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INTRODUCTION
1.1 he Warrior.; of Dzis. In all the wodd the

Demonkind calls Tharkold, there are none as
brave as these. On a planet filled with war­
riors, they have fought and died to free the
Race from the chains the traitorous Jezrael

and her monstrous troops have forged.
The Warriors carne not from the demon stronghold of

Dzis, but from all over the Free Nations ofTharkoJd, where
humans cling to some vestige of safety and sanity. They
assembled to raid the dreaded Tharkoldu slave pens, and
that theydid, freeing well avera thousand of their brethren.
Many of the Warriors would die before they returned to
their homes, falling prey to the vile things detailed on this
datadisk.

Those who survived took it upon themselves to collect
the facts of the Tharkoldu creatures - and some whose
origins and loyalties are unknown - so that those who
came later would know how best to fight them. It was then
that we learned that many of them have spread to the place
called Earth, there to spread their terror among the soft,
weak humans whodwell on that sphere. It is for this reason
that we have allowed the disk to be translated and con·
verted into a form more palatable to soldiers of the Possibil·
ity Wars.

It is our hope that the words here written will lead to the
destruction of these creatures, for they deserve no better
fate.

- Alka', (N",h) GeI·5455/Dzis-4131

Techno-Horrors
The cosm of Tharkold is one tom apart by war. Almost

since their recorded history began, the techno-demons who
rule that world have been locked in conflict with the Race,
humans hardened by millennia of battle.

The average Tharkoldu is a combination savage de­
monic entity and cyber-enhanced killing machine. Only
guile, luck and a talent for survival have enabled the Race
to withstand them for this long, but the balance of power
shifts constantly on that world.

aturally, a place like this spawns monsters of all sorts.
Some are native to the cosm; others are mutates, formed by
the high radiation levels in the area known as "the Dead
Lands"; still others are creatures of dark magic, or those
created in the laboratories of the Tharkoldu. Creatures of
Tharkold range from those who tower over buildings to
ones so small a microscope is needed to spot them.

For the first two years of the POSSibility Wars, Earth was
spared the attentions of the Tharkoldu, due to the heroic

a~onsofaband of Russian psychics. But then, led bya new
High Lord, the Tharkoldu mounted a second attack, this
time in Los Angeles.

Now the "City of Angels" is home to prides of demons,
and many of the darker fonos of life from that cosm have
migrated to Earthas well. More than ever before, it iscrucial
that Storm Knights know their enemies - for what you
don't know, in lbarkold, can very easily kill you.

And so a band of Race soldiers, the Warriors of Dzis,
have prepared a report on the most deadly creatures in the
cosm and realm. Manyof these cryout for heroes to destroy
them, and others ... ? Others you may have already encoun­
tered, and it may be too late to stop them ...

Something Cybered This Way
Comes ...

This volume is the result of the fourth successful Torg
contest run through the pages of the Infiniverse Campaign
Game Newsletter. From its first appearance in the pages of
Storm Knights, the first Torg novel, the realmofTharkold has
had a grip on players' and gamemasters' imaginations. It
was their call through Infiniversethat prompted West End to
bring the realm to Earth and provide our audience with the
Tharkold sourcebook, the Los Angeles Citybook and the ad­
venture, City of Demons. Now we present what may prove
to be the most exciting project of all, Crffltures ofTlulrkoJd.

This book contains 60 horrifying beings from the world
of techno-demons and Race, where war has been a fact of
life - and death - for thousands of years. The vast major·
ity of the creatures contained herein were crafted by Torg
players, ranging from undead demons to insidious and
subtle nanotech viruses.

Put together, they add up to deadly threats to Earth's
reality from a cosm where pain is an art form and death is
the only escape.

Important Note
Thissupplement isdesigned forusewith Torg: RolepliIying

the Possibility Wars. However, the creatures encountered
within can be used with other roleplaying systems.

Each entry contains a description and illustration of the
creature, its complete statistics, a comparative size dia·
gram, and maps depicting its known habitats in both the
Tharkold cosm and realm.

I.
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AISHAN

•

Within every
-- piece of occuJ·

tech cybe~­

ware, there IS

a small a­
mount of malevolent my!Y
tical energy. This energy is
responsible for the vibra­
tions that allow the cyber- .
netics to work for Demon­
kind. When cyberware
breaks or is disassembled,
this energy is released to
float in the ether. By itself, it
presents no threat - but
when a good deal of this
energy is allowed to coa­
lesce. its power and its ha­
tred for life increase. These
unionsofenergy form magi­
cal beings called aishans.

An a15han appears as a
translucent, vaguely hu­
manoid shape which

•• 6

ripples and pulses with
mystical force. Deep blue
lightning crackles and arcs
throughout its form.

Aishans are only semi­
substantial. Their intangi­
bility allows them to pass
through solid objects,
though at half their normal
movement rate. This ability
also allows them to disrupt
any non-Tharkoldu eyber
systems. When an aishan
passes through someone
equipped with such gear (a
successful maneuver). they
prompt an attack of
eyberpsychosis which can­
not be actively resisted. A
character subjected to such
an attack will feel as if the
air has suddenly become
dense,as ifhe were walking
through water.

Physical attacks can be
used against the aishans,
although with limited effect,
due 10 their intangibility. By
thesame token, they are not
able to mount effective
physkalattacksagainst oth·
ers_ Psionics and magic are
the best weapons for use
against aishans.

WereSterret to gain con­
trol over the aishans cur­
rently extant, he would al­
most certainly attempt to
send them against the
Cyberpapaey.Thusfar, they
have shown little inclina·
tion to leave Tharkold, but
things change _._

Domain

As the energy released
from cyberware is not
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DOMAIN

SIZE REFERENCE

Tharkold

Cosm

Tharkold Realm

bound to a form, it floats
over vast distances in order
to join with others of its
kind. For this reason,
aishans can be found all
over the cosm and realm.
Theyare particuJarlypreva­
lent in black market areas,
where a great deal of used
and broken cyberware has
been collected.

Aishan
Reality: Tharkold
DEXTERITY 10
Dodge 13, maneuver 16
STRENGTH 12
Climbing 15
TOUGHNESS 10
PERCEPTION.
Alteration magic 14,
tracking 14
MIND'
Apportation magic 14,
willpower 19
CHARISMA'
Charm (25), persuasion
(25), taunt (25)
SPIRIT.
Faith (Cult of the
Dominant) 11, intimi­
dation 12 (18)
Additional Skills: two
at +1 adds
Possibility Potential:
some (98)
AruneKnowledges:en-

lily 6
Spells: pop, {oebfaster
Natural Tools: semi-in­

tangibility, TOU+8, STR--6
in combat; cyberpsychosis
attack (see above),

Discovered by
Jamie I...ewandowski



ANORA
/~
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I~I Ano,"fi~la~-- peared on
Tharkold after
then High
Lord Kranod

used Malgest to stabilize the
Magic axiom. They are
ghostly figures who wan·
der where they will, seen
only when they attack. They
appearas humanoid, robed
figures, approximately two
meters talL No facial fea­
tures can be discerned be­
hind the shadows of their
hoods, although their skin
is said to be light grey.

Anora feed upon magic
and their touch can drain
arcane energies from their
victim. For that reason, they
target techno-demons, who
are magical in nature, far
more often than Race. Their
origin is unknown, and they
have no known base. They
appear, attack. and vanish.
disintegrating within sec­
onds should they be killed.

Some demon scholars
believe that the voracious
anOTa may have, in some
way, been responsible for
the original drop in the

cosm's Magic axiom. But
this remains only a theory,
as there is no record of their
presence prior to the stabi­
lization of the axiom.

Domain

Anora are found
throughout Los Angeles,
particularly in places where
magic-using creatures con­
gregate. They are most of­
ten seen in the neighbor­
hoods of the Vampyresand
the Black Diamonds. They
seem unwilling or unable
to pass beyond the realm's
borders.

It is believed that Jezrael
may have used the implied
threat that anora would be
sent to A ysle to keep the
Dark forces in line. But it is
doubtful that the High Lord
would have any influence
over these mysterious crea·
lUres.

Anora
Reality: Tharkold
DEXTERITY 11
Dodge 15, stealth 20,
unarmed combat 16



STRENGTH 7
TOUGHNESS 1S
PERCEPTION 12
Find 15, tracking 20,
trick (16)
MIND 12
Test 20. willpower 25
CHARISMA 7
Taunt (8)
SPIRIT 8
Intimidation 20
Additional Skills: one
at +1 adds
Possibility Potential:
some (30)

NaturOiI Tools: magic
draining attack, effect value
20. An aoora attacks with
its bare hands, using un­
armed rombtlt. If a wound or
better is scored, the effect
value of the magic drain is
compared to the victim's
highest magical skill (occult
and occultech do apply),
The difference is read on
the Speed column ofthe Push
Results Table and the result
points permanently sub­
tracted from the targeted
skill. The skill may be in­
creased normally.

Note:Anoraareimmune
to non-magical attacks and
can pass through any bar·
rier that is not magical in
nature. Theyareimmune to
gases, vacuum, temperature
extremes, poison and dis-­
ease.

Dis<overed by
Sttvt! Crow

DOMAIN

Tharkold

Cosm

LOSANCELES

Tharkold Realm

SIZE REFERENCE

•
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CAIRN
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II
C.;ms.recre­

-- ated when en­
tire battle­
fields are lev­
elled and

armies destroyed, with nei­
ther side winning the battle.
Left unburied due to the
war, the dead rest, but not
in peace. Their inability to
inflict pain on others tor­
tures them, until their ha­
tred ofthe livingforces them
to lash out. Hundreds of
souls trapped in one place,
with hate their only emo­
tion and no release, even in
death.

Whenever living beings
enter a cairn-which is not
a single organism, but the
field of battle upon which
many have died - it angers
the dead, who then attempt

to slay the living. Their
seething hate forces the
rubble of the countryside
into the air, creating huge
storms of rock and earth.
While it mayseem thatthese
stormsare designed to drive
away the living, thecaim is
just toying with its victims:
once aroused, the dead can
only be appeased by more
death.

If it appears that the liv­
ing may escape, the cairn
will reanimate its dead.
These zombies bear the
damage of battle as well as
that inflicted by time. but
they fight as well as any
ghuls on Tharkold, their
only purpose to drag the
livingdown with them. The
zombies are unable to ven­
ture beyond the edges of

the cairn.
Most cairns are com­

posed of only a few hun­
dred bodies, covering an
acre or three. Larger ones
can and do exist, but they
are rare. Cairn zombies are
made upofboth sidesof the
battle, working together
against their common en­
emy, the living.

Cairns can be identified
by the fact that no plants
grow upon them, no ani­
mals make them their home,
and no birds fly above them.

Domain

Cairns can be found in
both theTharkold cosmand
realm, wherever major
battles have been fought
and the dead left unburied.



DOMAIN
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(A cairn is roughly an
acre of ground.)

SIZE REFERENCE

Tharkold Realm

LOSANCEUS

Tharkold

Cosm

Discovered I>y
DavUJ Oakes

Cairn
Rnlity: Tharkold
DEXTERITY on
Unarmed combat 10
STRENGTH 0/13
TOUGHNESS 35111
PERCEPTION 8
Trick 13 (25)
MIND 10
Tes. (25)
CHARISMA 7
Charm (25), persuasion
(25), taunt (25)
SPIRIT 12
Intimidate 15 (25)
Possibility Potential:
all/none
Natural Tools: rock

storm, damage value 20
Note: The values before

the slash are for the cairn;
thoseafter for the animated
bodies. While the cairn are
possibility-rated, it can use
possibilities only for the
rock storm or healing dam­
age to itself. Itcannotmodify
the rolls of the animated
bodies or heal damage for
them. The animated bodies
take damage on the Ord
table.

The above values are for
a small cairn, with roughly
200 dead. For larger cairn,
the damage of the storm is
the Many-on-0ne Value of
thenumberofdead +8 (e.g.,
the above cairn has 200
dead, which has a value of
12; 12+8=20.)

A cairn can animate as
many bodies at one time as
the Many-on-One Value.
Each body may only beani­
mated once per day, so it is
possible to exhaust the
cairn's supply of bodies.
Any bodies added from
among the cairn's victims
may not be animated until
the next time the cairn is
active.



CALINOSAUR
•

Calinosaurs
are relics of
Tharkold's
past, huge,
lumbering en·

gines of destruction that
ruled. the cosm before· ei·
therdemon or Raceexisted.
Long thought to be extinct,
they made a reappearance
in Tharkold about a thou·
sand years after the war
began - some believe they
were always present, just
waiting to be revived; ath·
ers say that these catino­
saursaresimplyrecreations
of the originals.

Genuine or articifically
created, the calinosaur is a
formidable opponent.
Roughly 12 meters high, the
creature's fangs and teeth
are almost superfluous
when compared to the dev-

•• 12
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astation it causes simply by
crushing foes underfoot. It
walks upright, with its two
forelegs being smaller than
its hind legs and used for
tearing at prey. Rather than
a single center of thought,
the calinosaur has over a
dozen walnut-sized brains
scattered all over its body.

Calinosaurs are meat­
eaters and uniquely
adapted to living in the
Dead Lands. This is prima­
rily evidenced. by their im­
munity to radiation, which
enables them to take refuge
in areas where not even the
bravesthunters would dare
attempt to track them.

The meat of the calino­
saur is considered a deli­
cacy by the Tharkoldu, but
with the invasion of Earth,
Jezrael has found a better

. -
use for the creatures. The
massive beasts make excel­
lent diversions - while the
US Army, Air Force and
Marines are busily assault­
ing a specimen, a team of
techno-demons can accom­
plish any number of mis­
sions in the area without
being noticed. It has come
to be a maxim in the realm
that the appearance of a
calinosaur means some­
thing far worse may be go­
ing on elsewhere.

Needless to say. calino­
saurs do not take well to
discipline and are not un­
der the control of the
Tharkoldu. But certain
scents - particularly that
of desni - can be used to
lure the monster to a par­
HCldar area.
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Cosm

Calinosaur
Reality: Tharkold
DEXTERITY 10
Unanned combat 14
STRENGTH 24
Lifting 25
TOUGHNESS 27
PERCEPTION 8
Tracking 9, trick (15)
MIND 6
Test (25), willpower
(30)
CHARISMA 5
Chann (40), persuasion
(35), taunt (10)
SPIRIT 5
intimidation 25
Possibility Potential:
none
Natural Tools: claws,

damage value STR+2/26;
teeth, damage value
STR+3/27; hide, armor
value TOU+l/28

Domain

Calinosaurscanbe found
in the Tharkoldu Dead
Lands and in the general
vicinityofCosmicland in the
realm. It is believed that
there are relatively few on
Earth, although even one
can cause tremendous
amounts of destruction.
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Domain

Chip-killers may be
found anywhere within the
Los Angeles area. There
have been rumors of whole

emergefrom, rathertheycut
right through the skin of
the forearm. Chip-killers
consistently use all-{)ul at­
tacks.

Chip-killers are not Pf<>'
duced on a regular basis. If
they were, the large nurn­
berofdisappearancesmight
benoted and thel1larkoldu
schemeuncovered.lnstead,
Sterret orders their creation
only when he needsamuse­
ment and has determined
that the last case has been
largely forgotten.

tice their brief disappear­
ance. They are kidnapped
and taken to a bOOy shop,
where their implants are
installed. Miracles and
nanotech medical care are
used to heal the incisions
and patients' memories of
the incident are wiped out.
The SlaveChip is a special
model that does not take
effect right away, but iscon·
nected to a timer that goes
0(( anywhere from one to
twenty hours after installa·
tion. Once it is activated, all
ofthecyberware in thechip­
killer goes Jive and she he­
gins to attack the nearest
person.

To prevent early detec­
tion, noaccess portsare pf<>'
vided for the slashers to

+.

I~I ;~uu:n~~~~:your grocer.
the old woman
down the

street - anyone of them
could be a chip-killer. A
nasty piece of terror
dreamed up by Sterret of

~ the Blades. a chip-killer is a
human fitted with eyber­
ware and SlaveChips and
sent home to wreak havoc.
(Initial experiments failed,
as theamountofequipment
installed sent the victims
into cyherpsychosis. A re­
duction in the number of
implants seems to have al­
leviated that problem.>

Chip-killer candidates
are those with no family to
speak of, so no one will no-

"
..., ......
.... ....,. ."
......, ... ......
..' ..... ."

...... ............ '"

. ,,,..'

CHIP-KILLER
~ - ,
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DOMAIN

()

LOS ANGELES

Tharkold Realm

Tharkold

Cosm

Chip-Killer
Reality: Tharkold
DEXTERITY 8
Dodge 9 (11), melee
weapons 9 (11), un­
armed combat 9 (11)
STRENGTH 8
TOUGHNESS 8
PERCEYTION 8
Find 9
MINOS
Test 10
CHARISMA 8
SPIRIT 8
Intimidation 10 (20)
Additional Skills: three
at +1 adds
Possibility Potential:
some (90)
Equipment: Cyberware:

Nanocord, shock suppres­
sion booster, level 4 Ex­
Wires, ExChips +2 (dodge
and unannedcombat), Slave­
Chip, monofilament slash­
ers, damage value STR+5/
13. Cyber value: 8

Note: Activated chip­
killers cannot be channed,
persunded,or tall nted, and are
very difficult to intimidate.

families or groups being
tumed into chip-killers in
the immediate area of the
!chi Entertainment build­
ing, but these rumors have
not been confirmed.

SIZE REFERENCE

Discovered by
James French
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CYBERPLANT

I~I Cybe'planls-- are tall (.4 to.5
meters) sun­
flower-like
flora with

built-in cybernetics. How
and when this equipment
was introduced intotheevo­
lution of these plants is un­
known. but itsdevelopment
is now part of their natural
growth process.

Cyberplants have a rela­
tively slow reproductive
cycle, releasing only six
seeds per year. Due to the
plants' high metallic con­
tent, they can take up to 15
months to reach full height,
as they must draw addi­
tionalminerals from thesoil.
lncontroUed.cin:umstances,
minerals can be added to

•• 16

the ground in such quanti­
ties as to shorten thegrowth
cycle to one month.

The type of cybernetics
present varies with each
plant. As they are encoded
in the plant's DNA, domi­
naotand recessivepartscan
be found indifferent plants.
and controlled pollination
can be used to breed supe­
rior specimens. The cyber
value rarely exceeds 10.

Cyberplants are highly
sensitive to heat and can
home in on any source
within 24 meters (use find
value). They can use any
built-in weapons to their
advantage, but are inca­
pable of sophisticated tac­
tics due to their limited in­
telligence.

Rare specimens have
beendiscovered withcyber­
netic eyes or neural jacks
aUowing interface with the
Grid. No more than four
eyberplantscan be found in
a 100 meter area, due to the
depletion of minerals from
the soil. Entire fields can be
grown, provided sufficient
minerals are provided.

Tharkoldu tend to plant
these on the outskirtsofstra­
tegic areas to act as guards
against Race incursions.

Domain

Cyberplants are known
to grow only in the cosm
and realm of Tharkold.
There are no known migra­
tions of the plants to other



realms, although there are
rumors that a few may have
been transplanted into the
Akashan realm. Research is
also being done into a new
species for use against
Nippon Tech.

Standard Cyberplant
Re~1ity: Tharkold
DEXTERITY 2
Dodge 5, energy
weapons 12, fire
combat 12
STRENGTH 2
TOUGHNESS 8 (U)
PERCEPTION 6
F"md (heat source) 15
MIND.
Tes' (30)
CHARISMA.
Charm (25), persuasion
(25), taunt (25)
SPIRIT 6
Intimidation (20)
Addition~l Skills: three
at+l adds
Possibility Potenti~l:

some (12)
Equipment: Cyberware:

interdermal plating, annor
value TOU+4/12, automed
booster system, reflex
booster, two gun mounts.
Cyber value: 8. 11/Alph au·
tomatic, damage value 16,
ammo 21, range 3-10/20/30

DOMAIN

Tharkold

Cosm

lOS ANGElES

Tharkold Realm

,
•

()~.
!. ~...

•

SIZE REFERENCE

lJisaJu<mIl>y
Stun She,."u,"
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CYBERPOSSESSOR

IWiI ~:s?rbe~Spirit of un-
known origin
that roams

Tharkold and Earth freely.
It appears as a man-sized
(two meters tall) humanoid
mist, moving at human
walking speed. It has the
curious property of being
able to condense itself in a
single round and enter any
mechanical object, effec­
tively taking it over.

This "possessionH is a re­
sult of conjuration magic.
Topossessanyordinary me­
chanical item - a gun. a
car, a computer - it must
generate a successful conju­
ration magic total of 13. U it
doesso, it has completecon­
trol of the item, causing
guns to fire, caTS to roll over
anyone in their path, etc. A
subtle cyberpossessor can
make all attacks look like
accidents; this makes it hard
to tell just how common

K. W.oDor these things are.

•• 18

When the mechanical
item to be possessied is
somecharacter's pieceofcy.
berware, thecy~
SOT must generate a will·
power total of 11. The owner
of the cyberware will not
feel anything, and if he is
not looking at the equiP""
ment at the time of posses­
sion, he will have no idea
anything has happened
until the cyberware begins
acting up.

When the cybe~
sor tries to make a
character's cyberware 0P""
erate against his will, the
character will have one
round of advance warning
before an action can be
taken. A Mind or willpowtT
total of 13 will aUow the
character to expel the spirit.
If the roll is failed, thecyber­
possessor has control of the
eyberware for that round.

If the cyberpossessor is
expelled, a Spirit total of 14
is required to repossess a
piece of that character's



•

DOMAIN

SIZE REFERENCE

Tharkold Realm

Tharkold

Cosm

Discovered by
Greg Detwiler
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eyberware.
Once the eyberpossessor

has infiltrated an item of
cyberware, it can move to
any other piece of cyber­
ware connected via
NeuraCal or Nanocord. If
the eyberware is not con­
nected, the spirit must leave
one item and attempt to
possess the other.

Cyberpossessorsarecon­
sidered tobeentitiesand are
vulnerable to ward enemy
miracles.

Domain

Cyberpossessors can be
found anywhere within the
cosm and realm. Their ex­
act numbers are unknown,
as they can possess any me.­
chanical item from a pistol
to a supertanker.

Cyberpossessor
Reality: Tharkold
DEXTERITY 10
Dodge 12, energy
weapons 12, fire combat
12, heavy weapons 12,
melee weapons 12,
unarmed combat 12
STRENGTH 10
Lifting 13
TOUGHNESS 9
PERCEPTION 11
Trick 13
MIND 10
Conjuration magic 12,
willpower 11
CHARISMA 7
Charm (20), persuasion
(21), taunt (21)
SPIRIT 8
Intimidation 11 (13)
Possibility Potential:
none
Natural Tools: eyberpos­

session (function of conjura­
tion magic)



CYBORTH
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I~I The cybocths- - are the result
of a horrible
experiment
conducted by

the Tharkoldu on the Race.
A small number of Race in­
fants are taken from their
mothers in the slave pens
and handed over to occul­
technicians, who slowly
begin introducing them to
cyberware. They are raised
among machines and
trained to despise them­
selves for being of the flesh.

When the test subjects
reach adulthood, they are
given far more cyberware
than the normal human
mind could handle. But be­
cause these people are
trained to think of them­
selves as machines and to
hate humanity, they have
developed an immunity to
cyberpsychosis.

The Tharkoldu use the
eyborths as hunters, send­
ing them after their Race
brethren. Race members
know full well that there
can be no room in their
hearts for pity for these vic­
tims of the Tharkoldu, for
they are as deadly as the
techno-demons and just as
committed to slaying hu­
mans.

In at least one case, Race
scientists were able to suc·
cessfully "deprogram" a
cyborth. Unfortunately,

eyberpsychosis set inalmost
immediately upon his be­
ing cured and he went on a
murderous rampage. Ef­
forts to reclaim the cyborth
havesince beenabandoned.

Domain

Cyborths can be found
in all parts of the Tharkold
cosm, except the radioac­
tive Dead Lands. They also
hunt on Earth, but they sel·
dom leave the realm, save
for occasional journeys to
CyberFrance or the Aka­
shan realm.

Cyborth
Reality: Tharkold
DEXTERITY 13
Dodge 13. energy
weapons 16, fire
combat 13, maneuver
13, melee weapons 13,
unarmed combat 15
STRENGTH 13/22
TOUGHNESS 12/30
PERCEPTION 10
Cyberdeck operations
12, evidence analysis
12, find 12, tracking 11,
trick (18)
MIND 9
Streetwise 13, survival
12, test (25)
CHARISMA 5
Charm (25), persuasion
(25), taunt (25)
SPIRIT 8
Intimidation 13 (25)
Additional Skills: two
at +1 adds.
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Tharkold Realm

Possibility Potential:
some (35)
Equipment: Cyberware:

Nanorord,nervejack.Cyber­
cam. Dangerscan. EMvue,
Farsight, Heathunter, Hide­
hunter, Killseeker, TextLED,
Bugsweeper,CodeM,Cyber­
corder, Radiohear, Sonar,
Soundtrap,Truthear, Pasion
Snooper,Oxyplugs, Purifier,
balance-wires, Biastat, Nan­
odoc, Radiot:a1kel", Skinscan,
Voice Mimic, interdennal
plating,annorvalueTOU+6,
exordermal plating, armor
value TOU+5, Bodymax, ar­
mor value TOU+5, Cyber­
arms, STR+9, Cyberlegs,
STR+9, adrenal booster; Pe-9
Ion Gun in right arm, dam­
agevalue24,ammo24,range
:>-SO/ 1SO/300; Res-14lasedn
left arm, damage value 26,
ammo 25, rnnge :>-SO/IOO/
200; slashers, damage value
STR+4/26; one slot chip­
holder; SlaveChip_ Cyber
value: 83. Chad 8 power ar­
mor, armor value TOU+8/
30

Note: Immune to eyber-
psychosis

Dis<ov<fflf by
Mark Sweat

DOMAIN

Tharkold

Cosm
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CYGON

I~QICygo~are~- - last survivors
of a race of en­
chanted drag·
ons who thriv-

ed in Tharkold prior to the
Spasm. As they saw their
magicalabilities fading. these
creatures accepted the offer
of a Great Alpha techno--de-­
mon to be fitted with Life-­
Cyber and other implants.
What the demon did not tell
them waslhat theeyberware
would includeSlaveChips, a
fact they did not learn until it
was too late.

But the cygons were not
soeasilycontrolled. A small
number escaped, returning
only to destroy the Slave­
Chip controls and free their
brethren. They have since

fled into the cosm, laking
no side in the Race-Thar­
koldu war, instead starting
prides by dominating hu­
mans and demons alike.
(Cygons do not attempt to
dominate each other.)

Cygons are serpentine
beasts with four clawed
appendages and huge
wings. They range in size
from 15 to 25 meters in
length and have thick,
brownscales.They have lost
their natural breath wea­
pon, but have a Thav-7/Nu
plasma gun mounted inside
the roof of their mouth that
is retracted when not in use.
Most havealso lost all magi·
cal skills and typically have
magic enablers installed. All

have had their SlaveChips
removed.

Cygons suffera +3 tothe
difficulty of resisting cy·
berpsychosis. They use the
"Demon" column of the
Syndrome Table on page
109 of the Tharkold source­
book.

Domain

In addition to their prer
ence in the cosm, three
cygan prides currently op­
erate in the realm. Each con­
sists of Tharkoldu, Race
slavespeciatists,gangslaves
and asinglecygon whoacts
as leader. Strongholds are
built by the cygons using
the stone tunnel spell.

....·..'"'=n'='""""--------------------m



Cygon
DEXTERITY 11
Dodge 13, energy
weapons 15, flight 17,
unanned combat 14
STRENGTH 22
Lifting 24
TOUGHNESS 20 (30)
PERCEPTION 12
Cyberdeck operations
14, find 13, language 13,
trick 15
MIND 17
Science (computers) 19,
survival 18, test 20
CHARISMA 11
Persuasion 14, taunt 15
SPIRIT 20
Intimidation 22, reality
(Tharkold) 24
Possibility Potential:
all
Arcane Knowledges:

Mrth 2, darkness 4, entity 4,
metal 2

Spells: stone tunnel
SpellChips: Black Bart's

deadly darts, buffet,pap,slave
send

Natural Tools: claws,
damage value STR+3/25;
scales,armorvaJueTOU+10I
30; wings, speed value 14

Equipment: Cyberware:
Nanocord; Heathunter (find
+3 in poor light, tracking+3);
Modspotter (find value of 20
to spot cyberware); gun
mount, with Thav-7/Nu
plasma gun, damage value
35, ammo 10, range 10-200/
500/1.5k; Radiohear;
Truthear; nervejacks (2);
apportatwn magic enabler (+1
add/skill value 18); Life­
Cyber. Cyber value: 23;
cyberoeck

Response/Processorl
Storage: 5/6/12

Prog.-ams Any

Discovered by
Paul Balsamo

DOMAIN
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DEATHMASK

[ij
Dea.hmasks

:.-- are sentient
occultech de­
vices whose
innocent exte­

rior hides a horrifying pur­
pose. Los Angeles hospitals
are filled with victimsofthe
masks who mistook them
for playthings.

When first seen, a
deathmask looks like a fea­
tureless while shell. Assoon
as it is touched by someone,
it uses monay mimit: to take
on the appearance of that
person's face. The soft clay
from which it is made is
pliable and can be molded
into other shapes. Death­
masks bestow +3 to the
users disguise skill, as well
as +3 to the bonus of any

•• 24

Charisma or Charisma*re­
lated skill check made while
wearing the mask.

As long as the mask re­
sembles his own face, the
wearer may put it on and
take it off at will. But if he
moldsitintosomeoneelse's
face and puts it on, it gener­
ates an occultech total ver­
sus his Toughness. If any re­
sult points are achieved. no
damage is done, but the
mask has bonded itseU to
his face. A Strmgth total of
22 is required to remove it,
with damage being done to
the wearer's face.

While it is bonded in this
manner, it punishes se­
verelythefailuretoperform
Clulrisma OT Charisma-re­
lated actions. If a wearer

fails at such a skill check.
award the mask two points.
When its points exceed the
wearers Charisma value, it
has merged so with the face
beneath it that there is no
way to remove it without
tearing the flesh off. Again,
a Strength total of 22 is re­
qUired, but add +5 to the
damage done to the wearer
ifhedoes succeed in remov­
ing the mask. A "success­
ful" victim will often have
nothing but boneand some
cartilage left where once he
had a face.

Domain

Deathmasks are found
primarily in the Tharkold
realm, in an area ranging as
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Tharkold Realm

lAscuc>md by
Ed Stark

far south as Compton and
Bellflower and as far north
as Hollywood. They are
particular favoritesofactors
and actresses, who learn the
tragic truth of them too late.

Deathmask
Reality: Tharkold
DEXTERITY 0
STRENGTH 0
TOUGHNESS 25
PERCEPTION 9
Alteration magic 16,
evidence analysis 11,
find 12, trick (30)
MIND6
Occultech 21,'es. (30)
CHARISMA 10
Charm (35), persuasion
(35), taunt (36)
SPIRIT 7
lntimidation (35)
Additional Skills: two
at +1 adds
Possibility Potential:
some (72)
Arcane Knowledges:en·

tity3
Spells: monkey mimic
Note: Wearer receives+3

tohisdisgu~skill (ifhedoes
not have the skill, he may
still roU as if skilled). He
also receives +3 to the b0­
nus when attemptinga Cha­
risma or Charisma-based
skill.

Mask bonds to face
through occultech process
automatically upon use.
Mask's power increaseseach
time wearer fails at a Cha­
risma or related skillcheck­
when mask's powerexceeds
that of wearer's ChariSnul
value, mask has erased
wearer's face.



DEMONGHUL

Demon ghuls
are techno-de­
mons brought
back to unJife
by Relictin-V.

Although Tharkoldu much
prefer bringing "monkeys"
back to use as warriors, cir­
cumstancesoftendictatethe
use of Tharkoldu corpses.

Demon ghuls are physi­
cally more powerful than
their living counterparts,
but lack their native cun­
ningand brainpower. They
are, however, still capable
of using aII their cyberware.
and occasionally more is
added tocreatedemonghul
dread naughts. These crea­
turessuffer the same raven­
ous hunger as do human
ghuls.

•• 26

The primary problem
with creating demon ghuls
is finding enough relatively
intact corpses with which
to work. Techno-demons'
cannibalistic tendencies and
the violence of the world in
which they live means that
limbless corpses are com­
mon, which are largely use­
less for purposes of
revivfication.

Demon ghuls are fre~

gently used as shock troops
wl"!en the more valuable
N.E.G.s are not available.
As with all ghuls, demon
ghuJscan exist without con­
tradiction in any realm,
which explains why they
are so often sent to areas
like Sacramento to raid
Nippon facilities .

Domain

Demon ghuJs are found,
in the realm, primarily in
the Compton and Bell­
flower areas. They can of­
ten be found in areas where
cairns are common.

They have been known
to appear throughout the
cosmo

Demon Ghul
Reality: Tharkold
DEXTERITY 12
Dodge 14, energy
weapons 16, fire
combat 14, flight 15
(8), melee weapons 13
05), missile weapons
13, stealth 15, unarmed
combat 16 (9)
STRENGTH1?



Tharkold Realm

TOUGHNESS 18 (23)
PERCEPTION 1
Find (living beings) 12,
tracking (living beings)
12, trick 12 (25)
MINDl
Test 15 (25)
CHARISMA 2
Taunt (25)
SPIRIT 5
Intimidation 20 (26)
Possibility Potential:
none
Natural Tools: teeth,

damage value SfR+2/19;
talons, non-cybered limb,
damage value STR+3/20;
wing strike, unarmed combat
to hit, damage value
STR+7/24; wings, speed
value 10

Equipme.nt: Cyberware:
anocord, windsniffer(Pu­

uption or find+3 using
smell), balance-wires (+3 to
skills using agility, noted in
parentheses above), inter­
dermal plate, armOT value
TOU+S/23, talon, damage
value STR+5/22, cyber­
wings (+3 to push for flight,
lifting while flying (eyber
value 3). LifeCyber, 3-slot
chipholder. Cybervalue: 16

Note: Demon ghuts are
immune to chann and per­
suasion. They have lost any
magical knowledge they
may have had while alive.

Tharkold

Cosm

DOMAIN

•
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Discw<nd by
Sean Sherman
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DESNI
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Desni are
small, rodent­
like creatures,
measuring
from .5 to .75

meters in length and about
.10 meters in height. Its most
striking feature is its huge,
intelligent eyes, which bear
more than a hint of intelli­
gence. Desni are fast and ag­
ile.

They first appeared in the
cosmroughlythreeyearsago
and are believed to have
come from someplace Kra­
nod conquered.

The desni have an innate
ability to detect the strong,
violent emotions of the
Tharkoldu, giving them a
+7 bonus to find attempts
involving the techno-de-

mons. Desni are also ca­
pable of linking minds with
humans, provided they
make a successful Mind roll
of 15 (the human partner
can coordinate on a diffi­
culty of 10). Once the link
has been achieved, the hu­
man can make use of the
desni's senses as a simple
action, within a rangeofl00
meters from the creature.
The human suffers a +3 to
the difficulty of all other
actions while doing this.

Desni liveoosmall insects
and live in bunows. They
mate for life and communi­
cate witheach other through
chirps and whistles. Once
they have linked with a hu­
man, they will stay with her
for life. They will not accom-

D. I'lunlo<dt

pany a human with whom
they cannot link.

The Tharkoldu hate
desni with a passion, and
the feeling seems to be mu­
tual. Techno-demons will
attack these creatures on
sight. They have even at­
tempted to start a rumor
that the desni are trying to
steal the minds of the Race,
but with little success.

Domain

Thereareonlya very few
of these creatures, perhaps
a few thousand at most.
They can be found any­
where one finds Race in the
cosm, and they have begun
to travel with Race to the
realm.
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Desni
Reality: Tharkold
DEXTERITY 9
Dodge 14, stealth 17,
unarmed combat 11
STRENGTH'
TOUGHNESS 5
PERCEPTION 9
Find 11, tracking 12,
trick 13
MIND 7
Test (10), willpower
(10)
CHARISMA 9
Charm (1), persuasion
(13), taunt (20)
SPIRIT 7
Intimidation (3)
Additional Skills: one
at +1 adds
Possibility Potential:
some OS)
Natural Tools: claws,

damage value STR+3/7;
teeth,damagevalueSTR+4/
8; empathy; link senses

Note: Needle birds can·
not be charmed, persuaded or
taunted.

Discovered by
James French
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fraction of the water it con­
sumes, converting the rest
into inert gases. A high level
of these gases in water stor­
age areas is a sure sign of a
desiccator; presently,mo6tof
Aurioch and Mitzyan's wa·
ter facilities have sensors to
detect them.

Most conventional
weaponry has proven to be
useless against desiccators.
Melee and projectile weap­
ons pass through it and the
energy from explosionsand
lasers, etc. is partiaUy dif­
fused across the creature's
surface, causing only hall
damage. Flre and frost do
full damage, but its true
weakness is electricity,
which inflicts twice the nof-'
mal damage. Thosetrapped

"..

/,
/
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spot. A find total of 18 is
needed toseeit when in mid­
air.

When threatened, thedes-­
iccator launches itself at its
foe. A successful unanned
combat attack allows it to en·
ve10p its target and begin
draining his bodily fluids
(only targets who have no
flesh exposed are safe from
this attack). 1be victim suf­
fers damage value 18 per
round from this process un­
til he is dead or escapes. A
Strength total0/16 is required
to free oneself from the
desiccator's embrace.

A desiccator can drain
waterat a rateofone liter per
round, yet itsappetiteisnever
sated. Race scientists believe
the desiccators uses only a

.'

•

Desiccators
were geneti·
cally engi·
neered by the
Tharkoldu to

destroy the Race's precious
supply of clean water. The
desiccator is a three-meter
wide. one-millimeter thick
transparent disc. sporting
blue-green silicon-etched
veins. The discs float upon
the water's surface and can
also use the expulsion of hot
air through dorsal vents to
float as high as eight meters
above the ground. It can Oy
BS far as 24 meters before
being forced to return to the
ground and launch again.
While on water, the desicca­
tor is practically invisible.
requiring a find total of 25 to

l.ra-

/

•

DESICCATOR
~.,

•• 30



..

o

"*'r:-:".....r',:.N-j'''''. ~'--'->-----....

DOMAIN

SIZE REFERENCE

Tharkold Realm

Tharkold

CosmThe desiccators can be
found throughout the Free
Nations of Tharkold. The
Tharkoldusaw no reason to
bring any desiccators with
them to the realm, but some
came to LA. regardless, per­
haps because of the plenti­
ful water supplies there.

Desiccator
Re~ity:Tharkold
DEXTERJTY9
Aighlll, stealth 18,
swimming 14, unarmed
rombatl2
STRENGTHlS
TOUGHNESS 15
PERCEPTION 1
Fmd 14, trick 12
MINDS
Test (5)
CHARISMAS
Chann (40), persuasion
(35), taunt (0)
SPIRIT 4
Intimidation 13
Additional Skills: one at
+ladds
Possibility Potential:
some (85)
NaturalTools:desiccation

grip, damage value 18 per
round; special protection
against attacks (see above);
flight, speed value 8

Domain

within a desiccator also take
damage from attacks made
against the creatures.

Recently, attacks on hu­
mans bydesiccators have in­
creased. It is believed some
may have developed a taste
1m- the Race. Troops patro~

Iingin areas witha greatdeaJ
ofopenwaternonnallyamy
electrical weapons with
them. orelse make a point of
being accompanied by
magic-users withknowledge
of fire, lightningor icespells.
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D;m'Azzin
-- arehumanoid

enti~ies, as·
sassms used
by the Thar·

koldu throughoullhecosm.
The Dim'Azzin (a COrfU?""

tion of"Dimensional Assas-­
sin") vary in height from
1.6 to two meters and their
tough hide is paJe blue and
stretched taut across their
facial bone structure. Only
the chosen pain weapon at·
tachments distinguish one
Dim'Azzin from another.
Employed as assassins by
Kranod, the Dim'Azzin did
not truly come into their
own until the occultechs of
Fanexith discovered a way
of improving their perfor­
mance. The occultechs de­
signed a SpeUChip which
contained an extradimen­
sianal gate spell that could
beprogrammed for various

destinations. Such a chip
wassurgically implanted in
each assassin, allowing
interdimensional travel.
The catch to this was that
the chip provided. a one­
way trip unless thecontract
was fulfilled.

Along with being linked
to the chip, the Dim'Azzin
was also linked to an im­
planted gauntlet which
could be fitted with a
myriad of detachable pain
weapons. Prior to depar­
ture, the physical specifica­
tions of the assassin's target
are programmed into the
gauntlet. Once the assassin
killed his target, the gaunt­
let's external scanners
would analyze the victim to
ensure it matched the data
programmed. Once satis­
fied, the speUChip would
return the Dim'Azzin to its
point of departure.

Domain

Originally found in the
Dead Lands of Tharkold,
the Dim'Azzin are now bred
and trained in the Bellflower
section of Los Angeles.
There are no confirmed
sightings outside the realm
as yet. Thus far, they have
been used solely to "disci­
plineH feuding Tharkoldu
Demon Lords.

Oim'Azzin
Rulity: Tharkold
DEXTERITY 16
Dodge 17 (20), melee
weapons 18 (21), stealth
17
STRENGTH 16
TOUGHNESS 12
PERCEPTION 13
Alteration magic 15,
divination magic 14,
find 14, tracking 14
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MIND 9
Apportation magic 11,
conjuration magic 11
CHARJSMA7
Charm (25), persuasion
(25), taunt (15)
SPIRIT 9
Faith (Cult of the
Dominant) 10, intimida­
tion 16, pain weapons
11
Additional Skills: three
at +1 adds
Possibility Potential:
some (15)
Arcane Knowledges:folk

3, entity 3, inanimate forC£s 2,
livingforC£s 2, true knawledge3

Natural Tools: teeth,
damagevalueSTR+2/18;ta1­
ons, damage value SfR+3/
19

Natural Tools: fangs,
damage value STR+2/18

Equipment: Typical
cyberware: Nanocord;
Heathunter (find+3 in the
dark); balance wires (+3 to
skills using agility, noted in
parentheses above); inter­
dermal plate, armor value
TOU+4/20;adrenalbooster
(DEX and STR+3); slashers,
damage value STR+4/20;
Hidehunter (find+3); Dim'­
Azzingauntlet (see below).
Cyber value: 15

Note: The Dim'Azzin
gauntlet isa productof Fan­
exith occultech. The gaunt­
let must be installed by
someoneskilled inoccultech
(difficulty number 8, heavy
wound, eyber rating +3).

The gauntlet can be fit­
ted with various pain
weapon attachments, from
tridents to taloned whips,
which provide physical
damage as well as spiritual
damage to targets (physical
damage value STR+2 to +4.
spiritual damage +2 to +4,
depending on sizeofattach­
ment.

Discovered by
Scott Mitchell
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The eye-dril­
:-- ler is a bio­

borg, a crea·
ture grown in
a tank from

Race cell samples. They are
genetically engineered to
have heightened strength,
speed and limited shape­
shifting abilities.

When not in attack
mode, an eye-driUer looks
like Race. It attempts to in­
filtrate combat units in the
field, where its lack of s0­

cial skills is less likely to be
noticed. It will then isolate
a single target and attack,
its left hand enlarging by a
factor of three and its fin­
gers becoming flat and
spatula-like. It uses this
hand to hold its victim's

..

head steady, while two fin­
gers of its right hand merge
to become a .25 meter long
bio-organic needle. This is
inserted intothevictim'seye
socket and into the brain.

The eye-driller injects
three different substances
into its target. The first is a
drug that induces short­
term amnesia. The second
heals any damage made by
the needle insertion. The
third is a liquid nanotech
mix which manufactures a
functioning Slave Chip in
thevictirn'sbrain. When the
chip is completed (in
roughly one week), the
mind-controlled victim is
ordered to kill any humans
he sees. The chip self-de­
structs upon his death.

Domain

Eye-dnllers operate pn·
manly on the battlefieldsof
Tharkold. However, de·
mons have released a few
in Los Angeles, and they
frequent high<ombatareas.
They are evidently unable
to tell the difference be­
tween Race and Core Earth
humans.

Eye-Driller
Re.J.lity: Tharkold
DEXTERITY 14
Dodge 17, fire combat
15, melee weapons 15,
stealth 16, unarmed
combat 19
STRENGTHl'
Lilting 20
TOUGHNESS 20 (25)
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PERCEYTlON 10
Disguise 16, find 14,
first aid 12, land
vehicles 12, language
14. tracking 14. trick 15
MIND 8
Test 15, willpower 18
CHARISMA 7
Persuasion 10, taunt
(14)
SPIRIT 8
Faith (Cult of the
Dominant) II, intimida·
lion 12 (16)
Additional Skills: two
at +1 adds
Possibility Potential:
some (40)
Natural Took bioarmor.

valueTOU+S/25; needle fin­
gers, damage value SfR+S/
22

Equipment Varies. The
eye-driller will have weap-­
onsand armorsuitabletothe
field unit it is infiltrating.This
can include Race weapons
and armor, LAPD gear, etc.

Descriptio", Theey<><lril­
ler needs to score a wound or
better on an unJlnned combat
attack to seize his victim. A
Slmtgth total0118 is required
to free oneself from its grip_
In the next round, the eye­
drillerwillattempta vitsdblow
with its needle (a second use
of Ul'Illnned o:mrmt). U this is
successful, the drugs are au·
tomaticaUy injected.

Theamnesiaencompasses
only fifteen minutes, ten pre-­
ceding the attack and five
immediately thereafter. One
weekaftertheattack. the vic­
timmustgenerateawillpower
or Mind total of 20 in an
attempt to destroy the clUp.
U he fails. he has received a
mgt result on the Tharkold
Syndrome chart. He can use
firearms in this case.

A maficine total of 20 is
required loswgkally remove
the chip.

Dis<:overed by
SttveCrow
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FACE THIEF
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I~I ~::~h:~~:~:of genetic ex-
perimenta­
tion by Thar­

koldu techno-demons. Like
Janissaries, they hold posi·
tions of authority in the
cosm's hierarchy, acting as
personal assassins to De­
mon Lords and Princes.

Face thieves are former
Race slaves who were tor­
tured, brainwashed and
surgically altered by their
captors. Their primary mis­
sion is to infiltrate Race
strongholds by killing a
warrior and stealing his fea­
tures. It can then get close
and slay its assigned target.

A face thief is a bizarre
sight. Its true "face" has
been separated from the
back half of its skull, then
strung on to a frame. Its
body is humanoid in ap­
pearance, and most wear
black leather lined with

5.RooetN. rings and chains. Face

thieves commonly carry
monofilament and plasma
daggers. Theglasseylinders
on their belts hold human
faces they have collected for
future use.

Between missions, face
thieves live a life of relative
luxury. As they are not so-.
cial creatures, a Demon
Lord rarely has more than
one or two "on staff." In·
variably, the twisted assas·
sins keep the faces of past
victims tacked on their walls
as trophies.

An attempt by face
thieves to slay L.A. Mayor
Terri Bender was thwarted
by Storm Knights. But a
number of other city coun·
cilpersons have not been so
fortunate.

Domain

Face thievescan be found
in any Race stronghold.
They are a(so found in de-­
mon demesne, waiting to
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Tharkotd

Cosm

Tharkotd Realm

Dis<:ov<mi by
St~Crow

serve their masters. In LA.,
they remain near places of
power, such as gang head­
quarters.Somefew have left
the realm and begun infil­
trating other countries.

Face Thief
Re.ility: Tharkold
DEXTERITY 12
Dodge 16, fire combat
14, melee weapons 18,
stealth 17, unarmed
combat 15
STRENGTH 12
TOUGHNESS U (17)
PERCEPTION 11
Air vehicles 13, find 14,
first aid 12, land
vehicles 12, language
16, tracking 14, trick 16
MINDIO
Test 15, willpower 18
CHARISMA 10
Charm 11, persuasion
14, taunt (14)
SPIRIT 10
Faith (Cult of the
Dominant> 13, intimida­
OOn14
Additional Skills: one
at +2 adds
Possibility Potential:
some (20)
Equipment: synthileath­

erarmor, va]ueTOU+S/17;
monofilamentdagger, dam­
age value STR+4/16; pla­
sma dagger, damage value
STR+5/17

Note: Face thieves have
special technomagical im­
plants that give them the
equivalentofdisguise 18and
artist (actor) 17. These skills
will only aUow them to im­
personate human/human­
oid individuals whose face
the face thief has cut offand
has in its possession.



FERROVIRUS

TIle ferrovirus
is actually the
unholy com­
bination of a
nanotech vi­

rus and the mind of a Cult
of the Dominant cleric. The
virus is usually encoded
into some form of Thar­
koldu cyberware, where it
liesdonnant until theequi~
ment is activated by a user.
Once awakened, the virus
passes into the victim
through the Nanorord or
Neuracal connections - a
medicine total of 18 (Tech 26
equipment or better) is re­
quired to detect the virus at
this stage.

The virus need not pro­
ceed to the brain, but can
act from any part of the
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body. The virus immedi­
ately invokes the medumi­
Zillion miracle. transforming
the user's body to living
metal. His eyes become
glowing lights, his ears act
as radio receivers and a

ervejack appears on his
forehead. In addition, the
victim becomes a slave of
the virus, as per the mecha­
nization rules on page 59 of
the ThQrkofd sourcebook.
Once this is done, the virus
will move to the brain and
communicate throughelec­
trical stimulation of that
organ.

The duration of the
miracle is extremely short,
only five minutes, but the
virus normally will not in­
voke it until it has the vic-

tim in the vicinity of a
SlaveChip.Once this chip is
installed (possibly by an
earlier victim), the person
remains mechanized.

The virus can be elimi­
nated on a medicine total of
21 (Ttdr 26 or better), There
is no known cure for the
miracle - it must be al·
lowed to run its course.

Many Storm Knights
have taken to bringing sci·
enlists with them whenpur­
chasing Tharkoldu eyber­
ware, to ensure that the vi­
rus is not present. Once a
ferrovirus has left a pieceof
eyberware to inhabit a host,
that item of equipment is
now cleansed of its pres-­
ence.
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Tharkold
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Tharkold Realm

Domain

Fecrovirus
DEXTERITY 5
Stealth 18
STRENGTH 4
TOUGHNESS 4
PERCEPTION 10
Evidence analysis 14,
find 16, scholar
(Tharkoldu lore) 18,
trick 15
MIND 11
Test 16, willpower 18
CHARISMA 14
Persuasion 15, taunt 15
SPIRIT 18
Faith (Cult of the
Dominant) 23, focus 25,
intimidation 19, reality
(Tharkold) 20
Possibility Potential:
all
Miracles: mechanization,
animate cables

Discovered by
Ed Stark

The fenovirus can be
found throughout the
Tharkold realm, and to a
lesser extent, the Tharkold
cosmo Despitethe largegeo­
graphic area covered, there
are relatively few feno·
virusesactually in existence,
owing to the fact that their
creation involves the mur·
der of Tharkoldu clerics.

Cyberware black mar­
kets are the best places to
find ferroviruses. Most le­
gitimate cyberphysicians
will check their equipment
over before installing it, but
cyberleggers and black
marketeers have no com­
punctions about selling in­
fected 'ware.



FLESHHlVE

I~I Flesh hives-- are the prod-
ucts of a nan­
aiech virus
called a hive

swarm, created for use
against the Race. Hive
swanns are invisible to the
naked eye, but characters
withEMVeyesorotherelec·
tromagnetic sensors can
spot them withafindorPer­
aptian total of 15. The
swarms lie dormant until a
human comes within five
meters, at which point they
make an utUlrmed combat
attack.lf a woundorbetter is
caused, they can seep into
the body and begin to at·
tack the immune system.

Over the next 24 hours,
the victim will run a high
fever and not respond to
conventional medical treat­
ment. At the end of that
time, a Tough1U5S total of 20
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will neutralize the virus­
failure means it continues
to grow.Over the next three
days, the fever subsidesand
the digestive system is al­
tered to allow it to take in
normally inedible materials
- metals, plastics, etc. The
victim will develop crav­
ings for such objects.

After this period, the vi­
rus will create an artificial
nanocord system in the
host's body (ifonedoes not
already exist). It then in·
vades the host's brain - a
Mind orwiJIpowertotal of25
can prevent the virus' as-­
suming control for a few
days, but not eliminate the
problem. While the virus is
seizing control of the mind,
the victim may experience
muscle spasms and black·
outs.

Oncefully in the swarm's
control, the host will estab-

lish a lair in some secluded
spot, stockpile food, and go
into a coma· like state,
emerging only to eat. The
swarm begins to replicate
itself, large blisters forming
on the skin containing new
swarms that will eventually
burst forth. The victims of
these swarms will gather in
the lair to protect their
"'mother," Some of these
"'children'" may mergewith
the original host, forming a
giant flesh creature, immo­
bile and inhuman. (A rna·
ture hive averages 1.5
meters in height, two meters
in diameter, and consists of
four to five hosts.)

The attributes of a flesh
hive are the average of all
the hosts it contains, with
+4 added to Strength and +6
to Toughness. It also pas-­
sesses all the skills of its vie-­
tims, at the highest level
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Hive Swarm
Reality: Tharkold
DEXTERITY 12
Dodge 14, flight 13,
unarmed combat 14
STRENGTH 0
TOUGHNESS 4
PERCEPTION 10
Find 12, tracking 12,
trick (I5)
MIND 7
Test (35)
CHARISMA 3
SPIRIT 4
Possibility Potential:
none
Note: Hive swarms can­

not be c1umned, persuaded,
taunted or intimidated. Physi­
cal attacks must make use
of area effect weapons to
harm them.

Natural Tools: infesta­
tion attack, see above.

Discovered by
John Hopler

There is currently only
one flesh hive in the realm,
hiding in an unused main­
tenance tunnel beneath
Cosmicland. A steady sup­
ply of victims hasalJowed it
to grow rapidly and it will
soon send some of its brood
out to form new hives.

Domain

possessed by them. They
have possibility potential at
some (SO).

The only known cure for
the hive swann virus is a
special hunter/killer nano­
tech concoction developed
by the Race. Victims need to
find a Race enclave willing
to part with a sample.

41
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I~I Glilch~ w",e-- a failed at-
tempt by Ster­
ret's ocelll­
technicians to

create Tharkoldu versions
of Cyberpapal SpiritChips.
The result wassentient pro­
gramscapableof physically
separating themselves from
the Grid. However, the
glitches grew malidousand
the lechno-demons quickly
lost control over them.

Gltiches appear as slate
grey humanoids, 22 centi·
meters in height, and de­
void of hair. Lights blink on
and off across their bodies
and LEDdisplays flash, giv­
ing the glitch the appear­
ance of a living display
monitor. In the Grid,

glitches may takeona num­
ber of terrifying forms.
Glitches are sexless and do
not require sustenance to
remain "alive."

Glitches are malevolent
creatures who terrorize ar­
eas of the Grid, all manners
ofelectronicequipment, and
characters with cyberware.
To enter a machine not con­
nected to the Grid, the crea­
ture must generate a materi­
alization total ofS whiletouch­
ing an input jack or the like
(see page 80 of the Cyber­
papacy sourcebook). Unfor·
tunately, they can do the
same to any person with a
neural interface, with thedif­
ficulty being equal to the
target's Spirit. Once jacked
in, the glitch can run the

victim'scybernrareorinduce
cyberpsychosis (successful
cybertech total against the
victim's Spirit).

Glitches can be expelled
if their targets generate a
successful Spirit total
against a difficulty of their
eyber value and the glitch's
cybertech adds. Once ex~

pelled, the glitch cannol at·
tempt to possess the
character's eyberware for 24
hours.

In combat outside the
Grid, glitches rely on their
magical abilities.

Domain

Glitches have migrated
to Earth in alarming num­
bers and can be found
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Tharkold

Cosm

Tharkold Realm

Glitch
Reality. ThMkold
DEXTERITY 9
Dodge 12, maneuver 13,
stealth 12, unarmed
combat 12
STRENGTH 6
TOUGHNESS 6
PERCEPTION 11
Alteration magic 19,
cyberdeck operations
14, find 14, tracking 14
MIND 12
Apportation magic 13,
computer science 18,
cybertech 18, material­
ization 15, willpower 14
CHARISMA 9
Taunt 13
SPIRIT 7
Intimidation 11
Additional Skil1s: one
at+l add
Possibility Potential:
some (30)
Arcane Knowledges: in­

animate forces 6
Spells: lightning, rocket,

telekinesis, brock neruaf con·
ductor (seeblock NeuraCaf on
page660fthe Storm Knight's
Guide to the Possibility Wars)

Net Values: net: attack
(unarmed) 18, net defense
17, net find 17, net stealth
14, net: manipulation 16, net:
track 19

Response/Processor!
Storage: 2/14/22

Programs: Onslaught 5,
Scramble 3, MindWipe 2,
Armor 5, Scan 3, Trace 2,
Grapple 2

CAscovmdby
Christopher Hudson

~

throughout Los Angeles
and Long Beach. Others are
said to have been spotted in
Quebec, Sacramento, Berlin
and parts of Japan.

Glitchescanbe found vir­
tually anywhere in the
Tharkoldcosm,beingsome­
what of an epidemic in
Aurioch and severaldemon
strongholds in what corre­
sponds to Earth's Indian
subcontinent.



GLITTER DUST
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One of the
most feared
Grid~
glitter dust ....
sembles a

doudlike mass of swirling
light partides. But itsbeauty
hides a deadly intent glit·
terdust isactuallya "smart'"
computer virus that attacks
both human and techno­
demon Gridrnnners.

Glitter dust uses its
Shroud program to mute its
glow until it can mount an
all-cut attack. Engulfing the
helpless runner, it uses a
Grapple program to hold its
victim in place, then em·
ploys its special Surge pro­
gram. This is both a means
of attack and of reproduc­
tion. Once it has inflicted a
hetlvy wound on the Grid­
runner, it surges its essence
into the victim's body and
disappears. Many an un­
wary Gridrunner has
thought the danger past at
that point,only to find them­
selves tragically mistaken.

Within 24 hours of in­
fection. the host's bodyhe­
gins to dimly sparlde. As
the infection progresses, the
intensity of the sparkling
effect increases. This illu­
mination will extend to her
VX image.

U the Gridrunner is not
cured within one week, she
is doomed (cure disease
miracleofdifficu1ty 18).The
infection will force the run­
ner to jack in. her VX image
erupting in a blaze of light
when she does so. The
screams of the VX image
echo down the datapaths,
and when the light fades,
the image hasbeen replaced
by two to four glitter dusts.
Even if the decker resists
the urge to jack in (Mind or
willpower of 17), the "light
show" will take place within
eight hours of the com·
pulsion's start. Thesoledif·
ference will be that the new
glitter dust produced will
not survive.

A decker whose VX im­
age is thus destroyed will
also have horrible wounds
appear in her flesh body.
Evenifshedoesnotdiefrom
massive blood loss and
shock, her mind will be to­
tally destroyed.

Domain

Glitterdustmaybefound
throughout the entire Grid
system, both in the cosm
and the realm. It is not
known at this time if glitter
dustshavebeen able to gain



accesstotheGodNet.Uthey
have, they would find no
problems in existing there
as well as they do in the
Grid.

Glitter Dust
Reality: Tharkold
DEXTERITY 11
Dodge 14, flight 12,
maneuver (20), stealth
16, unarmed combat 13
STRENGTH I
TOUGHNESS 9
PERCEPTION 12
find 13, ttadcing IS,
trick 13
M1NOll
Test (20), willpower 16
CHAR1SMA9
Charm (20), persuasion
(20), taunt (20)
SPIRITs
Intimidation (18)
Additional Skills: two
at +1 adds
Possibility Potential:
some (30)
Net Values: net attack

(unarmed) 18, net defense
19, net find 18, net stealth
20, net manipulation 16, net
....ck20

Response/Processor/
Storage: 5/8/13

Programs' Attack 2 (2),
Grapple 2 (3), Shroud 2 (2),
Surge 2 (3), Trace 3 (3)

DOMAIN

Tharkold

Cosm

LOSANCELES

Tharkold Realm

SIZE REFERENCE
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GRIDLOCK

•• 46

Gridlocks are
the survivors
ofa11larkoJdu
invasion of
another cosmo

They are technomancers
who escaped the total de.
struction of their universe
by projecting themselves
into the Grid. Now they live
within that net, embittered
and vengeful, striking out
at those who are in the Grid
by choice rather than neces­
sity.

Gridlocks build massive
data fortresses within the
Grid, preferring areas that
lie along unused lines.
Though they can exist both
within and outside of the
Grid, they understand that
their power is far greater
within the virtual reality
they have come to know so
well. There are few, even
among the techno-demons,
who care to challenge
Gridlocks in their element.

Gridlocks vary in ap­
pearance, although aU look
humanoid. Flowing, hood-

ed robes patterned with ru­
nic, astrological or arcane
symbolsarecommon,asare
robes imprinted with what
looks like circuitry. Grid­
locks may wear any variety
of facial features, or appear
to have no features at aU.

Gridlocks are known to
hate and distrust glitches,
who frequently harass their
fortresses or warn away
potential victims, just out
of spite. The Cridlocks feel
certain they could eliminate
the glitches if they chose to
do so, but the elusive crea·
tures rarely make them·
selves easy targets.

Domain

The Gridlocks reside in
the Tharkoldu Grid, able to
emerge into the real world
through any link between it
and the computer net.
Cridlocks spend most of
their time within the Grid,
emerging only when they
must obtain something for
their ritual magic.
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Tharkold
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Gridlock
DEXTERITY 10
Dodge 12, melee
weapons 12, unanned
combat 12
STRENGTHS
TOUGHNESSS
PERCEPTION 12
Alteration magic 17,
scholar <technomancy)
18, tracking 13
MINDt3
Apportation magic 15,
conjuration magic 16,
cyberdeck operation 14,
test 16, willpower 16
CHARISMA 6
Chann 8, persuasion 10,
taunt 12
SPIRIT 12
Intimidation 13, occuI·
tech 17, pain weapon 13,
reality (Thm-kold) 14
Possibility Potential:
all
Net Values: net attack

(unanned) 18, net defense
18, net find 13, net stealth
13, net manipulation 19, net
track 19

Response/Processor/
Storage: 5/8/13

Programs: Attack 2 (2),
Trace 3 (2)

Arcane Knowledges:
Most Gridlocks have the
arcane knowledges darkness
2, folk 2, inanimate forces 5,
magic 4, metal 2, and true
knowledge 6.

Spells: Black Bart'sdeJ1dly
darts, bullet, create fear, fa­
cade of nonmzlity, hide from
magic, invisibility, pav crush,
pop

Equipment: Cyberware:
nervejacks (6), 5-s10t Chip­
Holder (2), ChipExpander,
backlash buffer, between 13
and 21 SpeUChips and 4-6
arcane knowledge chips.
Cyber value: 20

Usually manifest with
Kap/3 Mesh+Diffrax ar­
mor, value TOU+3/11, +6/
14 against energy weapons;
pain weapon (staff or
wand).

Discovered by Laura Heilman
and Sean Holland



GRIDRAKE

IViI The Grid..ke- - is a VX entity
that lives in
the Tharkoldu
Grid. A cre-

ation ofoccultech and more
traditional magic, the
Gridrakeappearsasaglow­
ing. reddish-orange mass of
energy with a serpentine
shape. It has four thin,
blurred legs, a long tail and
a dragon head whose eyes
are multifaceted (like those
of insects). From the per­
spective of a human whose
VX form is in the Grid, it
appears to be ten meters in
length.

This monster can appear
in any part of the Grid net­
work without warning. Al­
though the 11larkoldu ere-

ated it as a high-security
program to destroy Race
deckers, it soon escaped
their control and took on a
life of its own, attacking
Race and techn<H:Iemons
with equal rapacity. The
Gridrake has two attacks: a
bite from its powerful jaws
or a burst of VX flame from
those same jaws.

TheGridrakeshavemuJ­
tiplied greatly in recent
months, and their spread
has hampered the ability of
the techno-demons to re­
spond to Race offensives in
the Grid. Despite their ear­
lier failures, the Tharkoldu
are still working on
Gridrakes. Not onlydo they
still have hopes of finally
taming their VX beast, but

they also want to transport
some of these powerful en­
tities into the GodNet, as
well as the more primitive
computers of Core Earth
and Nippon Tech. Needless
to say, modifying the
Gridrake to survive in
Nippon's computer system
has the highest priority of
any of these programs.

Domain

These horrid VX entities
are all over the Grid, both
on Tharkold and in the sys­
temon Earth. Thereareeven
reports that the Gridrakes
have spread to computer
systems on Earth which are
not connected to the Grid.

Some believe that the

___, :::------------------...,....
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rapid multiplication of the
Gridrakes may have re­
sulted from a clash between
the possibility surge caused
by the failed invasion of the
Soviet Union and the crea­
tures' magical energy.

Gridrake
DEXTERITY 13
Dodge 14, missile
weapons 18. stealth 15,
unarmed combat 18
STRENGTH 1•

. TOUGHNESS 1.
PERCEPTION 15
Find 17, trick 17
MIND 14
Test 20
CHARISMA 13
Taunt (18)
SPIRIT 13
Intimidation 17 (23),
reality (Tharkold) 14
Possibility Potential:
all
Net Values: net attack

(missile) 23, net attack (un­
armed) 23, net defense 19,
net find 22, net stealth 20,
net manipulation 20, net
track 20

ResponsefProcessorl
Storage: 2/10/10

Programs: Attack (5),
Defense 5 (5), Scan 5 (5)

DOMAIN

Tharkold

Cosm

LOSANCELES

Tharkold Realm

SIZE REFERENCE
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GRID-VID

lri11 Grid-V;d~~e:.-- latest video
game system
ragmgtluough
Los Angeles,

combining a wealth of soft­
ware with digitized graph­
ics and sound beyond any·
thing ever heard before.
Equipped with a CD drive,
two controllers and an in·
troductory game, "Dust the
Demon,"Grid-Vidhasbeen
flying out of local depart­
ment stores.

What few realize is that
Grid-Vid isa living machine
whose hardware actually
links the user's television to
the Tharkoldu Grid. Often,
the figures attempting to
avoid fire on the screen are
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actual deckers, under attack
by unwitting game players.

At higher levels, players
can link themselves up to
the machine through inno­
vative virtual reality tech·
oolO8Y that is actually a
primitive version of a neu­
ral interface. Atsome point,
the machine uses alteration
magic to drag the user's
mind into the Grid, making
him a target for other play­
ers. Meanwhile, the unit it­
self attacks and attempts to
consumehis physical body.
Jf it succeeds in doing so,
the user's mind is trapped
in the Grid until such time
as it is killed or it succeeds
at possessinganotherbOOy.

There is no rhyme or rea-

son to Grid-Vid attacks.
They seem to strike when­
ever the mood passes over
them, with no warning,
turning from innocent rna­
c.hines of amusement to
blood-hungry killers. Ef­
forts by Storm Knights to
stop the sale of these de­
vices have come to naught
- with the local economy
asshaky as it is, retailers are
loathe to give up on any
product that is bringing in
revenue. Attempts to track
sales and raid homes that
contain units have been
slightly moresuccessful, but
havealso landed more than
a few Storm Knight groups
in trouble with the law.



Domain

Grid-Vid is found only
in the realm, but is every­
where there. It has outsold
many of the Nippon-manu­
factured game systems as
well as a numbel'" of the
former- giants on the mar­
ket. Grid-Vid is believed to
be in ovel'" 10,000 homes in
the L.A. metropolitan area.

The manufacturers,
Gl'"id-Vid, Inc. cUl'"rently
have plans to market the
game in other areas of the
United States, and are look­
ing fol'" licensees in France,
Germany and Japan.

Grid-Vid
Re.ality: ThMkold
DEXTERITY 8
Melee weapons 15,
stealth 12, unarmed
combat 15
STRENGTHll
TOUGHNESS 18
PERCEPTION 9
Alteration magic 17,
find 12, trick 15
MlNDU
Test 15, willpower- 15
CHARISMA 13
Chamt 16, pel'Suasion
17, taunt 19
SPIRITU
Intimidation 18
Additional Skills: two
at +1 adds
Possibility Potential:
some (82)
Al'cane Knowledges: liv­

ing forces 3
Equipment: gmppJers,

damage value STR+2/20;
jaws,damagevalueSTR+3/
21

Tharkold

Cosm

Tharkold Realm

DOMAIN
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HACKLES
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[ij]
Hackles ace

--- combinations
of vegetable
and animal
material

which have the ability to
create fear in their victims.
They feed on blood and
commonly act in concert
with other, more formid·
able, creatures. The hackles
paralyzethevictirn with ter·
ror, making him an easy
victim for its partner. When
the larger beast has fed, the
hackles sup on what re­
mains.

Hackles are small crea·
tares, rarely more than five
centimeters in diameter, a1·
though some have been
known to grow larger.
<However, the bigger they

are, the less effective, as so
much of their success de­
pends upon secrecy.) They
resemble nothing so much
as tubers, with spinesgrow­
ing out of the tops.

Hackles have limited
mobility-they tend to live
wherever they sprang into
being. When a Jiving crea­
ture passes, they will leap
on to it, attempting to affix
themselves to the base of
the target's spine. A wound
or better is required on an
unarmed combat attack to
achieve this, but note that,
because of the nature of the
spines, no pain is felt or
damage done from this at­
tack. The victim is rarely
aware that the hackles has
adhered to him unless

someone else spots it.
Once it is safely en­

sconced, the hackles will
wait until the victim is in a
stressful situation, likecom­
bat. It will then make an
intimidation attack on the
target, repeating this every
round. A player's coil is that
the victim becomes para­
lyzed with fear and can take
no action.

The target can actively
resist the intimidation at­
tacks. A find total of 12 is
required to detect the pres­
ence of the hackles. If he
should attempt to remove
the creature, it will defend
itself by digging its spines
further into his flesh.

Oncea targetisdead, the
hackles frees itselfand waits



Tharkold Realm

in the area for another suit·
able victim.

Domain

Hackles are relatively
rare in the lbarkold cosm,
but can be found every·
where in the realm. Since
their presence so often goes
undetected, it is unknown
just how many there may
be in existence.

Hackles
Reality. Tharkold
DEXTERITY 10
Long jumping 14,
stealth 20, unarmed
combat 13
STRENGTH 6
TOUGHNESS 9
PERCEYllON 11
Find 15, trick (2.5)
MIND 6
Test (14), willpower 15
CHAR1SMA6
Charm (30), persuasion
(30), taunt (35)
SPIRIT 11
lntimidation 18
Additional Skills: two
at +1 adds
Possibility POlential:
some (65)

Natural Tools: spines,
damage value STR+5/11

Tharkold

Cosm

DOMAIN

•

SIZE REFERENCE

Magnification x 5

DisanI<red IJy
Greg Fflrshfey
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HORGaN

1ri11 Odginally-- quite docile
creatures,
hergons were
discovered in

one of the many cosms the
Tharkoldu invaded and
have been perverted by the
demons to becomesemi-in­
telligent instruments ofde­
struction. After effortlessly
slaughtering hundreds of
thecreatures, theTharkoJdu
began capturing them and
experimenting. Whether
they saw something useful
in them or were simply
amused at the prospect of
turning the inoffensivecrea­
tures into killers is un­
known.

Ahorgonisanawkward­
lookinganimaJ with a large.
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bulbous body sitting alopa
pairofthree meter long legs.
It has no head or arms, but
four eyestalks protrude
from the crown of its body.
Hargons once had large
beaks, but these were re­
moved by the techno-de­
mons to make room for a
light chaingun. Small com·
put~ implanted in their
brains allow the demons to
control them.

Hargons are used as
mobile artillery units and
support infantry in large
battles with the Race. Their
cyber-implants give them
superior ranged attack ca­
pability, but their hybrid
animal/computer brains
leave them vulnerable to
Race tricks. Horgons are

immunetocyberpsychosis,
since there is little left of
their animal psyches.

Domain

Very few horgons were
sighted during the initial
invasionof LosAngeles, but
it has since been rumored
that large numbers were
dispatched to the realm to
support a massive assault
inNippon/Uving Land ter­
ritory.

They can be found wher­
ever there is a largeconcen­
tration of Tharkoldu forces
in the cosm or realm.

Horgon
Reality: Tharkold
DEXTERITY 10



Dodge 11, heavy
weapons 13 (15),
maneuver 12, running
12
STRENGTH 11
TOUGHNESS 11 (21)
PERCEPTION s
Find 7, tracking 8 (11),
trick 6
MINDS
Test (20), wiUpower 10
CHARISMAS
Persuasion (10), taunt
(20)
SPIRIT S
Intimidation 10
Possibility Potential:
some (20)
Equipment: Cyberware:

Nanocord, Dangerscan
(find+3 when detecting am­
bushes, surprise attacks,
etc.), Farsight (reduces
ranged attack modifiers by
-1), Heathunter (find+3 in
poor light, tracking+3),
Killseeker (+2 to ranged at­
tacks), interdermal plating
+5 and exodermal plating
+5, armor value TOU+10/
21. Cyber value: 19. Zan-10
light chaingun, damage
value 27, ammo 20, range:>­
120/500/1k

Discovered by
Paul Balsnmo

Tharkold

Cosm

Tharkold Realm

DOMAIN

SIZE REFERENCE

55
.e



KETTEST
..-...

•
• •

•• 56

- . ,-,-
'-".r ......• ...::. .."
'''~.,,'

.' ..... .... \,

... , ( J ~~." ....

•

Ketteslarecy­
-- bernetically­

enhanced ser­
pents. released
by the Thar­

"oklu into Race areas in the
cosmo Roughly a meter in
length. a kettest resembles
a standard snake until one
looks closely and notices its
fangs are metallic.

The kettest's most dan­
gerous weapon is its explo­
sive venom, stored in injec­
tor sacsattached to its fangs.
If a kettest causes a wound
or better with an lmanned
combat attack, the venom is
introduced into the victim's
system. The chemical rom­
ponents of the venom are
inert at this point, and thus
cause no damage. But 24

hours alter the attack, the
venom will have worked its
way to the brain, where it
will explode, doing dam­
agevalue22.Thisshould be
considered as a vital blow.

A medicine total of 15
during the period the
venom is making its way
through the bloodstream
will enable a phsyician to
neutralize it. Healing mir­
acles can patch up the
wound made by the kettest,
but will have no effect on
the venom at this stage, as it
is not doing any damage.

Encountered alone, ket­
test do not pose too great of
a threat. However,shoulda
nestbedisturbed, the kettest
will attack en masse, using
the "Many-<m..()ne Chart."

,

Kettest prefer to nest in soft
soil or sand.

The greatest danger
posed by the kettest is that
its victims may ignore its
bite, since the venom ini­
tially causes no ill effects.
They are frequently mis­
taken for other varieties of
snake (an roide!lce analysis
total of 9 is needed to spot
the telltale fangs).

Another problem is that,
with Stonn Knights jour­
neying all over the globe,
they are often far from the
site of the attack when the
venom explodes. This
makes it virtually irnpos-­
sible for the offending crea­
ture tobe tracked down and
killed.



LOS ANGELES

DOMAIN

Tharkold Realm

Tharkold

Cosm

Kettest
Reality: Tharkold
DEXTERITY 11
Dodge 14, maneuver 13,
stealth 16, unarmed
combat 16
STRENGTH.
TOUGHNESS'
PERCEPT10N 10
Find 11, tracking 14,
trick 12
MIND 7
Test 19
CHARISMA 5
Charm (35), persuasion
(35), taunt (2)
SPIRIT 8
Intimidation 15
Additional Skills: two
at +1 adds
Possibility Potential:
some (20)
Equipment: Cyberware:

Nanocord, interdermal ar­
mor, valueTOU+5/9, fangs
and injector sacs, damage
value STR+2/6, adrenal
booster. Cyber value: 5. Ex­
plosive venom, damage
value 22

Domain

Kettest can be found
throughout most of the
l1\arkold cosm, butare only
present in the coastal sec­
tions of the realm. Particu­
larly heavy concentrations
can be found around Long
Beach and San Clemente.

Discovcred by
Greg Farshtey

~
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I~I We stealm:.-- areTharkoldu
statues ca­
pable of tak­
ing on the

lives of others, reducing
their victims to soulless
shells. AU resemble Race,
usually made of wood or
stone, although there are
rumors of some made of
"living metal."

Inanimate lifestealersare
awareoftheirsurroundings
and when exposed to a
"look"-aface, an attitude.
a style of dress - that they
find interesting. they fixate
upon this style and must
possess it. Life stealers ani­
mate and follow their in­
tended victims. (Often, Ufe
stealerssimpiy fixate on the
nearest creature and hope
to find a more interesting
"look" after animating.)

After it has followed a
victim for some time, the
life stealer will begin to
physically resemble rum.
Then it will begin stealing
the victim's memories and
thoughts. Eventually, it
takes the very soul, leaving
the victim a mindless au­
tomaton. Life stealers have
been known to kill to pro-

teet their new identities
from those who know they
are not what they appear.

Domain

Life stealers can be any­
where on Tharkold, though
the war has left many of
them buried in forgotten
tombsordi.senchanted with
the simplistic "us vs. them"
mentality so prevalent in
that cosmo The invasion of
other realms has provided
an influx of new '100ks,"
and the style-over-sub­
stance lifestyle of L.A. has
caught the attention of life
stealers all over Tharkold.
Most animate ones have
made their way to Earthand
even inanimate ones have
been found waiting in an­
tiquestoresand department
stores, waiting for the right
"look."

Life Stealer
DEXTERITY 10
Dodge 14, melee
weapons 12, unanned
combat 12
STRENGTH 14
TOUGHNESS 20
PERCEPTION 10
Alteration magic 15,
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Tharkold Realm

Tharkold

Cosm

tracking 20
MINOS
Test (20), willpower
(20)
CHAR!SMAO
Charm (25), persuasion
(25), taunt OS)
SPIRIT 0
Intimidation (25),
reality (Tharkold) 10
Possibility Potential:
all
Note: A life stealer must

make four successful IJltn­
ation magic skill checlcs to
complete its dark work.
There is no time limit over
which these checks must be
made, but all must be per·
formed while within sight
of the intended victim. The
Lifestealer must generatean
alttrQtion milgic total of 20 to
animate. He must then fol­
lowhis prey for at least three
rounds before attempting
his first theft. An alteration
milgic total of 15 allows the
life stealer to take the "look"
- his Charisma now equals
his victim's and he physi­
cally resembles him.

To steal the victim's
memories, the life stealer
makes an alteration mIlgic
check against the victim's
Mind orwillpower.Treat this
as mental combat and keep
trac.k of the mental damage
done. When the damage
reaches fOUf wounds, the
memories have been stolen
and victim and victimizer
have swapped Mind at­
tribute levels.Thevictimcan
actively resist, if he can fig·
ure out what is happening.

Tosteal the victim's soul,
the same process is used,
but the life stealer makes its
totals versus the target's
Spirit or faith. Damage done
is spiritual damage, and once
four wounds are scored, the
life stealer and his victim
swap Spirits.
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Liquefie"

-- were an early
product of
Tharkoldu
bioengineers

and have since becomedan­
gerous pests throughout the
cosm and realm. In appear·
anee, they resemble large
winged insects, roughly .33
meters in length, with six
clawed limbs and seg­
mented bodies. Upon closer
inspection, they are re­
vealed to be disgusting
meshes of flesh and metal,
with heads that arecovered
in warty protrusions and
bristly hair, and no visible
sensory organs. The head
tapers into a long, pointed
snout, whichcurlsunderthe
head when not in use.

Liquefiers hunt by sens­
ing body heat. Their pre­
ferred method for attacking
humanoids is to leap on the
back between the shoulder
blades, where the arms of
the victim have a difficult
time reaching. The round
after they hook on to the
target (successful unanned
combat check), they uncurl
their snouts and nano-ma­
chines at the base of the
snout piston it into the vic·
tim. Any level of damage
indicates a successful
"sting."

The next round, the liq­
uefier extends its monofil­
ament "tongue" into the tar­
get and begins whipping it
around, turning bones,
muscle and organs into an

•

First Prize

.,

organic soup. This shred­
ding does damage value 12
in the first round, and the
damage value increases by
+2 per round afterward.

Liquefier victims must
generate a willpower total
equal to the damage value
to be able to act - other­
wise, they can only writhe
and scream. The liquefier
will focus on onevictimand
ignore all others in the area,
meaning the victim's
friends can help get the in­
sect off. (A dead liquefier
may be removed without
harm tothevictimona medi­
cine total of 12.) Removinga
live liquefier requires a
Strength total of 10, and the
liquefier will still do shred­
ding damage that round as
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Disan><red by
Clinton Wolf

Both the lbarkoldu and
the Race ruthlessly extermi­
nate these creatures wher­
evertheyare found, but this
has not stopped liquefiers
from thriving in thecosmof
Tharkold. Many have made
it down the maelstrom
bridge and into Los Ange­
les, and now infest aban­
doned buildings in the war­
tom city.

Liquefier
Reility. Tharkold
DEXTERITY 11
Dodge 13, flight 12,
maneuver 12, stealth 12,
unarmed combat 15
STRENGTH 10
TOUGHNESS 16
PERCEPTION 9
Find 14, tracking 10
MINDS
Survival 12, test (20),
willpower 20
CHARISMAS
Charm (25), persuasion
(30), laun! (20)
SPIRIT S
Intimidation 20
Possibility Potential:
none
Natural Tools: snout,

damage value STR+8/18;
monfi1ament tongue, dam­
agevalueSTR+4/14, +2 per
round after initial insertion;
wings. speed value 11

normal.
U the liquefier succeeds

in killing its victim. it will
continue flaying until the
insides have reached a suf­
ficient stateof liquidity, then
retract its tongue and begin
to feed. Once it has gorged
itself, it will depart.

Domain
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MON-D-VIL

~
TIUscre>ture's

-- true name is

~
coming from a

cosm where the longer the
wamingcry,thelesschance
you haveof living to hear it,
the name has been short·
ened -and corrupted - to
Mon·D-Vil.

The Mon-D-Vil has no
natural habitat, it was cre­
ated by slave scientists as a
living espionage tool. The
dormant Mon-ONj( is a
two-inch monofilament
nano-horror coiled so
tightly as to be virtually in­
visible. These are intro­
duced into Race environs
by either infiltrators or air
drops. The MDV will be­
come active when its ther­
mal senses detect humans.

It will hide anywhere that
will give it an opportunity
to attach itself to a host: toi­
lets, beds, clothing, but pref­
erably in the ear piece of
communications equip­
ment. It secretly penetrates
its hosYs skin after spray­
ing the chosen area with a
powerful local anesthetic.
The MDV then works its
way through the body's
cavities until it can attach
itself to the host's digestive
tract. Here it feeds off the
nutrients, allowing it to
grow, first toward the spine
and then throughout the
host's entire body, creating
a second nervous system.
The only symptom evident
is an increased appetite as
the bodyadjusts tothedrain
on the body's proteins. The
MDV reaches full size after

ten weeks.
It can now act as a strong

transmitter/receiver, lay­
ing the host open to sub­
conscious commands from
the MDV's controller. The
MDVcanalsotransmit.due
to its technomagical nature,
all of the host's senses and
thoughts, making the host
an unwilling spy. Some.
times the host is used as an
assassin by "suggesting" he
visitakeyRacememberand
then using the Mon-D-ViJ's
signal as a homing beacon
for a missile.

Presently, the only way
the Race know to destroy a
Mon-D-Vil is by surgical
removal before 12 days
growth has elapsed. After
this, the MDV has become
too entwined with the host's
nervous system.
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DOMAIN

Tharkold

Cosm

Domain

The Mon-D-Vil can be
found throughout the Free
Nations. It is also becoming
increasingly common in
L.A.'s communication sys­
tems, particularly those
owned by the Kanawa Cor­
poration. Recently, a Mon­
D-ViJ entered a Comaghaz
host, but when it came on­
line the psionic blowback
incinerated the controlling
slave. Jezrael has ordered a
top priority investigation
which may lead her to real·
ize just how dangerous the
Comaghaz is.

Mon~D~Vil

Reality: Tharkold
DEXTERITYS
Stealth 20
STRENGTH'
TOUGHNESS 10-20
PERCEPTION 8 (9)
Evidence analysis (12),
find (12), scholar (Race
lore) (13), tracking 14,
trick (14)
MIND' (8)
Test 17 (27), willpower
18
CHARISMA 3 (10)
Charm (12), persuasion
(14), taunt (13)
SPIRIT S (8)
Additional Skills: one
at +1 adds
Possibility Potential:
some (SO)
Natural Tools: anes·

thetic, damage value 22
(stun only); transmitterIre­
ceiver, range value 31

Description: AU paren·
thetical values are those of
the average MDVslavecon­
troller and take precedence
when the MDV goes "on­
line." The MDV'sToughness
increases from 10 to 20 at a
rate of one point for each
week's growth in the host.

Discovered by
Pete Venters
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Nanodeth is a
-- virus created

by the Thark­
oldu to make
their conquest

ofthe Race that mucheasier,
bypromptingtheirenemies
to destroy themselves.

LiketheMon-D-Vil, nan­
odeth can enter a victim's
brain through a telephone
receiver. But it can also slip
through the poresof his skin
after any physical contact,
and often substances con­
taining the virus are applied
to weapons or other items
whichRacemightcomeinto
contact with.

Once inside a host, nan­
odeth incubates for three
days before beginning its
work. Through a combina-

••
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tion of tricks, intimidations,
and Charisma-related skill
attempts, the nanodeth he­
gins prompting the host to
commit destructive acts.
Often, these start small: the
nanodeth will convince its
host to take unnecessary
chances in combat, often
resulting in acts of great
heroism. But soon the virus
is pushing for violent acts,
sometimes committed on
others, sometimes on one­
self. Race physicians dis­
missed these acts as the re­
sultofadrenalineadd iction,
and areonlynow beginning
to realize that their patients
are in the grip of a deadly
virus.

Oncedetected,a medicine
total of 15 or more (using

Tech 26 equipment) is suffi­
cient to eliminate the virus.
Nanodeth is known to be
contagious ifonecomes into
physical contact with an in­
fected person. Tharkoldu
are believed to be immune.

While some minor victa-­
ries havebeen scored by the
Race as a result of the artifi­
cial bravery imparted by
nanodeth, the Tharkoldu
believethattheself--destroe­
tive acts committed later by
the soldiers makes it more
than worth it.

Domain

Nanodethare believed to
be in the phone lines
throughout the central area
of the realm. They have long



SIZE REFERENCE

been a fixture of the
Tharkold cosm and are the
bane of Race enclaves.

Increasingly, the virus is
appearing among Storm
Knight groups in Berlin,
with one member spread­
ing it to all the others. As
many of these are Nile he­
roes, used to attempting
dramatic and/or suicidal
ads, the virus goes unde­
tected for long periods of
time. Upto 15 Storm Knight
deaths have already been
ascribed to nanodeth, and
the numbers of those in­
fected are too high to even
be guessed at.

Nanodeth
Reality: Tharkold
DEXTERITY 5
Stealth 15
STRENGTH'
TOUGHNESS'
PERCEPTION 9
Evidence analysis 12,
trick 20
MIND 12
Test 20, willpower 20

CHARISMA "
Charm 17, persuasion
22,. taunt 22
SPIRIT 1
Intimidation 20
Additional Skills: two
at +1 adds
Possibility Potential:
some (52)

Disrovered Uy
Bill Olmesdahl

Tharkold

Cosm

Tharkold Realm

DOMAIN

Magnification x 500
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NEEDLEBIRD

IWliI Needlebi<ds-- are creatures
mutated by
the Tharkodu
into highly ef-

ficient killing machines.
They combine the size and
speed of a hummingbird
with the lethality of a bul­
let. A needlebird is a small
creature, only .13 meters in
length, small enough to be
able to fit into the palm of a
grown man. Its beak isactu­
aUy a needlelike prosthesis
with a microfine point on
the end. It hasa hollow tube
running through it for the
needlebird to feed through
(see below),

Needlebirds were first
released into the Race en­
clave of Helfei, causing a

••
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great deal of death and de-­
struction. They can now be
found in most Race en­
claves, with techno-demons
releasing new swarms as
old ones are killed.

The needlebirds attack
by diving at their prey ­
their speed enables their
eyberbeaktopunch through
ight armor to reach the juicy

meat underneath. Ifawound
or better is done on this un­
armed combat attack, the
needlebird has attached it­
self and begins to siphon
blood (damage value to tar­
get is one shock point per
round). Up to 50 (five
swarms) birds may attack
one target at a time. Re­
moval of the swarms is a
simple matter and causes

no extra damage to the vic­
tim. One swarm may be re­
moved per round per per­
son engaged in removing
them.

Needlebird swarms at­
tack using the "Many-on­
One Chart." The diving at­
tack of a swarm adds +3 to
both its action value and its
damage value.

As the needlebird does
not have a proper mouth
through which to eat, it in­
gests liquids through a hol­
low tube in its cyberbeak.
The liquid substance of
choice is human blood, from
which its digestive system
chemically extracts the
adrenaline and endorphins
it needs to survive.



Domain

Needlebirds may be
found anywhere in the
Tharkold cosm, but most
particuJarly in HeUei, the
site of their initial release.
TheTharkoldu have not yet
seen fit to release them into
the realm of Los Angeles.

Needlebird
Reality: Tharkold
DEXTERITY 12
Dodge 20, flight 16,
maneuver 14, stealth 17,
unarmed combat 15
STRENGTHS
TOUGHNESSS
PERCEPTION 7
Find 9, trick (15)
MINDS
TestOS)
CHARlSMAS
SPlRIT S
Intimidation 13
Additional Skills: one
at +1 adds
Possibility Potential:
some (90)

Natural Tools: wings,
speed value 15

Equipment: Cyberware:
cyberbeak, damage value
STR+7/12. Cyber value: 3.

Note: Needle birds can·
not be chormed, peTSuatkd or
taunted.

DOMAIN

Tharkold

Cosm

LOS ANGELES

Tharkold Realm
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IWJjI N.E.G.s (Na,--- cotic Enhanc*
ed Ghuls) are
used to strike
deep into Race

enclaves, especially those
whose members' "monkey
tricks" have caused prob­
lems during Tharkoldu
raids. They are designed to
be capable of outwitting
Race security measures, al­
lowing them to move deep
into Race territory before
striking. Morethanever, the
cremation of fallen com­
rades has become a priority
for the Race.

The N.E.G.s are pro­
duced using a prototype
Relictin-VI, which allows
the ghuts to mainta in higher
brain functions and relieves
them of the characteristic
obsessive hunger. The bal­
ance is that the N.E.G.s'
abilities decay after 28days,
after which they disinte­
grate completely.

Besides the cyberware
and the additional cosmetic
changes that the Tharkoldu
found pleasing to the eye,
the N.E.Co's main feature is
a sturdy ring that starts be­
hind the jawbone and en­
circles the head. Attached
to this ring are six multi-

dose syringes which pierce
the ghul's skull. They are
loaded with opaque drugs
which have the following
effects:

Syringe One: STR &
DEX+3

Syringe Two: PER &
MIN+2

Syringe Three: May ab­
sorb five extra shock this
round only.

Syringe Four: TOU+3.
May ignore K/O results.

Syringe Five: Gives
N.E.G. an extra action this
round.

Syringe Six: Suppres­
sant, reduces cyber value
by ·5 and allows a new roll
on the cyberpsychosis table
this round.

All drug effects last for
three rounds, unless other­
wise noted.

Domain

N.E.G.s can be found on
suicide missions in any of
the Free Nations. Sightings
in L.A. are becoming in­
creasingly common, since
the Tharkoldu don't have
to contend with Race mem­
bers spoiling their fun by
cremating all of the dead.
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DisanJ<red by
Pde Venters

N.E.G.
Reality; Tharkold
DEXTERITY 9
Dodge 14, energy
weapons 13, melee
weapons 12, stealth 13,
unarmed combat 12
STRENGTH 1.
Oimbing 16, lifting 16
TOUGHNESS 16 (211
27)
PERCEPTION 8
Find 15, scholar
(security systems) 15,
tracking 15
MIND 8
Test 17 (27), willpower
18
CHARISMA 3
Taunt (20)
SPIRIT 8
Faith (Cult of the
Dominant) 9, intimida­
tion 17 (27)
Possibility Potential:
none
Equipment:TItav/6-Nu

plasma gun (2), damage
value30, ammo 20, range5­
50/300/500; Bith/90 pulse
gun, damage value 28,
ammo SO, range 5-10/30/
60; plasma dagger, damage
value STR+5/20; Chod/5
armor + Diffrax, TOU+5/
21, +11/27 vs. energy weap­
ons. Cyberware: Nanocord,
nervejack. cybervisual pack­
age (darksight, EmVue,
eyestealer), cybershroud,
slashers, damage value
STR+4/19, onboard com·
puter and drug enabler.
Cyber value: 15

in L.A. are becoming in­
creasingly common, since
the Tharkoldu don't have
to contend with Race mem­
bers spoiling their fun by
cremating all of the dead.



NEUROCH

I~I ~~~~I~~va mpyres,
undead fiends
who prowl the

Free Nations of thecosm as
weD as the realm, feasting
on the minds of their vic­
tims. Rather than serve
Jezrael, most neurochs are
self-serving predators who
dwell among the Race.

The origins of the
neuroch are lost in time, al·
though iI is believed they
may be Racewho tampered
with magics beslleft alone.
Theskinofa neuroch isdead
white, its eyes ice blue, its
hair black, grimy and
ragged. Cyberware is fused
into its being, chrome ca­
nines in its mouth and tal­
ons protruding from its
bony white fingers. The
neuroch isbothcunningand
bestial, making its lair in
dark, cold plares.

Neurochs use the Law of
Domination to their advan­
tage, besting intended vic­
tims in combat and then at­
tempting to in.timidate them
into freezing in place. The
neuroch then uses its fangs
to crack open the skull and
begins feeding on the brain.

Il w...... Neurochs cannot feed on

TharkoJdu.
Neurochsarevulnerable

to sunlight (damage of one
wound per round when ex­
posed) as well as the WQrd
OIemy miracle. It can only
be killed through exposure
to sunlight or the removal
of its cybernetic heart. Any
other death will merely in­
capacitate it temporarily un­
til it can reform and walk
again.

Neurochs may be en·
countered either alone or in
covens, although the rela­
tively k>w numberofthecrea­
tures in existence makes the
latter occurrence uncom­
mon.

Domain

A few neurochs. loyal to
Jezrael, have been given
passage down the mael·
strom bridge into Los An­
geles. Many others have
since journeyed to the realm
as well. They lurk around
libraries or schools, as they
have a higher percentage of
scholars to feed upon than
elsewhere. A coven of
neurochs has made their lair
at LAX, where they remove
certain "foreign elements"
<read: Nippon Tech agents)

--0-;'::::------------------......
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Discovered by
Patrick Flanagan

~

from existence. When dis­
loyal neurochs encounter a
Tharkoldu, it usually leads
to full·fledged warfare.

Neuroch
Reality: Tharkold
DEXTERITY 12
Acrobatics 19, dodge
17, energy weapons 13,
fire combat 13, flight 16,
maneuver 15, melee
weapons 14, running
17, stealth 17, unarmed
combat 18
STRENGTH 18
Climbing 19, lifting 19
TOUGHNESS 18
PERCEPTION 10
Alteration magic 11,
divination magic 11,
find 14, language 13,
tracking 15, trick 14
MIND 14
Apportation magic 15,
conjuration magic 15,
cybertech 15, survival
16, test 17, willpower 18
CHARISMA 8
Charm (15). persuasion
13
SPIRIT 10
Intimidation 15,
occultech 12
Additional Skills: one
at +1 adds
Possibility Potential:
some (18)

Equipment: Cyberware:
Nanocord, farsight (find+3
at a distance). balance-wires
(+3 to Dexterity skills using
agility), fangs, damage
value STR+2/20, talons,
damage value STR+2/20,
LifeCyber. Cyber value: 11.
Also may be armed with
firearms or energy weap­
ons (gamemaster's discre­
tion).



NUCLEAR SHADOWS

•• 72

•

Creaturescre-
-- atedoutofthe

devastation of
the Spasm,
nuclear shad­

ows are ghostly beings that
look like flat, white silhou­
ettes of humanoids with
smudged black auras sur­
rounding them. They con­
tinually moan and howl in
pain and glow with a faint
luminescence in the dark.

The shadows are incor­
poreal spirits and are dan­
gerously radioactive. They
hate all life and seek to de­
stroy any living creature
that approaches them. The
touch of a nuclear shadow
inflicts terrible bums. If the
creature gains a wound re­
sult or better, the character

is also afflicted with a lin­
gering radiation sickeness
that will kill her in a num­
ber of days equal to her
Toughness value. A medi­
cine total of 25 or a cure dis-­
tQSt invocation of 22 will
eliminatetheradiationsick­
ness.

Any character who is
killed by damage inflicted
bya nuclear shadow ordies
from the radiation sickness
inflicted byonewill become
a nuclear shadow after
death. Thecharacter'sbody
will explode with nuclear
flames (damage value 25 to
anyone within two meters)
until only the blasted sil­
houetteofa nuclear shadow
remains.

Physical attacks have no

effect on these creatures.
They can be affected by
magic, miracles and psi­
onics.

Nuclear shadows are
considered entities. They
are considered enemies by
any mythos that has thecon­
cept ofevil spiritsand aWQrd
t!nemy miracle may keep
them at bay.

Domain

Nuclear shadows haunt
theradiation-blasted waste­
landsof theTharkold cosmo
A few have migrated across
the maelstrom bridge and
their population is rapidly
increasing due to the num­
ber of deaths in Los Ange­
les. They generally haunt



Tharkold Realm

abandoned areas like
Compton.

Nuclear Shadows
Reality: Tharkold
DEXTERITY 11
Dodge 12, flight 13,
unanned combat 12
STRENGTH 3
TOUGHNESS 10
PERCEPTION 10
Find 12. tracking 12,
trick (16)
MIND 11
Test 14, willpower (15)
CHARISMA 8
Charm (25). persuasion
(28). taunt (17)
SPIRIT 9
Faith (Cult of the
Dominant) 12. intimida­
tion 12
Additional Skills: one
at +1 adds
Possibility Potential:
some (20)
Natural Tools: energy

touch. damage value 20;
flight, speed value 10

Note: Nuclear shadows
are immune to physical at­
tack.

CAs<:overed by
Stephen Kenson

~
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The creatures

-- now known as
"pain givers"
mayhaveonce
been Race or

demons-thereisnoway to
be certain, so horribly dis·
figured are their bodies. In
constant pain, but pre­
vented byTharkoldu magic
from taking their own lives,
they exist to make others as
they are. Paingiversare con­
sidered livingembodiments
of the Tharkoldu aesthetic.

The constant agony
brought on by every step
has broken the minds of the
pain givers. Thesecreatures
stalk the city by night, usu­
ally choosing their victims
from the middle and upper
classes. Race scientists be-

J. P.lo'II

lieve this may be because
these groups have less ex­
perience with physical pain
than do the poor, and so
their terror is more satisfy­
ing for the creature.

The pain giver attacks
with a built-in stunner, at­
tempting to render its vic­
tim unconscious. It then
drags the victim to a de-­
serted area, binds him, and
tortures him slowly with
pain weapons. With the skill
ofa surgeon, it slowly trans­
forms its victimintoanother
pain giver. This process
commonly takes four days
- by the third day, the
victim's mind has usually
snapped from the agony.
The final part of the process
is the use ofalteration magic

toimposea mental blockon
the victim that makes sui­
cide impossible.

Pain giversalways travel
alone. Two in the same area
would come into conflict
over victims, and working
together, they would almost
surely slay their plaything.

Domain

Pain givers can be found
throughout the Tharkold
cosm and realm. They are
particularly prevalent inout
of the way areas, where
there are no neighbors to
hear the screams of their
victims.

Most recently, a pain
giver was spotted in Long
Beach. Race warriors hunt-
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ed the maddened thing
down. but not before it
claimed a victim. The
whereabouts of this new
terror remain unknown.

Pain Giver
Reality: Tharkold
DEXTERITY 18
Dodge 18. melee
weapons 12, stealth 9,
unarmed combat 11
STRENGTH 11
TOUGHNESS IS
PERCEPTION 9
Alteration magic 14,
find II, tracking 14
MIND 10
Medicine 20, willpower
13
CHARISMAS
Charm (20), persuasion
(20), taunt (20)
SPIRITU
Faith (Cult of the
Dominant) 19, intimida·
tion 20, pain weapon 16
Additional Skills: one
at +1 adds
Possibility Potential:
some (15)

Arcane Knowledges:foik
7

Equipment: Cyberware:
stunner, damage value 23
(stunonly),ammo40, range
3-15/25/40. Cyber value: 3;
assorted pain weapons

Tharkold

Cosm

Tharkold Realm

DOMAlN

•

SIZE REFERENCE

Disc<>t>ere<f by
Michol!l Gittings.. 00
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PAIN SCULPTURE

"f)

••
76

~
These pain

-- sculptures are
far different
from those
created by the

judicious use of torture de­
vices on Race prisoners.
Rather, these are twisted
works of art created by a
techno-demon named Mal­
koth, and granted an artifi­
cial intelligence that allows
them to move, think and
seek out additional "deco­
ration" for themselves.

Pain sculptures vary
greatly in size and appear­
ance, ranging from mere
centimeters to over six
meters in height. Their
"skin" is harsh and metal­
lic, their bodies twisted into
grotesque, asymmetrical
shapes with plenty ofsharp

appendages. The mOTe suc­
cessful sculptures may also
have draped themselves
with the flesh of their vic­
tims or other horrific deco­
rations.

Pain sculptures are flex­
ible and sophisticated cir­
cuitry allows them to con­
trol the whole of their struc­
ture. Thus, they can move
even in their horribly un­
balanced configurations, by
crawling, hopping, etc.,
whatever is easiest for the
individual unit. Their pow­
erNI processorsallow them
to perform multi·actions
with their weapons with­
out penalty.

Painsculpturescannotbe
charmed, persuaded, taunted
or intimidated.

Domain

Sightings have thus far
been limited. to the grounds
of the Los Angeles County
MuseumofArt,butthepain
sculptures may well have
moved out into the city
proper.

Pain Sculpture
DEXTERITY 9
Dodge 12, energy
weapons 18, fire
combat 18, heavy
weapons 18, maneuver
10, melee weapons 18,
missile weapons 18,
stealth 10, unarmed.
combat 18
STRENGTH 14
TOUGHNESS 14 (21)
PERCEPTION 12
Evidence analysis 18,
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Tharkold Realm

Tharkold

Cosm

find 18, tracking 18,
hick (25)
MIND 12
Artist (pain aesthetic)
18, test (30)
CHARISMA 0
SPIRIT 0
Intimidation 20 (25)
Possibility Potential:
none
Natural Tools: metal­

composite sheath, armor
valueTOU+7/21;anyofthe
ranged or melee weapons
given in theTharkold source­
book, excepting pain weap­
ons; also may have one or
more of the following:
spikes, damage value
STR+3/17; saw blades,
damage value SfR+2/16;
broken glass/shredded
metal, damage value
STR+l/15; other weapons
at gamemaster's discretion.
One to six weapons is rec­
ommended.

Note: Individual scuI~

tures may vary widely in
OEX, SfR, TOU and physi­
cal skills, but their mental
attributes and skills will re­
main the same. Pain sculp­
turescannot use pain weap­
ons, as they require a Spirit
attribute.

SIZE REFERENCE

Discovered by
Clinton Wof!
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PRASER
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Created in the
-- same experi­

ment that
spawned the
flensers, phas­

ers have needle-sharp claws
and possess the ability,
through the useofalteration
magic, to render their bod­
ies intangible. They can be
seen when in this state, al­
though they appear trans­
parent, but cannot be
hanned by physical attacks
andcanwalkthroughwaUs,
floors and any other solid
object. Only a forcefield or
its equivalentcan keep them
at bay.

Shifting into an intan­
gible state takes one round
and requires an alteration
nwgic total of 18. The result
points gained on the roll
represent how long the
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phaser can remain in this
state before having to gen·
erale another total.

A phaser attacks by sur·
prising its victim, using its
phasing ability to appear
from the walls, the floor,
even the ceiling. It must be
whoUy in a room before it
canattackand must besolid
tograpplewithitsprey. The
phaserattacks with ummned
combat - if successful, it
then attempts One·on­
Manydesolidification(Jllter­
ation magic total of 20). A
round must go by between
the attempt and the actual
effect, during which the
phaser is vulnerable to at­
tack (if contact is broken.
the desolidification process
will nol take place).

When the phaser suc­
ceeds at turning both itself

and its victim intangible, it
attempts an apportation
magic total against the
victim's wilfpower or Mind.
The target may actively re­
sist. If the phaser fails, the
target slips from his grasp
and resolidifies. If the
phasersucceeds. it drags its
victim halfway through the
nearest solid object and lets
go, alloWing him to reso­
Iidify.Thetarget takesdam­
age equal to the QpportQtion
total, disregarding any ar­
mor.

Shock or KO damage
means the object rejects the
victim and ejects him. A
knockdown. means the same.
A woutul or better means
the object could not eject
the person and parts of him
are fused to it. Often ampu-



tation is the only solution in
these cases. DOMAIN
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Discovered by
Clinton WOlf

Domain

Phasers are, fortunately,
rare evenonTharkold.Their
lairs are gruesome indeed.
to behold, with variousbod­
ies contorted and inter­
twined within thestructure,
their faces pictures of inde­
scribable agony. The por­
tions of victims not meshed
are usually mauled and
eaten, then left to rot where
they lie.

It is not known if any of
these creatures have come
to Earth.

Phaser
Reality: Tharkold
DEXTERITY 13
Dodge 14, maneuver 14,
unarmed combat 20
STRENGTH 11
TOUGHNESS 14
PERCEPTION 13
Alteration magic 25,
find 16, trick 16 (25)
MIND 13
Apportation magic 25.
survival 17, test 15 (20),
willpower 20
CHARISMA 4
Charm (20), persuasion
(20), taunt (5)
SPIRIT 8
Faith (Cult of the
Dominant) 18. intimida­
tion 15
Additional Skills: one
at+1 add
Possibility Potential:
some (9)
Natural Tools: teeth,

damage value STR+3/14;
phasing attack, damage
value equals apportalion
magic total.

Note: Phasers are enti­
ties and are considered en­
emies of any religion with
the concept of evil spirits.
Uke flensers. they areoutof
control and attack both de­
mons and humans.



PRESERVER

11
This unique

-- bio-horror is
the result of a
cross-pollina·
tion of Thar­

koldu and Akashan design.
The CoaT-aligned bioengi­
neer Herztefel was captured
and forced to submit to a
Tharkoldu Alpha named
Ver'Churoda. Now she is
partofVer'Churuda'5 team
of slave scientists and the
preserver is their first cre­
ation.

The beast resembles
nothing more than a dis­
torted, tendriled two meter
long open-ended cylinder.
It has six spindly legs. The
preserver is equipped with
a bioengineered attack, a
spore cloud that, when
sprayed into the face of a
victim, causes unconscious-­
ness. The creature then
swallows the victim whole,
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but he is not digested;
rather, the unfortunate is
passed through the
preserver's body and ex­
creted out the other end,
encased in a fluid-filled
transparent sac. Thesacsare
extremely elasticand tough
(TOU 10). allowing the pre­
server to drag them back to
its lair.

It is believed that these
"preserved" vict:imsarestill
alive and may even be
aware of their surround·
ings,thoughunabletomove
due to the numbing effects
of the liquid (a willpower
total is required to break
free of the fluid's influence
- see below). Others be­
lieve the victims are in a
state of suspended anima·
tion. As yet, no one has sur·
vived removal from a sac to
allow medics to confirmany

of these beliefs. The fluid
left in the victim's lungs
turns poisonous on contact
with air (damage value 23
per round). It is believed
that Ver'Churuda's team
has devised a way to neu·
tralize the fluid before free-­
ing their captives from the
sacs.

What possible use
Ver'Churuda has for these
preserved people is un­
known, but it is estimated
that over two hundred vic­
tims havebeenclaimed thus
far. The lack of any connec·
tion between the victims has
led Race scholars to believe
they may be being stored in
preparation for the creation
of some outlandishly~
tesque pain sculpture. OLh·
en;; believe the Alpha is stOT­
ing them for a future test of
Relictin·Vl
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Discovered by
Pete Venters

The preserver's hunting
ground ranges from as far
west as Lawndale to Bell­
flower in the east. and as far
north as Huntington Park
to Carson in the south.
Ver'Churuda's biolab is
thought to be in the vicinity
of Watts Towers.

There are no preservers
in the Tharkold cosm, nor
are there any plans to intra­
ducethem there. Ver'Chur­
uda fears that Race special­
ists there might get hold of
one and deduce a means of
counteracting its effects.

Preserver
DEXTERITY 10
Dodge 13, long jumping
14, maneuver 11,
running 14, stealth 16
STRENGTH 9
Climbing 12
TOUGHNESS 14
PERCEPTION 13
Find 15, psionic ma­
nipulation 16
MINDS
Mindsense 10, psionic
resistance 13
CHARISMA 5
Charm (3), persuasion
(3), taunt (8)
SPIRIT 10
Faith (Cult of the
Dominant) 11, intimida·
tion (2), reality
(Tharkold) 13
Possibility Potential:
all
Natural Tools: paralyz­

ing spore, stun damage
value 18, range 1-3/6/-;
paralyzing sac fluid, will­
power roll of20 to break free;
sac, Strength total of 11 to
escape; running, speed
value 11

Psionic Powers: Psychic
Senses (awareness, lifesenseJ;
Telepathy (perception distrac­
tion, send thoughts, tllought
sam)



PRIESTBURNER

I~I Ori~allyd~-- si~ed to ter·
mmate the
Priests of the
Way, priest-

burners have now been dis­
patched to areas of covert
Cyberpapal activity. They
use divination magic to
hunt clergy and are
equipped with defensive
weaponry designed to
counteractclerics' offensive
capabilities.

Priestburners look like a
cross betweena cygoyleand
a skat. Their wings are
topped by four miniature
dart launchers, each of
which carries a nanotech
virus. If one of these darts
should inflict a wound, the
virus has entered the
victim's bloodstream. Due
to a symbiotic relationship
between the creature and
the virus, it knows the mo­
ment this has occurred and
makes its escape. provid·
ing all targets have been
accounted for. The priest­
burner will onlyattack non­
clergy with its integral la­
ser, and only inseU-defense.

Two hours after the ini­
tial injection. the virus
causes the victim's pores to
cease functioning while
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Third Prize

speedingupthemetabolism
to overheat the body. The
victim suffers a wound per
hour after the overheating
begins.

Ords rarely last long. but
stormers may last consider­
ably longer, though the pain
is excruciating. Willpower
totals of 15 are required to
perform anything beyond a
simple action.

The virus will continue
to overheat the body
(whether dead or alive) un·
til the victim has taken seven
wounds, whereupon the
body spontaneously com­
busts. Tech 26 medicine is
required to cure the virus,
with a medicine total of 25
required to eliminate it. For
every level of medical tech­
nology above Tech 26 that
can be brought to bear
against the virus, subtract·1
from the difficulty of heal·
ing.

The priestburner's in·
ventor, a slave scientific ge­
nius, was assassinated by
Race agents. Those who
have tried to duplicate the
virus have failed to come
close. Priestbumernumbers
are dwindling, but not fast
enough fora worried clergy.
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[);saw<mj by
Pd~ Vmters

Priestburners total no
more than 40, with 15 be­
lieved to be on Earth at
present. Many have been
transplanted to Spain and
Germany. None have been
sent to South America, as
the Tharkoldu are happy to
leave the clergy there free to
deal with the Akashans.

Priestbumer
DEXTERJTY13
Dodge 15, energy
weapons 17, fire
combat 17, flight 16.
maneuver 16, stealth 15,
unarmed combat 15
STRENGTH 10
TOUGHNESS U (21)
PERCEPTION 10
Divination magic 16,
find 20, scholar (reli­
gion) IS, trick 12 liS)
M1NDll
Survival 13, test 13,
willpower 15
CHARISMA 5
Charm (20), persuasion
(20), taunt (22)
SPIRIT 13
Faith (Cult of the
Dominant) 20, intimida­
tion 17, reality
(Tharkold) 14
Possibility Potential:
all
Natural Tools: strafe

dodge 22; internal laser,
damage value25,ammo50,
range 3-25/60/250; viral
dart launcher, damage
value 18, ammo 50, range3­
40/80/150; talons, damage
value STR+3/13; interwo­
ven metal compositearmor,
value TOU+9/21; wings,
speed value 15; "focus­
finder," (divination magic
J6), finds character.s with
specificfoo's skill. Difficulty
is target's focus value, range
is3 km.
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Fo, millennia,

-- theTharkoldu
have battled
the surviving
humanity

known simply as the Race.
One of the results of the
techno-demons' raping and
piUaging has been the Prog­
eny, the offspringof human
and demon mating.

Eighteen months of ges­
tation is required to produce
a single live Progeny. Their
physical appearance re­
sembles that of a Tharkoldu
in "monkey form," with the
generic bipedal skeletal
structureand facialfeatures.
Progeny are devoid of
sexual organs, a trick Na­
ture apparently played to
prevent further spread of
the bloodline.

Progenyare imbued with
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the mystic energies of the
Tharkoldu. Many carry
slight physical reminders of
their demonic nature: a
rough, warted hide, pointed
canines,elongated claws, or
a pair of underdeveloped,
useless wings.

Viewed as freaks by both
their respective parent
races, the Progeny are nor­
mally abandoned to die in
thewastelandsofTharkold.
Some have survived,
though, keeping to them­
selves to avoid experienc­
ing the rejection which
would cause their human
side pain. For centuries, the
Progeny have wandered the
Dead Lands of the cosm,
until the dropping of the
maelstrom bridgeprovided
them witha placetheycould
call home.

On Earth, the Progeny
were able to mingle with
drunks, bag people, junkies
and other denizens of the
city streets. It isbelieved. that
a leader or leaders may be
emerging from among the
unwanted children of the
techncrdemons. It is pos­
sible that they may take to
the surface in the near fu­
ture to claim their birthright
and destroy those who
abandoned them.

Domain

Surviving Progeny on
Tharkold hide in the aban­
doned caves and subterra­
nean tunnels of the Dead
Lands. Since their descent
down the maelstrom bridge,
the Progeny have resided. in
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the sewer tunnels beneath
Compton.

The Progeny
Reality: Tharkold
DEXTERITY 13
Dodge 15, energy
weapons 14, melee
weapons 14, stealth 14,
unarmed combat 15
STRENGTH 14
TOUGHNESS 14
PERCEPTION 9
Divination magic 12,
tracking 10
MIND 9
Apportation magic 12,
survival 10, willpower
10
CHARISMA.
Persuasion 9, taunt 9
SPIRIT •
Faith (Cult of the
Dominant) 10, intimida­
tion 10
Additional Skills: one
at +2 adds
Possibility Potential:
some (40)

Arcane Knowledges: folk
2, entity 1, immimJlleJOra5 1,
living forces 1

Natural Tools: teeth,
damagevalueS1R+2/16;ta]·
ans, damage value STR+3/
17; hide, armor value
TOU<4/1.

Equjpment Typical cr­
berware:Nanocord.;Danger­
scan (find+3 for hidden dan­
ger); slashers, damage value
STR+4/21; interdennal ar­
mor, value TOU+3/21; 9/
Gam automatic pistol. dam­
age value 15, ammo 9, range
3-10/20/30. Cybeo- value.

Note: When creating
Progeny_,demonk
physkal features are roIIed
for randomly: 1-10, one fea­
ture; 11-15, two features; 16­
19, three features; 20, tow­
features. Once the numberof
features is found, the feature
itself is rolled for. 1·5.. fangs;
6-10, talons; 11-15.. hide; 16­
20, underdeveloped wings.



PROTECTIONIST:'
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Protectionists
are sentient
sentry an·
droids clevel·
oped by the

Aurioch Free Nation. Such
was the pomp surrounding
their unveiling that cynics
began to reword the tag of
"perfect protector" to "per·
fectionisls." and finally the
hybrid title "protectionist'"
emerged and stuck.

The reason behind the
creation of these androids
was that the Race desper·
ately needed good sentries
whocould not be picked off
at a distance by the
Tharkoldu's thermic target­
ing weaponry (protection·
ist heat sources are
shielded). A protectionist
resembles a black disc.
roughly .5 meters in diam-

eter, with a thin blue ring
around their outermost
edge, which contains the
unit's sensor package. Pr0­
tectionists hover up to four
meters above the ground,
always trying 10 remain
under cover to retain the
element of surprise. Each
unit is equipped with a
single Res-14 laser, which
can be used to devastating
effect (consider all shots
fired by protectionists to be
vital blows).

Ifthe lasersshould prove
ineffective,or theirassigned
charge should be endan­
gered, the protectionist will
generate a plasma field and
fly directly at its opponent
({light skill is used to gener­
ate the to hit total, and the
damage is done with the
plasma field). If the protec-

,\
,

lionist inflicts less than a
wound, it will fly around
for a second attempt. If the
protectionist does inflict a
wound, it has embedded it­
self in its target and will
self-destruct in two rounds.
This explosion ignores all
armor adds (as it has al·
ready cut through them).

A Strength total of 15 is
~Wnrltopwltheprot~­

tionist loose. It win still ex­
plode, however, SO the in­
tended victim had best get
far away. Race documents
tell ofone particularly large
forcefoot whosurvived nine
attacks, but the tenth was a
spectacularly good shot as
the protectionist flew into
the hole made by a previ­
ous device. The dull explo­
sion signalled the force­
foot's end.



Protectionists are
roundly hated by the
Tharkoldu. It is not uncom­
mon for a techno-demon to
send one whom he domi~

nates ahead to scout for the
devices. When they hear a
snarl of rage, a scream and a
violent blast, they know the
way has been cleared.

Domain

The protectionists can be
found near any sensitive
Race areas within the cosm
and realm. The Black Dia·
monds can testify to their
effectiveness.

DOMAIN

Tharkold

Cosm

..

•

LOS ANGELES
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Protectionist
Reality: Tharkold
DEXTERITY 14
Energy weapons 22,
night 17, stealth 20,
unarmed combat 16
STRENGTH 12
TOUGHNESS 18 (24)
PERCEPTION 14
Demolitions 17, evi­
dence analysis 16, find
20, trick 16
MIND 12
Test 18, willpower 26
CHARISMA 4
Taunt (20)
SPIRIT 12
Intimidation 14
Possibility Potential:
none
Note: Protectionists can­

not be chantled or persuaded.
The parenthetical TOU
value applies to energy
weapon attacks.

Equipment: Res-14 la­
ser,damagevalue25,ammo
50, range 3-50/100/200;
plasma field, damage value
22; self-destruct explosive,
damage value 32, blast ra­
dius 0-4/10/15; flight,
speed value 13; sensor ar­
ray (darksight, infrared,
thennal imaging), use find
value

Discovered by
Pele Venters



PSI-BORG

f

Irgjl :~e~embodied
brains of psi·
onkally gifted

Race attached to occultech
romputers.1beseservantsol
the Tharkoldu are broken
down into three categories:
hunter/killers, Inquisitors,
and Crid-psis.

Domain

Grid-psis can be found
throughout the Grid.
Hunter/killers and lnquisi­
tors are in use in both cosm
and realm.

HunterlKiller
DEXTERITY 10
Dodge II. energy
weapons 13, fire combat
13, melee weapons 13,
unarmed combat 12
STRENGTH 10 (t4r
TOUGHNESS 10 (t9)

PERCEPTION 10
Language 11, psionic
manipulation 14,
tracking 12
M1ND9
Psionic resistance 12, test
11, willpower 12
CHARlSMA7
Chann (25), persuasion
(25), taunt (25)
5PIRITll
Cyberpsyche IS, intimi­
dation 13
Additional Skills: two
at +1 adds
Possibility Potential.:
some (16)

Psionic POWelS: Psionic
Defense (general resistance
(self), psychic screen); Psychic
Senses (fifesense, psidetection)

Equipment: Cyberware:
Nanoronl, N"",ejack. eye­
package 1 - Cybercam,
Darksight, TextLED, Hide­
hunter (find+3 for spotting
IUdden t<ugets),eye-pad<age
2 - Kil_ (+110 ranged

attacks, +2 withsmart weap­
ons), Sharpsight (PER+2 to
all checks using vision),
SlaveChip.interdermaJplate,
armor value TOU+6/16,
exodermal armor, value
TOU+3/19, Bodymax,
STR+4,already noted above;
Cyber value: 20. Mim-8/
Alph carbine, damage value
21, ammo 30, range 3-20/
1.50/400; monfilament axe,
d~gev~ueSTR+8/22

Inquisitor/Grid Psi
DEXmRITYO
STRENGTH 0
TOUGHNESS 5 (to)
PERCEPTION 13
Cyberdeck operations 16
(Grid-Psi only), evidence
analysis 15 (Inquisitor
only), language 14
(Inquisitor only), psionic
manipulation 16, trick 14
MlNDll
Psionic resistance 14, test
13, willpower 14_..------------~
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CHARISMA'
Charm (12), persuasion
11, taunt 12
SPlRITIO
Cyberpsyche 13 (Grid­
Psi only), intimidation 13
Onquisitor only), pain
weapon 13 (Inquisitor
only)
Additional Skills: two
at +1 adds
Possibility Potential:
some (20)
Psionic Powers - Grid

Psi.: PsychicSenses (life sense,
pm:tp/ion projrmon),Telepa­
thy (perception distraction,
thought scan). Inquisitor:
PsKmk Defense (genmd ro­
sistJma(sdp,g<rl"f'lrrsislDna
(group), psychic sarm), Psy­
clUe Senses (/if< sense, pm:q>­
tion projtdion, psi detection),
Telepathy(bmam,dcudmind,
thought scan)

Net Values - Grid-Psi:
net attack 16, net defense 16,
net find 16,netmanipuJation
16, net stealth 16, net track 16

Equipment- Inquisitor:
Cyberware: Nanocord,
Nervejack,cybervisualpack­
age - Cyberoun, Danger­
scan. Modspotter TextLED.
cyberaudio package ­
Bugsweeper, Cybem>rders,
Ra<tiohear, Truthear, Radio­
talker, exodermal armor,
value TOU+S/10, Voice
Mimic, Automed, Mind
Booster. Cyber value: 24.
$ervCHlrms,painbaton,dam­
age value +3. Grid~Psi:

Cyberware: Nanocord,
Nervejack,cybeMsual pack­
age - Cybercam, TextLED,
eyber-audio package ­
Cybercorder, Radiohear,
Rad.iotalker. exodermal ar­
mOT value TOU+S/I0,
Automed, Mind Booster.
Cyber value 18. Cyberdeck
(response +4, stealth +1, pr0­
cessor 6, storage 12).
Porgrams: Onslaught 4,
Mindwipe 3, Annor 4, Scan
3,Shroud 3,Trace3,Search 3,
Copy 2, Alter 2, Store 2

[);s<ovtrtd by
Stephen Kmson
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SADOMACH

carried by the techno-de­
mons.

Sadomachs have no in­
terest in killing their prey.
They are more interested in
pure research: how longcan
a man live after being cut in
half? How many incisions
must be made into the heart
before a man dies? These
are the gruesome, bloody
subjects of inquiry for these
things.

Shortly after becoming a
High Lord, Kranod sealed
off the sadomach's dimen­
sion from the cosm of
Tharkold. With his death,
the seals weakened and
were broken. The sado·
machs walk Tharkold once
more.

Domain

The wards sealing the
sado mach's dimension
from the cosm of Tharkold
have beenshattered.,and the
creatures have traveled to
both cosm and realm. Six
are known to be living in a
rundown warehouse in
L.A.'s Chinatown. An
extradimensional gate be­
tween the realm and the
sadomach's dimension ex­
ists there.

"

J.P. Lono

,<

• '
.~.

~ "",.' IViiI The sado--- machs are
~ twisted and
~ perverse be-
~ ings fWffi he-
R, yond the Tharkold cosmo
~ ;:.~, They dwell in a grotesque

~ nether region of their own
making.. a hell wherein they
pursue the goal of their en­
tire existence: the inflicting
of pain on others.

The sadomachs, inca·
pable of relating to or un·
derstanding Raceordemon
concerns, claim to serve a
higher, and darker power.

'i-' The members of this horri­
~. fyingpriesthoodareunable

to leave their abode with­
out invitation, but can send
objects through. Now the
Tharkold cosm and realm
are home to arcane volumes
and othersuchartifacts that
can lure the unwary into
summoning these foul
things.

Each sadomach is unique
in its appearannce and its
approach to torture. The
only thing they have incom­
mon is their skin color,
bone-white,and the fact that
most show theeffectsof tor-
ture. All sadomach carry
pain weapons, many far
more effective than those

,,

,,

_..""::'::------------- ........
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DOMAIN

SIZE REFERENCE

Tharkold

Cosm

Tharkold Realm

D&ov<red by
Patrick Flanagan

~

Sadomach
OEXTERlTY12
Dodge 15, melee
weapons 16, missile
weapons 16, stealth 16,
unarmed combat 17
STRENGTH 16
TOUGHNESS 20
PERCEPTION 16
Fmd 20, language 18,
scholar (torture) 20,
tracJcing 18, trick 18
MIN014
Artist 17, medicine 18,
psychology 19, test 18,
willpower 20
CHARISMA 16
Chann 18, persuasion
20, taunt 20
SPIRIT 2.
Faith (Cult of the
Dominant) 28, focus 25,
intimidation 25, pain
weapon 27, reality
ITharkold) 25
Possibility Potential:
all
Equipment: Standard

equipment: pain weapon
(varies); leather bodysuit,
armor value TOU+2/22;
and three of the foUowin.g:
barbed lash, damage value
STR+3/19;scalpel,damage
value STR+2/18; razor and
chain, damage value
STR+3/19; spiked dub,
damage value STR+4/20;
razor darts, damage value
STR+2/18

Note: Incapable of suf­
fering physical damage
(wounds appear, but no ef­
fectsareregistered). Vulner­
able to spiritual, psiorucand
magical attack as normal.



SEMTH
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[Ij]
Semlhs ace

-- crystalline
creatures,
roughly 80
centimeters in

diameter, that appear to be
made out of spines. They
have the ability to concen­
trate either light or sound
through their bodies and
project either powerful la­
serorsonic blasts from their
spines. Many a Storm
Knight has made the mis­
take of using sound-based
weaponry against this crea­
ture, thinking it would shat­
ter, only to have the force
amplified and reflected
back.

Semthsarealways found
in groups of three, for rea­
sons that are unclear. They

prefer to travel during the
day, using sunlight as a
weapon. Traveling at high
speeds, the light reflecting
off their bodies makes them
appear as tiny, bright stars.
Semths are constantly ac­
tive and do not need rest.

In combat, semths con­
centrate their attacks on a
single target. When light is
available, they will use their
laser attack. Damage varies
based upon the amount of
light available: darkness, 0;
rain, 4; overcast, 6; early
morning/evening, 12;
noon,18;unnaturallybright
light, 20. When there is not
sufficient light for such an
attack, the semth will am­
plify sound and direct it at
their foe (minimum dam-

age value 10).
One tactic of the semth is

for one to absorb sound
waves and redirect them at
a second, who amplifies
them and adds +4 to the
damagevalue.ltthenbearns
the sound at the third memo
ber of the triad, who adds
another +4 to the damage
value. In this way, damage
value of sonic attacks can
be boosted to 18. It takes
one round for each of these
amplifications to take place.

Domain

Semths are found
throughout the central por­
tion of the realm. They pre­
fer open areas and avoid
the indoors and dark, shad-



owy areas.
There have been no re­

ported migrations outside
of the realm, nor any
sightings in the cosm.

Semlh
Reality. Tharkold
DEXTERITY 9
Dodge 12, energy
weapons 15, flight 14
STRENGTH 6
TOUGHNESS 9
PERCEPTION 9
Fmd 11
M1N06
Test (15), willpower 9
CHARISMA 6
Charm (15), persuasion
(5),taunt(11)
SPIRIT 7
Intimidation OS)
Additional Skills: two
at +1 adds
Possibility Potential:
some (3)

Natural Tools: flight,
speed value 10; laser attack;
sonic amplification. Both
attack forms have ranges of
1-50/200/400

Note: Immune to light­
and sound-based attacks.

DOMAIN

Tharkold

Cosm

LOSANCEUS

Tharkold Realm

.-
,."

C>is<ovemI by
Sean Sherman

SIZE REFERENCE
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SENSOR
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These ,ela­
-- lively mun·

dane creatures
(byTharkoldu
standards)

have been used throughout
the cosm of Tharkold since
the terrible quakes of the
Spasm. A sensor is a cyber­
netic construct which incor­
porates a particularly sen·
sitive animal (nonnally a
dog) as part of a compli­
cated array of devices de­
signed to detect seismicdis­
turbances. Thebodyused is
cadaverousand in constant
pain from the numerous
eybemeticdevicesattached
to it.

Sensors are nonnally in·
serted into the ground near
suspected fault lines. Here
they monitor seismic activ­
ity and warn sensor track­
ing stations of impending
quakes up to two hours be­
{are they strike. Their "sig­
nals" are composed of
coded whines and yelps, too
high fortheear to detect but
capable of causing severe

mental damage to humans.
(Not surprisingly, the de­
mons find the signals most
stimulating and treat them
as music,) The Race slave
specialists that monitor sen­
sors have been cybemeti·
cally "adjusted" to allow
them to survive constant
exposure to the transmis­
sions - in truth, there is
little of their humanity left.
(Cyborth are often used for
these duties - see indi­
vidual entry.)

Excess sensors are often
grafted into the demons'
pain sculptures, so beware
- in Tharkold, even the
scenery is potential!y lethal.

Recently, modfied sen­
sors have been placed
around industrial sites in
the hope of detecting force­
foots.lnaddition,miniatw­
ized sensors are being de­
veloped as intruder detec·
tion devices. Theireffective­
ness thus far has been lim­
ited, but the demons' love
of the macabre keeps them
trying.



LOSANCELES

SIZE REFERENCE

DOMAIN

Tharkold Realm

Tharkold

Cosm

Discovered by
Pete Venters

Sensor
Reality: Tharkold
DEXTERITY 0
STRENGTH 0
TOUGHNESS.
PERCEPTION IS
Evidence analysis 18,
find 18
MINDS
CHARISMAS
SPIRIT 7
Cyberpsyche 15,
intimidation (12)
Possibility Potential:
none
Note: Sensors cannot be

charmed, persuaded, taunted,
or tested.

Natural Tools: The cry
of a sensor is beyond the
rangeofhuman hearing, but
when its transmissions are
tapped into, severe damage
can result. A human ex~

posed to the signals sent by
a sensorsuffersmental dam­
age value 16 per round. This
is particularly dangerous
because often one does not
realize that damage is being
done until it is irreparable.

Equipment: Nanocord,
Cybercoder, Touchmike,
Touchbooster{+3 to Percep­
tion already added), Biostat,
Nanodoc, long-range radio­
talker (advanced system
with a range of 1000 km),
nutrient battery (unique
system designed to absorb
nutrients from surrounding
earth to maintain health of
the sensor and power its
equipment). Cyber value:
16.

kold cosmo Several have
been placed at potential
trouble spots along the San
Andreas fault. Recent read­
ings have been skewed by
the violent quakes taking
place in the eastern living
Land.

95
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Shards are
-- centimeter­

long crystal­
line insectoid­
ish creatures

withthousandsoflegs. They
are normally encountered
in swanns of 10 to 20 and
are the creation ofa Demon
Lord named C'thrack. A
shard swarmwillattackany
source of heat. and have
been known toflyintoopen
flames.

When attacking, each
shard tries to sting itsoppo­
nent by landing on him.
()nce the shard causes a
wound or better, it injects an
occultech virus into theper­
son and then dies. The virus
thereupon generates an Rf­
tertltion mngic total (baseskill
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value 10) against a difficulty
of the target's wilfpower. If
successful, the virus grafts
itself to the subject's DNA.
If unsuccessful, the virus is
destroyed by the body's
immune system.

Once it has taken root in
the body, the virus repro­
grams the cells so that each
begins to grow razor-sharp
metallicshards.This has the
effect of slowly ripping the
victim to pieces from the
inside out - an infected
person suffers a wound each
day until he iscured ordies.

The shard virus can be
treated with viral therapy
medicine(Tech 230r higher)
or healing miracles. To de­
termine the dUficu!ty of the
medicine total, add +4 to the

appropriate ON on the
Medicine Chart on page 56
of the Torg Rufebook. The
difficulty for healing
miracles is 24.

To prevent their own in­
vention from attacking
them, lharkoldu occultechs
developed the ShardChip.
AshardChipcausesa shard
swarm to ignore the user.
Unfortunately, all such
chipsself-destruct upan the
user's death, so none has
ever been recovered intact.

It is known that some
techno-demons have had
special crystal cyberlirnbs
(called "swannware"). Hav·
ing all the benefitsof regular
cyberware, these limbs are
also factories for prodUcing
shard swarms. Each limb
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Discovered by
Jeffrey Hersh... n
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Shards are found
t1:lroughout the Tharkold
realm, but are exceedingly
rare in the cosmo They are
most prevalent in the Long
Beach area. Shards prefer
the outdoors,often burrow­
ing into the sand and wait­
ing to fly out and attack
unwary passersby.

Shard
Reality: Tharkold
DEXTERITY 13
Dodge 15, flight 16,
maneuver 13, stealth 13,
unarmed combat 16
STRENGTH 2
TOUGHNESS 17
PERCEPTION 10
Find 12, tracking 12,
trick (15)
MIND 2
Test (15), willpower
(10)
CHARISMA 2
Persuasion (5), taunt
(14)
SPIRIT 4
Intimidation (4)
Possibility Potential:
none
Natural Tools: stinger,

damage value STR+I0/12;
infection, see description in
text.

Note: Shards cannot be
chnrmed.

canholdaten-shardswarm.
This swarm remains inac­
tive until released by the
user. After a swarm is re­
leased, it takes a full day to
regrow one. As with the
Shard Chips, the swarm­
wareself-destructs upon the
death of the user.
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"Sideanns" are roughly ,~the motives for their
six meters long, six meters... ons remain unknown.
wide and three meters taU, ~actionsappearerratic

with a bewildering array of rvers, working to-
tools and processing units goals known only to
on its exterior. The tracked hey are as likely to
vehicle gathers samples of party of Storm
metals, hydrocarbons and Knigh ;'they are to bru·
ceramics to reproduce the tally sla t for the non-
functioning of nine of the organicma~lthey carry.
twelve types of Mak· No attemPt\K long-range
erMods:ceramics,cybemet· communicat~.n with a
ics, electronics, machining, "'Sidearm" ha$ cceeded,
plasmatics, plastics, poly· though they the abil-
mers.structuralandvehiru· ity to electroni dictate
tar. "Sidearms" have no short commands e lan-
jacks allowing interface guageoftheRaceb "Get
with programmers. out of the w~y," or~ve

There are believed to be me your equipment.
at least 20 UltraOOARMS There are rumor t
operational in thecosmand UltraCIDARMS with
realm. ''Sidearms'' possess power of flight or the abi~\

asophisticated intelligence, ity to function underwater\

""

!
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~ IYiiI "Sidearm" is~~~~_ ,GJ, -- the nickname
given by the

:'"',::-~~~~~~~ Race to the>.J self-awarede-
.J' ......-- ~.e:::. vices known as Ultra-

__~-" CIOARMs (Computer Ini-
tiated Design and Replica­
tive Manufacture). Origi­
nally developed by a Race

. ' scientistwhowishedtocre­
. ~ ate a mobile UltraCAD de­
l: vice to aid his people byrl: breaking down materials
~ and reprocessing them, the

experiment backfired when
r>.. the sapient machine killed
I) ~ its creator. The UltraClD

replicated. itself, adding a
neural distorter, pulse la­
sers, and additional equip­
ment for processing of non­
organic material.

J"....

"
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Cosm
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Sidearm
Reality: Tharkold
DEXTERITY 10
Energy weapons 18,
maneuver 16
STRENGTH 25
Liftng 27
TOUGHNESS 25
PERCEPTION 11
Evidence analysis 12,
find 20, land vehicles
17, tracking 13
MIND 14
Science (computers) 20,
survival 16, UltraCAD
operation 24
CHARISMA.
Charm (30), persuasion
(30), taunt (25)
SPIRIT 9
Intimidation 14
Possibility Potential:
none
Equipment: Bith/42

neural distorter, stun dam­
age value 30, ammo 50,
range5-15/30/-; pulse la­
sers (2), damage value 28,
ammo 50, range 3-25/100/
150; speed value 12

"Sidearms" wander the
Tharkold realm and cosm,
occasionally replicating
themselves but generally
going about their own de­
structivebusiness. Few have
wandered outside the ste­
lae boundaries.

Discovered by
Ronald Lundeen

Domain

but these have yet to hecon­
firmed. Ii they do exist, they
would have to have been
created specifically by an­
other "Sidearm" for its par­
ticular purpose.

Perhaps in a throwback
to its original program, no
UltraCIDARM has ever
been known to kill a Race
member. They will attack
and render them uncon­
scious if they get in the way,
however.

99
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SIMMULID

~
Simmunds

-- areg~netically
engineered
humanoids
created by the

Tharkoldu, for the purpose
of deep--cover infiltration of
Race strongholds. They
have the advantage of be­
ing harder to spot as differ­
ent than their cyborg coun­
terparts, along with a lim­
ited chameleon ability.

Simmulids average 1.8
meters in height and can be
of either sex (a factor which
they are unable to change)
and any skin color. Know­
ing full well that they would
not be accepted by the Race
were their true nature
known,nonehaveanycom­
puncHon about betraying
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the humans.
Simmulids' chameleon

abilities come from two
sources. The first is their
genetic makeup, which al­
lows them to change the
contours of their face by the
detachment and reattach­
ment' of their facial muscles
and the alteration of their
skin color. The second is an
assortment of nanotech de­
vices located throughout
their body. These perform
the more difficult structural
changes, such as height and
hair color.

There are limits to this
ability. Height cannot be
altered by more than plus
or minus five centimeters.
Drastic changes in skin or
hair color can take up to

M.-'nd......

two weeks. Major changes
to the facial structure can
result in damage to the sim­
mulid if they are performed
too swiftly.

When in combat, sim­
mulids can make rapid
changes in appearance on a
disguise total of20. If the roll
is failed, the transformation
does not take place and the
number of points by which
the check failed are read as
damage taken by the
simmulid. If the change is
successful, the transforma­
tion acts as an intimidation
attack on the target with a
value of 20. Seeing through
a simmulid's transforma­
tion requires an evidence
analysis or Perception total
of 15.



No check is needed for
changes that occur over
time.

DOMAIN
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SIZE REFERENCE

Tharkold

Cosm

Tharkold Realm

~11y

Sam Thornton

Domain

Simmulids can be found
in Race strongholds both in
the cosm and in the realm.
Some may have been work­
ing with the Race for years,
making identification of
them difficult.

Simmulid
Reality: Tharkold
DEXTERITY 10
Dodge 14, energy
weapons 12, fire
combat 12, maneuver
12, melee weapons 11,
stealth 11, unanned
combat 13
STRENGTH 13
Climbing 14
TOUGHNESS ,.
PERCEPTION 7
Disguise 18, find 11,
trick 10
MlND6
Survival 11, test 12
CHARISMA 10
Chann 13, persuasion
12, taunt 12
SPIRIT 6
Intimidation 14
Additional Skills: two
at +1 adds
Possibility Potential:
some (40)

Natural Tools: claws,
damage value STR+3/15;
teeth, damage value
STR+2/14; chameleon abil­
ity, value CHA+5/15



SKIITERS

•

The luge cy­
-- bernetic spi·

del'S known as
skitters were
originaUy de­

rived from a speciesof tiny.
hannJessarachnids that mi­
grated from Kadandra to
Tharkold dUring the Sim
War. Exposure to the high
radiation levels in the Dead
Lands caused some of the
spiders to mutate to dozens
of times their original size
and ferocity.

Noting the apparent ge­
netic malleability of the
creatures, Tharkoldu gen­
engineers treated some of
these mutated spiders with
occultech processes in the
hopes ofcreatinga new bio­
cyber weapon against the
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Race. Unfortunately, the
experiment failed, resulting
in a breed of vicious, high·
tech arachnids with a per­
manent case of cyber­
psychosis. Now, hordes of
skitters ravage Tharkold,
devouring everything in
their path.

Skitters grow to about
one meter in length, resem­
bling large. spindly silver
and black spiders with vis-­
ible cyber-enhancements
and extremely sharp man­
dibles. They travel in packs
of anywhere from a dozen
to a hundred. Their goal in
life is to eat. which they do
with zeal. They will con­
sume any organic material
they can find (except. ap­
parently,eachother)and are

nearly always hungry. A
groupofskitterscan reduce
a man to bones within one
minute. But skitters don't
stop at the bones ...

Skitters are nomadic,
moving from place to place
as the food runs out. When
liVing prey is spotted, skit­
ters enter a "hideand stalk"
mode and attempt to qui­
etly surround their in­
tended victim, then leap
upon them. In combat, skit­
ters act as cyberpsychosis
victims suffering from rage
- that is, they attempt an
all-out attack every round.
Skitters fight to the death
and are therefore immune
to boo results. Treat such
situations as setbacks.



•

DOMAIN

SIZE REFERENCE

Tharkold Realm

Tharkold
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Domain

Thefitst (andsofaronly)
sighting of skitters in the
realm hasbeen inCompton.
whereahundredofthecrea­
turesdescended upon acon­
venience store and de­
voured everything - and
everyone-inside.Theyare
sure to spread throughout
Los Angeles as time passes.

Skitlers
Reali~Tharkold
DEXTERITY 12
Dodge 14, long jumping
15, maneuver 14, stealth
16, unarmed combat 14
STRENGTH 10
Climbing 16
TOUGHNESS 9
PERCEPTION 10
Trick (12). tracking 15
MIND 4
Test (18)
CHARISMA.
Taunt (15)
SPIRIT 4
Intimidation (25)
Possibility POlential:
none
Nalurill Tools: man­

dibles. damage value
SfR+5/15; Darksight visual
system (see normally in
darkness); interdermal plat­
ing. armor value TOU+2/
11; cyberlegs (four pairs).
increasing running and fong
jumping Limit by +3. Cyber
value: 6.

Discovered:~ ~:::::::::::::::::::::::::::~Steve Stelter
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Also known
-- as the ''Spasm

sprite" or the
"twisted
faery,"Spasm

faeries are believed to be
loosely related to the nature
elementals that lived on
Tharkold prior to the cata­
clysmic upheaval referred
to as the "Spasm." All
sightings of such beings
halted after the ecoshat­
teting.

Roughly ninety years af­
ter the Spasm, Tharkoldu
researchers began to record
sightings of diminutive
creatures. But rather than
benevolent children of na­
ture, these were malevolent
beings witha drivetoelimi­
nate all that lived.

Although their powers

vary widely from one to
another, they seem to share
a common physical form.
They are roughly 10 to 20
centimeters in height, with
features that mingle those
of the Race and the Thar·
koldu. All are deformed ­
Race researchers believe
that their forms mirror the
warped ecology of Thar­
kold.

Spasm faeries have pow­
erful magical abilities,
which theyuse withequally
devastating effect on the
Race and techno-demons.
In addition, their physical
strength is fonnidable for
creaturessosmall,and a few
have exhibited nasty claws
and teeth when backed into
a comer.

Domain

Spasm faeries can be
found throughout thecosm
of Tharkold, but their only
appearances in the realm
have been in the Compton
area. It isbelieved that some
may have allied themselves
with Garthak dUring his
abortive rebellion against
Jezrael,and abandonedhim
when it became dear he
would lose hisstrugglewith
Thratchen.

There are rumors that
some Spasm faeries may
have made their way to
Aysle, where they are
spreading their poisonous
view of life to some of that
realm's faerie folk. With re­
cent events in Aysle, many
of the formerly benevolent



faeries have lost faith in the
Ught and may be ripe for
conversion to this way of
thinJcing.

Spasm Faerie
DEXTERITY 12
Dodge 15, maneuver 16,
stealth 18, unarmed
combat 18
STRENGTH 13
Climbing 15
TOUGHNESS 18
PERCEPTION 1.
Alteration magic 20,
find 17, trick 19
MJND15
Conjuration magic 19,
suMval17, test 19,
willpower 17
OfARISMAI0
Chann (9), persuasion
(20). taunt 16
SPIRIT 10
Intimidation 16, reality
<Tharkold) 14
Possibility Potential:
all
Arc.ane Knowledges:liv­

ing ~rces 8, entity 8
Spells: disgu~ ~Jf, Qt­

tackdomirumt,fotbIaster,hor­
ritying Qrriutll, pleasu.re flip

Natural Tools: varies
Equipment: varies

Tharkold

Cosm

Tharkold Realm

DOMAIN

,
•
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SPHERE

I~I Small, fast,-- metallic. and
very, very
deadly, with a
size and a

weight approximating that
ofa baseball, theseoccu1tech
devices packa considerably
more lethal punch. Whether
it is partially organic or to­
tally non~living is un·
known.

Each sphere is highly
maneuverable, beingable to
accelerate from a dead
hover to its full speed al­
most instantaneously.
When stalking prey, the
spheres make use of infra·
red scanners and sensitive
motion sensors. Ha ving
been programmed with a
limited cunning, they are
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not easilyoutwitted. Unlike
organic creatures, spheres
do not tire and can be ex·
ceedingly patient while
waiting for a target to
emerge from his hiding
place.

A sphere manages to
pack an arsenal of weap­
onry into its tiny (ann by
utilizing its alteration magic
skill. Whenever a new
weaponmodeisdesired,an
aperture appears on its
seamless surface allowing
access. 1£ at range, the
sphere will employ a high
energy laser beam. Spheres
usuaUy prefer getting into
melee combat, however, as
they have been primarily
designed as "gore ma-
chin •es.

Spheres on strafing runs
usually use monofilament­
ed.ged rotary buzzsaws that
can pop out of the sides.
For a more direct assault,
the whirlingdrill-bit attach­
ment is perfect for a full­
speed collision with an un­
protected. forehead. If the
sphere achieves a wound
result on a ramming attack.
then it has embedded. itself
and can continue to inflict
damage value 22 per round.
(A Strength total of 16 is re­
quired to remove the
sphere.) A sphere can gen­
erate intense heat on its
surface, with which it can
attempt to burn through
barriers or people foolish
enough to try and grab it.

Fortunately, spheres are
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Sphere
Reality: Tharkold
DEXTERITY 14
Dodge 20, energy
weapons 16, flight 20,
manuever 15, melee
weapons 16
STRENGTH 16
TOUGHNESS 20
PERCEPTION 15
Alteration magic 18,
evidence analysis 16,
find 17, tracking 17,
trick 16
MIND 12
Apportation magic 16,
test 17, willpower 17
CHARISMA 10
Taunt (4)
SPIRIT 11
Intimidation 15
Possibility Potential;
some (25)

Skill Notes: Immune to
shock and K/O.

Natural Tools: Flight,
speed value 16

Equipment: Hidehunter
(find+3); Heathunter(find+3
in the dark); Sharpsight (+2
to all Perceptiorl checks us­
ing vision); integral laser,
damage value 25, ammoSO,
range3-50/100/200; monO""
filament blades, damage
value 20; drill·bit, damage
value 22; heat field,damage
value 20. Cyber value: 6.

Domain

Spheres can be found
anywhere within the
bounded stelae area of Los
Angeles, as well as in some
portions of Berlin. In the
cosm, they can often be
found in the Free Nationsof
Aurioch and Kham.

generally solitary in nature,
but up tothreespheres have
been known to work to­
getherwhen the need arose.



SPRITES

Sprites are
magical crea­
tures who, for
reasons of
their own,

have taken up residence in
the Tharkoldu Grid. They
are mischievous demons
who delight in leading un­
wary deckers into the deep­
est parts of the computer
net, then abandoning them.
On Tare occasions, they will
actually point a decker in
the right direction or lead
him to a treasure trove of
data, the better to lure in­
tended victims in the future.
They treat Tharkoldu and
Race deckers much the
same, and as a result, both
sides think the other is re­
sponsible for the creatures'
introduction into the net­
work.
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Sprites appear as small,
sexless humans, no more
than 1.2 meters tall. They
have glowing eyes that
change colors frequently,
and are able to travel along
the data pathways at great
speed.

Sprites are capable of
slipping into equipment at­
tached to the Grid, and par­
ticularly enjoy entering re­
mote security cameras,
linked terminals and video
monitors. They often make
appearances on monitors,
as a matter of fact, posing as
virus programs in an effort
to frighten operators. They
are capable of emerging
from the Grid, but have
never been known to do so.

Sprites are considered
entities for purposes of
spellcasting. As they are

magical constructsand have
no true physical form as
such, they do not have net
values.

Jezrael had been plan­
ning to transfer somesprites
into Nippon computer sys­
tems, but has discovered a
slight snag: owing to their
natore, spritescease to exist
if they disconnect in a realm
whose Magic axiom is less
than 10. This limits their
utility in the war with
Nippon.

Domain

Sprites can be found
throughout the Tharkoldu
Grid, with some having
migrated into the GodNet.
In addition, sprites can of­
ten be found residing in
equipment attached to the



Grid.
Sprites have also made

forays into Aysle, attracted
by the high Milgic axiom,
but the lack of technology
disappointed them and they
returned to Tharkold.

Sprites
Re.J.lity: Tharkold
DEXTERITY 13
Acrobatics 15, dodge
17, energy weapons 14,
manuever 16, running
15, stealth 16, unarmed
combat 15
STRENGTH 7
TOUGHNESS I'
PERCEPTION 12
Alteration magic 14,
find 15, trick 16
MINDS
Apportation magic 13,
conjuration magic 13,
science (computers) 16,
test 10
CHARJSMAU
Persuasion 15, taunt 16
SPIRIT S
Intimidation 12
Additional Skills; two
at +1 adds
Possibility Potential;
some (32)
Arcane Knowledges:

metal4,fire4, any other three
at +2 each

Spells: varies
Natural Tools: claws,

damage value SfR+4/11

lliscovemi by
Sam Thornton
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SSATHACK

.'

J. P Loroo
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I~I Ssathack a'.-- single-celled
Iifeforms
which travel
in colonies.

They are considered to be
scowges by both the Race
and the Tharkoldu, since
they have no qualms about
huntingandronsumingany
organiccreaturethatcrosses
their path (induding each
other).

Due to their amorphous
nature, ssathack colonies
can pass through any open­
ing larger than half a
centimerindiameter. While
in water, ssathack resemble
thin, multicolored oil slicks.
On land, they resemble
large je:Uyfishes, minus the
tentacles. Ssathack can
swimextremelyswiftlyand
silently, and colonies have
been known to exceed
speeds of 30 knots without
evendisturbing thesurface.
On land, they can move as
fastasaverage human walk­
ing speed.

A colony attacks by first
attempting to engulf a vic­
tim (an unarmed combat at­
tack). If a wound or better is
scored, the colony has COY­

ered its prey. A Strmgth tIT
tal of 16allows the victim to
free himself. The round aI-

ler it engulfs its prey, the
ssathack will flow into the
person through any orifices
or heavy wounds. Once in­
side, the creature releases
digestive enzymes that be­
gin dissolving the insides
ofthe person(damage value
20 per round). These en­
zymes only break down or­
ganic matter and have no
effecton metals, piastics,etc.
The attacks continue until
contact with the ssathack is
broken or the creature is
killed. Once this occurs, the
victim ceases to take dam­
age. A person killed by a
ssathack is fully Iiquified
and absorbed by the colony.

Armoraddsarenottaken
intoaccount during the dis­
solving attack. U a victim
has some sort of protection
that prevents the creature
from getting inside them,
the ssathack will disengage
and try to find another tar­
get.

Ssathack are severely
hampered whenoutoffresh
water. Each round a colony
is out of water, it suffers
five shock points due to de­
hydration. The exception to
this is when they are out of
waterina heavydownpow.

When immersed. in salt
water, ssathack take aWOIlM
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per round. Fire-hased. at­
tacks receive a +2 bonus to
their damage value when
employed against ssathack.

Domain

Ssathack were spawned
in the toxic waterways of
Tharkold and hunt all or­
ganic life in theareas where
they live. OnJya fewofthese
monstrosities are known to
have descended the bridge
to the realm and are now
living in the L.A. sewer sys­
tern.

Ssathack
Reality: Tharkold
DEXTERITY 15/8
Dodge 16/8, maneuver
17/9, swimming 17,
unarmed combat 19
STRENGTH 15
Climbing 12
TOUGHNESSU
PERCEPTION 10
Camouflage 17/11.
tracking 11/9, trick (12)
MIND 6
Tes. (2)
CHARlSMA5
Charm (t6), persuasion
(6), taun' OS)
SPIRIT 8
Faith (Cult of the
Dominant) 11, intimida·
tion (t2), reality
(Tharkold) 13
Possibility Potential:
none
Natural Tools: dissolv­

ing attack. damage value 20
Note: Numbers before

the slash refer to thecolony's
skill value while immersed
in water. Numbersafter the
slash refer to the creature's
skill value when out of wa­.....



STARLET

D.........

Evenamid the
chaos of the
Possibility
Wars, young
women from

around the United States
still travel to Hollywood
every year, hoping for a
chance to break into the
movies. And while the
Tharkoldu are by no means
the first to expoit such inno­
cents, they have certainly
developed a unique method
of doing it.

Starlets are young, beau­
tiful women brainwashed.
by the lbarkoldu into serv­
ing them. They are fitted
with technomagical im­
plants and trained in the
use of spells to make them,
in their way, devastatingly
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powerful agents of chaos.
The starlets use their cha­
risma-enhancing magics to
seduce powerful men (usu­
ally Storm Knights). Once
they have them hooked,
they cast pleIlSure flip. Sud­
denly, though kissinga star­
let seems tremendously ap­
pealing, it also causes in­
tense pain.

This contradiction weak­
ens the will of the victims
and makes them easier to
manipulate. The brain­
washed starlets are almost
as sadisticas theTharkoldu,
and take great pleasure in
telling their victims that,
say, eating or breathing
should be avoided.

Thebiggest problemstar·
lets face is keeping their vic·

tints from trailingafter them
when they are in search of
new prey. For that reason,
they usually have a techn{)oo
demon or two as alUes to
keep the tortured fools in
line.

Starlets are normally not
adept at physical combat,
but one can often convince
an opponent to fight on her
behall, given time. In gen·
eral, starlets who aredraw·
ing unpleasant attention
from too many Storm
Knights will be disposed of
to prevent the disruption of
the entire operation.

Domain

There are no starlets
present in the cosm of
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Starlet
Reality: Tharkold
DEXTERITY 8
Dodge 9, stealth 9,
swimming 9, unarmed
combat 9

. STRENGTHS
TOUGHNESSS
PERCEPTION 9
Alteration magic 13,
find 10, scholar (Holly­
wood lore) 13, trick 10
MIND 8
Artist (actress) 9, test 11
CHARISMA "'
Charm 20, persuasion
20, taunt 18
SPIRIT 12
Intimidation 17
Additional Skills: three
at +1 adds
Possibility Potential:
some (35)
Arcane Knowledges:folk

3 ,/ivil1gforces 5 on ExChips
Spells:p/easure[lip,charm

person, command obedience,
enhanced aura, persuasion,
increase charisma, snail wit

Equipment: Cyberware:
Nanocord, alteration en­
abler, 3-slot chipholder, folk
3 ExChip, living forces 5
ExChip. Cyber value: 9

Tharkold.ln the realm, they
tend to congregate in
Beverly Hills and Holly­
wood, working their wiles
on any Storm Knights (or
other wielders of power)
they come across.



TAR PIT GHULS
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I~I ~~~:s~::itiesappeared
shortly after
the arrival of

Tharkold in L.A., and are
the product of a devious
new strain of the Relictin
virus.

Two Great Alphas seek­
ing a base in this new realm
happened upon Hancock
Park, site of the famed La
Brea Tar Pits. Here over a
million fossils of the Ice Age
were dug from the tar and
many are now housed in
nearby museums. The
techno-demons took up
residence in the museums
and set out to create a new
type of Relicti.n that would
return life 10 the ancient

bones.
Thesenewtypesofghuls

suffer from the same hun­
ger as their human breth­
ren, but cannotsateit due to
their skeletal nature. This
does not stop them from
killing virtually any living
thing that crosses their path.
The virus has been modi­
fied to ensure that theghuls
will never be rendered c0­

matose by their inability to
feed and the brittle bones
were strengthened to im­
prove durability.

Tar Pit ghuls are incred·
ibly stealthy, cunning and
savage. Their darkened
bones, stainedbrown by tar,
blend with theshadowsand
their lack of lungs or vocal

cords means only a slight
rattle of bones when they
walk betrays their presence.

Tar Pit ghuls are immune
to chaml or persuasion, as
well as shock and KO dam­
age. Due to their skeletal
nature, they are difficult to
hit with ranged weapons
(add +3 to the difficulty of
efforts to hit with missile
wenpons, fire combat and en­
ergy wenpons).

Domain

Tar Pit ghuls are com·
monly found within the
Tharkold realm, in the area
around the La Brea Tar Pits.

one are known to have
migrated to the cosmo
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Standard Tar Pit Ghul
<Sabretoothed Cat)

Reality: Tharkold
DEXTERITY 17
Acrobatics 18, dodge
20, long jumping 18,
maneuver 18, stealth 19,
unarmed combat 18
STRENGTH 18
Climbing 21
TOUGHNESS 19
PERCEPTION'
Find 18, tracking 18,
trick (25)
MIND 4
Test 15 (25), willpower
25
CHARISMA 4
Taunt (25)
SPIRIT 5
Intimidation 20 (25)
Possibility Potential:
none
Natural Tools: claws,

damage value STR+3/21;
teeth, damage value
STR+5/23

Standard Tar Pit Ghul
(Mammoth)

Reality: Tharkold
DEXTERtTY8
Dodge 11, stealth 12,
unarmed combat 14
STRENGTH 26
Lifting 30
TOUGHNESS 28
PERCEPTION 4
Find 13, tracking 13,
trick (25)
MIND 4
Test 15 (25), willpower
25
CHARISMA.
Taunt (25)
SPIRIT 5
Intimidation 20 (25)
Possibility Potential:
none
Natural Tools: tusks,

damage value STR+4/3O;
teeth, damage value
STR+2/28
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THIN WIDOWS

I~I ;;~na;':1i~:~
spider·like rt?

bots created
by the Thar-

koldu to harass and attack
the Race. They are about
fist-sized, made from a dull
black metal with a silver
hourglass on the abdomen.

The spiders have special
mechanisms built in which
allow them to mix chemical
resins and spin out incred­
ibly fine monofilament
polymerchains.They string
these "webs" across avail­
able openingssuch as door­

I .. '-- ways, windows, corridors,
etc., where they are virtu­
ally invisible to the naked
eye (find or Perception diffi­
culty of 15 to detect).

When an unsuspecting
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human blunders into the
mono-web. he is cut to rib­
bons.Themono-webinflicts
a base damage value of 22,
plus the speed value that
the character was traveling
when he hit it. The webs
themselves are not very
strong and fire combat at­
tacks will easily destroy
them. Attacks with melee
weapons will succeed only
if the weapon is not de­
stroyed by the mono-web
first. Apply the web's dam­
age value against the
weapon's Toughness. If it
suffers four or more
wounds, the weapon breaks
and does not damage the
mono-web.

For secondary defense
(and finishing off those not
killed outright by the mono-

webs), thin widows have
small fangs connected tc
sacs filled with a powerful
neurotoxin. TheyoftendroF
from walls or ceilings and
use the poison to slay
wounded orconfused prey.
The widows must cause a
wound or betterto introduCE
the venom, and then thE
toxin does damage value 18
per round (medicine total of
15 to nullify the venom>. ThE
widows have very rudi­
mentaryprogrammingand
generally resist interaction.
although they have ShOWT1
some vulnerability to tricks,
They never attack techno­
demons.

The demons often USE

thin widows when attack·
ing Racesettlements, releas­
ing the spiders just beforE
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The thin widows are
present in the Tharkold
cosm and have been im­
ported to the realm to ter­
rify the human monkeys.
The techno-spiders are of­
ten introduced intotheven·
tHation systems of Kanawa
subsidiaries to set traps for
unsuspecting employees.

Thin Widows
Reality: Tharkold
DEXTERITY 9
Acrobatics 12, dodge
13, long jumping 11,
stealth 13
STRENGTH 3
Climbing 12
TOUGHNESS 8
PERCEPTION 9
MIND3
Test (15), wiUpower
(8)
CHARISMA 3
Charm (15), persuasion
(15), taunt (18)
SPIRIT 4
Intimidation (15)
Possibility Potential:
none
Natural Tools: fangs,

damage value STR+8/11;
mono-webs, damage value
22 plus speed valueofchar­
acter; neurotoxin, damage
value 18

the assault and allowing
them to spin mono-webs
across exits. Thiseffectively
disposes of any humans
who attempt to escape the
carnage.

Thewidowsarepowered
by small energy cells that
allows them to run for sev­
eral days without requiring
recharging. Some very rare
thin widows are fitted with
vril batteries that power
them perpetually. Suchwid­
ows are usually personal
pets of a powerful Demon
Lord.

Domain



TUNNELER
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Tunnele"
-- came:aboutas

a result of
massive ge­
netic mula­

tionsamong the indigenous
soH-dwelling worms of
Tharkold following the
Spasm. Tunnelers are very
large creatures, an average
specimen measuring about
10 meters. The entire body
is never seen above ground,
but would resemble an
enormous earthworm, cov­
ered in a thick, nexible
brown hide. This hide is
actuaUy a protective shell
the tunneler retracts its neck
into when burrowing.

Tunnelers are extremely
sensitive to vibrations in or
above the ground. A tun-
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neler attacks by burrowing
beneath its victim and then
rearing up out of the
ground, cracking open the
fronl end of its shell to ex­
tend its long, flexible neck,
which ends in a fanged
maw.

Tunnelers make no dis­
tinction between different
vibrations, and are just as
likely to attack a noisy car
as a man. Loud noises, such
as explosions, have been
known to temporarilydrive
them away from an area.
1beirrangeof hearing is tied
to the strength of the vibra­
tion, but seems to have a
limit of 500 kilometers.

Tunnelers can burrow
through most substances
with amazing speed, ai-

though they prefer sand or
loose dirt. Soil that has a
more solid consistency
slows them down, subtract­
ing oneor more points from
their speed value.

Tunnelers are extremely
cunning beasts. They learn
from their mistakes and
adapt quickly to new situa­
tions. They have been
known to dig beneath the
foundations of buildings
and bring the structures
down, in an effort to get at
prey on the rooftop.

Domain

Tunnelers are a plague
throughout the Dead Lands
and deserts of Tharkold.
Many demon strongholds



Tharkold Realm

and Race cities have set up
forcefields in the ground
surrounding their borders
to keep out these abomina­
tions. Aurioch and Kham,
in particular, are plagued
by the many tunnelers that
inhabit the wide expanses
ofdesert surrounding them.
Sterret, inanalyzingthepre­
dominantly arid terrain of
Southern California, de­
cided tocaptureand import
a numberof these creatures.
The tunnelers migrated to
looser soils when released,
and now roam beneath the
sands of L.A.'s beaches and
the outlying deserts sur­
rounding the city's inland
side.

Tunneler
Reality: Tharkold
DEXTERITY 9
Dodge 12, maneuver 12,
stealth 16, unarmed
combat 16
STRENGTH 24
TOUGHNESS 20 (30)
PERCEPTION 15
Find 20, tracking 20,
trick 16
MIND 9
Survival 18, test (25),
willpower 25
CHARISMA 4
Charm (25), persuasion
(25), taunt (15)
SPIRIT 8
Intimidation 20 (25)
Additional Skills: one
at +1 add
Possibility Potential:
none
Natural Tools: teeth,

damage value STR+3/27;
shell, armor value
TOU+lO/30 (exposed neck
uses TOU value 20); bur­
rowing, speed value 12

Discovered by
Clinton Wolf

~
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WARLORD DRONE
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[Ij] Pwje<:" W.,-
-- lord began as

an attempt by
Nipponscien·
lists, prior to

the Tharkoldu invasion, to
develop a self·aware com·
puterdefensesystem which
would possess artificial in­
telligence. It was seen as a
potentialdeterrent to efforts
by theeyberpapists to infiI·
trate the Kanawa computer
network. Their efforts
seemed. doomed to failure
until the techno-demon at­
tack on Earth warped real­
ity, bringing the program
to unlife and transforming
it to Tharkoldu axioms.

The program set about
dominating the scientists
and forcing them to gather
raw materials via the use of
synthecyclers. Meanwhile,
the program entered the
DemonGrid and began
gatheringknowledgeabout
this new realm. When this
was done, it had a massive
bodysuit constructed to
which weregrafted. thebod­
iesofcaptured humans. The
Warlord program then
downloaded a copy of its
consciousness into the

bodysuit, creating its first
Drone.

Both the VX and the true
image of the Drone are that
of a Nippon-like armored
warrior standing nearly five
meters tall, its surface
gleaming gold.

Theprogram isnowcom­
pletely psychotic, bent on
conquering both the Race
and demonkind, and any
others who might seek its
destruction. The master
consciousness now rules an
entire section of the Grid. It
is believed that it intends
the construction of more
Drones in the near future.

Domain

The Warlord program
itselfis headquartered in the
basement of a Kanawa sub­
sidiary in Los Angeles. The
Drone has been seen
throughout the city.

Warlord Drone
DEXTERITY 15
Energy weapons 18, fire
combat 16, heavy
weapons 18, maneuver
17, melee weapons 17
STRENGTH 18
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TOUGHNESS 2.
PERCEPTION 16
Alteration magic 17,
eyberdeck ops 19, find
17, tracking 19, trick
(18)
MIND 17
Apportation magic 19,
conjuration magic 18,
science (computers) 18,
willpower 25
CHARISMA 9
Charm (30). persuasion
(30). taunt (21)
SPIRIT 10
Intimidation 20, reality
(Tha,-kold)15
Possibilities: 30
AluncKnowledges:(on

ExChips) living forces 2, en·
lily 3

Spells: Ctlpt~ send, hor­
rifying arriwI, a/phil stech

Equipment: plasma
broadsword,damage value
STR+8/26; Thav-6/ u
plasma gun, damage value
30, ammo 20, range 5-50/
300/500; armor, TOU+I0/
24; net programs: attack 4,
defense 3, shroud 3; Cyber­
ware: nervejacks (3), shock­
buffers (2), shock suppres-­
sion, chiphoJder5. slashers,
damage value STR+5/23.
Cyber value: 13

Net Values: netattack25,
net defense 21, net find 20,
net manipulation 19, net
stealth 22, net track 22

Note: All attacks made
by Dronesareall-<mt attacks.
They attempt to dominate
all opponents by defeating
them in combat.
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I~I A watch ~asl-- is to the dog
as the sabre­
tooth tiger is
to the house

cal. At one time, their an­
cestors stood over a meter
high at the shoulder and
ravaged the plains of
Tharkold. And they didn't
settle for the young and the
sick among the prey ani­
mals, they brought down
the herd leaders.

The TharkoJdu have ge­
netically altered and cyber­
netically enhanced these
fierce beasts. They now av­
erage 1.5 meters in height al
the shoulder and can bring
down the strongest of op­
ponents.
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The creation of watch
beasts has saved the techno­
demons from having to de­
ploy perimeter guards in
many areas. The average
Race member is just a quick
snack to one of these mon­
sters. And, should prey es­
cape, the beasts can go on
search and destroy mis­
sions. Each isequipped with
a Third Eye and a Biostat
that relays the beasts' posi­
tion and visuals. In tum. a
monitor can respond to the
action by sending back vo­
cal commands to a
Radiohear. This deadly
teaming can quickly and
efficiently track down any
escapee and dispatch him.

Watch beasts are further

equipped with Wind·
hunters (to augment olfac·
tory tracking). a shock sup­
pression unit. armor and
talons. Note that their teeth
have no need of augmenta­
tion, and when you see
them, it's already too late
for you.

Watch beastscommonJy
patrol in pam,usually with·
out a keeper. They are swift
over short distances, but
owe much more of their
success to their ability to
relentlessly pursue quarry.
It's said that theonJywayto
throw off pursuit bya watch
beast is to kill the thing. oth·
envise it will follow until
your corpse mingles with
the dirt.



••
123

DOMAIN

SIZE REFERENCE

Tharkold

Cosm

Tharkold Realm

DiS€overed by
Brifln S. Perry

~

Watch Beast
Reality: Tharkold
DEXTERITY 13
Dodge 16, maneuver 14,
stealth 17, swimming
13, unarmed combat 16
STRENGTH 14
TOUGHNESS 15
PERCEPTION 12
Tracking 16 (19), trick
(12)
MIND12
Test (13), willpower
(15)
CHARISMA 6
Taunt (8)
SPIRIT 8
Intimidation 15
Possibility Potential:
none
Natural Tools: teeth,

damage valueSTR+S/19
Equipment: CybeTWare:

Third Eye, Radiohear, Wind·
hunter, Biostat, shock sup­
pression booster, inter·
dermal plating, armor value
TOU+3/18, talons, damage
value STR+2/16. Cyber
value: 11

Domain

Watch beasts can be
found in both the cosm and
the realm, protecting Race
slavecompoundsand other
facilities of importance to
the techno-demons. Sterret
of the Blades is known to
have watch beasts among
his guards, and frequently
jests that Garthak might
have survived the assault
by the Nipponese and
Thratchen had he employed
a few of the creatures.



ZIGGIT
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A ziggit is a
small winged
creature
found prima­
rily near park·

land orsitesof recent battles.
Its central bodyisa 10centi­
meter wide lump of pink·
ish, folded flesh resembling
a brain. Two brown, leath­
ery wings protrude from
oppositesidesof the central
body, giving the creature a
wingspan of half a meter.
Ziggits are capable of hov­
ering. but cannot land. and
so must remember con­
stantlyairborne.

Ziggits possess a single
appendage, a 20 centimeter
long hollow tube,onecenti­
meter in diameter, that
seems to be metallic in na-

ture. This is the instrument
of the ziggit's attack and its
means of feeding. Ziggits
thriveon thecranial fluid of
dead or unconscious mam­
mals. A man-sized creature
will proVide a ziggit with
enough fluid for three days.
Preycannot have been dead
formore than a week for the
creature's purposes. Ziggit
feeding takes approxi­
mately four minutes.

Hungry ziggits are per­
fectly willing toattack crea·
tures far larger than them·
selves. often doing so en
masse(usetheManyonOne
chart). They will use their
tubes tosting the victim into
unconsciousness and then
drain his cranial fluid.

The presence of ziggits

/".r

in the sky is often a sign that
a bloody battle has been
fought below. Techno-de­
mons seeking subjects for
Relictin V experiments or
gospog creation have
learned to follow ziggit
flocks.

Ziggits prefer parkland
where there are large num·
bers of small animals upon
which to feed. They lay their
eggs in trees, and hundreds
of the newly·hatched crea·
tures may swarm out and
attack a passerby at any
time. Nocturnal attacks by
the creatures were initially
dismissed as bat attacks by
witnesses untiladoser look
was takenat the corpses left
behind.



Domain

The ziggit is very rare in
the cosm of Tharkold, but
seems to be flourishing in
theCriffith Park area of Los
Angeles. It has never been
sighted outside of the
Tharkold realm.

TheGaunt Man is said to
have taken an interest in the
creatures, perhaps as a
model for a future horror.
An official "request" to
Jezrael for samples has so
far gone unheeded, and it is
believed that Orrorshan
agents may soon appear in
Tharkold withorders to cap­
ture some ziggits.

Tharkold

Cosm

DOMAIN

•
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SIZE REFERENCE

Tharkold Realm

Ziggit
Reality: Tharkold
DEXTERITY 14
Dodge 18, flight 16,
maneuver 17, stealth 14,
unarmed combat 16
STRENGTH 11
TOUGHNESS.
PERCEPTION 9
Find 10, tracking 11
MINDS
Survival11, test (15)
CHARISMAS
Charm OS), persuasion
OS), taunt (11)
SPIRIT 15
Intimidation 18
Additional Skills: one
at +1 adds
Possibility Potential:
some (60)

Natural Tools: wings,
speed value14; hollow tube,
damage value STR+S/16

Discovered by
Ronald Lundeen
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