7 feet tall.  Their colour ranges from red, and grey to black.

Talents, Skills, and Magic: Kangaroos have no special talents, or skills, and they do not use magic.  

Movement Rates: Leaping: 500

PS: 20‑25
MD: 19‑24
AG: 22‑26
MA: None
EN: 16‑20
FT: 23‑30
WP: 6‑9
PC: 13‑16
PB: 9‑11
TMR: 10
NA: Hide absorbs 3 DP

Weapons: When cornered kangaroos can rest back on their tails and kick with their rear clawed feet (BC: 50%; D10+1 damage)

Comments: Kangaroos are capable of leaping distances of 42 feet across and 9 feet high.

LEUCROCOTTA

Natural Habitat: Deep Woods

Frequency: Rare
Number: 1‑2 (1)

Description: A leucrocotta is the size of a donkey, with a badger’s head, the legs of a deer and the neck, tail and chest of a lion.

Talents, Skills, and Magic: Leucrocottas are able to imitate the sounds of a human being in distress – moaning and screaming.  Other than the above they have no special talents, or skills, and they do not use magic.  

Movement Rates: Running: 800

PS: 20‑24
MD: 16‑20
AG: 18‑22
MA: None
EN: 18‑22
FT: 33‑38
WP: 10‑12
PC: 16‑18
PB: 7‑9
TMR: 16
NA: Hide absorbs 3 DP

Weapons: Leucrocottas can bite (BC: 70%, D10+4 damage) in Melee or Close and kick (BC: 50%, D10+2 damage) into any front or rear hex in Melee Combat only.

Comments: a leucrocotta will attack a party of humans on sight.  It does not stalk or wait for stragglers – if a party is too large it will just leave.

LLAMA

Natural Habitat: Rough

Frequency: Common
Number: 1‑12 (8)

Description: Llamas are related to camels but are smaller and woolly.  They stand 4 feet high at the shoulder.

Talents, Skills, and Magic: Llamas have no special talents, or skills, and they do not use magic.  

Movement Rates: Running: 650

PS: 16‑20
MD: 11‑14
AG: 10‑13
MA: None
EN: 21‑23
FT: 20‑25
WP: 10‑12
PC: 17‑22
PB: 10‑11
TMR: 13
NA: Hide absorbs 3 DP

Weapons: Llamas spit when angry but their bite and kick are ineffectual; running away is their only option.

Comments: Llamas are valued for their meat, wool, and as a pack animal.  They will only accept light loads however and if given a heavier load will simply refuse to move.

NANDI

Natural Habitat: Deep Woods, Marsh

Frequency: Rare
Number: 1‑2 (1)

Description: Nandis resemble bears with dog-like muzzles and black fur.

Talents, Skills, and Magic: Nandis have no special talents, or skills, and they do not use magic.  

Movement Rates: Running: 300

PS: 39‑44
MD: 11‑16
AG: 12‑18
MA: None
EN: 32‑38
FT: 40‑45
WP: 8‑10
PC: 18‑22
PB: 6‑10
TMR: 6
NA: Fur absorbs 4 DP

Weapons: Nandis can make 2 claw (BC 35%, D10+4 damage, Rank 0‑4) attacks in Melee Combat. They can bite (BC 25%, D10+5 damage) in Melee or Close Combat. They can bite or claw during the same pulse while in Close Combat, or they can attempt to hug (BC 60%, D10+10 damage) their victims after two successful claw attacks in the same pulse while in Close Combat.

NZEFU-LOI (Mokole-Mbembe)

Natural Habitat: Rivers, Lakes, Swamps

Frequency: Uncommon
Number: 1‑8 (1)

Description: The Nzefu-Loi resembles a miniature brontosaurus, about 15 feet long and 7 feet high at the shoulder.  They weigh 4 – 5 tons.

Talents, Skills, and Magic: Nzefu-Loi have no special talents, or skills, and they do not use magic.  

Movement Rates: Running: 225

PS: 55‑60
MD: 14‑17
AG: 9‑11
MA: None
EN: 38‑47
FT: 38‑46
WP: 10‑14
PC: 10‑12
PB: 6‑9
TMR: 5
NA: Hide absorbs 6 DP

Weapons: A nzefu-loi can trample an opponent (BC: 50%; D10+6 damage [resolve one attack per foot]) in Close Combat.  Or they can strike with their tail at an opponent directly behind them up to one hex away (BC: 60%; D10+6 damage).

Comments: A nzefu-loi cannot be tamed.

PARANDRUS

Natural Habitat: Plains, Deep Woods

Frequency: Rare
Number: 1‑30 (1)

Description: The parandrus is the size of an ox, its natural colour is dark brown, and it has long hair like a yak.  It has huge antlers on its stag-like head.

Talents, Skills, and Magic: The parandrus has the ability to change colour like a chameleon.  Because of this -25% is subtracted from anyone’s Perception chance to spot the creature.

Movement Rates: Running: 400

PS: 42‑50
MD: 8‑12
AG: 9‑13
MA: None
EN: 27‑33
FT: 33‑40
WP: 7‑10
PC: 15‑20
PB: 6‑9
TMR: 8
NA: Fur absorbs 4 DP

Weapons: A parandrus can attempt to horn (BC: 30%; D10+5 damage, 1-4 Ranks) in Close or Melee Combat.  The beast may also charge a character, knock him down, then trample on him (BC: 20%; D10+2 damage [4 possible attacks]).

RAVENER

Natural Habitat: Rough, Plains

Frequency: Very Rare
Number: 1‑4 (2)

Description: A ravener resembles a cross between a bear and a hunch-backed gorilla, with the disposition of a rabid wolverine.

Talents, Skills, and Magic: Raveners have no special talents or skills and are not tool or magic users. 

Movement Rates: Running: 350

PS: 35‑40
MD: 20‑23
AG: 14‑17
MA: None
EN: 30‑35
FT: 34‑39
WP: 8‑10
PC: 18‑22
PB: 3‑8
TMR: 7
NA: Hide absorbs 4 DP

Weapons: Raveners may make 2 claw attacks in Melee (BC: 35%, D10+2 damage, Rank 1-4).  They may also also choose to grab their victim and pull him into their hex as long as the victim’s combined AG and PS is half or less of the ravener’s.  This maneuver requires a charge action.  The ravener may bite (BC: 30%, D10+4 damage) or hug (BC: 55%, D10+7 damage) in Close Combat, but not in the same Pulse.  It can also lift its victim and hurl him 3 hexes.  The victim must roll 1 x AG or less or roll on the Grievous Injury table [Class C weapon].

Comments: Once wounded the ravener will become enraged adding +10% to hit and be hit and will fight to the death.

SHAGAMAW

Natural Habitat: Woods

Frequency: Rare
Number: 1‑2 (1)

Description: The shagamaw is a vegetarian animal whose forepaws leave prints identical to a bear’s and whose hind paws leave moose tracks.

Talents, Skills, and Magic: Shagamaws can walk on one set of feet only and regularly switch.  Apart from this Shagamaws have no special talents or skills and use neither tools nor magic.

Movement Rates: Running: 300

PS: 3‑5
MD: 14‑18
AG: 14‑18
MA: None
EN: 4‑5
FT: 5‑6
WP: 7‑9
PC: 18‑22
PB: 9‑11
TMR: 6
NA: Fur absorbs 1 DP

Weapons: Shagamaws have no natural weapons.

Comments: Shagamaws are totally harmless and complete cowards.  They’re not even good eating.

TRIPODERO

Natural Habitat: Woods, Waste

Frequency: Uncommon
Number: 1

Description: A tripodero is roughly similar in shape to a wolf with a horse-like head with pouches in its cheeks and a kangaroo-like tail.  It can stretch up to 15 feet in height when standing on its hind legs.

Talents, Skills, and Magic: Tripoderos have no special talents or skills and use neither tools nor magic.

Movement Rates: Running: 425

PS: 10‑12
MD: 12‑16
AG: 13‑17
MA: None
EN: 16‑21
FT: 31‑37
WP: 14‑17
PC: 19‑23
PB: 6‑9
TMR: 9
NA: Fur absorbs 3 DP

Weapons: A tripodero can split sun-dried clay pellets it stores in its pouches (BC: 45%, D10+4 damage).  Its range is 55 hexes and it has a supply of 10-15 pellets.  It must expend a fire action to use these pellets.  It will try to avoid Close Combat but can Bite (BC: 50%, D10 damage) or sweep its rear hex with its tail (doing a trip attack).

Urt

Natural Habitat: Plains, Woods

Frequency: Uncommon
Number: 1‑500 (10)

Description: Urts grow to 250 pounds.  They resemble giant rats with long tusks.  They are short-sighted and stupid but will attack anything that approaches their group.

Talents, Skills, and Magic: Urts have no special talents or skills and use neither tools nor magic.

Movement Rates: Running: 225

PS: 13‑17
MD: 14‑19
AG: 17‑23
MA: None
EN: 10‑14
FT: 13‑17
WP: 6‑13
PC: 14‑18
PB: 5‑9
TMR: 4
NA: Fur absorbs 1 DP

Weapons: Stags can attempt to gore with their tusks (BC 60%, D10-4 damage) in Melee or Close Combat. 

YALE

Natural Habitat: Plains, Rough, Waste

Frequency: Uncommon
Number: 1‑100 (4)

Description: The yale is a horse-sized herbivore.  It is built like a stag with the head of a boar with tusks.  Its horns can point in any direction.  They weigh between 800-1000 lbs.

Talents, Skills, and Magic: Yales have no special talents or skills and use neither tools nor magic.

Movement Rates: Running: 600

PS: 21‑27
MD: 17‑21
AG: 21‑26
MA: None
EN: 17‑23
FT: 22‑28
WP: 7‑11
PC: 16‑21
PB: 9‑12
TMR: 12
NA: Hide absorbs 4 DP

Weapons: A yale can attack anyone in a front or side hex with its horns (BC: 30%, D10+6 damage, Rank 1-3).

Comments: Some elven societies use the hunting of a yale by a single sword armed elf to be a test of manhood.

ZEBRA

Natural Habitat: Plains

Frequency: Uncommon
Number: 1‑40 (20)

Description: Zebras resemble black and white stripped ponies.

Talents, Skills, and Magic: Zebras have no special talents or skills and use neither tools nor magic.

Movement Rates: Running: 350

PS: 15‑21
MD: None
AG: 22‑24
MA: None
EN: 15‑19
FT: 28‑32
WP: 10‑12
PC: 16‑19
PB: 9‑11
TMR: 7
NA: Hide absorbs 3 DP

Weapons: Kick (BC 25%, D10+4 damage) or Bite (BC 15%, D10‑4 damage).

Comments: Zebras are trainable but only with extreme difficulty (-20%, [at least] to the Beastmaster’s roll).

[3.5] Small Land Mammals

   This section describes those common small land mammals which adventurers are likely to encounter and includes the following: dingoes, hyenas, jackals, mongooses, rats, wolves, and weasels.

ARMADILLO

Natural Habitat: Woods

Frequency: Uncommon
Number: 1‑2 (1)

Description: Armadillos can weigh up to 130 pounds, stand 2-3 feet long and possess a hard bony series of plates along their back.  When attacked they roll up into a ball.

Talents, Skills, and Magic: Armadillos have no special skills or talents. They are not tool or magic users.

Movement Rates: Running: 200

PS: 5‑7
MD: 7‑9
AG: 8‑10
MA: None
EN: 6‑8
FT: 9‑10
WP: 7‑9
PC: 13‑15
PB: 8‑11
TMR: 4
NA: Plates absorb 9 DP

Weapons: An armadillo can only attack in Close Combat with its bite (BC 45%, D10‑2 damage).

Comments: Armadillos are expert burrowers.

BADGER

Natural Habitat: Woods

Frequency: Uncommon
Number: 1‑5 (1)

Description: Badgers have coarse dark fur with a white blaze on the forehead.  They weigh 20-45 pounds.

Talents, Skills, and Magic: Badgers have no special skills or talents. They are not tool or magic users.

Movement Rates: Running: 250

PS: 10‑12
MD: 14‑19
AG: 10‑17
MA: None
EN: 6‑10
FT: 10‑15
WP: 9‑11
PC: 16‑18
PB: 10‑11
TMR: 5
NA: Fur absorbs 2 DP

Weapons: A badger can only attack in Close Combat with its bite (BC 70%, D10 damage) and two claw attacks (BC: 60%, D10-2 damage).

Comments: Badgers will normally avoid humans but if disturbed they have a short temper and a nasty bite.  Their pelt is worth between 10-30 silver pennies.

BEAVER

Natural Habitat: Rivers

Frequency: Uncommon
Number: 1‑6 (1)

Description: Beavers have woolly light brown fur, webbed feet and a horizontally flattened tail.  They grow to a length of 2 feet.

Talents, Skills, and Magic: Beavers have no special skills or talents. They are not tool or magic users.

Movement Rates: Running: 200; Swim: 300

PS: 5‑7
MD: 15‑20
AG: 15‑18
MA: None
EN: 2‑3
FT: 4‑5
WP: 9‑17
PC: 17‑19
PB: 6‑10
TMR: 4/6
NA: Fur absorbs 2 DP

Weapons: A beaver can only attack in Close Combat with its bite (BC 75%, D10-6 damage).

Comments: Beavers are able to construct small dams.  Their pelt is worth 20-40 silver pennies.

GOAT

Natural Habitat: Rough, Plains, Fields

Frequency: Common
Number: 1‑100 (1)

Description: Goats are medium sized herbivores and weigh 50-300 pounds.

Talents, Skills, and Magic: Goats have no special skills or talents. They are not tool or magic users.

Movement Rates: Running: 375

PS: 12‑18
MD: 10‑15
AG: 12‑16
MA: None
EN: 6‑10
FT: 10‑15
WP: 7‑9
PC: 16‑20
PB: 9‑10
TMR: 7
NA: Fur absorbs 2 DP

Weapons: Goats may butt (BC: 25%, D10+2 damage, 1-3 Ranks) in melee or close combat.  If the butt is delivered at the end of a charge the goat adds +5% to BC and +1 to damage.

OTTER

Natural Habitat: Marsh, Sea

Frequency: Uncommon
Number: 1‑2 (1)

Description: Otters are usually 32 inches long, with brown fur and webbed feet.  They are excellent swimmers.

Talents, Skills, and Magic: Otters have no special skills or talents. They are not tool or magic users.

Movement Rates: Running: 300; Swimming: 450

PS: 4‑6
MD: 10‑26
AG: 21‑26
MA: None
EN: 4‑8
FT: 8‑11
WP: 12‑15
PC: 19‑23
PB: 10‑13
TMR: 6/9
NA: Fur absorbs 1 DP

Weapons: An otter can only attack in Close Combat with its bite (BC 75%, D10-5 damage).

Comments: Otter fur is worth 3 silver pennies per pelt.

PORCUPINE

Natural Habitat: Woods

Frequency: Common
Number: 1‑2 (1)

Description: Porcupines are large quill-bearing rodents.

Talents, Skills, and Magic: porcupines have no special skills or talents. They are not tool or magic users.

Movement Rates: Running: 150

PS: 2‑3
MD: 11‑15
AG: 12‑15
MA: None
EN: 1‑2
FT: 2‑3
WP: 7‑12
PC: 15‑18
PB: 6‑8
TMR: 3
NA: None

Weapons: Porcupines will never attack but anyone touching them must roll 3 x MD or less to avoid taking quills.  The quills do no damage going in but do D10-6 damage per hour and D10-4 damage when removed.  The hand may not be used until the quills are removed and if a roll of 4 x MD is not made while removing quills the hand is permanently unusable.

QATA

Natural Habitat: Rough, Plains, Waste

Frequency: Uncommon
Number: 1‑50 (20)

Description: A qata resembles a large ram with 2 forward pointing horns.

Talents, Skills, and Magic: Qatas have no special skills or talents. They are not tool or magic users.

Movement Rates: Running: 1000

PS: 18‑22
MD: 19‑21
AG: 22‑24
MA: None
EN: 15‑20
FT: 20‑26
WP: 7‑9
PC: 12‑15
PB: 7‑9
TMR: 20
NA: Fur absorbs 1 DP

Weapons: A qata can attack with its horns in Melee Combat (BC: 60%, D10+2 damage).  If the horn does any effective damage the victim suffers 2 DP/Pulse from venom.

RACCOON

Natural Habitat: Rivers

Frequency: Common
Number: 1‑2 (1)

Description: Raccoons are small nocturnal scavengers with grey fur and distinctive black markings.

Talents, Skills, and Magic: Raccoons have no special skills or talents. They are not tool or magic users.

Movement Rates: Running: 250

PS: 3‑5
MD: 19‑21
AG: 13‑18
MA: None
EN: 1‑2
FT: 2‑3
WP: 12‑20
PC: 20‑24
PB: 10‑12
TMR: 5
NA: Fur absorbs 1 DP

Weapons: A raccoon can only attack in Close Combat with its bite (BC 80%, D10-7 damage).

Comments: Raccoons are good swimmers and have been known to lure hunting dogs into water and drown them.

SHEEP

Natural Habitat: Field

Frequency: Common
Number: 1‑600 (50)

Description: Grazing animals raised in large flocks for wool and meat.

Talents, Skills, and Magic: Sheep have no special skills or talents. They are not tool or magic users.

Movement Rates: Running: 350

PS: 10‑12
MD: None
AG: 9‑13
MA: None
EN: 5‑6
FT: 10‑11
WP: 7‑9
PC: 13‑16
PB: 8‑10
TMR: 7
NA: Fur absorbs 1 DP

Weapons: Sheep have no natural weapons.  Rams may butt in Close Combat (BC: 60%, D10-4 damage).

SKUNK

Natural Habitat: Woods, Plains, Rough

Frequency: Common
Number: 1‑6 (1)

Description: Skunks grow up to 30 inches in length with black and white markings.

Talents, Skills, and Magic: A skunk possesses no skills or magical abilities but does possess the ability to create a stench in a 1 hex area.  Any creatures in this area must roll 3 x EN or less or spend the next 4 pulses retching.  The skunk also possesses the ability to squirt a stinking musk to its rear a distance of 3 hexes and has a BC of 50%.  The resulting smell takes a week to wear off.

Movement Rates: Running: 200

PS: 3‑4
MD: 20-25
AG: 24‑27
MA: None
EN: 1‑2
FT: 3‑4
WP: 18‑21
PC: 18‑23
PB: 10‑11
TMR: 4
NA: Fur absorbs 1 DP

Weapons: A skunk can only attack in Close Combat with its bite (BC 75%, D10-7 damage).

4. Creatures of Day and Light

   The species contained herein include those primarily connected with day and sunlight and the Powers of Light.  They include Dajojis, Forchoreais, Grims, Humbabas, Lammasus, Lillends, Otoroshis, Senmervs, Simurghs, and Taltos Horses.   Other species which may be diurnal hunters or may be at their most powerful in the day are not included in this heading and are not affected by magic designed to call, communicate with, or control Creatures of Day and Light. Only the species listed herein are affected by these types of magic.

Dajoji

Natural Habitat: Anywhere

Frequency: Rare
Number: 1

Description: The dajoji is a large, winged cougar, 800-1000 pounds in weight.

Talents, Skills, and Magic: dajojis are adepts of both the Colleges of Air and Water Magics.  They will have Rank 10 in all general knowledge and Rank 8 in all special knowledge.

Movement Rates: Running: 500; Flying: 1000

PS: 35‑40
MD: 16‑22
AG: 18‑22
MA: 18-20
EN: 20‑23
FT: 25‑30
WP: 12‑17
PC: 19‑24
PB: 6‑9
TMR: 10/20
NA: Hide absorbs 5 DP

Weapons: Dajojis attack in the same manner as cougars but do 2 additional points of damage.

Comments: Dajojis will only be encountered in time of war.  It will join a battle and try to halt it as quickly as possible, even to killing the general of one side.  However a dajoji will never harm a truly good being.

forchoreai

Natural Habitat: Anywhere

Frequency: Very Rare
Number: 1

Description: Forchoreais are large white or grey stags with pearly antlers.

Talents, Skills, and Magic: Forchoreais possess the ability to regenerate 1 DP/Pulse.  Any damage inflicted by fire however is permanent.  They know the special and general knowledge of the College of Earth Magic [pacifistic] at Rank 8.  They are also three times as stealthy as humans and can blend in with their surroundings (95% chance they will be undetected if they remain still).

Movement Rates: Running: 825

PS: 26‑29
MD: 26‑28
AG: 22‑28
MA: 18-22
EN: 20‑23
FT: 15‑20
WP: 10‑12
PC: 19‑24
PB: 14‑15
TMR: 16
NA: Hide absorbs 5 DP

Weapons: Horn (BC: 30%, D10+8 damage, Rank 1-5) in Close or Melee Combat.  The can kick a character in the hex opposite that which they are facing in Melee (BC: 50%, D10+5 damage).

Comments: Forchoreais will only fight if cornered.  They will occasionally be found in the company of a devout barbarian, ranger or elf.

grim
Natural Habitat: Ruins, Crypts, Towns
Frequency: Very Rare
Number: 1

Description: A grim resembles a great wolfhound.  The head, however, is vaguely human, and the forepaws are prehensile.  Its coat is mottled grey and black and its eyes are amber.
Talents, Skills, and Magic: Grims can change their form into that of a black cat or a black owl.  Its stats remain unchanged however when in these forms.  The grim must stay in its chosen form for a full night.  Any damage sustained in the night is eliminated immediately at sunrise.  As the sun rises however the grim becomes insubstantial and will remain so until sunset.  It possesses the Cleric and Ascetic skills at Rank 4.  The Grim can only be harmed by magic or silvered weapons.
Movement Rates: Running: 450 [grim & house cat form]; Flying: 600 [owl form].
PS: 11‑13
MD: 21‑23
AG: 18‑21
MA: 8-11
EN: 17‑22
FT: 27‑33
WP: 16‑20
PC: 21‑25
PB: 8‑10
TMR: 9/12
NA: Fur/Feathers absorb 4 DP
Weapons: Bite or claw in Melee or Close (BC: 55%, D10+5 damage).  They attack with 3 attacks in owl form or 4 attacks in grim or cat form without penalty.
Comments: Grims hunt creatures in league with the Powers of Darkness.  Grims will try and warn characters who are in peril from such creatures but will be unlikely to join them unless they are already in such a confrontation.
humbaba
Natural Habitat: Rough
Frequency: Very Rare
Number: 1

Description: A humbaba is a giant 12 foot tall horned humanoid.  It has lion paws for hands, vulture claws for feet, and its body is covered in thick scales.  It has a serpent-like tail.
Talents, Skills, and Magic: Humbabas have no rear hexes due to their tail.  A humbaba neither eats nor sleeps.
Movement Rates: Running: 500; Swimming: 250
PS: 35‑40
MD: 22‑24
AG: 17‑19
MA: None
EN: 35‑42
FT: 40‑45
WP: 10‑16
PC: 18‑25
PB: 2‑4
TMR: 10/5
NA: Scales absorb 6 DP
Weapons: A humbaba can claw (BC: 35%, D10+1 damage) or kick (BC: 45%, D10-3 damage) in Melee or Close Combat.  It can also charge with its horns (BC: 20%, D10+5 damage) in Melee.  Its serpent tail can bite (BC: 55%, D10+1 damage) in Close.  If any effective damage is done by the tail it is disregarded and the victim suffers 1 DP/Pulse from venom.
Comments: Humbabas are guardians of sacred sites.  It won’t attack a party unless they trespass on an area it is guarding.  It will never leave its post even under magical compulsion.
lammasu
Natural Habitat: Any warm terrain.
Frequency: Rare
Number: 1-8 (4)
Description: Lammasus have the body of a lion, eagle-like wings, and the head of a human with a lion-like mane.
Talents, Skills, and Magic: Lammasus can become invisible and read thoughts at will.  No creature of night and shadow can come closer than 10 feet to a lammasu.  They have Rank 1-2 with all General Knowledge of the College of White Magics.
Movement Rates: Running: 250; Flying: 600
PS: 30‑32
MD: 22‑24
AG: 25‑30
MA: 15-18
EN: 20‑25
FT: 25‑30
WP: 15‑18
PC: 20‑24
PB: 8‑10
TMR: 5/12
NA: Fur absorbs 5 DP
Weapons: Lammasus attack in the same manner as lions but do 1 additional point of damage.
lillend
Natural Habitat: Woods
Frequency: Rare
Number: 1-12 (6)

Description: A lillend has the torso and head of a comely human, but also has broad, powerful wings and a stout serpentine body from the waist down.
Talents, Skills, and Magic: Lillends may only be harmed by magic or silvered weapons.  They can breathe water as well as air and are adepts of either the College of Illusions or Fire Magics.  They will also usually have Rank 4+ in the Troubadour skill.
Movement Rates: Crawling: 225; Swimming: 375; Flying: 675
PS: 33‑36
MD: 13‑17
AG: 18‑23
MA: 15-18
EN: 19‑24
FT: 24‑28
WP: 12‑17
PC: 13‑18
PB: 21‑24
TMR: 4/7/13
NA: Scales absorb 5 DP
Weapons: Lillends can constrict in Close Combat (BC: 80%, D10+8 damage).  They prefer however to use broadswords, spears, and longbows.

Comments: Lillends will help any beings who seek to aid the wilds against evil.  They are almost as prank loving as pixies however.
otoroshi
Natural Habitat: Shrines
Frequency: Very Rare
Number: 1

Description: The otoroshi has a stocky body, like a small bear, with long thick fur and sharp claws.  It has a broad, flat face, with large protruding fangs.
Talents, Skills, and Magic: The otoroshi can sense impiety in a being.  Unless it is killed an otoroshi regenerates 1 DP/Pulse.  It does not need food or sleep.
Movement Rates: Running: 450
PS: 33‑37
MD: 19‑24
AG: 22‑26
MA: 1-5
EN: 25‑30
FT: 30‑35
WP: 18‑22
PC: 20‑24
PB: 4‑6
TMR: 9
NA: Fur absorbs 8 DP
Weapons: Otoroshis can bite in Close Combat (BC: 20%, D10+4 damage) and make two claw attacks in Melee or Close Combat (BC: 35%, D10+2 damage, Ranks 1-4).

Comments: Otoroshis dwell on the rooftop of temples.  If it senses impiety in a worshipper it will jump down and tear him to pieces.  They are the mortal enemies of tommorakis.
senmurv
Natural Habitat: Rough, Woods
Frequency: Rare
Number: 1-10 (2)

Description: A senmurv is a large dog-headed bird with a dog’s paws instead of talons.  It weighs 120-140 pounds.
Talents, Skills, and Magic: Senmurvs can recognize those who follow the powers of light or darkness on sight.  They cannot speak but are able to understand all languages.  They have Rank 8-10 in Scholar [demonic lore, dragon lore, faerie lore, lore of darkness, tribal lore, undead lore).
Movement Rates: Running: 200; Flying: 700
PS: 16‑20
MD: 20‑22
AG: 18‑22
MA: 5-8
EN: 12‑16
FT: 23‑28
WP: 14‑18
PC: 20‑24
PB: 8‑11
TMR: 4/14
NA: Fur absorbs 2 DP
Weapons: Senmurvs can attack in Close Combat with either their bite (BC: 60%, D10+2 damage, Rank 1-3) or two talons (BC: 70%, D10+1 damage, Rank 1-2).

Comments: Senmurvs will do all within their power to aid a quest against evil.
shirokinukatsukami
Natural Habitat: Any terrain.
Frequency: Very Rare
Number: 1
Description: The shirokinukatsukami has the thick body of a horse, standing on the oversized hind legs of a tiger.  Fine brown or golden fur covers its body, accented with bold, bright patterns in a variety of colours.  Its face is that of a lion, complete with a thick mane of coarse hair.  But it has the eyes of a human, the trunk and tusks of an elephant, and the tail of a cow.  In addition its forearms are those of an ape, ending in tiger’s claws.
Talents, Skills, and Magic: Shirokinukatsukamis are experienced adepts in the College of White Magic [Rank 6-8 in all spells, talents and rituals].  They have Rank 8-10 in the Martial Artist skill.  
Movement Rates: Running: 450
PS: 30‑40
MD: 20‑23
AG: 25‑30
MA: 15-18
EN: 18‑23
FT: 36‑42
WP: 15‑18
PC: 13‑15
PB: 3‑11
TMR: 9
NA: Fur absorbs 3 DP
Weapons: Shirokunikatsukamis may claw [BC: 30%, D10-1 Damage, Rank 0-2] in Close or Melee Combat.  They may attempt to gore with their tusks (BC: 15% [60% if charging], D10+2 [D10+8 if charging] Damage) in Melee or Close Combat.  Finally the creature may also attack with its trunk [BC: 80%, D10-2 Damage] during the same Pulse he attacks with his tusks. 

Comments: The shirokinukatsukami is a fearless, skilled, and courteous fighter.  Unless ambushed, it will always begin combat with a polite offer to its opponent to cease from its evil acts and withdraw.  If the evil being refuses or attacks the shirokunikatsukami fights without mercy.

simurgh
Natural Habitat: Rough
Frequency: Very Rare
Number: 1
Description: Simurghs are giant white birds, with wise and gentle eyes.
Talents, Skills, and Magic: Simurghs have Rank 7-9 in the healer skill.  Their attacks can harm insubstantial beings and it has a 70% chance to sense invisible creatures.
Movement Rates: Flying: 900
PS: 58‑62
MD: 20‑25
AG: 14‑16
MA: 5-9
EN: 78‑99
FT: 129‑155
WP: 24‑30
PC: 17‑20
PB: 5‑9
TMR: 18
NA: Feathers absorb 5 DP
Weapons: Simurghs can engage in Melee Combat from 2 hexes away.  They have one bite (BC: 60%, D10+10 damage) and two claw attacks (BC: 55%, D10+12 damage) and can attack with all three each Pulse without penalty.

Comments: Simurghs are guardians of any natural gateway to another plane.  Their job is to keep demons in and all others out.
taltos horse
Natural Habitat: Plains, Rough
Frequency: Rare
Number: 1
Description: Taltos horses resemble broken down nags. 

Talents, Skills, and Magic: Taltos horses can speak any language, and can teleport a distance of 5 miles.  They also may possess any skill or spell which the GM desires.  Access to its magical powers is achieved by the owner cutting off the taltos horse’s head and using the blood in the same fashion as the spell effect.  The horse will then regenerate (2 DP?Pulse) until the horse is returned to it’s former condition.  The horse may only aid a character in this way 3 times.
Movement Rates: Running: 400; Flying: 1000
PS: 30‑35
MD: None
AG: 11‑14
MA: 15-18
EN: 15‑18
FT: 25‑29
WP: 25‑30
PC: 15‑17
PB: 7‑9
TMR: 8/20
NA: Hide absorbs 3 DP
Weapons: Kick: BC=30%, D10+1 damage

                  Bite: BC=15%, D10-3 damage

Comments: Taltos horses will only aid those who are pure in heart and down-and-out and in epic adventures.  If a character should prove greedy or unworthy they will disappear.  At the end of the quest the taltos horses will transform into normal quarterhorses.
5. Creatures of Night and Shadow

   The species portrayed herein include those primarily connected with night and shadow and the Powers of Darkness. They include Weres, Doppelgangers, Bats, and Dire Wolves. Other species which may be nocturnal hunters or may be at their most powerful at night are not included in this heading and are not affected by magic designed to call, communicate with, or control Creatures of Night and Shadow. Only the species listed herein are affected by these types of magic.

athol

Natural Habitat: Caverns, Ruins

Frequency: Very Rare   
Number: 1

Description: Athols in their natural form are 6 feet tall humanoids with the head, claws, and wings of a bat.

Talents, Skills, and Magic: Athols can shape-change into the form of a withered old man.  In addition athols can use the spell of Hypnotism and the Ritual of Binding Will from the College of the Mind.  Athols have an additional +10% with these.

Movement Rates: Running: 350; Flying: 350

PS: 26‑32
MD: None
AG: 22‑26
MA: 12-15
EN: 12‑15
FT: 20‑25
WP: 9‑12
PC: 18‑23
PB: 0‑3
TMR: 7/7
NA: None
Weapons: Athols can bite in Close Combat (BC: 45%, D10-1 damage).  After biting the athols hold on and drain 1 DP/Pulse of blood and 2 points of WP each Pulse.

Comments: An athol can only reproduce by abducting and using a human female.  The woman will be kept for one year and then released.  She will be totally and murderously insane.

ccoa

Natural Habitat: Rough, Fields, Ruins

Frequency: Very Rare   
Number: 1

Description: Ccoas resemble stipped house cats.  They stand 18 inches at the shoulder and their eyes glow eerily.

Talents, Skills, and Magic: Ccoas are usually masters of the College of Black Magics.  Ccoas can become insubstantial at will.  While in this state they cannot harm or be harmed by anything except magic.  The building of a temple within 50 miles of the area they currently occupy will drive the ccoas away.

Movement Rates: Running: 500

PS: 4‑8
           MD: 17-21
AG: 22‑24
MA: 14-17

EN: 5‑6           FT: 9‑11 
WP: 25‑30
PC: 21‑25

PB: 8‑14          TMR: 10
NA: None

Weapons: Ccoas can bite and claw (combined attack) in Close Combat (BC: 25%, D10-5).

Comments: Ccoas revel in the destruction they cause.  They can sometimes be bribed to leave by the offering of whole fields of produce to them.

Child of hell
Natural Habitat: Rough, Waste, Plains
Frequency: Rare            
Number: 1‑4
Description: The children of hell have iron heads, six arms and cloven feet.  They have burnished copper faces with four eyes.  Their armour is green with fantastic scrolling decorations.
Talents, Skills, and Magic: Children of hell know the Ritual of Illusory Fog but may cast it as a spell.  They can see through this or normal fog at will.
Movement Rates: Running: 300
PS: 22-26         MD: 14-18
AG: 14‑18
MA: 12-15
EN: 13‑17        FT: 19‑21          WP: 13‑17
PC: 13‑17
PB: 3‑6
           TMR: 6  
NA: Skin absorbs 1 DP
Weapons: Children of hell have no natural weapons but favour the short sword and Zweihander both of which they will use at the same time.  They normally wear half-plate armour.
gamin
Natural Habitat: Fields (or anywhere where humanoids are settled).
Frequency: Rare                        Number: 1‑4 (1)

Description: Gamins appear as thin, undernourished, 4-10 year old children.  They have yellow, slitted eyes.
Talents, Skills, and Magic: Gamins can make themselves appear as any race they choose.  Gamins can use the spell of Charming from the College of Naming Incantations at Rank 8-10.
Movement Rates: Running: 400; Swimming: 75
PS: 18-22         MD: 20-23
AG: 15‑18
MA: 14-17
EN: 20‑25        FT: 24‑25          WP: 16‑20
PC: 12‑17
PB: 0‑5
           TMR: 8/1  
NA: None
Weapons: Gamins possess no natural weaponry.

Comments: Gamins will use their spells to influence children to join them in a game of murder.  Afterwards they will loot the body of a single object as a keepsake.
Mamono

Natural Habitat: Caverns, Rough, Crypts, Woods

Frequency: Very Rare
Number: 1‑2 (1)

Description: In their natural form, mamono are skinless creatures of bone and muscle, with a single eye and a gaping, spider-like maw in their abdomens.  Their arms end in serrated blades of bone.

Talents, Skills, and Magic: Mamonos have the ability to form themselves to look and act like any humanoid creature that is approximately their size and body weight (150‑250 lbs.). Even the clothes and equipment of a person can be imitated, although magical properties will not, of course, adhere to the duplicates. Unlike doppelgangers they cannot read minds.  There is a 15% chance that a mamono’s imitation will be detectable. See the rules governing multi‑sense illusions in the College of Illusions.  Mamono’s can turn invisible at will. If killed at night the mamono will reawaken 2 hours later completely healed and very angry.  It cannot rejuvenate if killed in the day or whilexposed to direct sunlight.

Movement Rates: Running: 300

PS: 18‑23
MD: 17‑22
AG: 17‑22
MA: 11‑15

EN: 18‑22
FT: 21‑22
WP: 18‑22
PC: 15‑17

PS: 4‑8
             TMR: 6
NA: Skin absorbs 6 DP

Weapons: In their natural form, mamonos can bite (BC: 50%, D10+3 damage) in Close Combat or make two stabbing attacks [BC: 50%, D10+2 Damage going in and D10-2 coming out, Ranks 1-7] in Melee Combat.  Once having imitated something, they fight as it does/did, using the same weapons at a Rank two less than that achieved by the character being imitated but if severely threatened they will revert to their natural form.

Comments: Once they have imitated their victims the mamonos will flay their victims alive before devouring their eyes, livers and other soft tissue.

marm
Natural Habitat: Rough, Waste
Frequency: Rare                        Number: 1‑8 (4)
Description: Marms are naturally invisible.  If seen they resemble thin, but beautiful women with small horns on their forehead.
Talents, Skills, and Magic: Marms can induce madness in a victim unless he rolls 2 x WP or less.  If the roll is failed the victim progresses through one stage of the madness each day until the fourth stage is reached.  A Remove Curse Ritual will reduce the madness by one stage as will a Blessing or immersion in holy water.

Stage one: The victim hears distant voices, the sound of laughter, or the wail of a baby.  He might see a campfire where there is only brush.  Strange may appear which are visible only to this character.

Stage two: The victim sees shadowy, menacing shapes forming in the darkness.  While the character sleeps, he will be awakened by a hoarse chuckle next to his head, or by the sensation of something being lightly drawn across his throat.  The sound will be definite now, and the shapes and sensations will have minimal tactile quality.

Stage three: A virulent mistrust of friends is common at this stage.  The character will become more and more sure that his comrades are in league with the threatening shadows.  He will lend items to a friend, and then accuse the friend of theft, since, by then, he will have no memory of having lent the item in the first place.  The shadows will come into camp frequently now, seeming to take items which, in reality, never leave the victim’s possession.  Although the theft is imagined, the victim will not use the items he believes to be stolen, for in his mind they are no longer there.

Stage four: All sense of reality is lost to the victim.  Only the marm-shadows are real to him.  He will not acknowledge the presence of his flesh and blood companions.  He will eat rocks instead of rations, and will drink only sand.  His dementia will increase until he dies of thirst and hunger.

Movement Rates: Running: 600
PS: 10-15         MD: 2-5
AG: 25‑30
MA: None
EN: 10‑20        FT: 10‑20          WP: 20‑25
PC: 20‑30
PB: 3‑5
           TMR: 12
NA: None
Weapons: Marms can claw in Melee or Close Combat (BC: 40%, D10 damage).

night hag
Natural Habitat: Other planes
Frequency: Uncommon              Number: 1

Description: Night hags appear as dried and balding corpses of extremely ugly old women.
Talents, Skills, and Magic: Night hags are naturally invisible but can become visible at will.  Night hags have complete control over a being’s dreams and the ability to read minds to discover their victim’s worst fears.  Hags are invulnerable to all physical harm and may only be scared off by exorcism or a mirror held up to their 
Movement Rates: Only within dreams
PS: None         MD: None
AG: None
MA: 15-20
EN: None        FT: None          WP: 15‑20
PC: 20‑22
PB: 3‑5
           TMR: -   
NA: None
Weapons: While in a victim’s dreams a night hag drains 2 points of EN per night.

Comments: If a victim fails his WP roll to awaken he will be unable to stay awake for more than a few seconds during which he will scream insanely in fear.
onaqui

Natural Habitat: Woods, Rough

Frequency: Very Rare
Number: 1‑2 (1)

Description: Onaquis stand over 8 feet tall, have the torso of a man, and the limbs of a jaguar and the face and wings of a large bat.

Talents, Skills, and Magic: Onaquis are able magicians specializing in the College of Illusions.

Movement Rates: Running: 400; Flying: 500

PS: 17‑19
MD: 24‑30
AG: 23‑27
MA: 18‑21

EN: 14‑17
FT: 20‑25
WP: 28‑32
PC: 18‑23

PB: 5‑7 
TMR: 8/10
NA: Fur absorbs 2 DP

Weapons: Onaquis can make 4 attacks with their claws (BC: 45%, D10-3 damage) in Melee or Close Combat.

Comments: Onaquis can only be harmed by magic or by weapons made from jade.

orthrus

Natural Habitat: Fields, Plains, Rough

Frequency: Very Rare
Number: 1‑50 (1)

Description: Orthrus’ are huge hounds with two heads.

Talents, Skills, and Magic: An orthrus can detect any being within 100 feet.  There is a 5% chance an orthrus has Rank 3-6 in the General Knowledge Spells of the College of Naming Incantations.

Movement Rates: Running: 250

PS: 18‑21
MD: 21‑24
AG: 18‑22
MA: 10‑16

EN: 15‑17
FT: 22‑26
WP: 12‑16
PC: 22‑27

PB: 4‑7 
TMR: 5
NA: Fur absorbs 5 DP

Weapons: An orthrus can bite twice in the same Pulse with no penalty (BC: 65%, D10+6 damage) in Melee or Close Combat.

rakshasa

Natural Habitat: Any terrain.

Frequency: Very Rare
Number: 1

Description: Rakshasas resemble tall baboons with big bellies, fingers that curve away from the palms of their hands and poisonous claws.

Talents, Skills, and Magic: Rakshasas can imitate the form and features of any being (they can only imitate the forms of creatures which exist and they have seen) and read peoples minds.  They are adepts of the College of Illusions.

Movement Rates: Running: 450

PS: 17‑22
MD: 20‑25
AG: 23‑26
MA: 21‑24

EN: 10‑14
FT: 15‑20
WP: 16‑19
PC: 17‑22

PB: 6‑10 
TMR: 9
NA: Fur absorbs 6 DP

Weapons: Rakshasas can make 2 claw attacks in Melee and Close Combat (BC: 50%, D10+2 damage), the claws will additionally inflict 1 DP/Pulse due to venom.  Rakshasas can also bite (BC: 65%, D10+4 damage) in Close Combat.  Any effective damage from a bite causes cholera in the victim.

Comments: Rakshasas prefer to imitate the best friend or relative of its victim, make his life a misery by spreading lies and rumours about him and then finally kill him. 

Taddarita

Natural Habitat: Caverns, Woods, Rough

Frequency: Uncommon
Number: 1‑20 (10)

Description: Taddaritas resemble mouse-sized bats.

Talents, Skills, and Magic: Taddaritas hold Rank 8-10 in the General Knowledge Spells of the College of Necromantic Conjurations.

Movement Rates: Flying: 600

PS: 1‑2 
MD: None
AG: 12‑14
MA: 12‑15

EN: 1‑2
FT: 1‑2 
WP: 7‑9
PC: 13‑16

PB: 7‑9 
TMR: 12
NA: None

Weapons: Taddaritas have no natural weapons.

Comments: Taddaritas hate humans and often ally themselves with uruku, etc.

tommoraki
Natural Habitat: Woods
Frequency: Uncommon
Number: 1‑10 (5)

Description: Tommorakis resemble human-sized vultures with human foreheads, eyes and ears.
Talents, Skills, and Magic: Tommorakis can breathe fire up to 10 feet away.  It does D10-2 damage.  Their spit is poisonous, doing 3 DP/Pulse but only if ingested.  They have Rank 8-10 in the General Knowledge Spells of the College of Air Magics.
Movement Rates: Flying: 500
PS: 18‑22
MD: 23‑25
AG: 16‑19
MA: 12‑15
EN: 9‑12
FT: 14‑16
WP: 16‑18
PC: 15‑18
PB: 6‑8 
TMR: 10
NA: Fur absorbs 2 DP
Weapons: Tommorakis can bite (BC: 45%, D10 damage) and claw (BC: 50%, D10-2 damage) in Melee or Close Combat.

Comments: Tommorakis are especially active on holy days, trying to disrupt any religious ceremonies.  They usually ally themselves with powerful evil beings whom they will serve slavishly.
vargouille
Natural Habitat: Caverns, Rough, Plains
Frequency: Very Rare
             Number: 1‑20 (10)

Description: Vargouilles appear as a hideous head crowned with writhing tentacles and supported by bat wings.  Their wingspan is 3 feet.
Talents, Skills, and Magic: Vargouilles have no talents, skills or magic.

Movement Rates: Flying: 300
PS: 7‑10
MD: None
AG: 15‑19
MA: None
EN: 6‑9
FT: 7‑10
WP: 9‑12
PC: 13‑17
PB: 2‑4 
TMR: 6
NA: Skin absorbs 1 DP
Weapons: Vargouilles can bite in Close Combat (BC: 45%, D10 damage).  The victim additionally suffers 4 DP/Pulse from venom.

Comments:  Vargouilles hate light and will become enraged by anyone carrying a torch or lantern.  They are strictly nocturnal.
Weres

   Weres are humans or humanoids who are afflicted with a specific disease: Lycanthropy. They are adversely affected by the full moon and on nights when Luna (the primary moon in worlds with more than one) is full they change shape, becoming one of 5 types of creature. The were may become a Bear, Boar, Tiger, Snake or wolf. The actual type of beast the character becomes will depend on the type of beast from which he contracted his illness. The only way that a character can become a lycanthrope is if he is bitten for at least 1 point of effective damage by a character who is already a lycanthrope while that character is in his beast form. The victim will then during the next full moon (and all succeeding full moons until he is killed) assume the shape of the beast that bit him (wolf, snake, etc.). If a character is killed by a lycanthrope, he does not become a lycanthrope himself; instead, he usually becomes dinner.

   A lycanthrope in his were form is always a beast. He has the characteristics of the strongest specimen of the species whose form he has assumed. A werewolf would have the highest possible characteristics for a Dire Wolf, for example. A weresnake assumes the form of a Python, but with the bite (and venom) of the King Cobra. Werebears, werehyenas, wereboars and weretigers will have the highest possible characteristics for their type of beast (+2 to PS, EN and FT, usually).

   When in their beast form, weres are semi‑intelligent. Their human side is suppressed and the character is played by the GM. Weres are primarily concerned with feeding and simple survival. They will spend the entire period when the moon is full either laid up in a lair or hunting. They will attack the character’s friends as readily as any other prey.

   Once a were returns to his normal human shape, he will be enfeebled for D10+4 hours, desiring only to sleep. Upon waking, he will remember what he did in his beast form (usually with regret).

   A character can be cured of lycanthropy in exactly the same manner as he is cured of a major curse. See Consequences (158.5).

   When in beast form, a were can only be harmed or killed by magic or by silvered weapons. Pre‑pubescent and post‑menopausal individuals never suffer the effects of lycanthropy (though they may contract the disease).

6. Dinosaurs

Dinosaurs include aetosaurs, ankylosaurs, carnosaurs, ceratopsians, chelonians, coelurosaurs, crocodilians, cynodonts, deinonychosaurs, dicynodonts, ichtyosaurs, labrynthodonts, mosasaurs, nothasaurs, ornithomimosaurs, ornithopods, phytosaurs, placodonts, plesiosaurs, pliosaurs, prosauropods, protosuchians, pterosaurs, rhynchosaurs, sauropods, scelidosaurs, and stegosaurs.

   Each dinosaur species is given in its smallest size.  They may grow up to 5 times the size noted and larger sizes should have their PS, EN, FT, and weapon damage multiplied by the desired size multiple.

aetosaur

Natural Habitat: Marsh, Lakes, Rivers

Frequency: Common    
Number: 1-34 (1)

Description: Aetosaurs resemble land-going crocodiles in overall form, but the head of each is small and terminates in a blunt, pig-like rooting snout.

Talents, Skills, and Magic: Aetosaurs possess no talents, skills or magic.

Movement Rates: Swimming: 300; Running: 150

PS: 34‑38
MD: 5‑8
AG: 7‑9
MA: None

EN: 14‑18
FT: 30‑36
WP: 7‑9
PC: 8‑10

PB: 6‑8 
TMR: 6/3
NA: Scales absorb 7 DP

Weapons: Aetosaurs can sweep their rear hex with their tail in Melee (BC: 40%, D10+3 damage).  It can also bite in Melee or Close (BC 10%, D10+1 damage).

Comments: The aetosaurs have no size multiple.

ankylosaur

Natural Habitat: Plains, Marsh, Riverbanks, Lake Shores

Frequency: Uncommon    
Number: 1-8 (4)

Description: These browsing herbivores are heavily armoured with plates and spikes of bone and horn.  They range from 6-30 feet in length.

Talents, Skills, and Magic: Ankhylosaurs possess no talents, skills or magic.

Movement Rates: Running: 175

PS: 6‑7 
MD: None
AG: 8‑10
MA: None

EN: 9‑11
FT: 10‑12
WP: 7‑9
PC: 8‑10

PB: 7‑9 
TMR: 3
NA: Scales absorb 7 DP

Weapons: Ankhylosaurs hit with their club-like tail in Melee Combat (BC: 25%, 10+3 damage). 

Comments: The ankhylosaurs have a size multiple of up to 5.

carnosaur

Natural Habitat: Woods, Plains

Frequency: Uncommon    
Number: 1-10 (1)

Description: Carnosaurs are bipedal, with a large hea and a mouthful of sharp teeth, a short but flexible neck, a stout body, a long tail, and powerful hind legs.  The arms and front claws are relatively small.  Carnosaurs range in size from 20-40 feet in height.

Talents, Skills, and Magic: Carnosaurs possess no talents, skills or magic.

Movement Rates: Running: 325

PS: 35‑40
MD: 8‑10
AG: 9‑11
MA: None

EN: 25‑30
FT: 30‑35
WP: 6‑8
PC: 15‑17

PB: 5‑7 
TMR: 6
NA: Hide absorb 6 DP

Weapons: Carnosaurs can bite in Melee (BC 40%, D10+12 damage).

Comments: The carnosaurs have a size multiple up to 2.

ceratopsian

Natural Habitat: Rough, Woods, Waste, Plains

Frequency: Common    
Number: 1-100 (20)

Description: Ceratopsians have a huge head, surrounded by a bony frill which anchors the powerful neck and jaw muscles and which may only be visible on skulls.  The edges of the frill may be bumpy or spiked, and the head is commonly horned (one horn over each brow and/or one over the nose).  Ceratopsians vary in size from 6-30 feet in length.

Talents, Skills, and Magic: Ceratopsians possess no talents, skills or magic.

Movement Rates: Swimming: 300; Running: 150

PS: 34‑38
MD: 5‑8
AG: 7‑9
MA: None

EN: 14‑18
FT: 30‑36
WP: 7‑9
PC: 8‑10

PB: 6‑8 
TMR: 6/3
NA: Scales absorb 7 DP

Weapons: Certatopsians may bite in Melee (BC: 15%, D10+3 damage) or charge and trample in Close (BC: 50%, D10+1 damage [resolve one attack per foot, total of 4]). 

Comments: Ceratopsians have a size multiple of up to 5.

chelonian

Natural Habitat: Ocean

Frequency: Common    
Number: 1-2 (1)

Description: Chelonians are large sea-turtles varying in size between 3-12 feet.

Talents, Skills, and Magic: Chelonians have the same abilities as a giant land turtle but cannot withdraw their heads into their shells.

Movement Rates: Swimming: 450; Crawling: 25

PS: 8‑9 
MD: None
AG: 5‑7
MA: None

EN: 6‑7
FT: 7‑8
             WP: 10‑11
PC: 13‑15

PB: 6‑8 
TMR: 9/1
NA: Shell absorbs 7 DP

Weapons: Chelonians can bite in Close Combat (BC: 25%, D10-1 damage).

Comments: The size multiplier for chelonians is up to 4.

coelurosaur

Natural Habitat: Rough, Woods, Waste

Frequency: Common    
Number: 1-20 (1)

Description: Coelurosaurs are feathered with a light wedge-shaped head, long flexible neck, a long tail and long legs, bird-like feet, claws, and either numerous sharp teeth or a shearing beak.  They range from 3-12 feet tall.

Talents, Skills, and Magic: Coelurosaurs possess no talents, skills or magic.

Movement Rates: Running: 450
PS: 6‑8 
MD: 15-17
AG: 14‑16
MA: None

EN: 8‑9
FT: 5‑6
             WP: 7‑9
PC: 17‑20

PB: 7‑9 
TMR: 9
NA: Feathers absorb 4 DP

Weapons: Coelurosaurs can bite in Close Combat (BC: 40%, D10+1 damage).  They can make two claw attacks (BC: 45%, D10-4 damage) in Melee or Close or kick with its clawed hind feet (BC: 50%, D10+1 damage) in Melee only.

Comments: The size multiplier for coelurosaurs is up to 4.

crocodilian

Natural Habitat: Marsh, Lakes, Rivers

Frequency: Common    
Number: 1-24 (1)

Description: Crocodilians resemble modern crocodiles but are normally far larger.  They range in size from 11-55 feet in length.

Talents, Skills, and Magic: Crocodilians have no talents, skills or magic.

Movement Rates: Swimming: 350; Running: 150

PS: 8‑10 
MD: 4-7
AG: 6‑8
MA: None

EN: 7‑8
FT: 12‑14
WP: 7‑9
PC: 8‑10

PB: 6‑8 
TMR: 7/3
NA: Scales absorb 6 DP

Weapons: Crocodilians can bite in Close Combat (BC: 50%, D10+5 damage).

Comments: The size multiplier for crocodilians is up to 5.

cynodont

Natural Habitat: Marsh, Woods, Rough

Frequency: Uncommon    
Number: 1-20 (1)

Description: Cynodonts have a number of mammal-like traits, but their front legs retain a sprawling reptilian gait, and they have low flat lizard-like heads and thick reptilian tails.  They range in size from 2-6 feet in length.

Talents, Skills, and Magic: Cynodonts have no talents, skills or magic.

Movement Rates: Running: 300

PS: 7‑8 
MD: None
AG: 7‑9
MA: None

EN: 7‑8
FT: 8‑10
WP: 6‑8
PC: 9‑11

PB: 8‑11 
TMR: 6
NA: Hide absorb 2 DP

Weapons: Cynodonts can bite in Close Combat (BC: 40%, D10+1 damage).

Comments: The size multiplier for cynodonts is up to 3.  Cynodonts include both carnivores and herbivores.  Herbivores are treated as if they were one size smaller in regard to damage, EN and FT.

deinonychosaur
Natural Habitat: Rough, Woods, Waste, Rough, Plains
Frequency: Uncommon    
Number: 1-20 (1)

Description: Deinonychosaurs resemble Coelurosaurs but are more heavily built, with a shorter neck, a larger and more powerful mouth, and a huge sharp claw on the second toe that serves as a sort of switchblade for slicing and stabbing prey.  They range in size from 6-12 feet long.
Talents, Skills, and Magic: Deinonychosaurs have no talents, skills or magic.
Movement Rates: Running: 500
PS: 13‑17 
MD: 13-15
AG: 14‑16
MA: None
EN: 17‑19
FT: 11‑13
WP: 10‑11
PC: 11‑13
PB: 5‑7 
TMR: 10
NA: Hide absorb 5 DP
Weapons: Deinonychosaurs can bite in Melee or Close Combat (BC: 35%, D10+4 damage) and in addition can make 2 claw attacks in Close (BC: 50%, D10+1 damage) and another 2 if those hit (BC: 25%, D10+8 damage).
Comments: The size multiplier for deinonychosaurs is up to 2.
dicynodont
Natural Habitat: Plains
Frequency: Common    
Number: 1-40 (20)
Description: Dicynodonts are bulky, with short, stout limbs, a thick tail,, and barrel-shaped torso.  The limbs sprawl out towards the sides.  They have few teeth, the teeth being replaced by a horny beak.
Talents, Skills, and Magic: Dicynodonts have no talents, skills or magic.
Movement Rates: Running: 300
PS: 15‑18 
MD: 7-9
AG: 8‑10
MA: None
EN: 7‑8
FT: 10‑12
WP: 7‑9
PC: 8‑10
PB: 5‑7 
TMR: 6
NA: Hide absorb 2 DP
Weapons: Dicynodonts may bite (BC: 30%, D10+2 damage) or trample (BC: 40%, D10+1 damage) in Close Combat.
Comments: The size multiplier for dicynodonts is up to 3.
ichthyosaur

Natural Habitat: Ocean

Frequency: Common    
Number: 1-20 (10)

Description: Ichthyosaurs bare a striking resemblance to a combination of sharks and dolphins.  They range from 6-30 feet in length.

Talents, Skills, and Magic: Ichthyosaurs have no talents, skills or magic.

Movement Rates: Swimming: 550

PS: 7‑9 
MD: None
AG: 7‑9
MA: None

EN: 5‑6
FT: 8‑10
WP: 6‑8
PC: 9‑11

PB: 8‑10 
TMR: 11
NA: Skin absorbs 5 DP

Weapons: Ichthyosaurs can bite in Close or Melee (BC: 40%, D10+3 damage).

Comments: The size multiplier for ichthyosaurs is up to 5.

labyrinthodont

Natural Habitat: Marsh, Lakes, Rivers

Frequency: Common    
Number: 1-24 (1)

Description: Labyrinthodonts resemble crocodiles but have flattened heads with upward-staring eyes, flat broad bodies, and feeble legs.  Their mouths are huge and full of sharp teeth.  They vary from 3-15 feet in length.

Talents, Skills, and Magic: Labyrinthodonts have no talents, skills or magic.

Movement Rates: Running: 75; Swimming: 300

PS: 4‑5 
MD: 5-8
AG: 7‑9
MA: None

EN: 3‑6
FT: 10‑13
WP: 7‑9
PC: 8‑10

PB: 6‑8 
TMR: 1/6
NA: Scales absorb 4 DP

Weapons: Labyrinthodonts can bite in Close Combat (BC: 15%, D10+3 damage).

Comments: The size multiplier for labyrinthodonts is up to 5.  

mothasaur

Natural Habitat: Ocean

Frequency: Common    
Number: 1-4 (2)

Description: Mothasaurs are huge sea-going lizards with flippers instead of legs.  They range in size from 15-45 feet in length.

Talents, Skills, and Magic: Mothasaurs have no talents, skills or magic.

Movement Rates: Swimming: 350

PS: 13‑15 
MD: None
AG: 14‑16
MA: None

EN: 11‑13
FT: 17‑20
WP: 6‑8
PC: 10‑12

PB: 6‑8 
TMR: 7
NA: Hide absorbs 5 DP

Weapons: Mothasaurs can swallow a man-sized object whole.  Any other prey is bitten (BC: 50%, D10+8 damage) in Close.

Comments: The size multiplier for labyrinthodonts is up to 3.  

nothasaur

Natural Habitat: Ocean

Frequency: Common    
Number: 1-4 (2)

Description: Nothasaurs are amphibious dinosaurs.  They vaguely resemble pliosaurs but have relatively short tails and their flippers are seal-like and bare claws.  They range from 3-9 feet in length.

Talents, Skills, and Magic: Nothasaurs have no talents, skills or magic.

Movement Rates: Swimming: 525

PS: 5‑6 
MD: 5-8
AG: 7‑9
MA: None

EN: 2‑3
FT: 5‑6 
WP: 7‑9
PC: 8‑10

PB: 7‑9 
TMR: 10
NA: Scales absorb 5 DP

Weapons: Nothasaurs can make 2 claw attacks (BC: 50%, D10-9 damage) and bite (BC: 10%, D10-6 damage) in Close Combat.

Comments: The size multiplier for nothasaurs is up to 3.  

Ornithomimosaur

Natural Habitat: Rough, Woods, Waste, Plains

Frequency: Common    
Number: 1-20 (10)

Description: Ornithomimosaurs strongly resemble flightless birds such as the ostrich.  They range in size from 6-12 feet in height.

Talents, Skills, and Magic: Ornithomimosaurs have no talents, skills or magic.

Movement Rates: Running: 525

PS: 10‑12 
MD: 8-10
AG: 7‑9
MA: None

EN: 7‑8
FT: 9‑10
WP: 8‑10
PC: 10‑12

PB: 7‑9 
TMR: 10
NA: Skin absorbs 2 DP

Weapons: Ornithomimosaurs can kick (BC: 40%, D10+2 damage) and peck (BC: 45%, D10-5 damage) in the same Pulse in Melee or Close Combat.

Comments: The size multiplier for ornithomimosaurs is up to 2.  

Ornithopod

Natural Habitat: Rough, Woods, Waste, Rivers, Lakes, Marsh, Plains

Frequency: Common    
Number: 1-40 (20)

Description: Ornithopods are a diverse group.  They are herbivorous and bipedal, though most go down on all fours at times.  Most have a beak to crop vegetation.  They range in size from 5-45 feet in length.

Talents, Skills, and Magic: Ornithopods have no talents, skills or magic.

Movement Rates: Running: 375

PS: 7‑9 
MD: 7-9
AG: 6‑8
MA: None

EN: 5‑6
FT: 6‑7 
WP: 7‑9
PC: 10‑12

PB: 6‑8 
TMR: 7
NA: Hide absorbs 5 DP

Weapons: Ornithopods can bite (BC: 30%, D10+1 damage) in Close or kick (BC: 25%, D10+1 damage) in Melee Combat.

Comments: The size multiplier for ornithopods is up to 9.  

phytosaur

Natural Habitat: Marsh, Lakes, Rivers

Frequency: Common    
Number: 1-24 (12)

Description: Phytosaurs resemble crocodilians, but the nostrils are set on a volcano-shaped bump between the eyes rather than on the end of their snout.  They range from 4-20 feet in length.

Talents, Skills, and Magic: Phytosaurs have no talents, skills or magic.

Movement Rates: Crawling: 150; Swimming: 400

PS: 3‑4 
MD: 4-7
AG: 6‑8
MA: None

EN: 2‑3
FT: 5‑6 
WP: 7‑9
PC: 8‑10

PB: 6‑8 
TMR: 3/8
NA: Scales absorb 6 DP

Weapons: Phytosaurs can bite (BC: 50%, D10+3 damage) in Close or Melee Combat.

Comments: The size multiplier for phytosaurs is up to 5.  

placodont

Natural Habitat: Plains

Frequency: Common    
Number: 1

Description: Of the two types of placodonts some are encased in bony armour and the others have a long broad tail and limbs that are less flipper-like.  Both resemble chelonians and range from 2-10 feet in length.

Talents, Skills, and Magic: Placodonts have no talents, skills or magic.

Movement Rates: Swimming: 525

PS: 5‑6 
MD: None
AG: 5‑7
MA: None

EN: 3‑4
FT: 4‑5 
WP: 10‑11
PC: 13‑15

PB: 6‑8 
TMR: 10
NA: Hide absorb 6 DP

Weapons: Placodonts can bite (BC: 25%, D10-2 damage) in Close or Melee Combat.

Comments: The size multiplier for placodonts is up to 5.  

plesiosaur

Natural Habitat: Ocean

Frequency: Common    
Number: 1-6 (3)

Description: Plesiosaurs resemble marine turtles but lacking a shell and with a long snake-like neck.  They range in size from 10-50 feet in length.

Talents, Skills, and Magic: Plesiosaurs have no talents, skills or magic.

Movement Rates: Crawling: 75; Swimming: 375

PS: 6‑8 
MD: None
AG: 7‑8
MA: None

EN: 10‑12
FT: 11‑13 
WP: 10‑11
PC: 11‑13

PB: 6‑8 
TMR: 1/7
NA: Skin absorb 2 DP

Weapons: Plesiosaurs can bite (BC: 45%, D10+2 damage) in Close or Melee Combat.

Comments: The size multiplier for plesiosaurs is up to 5.  These creatures swim close to the surface, catching prey above or below the waterline with sudden movements of their serpentine necks.  

pliosaur

Natural Habitat: Ocean

Frequency: Common    
Number: 1-6 (3)

Description: Pliosaurs resemble plesiosaurs but have short necks and long jaws.  They range in size from 12-48 feet in length.

Talents, Skills, and Magic: Pliosaurs have no talents, skills or magic.

Movement Rates: Crawling: 100; Swimming: 375

PS: 10‑11 
MD: None
AG: 6‑8
MA: None

EN: 8‑10
FT: 11‑14 
WP: 8‑10
PC: 9‑12

PB: 6‑8 
TMR: 2/7
NA: Skin absorbs 4 DP

Weapons: Pliosaurs can bite (BC: 45%, D10+5 damage) in Close or Melee Combat.

Comments: The size multiplier for pliosaurs is up to 4.  

prosauropod

Natural Habitat: Rivers, Plains, Woods

Frequency: Common    
Number: 1-20 (10)

Description: Prosauropods have a long neck topped by a small head, a corpulent body and a long tail.  They range in size from 5-40 feet in length.

Talents, Skills, and Magic: Prosauropods have no talents, skills or magic.

Movement Rates: Running: 350

PS: 7‑9 
MD: 7-9
AG: 6‑8
MA: None

EN: 5‑6
FT: 6‑7 
WP: 8‑10
PC: 8‑9

PB: 5‑7 
TMR: 7
NA: Hide absorbs 5 DP

Weapons: Prosauropods can kick (BC: 25%, D10+1 damage) in Melee.  They can trample a foe (BC: 50%, D10-2 damage) resolve one foot per attack.  They can also swipe any foe in their rear hex from his feet, treat this as a trip (D10+1 damage).

Comments: The size multiplier for prosauropods is up to 8.  

proterosuchian

Natural Habitat: Marsh, lakes, Rivers

Frequency: Common    
Number: 1-24 (12)

Description: Proterosuchians are crocodile-like in appearance, although they have a more erect gait and occasionally rise up on their hind legs.  They range from 3-15 feet in length.

Talents, Skills, and Magic: Proterosuchians have no talents, skills or magic.

Movement Rates: Crawling: 300; Swimming: 375

PS: 2‑3 
MD: 4-7
AG: 6‑8
MA: None

EN: 2‑3
FT: 3‑4 
WP: 7‑9
PC: 8‑10

PB: 6‑8 
TMR: 6/7
NA: Scales absorb 6 DP

Weapons: Proterosuchians can bite (BC: 50%, D10+1 damage) in Close or Melee Combat.

Comments: The size multiplier for pliosaurs is up to 5.  

pterosaur

Natural Habitat: Rough, Woods, Waste, Lakes, Marsh, Plains, Ocean

Frequency: Common    
Number: 1-20 (10)

Description: Pterosaurs resemble large bats but also have large muzzles or beaks and many have wings.  Their wingspan ranges from 10-40 feet.

Talents, Skills, and Magic: Pteroosaurs have the ability to stay aloft for days at a time.  Apart from this they have no talents, skills or magic.

Movement Rates: Running: 75; Flying: 600

PS: 3‑4 
MD: None
AG: 8‑10
MA: None

EN: 2‑3
FT: 3‑4 
WP: 6‑8
PC: 12‑15

PB: 5‑7 
TMR: 1/12
NA: None

Weapons: Pterosaurs can bite (BC: 40%, D10+2 damage) in Close or Melee Combat.

Comments: The size multiplier for pterosaurs is up to 4.  Their wings are quite vulnerable to injury so they won’t usually risk an encounter that might end in a grounding.  They will usually make just one diving pass.  The largest can only carry 70 pounds.  

rhynchosaur

Natural Habitat: Woods, Waste

Frequency: Common    
Number: 1-20 (10)

Description: Rynchosaurs resemble large barrel-shaped iguanas with parrot-like beaks.  They range in size from 3-6 feet in length.

Talents, Skills, and Magic: Rhynchosaurs have no talents, skills or magic.

Movement Rates: Running: 225

PS: 11‑14 
MD: None
AG: 14‑16
MA: None

EN: 10‑12
FT: 12‑15 
WP: 6‑8
PC: 10‑12

PB: 6‑8 
TMR: 4
NA: Skin absorbs 5 DP

Weapons: Rhynchosaurs can bite (BC: 50%, D10-1 damage) in Close Combat.

Comments: The size multiplier for pliosaurs is up to 2.  They are herbivores.  

Sauropod

Natural Habitat: Woods, Rivers, Lakes, Marsh, Plains

Frequency: Common    
Number: 1-20 (10)

Description: Sauropods are the largest dinosaurs.  They have thick legs, and extremely long necks and tails.  They range in size from 30-105 feet in length.

Talents, Skills, and Magic: Sauropods have no talents, skills or magic.

Movement Rates: Running: 250

PS: 60‑75 
MD: None
AG: 5‑7
MA: None

EN: 40‑50
FT: 50‑60 
WP: 6‑8
PC: 8‑10

PB: 7‑9 
TMR: 5
NA: Hide absorbs 5 DP

Weapons: Sauropods can trample an opponent (BC: 50%, D10+8 damage) in Close Combat, resolve one attack per foot.  They can also smash with their tails (BC: 55%, D10+6 damage).

Comments: Sauropods are handled differently to other dinosaurs.  Their size multiple starts at 1 and goes up by ½ to 3½ (thus 1, 1½, 2, 2½, etc).  This means their stats and damage are multiplied by this figure rather than in the normal fashion.   

scelidosaur

Natural Habitat: Plains, Woods

Frequency: Uncommon    
Number: 1-8 (4)

Description: Scelidosurs resemble ankylosaurs although they are not as heavily armoured.

Talents, Skills, and Magic: Scelidosaurs have no talents, skills or magic.

Movement Rates: Running: 225

PS: 8‑10 
MD: None
AG: 10‑13
MA: None

EN: 9‑11
FT: 10‑12 
WP: 7‑9
PC: 8‑10

PB: 7‑9 
TMR: 4
NA: Armour absorbs 6 DP

Weapons: Scelidosaurs hit with their tail in Melee Combat (BC 25%, D10+3 damage).

Comments: The size multiplier for scelidosaurs is up to 3.

stegosaur

Natural Habitat: Plains, Woods

Frequency: Uncommon    
Number: 1-8 (4)

Description: Stegosaurs have long hind legs and short front legs with a double row of spines or plates running along their backs.  They have a small head, small weak teeth, and a beaked snout.  They range from 9-27 feet in length.

Talents, Skills, and Magic: Stegosaurs have no talents, skills or magic.

Movement Rates: Running: 250

PS: 22‑25 
MD: None
AG: 9‑11
MA: None

EN: 15‑18
FT: 17‑20 
WP: 5‑7
PC: 7‑9

PB: 7‑9 
TMR: 5
NA: Plates absorb 5 DP

Weapons: Stegosaurs hit with their tail in Melee Combat (BC: 45%, D10+5 damage).

Comments: The size multiplier for stegosaurs is up to 3.  They are herbivores but if molested they lash out with their spiked tails.  

7. Dragons

   Dragons are the most ferocious creatures in the DragonQuest world. They have a long, thin, tapering body (about 25 feet for mature males). They are generally reptilian in form, with sharp claws, a pointed tail, leathery wings, large fangs, a long neck, and spiked ridges along their backs. Their eyes glow with a shine of intelligence inherent in no ordinary reptile, however. Dragons are seven‑hex monsters.

   Dragons have heavy scales all over their bodies, with the exception of their undersides which are generally softer. As some dragons age, however, they accumulate and sleep on a hoard of gem stones that will become embedded in them, making them as nearly invulnerable from below as from above. A dragon’s Armor Protection Rating will be between 10 and 12 from the top, and will be between 2 and 15 on the bottom, depending on the level of encrustation. There is a 50% chance that a dragon will have one vulnerable spot along the underside, regardless of encrustation. If a character knows the location of a weak spot, he has a 20% chance of hitting it on any successful Strike Check. The Armor Protection Rating at this spot will be 1 or 2.

   All dragons are highly intelligent. Most dragons will be able to speak 1‑5 human tongues at Rank 10, and 10‑15 other human and humanoid languages at Rank 6‑8. The least intelligent of dragons will be as bright as the average human, and most will be ultra‑intelligent by human standards.

   With the exception of golden and silver dragons, dragons are highly malicious, loving to cause as much pain and destruction as they can. They enjoy playing with humans, manipulating and outwitting them. Their intelligence, however, gives them a sense of caution, and a dragon will not hesitate to fly away from or attempt to verbally conciliate a more powerful opponent. In times of rage, however, they sometimes become reckless, and it is at these times that they are the most vulnerable.

   Most dragons are greedy, and as they age they will accumulate a tremendous hoard within their lair. Their treasure will usually be composed of gold, gems, and other items on which the dragon will make its bed. All dragons except the Black Dragon can occasionally be persuaded to reveal information or perform a service for a character if enough wealth is offered. All save the Golden Dragon will attempt merely to steal the treasure offered, if possible, unless it is well guarded or the character protects himself well in some other way, for dragons hate servitude. By the time a dragon reaches maturity, the wealth accumulated even in their hides will be worth a huge fortune.

   Dragons love puzzles and word games and anything else that challenges their intellect. They love riddles and trick questions. They also enjoy flattery, although they will see through it almost all the time. Nevertheless, they will be better disposed toward a flatterer than to one who is insolent. In general, dragons are very hot‑tempered and quick to respond to insult.

   Dragons have incredibly acute senses of hearing, smell and sight. They can see perfectly in the dark, and they have a 90% chance per Pulse of detecting physically hidden characters. They have a 75% chance per Pulse of detecting the presence of invisible or otherwise magically hidden creatures. They will not know the exact location of invisible creatures, although they will be able to guess well enough to hit the character with their breath weapon (if they have one and want to use it).

   Dragons of all types generally prefer to live in caves, narrow at their open ends, but gradually widening into long, deep caverns. The mouth of the cavern will usually just be large enough for the dragon to pass with folded wings, while the main cavern will be spacious enough for the dragon to turn easily. A dragon’s lair will usually contain a number of wards to snare the unwary before they can approach the dragon. Dragons have a fierce territorial imperative, attacking any creature that intrudes upon the area surrounding their !air, be it human, another dragon, or some other powerful creature.

   The area around a dragon’s lair will often be a wasteland, devastated by the creature. Dragon lairs themselves will reek horribly, with solid rock floors melted and scarred by the creature’s acidic excretions. The air surrounding a dragon is noxious; a dragon’s breath is foul, and its aroma sickening. Because of their smell, all creatures fight with 5 taken off their Base Chance to hit the dragon. Golden Dragons are the exception to the above, with pleasant‑smelling lairs surrounded by normal countryside.

Dragons can fly according to the speed for their respective types, or they can crawl, although comparatively slowly. They can also hover motionless in the air, their wings beating furiously, creating blasts of wind beneath them.

   Dragons are usually encountered alone, although rarely (10%) a lair will be occupied by a female with D10‑6 young dragons (40%) or D10‑2 eggs (60%).

   Dragons’ blood is highly corrosive; any time a weapon penetrates a dragon’s armor and does damage to the creature itself there is a 30% chance that any weapon will be rendered useless, ‑10% per magical Rank inherent in the weapon. In addition there is a 30% chance that some of the blood will splatter onto the wielder of the weapon if the weapon was used in Melee or Close Combat, doing D10+2 damage. Armor will absorb this type of damage, but reduce the Armor’s Protection Rating by 1 point each time it is hit by the blood.

   A dragon’s gaze is transfixing, and any creature that looks into a dragon’s eyes must roll 3WP or less on D100 or remain paralyzed until the dragon removes his gaze.

   All dragons are able to induce fear at will in those confronting them. Characters must roll 3WP or less on D100 or run away in panic, dropping weapons and packs in headlong flight. Once a character has successfully resisted panic, he will never have to check again for the duration of the encounter.

   There is an 80% chance that any dragon encountered in its lair will be sleeping, but dragons are very easily awakened. If any character is wearing metallic armor or makes a noise exceeding a whisper they will awaken instantly. Even if a party is completely silent, there is a 50% chance that their scent will be enough to awaken the dragon.

   Dragons can occasionally be coerced into service if they see that there is otherwise a good chance that they will be killed. They will never submit gladly, however, and will try to rebel and kill their ‘master’ at the earliest safe opportunity.

   All dragons know the generic true name of everything, profiting from such knowledge in the ways described in the Namer College. Powerful dragons also make it a point to learn the true names of the most important individuals around them in case they should be needed at some future date.

   All dragons are spell casters to a greater or lesser extent, most specializing in the College of Sorceries of the Mind. Most dragons are awesome magicians, knowing all spells rituals, or talents within their College at Ranks of 10 or higher, not to mention the many talents inherent to their species. All dragon magic functions exactly as the human magic of the same name. For range purposes, all spells are assumed to emanate from the dragon’s head. Dragons can teach their spells to humans, but they will only do so for vast amounts of treasure or in exchange for some highly valuable bit of knowledge. Dragons can use their magic while flying or hovering, but not while participating in physical combat. All dragons know all special knowledge and general knowledge Counterspells for all colleges at Rank 15, unless noted otherwise.

If a dragon is slain, it can cast a death curse on its treasure. The curse can be more specific at the GM’s option, but in general the curse will be one of bad luck, the effect of which is to influence any roll on D100 involving the character(s) adversely by ±5%. The curse can only be removed through magic, as described in section IX.

   The most deadly physical weapon of most dragons is their ability to breathe fire. The breath will emerge as a cone stretching from the dragon’s mouth, with the length and the base of the cone varying with the type of dragon. On the tactical display the cone of fire is considered to be present until the dragon’s next action (or Pass) after breathing, with all creatures entering the cone taking damage as if breathed upon. To breathe fire while on the Tactical Display a dragon must execute a Fire action. Damage from a dragon’s fire depends on the type of dragon, but all dragon’s fire will ignite anything flammable within the cone. Non‑magical weapons or armor have a 10% chance of being rendered useless if caught by dragon’s fire. In any case damage caused by a dragon’s flame cannot be absorbed by armor.

   Dragons can create windstorms with their wings (by executing a Pass action) if they are in an area large enough for their wings to reach their full span (30 feet). Any creature in front of a dragon creating a windstorm and within 25 feet of the dragon itself must roll 2PS or less on D100 or be blown D100‑10 feet. Subtract 20 from both rolls if the creature rolling is wearing metal armor. All creatures will fall prone after being blown, and any creature which is blown a distance of 10 or more feet will take D10‑4 damage, only half of which (round down) can be absorbed by armor.

In Melee Combat a dragon can attack in any or all of three ways per Pulse without penalty. In any of the hexes of its Strike Zone it can attack with two claws and a bite, and it can attack any creature in a rear hex (a hex from which a creature attacking the dragon would get the rear bonus) with its massive tail. If a character is hit by a dragon’s tail, the character’s player must roll 3PS or less on D100 or be knocked to the ground, in addition to any damage received.

   All characteristics given above as well as those for specific dragons are for mature dragons. Young dragons will have half the Rank of mature Dragons in any spells, talents, and rituals. They will breathe with a cone of half the width, depth, and damage of fully grown dragons, and cannot produce windstorms. In combat, subtract 15 from all Base Chances and 4 from the damage of immature dragons. Very old dragons will have the same spell capacity as mature dragons, but their cone of flame will be 20 feet longer and 10 feet wider and will do 2 additional points of damage. The windstorm from a very old dragon will do 2 additional points of damage, and all characters add 20 to their D100 rolls to see if they blow away. In combat, very old dragons add 15 to their Base Chance and 4 points to all damage rolls.

sea Dragon

Natural Habitat: Oceans, Rivers

Frequency: Very Rare
Number: 1

Description: Sea dragons are large 14 hex monsters appearing much like standard dragons with fins in place of legs.  They are grey in colour

Talents, Skills, and Magic: General abilities for dragons, as noted above except for flight and windstorm creation. They can also use all spells, talents, and rituals, both general and special, of the College of the Mind, or the College of Water Magics at Rank 16. Sea dragons cannot breathe fire. A sea dragon can ram a ship doing D10+13 damage.

Movement Rates: Swimming: 450

PS: 330‑380
MD: None
AG: 8‑9
MA: 22‑25
EN: 100‑120
FT: 160‑180
WP: 26‑32
PC: 27‑30
PB: 4‑6
TMR: 9
NA: Top scales absorb 12 DP

Weapons: Bite (BC 50%, D10+10 damage), and a tail (BC 60%, D10+6 damage).

Comments: Sea dragons will usually only become violent if attacked but they hate boats and may even prowl up rivers to pursue and destroy them.

silver Dragon

Natural Habitat: Caverns

Frequency: Very Rare
Number: 1

Description: Silver dragons appear to be fringed and frilled silver dragons.

Talents, Skills, and Magic: General abilities for dragons, as noted above. They can also use all spells, talents, and rituals, both general and special, of the College of the Mind, or the College of Air Magics, at Rank 15. They also have a field of luck surrounding them which increases all good fortune and decreases all suffering by 20%.  They possess the ability to surround themselves with fire inflicting D10+20 to all within one hex of the dragon.  No poisonous animal may come within 20 yards of a silver dragon.  They cannot breathe fire.

Movement Rates: Flying: 700;Running: 250

PS: 250‑270
MD: 18‑20
AG: 17‑20
MA: 27‑31
EN: 80‑90
FT: 120‑140
WP: 28‑33
PC: 28‑34
PB: 6‑8
TMR: 14/5
NA: Top scales absorb 9 DP

Weapons: Bite (BC 60%, D10+11 damage), two claws (each BC 45%, D10+7 damage), and a tail (BC 60%, D10+4 damage).

Comments: Silver dragons delight in helping those who serve the Powers of Light and are on a quest.

white Dragon

Natural Habitat: Arctic, Sub-arctic

Frequency: Very Rare
Number: 1

Description: White dragons have scales of a solid white colour.

Talents, Skills, and Magic: General abilities for dragons, as noted above. They can also use all spells, talents, and rituals, both general and special, of the College of the Mind, or Air Magics, at Rank 12. The cone of fire of a white dragon is 50 feet long and 25 feet wide at the base, and does D10+12 damage to any creature in the cone. The breath weapon can be used D10-2 times in any given day.

Movement Rates: Flying: 850;Running: 300

PS: 210‑230
MD: 16‑18
AG: 20‑22
MA: 27‑31
EN: 60‑70
FT: 90‑110
WP: 30‑35
PC: 29‑34
PB: 2‑4
TMR: 17/6
NA: Top scales absorb 10 DP

Weapons: Bite (BC 60%, D10+11 damage), two claws (each BC 40%, D10+10 damage), and a tail (BC 50%, D10+2 damage).

Comments: Though white dragons are not as intelligent as many of its kin they are as greedy and evil as any.

wyrrum

Natural Habitat: Caverns, Oceans

Frequency: Very Rare
Number: 1

Description: Wyrrums resemble wingless dragons with webbed-toes.

Talents, Skills, and Magic: General abilities for dragons, as noted above, except for flight and windstorm creation. They can also use all spells, talents, and rituals, both general and special, of the College of the Mind at Rank 12. The cone of fire of a wyrrum is 30 feet long and 20 feet wide at the base, and does D10+14 damage to any creature in the cone. The breath weapon can be used D10-7 times in any given day [minimum of 1].

Movement Rates: Swimming: 600; Running: 250

PS: 250‑280
MD: 18‑20
AG: 17‑19
MA: 25‑30
EN: 90‑100
FT: 100‑120
WP: 24‑30
PC: 25‑28
PB: 2‑4
TMR: 12/5
NA: Top scales absorb 13 DP

Weapons: Bite (BC 50%, D10+10 damage), two claws (each BC 45%, D10+8 damage), and a tail (BC 70%, D10+3 damage).

Comments: Wyrrums have a 10% chance of having divine protection from the Powers of Light or Darkness [depending on the wyrrum] who will curse the killer of the beast

8. Fantastical Monsters

   Fantastical Monsters include a number of beings of legend, not often seen by humans and related species. They tend to make their homes in inaccessible areas where few men go. These species include: centaurs, chimaera, giant amoebas, gorgons, manticores, minotaurs, nagas, sphinxes, and unicorns. Due to their rarity, live specimens are usually of great value in the marketplace.

ahuizotl

Natural Habitat: Woods, Rivers

Frequency: Rare            
Number: 1‑300 (10)

Description: Ahuizotls resemble dog-monkey hybrids with prehensile tails.  They weigh about 140 pounds.

Talents, Skills, and Magic: Ahuizotls have no talents, skills or magic.

Movement Rates: Running: 600 Climbing: 250

PS: 11‑15
MD: 17‑20
AG: 18‑21
MA: None

EN: 10‑15
FT: 20‑25
WP: 12‑16
PC: 18‑23

PB: 5‑8 
TMR: 8/5
NA: Fur absorbs 2 DP

Weapons: Ahuizotls attack in Melee or Close Combat with their bite (BC 50%, D10+2 damage).

Comments: Ahuizotls can swim well and often pull victims into the river to drown them.

al
Natural Habitat: Rivers
Frequency: Very Rare   
Number: 1‑2 (1)
Description: Als are reptilian horrors with large eyes that seem to burn with an inner light, snakes growing from their heads, brass claws and iron fangs.
Talents, Skills, and Magic: Als can sstay submerged for up to 5 minutes.  The snakes on their heads cannot attack, but they can see.  S swim beneath the river’s surface, with a small snake’s head above the surface acting as a periscope.
Movement Rates: Running: 600; Swimming: 150
PS: 40‑50
MD: 12‑14
AG: 12‑14
MA: None
EN: 32‑37
FT: 38‑43
WP: 6‑8
PC: 11‑13
PB: 7‑10
TMR: 6/2
NA: Fur absorbs 1 DP
Weapons: Als can bite or claw in Melee or Close Combat (BC: 30%, D10+3 damage).
Comments: Als are man-eaters.
arghule
Natural Habitat: Arctic
Frequency: Rare            
Number: 1

Description: Arghuleh are large creatures with four short legs and big, pad-like feet.  Their bodies are covered in thick fur-like ice.  They average 9 feet long and stand 4 feet tall at the shoulder.
Talents, Skills, and Magic: Arghuleh can form and throw a web of ice (Range: 120 feet, BC: 80%).  This requires a Fire Action.  Any being touched by an ice web will be immediately encased in ice.  If anyone attempts to stop the web from striking them by interposing his weapon or shield then that object, and the limb holding it, will be encased in ice.  Anyone completely encased will begin to suffocate. 
Movement Rates: Running: 125
PS: 28‑34
MD: 12‑16
AG: 10‑12
MA: None
EN: 25‑30
FT: 30‑35
WP: 4‑8
PC: 15‑19
PB: 6‑10
TMR: 2
NA: Ice absorbs 4 DP
Weapons: Arghuleh radiate cold.  Nyone within 10 feet suffers 2 DP/Pulse.  They can also cause earthquakes in a 60 foot radius at will.
Comments: Arghuleh hate all living creatures but abhor their own kind most of all.

Asherake

Natural Habitat: Waste, Ruins, Rough

Frequency: Uncommon
Number: 1‑20 (5)

Description: Asherakes are large, winged, tiger like humanoids. They stand about seven feet tall, are cover with thick fur and have wings that spread out 10 feet in either direction. 

Talents, Skills, and Magic: Asherakes can have all the abilities and skills of a human. Though they will normally have good skill in Beast master.  

Movement Rates: Running: 350; Flying: 350

PS: 9‑27
MD: 5‑23
AG: 7‑25
MA: 2‑20

EN: 8‑26
FT: 18‑24
WP: 5‑23
PC: 9‑27

PB: 5‑23
TMR: 7/7
NA: Hide absorbs 4 DP

Weapons: Asherakes use weapons as do men and they will usually have Rank in one or more of their weapons.

Comments: Asherakes find buildings, tunnels and caves a bit confining and prefer only short trips to areas that will not accommodate their height or ability to fly. They are sharp, cruel, and strong. The foundation of their culture is the principle that all other races are inferior and subservient to them. Asherakes are slavers and see most races only in the light of their usefulness for serving them. Individual Asherakes may not hold the same attitude as the rest of their race, but few ever overcome their contempt for inferior races. Proven competency and power will grudgingly gain an Asherakes acceptance, but never its admiration. Foes that were particular challenging become part of the helm that an Asherake commonly wears into battle, and any Asherake is skilled at crafting a skull into a helm or as part of a helm.
atlantean
Natural Habitat: Anywhere
Frequency: Very Rare   
Number: 1‑200 (1)
Description: Atlanteans are attractive humanoids who are slightly smaller than humans in height, but of heavy build like the dwarves.  Their skin color is a light golden tan and their hair can be of any color or length.  They look different from any of the other races, but have attributes that each of the races possess in greater degrees.

Talents, Skills, and Magic: See 6.7
Movement Rates: Running: 400
PS: 2-27
MD: 3‑25
AG: 8‑27
MA: 0-33
EN: 8‑27
FT: 22‑28
WP: 10‑31
PC: 10‑30
PB: 5‑23
TMR: 8
NA: Skin absorbs 6-8 DP
Weapons: Atlanteans have no natural weaponry but are able to use any weapon a human can.
bajang

Natural Habitat: Deep Woods

Frequency: Uncommon
Number: 1‑50 (5)

Description: Bajangs resemble a cross between a leopard and a humanoid.

Talents, Skills, and Magic: Bajangs have no talents or magic though they will sometimes use simple weapons.

Movement Rates: Running: 325; Climbing: 100

PS: 20‑26
MD: 18‑23
AG: 20‑23
MA: None

EN: 14‑17
FT: 20‑25
WP: 7‑9
PC: 15‑21

PB: 7‑10
TMR: 6/2
NA: Hide absorbs 3 DP

Weapons: Bite (BC: 30%, D10-2 damage).  Claws (BC: 25%, D10-2 damage, Rank 1-4).

catoblepas

Natural Habitat: Marsh
Frequency: Very Rare   
Number: 1‑2 (1)

Description: Catoblepi are a little smaller than cows, with oversized heads, large manes and scaled bodies.

Talents, Skills, and Magic: Catoblepi attack by staring at their foe.  This stare (Range 30 feet, BC: 60%) expends a Fire Action and, if successful, causes the victim to die from dehydration unless a roll of 2 x WP is made.  If the roll is successful the victim does not die but suffers D10+4 damage.  Armour does not protect against this attack.

Movement Rates: Running: 300

PS: 30‑40
MD: 7‑9
AG: 7‑9
MA: None

EN: 16‑20
FT: 23‑29
WP: 6‑8
PC: 5‑10

PB: 6‑8 
TMR: 6
NA: Scales absorb 4 DP

Weapons: None

Comments: Catoblepi are cowardly creatures and if they lose up to 50% of their FT in combat they will flee.  If their attackers flee the catoblepi will let them leave as they only wish to graze in peace.  

cernian hind

Natural Habitat: Woods, Plains
Frequency: Very Rare   
Number: 1‑2 (1)

Description: Cernian hinds are dappled giant antelopes with brass hooves and horns of gold.

Talents, Skills, and Magic: Cernian hinds are harbingers of death.  Anyone who sees one at sunset has 24 hours to live unless he manages to capture the animal and cut the horns from it.  It is also sacred to the Goddess of the Moon.  This Deity will punish anyone killing one.

Movement Rates: Running: 1200

PS: 16‑28
MD: 18‑25
AG: 23‑27
MA: None

EN: 15‑21
FT: 19‑28
WP: 10‑12
PC: 17‑23

PB: 12‑14 
TMR: 24
NA: Hide absorbs 4 DP

Weapons: Cernian hinds attack in the same manner as stags but do an additional point of damage.

Chemosit

Natural Habitat: Deep Woods

Frequency: rare
Number: 1-2 (1)

Description: The chemosit combines the hindquarters of a hyena with the arms and head of an ape.

Talents, Skills, and Magic: Chemosits have no special talents or skills. They are not tool or magic users.

Movement Rates: Running: 350

PS: 30‑40
MD: 20‑23
AG: 22‑24
MA: None

EN: 28‑33
FT: 33‑38
WP: 8‑10
PC: 19‑23

PB: 1‑3 
TMR: 7
NA: Hide absorbs 3 DP

Weapons: Chemosits may only attack via Close Combat. However, they may enter Close Combat with an entity whose combined modified AG+PS is half or less their own by grabbing the victim and pulling him into their hex. This maneuver requires a Charge Action and is implemented in the same manner (except that the victim is pulled out of his hex into the chemosit’s.  Chemosits may bite (BC 60%, D10‑1 damage) or rend (BC 50%, D10+6 damage) in Close Combat, but not in the same pulse.

chnoubis

Natural Habitat: Waste, Fields
Frequency: Very Rare   
Number: 1‑2 (1)

Description: A chnoubis is a lion above the waist, with the body of a serpent below the wast.  A chnoubis weighs between 300-400 pounds.

Talents, Skills, and Magic: A chnoubis has no talents, skills or magic.

Movement Rates: Running: 200

PS: 30‑35
MD: 20‑25
AG: 16‑21
MA: None

EN: 22‑28
FT: 27‑33
WP: 10‑13
PC: 17‑21

PB: 5‑9
             TMR: 4
NA: Scales absorb 3 DP

Weapons: A chnoubis can wrap (BC: 80%, D10+8 damage) itself around its prey as well as bite (BC: 35%, D10+1 damage) and claw (BC: 45%, D10-1 damage, Ranks 1-3) in Close Combat.  It may use all three attacks in the same Pulse.

dingonek

Natural Habitat: Deep Woods

Frequency: Rare            
Number: 1‑2 (1)

Description: Dingoneks are 15 foot long monsters with the head of an earless sabertooth tiger.  Their bodies are scaled like an armadillo’s [though spotted like that of a leopard], and their tails and feet resemble that of a crocodile.

Talents, Skills, and Magic: Dingoneks have no talents, skills or magic.  If a dingonek has not withdrawn into his shell there is an 80% chance any blow will strike their shell otherwise the blow will meet a Natural Armour of Scales which absorb 6 DP.

Movement Rates: Running: 225; Swimming: 350; Tunneling: 150

PS: 24‑26
MD: 11‑14
AG: 15‑17
MA: None

EN: 14‑16
FT: 24‑27
WP: 7‑10
PC: 15‑18

PB: 5‑8 
TMR: 4/7/3
NA: Shell absorbs 9 DP

Weapons: Bite (BC: 50%, D10+4 damage).  Claws (BC: 60%, D10+3 damage, Rank 1-5).

Comments: Dingoneks are fearless, aggressive carnivores.  They will attack any creature when hungry but prefer nzefu-loi as prey.

eer-moonan

Natural Habitat: Caverns, Plains, Woods
Frequency: Uncommon            
Number: 1‑20 (12)

Description: Eer-moonans have the body of dogs covered in quills, the head of a porcupine with very long fangs, and the feet of women.

Talents, Skills, and Magic: Eer-moonans have no talents, skills or magic.

Movement Rates: Running: 350

PS: 23‑26
MD: 13‑15
AG: 13‑15
MA: None

EN: 27‑30
FT: 20‑25
WP: 8‑10
PC: 18‑22

PB: 4‑7 
TMR: 7
NA: Bristles absorb 4 DP

Weapons: Anyone hit by an eer-moonan may be pierced by its quills (BC: 65%, D10-4 damage and D10-4 to extract them).  The eer-moonan may also bite (BC: 50%, D10-2 damage) in Close Combat.

empusa

Natural Habitat: Roadsides
Frequency: Uncommon         
Number: 1‑6 (3)

Description: Empusas in their natural form have the bodies of filthy women with the faces of demons and the haunches of asses.

Talents, Skills, and Magic: Empusas can shapeshange into cows, dogs or beautiful maidens.  In their maiden form they will seduce passing men and as their lovers are sleeping kill them and drink their blood.

Movement Rates: Running: 225

PS: 22‑34
MD: 5‑23
AG: 10‑21
MA: None

EN: 11‑23
FT: 25‑31
WP: 7‑18
PC: 19‑21

PB: 3‑5 
TMR: 4
NA: Hide absorbs 3 DP

Weapons: Empuses can bite (BC: 35%, D10+5 damage) in Close Combat.

Comments: Empusas will run away screaming if insults are directed at them.

Felak
Natural Habitat: Anywhere
Frequency: Rare   
              Number: 1‑200 (1)
Description: Felaks are a race of upright felines that strongly resemble domestic cats in their morphology.   They are about the size of a Halfling and look very much like a house cat except for longer ears and front paws with opposable thumbs.
Talents, Skills, and Magic: See 6.14
Movement Rates: Running: 300
PS: 1-19
MD: 5‑23
AG: 11‑29
MA: 3-21
EN: 3‑21
FT: 17‑23
WP: 8‑26
PC: 9‑27
PB: 5‑23
TMR: 6
NA: Fur absorbs 2 DP
Weapons: Felak are prohibited from using any sword that is longer than their own height as well as any pole weapon that is greater than five feet in length. They may use short bows or crossbows, but none of the other bows.

Comments:   Felak possess a natural curiosity and exploration is natural to them. Felak are not driven by lust for power or control, but by the desire to explore and make new discoveries. Felak are very independent and rarely ever join a large community or group. They prefer smaller groups where there is a shared sense of power and responsibility. Felaks tend to be defiant and many have lost their lives or become wanted outlaws for their quarrels with authority.  They are strong-willed and clever, and quick and tenacious in a fight. 

GERYON
Natural Habitat: Plains, Rough, Woods
Frequency: Very Rare                 
Number: 1‑2 (1)

Description: Geryons are extremely strong humanoids with 3 bodies joined at the waist.  They average 7 feet in height.

Talents, Skills, and Magic: Geryons have no talents, skills or magic.

Movement Rates: Running: 375

PS: 30‑40
MD: 26‑32
AG: 5‑6
MA: None

EN: 30‑35
FT: 35‑40
WP: 12‑16
PC: 22‑26

PB: 5‑8 
TMR: 7
NA: Skin absorbs 7 DP

Weapons: Geryons have no natural weapons but will use short bows.

getiet

Natural Habitat: Deep Woods, Plains
Frequency: Very Rare                  
Number: 1‑4 (1)

Description: Getiets have the head and hindquarters of hyenas and the forequarters of apes.

Talents, Skills, and Magic: Getiets have no talents, skills or magic.

Movement Rates: Running: 300

PS: 30‑40
MD: 20‑23
AG: 22‑24
MA: None

EN: 28‑33
FT: 33‑38
WP: 8‑10
PC: 19‑23

PB: 3‑7 
TMR: 6
NA: Fur absorbs 4 DP

Weapons: Getiets make two claaw attacks in Melee (BC: 45%, D10+4 damage) and bite (BC: 60%, D10-1 damage) or crush (BC: 60%, D10+8 damage) in Close Combat.

Comments: Getiets will kill for pleasure and a lone beast will be quite willing to take on an entire village.

galeb duhr

Natural Habitat: Rough, Waste
Frequency: Very Rare                
Number: 1‑4 (2)

Description: Galeb duhrs are curious bolder-like creatures with limbs that function as both hands and feet.

Talents, Skills, and Magic: A roll of 3 x wielder’s MD must be made each time his weapon strikes the galeb duhr or the weapon will shatter.

Movement Rates: Rolling: 250

PS: 50‑60
MD: None
AG: 7‑9
MA: None

EN: 40‑50
FT: 50‑60
WP: 7‑9
PC: 8‑10

PB: 4‑5 
TMR: 5
NA: Hide absorbs 10 DP

Weapons: Galeb duhrs attack a character by rolling over him (BC: 50%, D10+10 damage).

gretch

Natural Habitat: Waste

Frequency: Uncommon
Number: 1‑20 (5)

Description: Gretches resemble upright lobsters with their legs like the talons of birds and a squid-like head.

Talents, Skills, and Magic: Gretches have no talents, skills or magic.

Movement Rates: Running: 150; Burrowing: 100

PS: 12‑19
MD: 3‑9
AG: 12‑17
MA: 1-5

EN: 7‑10
FT: 11‑14
WP: 8‑9
PC: 12‑15

PB: 3‑7 
TMR: 3/2
NA: Shell absorbs 2 DP

Weapons: Gretches can make two pincer attacks [BC: 35%, D10+1 Damage] in the same Pulse without penalty.

gryllus

Natural Habitat: Rough, Waste, Woods, Plains, Caverns
Frequency: Very Rare                
Number: 1‑20 (5)

Description: Gryllus’ are composite beasts with two large clawed legs, the head of an eagle, lion, snake and bear, although these heads will be larger than normal in size.  Gryllus’ have no arms or actual body.

Talents, Skills, and Magic: Gryllus’ have the ability to detach 3 of their heads to fight idependently.  Each head has a TMR of 4.  A gryllus may detach them at will.

Movement Rates: Running: 350

PS: 15‑50
MD: 12‑14
AG: 12‑14
MA: None

EN: 19‑24
FT: 26‑30
WP: 9‑12
PC: 19‑23

PB: 6‑8 
TMR: 7
NA: Fur absorbs 4 DP

Weapons: A gryllus may bite in Close Combat ([eagle] BC: 50%, D10+1 damage.  [lion] BC: 35%, D10+3 damage.  [bear] BC: 20%, D10+6 damage.  [snake] BC: 50%, D10 damage, if any effective damage is done this is not counted, instead the victim suffers 2 DP/Pulse from venom).

hamakei

Natural Habitat: Waste, Ruins
Frequency: Rare            
Number: 1-15 (1)

Description: Hamakeis are vulture headed humanoids.  They stand 6 feet tall with wrinkled skin yellow with age.

Talents, Skills, and Magic: Hamakeis are highly magical.  They are usually adepts of the College of Naming Incantations or Ensorcelments and Enchantments.

Movement Rates: Running: 250

PS: 7‑11
MD: 13‑17
AG: 13‑16
MA: 25-28

EN: 9‑12
FT: 14‑16
WP: 10‑13
PC: 17‑20

PB: 8‑10 
TMR: 5
NA: None

Weapons: Hamakeis prefer to use staves which are usually enchanted.  

Comments: Hamakeis are usually thousands of years old and they lust after occultic knowledge.

hui

Natural Habitat: Rough
Frequency: Uncommon            
Number: 1-30 (1)

Description: Huis are canine beasts with human-like heads and sharp teeth. 

Talents, Skills, and Magic: Huis have no talents, skills or magic.

Movement Rates: Running: 600

PS: 16‑20
MD: 15‑18
AG: 17‑20
MA: None

EN: 13‑18
FT: 24‑28
WP: 15‑19
PC: 16‑20

PB: 5‑7 
TMR: 12
NA: Fur absorbs 3 DP

Weapons: Huis bite in Close Combat (BC: 65%, D10+2 damage).

Comments: If a lone hui encounters a group of adventurers it will howl and summon its pack which will arrive within 2 minutes.

hydrus

Natural Habitat: Plains, Woods, Marsh
Frequency: Very Rare            
Number: 1-4 (1)

Description: Hydrus’ are canines above the waist and have the bodies of serpents below the waist.

Talents, Skills, and Magic: Hydrus’ have no talents, skills or magic.

Movement Rates: Crawling: 400; Swimming: 250

PS: 16‑20
MD: 18‑20
AG: 18‑21
MA: None

EN: 9‑11
FT: 12‑16
WP: 10‑14
PC: 16‑20

PB: 7‑9 
TMR: 8/5
NA: Fur absorbs 2 DP

Weapons: A hydrus bite in Close Combat (BC: 60%, D10-1 damage).  If the hydrus does any effective damage the victim also suffers 4 DP/Pulse from venom.

Comments: Hydrus’ are the enemies of crocodiles and attack them on sight.

iron eater

Natural Habitat: Caverns, Ruins
Frequency: Uncommon           
Number: 1-6 (1)

Description: Iron eaters are jelly-like creatures between 6 – 72 inches in length.

Talents, Skills, and Magic: An iron eater can sense any metallic item within 25 feet, and will move toward the closest source of such material it can sense.  It normally drops down on its target from above.  An iron eater can slip through any opening

Movement Rates: Crawling: 50

PS: None
MD: None
AG: 4‑5
MA: None

EN: 9‑11
FT: 21‑25
WP: 7‑9
PC: 5‑7

PB: 3‑5 
TMR: 1
NA: None

Weapons: Iron eaters do not attack, per se, but rather attempt to consume any metallic object they touch.  If an iron eater is in the same hex as a character each iron object the character possesses will suffer 1 DP per Pulse until he leaves that hex.  For each point of damage done +15% is added to a weapon’s breakage chance and –12 is subtracted from any armoured protection.

Comments: Iron eaters react to damage in the same fashion as giant amoebas.

jackyra

Natural Habitat: Waste (desert)
Frequency: Very Rare            
Number: 1-2 (1)

Description: Jackyras are misshapen humanoids with backwards pointing knees and ram-like stumps, instead of hands.  They have no eyes and instead depend upon their gill-like ears for direction.

Talents, Skills, and Magic: Jackyras have no talents, skills or magic.

Movement Rates: Running: 1000

PS: 70‑80
MD: None
AG: 5‑7
MA: None

EN: 33‑38
FT: 38‑43
WP: 25‑35
PC: 17‑19

PB: 7‑9 
TMR: 20
NA: Sin absorbs 8 DP

Weapons: Bare hands as per the unarmed combat rules.  Hands may not be ranked.

Comments: Jackyras are mindless engines of destruction.  They will destroy whatever is in their path.

jezenky

Natural Habitat: Woods, Rough
Frequency: Very Rare            
Number: 1-5 (1)

Description: A jezenky has an evil looking human face with a boar’s tusks on a sow’s body and the legs of a horse.

Talents, Skills, and Magic: Jezenkies have no talents, skills or magic.

Movement Rates: Running: 750

PS: 25‑35
MD: None
AG: 18‑21
MA: None

EN: 20‑25
FT: 25‑30
WP: 12‑17
PC: 12‑17

PB: 1‑3 
TMR: 15
NA: Fur absorbs 7 DP

Weapons: A jezenky can kick (BC: 45%, D10+4 damage), trample (BC: 25%, D10+8 damage) and use his tusks (BC: 50%, D10-1 damage).

Comments: Jezenkies will attack humanoids on sight.

jheherrin
Natural Habitat: Marsh
Frequency: Rare            
Number: 1-100 (1)
Description: Jheherrin resemble lumps of slime in humanoid shape.
Talents, Skills, and Magic: Jheherrin possess no talents, skills or magic.
Movement Rates: Running: 150
PS: 12‑16
MD: 12‑16
AG: 7‑10
MA: 12-16
EN: 11‑14
FT: 19‑22
WP: 9‑12
PC: 9‑12
PB: 3‑5 
TMR: 3
NA: None
Weapons: Jheherrin have no natural weapons and react to wounds inflicted by cold iron or natural weapons as a giant amoeba.  They have the ability to absorb skests with no damage to themselves.
jib-jib
Natural Habitat: Rough, Caverns
Frequency: Rare            
Number: 1-2 (1)

Description: Jib-jibs resemble balls of fur [about the size of a cabbage] on two short, stumpy legs.  They have two small, frightened eyes, set above a large mouth.
Talents, Skills, and Magic: Jib-jibs can emit an ear-piercing shriek which can scare off predators (roll 4 x WP or less to resist or roll on the right table).
Movement Rates: Running: 200
PS: 3‑4 
MD: None
AG: 7‑8
MA: None
EN: 1‑2
FT: 5‑7 
WP: 7‑9
PC: 12‑16
PB: 7‑9 
TMR: 4
NA: None
Weapons: Jib-jibs have no natural weapons.
kalrathi
Natural Habitat: Anywhere
Frequency: Uncommon   
Number: 1‑200 (4)
Description: Kalrathis are a race of felines that tend to inhabit tropical and temperate climes.  The vast majority of Kalrathi look like medium sized lynx headed humanoids.  These are the most commonly known members of the Kalrathi culture.   Less known are the two members of the Kalrathi family that bear similar markings to leopards and cheetahs.  The leopards are known for their stealth and strength while the cheetahs are known for their speed.   The two leading castes in the Kalrathi look like lions and tigers.   These two subspecies are in a constant state of struggle for the leadership of the Kalrathi Confederation.
Talents, Skills, and Magic: See 6.23
Movement Rates: Running: 250-350
PS: 4-29
MD: 7‑25
AG: 7‑27
MA: 2-27
EN: 3‑27
FT: 15‑29
WP: 7‑25
PC: 9‑28
PB: 5‑23
TMR: 5-7
NA: Fur absorbs 1 DP
Weapons: Kalrathis attack in exactly the same manner as humans in unarmed combat but doing an additional +2 points of extra damage.  In addition they may use any weapon which a human can use.
Comments: Kalrathi seem to view the entire world in terms of order and rank.   The first thing a Kalrathi tries to discern is its relative position in a group.   Within their society all Kalrathi defer to the Leonine & Tiger as the two dominate caste, then the leopard, and then the cheetah and lastly the lynx.   Lynx Kalrathi found traveling have often rebelled against this rigid system and seek freedom from the domineering higher castes.  Leopard Kalrathi often adventure as a means of spying out the enemies of their tribes.  They are interested in knowing the strengths and weaknesses of other races as a means a preparing for eventual combat & conquest.  Cheetah Kalrathi are not very inclined to adventure, but are sought after as invaluable scouts and spies by other races. Leonine and Tiger Kalrathi have the least reason to adventure since they occupy the positions of leadership, but those found adventuring often do so because of dangers within the tribe or exile after their house has been defeated in a civil war.       Perhaps the most fortunate thing about the Kalrathi is that most of their conflict is with the other tribes as they vie for the leadership of their Confederation.  Kalrathi are a proud race and look down on personal weakness.  Kalrathi tend to view all other races as inferior and unworthy of respect.  They have learned not to underestimate humans and their ability to adapt and change quickly, even if they see their human society as chaotic and reckless.  They look down on elves as frail and cowardly because of their use of the bow, and have come into conflict in some of the southern jungles.  Kalrathi see Urukus as cowardly opponents, but seem to show some admiration for hobgoblins and greater Urukus. Kalrathi admire the strength of dwarves and the refined weaponry of dwarves, but are not impressed by their stature or the fact that they live in the ground like worms.  Kalrathi see hobbits and gnomes as small, weak and pathetic.  They admire giants for their strength but think they are dumb and stupid.  Kalrathi rarely encounter Gwaefirs, tritons or Atlanteans so there is little information about attitudes towards those races.  Kalrathi have special respect for Changelings and will gladly welcome them once they have proved their metal

kerubim

Natural Habitat: Plains

Frequency: Uncommon
Number: 1‑40 (8)

Description: Kerubim are half‑man, half‑bull. They are human down to the hips, but they join the body of a bull where the neck would normally be. Their lower half has hide, just as a bull, while their top half is that of a normal man.

Talents, Skills, and Magic: See 6.24

Movement Rates: Running: 200

PS: 10‑28
MD: 5‑23
AG: 2‑21
MA: 0‑17

EN: 5‑23
FT: 17‑23
WP: 5‑23
PC: 5‑23

PB: 5‑23
TMR: 4
NA: Hide absorbs 3 DP

Weapons: Kerubims use weapons as do men. They will usually have Rank in one or more of their weapons.

Comments: Kerubim are stubborn and short tempered beings.  All Kerubim are vegetarians and average 7 feet in height.  Kerubim warriors favour the spear..

lamia
Natural Habitat: Waste, Caverns
Frequency: Very Rare            
Number: 1

Description: Lamias have humanoid heads and, from the neck down, the bodies of serpents.
Talents, Skills, and Magic: Lamias are able to appear as beautiful maidens for up to 30 minutes per day.
Movement Rates: Running: 200
PS: 12‑15
MD: None
AG: 10‑14
MA: None
EN: 18‑23
FT: 24‑28
WP: 12‑16
PC: 13‑17
PB: 5‑8 
TMR: 4
NA: Scales absorb 3 DP
Weapons: A lamia will wrap itself around its prey (BC: 70%, D10-2 damage/Pulse).  After wrapping around its prey a lamia will drink 1 DP/Pulse of its victim’s blood.
kaushal
Natural Habitat: Waste, Rough
Frequency: Rare            
Number: 1-2 (1)
Description: Kaushals are hybrid bears with the legs of wild asses.
Talents, Skills, and Magic: Kaushals have no talents, skills or magic.
Movement Rates: Running: 450
PS: 26‑30
MD: None
AG: 13‑17
MA: None
EN: 24‑29
FT: 34‑39
WP: 9‑11
PC: 18‑22
PB: 7‑10 
TMR: 9
NA: Fur absorbs 3 DP
Weapons: Bite (BC 35%, D10+2 damage).

                 Kick (BC: 25%, D10-3 damage).
Comments: kaushals are shy animals and will not attack unless they feel endangered.  They easily feel threatened however.
lau
Natural Habitat: Deep Woods, Ocean
Frequency: Very Rare            
Number: 1-10 (5)
Description: Laus are roughly humanoid but will walk on all fours like a gorilla.  Their faces are wart covered and hideous, with slimy red skin and protruding teeth.
Talents, Skills, and Magic: A lau can use the Ritual of Containing Monsters from the College of Shaping Magics.  It uses this ritual to capture the souls of its victims and deposits them in its collection of skulls.
Movement Rates: Running: 350
PS: 19‑23
MD: 20‑23
AG: 14‑18
MA: 14-19
EN: 34‑42
FT: 39‑47
WP: 9‑12
PC: 12‑17
PB: 1‑3 
TMR: 7
NA: Fur absorbs 3 DP
Weapons: Laus will attempt to restrain their victim and then bite (BC: 30%, D10-2 damage).  
Comments: Laus will not kill their victims outright if they can avoid it but prefer to take them home and steal their souls.
Mermecoleon

Natural Habitat: Waste

Frequency: Very Rare
Number: 1‑2 (1)

Description: Mermecoleons are lions above the waist but they join the body of an ant where the neck would be.

Talents, Skills, and Magic: Mermecoleons have no talents, skills or magic.

Movement Rates: Running: 400

PS: 30‑36
MD: 18‑23
AG: 17‑22
MA: None

EN: 22‑27
FT: 25‑30
WP: 8‑12
PC: 14‑18

PB: 2‑4 
TMR: 8
NA: Fur absorbs 2 DP

Weapons: Bite (BC: 35%, D10+2 damage).

                  Claw (BC: 45%, D10 damage).

nuye

Natural Habitat: Woods, Rough

Frequency: Very Rare
                   Number: 1‑2 (1)

Description:  The nuye is a bizarre bird with the head of a monkey, body of a dog, feet of a tiger, tail of a serpent and the wings of an eagle.

Talents, Skills, and Magic: Nuyes have no talents, skills or magic.

Movement Rates: Flying: 600; Running: 400

PS: 20‑25
MD: 22‑26
AG: 25‑30
MA: None

EN: 15‑20
FT: 30‑35
WP: 7‑10
PC: 14‑20

PB: 3‑6 
TMR: 12/8
NA: Fur absorbs 3 DP

Weapons: A nuye can attack in Close Combat with its claws (BC: 30%, D10-1 damage, Rank 1-2).  It may also bite (BC: 30%, D10-2 damage).  If any effective damage is done the victim also suffers 1 DP/Pulse from venom. 

poreskoro

Natural Habitat: Woods, Rough

Frequency: Very Rare
          Number: 1

Description: Poreskoros are the size of large dogs and have 4 canine heads and 4 feline heads.  They weigh an average of 60-80 pounds.

Talents, Skills, and Magic: Poreskoros are able to breathe  a disease-causing cloud in a cone 15 feet long by 10 feet wide at the base.  This cloud causes one disease of the GM’s choice.  It takes one Pulse for a poreskoro to breathe this cloud.

Movement Rates: Running: 450

PS: 10‑14
MD: 15‑20
AG: 16‑20
MA: None

EN: 11‑14
FT: 20‑24
WP: 13‑16
PC: 22‑28

PB: 5‑8 
TMR: 9
NA: Fur absorbs 2 DP

Weapons: Each of the canine heads may bite in Close Combat (BC: 60%, D10+2 damage).

rumtifusel

Natural Habitat: Woods

Frequency: Very Rare
          Number: 1

Description: Rumtifusels resemble flat, furry cloaks.

Talents, Skills, and Magic: Rumtifusels have no talents, skills or magic.

Movement Rates: Crawling: 50

PS: 16‑20
MD: None
AG: 8‑10
MA: None

EN: 13‑16
FT: 22‑26
WP: 8‑10
PC: 9‑11

PB: 4‑6 
TMR: 1
NA: Fur absorbs 1 DP

Weapons: Rumtifusels will lie over a stump and wait for their prey.  When the prey approaches closely enough they will wrap around their victim (BC: 80%) and smother them.  

sag

Natural Habitat: Waste, Caverns

Frequency: Uncommon          
Number: 1-4 (2)

Description: A sag has the head of a lion and the hindquarters of a horse, with a tail ending in a lotus flower.  It has 8 teets along its stomach.

Talents, Skills, and Magic: The sag is immune to fire and poison and can only be killed by silver weapons or magic.

Movement Rates: Running: 300

PS: 22‑28
MD: 19‑23
AG: 21‑26
MA: None

EN: 13‑16
FT: 17‑21
WP: 10‑13
PC: 20‑24

PB: 5‑10 
TMR: 6
NA: Hide absorbs 3 DP

Weapons: Sags can make 2 claw attacks (BC: 45%, D10+3 damage, Rank 1-3).  The sag can also bite in Close Combat (BC: 80%, D10 damage).

Comments: The blood of a sag can neutralize poison if taken internally.  If the blood is mixed with oil and used as a salve it has a 25% chance of healing 4 EN points.

sasabonsam

Natural Habitat: Deep Woods

Frequency: Rare             
Number: 1-10 (1)

Description: A sasabonsam is a hairy humanoid weighing 300 pounds and is 9 feet in height, 6 feet of which is their legs.  Its eyes are bloodshot and its neck can swivel 360 degrees.  Its feet point forward and backward.

Talents, Skills, and Magic: Due to their feet pointing both forward and backward sasabonsams suffer a –30% subtraction to any attempt to track them.  Sasabonsams are good adepts specializing in the College of Necromantic Conjurations.

Movement Rates: Running: 300; Climbing: 300

PS: 30‑40
MD: 17‑21
AG: 22‑24
MA: 12-15

EN: 14‑16
FT: 18‑20
WP: 9‑11
PC: 19‑23

PB: 5‑7 
TMR: 6/6
NA: Fur absorbs 4 DP

Weapons: Sasabonsams live in the trees and rarely descend.  When attacking they will drag a victim up into the trees [at least 10 feet up], restrain the victim and bite (BC: 30%, D10+3 damage).

Scorpion Folk

Natural Habitat: Rough, Caverns.

Frequency: Uncommon
Number: 2‑20 (4)

Description: Scorpion folk are half‑man, half‑giant scorpions. They are human down to the hips, but they join the body of a scorpion where the neck would normally be. Their lower half has a chitinous shell, just as a scorpion, while their top half is that of a normal man.

Talents, Skills, and Magic: See 6.32

Movement Rates: Running: 425

PS: 8‑28
MD: 5‑23
AG: 1‑18
MA: 5‑23

EN: 5‑23
FT: 17‑23
WP: 1‑17
PC: 5‑23

PB: 12‑17
TMR: 8
NA: Shell absorbs 5 DP

Weapons: Scorpion folk use weapons as do men. They will usually have Rank in one or more of their weapons.

Comments: Scorpion Folk are ruthless and totally emotionless, caring only for their race as a whole.  They look down upon all other races.  Scorpion Folk warriors favour the spear and flail.

setcha

Natural Habitat: Rough, Caverns

Frequency: Uncommon          
Number: 1-2 (1)

Description: The setcha has the head and neck of a serpent and the body of a leopard.

Talents, Skills, and Magic: Setchas have no talents, skills or magic.

Movement Rates: Running: 375

PS: 28‑38
MD: 24‑30
AG: 28‑32
MA: None

EN: 20‑24
FT: 25‑30
WP: 12‑16
PC: 14‑18

PB: 4‑7 
TMR: 7
NA: Fur absorbs 2 DP

Weapons: A setcha can bite in Melee or Close Combat (BC: 50%, D10-2 damage).  If any effective damage is done, the damage is not counted against the victim but he is permanently paralysed unless an antidote is taken.

Comments: The setcha is vicious and will always attack if approached.

skest

Natural Habitat: Marsh

Frequency: Rare            
Number: 1-100 (1)

Description: Skests resemble humanoid blobs of fluid.

Talents, Skills, and Magic: Skests are composed of acid and any wood or metal that comes in contact with them will be eaten away in D5 Pulses.  Contact with flesh will do D10+4 damage each Pulse (-1 for  to the damage done each Pulse after the first unless the area affected is washed in water in which case the damage does not continue).  Unless absorbed by jheherrin skests will regenerate 1 DP per Pulse.

Movement Rates: Running: 150

PS: None
MD: None
AG: None
MA: None

EN: 5    
FT: None
WP: 25‑30
PC: 20‑25

PB: 2‑5 
TMR: 3
NA: None

Weapons: Skests have no natural weapons.

Comments: Skests usually herd their victims into an area where they can surround and destroy them.

tener

Natural Habitat: Anywhere

Frequency: Rare            
Number: 1

Description: A tener is a grey, hairy, spindly-limbed creature.  It is two-legged, has long claws on the hands of its four arms and mandibles on either side of its mouth.

Talents, Skills, and Magic: Teners have Rank 5 in the Thief skill and Rank 4 in Stealth.  They are also adepts of the College of Ensorcelments and Enchantments.  They have Rank 5 in all General Knowledge and Rank 4 in all Special Knowledge.  They possess the same night vision uruks do.

Movement Rates: Running: 300

PS: 12‑16
MD: 24‑30
AG: 26‑32
MA: 15-18

EN: 12‑16
FT: 17‑20
WP: 12‑16
PC: 12‑16

PB: 5‑8 
TMR: 6
NA: None

Weapons: A tener can make 4 claw attacks in Melee or Close (BC: 40%, D10+1 damage).  They can also bite in Close (BC: 35%, [50% if the victim is restrained], D10-3 damage).  Any bite that does damage inflicts 1 DP/Pulse for D10 Pulses and paralyses the victim unless he rolls 4 x WP or less.

Comments: Teners can only be harmed by magic or silvered weapons.  They are immensely greedy and will try to steal anything valuable they see.

tengo

Natural Habitat: Deep Woods, Rough

Frequency: Very Rare                
Number: 1

Description: A tengo is an eight-legged, eight-headed, eight-tailed tiger.

Talents, Skills, and Magic: A tengo is completely invulnerable, to everything except magic, everywhere except its heads and all eight heads must be killed before the creature will die.  If a tengo is hit in combat for 6 or more points of effective damage there is a 60% chance that one of the tengo’s heads have been killed.

Movement Rates: Running: 400

PS: 38‑42
MD: 24‑26
AG: 18‑22
MA: None

EN: 40‑44
FT: 50‑55
WP: 18‑20
PC: 28‑22

PB: 3‑7 
TMR: 8
NA: Fur absorbs 3 DP

Weapons: A tengo may bite (BC: 45%, D10+2 damage) or claw (BC: 30%, D10-1 damage) in Close or Melee.  It has 3 attacks with its claws and three with its bite in the same Pulse.

vasa mortis

Natural Habitat: Marsh, Plains

Frequency: Very Rare                
Number: 1-2 (1)

Description: A vasa mortis is a giant avian with 4 heads and lion paws.  The body itself has no feathers, but the wings and head does.  It is roughly the size of an elephant.

Talents, Skills, and Magic: Vasa mortis’ have no talents, skills or magic.  Each time 25% of its hit points have been taken one head has been destroyed.

Movement Rates: Flying: 350; Running: 350

PS: 50‑65
MD: 18‑22
AG: 17‑21
MA: None

EN: 35‑45
FT: 50‑60
WP: 8‑12
PC: 8‑10

PB: 7‑10 
TMR: 7/7
NA: Hide absorbs 5 DP

Weapons: A vasa mortis can bite (BC: 30%, D10+7 damage) in Melee Combat only.  Only one opponent may be attacked per head each Pulse.  The vasa mortis can also fly up and on the next Pulse fly down on top of the victim and crush him (BC: 60%, D10+13 damage).

wemic

Natural Habitat: Plains

Frequency: Very Rare                
Number: 1-16 (8)

Description: Wemics are half-man, half-lions.  They are human down to the hip, but they join the body of a lion where the neck would normally be.

Talents, Skills, and Magic: see 6.25

Movement Rates: Running: 300

PS: 7‑25
MD: 5‑23
AG: 7‑25
MA: 5-23

EN: 5‑23
FT: 17‑23
WP: 5‑23
PC: 11‑26

PB: 6‑23 
TMR: 6
NA: Fur absorbs 1 DP

Weapons: Wemics do have natural weapons (see 6.25).  They also favour the spear and war club.  The spear will be stone-headed.

wolpertinger

Natural Habitat: Woods, Rough

Frequency: Rare                
Number: 1-40 (10)

Description: A wolpertinger has the body of a large hare, the antlers of a stag, the wings of an eagle and disproportionate fangs.

Talents, Skills, and Magic: A wolpertinger has no talents, skills or magic.

Movement Rates: Flying: 900; Running: 500

PS: 4‑8 
MD: 22‑27
AG: 25‑30
MA: None

EN: 3‑4
FT: 4‑6 
WP: 18‑21
PC: 18‑24

PB: 12‑18 
TMR: 18/10
NA: None

Weapons: A wolpertinger can charge and horn in Melee Combat (BC: 30%, D10+4 damage) and bite in Close Combat (BC: 50%, D10+4 damage).

Comments: Wolpertingers prefer to attack by surprise and will use pack tactics.

wu kung ching

Natural Habitat: Woods, Marsh, Cavern

Frequency: Very Rare                
Number: 1-2 (1)

Description: A wu kung ching is a giant black centipede.

Talents, Skills, and Magic: The creature can shapeshift into a thick, black, poisonous cloud that is impossible to see through.  It may change at will and covers a 2 hex radius when it is in its gaseous form.  Anyone breathing the cloud suffers 5 DP/Pulse until he is no longer in the cloud.  Because of the stinging nature of the cloud it will be impossible for any prey to keep his eyes open.  The wu kung ching may not be hurt by anything except magic while in its gaseous form.

Movement Rates: Running: 400; Floating: 200

PS: 23‑27
MD: 11‑15
AG: 11‑15
MA: None

EN: 25‑30
FT: 30‑35
WP: 10‑12
PC: 15‑19

PB: 6‑8 
TMR: 8/4
NA: None

Weapons: A wu kung ching, while in centipede form, can bite in Close Combat (BC: 60%, D10-1 damage).  If any effective damage is inflicted this damage is not scored but instead the victim suffers 5 DP/Pulse from venom.

9. Fantastical Plants

   Fantastical Plants include: black willow, bohun tree, calabash, ent, fairy thorn, fear gortach, fideal, healing grass, herecine, hitobana, kulamtu tree, margoyle, medicine tree, mushroom ogre, myconid, peridexion tree, strangle weed and tri-flower.

   If attacked all plants are immune to “A” and “C” class weapons and take double damage from fire.

black willow

Availability: Very Rare

Habitat: Ruin

Description: The black willow resembles a dead tree covered in vines.  These vines are, in reality, limbs it uses to strangle any creature coming within 12 feet.

   Strangulation (BC: 40%, D10+3 damage).  The black willow may attack 6 times per Pulse but may only expend one attack per opponent.

EN: 30‑40
FT: 40‑50
NA: Bark absorbs 6 DP 

bohun tree

Availability: Rare

Habitat: Deep Woods

Description: The bohun tree is usually brownish grey or greenish grey in colour and can be distinguished by its massive trunk and unique blossoms.  Its branches usually start 10-12 feet above the ground and spread out horizontally from the top of the trunk; on these branches hang thick clusters of dark red, luscious fruit.

   This smooth and soft-skinned fruit resemble giant grapes, and if they are bruised or cut open, they exude a vapour within a 60 foot radius that either induces sleep (1-80%) for 1 hour, paralyses of the lungs and then death by suffocation (81-90%), or has no effect (91-100).  This effect is determined separately for each fruit which is bruised or cut.  The tree will deliberately cause one fruit to fall from its branches for every 2 Pulses which opponents are attacking it.  The vapour’s odor resembles that of crushed apples or fresh cider.

   The flesh of the bohun tree fruit is poisonous if ingested (6 DP/Pulse) causing painful reactions within the stomach.  A victim eating such a fruit will usually go into violent convulsions which will continue even after he has fainted from the pain.  Elves, centaurs, satyrs, nymphs, pixies and stirges are immune to this poison.

   In addition the tree is able to shoot its thorns a distance of up to 9 hexes (BC: 40%, D10-1 damage).  The bohun tree has up to 60 thorns and can regrow 4 per day.

EN: 20‑25
FT: 25‑30
NA: Bark absorbs 5 DP 

calabash

Availability: Very Rare

Habitat: Deep Woods

Description: The calabash plant is a gourd growing, trailing vine.  When the gourd is cut open one of the following will occur:

1. The possessor of the gourd will become invisible for 5 minutes, but will immediately regain visibility if touched.

2. If danger approaches within 30 feet the possessor of the gourd will awaken instantly.  This effect will last for 1 week.

3. The possessor of the gourd knows the whereabouts of any one person who was named when the gourd was opened.  This effect will last for 1 month.

4. A rich feast is revealed to the gourd’s possessor and his companions.  Enough food is revealed to feed 6 people.

5. When the gourd is opened 10 x D100 gems are revealed.  The gems are of low quality but each are worth 1 SP.

6. The possessor of the gourd may summon a leather-armoured, broadsword wielding warrior.  The warrior will do the summoner’s bidding for 10 minutes.  This summoning may only be undertaken once.

7. The possessor of the gourd may summon an ordinary riding horse.  The horse can be ridden as far as the rider wishes but it will disappear the moment the rider dismounts.

8. The possessor of the gourd may cast up to 4 College of Air Magic spells of the player’s choice.  These spells may be cast at no fatigue cost.

9. The possessor of the gourd may ask the gourd 3 yes-or-no questions and receive honest answers.

10. The gourd has no special abilities but may be safely eaten.

EN: 20‑30
FT: 40‑50
NA: Bark absorbs 5 DP 

ent

Natural Habitat: Woods

Frequency: Rare                
Number: 1-20 (1)

Description: Ents may grow up to 23 feet in size.  They resemble trees with vaguely humanoid faces.

Talents, Skills, and Magic: Ents have no talents, skills or magic.

Movement Rates: Running: 500

PS: 40‑60 
MD: 10‑14
AG: 9‑12
MA: 5-8

EN: 35‑45
FT: 35‑45 
WP: 18‑25
PC: 22‑25

PB: 8‑12 
TMR: 10
NA: Bark absorbs 6 DP

Weapons: Ents use their limbs to make clubbing attacks (BC: 55%, D10+6 damage).  They can make 2 attacks per Pulse.

Comments: Ents are generally benevolent but hate all destroyers of trees and, most especially, uruku, goblins, and hobgoblins.

Fairy thorn

Availability: Uncommon

Habitat: Plains, Woods

Description: Fairy thorns resemble blackthorns very closely and a Ranger receives a modification of –20% to any roll to tell them apart.  The fairy thorns shoot their thorns at any creature approaching closer than 30 feet (BC: 60%, D10+2 damage).  Fairy thorn trees can aim and fire up to 10 thorns per Pulse.  The thorns are envenomed and will have the following effect on those on whom it inflicts effective damage.  [Roll 1D6]:

1. Those around him perceive the victim as untrustworthy and unattractive [-20% to all reaction rolls for the next D10+2 hours].

2. The victim becomes murderously jealous of anyone who has something he wants.  This effect lasts for 24 hours.

3. The victim hates all his companions and will attack them attempting to kill them.  This effect lasts for 1 hour.

4. The victim becomes incredibly inept [-10% is subtracted from all success chances for the next 24 hours].

5. The victim’s WP is reduced by 3 points for 1D5 hours.

6. The victim will care nothing for the opinions or concerns of others for the next D5 + 3 hours.

EN: 20‑30
FT: 40‑50
NA: Bark absorbs 5 DP 

fear gortach

Availability: Common

Habitat: Anywhere

Description: Fear gortach is totally indistinguishable from normal grass [even to Rangers and Earth Mages].  It is a hunger causing grass.  No one can cross this grass without eating something – it causes great weakness unless the victim is constantly chewing on some form of food.  Anyone crossing a patch of fear gortach while not eating loses 1 point of PS per hex he travels.  Lost PS is not regained until the victim has left the fear gortach and has eaten a full meal.

   If the victim’s PS falls to 0 while crossing the fear gortach, he will lie down to sleep and never awaken unless removed by a being outside the fear gortach controlled area.  Animals instinctively balk at crossing a patch of fear gortach.

EN: 1    
FT: None   
NA: None

fideal

Availability: Very Rare

Habitat: Marsh

Description: Fideal are indistinguishable from bog weeds.  A being catching sight of a fideal must roll 3 x WP or less or leap into the water and swim out to the fideal.  The plant will then attempt to drown its prey who will not resist.  This applies only to male beings.  Females are immune to the fideals allure.

EN: 12-15    
FT: 17-20   
NA: Strands absorb 1 DP

forestall

Natural Habitat: Woods

Frequency: Rare                
Number: 1-20 (1)

Description: Forestalls are sentient plant-humanoids who bare a resemblance to ents.

Talents, Skills, and Magic: See 6.15

Movement Rates: Running: 200

PS: 7‑29 
MD: 3‑21
AG: 3‑23
MA: 5-28

EN: 8‑28
FT: 21‑30 
WP: 10‑28
PC: 9‑28

PB: 5‑23 
TMR: 4
NA: Bark absorbs 6-8 DP

Weapons: Forestalls have no natural weapons but will be able to use whatever weaponry is available to humans.

Comments:   It is difficult to gage the attitude that Forestalls have toward other races, it is presumed that they have a natural liking for elves since they should share the same wooded areas.  Beyond that Forestalls seem to shape their attitude towards others based on that person’s respect for nature.  Sages do know this, Forestalls bear an immense hatred for all dark spawn and will shown them no mercy.  They view all dark spawn as perversions of nature and have no qualms about destroying creatures tainted by demonic magics.

healing grass

Availability: Rare

Habitat: Plains

Description: Healing grass resembles ordinary grass and requires a Ranger modifier of –20% to correctly identify the plant.  Any bovine animal eating this grass will be healed of 6 points of damage.  This effect may only occur once per day.  Any other type of being eating healing grass will be poisoned suffering 1 DP/Pulse.

EN: 1    
FT: None   
NA: None

herecine

Availability: Very Rare

Habitat: Woods

Description: The herecine is a bush that grows about 6 feet high and will be 9 feet in diameter.  Its twigs are succulent, appealing to herbivores [such as horses], and it grows tasty berries which are appealing to omnivores [such as humans].

   Any animal eating the twigs of a herecine is slowly, subtly grappled by the bush.  This takes over a full minute, 1 x PC or less to realize it is happening.

   For those eating the berries, it is slightly different.  The berries on the outer branches may be taken freely and are delicious.  There are more berries visible on the inner branches.  However anyone reaching into the bush will be grappled.  

   After grabbing its prey the bush will pull its prey toward its center.  To resist the being must roll ([4 x his PS] – 56) or less.  If the being fails to break free his limb is dragged to the bush’s maw and bitten each Pulse (BS: 75%, D10+4 damage).  

EN: 4-6    
FT: 7-9   
NA: None

hitobana

Availability: Uncommon

Habitat: Woods

Description: The hitobana is a small plant that blooms when strangers come within 60 feet of it.  Its flowers are very lovely with a pleasant scent.  After it has been in the presence of particular beings for a few days it no longer blooms at their approach but will still do so for strangers.

EN: 1    
FT: None   
NA: None

kulamtu tree

Availability: Very Rare

Habitat: Woods

Description: These carnivorous trees have broad, round fibrous trunks, with a large orifice at the top and several broad leaves.  The kulamtu tree uses these fronds to soften its prey and lift it to its mouth-orifice at the top of the trunk.  A conscious being is quite able to avoid the leaves but some societies sacrifice bound captives to the tree.

   The kulamtu’s fronds secrete a digestive acid which inflicts 1 DP/5 Pulses to those touched by the frond.  Armour will protect from this damage but the armour will be damaged and after it has suffered its Protection Rating in damage it will be rendered useless.  A typical tree has 2D10 fronds, a frond can be cut from the tree by the being inflicting 4 or more points in one blow with a class “B” weapon.

   Its mouth-orifice leads to a digestive chamber inside the trunk.  Anyone inserted into the digestive chamber takes 2 DP/Pulse from acid; a successful climbing roll (-25%) is needed to climb out. 

EN: 25-35    
FT: 35-45   
NA: Bark absorbs 6 DP

margoyle

Availability: Very Rare

Habitat: Woods

Description: The margoyle has a stem from which grows several white and yellow bell-like flowers and at the stem’s base grow large leaves.  It’s leaves can grow between 12-24 feet long.

   The margoyle continually releases pollen into the air and all creatures with in 60 feet must roll 4 x WP or less or desire to do nothing but approach the plant.  Once the leaves have been stepped on, the victim is stuck (requires a roll of 2 x PS or less to get off) and the leaves will close around the being and secrete a strong acid (2 DP/Pulse).  This acid will dissolve metal as well as flesh. 

EN: 8-12    
FT: 12-14   
NA: Bark absorbs 4 DP

medicine tree

Availability: Uncommon

Habitat: Plains, Rough, Woods

Description: The medicine tree looks like a normal tree and can be of any variety.  Its only distinction is that it usually grows separate from all other trees in that area.  

   A medicine tree has a powerful spirit aura which will help all those who are not worshippers of the Powers of darkness.  This aura extends to every part of the tree and covers the ground over which it hangs.  

   All attacks and saving throws are modified by +5% to those protected by the tree and –5% to those who worship the Powers of Darkness.  This effect will last as long as the character shelters beneath the tree.  Such protection may never be dispelled.

   Alternatively, the character may choose to hang his medicine bag on one of the branches of the tree.  The medicine bag must be part of the character’s beliefs.  Such a medicine bag provides the owner with the following benefits:

1. All attack rolls and saving throws are modified by +20% while any evil opponent of the character is modified by –20%.

2. Any non-magical weapon will never break or run out of ammunition.  Note: These benefits are lost if the medicine bag is removed from the tree.

   If any character, other than the owner of the medicine bag, removes it he is cursed with ill-luck (+20% to any percentile roll involving the victim.  This is never applied favourably).

EN: 25-45    
FT: 35-55   
NA: Bark absorbs 5 DP

mushroom ogre

Natural Habitat: Woods, Plains

Frequency: Uncommon
Number: 1

Description: A mushroom ogre resembles a giant mushroom, with a 6 foot radius and stands 8 feet high when the cap is pointing upward.  The cap can swivel in any direction, and a hideous face appears on the top.

Talents, Skills, and Magic: Mushroom ogres release their spoors 5 minutes after they die.

Movement Rates: Running: 250

PS: 36‑45
MD: None
AG: 10‑14
MA: None

EN: 30‑40
FT: 38‑48
WP: 2‑3
PC: 10‑12

PB: 5‑8 
TMR: 5
NA: None

Weapons: A mushroom ogre can bite in Close Combat (BC: 65%, D10+4 damage).

myconid

Natural Habitat: Woods, Caverns

Frequency: Very Rare   
Number: 1-300 (90)

Description: Myconids are short [from 3-4 feet tall] humanoid shaped plants with sharp thorn-like claws.  Their shoulders, abdomen and limbs are fringed with leaf-like tendrils.  Their heads have a topknot of fungus.

Talents, Skills, and Magic: Myconids ooze a substance poisonous to animal flesh.  Contact with them results in 1 DP/Pulse for D5 Pulses.  The plant may puff out a number of different types of spores:

· Reproducer: A myconid, when dying will puff these out in a 20 feet radius.  Any animal which the spores come into contact with they will feed off (1 DP of EN per Day).  Once all EN is gone a new myconid comes into being.  The spores must touch exposed flesh for them to function.

· Pacifier: This type of spore may be puffed at a single being (BC: 60%).  The victim must roll 4 x WP or less or be unable to do anything for 6 Pulses.  This is a Fire Action.

· Hallucinator: This type of spore may also be puffed at a single being (BC: 60%).  The victim must roll 4 x PC or less or suffer from hallucinations for 1D5+1 Pulses.  The victim will react as follows (roll 2D10):

                   02-10 Cower whimpering

                   11-15 Stare into nothing

                   16-18 Flee shrieking

                   19-20 Attack closest creature

Movement Rates: Running: 250

PS: 8‑16
MD: 11-14
AG: 8‑12
MA: None

EN: 7‑10
FT: 7‑10
WP: 8‑12
PC: 12‑14

PB: 7‑9 
TMR: 5
NA: Bark absorbs 6 DP

Weapons: Myconids are primitive, preferring crude clubs, stone hand axes, and battle-axes.

peridexion tree

Availability: Rare

Habitat: Woods

Description: A peridexion tree is a rare plant of varying size.  No evil creature may approach within 30 feet unless a roll of 2 x WP is made.

EN: 30-40    
FT: 30-40   
NA: Bark absorbs 5 DP

strangle willow

Availability: Very Rare

Habitat: Woods, Ruins

Description: A strangle weed which resembles a weeping willow but is in fact a vine-like creeper.  The plant grows up to 16 feet high, with a thick, rough bark-like stem.  From the top of the stem as many as 50 thin tendrils droop to the ground.  Each tendril is 21 feet long, and ends in a cluster of bright pungent flowers.  Any creature disturbing the tendrils will be grabbed and strangled (BC: 50%, D10+3 damage per Pulse).  Once the being is dead, the plant will raise him up, crush him to extract his juices, and leave his skeleton hanging high above the ground.  A tendril is severed when 8 or more points of effective damage is inflicted in a single blow by a Class “B” weapon.

EN: 25-30    
FT: 50-60   
NA: Stem absorbs 3 DP

tri-flower

Availability: Very Rare

Habitat: Woods

Description: The tri-flower has a deep green 5-8 foot tall stalk topped by 3 trumpet shaped flowers of vivid orange, bright yellow and intense red.  The first shoots out tendrils up to 3 feet (BC: 60%).  Any being struck must roll 2 x EN or less or fall into a comatose sleep which will last 24 hours.  The second flower drips an acidic sap which inflicts 4 DP/Pulse until the victim is eaten away.  The third flower feeds on the remaining mush.

EN: 10-15    
FT: 15-20   
NA: None

10. Giants, Fairies and Earth Dwellers

[10.1] Giant Humanoids

   This Section includes all larger than average size humanoid species. Included are 6 flavors of Giants (Cloud, Fire, Frost, Hill, Stone and Storm). All types of Giants except storm Giants and hill Giants can be played by players. In general, the characteristics of Giants are the same as those included under Character Generation (IV.). Other giant humanoids include Ogres, Trolls and Titans.

Cave Giant

Natural Habitat: Caverns

Frequency: Very Rare
Number: 1‑2 (1)

Description: Cave giants are large humanoids standing about 12 feet tall with 2 heads.

Talents, Skills, and Magic: Cave giants are not magic users.  They do however possess the ability to increase their NA to 15 unless their opponents know a particular secret that will stop this.  Cave giants are immune to spells below Rank 6.

Movement Rates: Running: 350

PS: 22‑32
MD: 11‑15
AG: 10‑14
MA: 5‑8

EN: 14‑23
FT: 18‑24
WP: 11‑15
PC: 12‑16

PB: 12‑16
TMR: 7
NA: Secret absorbs 15 DP

Weapons: Cave giants will use war hammers, war clubs, spears, nets and especially boulders.  They will not usually wear armour.

Clay Giant

Natural Habitat: Rough, Plains

Frequency: Very Rare
Number: 1

Description: Clay giants are huge humanoids standing about 20 feet tall.  They resemble a clay-like blobs with arms and legs.

Talents, Skills, and Magic: Clay giants have no talents, skills or magic.

Movement Rates: Running: 300

PS: 25‑42
MD: 9‑11
AG: 3‑5
MA: None

EN: 28‑46
FT: 18‑24
WP: 4‑6
PC: 5‑8

PB: 5‑7
            TMR: 3 
NA: Skin absorbs 10 DP

Weapons: Clay giants use giant clubs exclusively.  They never wear armour.

cyclops
Natural Habitat: Rough, Ocean (Islands)
Frequency: Rare
     Number: 1‑4 (1)

Description: A Cyclops is an 18 foot tall humanoid with gnarled features and a single eye.
Talents, Skills, and Magic: Cyclops’ do not use magic.
Movement Rates: Running: 600
PS: 36‑50
MD: 4‑22
AG: 3‑21
MA: 5‑8
EN: 19‑37
FT: 18‑24
WP: 4‑22
PC: 5‑23
PB: 5‑23
TMR: 12
NA: Hide absorbs 1 DP
Weapons: Cyclops’ prefer the club and will have Rank 1-2 with it.  They will also throw boulders at Rank 4-5.  They will wear fur armour.
formorian
Natural Habitat: Rough, Caverns, Woods, Ruins, Fields, Marsh
Frequency: Rare
          Number: 1‑12 (6)
Description: Formorians are large humanoids 10-15 feet tall with the heads of goats.
Talents, Skills, and Magic: Formorians are often members of the College of Black Magic.  A formorian may expend a Fire Action to stare at a target within 75 feet (BC: 60%).  If this stare is successful the victim will have his Strike Chance and Magic Resistance reduced by 8%.  This effect will last for 10 days and is cumulative. 
Movement Rates: Running: 700
PS: 31‑36
MD: 14‑16
AG: 17‑21
MA: 4‑22
EN: 20‑34
FT: 18‑24
WP: 4‑22
PC: 5‑23
PB: 6‑9
            TMR: 14
NA: Skin absorbs 3 DP
Weapons: Formorians favour zweihanders over other weapons.  They commonly wear leather armour but do not use shields or helmets.

Comments: To formorians small humanoids can be only slaves or enemies.
mountain Giant
Natural Habitat: Mountain Tops
Frequency: Very Rare
Number: 1‑4 (2)
Description: Mountain giants are humanoids about 14 feet tall.  They have light brown skin and are usually clad in thick furs and hides.
Talents, Skills, and Magic: Mountain giants are not affiliated with any element in particular, and thus can choose any college.  Their mastery of a college will be small (up to Rank 5) if they do belong to a college (20% chance).
Movement Rates: Running: 475‑550
PS: 18‑36
MD: 4‑22
AG: 3‑21
MA: 4‑22
EN: 19‑37
FT: 18‑24
WP: 4‑22
PC: 5‑23
PB: 5‑23
TMR: 9‑11
NA: Skin absorbs 1 DP
Weapons: Mountain giants generally use huge clubs or large stone axes.  They also like to hurl boulders.
redcap
Natural Habitat: Ruins, Rough
Frequency: Rare
          Number: 1‑12 (6)

Description: Redcaps are large humanoids 12 feet tall with a distinct resemblance to goblins.  Redcaps may only be harmed by magic or silvered weapons.
Talents, Skills, and Magic: Redcaps are usually skilled Warriors [Rank 2-4].
Movement Rates: Running: 400-500
PS: 18‑29
MD: 6‑17
AG: 5‑18
MA: 7‑20
EN: 18‑28
FT: 14‑19
WP: 6‑17
PC: 6‑18
PB: 8‑10
TMR: 8-10
NA: Skin absorbs 4 DP
Weapons: Redcaps favour pole-axes over other weapons.  They commonly wear leather armour but do not use shields or helmets.

Comments: Redcaps delight in dying their caps in the blood of their enemies.
Sea Giant
Natural Habitat: Ocean
Frequency: Very Rare
Number: 1‑2 (1)

Description: Sea giants are large humanoids standing about 20 feet tall with the lower half sporting a fish-tail.
Talents, Skills, and Magic: Sea giants possess talents similar to storm giants.  If a sea giant is a member of any college it will be either the College of Air or Water magics.  He will have Rank 3-7 with all General Knowledge spells and Rituals and 2-3 with Special Knowledge.
Movement Rates: Swimming: 700
PS: 42‑56
MD: 4‑22
AG: 3‑21
MA: 4‑22
EN: 30‑48
FT: 18‑24
WP: 4‑22
PC: 5‑23
PB: 5‑23
TMR: 14
NA: Skin absorbs 8 DP
Weapons: Sea giants favour the spear, trident and club.  They will have Rank 1-5 with these weapons.  They do not use armour.
sea titan 
   The sea titan resembles a huge merfolk.  They possess all the normal powers They possess all the standard powers of a titan but TMR for running is transferred to swimming.

stone troll
Natural Habitat: Fields, Rough
Frequency: Uncommon
Number: 1‑8 (4)

Description: Stone trolls are large 9 feet tall humanoids with grey-toned skin and have large teeth.
Talents, Skills, and Magic: Stone trolls are not magic users and can only make primitive metal weapons equivalent to bronze.
Movement Rates: Running: 450
PS: 18‑30
MD: 7‑18
AG: 5‑16
MA: 6‑9
EN: 16‑27
FT: 23‑27
WP: 11‑21
PC: 8‑19
PB: 5‑9 
TMR: 9
NA: Skin absorbs 3 DP
Weapons: Stone trolls favour clubs, axes and zweihanders.  They will have Rank 0-2 in these weapons.  They will commonly wear leather armour.

Comments: The direct rays of the sun will turn one of these beings to stone.  They are carnivorous and prize the flesh of Halflings, Humans and Elves (in that order) highly.  They are extremely limited in their intelligence.    
[10.2] Fairy Folk

   Fairy folk include brownies, dryads, elves, fossergrims, leprechauns, nixies, nymphs, pixies, satyrs, and sylphs. They are all roughly related, though their natures have diverged since the time when they could claim a common ancestor. Brownies, Leprechauns, Nixies, Pixies and Sylphs all take D10‑2 damage from physical contact with cold iron in addition to any other damage that may be inflicted by a weapon made of that substance. This damage is due to burning. Other fairy folk do not suffer this effect, but prefer to use substances other than cold iron for tools and artifacts. Only the Elves have overcome their fear of the substance to the extent of habitually forging and using fine iron and steel weapons.

ASRAI

Natural Habitat: Oceans, Streams, Rivers

Frequency: Uncommon
Number: 1‑20 (I)

Description: Asrai are female water faeries like the Gwraggeth Annwn, but are diminutive in size.

Talents, Skills, and Magic: Asrai have the usual faerie talents, and the ability to remain invisible when immersed.  They have no skills, and use no other magic.

Movement Rates: Substantial: 100  Insubstantial: 1750  Swimming: 300

PS: 3-4 
MD: 17-20
AG: 18-21
MA: 10‑15

EN: 3-4
FT: 8-10
WP: 12‑16
PC: 10‑14

PB: 20‑25
TMR: 6
NA: None. 

Weapons: Asrai do not use weapons.  Their touch can deliver a cold burn causing D-4 damage.

Comments: Asrai are sweet little creatures, almost defenseless.  If taken away from water they will after one hour dissolve into a pool of water.

bakru

Natural Habitat: Jungle

Frequency: Uncommon
Number: 1‑100 (I0)

Description: Bakru stand 12 inches high and have repulsive features and dark seep-set eyes.

Talents, Skills, and Magic: Bakru are 4 times as stealthy as humans, and can blend in with the surrounding trees (95% chance they will remain undetected if they remain still).  They possess a 95% chance to detect and disarm any traps or snares.

Movement Rates: Running: 425

PS: 3-5
             MD: 21-26
AG: 26-29
MA: 10‑15

EN: 2-3
FT: 4-5 
WP: 22‑26
PC: 25‑30

PB: 10‑16
TMR: 8
NA: None. 

Weapons: Bakru use weapons similar in effect to those used by pixies.

Comments: Bakru often ride rats, weasels and mongooses.  They will often sneak into an adventurer’s camp and poison their supplies of food and water unless left tribute in some form.

boggart

Natural Habitat: Woods, Swamps

Frequency: Common
                    Number: 1

Description: Boggarts are about 2 feet in height.  They look like little old men with grey wrinkled faces.

Talents, Skills, and Magic: Boggarts possess the ability to change the colour of their skin to match that of their surroundings.  They usually have Ranks 1-5 in the College of Illusions.  Boggarts are usually skilled thieves (Rank 9+ in both Thief and stealth).

Movement Rates: Running: 325

PS: 8-12 
MD: 12-16
AG: 16-20
MA: 12‑14

EN: 6-8
FT: 9-12
WP: 14‑18
PC: 15‑17

PB: 8‑10
TMR: 6
NA: Skin absorbs 4 DP 

Weapons: Boggarts can bite in Close Combat (BC: 40%, D10-2 damage).  They can also carry small weapons in scale with their size (these do damage equivalent to a dagger).

Comments: Boggarts are highly mischievous and love to terrify children.

kelpie
Natural Habitat: Rivers, lakes, Oceans.
Frequency: Uncommon
Number: 1-6 (1)
Description: Kelpies resemble horses, but have no outer skin.  Their muscles, tendons and veins are fully visible.  Kelpies live near the shore and come ashore seeking humans for they are fond of human flesh.
Talents, Skills, and Magic: Kelpies have a talent which combines the Charming and Visual Illusions Spells.  As a result of this talent, any character who misses his normal Magic resistance roll will see the kelpie as a very handsome normal horse and feel an overwhelming urge to ride it.  Once mounted the character will see the kelpie for what it is, but will find himself unable to dismount due to a sort of glue which the kelpie secretes.  The kelpie will then run to the water and dive in seeking to drown its victim.  The victim may attempt to free himself once per Pulse by rolling ½ x PS or less.  Any character making his magic resistance roll against the kelpie must roll 3 x WP or less or roll on the Fright and Insanity Tables.  Kelpies may make themselves and their riders insubstantial at will and can fly in this state.
Movement Rates: Running: 600; Swimming: 400; Flying: 7500
PS: 80-85
MD: None
AG: 20-25
MA: 1-4
EN: 35-40
FT: 50-60
WP: 12‑15
PC: 20‑23
PB: 0-2
TMR: 12/8/150
NA: None
Weapons: Kick [55%, D10+7 Damage]

                  Bite [BC: 35%, D10+2 Damage]

           Trample [BC: 35%, D10+8 Damage]

Mazzik

Natural Habitat: Woods

Frequency: Uncommon
Number: 1‑100 (10)

Description: A mazzik is a lithe humanoid, slightly smaller than

man‑sized. They are unusually fair in appearance.

Talents, Skills, and Magic: See 6.26

Movement Rates: Running: 250

PS: 5‑23
MD: 5‑23
AG: 5‑23
MA: 5‑23

EN: 5‑23
FT: 23‑29
WP: 5‑23
PC: 12‑30

PS: 5‑23
TMR: 5
NA: Skin absorbs 6 DP

Weapons: Mazziks prefer the javelin, and will have rank 4‑6 with it. Mazziks will not wear armour.  The listed characteristic ranges are for NPC elves only.

meadow dancer

Natural Habitat: Plains

Frequency: Uncommon
Number: 1‑16 (8)

Description: Meadow dancers are faeries in the form of beautiful women.

Talents, Skills, and Magic: Meadow dancers have the ability to paralyse a character with a touch of their hand (unless the character rolls 2 x WP or less).  This paralysation lasts for 8 hours.  Anyone hearing a meadow dancer’s voice must roll 4 x WP or less or they will be charmed and will wish to join the meadow dancers in a dance.  Meadow dancers are vulnerable only to fire based attacks.

Movement Rates: Running: 300

PS: 8-11 
MD: 14-17
AG: 14-17
MA: 18‑21

EN: 11-14
FT: 21-23
WP: 12‑15
PC: 12‑15

PB: 21‑25
TMR: 6
NA: None. 

Weapons: Meadow dancers do not use weapons.

Comments: Any being joining their dance will be paralysed at its end.  A D100 must then be rolled for the meadow dancers reaction to this intruder.  01-40 The meadow dancers kill the intruder outright.  41-70 The meadow dancers will just laugh and run away.  71-00 The meadow dancers will heal any minor wounds (1-5 FT) or provide food (1D5 meals) which will never spoil and will grant the equivalent of 8 hours sleep.  Meadow dancers can never be raised if slain.  

nereid

Natural Habitat: Streams, Rivers

Frequency: Very Rare   
Number: 1‑4 (2)

Description: While in water nereids are invisible.  When out of water nereids appear as beautiful human females.

Talents, Skills, and Magic: Nereids are able magicians, specializing in the College of Water Magics.  All males viewing a Nereid must roll 3 x WP or less or find themselves incapable of harming a Nereid.  

Movement Rates: Swimming: 300; Running: 225

PS: 10-12 
MD: 16-20
AG: 17-22
MA: 18‑21

EN: 8-12
FT: 17-22
WP: 16‑21
PC: 18‑22

PB: 23‑29
TMR: 6/4
NA: None. 

Weapons: Nereids do not use weapons.  If attacked they will spit at their attacker (BC: 45%, victim is blinded for 5 pulses).

Phooka

Natural Habitat: All Terrains

Frequency: Rare
Number: 1

Description: A phooka is rarely found in its true form.  If it is it will resemble a leprechaun with black skin and blazing eyes.

Talents, Skills, end Magic: Phookas possess the ability to change themselves into the forms of a goat, a pony, a canine [of any type], a dolphine, a rabbit, or an ox.  It takes the phooka ten seconds to change his form.  In animal form the phooka’s stats are modified in the following manner – add or subtract as many points as required to bring the relevant characteristic up to the relevant level.  For example an average amount of MD in its normal form would be translated to an average amount of MD in its canine form.  The phooka’s WP, and MA always remain unchanged no matter what his form.

Movement Rates: Running: 375; Flying: 450

PS: 10‑12
MD: 11‑15
AG: 14‑17
MA: 13‑21

EN: 7‑8
FT: 12‑14
WP: 9‑14
PC: 12‑16

PB: 9‑16
TMR: 7/9
NA: None

Weapons: Phookas have no natural weaponry in their true form but may use the natural weaponry of whatever form they adopt.

Comments: Phookas are highly mischievous, and will never miss a chance to play a prank.

Stick indian
Natural Habitat: Rough, Plains, Woods

Frequency: Uncommon
Number: 1‑12 (6)

Description: Stick Indians resemble small, powerfully built humanoids.  They will be dressed in animal skins.

Talents, Skills, end Magic: Stick Indians can concoct a herbal formula which makes them invisible.  They can see invisible objects and their gaze causes, or can cure, minor ailments [rashes, swollen or aching joints, headaches, warts or blemishes].  A Stick Indian’s magical abilities are focused through his arrows.

Movement Rates: Running: 375

PS: 14‑18          MD: 15‑19
AG: 25‑28
MA: 15‑18

EN: 6‑8
FT: 10‑12 
WP: 12‑16
PC: 10‑14

PB: 10‑16
TMR: 7
NA: None

Weapons: Stick Indians prefer to use short bows.  The arrows from a Stick Indian’s bow leave’s no visible wound but the removal requires a Remove Curse Ritual.

urisk (Lubin)

Natural Habitat: Rough, Woods

Frequency: Very Rare   
Number: 1‑5 (1)

Description: An urisk resembles a three feet tall, goat-headed satyr with a small bushy tail.

Talents, Skills, and Magic: See 6.38

Movement Rates: Running: 200

PS: 3‑17
MD: 8‑26
AG: 12‑30
MA: 3‑20

EN: 3‑18
FT: 16‑21
WP: 6‑24
PC: 5‑23

PB: 6‑23
TMR: 4
NA: Fur absorbs 1 DP.

Weapons: Urisks prefer small weapons such as short swords and daggers.  They will usually have Ranks 1-4 with their weapon.

Comments: Urisks have a 75% chance of having 1-4 of the following companions: wild goats, bears, wild sheep, or stags.  These animals will protect the urisk to the death.

[10.3] Earth Dwellers

   This section deals with those species who prefer dwelling in caverns or earthen barrows, but who are distantly related to the Fairy Folk. They include: Dwarves, Gnolls, Gnomes, Goblins, Halflings, Hobgoblins, Kobolds, and Orcs. These beings all tend to prefer cool shadows to bright sunlight, and all except Dwarves and Halflings positively dislike sunlight and will not willingly venture into it.

blue hag (Black Annis)
Natural Habitat: Caverns, Woods

Frequency: Uncommon
Number: 1‑500 (10)

Description: Blue hags resemble blue skinned emaciated crones. For food they prefer human infants.

Talents, Skills, and Magic: Blue hags are usually adepts of the College of Air Magics knowing all talents, spells and rituals at Rank 8-10.  They can only be harmed by magic or silvered weapons.

Movement Rates: Running: 225

PS: 30‑35
MD: 5‑9
AG: 7‑11
MA: 25‑31

EN: 25‑36
FT: 18‑24
WP: 18‑21
PC: 10‑12

PB: 3‑5 
TMR: 4
NA: None

Weapons: Blue hags make 2 claw attacks per Pulse [BC: 40%, D10 Damage].

Comments: Blue hags normally carry a “Staff of Winter” [a gnarled hawthorn staff, tipped at one end with an unmeltable ice-crystal].  This staff is enchanted with the following S-3, S-5, S-9 from the College of Air Magics.  Each spell has 8 charges.

nezumi

Natural Habitat: Plains, Caverns, Ruins, Woods.

Frequency: Uncommon
Number: 1‑500 (12)

Description: Nezumis stand 3-4 feet tall and are humanoids covered in fur with rat-like snouts.

Talents, Skills, and Magic: Nezumis have a keen sense of smell.  Their night vision is the equivalent of an elf.  They are highly resistant to disease [+10% to the resistance roll] and poisons [does 1 point less per Pulse].  Nezumis are usually highly skilled in the Thief and Barbarian skills.  Among a number of nezumis at least one will have skill in the College of Shamanic Magics.

Movement Rates: Running: 200

PS: 17‑21
MD: 14‑16
AG: 13‑15
MA: 12‑20

EN: 14‑16
FT: 20‑23
WP: 10‑12
PC: 14‑16

PB: 6‑9
TMR: 5
NA: Hide absorbs 2 DP

Weapons: Nezumis delight in tetsubos and heavy flails. They will also often use horse bows.  They will have Ranks 1‑2 with their favored weapons.  They may also bite [BC: 65%, D10-3 Damage] in Close Combat.

Comments: Nezumis are nomadic barbarians who often adorn themselves with necklaces and earrings made of bone or teeth.  They are hardy and wily and often found astride their kangaroo mounts.

korupira

Natural Habitat: Woods, Ruins, Caverns

Frequency: Rare            
Number: 1‑6 (1)

Description: The Korupira has silver eyes, black hair and skin and pronounced sharp talons and fangs.

Talents, Skills, and Magic: Korupiras can see in any kind of darkness as though it were the brightest daylight.  They are 3 times as stealthy as a normal human and have a 90% chance of hiding in any form of darkness.  Korupira can mimic any sound they have heard and are expert climbers [Rank 9-10].

Movement Rates: Running: 450

PS: 32‑38
MD: 19‑22
AG: 18‑2
MA: 15‑22

EN: 6‑8
FT: 20‑12
WP: 12‑24
PC: 12‑24

PB: 6‑26
TMR: 9
NA: None

Weapons: Korupiras can claw [BC: 40%, D10+1 Damage] in Melee or Close or bite [BC: 30%, D10 Damage] in Close Combat.

Comments: Korupiras are very clever and will often hatch ingenious plots in order to enable them to snare their prey.  Female korupiras are very beautiful and often sought by slavers [200-1200 SP].

melapi

Natural Habitat: Marsh, Rivers, Caverns (Burrows)

Frequency: Uncommon
Number: 1‑2 (1)

Description: The melapi is normally invisible.  If able to be seen the melapi has no waist and looks as if its chest ends at its hips.  Their eyes have no pupils and are a bloodshot white mass.  

Talents, Skills, and Magic: Melapis are able to maintain an invisible lair by their will.  Anything taken into this lair will become invisible while inside it.  If at anytime the melapi is killed within 6 hours his lair will cease to exist.

Movement Rates: Running: 375

PS: 26‑30
MD: 10‑20
AG: 20‑25
MA: None

EN: 13‑17
FT: 19‑21
WP: 13‑17
PC: 13‑17

PB: 13‑17
TMR: 7
NA: Skin absorbs 2 DP

Weapons: Melapis have no natural weapons.  They normally wield an invisible crude club.

Comments: Melapis are impatient.  They will often abandon a fight they are winning simply because it is taking too long.  Starting from the 5th Pulse of combat roll 2D10 each Pulse.  If the result is less than or equal to the number of Pulses the melapi has been fighting he will leave.

Sand People

Natural Habitat: Waste (Desert)

Frequency: Very Rare   
Number: 1‑10 (1)

Description: Sand people are humanoids in shape and composed entirely of sand, with eyes of gleaming obsidian.  They stand 10-15 feet in height.  A small amount of sand continuously falls from their body like water off a man emerging from the sea.

Talents, Skills, and Magic: Sand people can swim through sand as humans move through water.  When a sand person is in this state, only the black eyes can be seen, but they are often mistaken for ordinary stones.  While within the sand the sand people regenerate 1 DP/Pulse.  Any type of weapon can harm sand people except “C” class weapons.

Movement Rates: Running: 300; ‘Swimming’: 200

PS: 23‑30
MD: None
AG: 10‑14
MA: None

EN: 13‑17
FT: 21‑24
WP: 10‑12
PC: 6‑10

PB: 6‑10
TMR: 6/4
NA: Skin absorbs 4 DP

Weapons: Sand people use no weapons.  They can attack with both fists [BC: 35%, D10+2 Damage] without penalty.  When a sand person is standing on sand, it can extend its arms to attack into an area 2 hexes beyond its own.

Comments: Sand people have no NA when not in contact with sand and lose 1 EN point/Pulse.

Tako

Natural Habitat: Rough, Caverns

Frequency: Rare
Number: 1‑2 (1)

Description: Takos are humanoids with the head and tentacles of an octopus.  They are purple-green in colour.

Talents, Skills, and Magic: Takos are able magicians specializing in the College of the Mind.  They have special skill with the spell of Hypnotism [+10% to Base Chance]. In addition a tako drains D10 points from a victim’s LC, MA or WP [one at a time] if contact is made with his tentacles.   This damage is not absorbed by armour.  

Movement Rates: Running: 300

PS: 6‑17
MD: 10‑20
AG: 9‑20
MA: 15‑18

EN: 5‑15
FT: 13‑17
WP: 5‑16
PC: 17‑19

PB: 5‑7 
TMR: 6
NA: Skin absorbs 2 DP

Weapons: Takos are treated in all ways as humans.  They can make up to seven attacks with their tentacles while anchoring themselves with one.  They typically use tridents and battle axes as their weapons.

Comments: When attacked by a group takos prefer to use their weapons while when confronting one lone opponent they will use their draining attacks.

tasloi

Natural Habitat: Woods

Frequency: Rare
Number: 10‑100 (20)

Description: Long-legged, flat-headed goblinoids.  2-3 feet tall, their skin is a lustrous green and is thinly covered with coarse black hair.  They have long prehensile feet and gold coloured cat-like eyes.

Talents, Skills, and Magic: Surprise 1-4 (D6).  Hide in shadows 75%.  Infravision.  Attack at -5% in daylight.  Beast Mastery skills with giant spiders (1-6, 60%), and giant wasps (2-8, 20%).  Wasps may be ridden great distances.

Movement Rates: Running: 100; In Tree: 300

PS: 7‑10
MD: 14‑20
AG: 15‑20
MA: None

EN: 6‑8
FT: 10‑13
WP: 8‑11
PC: 7‑12

PB: 7‑9 
TMR: 2/6
NA: Skin absorbs 1 DP

Weapons: Tako use small shields, javelins, clubs, short swords, nets & lassos at up to Rank 5.

Comments: Prefers humanoid flesh.  Walks like a chimp on the ground, arboreal by nature and design.  Their lair will consist of 1-6 large trees with 2-24 platforms 50-100 feet from the ground.  All the trees will be connected by vines and ropes.

Urt People

Natural Habitat: Caverns, Ruins, Crypts.

Frequency: Uncommon
Number: 1‑50 (25)

Description: Urt people are 3 feet tall humanoids.

Talents, Skills, and Magic: Urt people have the ability to communicate with, but not control, urts.

Movement Rates: Running: 375

PS: 5‑9 
MD: 12‑16
AG: 14‑18
MA: 5‑8

EN: 5‑9
FT: 18‑20
WP: 7‑11
PC: 18‑22

PB: 12‑16
TMR: 7
NA: None

Weapons: Urt people prefer stone headed javelins or throwing darts or crude clubs.  They will have Rank 0-2 with these weapons.  They do not wear armour.

Ur-Vile

Natural Habitat: Caverns

Frequency: Rare            
Number: 1‑100 (50)

Description: Ur-viles are black-skinned and have no eyes; their large noses and other senses enable them to ‘see’ well irrespective of the lighting conditions.  They stand about 4 feet in height.

Talents, Skills, and Magic: Ur-viles are not dangerous individually but can form wedge formations, which make them formidable.

Wedge Modifications

Number        “Level”
 MR
DM
NA

10-21

1
+10
+1
+1

22-50

2
+20
+2
+2

51-200

3
+30
+2
+3

201+

4
+40
+2
+4

   Each individual ur-vile gains the above benefits while it is a member of the wedge.  The leader of a wedge is known as a loremaster and is given the following extra advantages:

Additional Loremaster Powers

“Level”            NA
DM
FT

     1

+4
+3
+6

     2

+5
+4
+7

     3

+6
+5
+8

     4

+7
+6
+9

   The loremaster can also choose to do one of the following as long as the wedge, of which he is a part, does not move.  

Project Acid (Range: 5 feet x Level)

Level

 1
 2
 3
  4

Damage
+7
+8
+9
+10                

Movement Rates: Running: 225; On all fours: 300; In wedge: 150

PS: 10‑12
MD: 12‑16
AG: 5‑7
MA: None

EN: 4‑6
FT: 9‑11
WP: 4‑6
PC: 18‑24

PB: 6‑8 
TMR: 4/6/3
NA: Skin absorbs 2 DP

Weapons: Ur-viles have no natural weapons.  They prefer to use staves and short swords.  They do not use armour or shields.

Comments: If a loremaster is killed there is only a 5% chance another ur-vile can take his place.

11. Lizards, Snakes and Insects

[11.1] Lizards and Kindred

   The following are included in this section: basilisks, crocodiles, giant land turtles, gila monsters, hydras, land iguanas, salamanders, suarime, and wyverns. Except for wyverns and suarime, these species will be unintelligent.

arrow-poisoning Frog
Natural Habitat: Rivers (especially in rough & swampy terrain).

Frequency: Uncommon
Number: 1‑10 (3)

Description: The arrow-poisoning frog is a spotted, web-footed tailless amphibian up to 1½ inches in length.   

Talents, Skills, and Magic: Arrow-poisoning frogs possess no talents, skills or magic.

Movement Rates: Hopping: 300

PS: 1‑2 
MD: 18-20
AG: 22-24
MA: None

EN: 1    
FT: 1‑2 
WP: 4‑6
PC: 13‑15

PB: 6‑7  
TMR: 6
NA: None

Weapons: None

Comments: The skin of this frog exudes a toxic poison (doing 1 DP/Pulse for D5 Pulses).  This poison is often used by barbarian tribes to poison their weapons.  

chameleon
Natural Habitat: Deep Woods, Plains

Frequency: Rare
Number: 1‑4 (2)

Description: These lizards are about the size of a shireling, with a serpent-like head, rounded torso, and are covered in small grainy scales that mirror its environment.  

Talents, Skills, and Magic: Any spells which a chemeleon saves against are reflected back at the caster.  Chameleons have some skill (usually Ranks 4-5) with the College of Illusions.

Movement Rates: Running: 375

PS: 12‑14
MD: 8-10
AG: 29-33
MA: 15-18

EN: 8‑10
FT: 12‑15
WP: 14‑16
PC: 14‑17

PB: 5‑8  
TMR: 7
NA: Scales absorb 4 DP

Weapons: None

Comments: Chameleons crave magical items and will often be found hoarding or wearing same.

Crocodile

Natural Habitat: Marsh, Lakes, Rivers

Frequency: Common
Number: 1‑50 (20)

Description: Crocodiles are heavily scaled lizards with small sharp teeth. They attain lengths of 8 feet, and weights of up to 180 pounds. Their scales are a very dark greenish‑brown that blends in well with the muddy water that they love to inhabit.

Talents, Skills, and Magic: Crocodiles have no special talents, skills or magic.

Movement Rates: Running: 50; Swimming: 150

PS: 17‑19
MD: 5‑8
AG: 7‑9
MA: None

EN: 7‑9
FT: 15‑18
WP: 7‑9
PC: 8‑10

PB: 7‑9   
TMR: 1/3
NA: Scales absorb 6 DP

Weapons: Crocodiles cannot attack except in Close Combat and they attack with two claws (Base Chance of 50%, ‑ 6 Damage) and their bite (Base Chance of 10%, +1 Damage).

Comments: Crocodiles often lurk just below the surface of murky waters, waiting for a tidbit to enter the water. On land, however, crocodiles are rather timid, and they will slip off into the water if they sense something approaching. If a crocodile’s jaws are grasped while they are still closed, it only takes a PS of 12 to hold them closed, rendering the Crocodile’s bite useless. The crocodile’s skin is used to make primitive armor (equal to leather) and the teeth (about 60) are valuable (100 silver pennies each) as charms.

djun
Natural Habitat: Rivers

Frequency: Very Rare
Number: 1

Description: The djun resembles a giant chameleon, weighing over 1 tone.  It is a 3 hex monster.

Talents, Skills, and Magic: Djuns have no talents, skills, or magic.

Movement Rates: Swimming: 250

PS: 40‑50
MD: 14-16
AG: 14-16
MA: None

EN: 19‑26
FT: 30‑38
WP: 8‑12
PC: 13‑18

PB: 5‑7  
TMR: 5
NA: Scales absorb 6 DP

Weapons: Djuns can shoot their tongue out a distance of 30 feet to capture prey (BC: 60%, No Damage).  If successfully caught a roll of ([4 x PS] – 60)% or less must be made for the prey to escape.  For every 5% the prey looses the roll by the djun has pulled him 1 hex closer.  Once close enough a djun can swallow a man-sized prey whole.

Comments: Anyone grappled by the tongue cannot draw or use [if already drawn] his weapon.  For any other character striking the tongue a roll of 4 x PS must be made each strike or the character’s weapon will be stuck to the tongue.  Eight points of damage must be made in a single strike in order to sever the tongue, NA still applies.

Gila Monster

Natural Habitat: Waste

Frequency: Rare
Number: 1‑8 (1)

Description: Gila Monsters are black and yellow lizards with short, thin limbs and a striped stubby tail.

Talents, Skills, and Magic: The gila monster has no special talents, skills, or magic.

Movement Rates: Running: 100

PS: 3‑4
MD: 8‑10
AG: 7‑8
MA: None

EN: 4‑5
             FT: 8‑10
WP: 7‑9
PC: 15‑17

PB: 7‑9
                          TMR: 2
NA: Hide absorbs 2 DP

Weapons: Gila monsters can bite in Close Combat, but they cannot attack in Ranged or Melee Combat. The Base Chance for their bite is 50%, and it does ‑3 Damage. If the bite penetrates any armor that might be worn to do actual damage to Fatigue or Endurance, the target takes 2 DP per Pulse (not absorbed by armor) for the next D10 Pulses, or until an antidote to the Gila monster’s poison is administered.

Glider

Natural Habitat: Deep Woods

Frequency: Uncommon
Number: 1‑4 (2)

Description: Gliders are large lizards, sometimes reaching 6 feet in length.  They are brown and green in colour, they have a long tail with wings attached to their forelegs.

Talents, Skills, and Magic: Gliders have no talents, skills or magic.

Movement Rates: Running: 250; Gliding: 600

PS: 18‑21
MD: 8-10
AG: 16‑18
MA: None

EN: 8‑10
FT: 16‑18
WP: 6‑9
PC: 12‑14

PB: 6‑9
             TMR: 5/12
NA: Hide absorbs 3 DP

Weapons: A glider can make 2 claw attacks (BC: 35%, D10+1 Damage) and one bite (BC: 50%, D10+4 Damage) in Close Combat.

Comments: A glider may glide a distance equal to twice the height he has climbed.

jaculus

Natural Habitat: Waste, Deep Woods, and Jungles

Frequency: Rare
Number: 1‑8 (2)

Description: The jaculus is a medium sized snake-like reptile with small wings.  The jaculus is not a true flyer, but it is able to use its wings glide from heights.  A jaculus will be from 3-7 feet long.  Its skin tends to be mostly mottled greens and browns giving it camouflage when it is in the trees.

Talents, Skills, and Magic:  The jaculus is not a tool user.  It has no special skills, talents, or magic, other than its limited gliding ability.  A jaculus is able to travel up to 150 feet to another tree or to nearby prey when it drops from a tree.

Movement Rates: Running: 175; Flying: 600

PS: 6‑10            
MD: 16‑22
AG: 20‑24
MA: 6-8

EN: 10‑13
             FT: 15‑20
WP: 12‑15
PC: 20‑25

PB: 6‑9
                          TMR: 4/12
NA: None

Weapons: In its preferred mode of attack, the jaculus dives onto its prey (into Close Combat) from behind.  Its Base Chance to hit is 45% and the damage is +2.  If its strike succeeds, it begins feeding and will draw blood (doing D-2 damage per pulse) from its

victim for 3-5 Pulses unless it is struck off of its victim.

   There is also a 65% chance that the victim will be poisoned by the jaculus' bite.  The jaculus' venom does D-4 damage for 2-4 Pulses.

Comments: Individually, a jaculus' attack is probably not a fatal thing, but several of them can easily bring down a large beast, after which their nest will have its corpse to feed on for several days.

   The jaculus attacks by diving onto its victims from trees or other high places.  Its usual prey is large animals (cattle, deer, horses, etc.) but riders on horseback are also tempting targets.  However, it is more likely that the jaculus would attack the horse than it would the rider.

   Several jaculi will often be found together (a lone jaculus is rare) and it is common for several of them to drop onto the same victim at the same time (within a few Pulses). In this way, they are able to bring down the larger animals which they prefer.

   Although the jaculus is mildly poisonous, it will usually only latch onto its victim for a few Pulses (long enough to feed) and then drop off and slither away.

kappa

Natural Habitat: Lakes, Rivers

Frequency: Rare
Number: 1‑6 (3)

Description: Kappas are aquatic humanoids standing about 4-5 feet high.  On their back is a thick tortoise-like shell.  The top of the kappa’s head is concave, forming a small bowl filled with water and their eyes glow with a red gleam.

Talents, Skills, and Magic: Kappas are able to regenerate 1 DP/Pulse.  Their bite causes yellow fever.  If a kappa bites successfully and holds on to his victim the kappa may drain 1 DP/Pulse from his victim.  Kappas have Rank 4-8 in Martial Artist.  There is a 80% chance that any blow directed at a kappa will strike the kappa’s shell.  Kappas are immune to all Water Magic.

Movement Rates: Running: 150; Swimming: 450

PS: 25‑30
MD: 10-12
AG: 10‑12
MA: 1-5

EN: 14‑17
FT: 20‑23
WP: 11‑14
PC: 13‑16

PB: 6‑8
             TMR: 3/9
NA: Shell absorbs 8 DP

Weapons: Kappas prefer to use their skill in martial arts but will use daggers or throwing darts if they are available.

Comments: Kappas live in bodies of water and will waylay travelers, dragging them under water.  The kappas are especially fond of horseflesh, cucumbers and melons and may sometimes be bribed with such to allow safe passage pass them.  Kappas are always polite and will immediately attack if any character fails to treat them with the utmost respect.

Kurreah

Natural Habitat: Marsh, Lakes, Rivers

Frequency: Uncommon
Number: 1‑3 (2)

Description: Kurreahs vaguely resemble large (12 feet long) sparsely haired insects with extremely large pincers.  Their spotted hide can be seen through their hair.

Talents, Skills, and Magic: A kurreah can burrow through any ground that is not entirely composed of rock.  They can tunnel like this for 3 Pulses after which they need to surface for air.  

Movement Rates: Running: 225; Swimming: 150; Tunneling: 150 

PS: 36‑40
MD: 20-23
AG: 6‑8
MA: None

EN: 8‑11
FT: 17‑20
WP: 7‑9
PC: 8‑10

PB: 7‑9
             TMR: 4/3/3
NA: Scales absorb 6 DP

Weapons: Kurreahs cannot attack except in Close Combat and they attack with 2 claws (BC: 50%, D10+1 Damage) and their bite (BC: 10%, D10+8 Damage).

Comments: Kurreahs will never approach any closer than 20 feet to the trunk of a bumble tree.

Nhang

Natural Habitat: Rivers

Frequency: Very Rare   
Number: 1‑5 (1)

Description: The nhang is a crocodile-seal hybrid.

Talents, Skills, and Magic: Nhangs have no magical abilities or special talents.

Movement Rates: Swimming: 600; Running: 50

PS: 21‑25
MD: 12-14
AG: 12‑14
MA: None

EN: 6‑8
FT: 13‑17
WP: 9‑11
PC: 10‑12

PB: 11‑14         TMR: 12/1
NA: Scales absorb 3 DP

Weapons: Nhangs can bite in Close Combat (BC: 25%, D10+8).

Comments: Nhangs are man-eaters that attack from ambush.

[11.2] Snakes

   All snakes included in this section are non‑intelligent and extremely hostile. Most are poisonous. They include: asps, king cobras, mambas, pythons, and spitting najas. Snakes tend to lie in wait for prey and will usually strike only from ambush or if startled.

Amphisbaena

Natural Habitat: Cavern

Frequency: Very Rare
                     Number: 1‑2 (1)

Description: The amphisbaena is a two-headed black and white banded snake that reaches up to 3 feet in length.

Talents, Skills, and Magic: Amphisbaenas have no talents, skills or magic.

Movement Rates: Crawling: 200

PS: 1‑2
             MD: None
AG: 12‑14
MA: None

EN: 1‑2
FT: 2‑4
             WP: 15‑19
PC: 24‑32

PB: 6‑8 
TMR: 4
NA: None

Weapons: The amphisbaena can only bite in Close Combat (BC: 65%, D10-2 Damage).  Any effective damage is ignored, the victim instead suffers 3 DP/Pulse from venom.

cerastes

Natural Habitat: Waste, Plains

Frequency: Rare
Number: 1‑7 (1)

Description: The cerastes is a 10 foot long, horned serpent.

Talents, Skills, and Magic: Cerastes’ lie in wait under the earth with their horns protruding.  The horns are almost irresistible to small and medium sized carnivores, especially canines.

Movement Rates: Crawling: 200

PS: 15‑17
MD: None
AG: 13‑15
MA: None

EN: 12‑15
FT: 15‑17
WP: 12‑16
PC: 12‑18

PB: 6‑9 
TMR: 4
NA: Scales absorb 1 DP

Weapons: The cerastes can butt (BC: 20%, D10+3 Damage) in Melee Combat or bite in Close Combat (BC: 65%, D10+6 Damage). If they do any effective damage, the damage is not scored against their victim but rather he suffers 1 DP/Pulse until he takes an antidote to the venom.

fer-de-lance

Natural Habitat: Deep Woods

Frequency: Rare
Number: 1‑2 (1)

Description: The fer-de-lance has a grey-black head, brown body and grows to a length of 15 feet.

Talents, Skills, and Magic: Fer-de-lances have no talents, skills or magic.

Movement Rates: Crawling: 150

PS: 11‑14
MD: None
AG: 13‑17
MA: None

EN: 8‑10
FT: 10‑14
WP: 14‑18
PC: 12‑17

PB: 7‑10
TMR: 3
NA: None

Weapons: The fer-de-lance can only attack in Close Combat (BC: 60%, D10+5 Damage). If they do any effective damage, the damage is not scored against their victim but rather he suffers 4 DP/Pulse until he takes an antidote to the venom.

gullet snake

Natural Habitat: Waste, Plains, Rough, Woods.

Frequency: Rare
            Number: 1‑2 (1)

Description: The gullet snake is a small [2 feet long], thin snake with a largish head and teeth instead of fangs.

Talents, Skills, and Magic: Gullet snakes have no talents, skills or magic.

Movement Rates: Crawling: 150

PS: 4‑6 
MD: None
AG: 12‑14
MA: None

EN: 1‑2
FT: 4‑6 
WP: 12‑16
PC: 13‑17

PB: 6‑8 
TMR: 3
NA: None

Weapons: The gullet snake crawls down the throat of a character sleeping with his mouth open.  If any character has the unluck disadvantage or fails a roll of 4 x WP or less they’re the one who sleeps that way.  The victim will wake up and be able to make one grab at the snake [3 x MD or less].  If grabbed the snake rips the victims esophagus on the way out doing D10-3 Damage.  The victim will be unable to eat and will suffer a subtraction of –4 to PS, AG and WP until healed.  If the grab is unsuccessful the snake will makes its way to the victim’s stomach and inflict D10-3/Pulse.

hoop snake

Natural Habitat: Plains, Waste

Frequency: Rare
               Number: 1‑2 (1)

Description: The hoop snake is a 5 feet long, black and white snake.

Talents, Skills, and Magic: Hoop snakes possess the ability to put their tail in their mouth and roll.

Movement Rates: Crawling: 150; Rolling: 1500

PS: 14‑16
MD: None
AG: 13‑15
MA: None

EN: 5‑6
FT: 7‑9 
WP: 16‑20
PC: 13‑18

PB: 8‑11
TMR: 3/30
NA: None

Weapons: The hoop snake can bite in Close Combat (BC: 75%, D10+5 Damage). Any effective damage is disregarded and instead the victim suffers 4 DP/Pulse until he takes an antidote to the venom.

ikonkola

Natural Habitat: Deep Woods

Frequency: Uncommon
               Number: 1‑2 (1)

Description: The ikonkola is up to 60 feet long and 3 feet wide and can weigh up to 300 lbs.

Talents, Skills, and Magic: Ikonkolas can crawl from tree to tree without ever touching the ground.

Movement Rates: Crawling: 500

PS: 25‑30
MD: None
AG: 14‑16
MA: None

EN: 20‑25
FT: 25‑30 
WP: 12‑15
PC: 15‑19

PB: 6‑9 
TMR: 10
NA: Scales absorb 1 DP

Weapons: Ikonkolas attack in Close Combat by biting (BC: 60%, D10+4 Damage). Any effective damage also inflicts 3 DP/Pulse until he takes an antidote to the venom. If the bite penetrates armor, it hangs on, and at the next opportunity wraps it self around its adversary, crushing the life out of it. Wrap: Base Chance of 75%, +7 Damage per Pulse the snake squeezes, no roll needed to hit once initial squeeze has been made. Once the snake is squeezing, it can no longer bite until it has squeezed its prey to death.

jaculus

Natural Habitat: Woods

Frequency: Rare
               Number: 1‑2 (1)

Description: The jaculus is a winged snake about 3 feet in length.

Talents, Skills, and Magic: Jaculi possess no talents, skills or magic.

Movement Rates: Crawling: 150; Gliding: 300

PS: 2‑4 
MD: None
AG: 13‑15
MA: None

EN: 3‑4
FT: 5‑6 
WP: 14‑18
PC: 13‑16

PB: 8‑11
TMR: 3/6         
NA: None

Weapons: The jaculus can bite in Close Combat (BC: 55%, D10-2 Damage). Any effective damage is disregarded and instead the victim suffers 3 DP/Pulse until he takes an antidote to the venom.

krait

Natural Habitat: Deep Woods

Frequency: Rare
               Number: 1‑2 (1)

Description: The krait is about 3 feet in length.  Its body is brown and green above and yellow beneath.

Talents, Skills, and Magic: Kraits possess no talents, skills or magic.

Movement Rates: Crawling: 125

PS: 2‑43
MD: None
AG: 14‑17
MA: None

EN: 2‑3
FT: 4‑6 
WP: 14‑18
PC: 13‑16

PB: 8‑11
TMR: 2         
NA: None

Weapons: The krait can bite in Close Combat (BC: 70%, D10 Damage). Any effective damage is disregarded and instead the victim suffers 2 DP/Pulse until he takes an antidote to the venom.

kurrijarra

Natural Habitat: Rough, Plains, Marsh. 

Frequency: Common
                    Number: 1

Description: Kurrijarras resemble pythons with dark skin peppered with light spots.  It grows up to 35 feet in length.

Talents, Skills, end Magic: Kurrijarras possess no talents, skills or magic.

Movement Rates: Crawling: 100; Tunnelling: 750

PS: 45‑50 
MD: None
AG: 9‑13
MA: None

EN: 30‑35
FT: 35‑40 
WP: 14‑18
PC: 16‑20

PB: 7‑10
TMR: 2/15
NA: Scales absorb 3 DP

Weapons: Kurrijarras may attack in Close Combat by biting (Base Chance of 65%, +6 Damage). If the bite penetrates armor, it hangs on, and at the next opportunity wraps it self around its adversary, crushing the life out of it. Wrap: Base Chance of 80%, +8 Damage per Pulse the snake squeezes, no roll needed to hit once initial squeeze has been made. Once the snake is squeezing, it can no longer bite until it has squeezed its prey to death.  The kurrijarras can also shoot bolts of lightning from their mouths [BC: 40%, metal armour adds 40% to this BC, D10+2 Damage].  Kurrijarras can strike two opponents at once with this ability since their bolt is forked.

ost

Natural Habitat: Fields, Plains. 

Frequency: Rare
Number: 1‑2 (1)

Description: The ost is a small snake [12-18 inches in length] alternating orange and black in colouration.

Talents, Skills, end Magic: Osts possess no talents, skills or magic.

Movement Rates: Crawling: 100

PS: 2‑3 
MD: None
AG: 18‑20
MA: None

EN: 1‑2
FT: 2‑3 
WP: 12‑16
PC: 11‑16

PB: 6‑9
             TMR: 2
NA: None

Weapons: An ost bites in Close Combat (BC: 75%, D10-3 Damage). Any effective damage is disregarded and instead the victim suffers 5 DP/Pulse until he takes an antidote to the nerve venom.  The victim will be totally incapacitated while the venom is in effect.

rattlesnake

Natural Habitat: Woods, Waste, Rough, Plains. 

Frequency: Rare
                    Number: 1‑5 (1)

Description: The rattlesnake is a 3-4 feet long serpent with horny rings on the end of its tail able to produce a rattling sound.

Talents, Skills, end Magic: Rattlesnakes possess no talents, skills or magic.

Movement Rates: Crawling: 100

PS: 3‑4 
MD: None
AG: 10‑13
MA: None

EN: 5‑6
FT: 7‑8 
WP: 14‑18
PC: 15‑18

PB: 8‑10
TMR: 2
NA: None

Weapons: A rattlesnake bites in Close Combat (BC: 80%, D10+4 Damage). Any effective damage is disregarded and instead the victim suffers 2 DP/Pulse until he takes an antidote to the venom.  

scitalis

Natural Habitat: Woods, Plains, Rough. 

Frequency: Very Rare
          Number: 1‑2 (1)

Description: This snake grows to 4 feet in length and has incredibly beautiful black and red markings over its body.

Talents, Skills, end Magic: Any being within 30 feet that looks at a scitalis must have a WP check [roll 4 x WP or less] or stand entranced until it has left.  The being will be totally unable to defend himself.  A scitalis may also cause D10 damage burns to any being coming in contact with its flesh.

Movement Rates: Crawling: 200

PS: 5‑7 
MD: None
AG: 12‑14
MA: None

EN: 2‑3
FT: 4‑5 
WP: 14‑18
PC: 12‑16

PB: 25‑33
TMR: 4
NA: None

Weapons: A scitalis bites in Close Combat (BC: 50%, D10-3 Damage). Any effective damage is disregarded and instead the victim suffers 1 DP/Pulse until he takes an antidote to the venom.

sea serpent

Natural Habitat: Rivers, Oceans

Frequency: Very Rare
          Number: 1‑2 (1)

Description: A sea serpent is a large [100-150 feet long] multi-coloured snake.

Talents, Skills, end Magic: Sea serpents possess no talents, skills or magic.

Movement Rates: Swimming: 400

PS: 120‑135 
MD: None
AG: 8‑10
MA: None

EN: 105‑120
FT: 140‑180 
WP: 7‑9
PC: 11‑16

PB: 4‑6 
TMR: 8
NA: Hide absorbs 9 DP

Weapons: A sea serpent can swollow man-sized prey whole [BC: 50%] and can wrap itself around a ship and crush it [BC: 75%, D10+15 Damage].

sea snake

Natural Habitat: Oceans

Frequency: Rare
          Number: 1‑2 (1)

Description: Sea snakes are well adapted to their aquatic home.  They have their nostrils on top of their snouts, slender heads, and grow up to 4-5 feet in length.

Talents, Skills, end Magic: Sea snakes possess no talents, skills or magic.

Movement Rates: Swimming: 200

PS: 3‑5 
MD: None
AG: 12‑14
MA: None

EN: 5‑6
FT: 7‑9 
WP: 14‑18
PC: 14‑18

PB: 8‑10 
TMR: 4
NA: None

Weapons: A sea snake can bite in Close Combat [BC: 65%, D10-1 Damage].  Any effective damage is disregarded and instead the victim suffers 2 DP/Pulse until he takes an antidote to the venom.

[11.3] Insects and Spiders

   The species included in this section tend to be non‑lethal to human‑sized beings individually, but most will be found, if at all, in large numbers. They include the Black Widow Spider, the Fire Ant, the Killer Bee, scorpions and tarantulas.

acephalos

Natural Habitat: Marsh

Frequency: Uncommon
Number: 1

Description: Acephali are giant leeches 4-6 feet in length.  They resemble nothing so much as giant maggots with sickly white skin dotted with splotches of yellow and brown.

Talents, Skills, and Magic: Acephali possess no talents, skills or magic.

Movement Rates: Swimming: 375

PS: 8-11
MD: None
AG: 17‑20
MA: None

EN: 6-8
FT: 11-14
WP: 2‑3
PC: 14‑18

PB: 6‑8  
TMR: 7
NA: None

Weapons: An acephalos can bite in Close Combat [BC: 45%, D Damage].  After having successfully bitten a prey the acepahlos maintains its bite and drains 6 DP worth of blood per minute.  Its teeth are barbed and any attempt to extract them inflicts D10-4 Damage upon the prey.  Increase the chance of an infection from an acephalos’ bite by +15%.

black beetle

Natural Habitat: Plains, Fields

Frequency: Uncommon
Number: 1-200 (20)

Description: Black beetles resemble raven black coloured beetles.

Talents, Skills, and Magic: Black beetles possess the ability to start fires.

Movement Rates: Flying: 450

PS: 1     
MD: None
AG: 19‑21
MA: None

EN: 1    
FT: None
WP: 5‑8
PC: 12‑15

PB: 6‑8  
TMR: 9
NA: None

Weapons: Black beetles can attack in Close Combat with their fire making ability [BC: 40%, D Damage per Pulse until extinguished].

cho-ja
Natural Habitat: Caverns [burrows], Fields, Plains.
Frequency: Rare            
Number: 1-400 (6)

Description: Cho-jas are humanoid mantis’.  They stand 6 feet in height and possess 4 arms.
Talents, Skills, and Magic: The skill cho-jas possess depend upon the function for which they were born.  Workers will have the Craftsman or Farmer skill and no skill in weapons, while fighters will have the Warrior skill and Rank in at least two weapons.
Movement Rates: Running: 450
PS: 20-27     
MD: 15-20
AG: 18‑20
MA: None
EN: 15-17    
FT: 21-25
WP: 8‑10
PC: 15‑17
PB: 6‑7 
TMR: 9
NA: Shell absorbs 3 DP
Weapons: Cho-jas prefer to use tridents and krulls.  They will have Rank 1-5 with these weapons.  Instead of using weapons cho-jas may attack four times with their claws in Melee or Close Combat [BC: 40%, D10 Damage] and bite in Close Combat [BC: 35%, D10+1 Damage].
f’harghz

Natural Habitat: Marsh, Damp Caverns.

Frequency: Uncommon
Number: 1-10 (8)

Description: F’harghz resemble large black and white spiders 5 inches in length.  They have 6 legs.

Talents, Skills, and Magic: F’harghz possess the ability to start fires.

Movement Rates: Crawling: 150

PS: 1     
MD: None
AG: 19‑21
MA: None

EN: 1    
FT: None
WP: 7‑9
PC: 11‑14

PB: 4‑6  
TMR: 3
NA: None

Weapons: F’harghz can bite in Close Combat [BC: 25%].  If a f’harghz bite hits roll D10.  If the number rolled is above the character’s Armour Protection Rating, the character has had F’harghz eggs injected into him which will hatch within one month.  Roll 1D100 for the result upon hatching:

01-50  Instant death of character

51-70 Paralysation of character

71-80 Character is permanently blind [Roll 1D10 to determine which side, high right side, low left side].

81-90 Hearing and balance permanently affected [character is permanently deaf and cannot walk for six months].

91-00  Motor control permanently affected [TMR reduced by 50%, AG is reduced to 5 and –20% is subtracted from strike chance with any weapon].
Giant Scorpion

Natural Habitat: Anywhere

Frequency: Very Rare    
Number: 1-2 (1)

Description: Giant scorpions resemble their smaller cousins in all save size.  They weigh up to 100 lbs.

Talents, Skills, and Magic: Giant scorpions possess no talents, skills or magical abilities.

Movement Rates: Running: 400

PS: 12-14     
MD: 13-17
AG: 13‑17
MA: None

EN: 13-16    
FT: 15-25
WP: 20‑25
PC: 10‑15

PB: 4‑5 
TMR: 8
NA: Armour absorbs 7 DP

Weapons: Giant scorpions can sting in Melee or Close Combat [BC: 65%, D10+2 Damage].  If the sting does damage the victim also suffers 4 DP/Pulse for 1D5 Pulses.  The scorpion will first try to restrain its prey before stinging him.

jishin mushi

Natural Habitat: Woods

Frequency: Very Rare    
Number: 1-3 (2)

Description: Jishin mushis are giant beetles 8-10 feet in length, and blue-green in colour.

Talents, Skills, and Magic: Jishin mushis can use the earth tremor spell from the College of Black Magic at Rank 8-10.

Movement Rates: Running: 225; Flying: 75

PS: 30-40     
MD: None
AG: 10‑12
MA: 15-17

EN: 25-30    
FT: 45-50
WP: 6‑8
PC: 10‑15

PB: 5‑7 
TMR: 4/1
NA: Armour absorbs 7 DP

Weapons: Jishin mushis can attack in Melee or Close Combat with their pincers [BC: 55%, D10+2 Damage].

murgah muggui

Natural Habitat: Anywhere

Frequency: Uncommon    
Number: 1-3 (2)

Description: Murgah mugguis are large black and white spiders 4 feet in length.

Talents, Skills, and Magic: Murgah mugguis possess no talents, skills or magic.

Movement Rates: Running: 150; Sprinting: 225

PS: 20-25     
MD: 12-16
AG: 25‑29
MA: None

EN: 13-21    
FT: 19-26
WP: 12‑17
PC: 10‑15

PB: 1‑5 
TMR: 3/4
NA: Hair absorbs 5 DP

Weapons: The murgah muggui may attack in either Melee or Close Combat with a vicious bite (Base Chance: 50%, D10+3

Damage).  Any effective damage is disregarded and instead the victim suffers 3 DP/Day.  This poison has unique effects at each of its four stages.  In Close Combat, the Giant Spider may also entangle a single opponent in webbing from its spinneret’s, which will have the effect of a Web Spell on that target only.

Stage one: Once 50% of the character’s FT has been lost the victim also has his PS reduced by 25%.

Stage two:  Once all FT is lost the victim may only attack once every two rounds, all actions take twice as long and his TMR is reduced by 50%.

Stage three: Once half of the character’s EN is lost the victim’s success chance in any activity is reduced by –10% from pain and any mage must make a concentration roll to cast a spell.  

Stage four: at the last 6 points of EN the character is paralysed.

remora

Natural Habitat: Arctic Waste

Frequency: Very Rare    
Number: 1

Description: Remoras resemble large, 40 feet long centipedes with large green eyes.

Talents, Skills, and Magic: Remoras emit an eerie piping sound.  A roll of 4 x WP must be made for all who hear it or the victim will fall asleep.  All creatures within 15 feet of the remora suffer D10-4 /Pulse Damage from the cold it radiates.

Movement Rates: Crawling: 200
PS: 40-45     
MD: None
AG: 10‑12
MA: None

EN: 27-32    
FT: 32-37
WP: 8‑10
PC: 15‑17

PB: 2‑4 
TMR: 4
NA: Fur absorbs 4 DP

Weapons: Remoras can attack Close Combat with their bite [BC: 50%, D10+4 Damage].

Comments: All spells based on cold do no damage to a remora but fire spells do double damage.

sadar

Natural Habitat: Caverns

Frequency: Very Rare    
Number: 1-1000 (1)

Description: Sardars are giant golden ants standing 9 feet in height.

Talents, Skills, and Magic: Sardars possess all the abilities of a human.

Movement Rates: Running: 450
PS: 60-70     
MD: 25-30
AG: 10‑12
MA: 10-20

EN: 16-20    
FT: 17-21
WP: 10‑15
PC: 10‑12

PB: 4‑6 
TMR: 9
NA: Skin absorbs 1 DP

Weapons: Sardars can attack in Melee or Close Combat with their bite [BC: 50%, D10+4 Damage].  They may also use weapons.

Comments: Sardars consider themselves to be immeasurably superior to all other creatures.  They have a horror of advanced technology in humanoid hands [especially firearms] and will kill any owner of such they find.

skrek

Natural Habitat: Rough

Frequency: Rare            
Number: 1-3 (2)

Description: Skreks are 3-4 feet long ugly grey insect-like creatures covered in hard chitinous shells.

Talents, Skills, and Magic: Skreks can spin webs like a giant spider.  Anyone walking on their web a 10% chance per foot of his height of being stuck.

Movement Rates: Running: 400
PS: 12-18     
MD: 14-17
AG: 24‑27
MA: None

EN: 11-18    
FT: 21-29
WP: 19‑23
PC: 14‑19

PB: 3‑7 
TMR: 8
NA: Shell absorbs 11 DP

Weapons: Skreks can attack in Melee or Close Combat with their bite [BC: 50%, D10+3 Damage].  Bite also injects venom doing D10-2 Damage.  The skreks may also crush their prey in their front paws [BC: 70%, D10+7 Damage], Close Combat only.

utuchekulu (Phung)
Natural Habitat: Deep Woods
Frequency: Rare            
Number: 1

Description: Utuchekulus are large bipedal locusts standing 4 feet in height with manipulative forelimbs.
Talents, Skills, and Magic: Utuchekulus have the ability to leap up to 20 feet in any direction.  They have limited tool-using capacity and will generally not make weapons more complicated than stone headed spears and axes, rocks or crude clubs.  Utuchekulus possess the equivalent of Rank 5 in the Thief skill and Rank 6 in Unarmed Combat.
Movement Rates: Running: 150; Jumping: 150
PS: 10-24     
MD: 10-19
AG: 17‑28
MA: 1-5
EN: 6-20    
FT: 15-23
WP: 13‑25
PC: 7‑19
PB: 5‑7 
TMR: 3/3
NA: Shell absorbs 3 DP
Weapons: Utuchekulus possess no natural weapons.
12. Prehistoric Mammals

   Prehistoric mammals describe those animals an adventurer is likely to encounter while adventuring in a prehistoric times or places, they include alticamelus, ambelodon, andrewsarchus, arsinoitherium, astrapotherium, auroch, cave lion, coryphodon, creodont, deinotherium, diatryma, dinictis, dinohyus, elasmotherium, giant horse, gigantopithecus, glyptodon, hyaenodon, macrauchenia, moropus, protoceratid, scimitar cat, short-faced bear, sivatherium, sloth, titanothere, uintatherium, and zeuglodon.

alticamelus

Natural Habitat: Woods

Frequency: Uncommon
Number: 1-20 (4)

Description: An alticamelus resembles a giraffe with a donkey’s head.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 450

PS: 25‑30
MD: 8-12
AG: 9‑12
MA: None
EN: 26‑30
FT: 30‑38
WP: 10‑12
PC: 18‑21
PB: 8‑10
TMR: 9
NA: Hide absorbs 3 DP

Weapons: Kick (BC: 35%, D10+1 damage) or Bite (BC 40%, D10+2 damage).

ambelodon (Anancus)
Natural Habitat: Marsh, Rivers

Frequency: Uncommon
Number: 1-12 (6)

Description: The ambelodon is a member of the mastodon family.  Its lower jaw is elongated into a scoop, giving them the nickname of shovel-tusked mastodons.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 300; Swimming: 150

PS: 62‑78
MD: 15-18
AG: 10‑12
MA: None
EN: 45‑55
FT: 50‑60
WP: 10‑14
PC: 10‑12
PB: 5‑8
TMR: 6/3
NA: Hide absorbs 5 DP

Weapons: An ambelodon can tramples a being in Close Combat [BC: 45%, D10+7 Damage, resolve 2 feet per attack, total of 4].

andrewsarchus (Bear-Dog)
Natural Habitat: Woods, Plains

Frequency: Uncommon
Number: 1-2 (1)

Description: Bear-dogs resemble a cross between a dog and a bear.  It stands 6 feet tall at the shoulder and is 11 feet long.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 325

PS: 45‑55
MD: 14-18
AG: 16‑19
MA: None
EN: 22‑28
FT: 32‑38
WP: 8‑10
PC: 19‑23
PB: 6‑10
TMR: 6
NA: Fur absorbs 4 DP

Weapons: Bear-dogs attack in either Melee or Close Combat with their bite [BC: 45%, D10+10 Damage].

arsinoitherium

Natural Habitat: Plains

Frequency: Common
Number: 1-6 (3)

Description: Arsinoitherium resembles a rhino, except that it has 2 massive horns side by side on its snout.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 300

PS: 60‑65
MD: 12-15
AG: 11‑14
MA: None
EN: 34‑39
FT: 45‑55
WP: 7‑10
PC: 5‑10
PB: 5‑7
TMR: 6
NA: Hide absorbs 5 DP

Weapons: A arsinoitherium can attack in Melee or Close Combat with his horns (BC 35% [55% if Charging], D10+3 [D10+7 if Charging] damage). Additionally, a rhino can trample (BC 20%, D10+2 damage) a target in Close Combat, delivering up to 4 attacks per Pulse this way.

astrapotherium

Natural Habitat: Rivers

Frequency: Common
Number: 1-12 (6)

Description: The astrapotherium is a rhino-sized herbivore.  It has 2 dagger-like canine teeth and a short trunk.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 300

PS: 55‑65
MD: 8-10
AG: 7‑8
MA: None
EN: 32‑37
FT: 40‑48
WP: 7‑10
PC: 12‑15
PB: 5‑7
TMR: 6
NA: Hide absorbs 5 DP

Weapons: Astrapotheriums can bite [BC: 45%, D10+4 Damage] in Close Combat.

auroch (Wild Cow)
Natural Habitat: Woods, Plains

Frequency: Common
Number: 1-5 (3)

Description: Aurochs are a species of cattle with widely set horns.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 375

PS: 55‑65
MD: 7-9
AG: 8‑10
MA: None
EN: 30‑35
FT: 40‑48
WP: 7‑9
PC: 12‑15
PB: 5‑7
TMR: 7
NA: Hide absorbs 4 DP

Weapons: Aurochs may attack in Melee Combat with their horns (BC 15%, D10+4 damage). They may trample (BC 35%, D10+6 damage) in Close Combat, delivering up to 4 attacks per Pulse this way.

cave lion

Natural Habitat: Plains

Frequency: Rare  
Number: 1-8 (4)

Description: Cave lions resemble normal lions though they have a spotted pelt and are larger than normal in size.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 500

PS: 27‑33
MD: 20-25
AG: 25‑30
MA: None
EN: 25‑30
FT: 30‑35
WP: 12‑16
PC: 18‑23
PB: 4‑9
TMR: 10
NA: Fur absorbs 4 DP

Weapons: Bite (BC 30%, D10+2 damage) and claws (BC 40%, D10 damage, Rank 0‑2 [males] or Rank 0‑5 [females]).

coryphodon

Natural Habitat: Woods, Marsh, Rough

Frequency: Common
Number: 1-12 (6)

Description: Coryphodons are pig-sized herbivores with long molar fangs.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 400

PS: 20‑25
MD: 14-18
AG: 20‑25
MA: None
EN: 15‑20
FT: 20‑25
WP: 4‑10
PC: 12‑16
PB: 7‑11
TMR: 8
NA: Bristles absorb 3 DP

Weapons: Coryphodons always attempt to charge their victims and either gore them with their tusks (BC 45%, D10 Damage, Rank 1‑2) or knock them to the ground and trample (BC 15%, D10‑2 Damage) them. Coryphodons may only attack in Close Combat. They may not trample and gore in the same Pulse.

creodont

Natural Habitat: Plains

Frequency: Rare
Number: 1-2 (1)

Description: Creodonts resemble a cross between a puma and a wolf.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 350

PS: 18‑22
MD: 21-25
AG: 23‑26
MA: None
EN: 15‑19
FT: 25‑30
WP: 12‑15
PC: 19‑24
PB: 6‑10
TMR: 7
NA: Fur absorbs 2 DP

Weapons: Creodonts may attack in Melee Combat with their bite [BC 40%, D10+3 Damage] or claw [BC: 25%, D10-2 Damage].

deinotherium 

Natural Habitat: Woods

Frequency: Rare
Number: 1-8 (4)

Description: Deinotheriums resemble elephants with short trunks, small ears and sloping backs.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 375

PS: 55‑65
MD: 15-18
AG: 10‑12
MA: None
EN: 30‑40
FT: 40‑50
WP: 10‑14
PC: 10‑12
PB: 6‑8
TMR: 7
NA: Hide absorbs 4 DP

Weapons: The deinotherium’s main weapons are his tusks, which can be used to gore (BC 10% [55% if Charging], D10+1 [D10+7 if Charging] damage) in Melee or Close Combat. The deinotherium can also attack with his trunk (BC 75%, D10‑3 damage) during the same Pulse in which he attacks with his tusks. If an deinotherium runs over an entity in Close Combat, he can trample (BC 45%, D10+5 damage) him for up to 4 attacks per Pulse.

diatryma

Natural Habitat: Plains

Frequency: Uncommon
Number: 1-12 (6)

Description: Diatrymas are large flightless birds standing 7 feet tall.  

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 700

PS: 30‑38
MD: 14-16
AG: 8‑22
MA: None
EN: 16‑19
FT: 23‑27
WP: 8‑10
PC: 16‑20
PB: 8‑10
TMR: 14
NA: Feathers absorb 3 DP

Weapons: Diatrymas can peck in Close and Melee Combat (BC: 40%, D10-3 damage).  They can also kick in Melee Combat (BC: 50%, D10+4 damage, Rank 1-4).

Comments: If kicked by an diatryma a character must roll 3 x AG or less or fall.  This also applies to mounted riders as diatrymas can kick exceedingly high.

dinohyus

Natural Habitat: Woods

Frequency: Uncommon
Number: 1-3 (1)

Description: The dinohyus is a giant pig-like animal standing 6 feet at the shoulder and 12 feet in length.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 400

PS: 24‑29
MD: 14-18
AG: 20‑22
MA: None
EN: 25‑30
FT: 30‑35
WP: 4‑10
PC: 12‑16
PB: 5‑9
TMR: 8
NA: Bristles absorb 5 DP

Weapons: Dinohyus’ always attempt to charge their victims and either gore them with their tusks (BC 45%, D10+1 Damage, Rank 0-1) or knock them to the ground and trample (BC 15%, D10‑1 Damage) them. A dinohyus may only attack in Close Combat. He may not trample and gore in the same Pulse.

elasmotherium

Natural Habitat: Plains

Frequency: Common
Number: 1-2 (1)

Description: The elasmotherium is a large rhino with a huge horn on its forehead instead of its nose.  It stands 13 feet at the shoulder and weighs 3-5 tons.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 350

PS: 60‑70
MD: 12-15
AG: 11‑14
MA: None
EN: 34‑39
FT: 40‑50
WP: 7‑10
PC: 10‑12
PB: 5‑7
TMR: 7
NA: Hide absorb 5 DP

Weapons: An elasmotherium can attack in Melee or Close Combat with his horn (BC 35% [55% if Charging], D10+3 [D10+7 if Charging] Damage). Additionally, an elasmotherium can trample (BC 20%, D10+3 damage) a target in Close Combat, delivering up to 4 attacks per Pulse this way.

giant horse

Natural Habitat: Plains

Frequency: Rare                    
Number: 1-30 (1)

Description: Giant horses resemble a cross between war horses and draft horses.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 500

PS: 57‑62
MD: None
AG: 11‑13
MA: None
EN: 26‑31
FT: 52‑61
WP: 8‑11
PC: 12‑16
PB: 8‑9
TMR: 10
NA: Hide absorb 3 DP

Weapons: Kick (BC 30%, D10+5 Damage) or Bite (BC 10%, D10+1 Damage).

gigantopithecus

Natural Habitat: Woods

Frequency: Rare
Number: 1-8 (4)

Description: The gigantopithecus resembles a huge gorilla.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 300

PS: 35‑45
MD: 20-23
AG: 14‑17
MA: None
EN: 33‑38
FT: 38‑43
WP: 6‑8
PC: 12‑18
PB: 2‑6
TMR: 6
NA: Fur absorb 4 DP

Weapons: Gigantopithecus’ may only attack via Close Combat. However, they may enter Close Combat with an entity whose combined modified AG+PS is half or less their own by grabbing the victim and pulling him into their hex. This maneuver requires a Charge Action and is implemented in the same manner (except that the victim is pulled out of his hex into the gigantopithecus’. Gigantopithecus’ may bite (BC 25%, D10‑1 Damage) or rend (BC 45%, D10+7 damage) in Close Combat, but not in the same pulse.

glyptodon

Natural Habitat: Plains, Woods

Frequency: Rare
Number: 1-4 (2)

Description: Glyptodons resemble large, furry armadillos with long spiked tails.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 150

PS: 20‑24
MD: 8-12
AG: 9‑12
MA: None
EN: 18‑22
FT: 22‑25
WP: 7‑10
PC: 15‑19
PB: 7‑11
TMR: 3
NA: Shell absorb 9 DP

Weapons: Glyptodons can attack with their tail to the rear and side hexes [BC: 55%, D10+5 Damage] in Close or Melee Combat.

hyaenodon

Natural Habitat: Plains, Waste, Woods

Frequency: Very Rare
Number: 1-8 (4)

Description: Hyaenodons resemble large hyenas with rodent like heads.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 400

PS: 8‑10
MD: 19-21
AG: 22‑24
MA: None
EN: 9‑11
FT: 13‑15
WP: 8‑10
PC: 19‑23
PB: 5‑7
TMR: 8
NA: Hide absorbs 4 DP

Weapons: Hyaenodons can only attack in Close Combat with their bite (BC 55%, D10‑1 damage).

macrauchenia

Natural Habitat: Plains, Woods

Frequency: Rare
Number: 1-12 (6)

Description: Macrauchenias resemble shaggy, elephant-nosed camels with long necks and thick limbs.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 350

PS: 28‑32
MD: 12-15
AG: 11‑14
MA: None
EN: 30‑33
FT: 25‑30
WP: 10‑12
PC: 14‑18
PB: 6‑8
TMR: 7
NA: Hide absorbs 4 DP

Weapons: Bite (BC 25%, D10 Damage) in Melee or Close Combat. Macrauchenias may kick (BC 20%, D10+5 Damage) instead of biting in Melee Combat, but only into their rear hexes.

maropus

Natural Habitat: Woods

Frequency: Uncommon
Number: 1-8 (4)

Description: Maropi resemble a horse with short ears, short heavy claws and a downward sloping back.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 375

PS: 45‑55
MD: None
AG: 18‑21
MA: None
EN: 23‑28
FT: 42‑48
WP: 11‑13
PC: 20‑22
PB: 8‑10
TMR: 7
NA: Hide absorbs 4 DP

Weapons: Maropi can make 2 claw attacks [BC: 45%, D10+3 Damage] in Melee Combat.  They can also bite [BC: 35%, D10 Damage] in Close.

protoceratid

Natural Habitat: Woods

Frequency: Common
Number: 1-4 (2)

Description: The protoceratids is a deer-like animal with 2 sets of horns – 2 on the nose and 2 above the eyes.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 600

PS: 20‑26
MD: 19-24
AG: 22‑26
MA: None
EN: 15‑20
FT: 20‑25
WP: 10‑11
PC: 20‑25
PB: 12‑13
TMR: 12
NA: Hide absorbs 3 DP

Weapons: Protoceratids can attempt to butt [BC: 40%, D10+3 Damage] in Melee or Close Combat.  This horn attack is made twice per Pulse at no penalty.

short-faced bear

Natural Habitat: Plains

Frequency: Rare
Number: 1-3 (2)

Description: The short-faced bear resembles a grizzly bear but is almost twice its size.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 375

PS: 38‑43
MD: 10-12
AG: 10‑15
MA: None
EN: 35‑40
FT: 40‑45
WP: 8‑10
PC: 18‑22
PB: 5‑9
TMR: 7
NA: Fur absorbs 5 DP

Weapons: Short-faced bears can make 2 claw (BC 30%, D10+5 Damage, Rank 0‑3) attacks in Melee Combat. They can bite (BC 20%, D10+6 Damage) in Melee or Close Combat. They can bite or claw during the same pulse while in Close Combat, or they can attempt to hug (BC 55%, D10+11 damage) their victims after two successful claw attacks in the same pulse while in Close Combat.

Comments: Short-faced bears are totally herbivorous but are also extremely ferocious if disturbed.

sivatherium

Natural Habitat: Woods

Frequency: Rare
Number: 1-8 (4)

Description: The sivatherium resembles a moose with 2 short, bony horns above the eyes and 2 huge antlers spreading out from the top of its skull.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 450

PS: 27‑33
MD: 15-19
AG: 18‑21
MA: None
EN: 25‑30
FT: 30‑35
WP: 10‑11
PC: 20‑25
PB: 10‑11
TMR: 9
NA: Hide absorbs 5 DP

Weapons: Sivatheriums can attempt to gore with their horns (BC 25%, D10+7 damage, Rank 0‑3) in Melee or Close Combat. They can kick (BC 45%, D10+5 Damage) at a character occupying the hex opposite that they are facing in Melee Combat.

sloth

Natural Habitat: Woods

Frequency: Uncommon
Number: 1-2 (1)

Description: The sloth resembles a huge bear, larger than an elephant, with inward curving claws.  It stands almost 20 feet high and weighs 3 tons.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 200

PS: 50‑60
MD: 12-17
AG: 10‑14
MA: None
EN: 40‑47
FT: 45‑52
WP: 9‑12
PC: 14‑17
PB: 5‑8
TMR: 4
NA: Fur absorbs 5 DP

Weapons: Sloths can make 2 claw attacks in Melee or Close Combat [BC: 50%, D10+8 Damage].

titanothere

Natural Habitat: Plains

Frequency: rare
Number: 1-2 (1)

Description: The titanothere resembles a large rhinoceros a large with a horn resembling a slingshot.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 300

PS: 59‑72
MD: 13-17
AG: 10‑13
MA: None
EN: 39‑47
FT: 45‑55
WP: 8‑12
PC: 7‑11
PB: 5‑7
TMR: 6
NA: Hide absorbs 5 DP

Weapons: A titanothere can attack in Melee or Close Combat with his horn (BC 35% [55% if Charging], D10+4 [D10+6 if Charging] damage). Additionally, a rhino can trample (BC 20%, D10+2 damage) a target in Close Combat, delivering up to 4 attacks per Pulse this way.

uintatherium

Natural Habitat: Woods

Frequency: Uncommon
Number: 1-8 (4)

Description: This bizarre animal is the size of a large hippo and though herbivorous had large molar fangs.  Six small, knobbly horns project from its head.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 375

PS: 52‑62
MD: 10-12
AG: 9‑11
MA: None
EN: 28‑33
FT: 34‑43
WP: 7‑10
PC: 12‑15
PB: 5‑7
TMR: 7
NA: Hide absorbs 5 DP

Weapons: Uintatheriums can butt in Melee Combat [BC: 50%, D10+5 Damage].  If the uintatherium does this at the end of a charge +4 is added to the damage and the victim is thrown 20 feet.  The beast can also bite in Melee or Close Combat [50%, D10+7 Damage].

zeuglodon

Natural Habitat: Ocean

Frequency: Uncommon
Number: 1-8 (4)

Description: The zeuglodon is a primative whale, 60 feet in length with a narrow body, small head and large teeth.

Talents, Skills, and Magic: No special talents, magic, or other abilities. They are not tool users.

Movement Rates: Running: 600

PS: 80‑90
MD: None
AG: 8‑9
MA: None
EN: 70‑80
FT: 120‑140
WP: 8‑10
PC: 12‑14
PB: 5‑7
TMR: 12
NA: Hide absorbs 6 DP

Weapons: Zeuglodons can bite in either Melee or Close Combat [BC: 50%, D10+10 Damage].

13. Riding Animals

   This Section is concerned with common riding and pack animals and includes descriptions of donkeys, draft horses, mules, palfreys, ponies, mustangs, quarter horses, and war horses. Avian mounts, camels, oxen and other types of riding and pack animals are described elsewhere.

   All of the riding animals described in this Section except the war horse have similar combat abilities. They can attack with a kick any entity occupying the hex directly opposite the hex they are facing. Their bite can be used in either Melee or Close Combat, but their kick can only be used in Melee Combat. Only one of these two types of attacks can be made in a single Pulse. The Base Chance and Damage for each of these attacks is given individually for each animal.

   Mounts are generally not Adept at fighting and will only attack if directly threatened or if panicked. Only trained war‑horses will intentionally enter the same hex on the Tactical Display as another figure other than their rider(s).

kiita

Natural Habitat: Plains

Frequency: Rare
Number: Not applicable

Description: Kiitas resemble a fine boned mustang.  They stand about four and a half feet at the shoulder.

Talents, Skills, and Magic: Kiitas can communicate telepathically with their riders.

Movement Rates: Running: 550

PS: 30‑40
MD: None
AG: 19‑22
MA: None
EN: 17‑21
FT: 33‑39
WP: 12‑14
PC: 18‑21
PB: 9‑12
TMR: 11
NA: Hide absorbs 3 DP

Weapons: Kick (BC 30%, D10+2 damage) or Bite (BC 20%, D10-2 Damage).

Comments: Kiitas are bred by only one tribe on the Sea of Grass.  Kiitas choose their owners when the owner reaches puberty and will let no other ride them.  They can carry a load of up to 300 pounds.

meara

Natural Habitat: Anywhere

Frequency: Rare
Number: Not applicable

Description: Mearas resemble a heavily built palfrey.  They stand a little over 5 feet at the shoulder, and weigh 1500 pounds.

Talents, Skills, and Magic: Mearas possess no special talents, skills, or magic. They are not tool users.

Movement Rates: Running: 575

PS: 46‑52
MD: None
AG: 16‑19
MA: None
EN: 21‑26
FT: 40‑48
WP: 8‑11
PC: 16‑18
PB: 10‑12
TMR: 11
NA: Hide absorbs 3 DP

Weapons: Kick (BC 40%, D10+5 Damage) or Bite (BC 20%, D10 damage).  They may also trample [BC: 10%, D10+4 Damage] in Close Combat.

Comments: Mearas are only bred in the Frontiers of Alusia.  They can be led into battle but will be highly strung and skittish.  They can carry loads of up to 425 pounds.

ranyhyn

Natural Habitat: Plains

Frequency: Very Rare
Number: Not applicable

Description: Ranyhyns are heavily built, thickly muscled and limbed horses.  They stand over 5 feet at the shoulder and have a white star on their forehead.

Talents, Skills, and Magic: Ranyhyns can understand what they are told even though they cannot speak.  Ranyhyns always choose their riders and will only let the person so chosen ride.  They will immediately arrive when their chosen rider whistles for them, regardless of where he is, unless the horse has been killed while enroute.  

Movement Rates: Running: 600

PS: 55‑60
MD: None
AG: 18‑21
MA: None
EN: 25‑30
FT: 50‑60
WP: 19‑21
PC: 20‑22
PB: 10‑12
TMR: 12
NA: Hide absorbs 3 DP

Weapons: Kick (BC 45%, D10+7 Damage) or Bite (BC 25%, D10+2 Damage) or Trample (25%, D10+8 Damage).

rabican

Natural Habitat: Anywhere

Frequency: Rare
Number: Not applicable

Description: Rabicans resemble mustangs but are sleeker and more graceful in appearance.  They stand 5 feet at the shoulder and weigh between 300-400 pounds.  In colour they range from white to grey and have long downy coats.

Talents, Skills, and Magic: Rabicans possess no special talents, skills, or magic. They are not tool users.

Movement Rates: Running: 650

PS: 29‑37
MD: None
AG: 17‑20
MA: None
EN: 18‑22
FT: 33‑38
WP: 10‑11
PC: 18‑20
PB: 10‑12
TMR: 13
NA: Hide absorbs 3 DP

Weapons: Kick (BC 40%, D10+3 Damage) or Bite (BC 15%, D10-3 Damage).

Comments: Rabicans are bred solely by the Elves.  They are used in hunting, scouting and to carry messengers.  Rabicans can carry loads of up to 250 pounds.

14. Summonables

   This section includes those entities, which normally do not appear on this plane, but are summonable from their own dimension. These entities include: demons, devils, djinns, efreeti, elementals (earth, air, fire and water), hellhounds, imps, incubi, and succubi. Devils, demons, imps, incubi, and succubi are described in the College of Greater Summonings (see section 47) which is concerned exclusively with the summoning and control of these entities. The other summonable entities are described in this section.

   Generally, an entity summoned from another dimension will require from 1 to 10 Pulses (5 to 50 seconds) to materialize once summoned. In some cases, entities appear in a non‑corporeal form and must be commanded to take on substantial form. An insubstantial entity has no power on this plane, but cannot be harmed. An entity in substantial form, however, can be harmed and can harm others.

Baku

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1-5 (1)

Description: Bakus have elephant-like heads, and dragon-like bodies, with short tails, the forelegs of a rhinoceros and the rear legs of a lion.

Talents, Skills, and Magic: Bakus can turn invisible at will and remain that way until touched.  Their roar causes all creatures from hell within 4 hexes to take D10-2 damage and a roll of 3 x WP or less must be made or a roll on the fright table must be made for the hell creatures.  The bakus may possess knowledge of a limited number of spells from the College of Sorceries of the Mind.

Movement Rates: Running: 525

PS: 45‑55
MD: 17-22
AG: 17‑21
MA: 19-23
EN: 35‑43
FT: 40‑48
WP: 11‑15
PC: 10‑12
PB: 5‑9
TMR: 10
NA: Hide absorbs 6 DP

Weapons: Bakus can butt [BC: 15%, D10+4 Damage] in Melee or Close Combat or can trample with its front two feet [BC: 35%, D10+7 Damage].  Two possible attacks, resolve each separately.

Comments: Bakus are usually peaceful and timid creatures but will become ferocious upon sight of a creature from hell.

Black dog

Natural Habitat: See Below

Frequency: Very Rare
Number: 1

Description: Black dogs are the size of a calf with a black shaggy coat and glowing fiery eyes.

Talents, Skills, and Magic: The howl of black dogs can be heard up to 5 miles away.  They can speak in quenyan but seldom do so.  Black dogs possess the ability to drain life from their prey with a glance.  Anyone who is within 50 feet of the black dog may be attacked in this manner.  This attack requires a Fire Action [BC: 60%, D10+3 Damage].  They are adepts of the College of the Mind possessing Rank 5 in all General Knowledge and Rank 2 in all Special Knowledge.

Movement Rates: Running: 500

PS: 30‑36
MD: 21-24
AG: 26‑30
MA: 19-23
EN: 20‑25
FT: 31‑38
WP: 25‑30
PC: 22‑27
PB: 6‑9
TMR: 10
NA: Fur absorbs 6 DP

Weapons: Black dogs can bite [BC: 65%, D10+6 Damage] in either Melee or Close Combat.

Comments: Black dogs do not normally appear on this plane.  They are brought here by sentinels to aid those who serve the Powers of Light.  They have also been known to save the lives of others by deterring them from harm.  Mostly though black dogs are content to leave most beings [except creatures from hell] alone and be left alone.  Anyone who speaks to them [except those they were sent to help], strikes at them, or otherwise attempts to deter them will be attacked.

cauldron-born

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1-6

Description: Cauldron-born are zombie-like creatures the size of large men.

Talents, Skills, and Magic: When one of the cauldron-born dies, his original FT and EN are divided up among the remaining ones.  In addition at the death of one of them the NA and TMR of all the summoned cauldron born increases by one.

Movement Rates: Running: 300

PS: 22‑26
MD: 14-16
AG: 7‑9
MA: None

EN: 11‑15
FT: 15‑19
WP: 18‑25
PC: 8‑12
PB: 1‑2
TMR: 6
NA: Skin absorbs 6 DP

Weapons: Cauldron-born have no natural weapons.  They prefer to use two-handed weapons.

Comments: These creatures can only be summoned through the use of the correct spell focused through a cauldron.  Once summoned the cauldron-born lose 1 point of FT for every 5 feet they travel away from their cauldron.  Like zombies they cannot be stunned and to kill them they must be dismembered.

diakk

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1-16 (8)

Description: Diakka resemble huge storks with bills, human-like heads and faces and thin human-like arms in place of wings.  They are covered in scales and are black, dark brown, maroon or deep green in colour.

Talents, Skills, and Magic: If 4 or more diakka circle a foe [or group of foes] for 4 Pulses their victim(s) suffer the loss of 40% of their PS for 13 Pulses.  They may be adepts of any of College of the Entities Branch but all possess special skill with the Ventriloquism Spell from the College of Ensorcelments and Enchantments.  Diakka will only ever use Ceremonial Sorcery to cast their spells.

Movement Rates: Running: 525

PS: 9‑13
MD: 13-17
AG: 13‑17
MA: 15-19
EN: 9‑10
FT: 14‑16
WP: 9‑13
PC: 15‑19
PB: 5‑9
TMR: 10
NA: Hide absorbs 6 DP

Weapons: Diakka can stab an opponent with their beaks [BC: 55%, D10+7 Damage] in Melee Combat.  They may also make 2 attacks with their claws [BC: 50%, D10+4 Damage] in Close Combat.

Comments: Diakka are usually summoned to serve the adept as guards.

Djinn

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1

Description: A djinn is a male humanoid about ten feet tall,’ with darkly tanned skin and a black beard.

Talents, Skills, and Magic: A djinn has all the abilities of an air elemental summoned by a magician with Rank 8 in the Ritual of Summoning Air Elementals. In addition, a djinn can create matter weighing up to 200 pounds. This ability can be used once per day. The material created will have varying permanence, depending upon its solidity. Wood, cloth and other light materials will last for as long as a week, while steel, gold, or other hard substances will last only for hours. Djinni cannot be harmed by non‑magical weapons.

Movement Rates: Flying: 700; Running: 350

PS: 35‑40
MD: 20‑24
AG: 17‑21
MA: 12‑18

EN: 20‑25
FT: 30‑38
WP: 20‑25
PC: 16‑21

PB: 11‑14
TMR: 14/7
NA: Skin absorbs 6 DP

Weapons: Djinni prefer large, curved weapons, with a double‑sized scimitar being the weapon most commonly used. Add 10 to the Base Chance of any weapon a djinn uses, and double damage done because of its size. A djinn will have Rank 4 or better with a scimitar.

Comments: Like efreet, if a djinn is discovered on this plane it will either be in the service of some character or else be trapped in some sealed container. If the container is opened, the djinn will serve whoever released it as a slave, provided that it is not asked to do anything suicidal. Having a djinn in a party can occasionally cause problems because other creatures, such as efreeti (who are deadly enemies of the djinni) will be attracted to the party.

drelb

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1-6 (1)

Description: Drelb resemble ghostly, billowing concentrations of vapour formed into vaguely humanoid shapes.

Talents, Skills, and Magic: Any spell cast at a drelb is automatically reflected back at the caster.  Drelb can only be hurt by silvered weapons.

Movement Rates: Running: 150

PS: 6‑13
MD: 6-12
AG: 15‑25
MA: 15-30
EN: 12‑25
FT: 15‑28
WP: 20‑28
PC: 20‑30
PB: 1‑2
TMR: 3
NA: None

Weapons: Drelb can claw [BC: 55%, D10+8 Damage] in Melee or Close Combat.

Comments: Drelb may only be summoned when there is both a full moon and a fog or mist.  When summoned drelb cannot leave the mist or fog.  If they attempt to do so they will evaporate.

foo

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1-8 (2)

Description: Foos are leonine in appearance with a large main, large head and fangs, and a bushy tail.

Talents, Skills, and Magic: Foos can inflict 1 extra point of damage against those who serve the Powers of Darkness. 

Movement Rates: Running: 600

PS: 29‑34
MD: 20-26
AG: 26‑34
MA: 12-20
EN: 15‑16
FT: 16‑20
WP: 17‑19
PC: 23‑28
PB: 7‑9
TMR: 12
NA: Fur absorbs 6 DP

Weapons: Foos can make 2 claw attacks [BC: 45%, D10+5 Damage] and a bite [BC: 50%, D10+8 Damage] in Melee or Close Combat without penalty.

Comments: Foos are released by the Powers of Light to persecute those who do evil.

ikiryo

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1

Description: Ikiryos resemble misty cloud banks with 6 eyes and 6 tentacles.

Talents, Skills, and Magic: Ikiryos are naturally invisible.  They can possess a victim unless a roll of 3 x WP or less is made.  Each 24 hours a possessed victim suffers the loss of one point from PS, EN, MD, FT, AG, WP, and MA.  The possessed victim will resist any attempt to exorcise the ikiryo and while possessed gains the ability to attack 3 times per Pulse without penalty.  

Movement Rates: Running: 375

PS: None
MD: None
AG: None
MA: None

EN: None
FT: None
WP: 15‑20
PC: 15‑20
PB: 3‑8
TMR: 7
NA: None

Weapons: None.

Comments: When the ikiryo have possessed a victim it will force him to kill those he had previously liked and/or loved.

jack-in-the-green

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1

Description: Jack-in-the-greens resemble humanoid shaped heaps of rotting vegetation, 9 feet in height.

Talents, Skills, and Magic: Jack-in-the-greens are immune to fire and “A” and “B” class weapons of any type.  All Air or Water magic spells used to attack the Jack-in-the-green increase its EN and FT equivalent to the spell’s Rank.  While in contact with the earth the jack-in-the-green regenerates damage at the rate of 1 DP/Pulse.  After the creature has slain a foe they consume the being’s soul.

Movement Rates: Running: 150; Tunneling: 150

PS: 30-40
MD: 10-15
AG: 12-17
MA: 5-8

EN: 17-45
FT: 25-68
WP: 16‑22
PC: 18‑23
PB: 2‑4
TMR: 3/3
NA: Leaves absorb 8 DP

Weapons: Jack-in-the-greens can claw [BC: 50%, D10+8 Damage] twice in Melee or Close Combat.  Jack-in-the-greens can also suffocate their prey in 3 + [EN/5] Pulses once they grab him [BC: 65%] in Close Combat.  

sirrush

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1-3 (1)

Description: The sirrush is a lizard-like creature the size of an ox, with scales, a long neck, and claws on its rear legs.

Talents, Skills, and Magic: The sirrush does not eat or sleep and is usually summoned to guard an object.  Only the summoner and those he has shown are his friends will be allowed to pass by the sirrush.

Movement Rates: Running: 400

PS: 40-50
MD: 11-13
AG: 11-13
MA: None

EN: 30-35
FT: 35-40
WP: 5‑7
PC: 10‑14
PB: 6‑8
TMR: 8
NA: Scales absorb 7 DP

Weapons: The sirrush can bite [BC: 75%, D10+8 Damage] in Melee or Close Combat.

strong toad

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1-6 (3)

Description: Strong toads are resemble giant toads standing 6 feet tall at the shoulder with a tortoise-like shell.

Talents, Skills, and Magic: Strong toads have the ability to cast a Charm spell [at Rank 5] from the College of Ensorcelments and Enchantments.  The strong toad can only be harmed by fire [which does double damage] or by magic.

Movement Rates: Jumping: 400

PS: 10-15
MD: 8-11
AG: 8-11
MA: 15-18

EN: 12-15
FT: 10-12
WP: 10‑12
PC: 8‑10
PB: 6‑7
TMR: 8
NA: Shell absorbs 8 DP

Weapons: Strong toads can bite [BC: 55%, D10+7 Damage] in Close Combat.

Infernal Entities

   Infernal entities are the physical manifestations of spirits from the infernus. They do not normally exist on this plane, but are summoned by adepts of the College of Planar magics. They will always be hostile to their summoner, unless given the correct offering.  Infernal entities are impervious to attacks made with normal weapons although silvered weapons, or magic does affect them.   

Amorph

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1

Description: Amorphs manifest as oozing blobs of grey-mauve protoplasm full of eyes and chattering mouths.

Talents, Skills and Magic: Amorphs have the ability to drive a character insane.  For each Pulse spent within 50 feet of an Amorph a roll of ([2 x WP of victim] – [10% x number of Pulses spent in Amorphs presence] or less.  If the roll is failed the character becomes permanently insane.  Roll on the Insanity Table.

Movement Rates: Crawling: 200; Swimming: 300

PS: None
MD: None
AG: 9–13
MA: 1–3
EN: 12–14
FT: 21–26
WP: 17–20
PC: 11‑16
PB: 3–5
TMR: 4/6
NA: None

Weapons: Amorphs have the ability to form pseudopods and whip [BC: 50%, D10+6 Damage] in Close or Melee Combat.

Comments:  If an amorph is reduced to 0 endurance as a result of the attacks of normal (non‑magical) weapons, the amorph merely splits into two amorphs, each with half the size, endurance, and fatigue of the original. Magical weapons and magical attacks affect the amorph normally.  Fire causes amorphs 50% extra damage.  If an amorph crosses a line of oil they suffer D10+2 Damage.  Amorphs will only agree to serve a summoner who provides them with a giant amoeba to consume.  

Fiend

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1

Description: Standing 6 feet and weighing anywhere between 120-160 pounds fiends are fur-covered hunch-backed humanoids with large crooked horns and small bat-like wings.

Talents, Skills and Magic: Fiends will never be members of any College of Magic. Fiends can only be harmed by silvered weapons or magic. Cold iron does not affect them.  They are also 3 times as stealthy as humans, and can blend in with surrounding trees (90% chance they will be undetected if they remain still). Fiends also have the unusual ability to spot magical “gates” and inter-planar rifts.

Movement Rates: Run: 350; Fly: 50

PS: 20–30
MD: 15–17
AG: 15–17
MA: 3–6
EN: 25–30
FT: 30–40
WP: 10–16
PC: 14‑18
PB: 3–5
TMR: 7/1
NA: Skin absorbs 4 DP 

Weapons: Fiends may Bite (BC: 20%, D10+4 Damage) in Close Combat or make two claw attacks (BC: 35%, D10+2 Damage) in Melee or Close.

Comments. Fiends are devils of hideous aspect and retched temperament.  Fiends can only use their wings to glide for distances of up to only 100-200 feet, after which they must alight before again becoming airborne.  They are not capable of carrying more than 10-40 lbs while gliding.

Geryon (gatherer)

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1

Description: Geryons are reptilian in appearance with a long scaly tail and short horns which curve close to their head.  They are a sickly grey in colour.  They wear dark-coloured loin sashes and carry no weapons.

Talents, Skills and Magic: Geryons possess Rank 10 in Martial Artist [wrestling].  They possess no other skills and are not tool or magic users.

Movement Rates: Running: 225

PS: 50–60
MD: 19–24
AG: 17–20
MA: 1–6
EN: 22–28
FT: 35–42
WP: 18–23
PC: 13‑16
PB: 3–5
TMR: 4
NA: Scales absorb 6 DP

Weapons: Bare hands as per the Martial Arts rules.

Comments. Geryons are devils, which are sent to gather the damned souls of those scheduled to die.  To escape a Geryon the character would have to out fight him. 

Hezrau (clerk)

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1

Description: Hezraus appear on first glance as attractive men dressed as high ranking eastern bureaucrats.  As the character looks closer he will notice that Hezraus eyes are fiery, their skin scaled and their feet are cloven hooves.

Talents, Skills and Magic: Hezrau possess the Scribe and Steward skills at Rank 12.  They also possess Rank 10 with all the magic of the College of the Mind. 

Movement Rates: Running: 225

PS: 24–27
MD: 20–23
AG: 21–24
MA: 22–26
EN: 19–22
FT: 21–25
WP: 21–26
PC: 18‑25
PB: 3–5
TMR: 4
NA: Skin absorbs 5 DP

Weapons: Hezrau may strike with their hands (Base Chance: 55%; D10+2 Damage) in Close or Melee Combat.

Comments:  Hezrau are the bureaucrats of hell.  They keep all the records of comings and goings, transactions, punishments, impending deaths, and all other information necessary to run the underworld. 

Kalkydri (warder of the damned)

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1-3

Description: Kalkydri are grossly obese humanoids.  Their skin, spiked shell and curved horns are red like a cooked lobster.

Talents, Skills and Magic: Kalkydri have no skills [apart from skill with a trident] or abilities and are not magic users.  They do possess objects, usually keys, which can open the “gates” they guard.  Kalkydri possess the ability to regenerate themselves at the rate of 1 Damage Point healed each Pulse.  They are totally immune to fire and heat based attacks.  Kalkydri suffer D10+7 Damage from holy water or holy symbols.  They possess Rank 8 in all talents, and general knowledge spells of the College of Fire Magic.  They may also teleport a distance of 10 feet at will.

Movement Rates: Running: 250

PS: 28–30
MD: 22–25
AG: 30–34
MA: 19–22
EN: 6–10
FT: 10–15
WP: 10–16
PC: 18‑25
PB: 3–5
TMR: 5
NA: Shell absorbs 8 DP

Weapons:  Kalkydri are usually armed with a trident (Base Chance: 45%, D10+2 Damage, Rank 5).   Kalkydri may make a horn attack in Close Combat (Base Chance: 25%, D10+4 Damage).  

Comments: Kalkydri are devils summoned by demons to protect important portals.  Once in place, they will never leave the portals they were assigned to protect, and they will use all their abilities to prevent most creatures from entering those portals.  Due to a strange flaw in their character however Kalkydri will allow any being that can answer a special riddle access to the portal they guard.

Mane

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1-3

Description: Manes are sinister in appearance, having deep-set, glowing eyes, pointed ears, and beetle brows.  Their bodies are covered with coarse, grayish fur, and their hands are clawed and their feet are cloven hooves.  Most have a crest of darker hair running from the forehead back down the base of the skull and along the manes back.  Manes stand 3 feet high and weigh about 30 pounds and can appear as small sized dogs.

Talents, Skills and Magic: Manes may be members of any Colleges of Magic except the Entities as determined by the GM. Manes can only be harmed by silvered weapons or magic. Cold iron does not affect them. Manes can reach up to Rank 5 in General knowledge and Rank 2 in special knowledge in their College.  Manes have an extremely sensitive sense of smell and can follow a trail many days old.  They are also 3 times as stealthy as humans, and can blend in with any shadows (90% chance they will be undetected if they remain still).

Movement Rates: Running: 400

PS: 12–22
MD: 14–18
AG: 14–22
MA: 5–23
EN: 12–20
FT: 20–30
WP: 10–16
PC: 14‑18
PB: 3–5
TMR: 8
NA: Skin absorbs 4 DP

Weapons: Manes may Bite in Close Combat (Base Chance: 75%, D10-7 Damage) or use their Claws in Melee or Close (Base Chance: 70%, D10+1 Damage)

Comments: Manes possess the ability to communicate with the dead, making them much prized as familiars.  All but the most evil creatures will have difficulty controlling a manes familiar as these creatures are not happy unless engaged in some vile pursuit.  Manes are also able to use their keen sense of smell to detect magical emanations by scent, at ranges of up to 10 feet.

Mirror Devil

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1

Description: Mirror devils resemble horrific humanoid beings with four arms and four faces that scream wildly.  

Talents, Skills and Magic: Mirror devils have the ability to use any large mirror as a passageway to hell.  The devil may try to grab hold of its victim and pull him into the mirror.  Once on the other side of the mirror the victim will not be able to pass through the mirror without the mirror devil’s help.

Movement Rates: Running: 375

PS: 20–26
MD: 19–24
AG: 23–28
MA: 27-32

EN: 18-23
FT: 29-34
WP: 25–29
PC: 23‑27
PB: 1–2
TMR: 7
NA: Skin absorbs 3 DP

Weapons: Mirror devils may make 4 clawing attacks [BC: 30%, D10-1 Damage, and may be Ranked 8-10) in Close Combat or close and grapple [BC: 70%].  If an opponent is grappled no damage is done but the devil will attempt to drag its victim into the mirror on the next Pulse.

Comments:  If the mirror devil’s mirror is broken the devil will immediately be destroyed.  However it is killed, cracks will begin to race across its face and body, and it will collapse with an ear-splitting shriek into a small pile of shattered glass.

Nephilim (ice devil)

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1

Description: The nephilim stands at least 18 feet tall, and is fat and strong.  Its grim head supports two huge curving horns.  Behind it are a large pair of bat wings.  It is completely white, and appears to be made from the ice itself.

Talents, Skills and Magic: Nephilim, are members of the College of Air Magics.  They have no Skills, but possess Rank 12 with all magic of their College.  Nephilim may breathe a chilling blast of frigid air.  They may not be bound or subjected to a Ritual of True Speaking.

Movement Rates: Running: 500; Flying: 600

PS: 27–46
MD: 10–13
AG: 8–10
MA: 25–30
EN: 30–44
FT: 30–36
WP: 26–30
PC: 19‑25
PB: 3–6
TMR: 10/12
NA: 4 DP per Strike

Weapons: Nephilim may make a horn attack in Close Combat (Base Chance: 30%, D10+4 Damage).  They may attack with their fists in Melee or Close combat (Base Chance: 55%, D10+6 Damage).  The nephilim are able to breathe a a frigid blast of air in a cone 20 feet long by 10 feet wide at the base (D10+8 Damage).  It takes a Pulse for a nephilim to breathe in such a manner. 

Comments: For most of the time, a nephilim simply squats, watching and listening to those around it.  Some nephilim have even attracted worshipers.  Nephilim are often sent by demons to aid those worshipers or mages who may be opposed by the Powers of Light.   

Nightmare

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1

Description: Nightmares are insubstantial steeds, capable of taking on solid form.  They resemble coal-black horses, gaunt and almost skeletal, with fanged jaws and eyes like glowing embers.

Talents, Skills and Magic: Nightmares are able to fly for one hour every night.  They are superb trackers, and can smell out a living being up to a distance of a mile.

Movement Rates: Running: 1200; Flying: 1100

PS: 10–12
MD: 18–20
AG: 23–25
MA: None

EN: None
FT: None
WP: 12–16
PC: 17‑19
PB: 4–6
TMR: 24/22
NA: None

Weapons: Kick (BC 45%, D10+7 Damage) or Bite (BC 20%, D10+4 Damage).  

Comments:  Nightmares are rarely found alone, most being found in the service of a wraith, spectre, vampire or adept who serves the Powers of Darkness.  Nightmares are extremely sensitive to light.  When under moonlight halve all the nightmare’s stats.  When the nightmare encounters sunlight it turns to mist and disappears.

Pazuzu

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1

Description: Pazuzus manifest as thin, gaunt humanoids.  Their taut, glistening skin is ruddy-bronze in colour, their leonine manes are dusty grey and their eagle-like wings are pitch black.

Talents, Skills and Magic: Pazuzus, will have some ability in the powers of either the College of Illusions [Rank 8-9]. They are able to breath fire in a cone 30 feet long by 10 feet wide at the base, doing D10+8 damage to all within Range. This ability requires a Fire Action. 

Movement Rates: Running: 300; Flying: 450

PS: 20–23
MD: 16–21
AG: 18–21
MA: 20–27
EN: 17–21
FT: 27–31
WP: 20–24
PC: 23‑28
PB: 3–5
TMR: 6/9
NA: Skin absorbs 1 DP

Weapons: Pazuzus have no natural weapons but will use any weaponry provided by the summoner.

Comments:  Pazuzus require 750 SP worth of ivory before they will serve the summoner.  

raver

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1

Description: Ravers are normally invisible. 

Talents, Skills, and Magic: Ravers have the ability to possess any humanoid body they wish (BC: [4 x WP of Raver] – [4 x WP of victim]).  Such possessions are subject to the following modification: Giant, Monk or Monastic –50%, Adept –20%, Cleric or Priest –30%, Elf or Khuzdul –5%, Character serves the Powers of Darkness +5%, Character possesses an Illearth Stone +25%.  All modifiers are cumulative.  While in possession of a body ravers also have special skill in the Windstorm spell from the College of Air Magics [Rank 12], and the Ritual of Summoning and Binding the Lesser Undead which they can use as a spell [Rank 12].  They also possess the mimicry [humanoid speech] and Artist [acting] skills [both at Rank 10 ].

Movement Rates: Flying: 300

PS: None
MD: None
AG: See below
MA: 30-35 

EN: None
FT: None
WP: 30-35
PC: 24-28

PB: None
TMR: 6
NA: None 

Weapons: Ravers can strike with their bare hands [BC: 55%, D10+4 Damage].  

Comments: Ravers possess the stats of the being they possess.  They may be driven out of the being only by an exorcism.  Any attempt to destroy the body they inhabit will merely result in them going into the next available body and possessing that.
rult

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1-10

Description: Rults have large, hunched bodies with dry, shredding flesh, large heads like that of flies and skeletal wings draped with torn skin.

Talents, Skills, and Magic: Rults can teleport a distance of up to 5 miles, with the restriction that some living or once living body is at both ends of the teleport.  They are able to breath poisonous vapour in a cone 5 feet long by 5 feet wide at the base, doing D10-3 damage to all within Range.
Movement Rates: Flying: 250; Running: 100

PS: 30‑35
MD: 15-20
AG: 15‑20
MA: 7-12

EN: 25‑30
FT: 32‑40
WP: 15‑18
PC: 18‑24
PB: 2‑3
TMR: 5/2
NA: Skin absorbs 6 DP

Weapons: Rults can make 2 claw attacks [BC: 55%, D10+2 Damage].   

Comments: These creatures can only be summoned at the place of execution of a man who has murdered more than once.  The number of victims the murdered has killed will limit the number of rults the adept is able to summon.  Rults will haggle for gold, silver and gems before they will serve the adept.  They require at least 1000 SP worth.  Any adept wearing a necklace of mandrake root has +10% added to his chance to summon rults.

sha

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1

Description: Shas have the body of a large dog or jackal, and long, square backward pointing ears.  Their eyes are formed of special gems worth 5,000 SP each.

Talents, Skills, and Magic: Shas have the ability to shoot a beam of light from their eyes (BC: 65%, D10+4 Damage and paralyses the victim for 9 – [WP/5] Pulses).  This requires a Fire Action.  Any being bitten by a sha will develop a fever and die within 24 hours unless treated by a Rank 8 Healer.

Movement Rates: Running: 200

PS: 9-11
MD: 18-21
AG: 33-36
MA: 12-20

EN: 7-9
FT: 10-13
WP: 17‑19
PC: 24‑29
PB: 5‑7
TMR: 4
NA: Fur absorbs 5 DP

Weapons: Shas can bite [BC: 65%, D10-1 Damage] in Close Combat.

Comments: Shas are servants of the Powers of Darkness.

shadow

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1

Description: Shadows resemble the being to whom they were previously attached with glowing green eyes.

Talents, Skills, and Magic: Shadows can only be harmed by magic.  They can radiate a fierce cold to all within one hex doing D10-3 Damage per Pulse.  They are also 3 times as stealthy as humans, and can blend in with surrounding darkness (90% chance they will be undetected if they remain still).

Movement Rates: See below

PS: 13-17
MD: 10-14
AG: 10-14
MA: None

EN: 4-8
FT: 8-12
WP: 7‑9
PC: 15‑18
PB: 5‑7
TMR: See below
NA: None

Weapons: None.

Comments: Shadows can move at the same rate as the creature to which they were previously attached.  They are fairly stupid and can only be given commands of up to 15 words in length which they will carry out literally.

sraim

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 10-200 (30)

Description: Sraim have a large maggot’s body 1-2 feet in length with four long spidery legs and a face which is lumpish and misshapen as though made of putty.It has yellowish skin, usually mottled with splotches of red or brown.  Its body is translucent and the internal organs are partially visible through the skin.

Talents, Skills, and Magic: Sraims possess no skills or magic. They possess two special characteristics: Any character bitten by a Sraim will automatically die if the wound becomes infected. Movement Rates: Crawling: 300

PS: 4-6
MD: 9-12
AG: 13-15
MA: 1-15

EN: 6-10
FT: 10-15
WP: 8‑11
PC: 20‑25
PB: 1‑2
TMR: 6
NA: None

Weapons: Sraim can bite [BC: 30%, D10-1 Damage] in Close Combat.  In Melee Combat, sraims can only spit (Base Chance of 50%).  If they hit, (aiming at the eye) the person hit is blinded until the eye is thoroughly washed. Unless the eye is washed promptly, the blindness becomes permanent.

stalker

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1

Description: Stalkers manifest as vaguely humanoid figures who appear hunched within their dusty robes but who have withered brown skin like tree bark and a cowled vulture’s head.  Stalkers can blind an opponent for 15 seconds with a touch of their hand.  They are able to use this ability every 25 seconds.

Talents, Skills, and Magic: Stalkers have the stealth, Plague Blighter and Assassin skills at Rank 10.

Movement Rates: Running: 450

PS: 12-20
MD: 15-22
AG: 15-20
MA: 15-19

EN: 20-25
FT: 25-30
WP: 20‑24
PC: 20‑25
PB: 1‑2
TMR: 9
NA: Skin absorbs 6 DP

Weapons: Stalkers can punch [BC: 45%, D10+2 Damage, if the stalker inflicts 1 point of effective damage his opponent is stunned] in Melee or Close Combat or strangle [35%, D10+4 Damage] in Close Combat.

Comments: Stalkers are the premier demonic assassins.  They will use any weapon their summoner provides but prefer to use poison or their own hands.  The stalker’s service is not bought cheaply.  The adept must sacrifice 1 point of EN per stalker summoned.

storm devil

Natural Habitat: Other Planes

Frequency: Very Rare
Number: 1-3 (1)

Description: Storm devils manifest as flickering, electrical humanoid figures from 10-12 feet in height.

Talents, Skills, and Magic: Any metal weapon which touches a storm devil inflicts D10+6 Damage on the wielder of the weapon.  Strom devils have special skill with the Lightning spell [Rank 3] from the College of Air Magics.

Movement Rates: Running: 450; Flying: 500

PS: 24-34
MD: 13-18
AG: 13-18
MA: 3-9

EN: None
FT: None
WP: 11‑15
PC: 12‑16
PB: 2‑3
TMR: 9/10
NA: None

Weapons: Storm devils can electrocute an opponent by grappling [BC: 50%, D10+6 Damage per Pulse].  Metal armour provides no protection from this attack.

Comments: Storm devils may only be summoned by an adept during an electrical storm and will cease to exist on this plane when the storm has subsided.  Storm devils require 800 SP worth of sapphire dust before they will serve the adept.

15. Undead

   Undead are player characters or NPCs who are neither alive nor dead. They cannot be killed by normal means since they are not alive. Instead, they may be destroyed by magic and by silvered weapons, in most cases. Lesser undead include ghosts, ghouls, revenants, skeletons and zombies. Greater undead include night‑gaunts, spectres, vampires, wights, and wraiths. Greater undead have the power to drain life force (in the form of Endurance and Fatigue) from living victims. They cannot affect other undead in this manner, nor can they affect extra‑dimensional beings (demons, devils, etc.).

   It is possible for characters to become undead in certain cases. When this occurs, the character’s abilities will be altered somewhat, depending upon the type of undead he becomes. His characteristics may be decreased or increased to fall within the appropriate range for the class of undead to which he belongs, but should be altered by the GM as little as possible. For example, a character with a Physical Strength of 10 who became a vampire would have his PS increased, but probably not by more than 5 (so as to possess the minimum Physical Strength for a vampire). A character who becomes undead retains his Rank in all skills, talents and magic which are useable to him in an undead state. They may continue to acquire Experience and Rank, but all Experience costs are doubled for undead characters. Undead beings recover automatically from being stunned at the beginning of each Pulse, if they have not already recovered.

[15.1] Greater Undead

   Greater undead include all those undead who have the ability to drain life force from the living of this plane.

Chullpas

Natural Habitat: Caverns, Ruins, Crypts.

Frequency: Very Rare
Number: 1

Description: The chullpas resembles a dried mummified corpse.

Talents, Skills, and Magic: The chullpas is a powerful mage, usually of one of the Entity Colleges.  In addition the chullpas can sense an adept within 1 mile of itself and can control that being’s dreams while within 5 miles of its prey.  The only way to kill a chullpas is to locate its grave, open it and smash the statue which is inside.

Movement Rates: Running: 50

PS: 29-36
MD: 18-22
AG: 18-21
MA: 18-21

EN: 14-17
FT: 22-27
WP: 24‑30
PC: 18‑20
PB: 1‑2
TMR: 1
NA: None

Weapons: See below.

Comments: The chullpas wants nothing more than to destroy all living adepts [especially those who serve the Powers of Light].  It will hound its chosen prey by sending dreams of the prey’s death in particularly gruesome ways.  After each such dream the prey suffers a subtraction of 1 point of EN.  This loss cannot be recovered until the chullpas is destroyed.  

boabhan shee

Natural Habitat: Ruin, Cave, Crypt

Frequency: Very Rare
Number: 1

Description: Boabhan shees resemble extremely handsome elven males or extremely beautiful elven females.

Talents, Skills, and Magic: Boabhan shees are naturally invisible but can become visible to any being they wish at will.  Any character [of the opposite sex] who sees a boabhan shee must roll 3 x WP or less or he or shee will fall madly in love with the creature.  The kiss of the boabhan shee causes a permanent loss of 1 EN point.  The boabhan shee will normally choose a character with the Artist or Troubadour skill.  While the boabhan shee is his paramour the character uses his skill in Artist or Troubadour as though he were 2-3 Ranks higher than he actually is.  Boabhan shees can only be destroyed by leaving a silver wedding band in the tree which houses their body.  The creature can be immobilized, but not slain, by driving a stake through its heart.  It is not harmed by exposure to sunlight but cannot use its powers.  

Movement Rates: Running: 250

PS: 9‑24
MD: 16‑26
AG: 19‑29
MA: 17‑27
EN: 11‑21
FT: 23‑33
WP: 27‑32
PC: 22‑32
PB: 25‑27
TMR: 5
NA: None

Weapons: None

Comments: Boabhan shees can be hurt by magic but not destroyed by it.  They cannot harm anyone who leaves flowers outside their grave.

phantom

Natural Habitat: Ruin, Cavern, Crypt

Frequency: Very Rare
Number: 1

Description: Phantoms appear as shadowy humanoids, often dressed in ghostly robes or other rainment.

Talents, Skills, and Magic: Phantoms may only be harmed by magic and magical weapons.  They are unable to tolerate bright light and sunlight will destroy them.  They can see invisible creatures and may be adepts of the College of Celestial magic [dark mage].  

Movement Rates: Running: 300

PS: 28‑32
MD: 15‑25
AG: 15‑25
MA: 14‑18
EN: 10‑14
FT: 7‑12
WP: 14‑18
PC: 14‑18
PB: 5‑23
TMR: 6
NA: None

Weapons: The phantom’s touch causes no pain and leaves no wound.  It does, however, drain the victim of D10 points of Damage.  The phantom can only make this attack once, he then gains solidity and can make 2 claw attacks [BC: 35%, D10-2 Damage] in Melee or Close or strangle [BC: 40%, D10 Damage] in Close Combat only.

wendigo

Natural Habitat: Woods.

Frequency: Rare
Number: 1

Description: Wendigos resemble whatever the being who sees him is most afraid of.  Its stats stay the same in all forms.

Talents, Skills, and Magic: Wendigos have the ability to create fear in a victim within 100 feet.  A roll of 3 x the victim’s WP or less must be made or a roll is made on the Fright Table for the victim and he loses D5 points of EN.  In addition +10 is added to his next roll on the fright table to resist the wendigos inspired fear.  The wendigo will continue to drain EN in this manner until its victim is dead or has escaped.  If the victim successfully resists once this does not make him immune from further attacks.  Wendigos may only be harmed by magic.

Movement Rates: Running: 300

PS: 19‑36
MD: 9‑23
AG: 6‑21
MA: 5‑10
EN: 17‑34
FT: 16‑27
WP: 12‑26
PC: 12‑27
PB: 0‑2
TMR: 12
NA: None

Weapons: None.

Comments: Wendigos will rarely, if ever, allow their victims to see them.  If however the victim does catch sight of the wendigo and does not flee the victim is immune from the wendigo’s ability thereafter.

[15.2] Lesser Undead

   Lesser Undead include all undead who do not have the power to drain life force from the living of this plane.

Baka (Spirit-Ghoul)
Natural Habitat: Ruin, Crypt, Fields

Frequency: Very Rare
Number: 1‑6 (3)

Description: Bakas are always invisible.

Talents, Skills, and Magic: Bakas are evil entities which possess other beings [usually human].  They will make the character they have chosen behave like a ghoul [only at night and in secret] and eventually look like a ghoul.

Movement Rates: Running: 300

PS: None
MD: None
AG: None
MA: None

EN: None
FT: None
WP: 18‑25
PC: 10‑14
PB: None
TMR: 6
NA: None

Weapons: A being possessed by a baka has all the natural weaponry of a ghoul whenever the baka wishes.  In addition if a character is bitten the victim is paralysed until 3 x EN or less is rolled.

Banshee

Natural Habitat: Rivers, Fields

Frequency: Very Rare
Number: 1

Description: Banshees appear as an old crone wrapped in grave cloth.  They will have eyes red from weeping.  They portend the death of a family member by their screams of grief.  Such screams can be heard up to half a mile away.

Talents, Skills, and Magic: Banshees can only be harmed by magic or silvered weapons.

Movement Rates: Running: 300

PS: None
MD: None
AG: 25-30
MA: None

EN: 10-20
FT: 10-20
WP: 20‑25
PC: 20‑30
PB: 3-5
TMR: 6
NA: None

Weapons: The banshees wail [D10+8 Damage to all within 60 feet of the banshee] is their only means of attack and requires a Fire Action.  Any character who listens to a banshee’s wail for a number of minutes equal to half his WP must roll 3 x WP or less or roll on the Insanity Table.

Comments: Any character who’s death has been foretold by a banshee’s wail must roll 5 x EN or less each night [-10% for each appearance of the banshee after the first].  Failure means the GM is free to invent a gruesome death for the character that day.  Note that this effect of the banshee’s cannot be avoided by the character fleeing.

Berbalang

Natural Habitat: Caverns, Ruins, Fields

Frequency: Very Rare
Number: 1

Description: Berbalangs are ghoul-like humanoids with leathery skin and bat-like wings.

Talents, Skills, and Magic: Berbalangs possess no skills or magic. They possess two special characteristics: Any character bitten by a berbalang will automatically die if the wound becomes infected and will rise at dawn on the day after his death as a berbalang. Berbalangs can only be killed by destroying their motor center. Thus, they are unaffected by specific Grievous Injuries.

Movement Rates: Running: 150; Flying: 600

PS: 10-14
MD: 12-16
AG: 6-12
MA: None

EN: 14-20
FT: 21-26
WP: 14‑21
PC: 10‑14
PB: 1-2
TMR: 3/12
NA: None

Weapons: Berbalangs may use their hands in Melee or Close Combat as unranked weapons. They may only Strike once per Pulse (i.e., no Double Strikes). Berbalangs may Strike twice per Pulse in Close Combat, once with hands and once with a bite (BC 40%, D10‑3 damage, +20 to Infection Checks in addition to any modification for bites).

Brother of the pine

Natural Habitat: Woods

Frequency: Uncommon
Number: 1-200 (50)

Description: Brothers of the pine resemble hideously deformed zombies with a greenish hue to their skin.

Talents, Skills, and Magic: In battle brothers of the pine can emit a shrieking wail.  All within 30 feet must roll 3 x WP or less or roll on the Fright Table.  Brothers of the pine may only be harmed by magic.

Movement Rates: Running: 300

PS: 12-17
MD: 7-11
AG: 5-10
MA: None

EN: 17-23
FT: 22-28
WP: 18‑25
PC: 9‑13
PB: 1-2
TMR: 6
NA: None

Weapons: Brothers of the pine may use weapons or fight bare handed.  If using weapons their weapons will be rusted and pitted with age [+10% to breakage chance].

Comments: A brother of the pine is created by being killed and left untended next to a pine tree.  Brothers of the pine are affected by any spell which would affect plants and if the pine tree they are linked to is cut down they will fall apart.

chalchi (Xiuhteccuhtli)
Natural Habitat: Woods, Rough

Frequency: Very Rare
Number: 1

Description: Chalchis resemble skeletons with lolling tongues, blazing eyes and a rib cage which swings open and shut making chopping noises.  Behind its ribs is the being’s still beating heart.

Talents, Skills, and Magic: Anyone seeing a chalchi without touching its heart will go insane within 24 hours and die within a week unless the victim rolls 1 x EN and 1 x WP or less.

Movement Rates: Running: 200

PS: 11-16
MD: 13-17
AG: 12-16
MA: None

EN: 10-14
FT: 12-15
WP: 16‑21
PC: 13‑17
PB: 1-2
TMR: 4
NA: None

Weapons: Chalchis attack bare handed.

cihuate

Natural Habitat: Ruins, Crypts

Frequency: Uncommon
Number: 1-100 (10)

Description: Cihuates resemble women with the faces of sad naked skulls.

Talents, Skills, and Magic: The touch of the cihuate causes tuberculosis.

Movement Rates: Running: 200

PS: 8-12
MD: 13-17
AG: 14-18
MA: None

EN: 10-14
FT: 19-21
WP: 12‑16
PC: 12‑16
PB: 1-2
TMR: 4
NA: None

Weapons: Cihuates attack bare handed.

Comments: Cihuates are women who have died in childbirth.  They are now jealous of the living, especially children, and will always seek to harm them.

crypt stalker
Natural Habitat: Crypts
Frequency: Very Rare
Number: 1

Description: Crypt stalkers are bloated, powerfully muscled corpses, dingy mauve-grey in colour.  They are armed with tusks and sharp talons on their three fingered hands.  
Talents, Skills, and Magic: Crypt stalkers absorb all spells cast at them and gain 1 point of EN and FT for each Rank of the spell.  They can detect their prey up to 5 miles away at will and once per day can render themselves partially intangible for up to 5 minutes, in this form they can pass through any type of matter.  Crypt stalkers regenerate 1 DP/Pulse.  Such regeneration is not stopped by fire.
Movement Rates: Running: 400
PS: 23-27
MD: 11-15
AG: 11-15
MA: None
EN: 17-21
FT: 21-25
WP: 14‑18
PC: 14‑18
PB: 1-2
TMR: 8
NA: Skin absorbs 7 DP
Weapons: Crypt stalkers can attack with their claws [BC: 85%, D10+2 Damage] in Melee or Close Combat and their tusks [BC: 35%, D10+4 Damage] in Close.

Comments: When a crypt stalker detects a party of intruders to the tomb it guards, it will select one member and persue him until he is dead, then it will crumble to dust.  The crypt stalker will ignore all others.  Normally a crypt stalker is inescapeable but it is also pretty dumb so the character shouldn’t give up.
druj nasu
Natural Habitat: Ruins, Crypts, Caverns
Frequency: Very Rare
Number: 1

Description: Druj nasus, in their natural form, resemble headless, handless corpses.
Talents, Skills, and Magic: A druj nasu can change its appearance [into an ant, iguana, or a human], turn invisible, and animate and control any dead body within 100 yards at will.  Druj nasus are powerful adepts of the College of Necromantic Conjurations or Illusions.   
Movement Rates: Running: 50; Swimming: 150; Flying: 400
PS: 25-28
MD: None
AG: 10-15
MA: 18-21
EN: 12-15
FT: 20-25
WP: 23‑29
PC: 18‑20
PB: 1-2
TMR: 1/3/8
NA: None
Weapons: Druj nasus have no natural weapons.

Comments: Druj nasus are the most powerful of the lesser undead.  The only way to destroy them is to return the head and hands to the druj nasus body and then burn all 3.  Other than this druj nasus will take damage normally and appear to die but will fully recover within 24 hours.
dullahan
Natural Habitat: Anywhere.
Frequency: Rare
Number: 1-2 (1)
Description: Dullahans are headless phantoms, dressed in black and carrying a whip.
Talents, Skills, and Magic: Dullahans, like banshees, herald an upcoming death.  They drive black coaches to the house where the dying character is staying, and crack their whip, creating a sound which can be heard for 2 miles.  The victim must roll 5 x EN [-10% for each appearance of the dullahan after the first] or die.  In addition, dullahans are so terrifying that anyone seeing one must roll 3 x WP or roll on the Fright and Insanity Tables.
Movement Rates: Running: 450
PS: 10-20
MD: 10-18
AG: 5-15
MA: 10-27
EN: 10-20
FT: 10-20
WP: 12‑24
PC: 12‑27
PB: 0-1
TMR: 9
NA: None
Weapons: In combat dullahans use their whip.  Anyone hearing the whip crack must roll 4 x WP or roll on the Fright Table.  Anyone hit by the whip, in addition to the normal damage, will be blinded for 6D10 minutes.  The whip can never be taken from a dullahan.

Comments: Dullahans appear only at night and riding on their black coach.  The coach is insubstantial and will be carrying 1D5 ghostly passengers.  It will move at full speed and anyone standing in its way will be whipped but not trampled.  The horses cannot run over a living being.  If the character continues to block the way the dullahan will be unable to pass until morning when, shortly before sunrise when it will ride for the nearest graveyard.  One or more ghosts will haunt any character doing this.
Ganjee

Natural Habitat: Ruins, Crypts, Caverns

Frequency: Very Rare
Number: 1

Description: Ganjees appear to their victims as ghostly white faces, contorted with devilish glee.

Talents, Skills and Magic: Ganjees can extinguish flames at will, throw objects and even wield weapons.  Harming a ganjee is difficult sine they are insubstantial and can only truly be harmed by exorcisms or by magic.

Movement Rates: Fly: 100

PS: 12-17
MD: 12-16
AG: None
MA: 5‑10
EN: None
FT: None
WP: 5‑23
PC: 5‑23
PB: 3‑5
TMR: 2
NA: None

Weapons: Ganjees have no natural weapons but may use man-made weapons.

Comments. Ganjees are little more than a small concentration of energy, driven by spite and anger.  They may sometimes be bribed to let someone pass by the gift of a magic item such as a potion or sword – though they are just as likely to forget all about their bargain and use these items against the beings the Ganjees were bargaining with.

ghulah
Natural Habitat: Waste, Towns
Frequency: Rare
Number: 1-20 (10)
Description: Ghulahs appear as either beautiful women or shambling, fanged and clawed monsters.
Talents, Skills, and Magic: Ghulahs have special skill with the Invisibility Spell from the College of Ensorcelments and Enchantments at Rank 8-10.  Any character bitten by a Ghulah will automatically die if the wound becomes infected and will rise at dawn on the day after his death as a Ghulah.
Movement Rates: Running: 300
PS: 16-21
MD: 11-16
AG: 11-16
MA: 12-15
EN: 11-16
FT: 23-28
WP: 21‑26
PC: 8‑13
PB: 1/25
TMR: 6
NA: None
Weapons: In its form as a female the ghulah has no natural weapons.  In its monster form it may claw [BC: 35%, D10-2 Damage] in Melee or Close or bite [BC: 30%, D10+2 Damage +20 to Infection Checks in addition to any modification for bites].  

malingee
Natural Habitat: Woods, Waste, Plains
Frequency: Common
Number: 1
Description: Malingee are gaunt and frightful figures.  Their bones are visible through areas of their flesh, and their hair and beards move with a will of their own.
Talents, Skills, and Magic: Malingees may only be harmed by magic.
Movement Rates: Running: 300
PS: 14-18
MD: 14-18
AG: 32-36
MA: None
EN: 12-16
FT: 19-20
WP: 20‑25
PC: 10‑12
PB: 1-2
TMR: 6
NA: None
Weapons: Malingees commonly use stone battle-axes.  They may hold the same Rank with this weapon which they did in life.  In Close Combat the malingee may also hit with his elbows and knees which are pointed [BC: 40%, D10 Damage].

Comments: Malingees are hunters who have died alone and forgotten.

poltergeist
Natural Habitat: Ruins, Buildings
Frequency: Rare
Number: 1-8 (4)

Description: Poltergeists are always invisible.
Talents, Skills, and Magic: Poltergeists are immune toweapons and magic and can only be driven off through an exorcism.
Movement Rates: Flying: 150
PS: None
MD: None
AG: None
MA: None
EN: None
FT: None
WP: 5-23
PC: 5-23
PB: 0
TMR: 3
NA: None
Weapons: Poltergeists have no natural weaponry but can fling objects around weighing up to 2 pounds [BC: 30%, D10-1 Damage].

Revenant

   A character who dies in circumstances conducive to the creation of a ghost may, at the GM’s discretion, become a revenant. Thereafter, the character takes on the form of a ghost or night‑gaunt (GM’s discretion) chained to the place of death. The GM always plays the character. The revenant retains his previous personality and those characteristics appropriate to his new form and gains those characteristics appropriate to his undead state. Revenants can never be returned to life.

Siren (Nakk)
Natural Habitat: Oceans, Lakes
Frequency: Uncommon
Number: 1-2 (1)

Description: See below
Talents, Skills, and Magic: Sirens are shapeshifters and can change their form into that of a beautiful woman, a mermaid or a harpie.  Their stats remain unchanged no matter what for they have adopted.  In addition any male character who hears a siren singing must roll 2 x WP or less or do all within his power to travel toward the siren as fast as he can.  Female characters are immune to this effect.
Movement Rates: Running: 250; Swimming: 350; Flying: 500
PS: 10-22
MD: 14-26
AG: 16-30
MA: 13-23
EN: 8-14
FT: 14-24
WP: 13-20
PC: 10-20
PB: 2-30
TMR: 5/7/10
NA: Skin or feathers absorb 7 DP
Weapons: Sirens have no natural weapons.  They will normally flee rather than fight.  

Comments: Sirens are the spirits of those who have died by drowning.  They have a great hatred of those still living.

Skleros (Bloody Bones)
Natural Habitat: Caverns, Ruins
Frequency: Very Rare
Number: 1-12 (1)

Description: The skleros resembles a bloody skeleton with a few remaining shreds of flesh still hanging on its bones.
Talents, Skills, and Magic: After a skleros has taken its full amount of damage it falls apart only to completely reform after 6 Pulses.  The only way to stop this is to pulverize its bones to powder while it is in its dormant phase.  A skleros is filled with malevolent energy and any weapon which touches it inflicts D10 Damage on the wielder [melee or close combat weapons only] unless the weapon has been blessed by a Priest or Cleric of the victim’s faith.  Armour gives no protection from this damage.  The skleros is immune to “A” class weapons. 
Movement Rates: Running: 300
PS: 12-17
MD: 14-18
AG: 20-24
MA: None
EN: 13-18
FT: 15-20
WP: 19-25
PC: 12-16
PB: 1-2
TMR: 6
NA: None.
Weapons: Sklerosi may attack using the unarmed combat rules, but will probably be armed with a weapon of some sort.

Comments: Sklerosi are the animated skeletons of foul murderers condemned to carry on their vile trade after death.

16. Unique Creatures

   Unique creatures include: charybdis, delgeth, dundubhis, giant with no head, kaliya, ku-ilio-loa, la velue, midgard serpent, Najara, questing beast, Scylla and tarasque.  

   Generally such beings are Unaging, cannot be stunned and are immune to poisons and all known diseases.  

charybdis
Natural Habitat: Ocean
Frequency: Unique
Number: 1
Description: Charybdis is an island 56 feet high in the form of a huge face.
Talents, Skills, and Magic: Charybdis possesses the ability to create a whirlpool with a diameter of 90 feet.  The whirlpool will appear in front of the face.  Any ship caught in this whirlpool will be destroyed.  Charybdis can form this whirlpool 3 times per day.  
Movement Rates: Running: 300
PS: None
MD: None
AG: None
MA: None
EN: 210
FT: 300
WP: 24
PC: 18
PB: 7
TMR: 0
NA: Skin absorbs 12 DP.
Weapons: Charybdis has no natural weapons.

Comments: Charybdis was formerly a nymph.  Punished by the king of the Gods, she was cast into the sea and became the monster she is now.

delgeth
Natural Habitat: Plains, Rough
Frequency: Unique
Number: 1
Description: The delgeth is a gigantic antelope 1200 pounds in weight.
Talents, Skills, and Magic: The delgeth has no talents, skills or magic.
Movement Rates: Running: 900
PS: 38
MD: 17
AG: 17
MA: None
EN: 64
FT: 69
WP: 31
PC: 25
PB: 12
TMR: 18
NA: Hide absorbs 6 DP.
Weapons: The delgeth rams in Melee [BC: 40%, D10+10 Damage] or bites in Close [BC: 30%, D10+4 Damage four attacks possible].

Comments: The Delgeth hates humans and will attack them on sight.

dundubhis
Natural Habitat: Deep Woods, Plains, Marsh
Frequency: Unique
Number: 1

Description: The dundubhis is a giant water buffalo standing 12 feet at the shoulder.  It has extremely sharp horns and its bellow is deafening. 
Talents, Skills, and Magic: The dundubhis has special skill with the Fear spell from the College of Necromantic Conjurations [Rank 15].
Movement Rates: Running: 350
PS: 80
MD: 9
AG: 11
MA: 15
EN: 55
FT: 53
WP: 30
PC: 15
PB: 5
TMR: 7
NA: Hide absorbs 5 DP.
Weapons: The dundubhis may attack in Melee Combat with their horns (BC 30%, D10+13 damage). They may trample (BC 50%, D10+15 damage) in Close Combat, delivering up to 4 attacks per Pulse this way.

Comments: The dundubhis is an enemy of the Gods and therefore of any worshipper of any deity.

giant with no head
Natural Habitat: Woods, Rough
Frequency: Unique
Number: 1
Description: The giant stands 37 feet at the shoulder.  His skin is grey and brown and there is a large face in the middle of his chest.
Talents, Skills, and Magic: The giant with no head can regenerate 1 DP/Pulse [this ability cannot be stopped by fire].  No magic or magical items will function within 30 feet of him.  He has the Warrior and Berserker skills at Rank 10.
Movement Rates: Running: 450
PS: 75
MD: 19
AG: 19
MA: 4
EN: 44
FT: 60
WP: 21
PC: 21
PB: 5
TMR: 9
NA: Skin absorbs 7 DP.
Weapons: The giant with no head uses a hand axe 5 times normal size [improve BC by 25% and multiply the damage by 5 after modification].  He will not wear armour.

Comments: The giant with no head is the self appointed champion of all giants and continually challenges the king of the Gods to combat.  The giant will gladly trade any trinket he has acquired [even magical ones] for information as to the whereabouts of the king of the Gods or a member of his temple.

kaliya
Natural Habitat: River
Frequency: Unique
Number: 1
Description: The kaliya is a 5 headed river serpent 18 feet in length and weighing 600 pounds.
Talents, Skills, and Magic: The water for 60 feet around the kaliya burns the sin of any character in contact with it doing D10-5 Damage per Pulse.
Movement Rates: Swimming: 150; Crawling: 100
PS: 55
MD: 0
AG: 13
MA: 0
EN: 25
FT: 33
WP: 33
PC: 18
PB: 4
TMR: 3/2
NA: Scales absorb 5 DP.
Weapons: Each of the kaliya’s heads can bite [BC: 65%, D10+4 Damage] in Melee or Close Combat without penalty.  In addition to the damage inflicted by the bite the victim also suffers 2 DP/Pulse from the kaliya’s venom.  There is no cure for kaliya venom.  After biting its prey the kaliya may wrap itself around its prey and constrict [BC: 80%, D10+6 Damage per Pulse].

Comments: The kaliya leads an army of king cobras.

ku-ilio-loa
Natural Habitat: Anywhere
Frequency: Unique
Number: 1
Description: The ku-ilio-loa resembles a dog with a distorted face.  Its size is variable.
Talents, Skills, and Magic: The ku-ilio-loa can change size at will.  At its smallest it is less than 2 feet high at the shoulder.  At its largest it is a 5 hex monster, standing 12 feet high at the shoulder and weighing over 1000 pounds.
Movement Rates: Running: 350; Flying: 600
PS: 45
MD: 13
AG: 13
MA: None
EN: 18
FT: 30
WP: 20
PC: 24
PB: 6
TMR: 7/12
NA: Fur absorbs 7 DP.
Weapons: Small size bite [BC: 65%, D10-4 Damage, Close Combat only].  Large size bite [BC: 65%, D10+7 Damage, Melee or Close Combat].

la velue (Shaggy Beast)
Natural Habitat: Anywhere
Frequency: Unique
Number: 1

Description: The la velue is the size of a large bull, with long green fur, a large snake’head and a serpent like tail.  Its feet are shaped like those of a tortoise and it has porcupine-like quills hidden beneath its fur.
Talents, Skills, and Magic: The le velue can breath a cone of fire in Ranged or Melee Combat.  The cone is 50 feet long and 20 feet wide at its base.  All beings within the cone suffer D10+15 Damage.  The le velue must execute a Fire Action to breathe in this fashion.  It can breathe fire twice per day.
Movement Rates: Running: 250; Swimming: 100
PS: 60
MD: 0
AG: 12
MA: None
EN: 30
FT: 40
WP: 28
PC: 18
PB: 5
TMR: 5/2
NA: Fur absorbs 15 DP.
Weapons: The le velue has quills hidden in its fur which are impossible to see until too late.  Anyone brushing against the le velue must roll 3 x AG or less or be stabbed by 1D5 quills.  Each quill does D10-2 Damage going in and D10-4 Damage when extracted.  The le velue can bite [BC: 75%, D10+3 Damage] in Melee or Close Combat.  Any effective damage is disregarded and instead the victim suffers 4 DP/Pulse from venom.  The le velue may also trample [BC: 40%, D10+5 Damage, 4 separate attacks possible].

Comments: The le velue’s natural armour rating does not include the beast’s tail.  Any character wishing to strike the tail has 80% subtracted from his Strike Chance.  However if the tail is successfully hit the le velue will react as though given a grievous injury and take 2 points immediately from its Endurance and 1 point from its Fatigue thereafter [Endurance when Fatigue is exhausted] until the beast has died. 

midgard serpent
Natural Habitat: Ocean
Frequency: Unique
Number: 1
Description: The midgard serpent is a giant serpent 550 feet in length.  It rests with its tail in its mouth on the ocean floor.
Talents, Skills, and Magic: The midgard sepent is too slimy to be grasped.  It has special skill with the Invisibility spell from the College of Ensorcelments and Enchantments [Rank 15].  The midgard serpent can breath a cone of boiling water in Ranged or Melee Combat.  The cone is 60 feet long and 30 feet wide at its base.  All beings within the cone suffer D10+12 Damage.  The midgard serpent must execute a Fire Action to breathe in this fashion.  It can breathe boiling water twice per day.
Movement Rates: Swimming: 1125
PS: 440
MD: None
AG: 8
MA: 15
EN: 320
FT: 440
WP: 37
PC: 18
PB: 6
TMR: 22
NA: Scales absorb 12 DP.
Weapons: The midgard serpent can spit poison [BC: 65%, 2 DP/Pulse] a distance of 120 feet.  This requires a Fire Action.  It can also wrap it self around its adversary, crushing the life out of it. Wrap [BC: 80%, D10+9 Damage per Pulse] in Close Combat.

najara
Natural Habitat: Anywhere
Frequency: Unique
Number: 1
Description: The najara is the spirit of a dead hunter.
Talents, Skills, and Magic: Whenever Najara whistles any being within hearing must roll his magic resistance or less or join Najara on his hunt.  Najara will never take more than 3 beings with him at any one time.  Any character traveling with Najara will begin to forget much of their knowledge starting from the moment they met Najara and going backwards through their memories.  

   The skills and memories will be forgotten according to the table given below.  If a skill or memory has been remembered, there is no need to roll for that skill or memory again unless the unfortunate being continues to accompany Najara for a sufficient amount of time to increase the interval of time forgotten.  In such a case the being must roll again.

   Any skill or memory which is remembered when the percentage is 95% need never check for that particular skill or memory again.

Time wandering               Forgotten interval               Percentage

Less than 1 week
1 month
80%

1-2 weeks
4 months
70%

3-4 weeks
1 year
60%

5-6 weeks
2 years
50%

7-8 weeks
4 years
40%

9-10 weeks
8 years
30%

11-20 weeks
16 years
20%

per extra week
+1 year
05%

Time Wandering: This is the amount of time the character has spent wandering with Najara.

Forgotten Interval: This is the portion of the character’s life [starting from the first day of travel with Najara] which might be forgotten.

Percentage: This is the percentage chance of remembering a specific fact or skill. Which he has learned during the forgotten interval.  Skills are taken from the character one Rank at a time.  The amount or less must be made for the Rank of each skill the character has learned during this period.

   Characters will continue to wander with Najara until they roll under their magic resistance.  They have one roll each week to achieve this.  Najara will not use his whistle ability on any being which has successfully left the hunt. 

Any character who has left the hunt regains his memories at the same rate at which he had lost them and must roll the same amount.  At the end of a time equal to the time spent wandering with Najara all memories are automatically returned. 

Movement Rates: Running: 300
PS: 15
MD: 15
AG: 20
MA: 15
EN: None
FT: None
WP: 20
PC: 19
PB: 15
TMR: 6
NA: None.
Weapons: Najara has no natural weapons but favours the spear, war club and boomerang.

questing beast
Natural Habitat: Anywhere on land
Frequency: Unique
Number: 1
Description: The questing beast has the body of a stag and the head and neck of a serpent.
Talents, Skills, and Magic: The questing beast can teleport at will a distance of 20 feet.  It also possesses special skill [Rank 10] in the Project Image talent from the College of Illusions.  Any character sighting the questing beast must roll 3 x WP or less or desire nothing more than to chase it.  This effect lasts for the lifetime of the character or until the character captures or kills the questing beast.
Movement Rates: Running: 800
PS: 20
MD: 19
AG: 35
MA: 15
EN: 17
FT: 30
WP: 37
PC: 30
PB: 12
TMR: 16
NA: Hide absorbs 3 DP.
Weapons: The questing beast has no natural weapons and will not harm any being.

Comments: The questing beast’s chief delight is to be chased.  It will never allow harm to come to its hunter but will never allow itself to be caught either.

scylla
Natural Habitat: Ocean
Frequency: Unique
Number: 1

Description: Scylla is a huge monster which resembles a hydra 45 feet in length.  It has 6 heads, 3 heads are those of serpents and 3 are dogs.
Talents, Skills, and Magic: Scylla can only be harmed by magic or silvered weapons.
Movement Rates: None
PS: 60
MD: 24
AG: None
MA: None
EN: 105
FT: 135
WP: 23
PC: 18
PB: 4
TMR: None
NA: Scales absorb 8 DP.
Weapons: Scylla can attack with all 6 heads without penalty in Melee or Close Combat.  Canine Bite [BC: 55%, D10+8 Damage].  Snake bite [BC: 45%, D10+4 Damage].  If a character is bitten by a snake’s head the character also suffers 5 DP/Pulse for the the next D10 Pulses.

Comments: Scylla is rooted to an island on one side of a strait while her sister charybdis waits on the other.
tarasque
Natural Habitat: Ocean, River
Frequency: Unique
Number: 1

Description: The tarasque resembles a dragon with forward curving tusks from the waist up and a giant fish from the waist down.  It is a 14 hex monster.
Talents, Skills, and Magic: The tarasque regenerates damage at the rate of 1 DP/Pulse unless the damage is inflicted by a character with the Monk, Monastic, Priest, Cleric, Wali, Ascetic, Dervish or Templar skills.
Movement Rates: Swimming: 350
PS: 460
MD: 16
AG: 13
MA: None
EN: 185
FT: 300
WP: 26
PC: 20
PB: 3
TMR: 7
NA: Scales absorb 9 DP.
Weapons: The tarasque can bite [BC: 50%, D10+10 Damage] or gore [BC: 40%, D10+11 Damage] in Melee or Close Combat.
20. Alternate Names

   When players begin to memorise  the monster’s abilities, the game loses much of its mystery.  The encounters become nothing more than target practice instead of a suspenseful adventure into the unknown.  

   Alternate names are supplied so that the Game Master can keep the mystery in the game far longer.  For example instead of players warned of a gang of goblins that have infested the area the players are warned of a horde of coblynnau.  

Afanc: physeter [European]. 

Amphisbaena: bitje [Egyptian], 

Banshee: Groaning Spirit [English], aine [Irish], baobhan sith [Scottish], bean chaointe [Irish], bean-nighe [Scottish], bean-tighe [Irish], caoineag [Scottish].

Basilisk: calcatris [French], calcatrix [Roman], cockatrice [German], icheumon [Greek].

Black Dog: Ce cith [Scottish], cir sith [Scottish], cooshee [Scottish], cwn annwfn [Welsh], Gabriel hound [English], hound of ill omen [English], hound-of-the-hill [English], ratchet [English], tchi-co [Irish], yellhound [English].

Blue Hag: annis [English], gentle annie [English].

Brownie: bodachan sabhaill [Scottish], bwbachod [Welsh], bwca [Welsh], bwciod [Welsh], dobie [English], domovik [Russian], fenoderee [Welsh], Grogan [Scottish], kaukas [Lithuanian], kobito [Japanese], niagruisar [Norse], nisse [Norse], para [Finnish], pukys [Lithuanian].

Ccoa: ovinnik [Russian]. 

Centaur: Apotharni [Greek], callicantzari [Greek], gandharva [Indian], kentauroi [Greek], kinnara [Indian], kimpurusha [Indian], phere [Greek].

Charadrius: aderyn y corph [Irish].

Devil: ardad [Persian].
Dire Wolf: amarok [Eskimo]. 

Djinn: Genius [Roman], juno [Trindadian], lares [Roman], stoicheia [Greek].

Doppelganger: Brag [English], co-walker [English], fetch [Scottish], fylgja [Norse], vardogr [Norse], waff [English].

Dragon: gwiber [Welsh], linnorm [Norse], moko [Polynesian], vipera [Roman], zeujzo [Fiction]. 

Dryad: Aloustinai  [Greek], diacoille [Irish], hulder [Norse], jastesme [Albanian], oread [Greek], rusalka [Russian].

Elf: Alfar [Norse], daimones epichthonioi [Greek], dames vertes [French], dock alfar [Norse], ellyllon [Welsh], esprit follet [Scottish], fadet [French], follet [Scottish], henkie [Scottish], hidfolk [Norse], hulder [Norse], huldrafolf [Norse], huldukona [Norse], liosalfar [Norse], lutin [French], ouph [English], trow [Scottish], vaettir [Norse], vattar [Faroese].

Fairy Folk (General): Daoine maithe [Irish], denee shee [Irish], sheehogue [Irish], shingawn [Irish], tylwyth teg [Scottish], wichthln [German].

Foo: karashishi [Japaneseese]. 

Fossergrim: Fenetten [French], fossegrim [Norse], fuath [Scottish], ghello [Greek], grim [Norse], kirkegrim [Norse], nakk [Estonian], nickelmanner [German].

Ghost: Bhut [Indian], co-hon [Chinese], gangferd [Norse], hantu [Malaya], kasa [Japanese], kuei [Chinese], maneen [Irish], mora [Russia], nair [Norse], onyuda [Japanese], preta [Indian], siabrae [Irish], taidhbhse [Irish], tais [Irish].

Giant (General): Athach [Scottish], jatte [Norse], orchi [Italian], stalo [Lapp].

Gnoll: atdlit [Eskimo], ghormuha [Indian], 

Gnome: Berg-monche [German], coblynau [Welsh], heinzelmannchen [German], husse [Norse], genemos [Greek], gommes [French].

Goblin: Bakemono [Japanese], bogy [English], coblyn [Welsh].

Gryphon: Grup [Greek], gryphus [Roman], karga [Turkish], kirni [Japanese].

Halfling: Banakil [Finction], holbytla [Fiction], kud-dukan [Fiction], kuduk [Fiction], periannath [Fiction].

Harpy: Arpuiai [Greek].

Hell Hound: Cushna [Indian], cwn mamau [Welsh], devil’s dandy dog [English], cwn wybr [Welsh].

Hill Giant: Fanggen [Swiss].

Hippogriff: Akhekh [Egyptian]. 

Hobgoblin: Bogy [English], bodach [Irish], bug-a-boo [English], bugan [Welsh], bull-beggar [English], busbus [Hungarian], mormolux [Greek], musmus [Hungarian]. 

Hydra: Ash-hrau [Egyptian], herren-surge [Basque], ladon [Greek], lotan [Canaanite]. 

Hydrus: Amikiri [Japanese]. 

Incubus: Mara [Slavic], mare [English], mora [Hungarian].

Irish Elk: Awi [Cherokee], 

Kelpie: Cabey Ustey [Irish], 

Khuzdul: Abac [Irish], arndt [Vendish], avanc [welsh], Corrigan [Scottish], duergar, dvergar [norse], dverge [norse], dvorgurin [Faroese], fain [Irish], guerrionet [Scottish], hairdmandle [Swiss], jugenderinnerugen [Vendish], marchen [Vendish], nain [Scottish], oennerbanske [Friesian], poulpiquet [Scottish], tusse [Norse], vui [Polynesian], wui [Polynesian], zwerge [German]. 

Kobold: Alraune [German], biersal [German], galgenmannchen [German], knocker [German], oarauncle [German].

Kraken: Rogo-tumo [Polynesian], 

Leprechaun: Clurican [Irish], far darrig [Irish], fear deara [Irish], redman [Irish], leith brog [Irish], luchorpain [Irish], luchryman [Irish], lurican [Irish], lurikeen [Irish].

Merfolk: Ben-varrey [Welsh], ceasg [Scottish], daoine mara [Scottish], dinny-merra [Welsh], gorgona [Greek], hakenmann [Norse], havfrue [German], havmand [Norse], maigndean-mhara [Scottish], maighdean na tuinne [Scottish], maremind [Norse], meerfran [German], meerweiber [German], morgan [Scottish], murughach [Irish], watermome [German], wut-ian uder [Chinese]. 

Naga: Kuchedra [Albanian], 

Nereid: Naiad [Greek].

Nighthag: Cailleach bheur [Scottish], calill eaca [Irish], haetes [English], hexe [German], krisky [Russian], makva [Bulgarian], nocnitsa [Russian], plaksy [Russian], wood hag [English].

Nixie: Dracae [French], hakelmanner [German], kallraden [Norse], nacken [Norse], nakineiu [Estonian], nakki [Finnish], nikkisen [Welsh], seemannlein [German], stromkarl [Norse], vough [Scottish].

Nymph: Anemikais [Greek], anemogadzoudes [Greek], oread [Greek]. 

Ogre: Drakos [Greek], dracaena [Greek], lamid [Greek], malbrou [French], oni [Japanese], yamauba [Japanese].

Uruku: Norke [Swiss], orc [Fiction].

Pegasus: Al Borak [Persian], Arion [Greek], Ornithohippus [Fiction]. 

Phoenix: Ash-Zushto [Persian], Bennu {Egypt], Feng [Chinese], Ho [Japanese], Hwang [Chinese], O [Japanese], 

Pixie: Detsata [Cherokee], Meryon [English], Duine Sith [Scotish], Pobel Vean [Cornish], Tylwyth [Wales].

Ravener: Gumberoo [United States], Nyah-gwaheh [Iroquois]. 

Roc: Angka [Arabic], bar yachre [Jewish], pyong [Chinese].

Satyr: Callitrice [Ethiopian], faun [Italian], pane [Greek], silvani [Italian].

Sea Dragon: Bena [Malay], Gandarewa [Persian], payshitha [Norse], peist [Irish], piasa [North Amerindians], shen ying lung [Chinese], ying lung wang [Chinese]. 

Stone Giant: Foawr [Welsh].
Storm Giant:  Fangkenmannikin [Swiss], jotun [Norse], orculli [Lapp], berg-monche [German].

Suarime: Abeshimydual [Egyptian], antiu [Egyptian].

Succubus: Alp [Lapp], painajainen [Lapp].

Sylph: Sithiche [Irish].

Troll: Bjerg-trolde [Norse], elfor [Norse], ellefolk [Norse], foddenskkmaend [Faroese], fulde [Faroese], huldre [Norse], maanvaki [Finnish], pysslinger [Norse], ragnhildur [Norse], skogsra [Lapp], skovtrolde [Lappe], thusser [Norse],

Unicorn: Biasd na srogaig [Ireland], baiste-na-scogaigh [Irish], ch’i-lin [Chinese], kilin [Chinese], monokeros [Greek], poh [Chinese], zorca [Fiction]. 

Vampire: Bampuras [Greek], lidevic [Hungarian], sukuyan [Trindadian], tampaniaios [Greek], upior [Polish], upir [Russian], vrykolakas [Greek].

Werewolf: Borbolakas [Greek], kuldottfarkas [Hungary], legarou [Trinidad], loup-garou [French], prikolics [Rumanian], varou [Saxon]. 

Wight: Haug-bui [Irish], tuath de danaar [Irish], vitr [Norse].

Yale: Siwanis [Arabic]. 

Yeti: Asgina [Cherokee], hsing-hsing [Chinese], 

Wu Kung Ching: Ahl-at-tral [Egyptian].

Wyrrum: Handale [Saxon], wurm [Germany]. 

Wyvern: Wivre [French].

Zombie: Draugr [Norse], rawga [Lapp].







