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Our schalars have worked diligently
to bring you information on gver 80
different types of creatures — from
alligators to Zombaes, Of course, don's
feel that because we've included it in
this tame that you need to add every
creature to your setting,

Take mote that the entries provide

will run across. While the entries can
serve well as a gaide, it's always worth
remembaring that any specific croature
ancountered may have ahilities above,
below, or outside the norm

before dus te some twist of magical or
diving intervention, | [ -

We alsn wish to bring fo your atben
tion the following mformation that is
applicable to numerous creaturnes found
in this hook

WHAT YOU'LL NEED

You'll got the most out of thigbeck
if wou've already read {or at lagsc own}
the D6 Faptasy Rulebopk. Howoeer, we've
inclwded a genre conversion at the end
of thighodlk for those who'd like to use
these critters in D6 Adventure or D6
Spaceencounters.

ANIMALS V5.
SENTIENT BEINGS

You'll notice that game characteris
tecs are givep in oneof two ways: with
natural abilities and with Advantages,
Dizadvantages, and Special Abilitios,
Thisz 15 to help vou distinguish between
those with animal instincts only (which
ara the ones with natural abilities) and
everyone else,

ANIMAL SKILLS

Remember that, although clever,
most animals and some mansters
are not as intelligent a5 Humans are.
They don't actively use skills, though

e —— e — . T e —rptml—

information on the typical member i
of the species, and that's not always |
the one that stalwart adwenturers,

perhaps
TVET OTIEE THVET S06T1 in that .gpru:'i#s 5

they may have some to represent their
unsanscious application of them, such
asmettle to resist being told what b da,
Animals and mansters usnally decideon
the best course of a-:riv-'n that will lead
to their own survival,unless they are
trained otherwise:

CREATURES AND

THEIR FEAR FACTOR

Anmmals and stmilar creatures often
try to scare interlopers in their ter-
ritaries,aither to weaken them or
"H‘*S‘l-trn..'ihq'm away. To simulate this,
the gamemaster may have the creature
maiql A threatening gesture and make
an; mtﬁulﬂnrlnn attempty Since the
“intimidation atterapt is aninstinctual
reaction, itonly ma,}lhp_trbnh-_l&m'l:t
per encounter, hut it affacts &l who
witness it. For example, bears par and
often growl or roar, while 2 bull stamps
its hooves and tosses its horns

Should the mtimidation attempt suc
cond, the target character or group fees,
possibly pursued by the creature if it iz
hungry or provoked epough,

Formaone dotails nftﬁ-igam:‘ﬂﬁ-:han
ics of mtimidation attemps, 588 page
73 of the r}ﬁf'm:ltqgr Rui'r.l'-rmi.

STAMPEDE

Some anmmals, such as cattle and
elophants, become aven more danger-
ous when in enraged or frightencd as a
proup. Astampeding herd does standard
Strength Damage (with any modifiers
for the ability to trample) plus receives
i5 to fighting for one: round per five to
20 animals in the group, (The larger the
animal, the fewer that need to partici
pate to receive this bonws,)

SCALE

Many af the creatures in this book
include a scale value. (Thos= that don'e
have a scale value of zern.) Scale takes
inte account that large creatures are
easier to hit but harder to injure, while

small ereatures arrharder tohithut eas
1wt tainjure, For information on how to
ustscaleinyaur combat encoanters, see
page 71 of the D6 Fentasy Rulsinak

INCREASED
ATTRIBUTE SPECIAL
ABILITY

Youllnotice that somae creatures have
a bomus in parentheses after attributes
and Strength Damage values. This
number in parentheses indicates the
madifier that the creature receives from
having the Increased Attribute Special
Ability for the relared characteristic,

DISADVANTAGES

The effects of the Reduce Attribute
and the Hindrance: Movement Dis-
advantages have been figured into the
characteristics of the creatures, 50 do
nat apply them agam

ANIMAL CONTROL

To keep a sense of halance in a game,
gamemaster should restrict Animal
Contred to ordinary creatures {(such as
birds or cattle) and disallow its use on
themore unusual creatures and mon
sters [such §§perytons and giant bats)

, Additionally, characters many not use
“enimalContrel te hold pewer over any

crepture with Advantages, Disadvan
taqgfi,m:ﬁ"m Special Abilities in their
write-ups or where otherwise nated,

DESIGNER CREATURES

Monsters and animals {those crea-
tures that gamemasters wouldn't aliow
pla}mrs teftaler as characters) may have
aminim um of 113 in any attribute {gen
cral’:'_r Jntﬂwt and Crordination), bt
they fu;ﬂ'rfq- attribate magimum, Use
'D‘Tud'nm:igrs and Epe-:aakhbﬂltm as
inspiratinm for the: e mischandcs of
VATions namralahthhr.‘lfmdmu
Youcanfindasheetto Emp,l:m:kqfwur
medified and new monsters onpage 127
of the 246 Fantasy Fadebaok,
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ALLIGATOR,
CROCODILE

Lizards of ancient age and graceful
danger, the alligator and its saltwater
cousin the crocodile fulfill an impor-
tant niche in a wetlands and swamp
ecology, preving on fish, birds, insects,
mammals, and other creatures, Often
found in packs of five to 20, they are
surprisingly gregarious and raise their
voung with an apparent loving kindness
Stealthy and deadly in water, they also
can make surprising burstz of speed
on land, While m water they clamp
down on prey with powerful jaws and
thrash around their own axis, rending
the prey apart

Somve urusual caltures raise these
creatures 35 pets and pguards or for
sporting events in which comtestants
wrestls the mmoyed beasts. They also
are harvested for their tasty meat and
hides, which make excellent and sturdy
clothing and accessories,

Bards tell of an ancient King of the
Gators, a beast of cunming intelligence
and gigantic size, which can make even
dragons quake with fear. Legend has it
that the Gator Kingwill ome day devour
everythingin the world, leaving himaelf
to eternally starve, The Gator Kingissaid
to live in the bubbling acid swamps at

the Edge of the World, where foul slimes
and oozes feast on hideous birds and
cackling hags.

But those who dare the swarmps and
avoid the souls of the dead trapped in
the rotting timbers of the moss-choked
trees can find the treasures of ages past.
Lost in this place are artifacts created
by uncaring gods and discarded like old
clothing: rernains of fabulous haroes and
foolish merchants, staves of powerful
wizards and holywards of great priests,
and dangerous technology of other
realms, The swamps are disconnected
from tirne and space, warping into and
out of existence like light glancing off a
soap bubble. Great casties and donjons,
ancient conveyances and small villages,
strange creatures andbizarre weatherall
haunt the Edge of the World Swamps,
Cuick death awaits those wha step into
rapidsand or get tangled in the blood-
sucking vines of the willow trees,

Some foolish ones say the Gator King
is & poar, trapped soul — bound into a
curse not of his own making, hoping
for deliverance. But woe to any foolish
enough to think they can overcome the
Gator King's all-consuming appetita!
To those who can find deliverance for
the Gator King, the rewards of the gods
awaite. Several anclent scrolls rell of
theories on how bo survive the swamps
and appease the Gator King. Scattered

around the world, they merely await
collection by a brave group of heroes
determined to answer the ancient
mystery of the Gator King

TYPICAL ALLIGATOR

OR CROCODILE

Agility 1042: dodge 3D+ 1, fighting 6D,
stealth 4D+2

Coordination 11t

Physique 4D+2; lifting 60, runming
4042, swimming 7D

Intellact 1D

Acamen 1D; hide: self onby 5041, sur-
vival 41, search 40, tracking 4D
Charisma 1} intimidation 50, mettle
SD
Strength Damage 30
Mowa: 9 (land} L6 (water)
Fate Paints: O
Character Points: [
Body Points: 71
Wound levels: 3
Matural Abilities: cold-hlooded
(lethargic in cold; +7 to difficulties
of all actions untl warmed up); jaws
{damage +1D; rending (damage +213;
may only be attempted while clamping
on victim in water); scaly hide {Armor
Valwe +2; tail slap (damage +2); large
zize {zcale valua 3}
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GIANT BAT

Giant cave bats are ane of the more
prevalent dangers Iin caverns and
abandoned dungeons, and those who
travel by night through certain parts
of the land are learming to fear the load
screech and the beating of leathern
wings that presages the arrival of these
Creatures

Grant cave Date average one meter
in length, with wing spams up to 2.5
reters. Theylivein cunnelsand caverns,
amerging at night to hunt for food. They
tendtofeaston large prey, suchas sheep,
cattle, amd humanoids, They attack in
eveartne of wp to 20, ferang theirwictim
to the ground and eating him alive

Giant cave bats wee a pawertul sonar
to enable themselves to navigate, They
rely anstealth to allos them teapproach
an enemy unidetected, and will carry
prey home if tois small enough. Other-
wise, they simply eat their fill and leave
tha rest fior scavengers

Intevestingly €nough, cave bat
victims often seek the creatuses outl
Amaong Barth and Air Giants, particu-
larly, giant cave bat meat is considered
a deficacy, and many a Giant has braved
caverns inm various parts of the Land on
a hunt. Gobling and arcs like the meat
as well as the hides, and they often seck
cavebatlairs, Some pay dearly, in trades
of information, for directions to one
Of course, if they are feeling especially
ralicious, they may ask someone seek-
inginformation to actwally stay the bats
and bring them back inexchange forthe
answers they meed.

o
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Even more deadly
ava thehellbats, which
thrive on darkness
and hate the touch
of light. They spend
the daytime hours
asleep im wast cav-
arnE, emarging after
dark toe carry out
the wishes of their
mastars, Hell batzare
humanoid-shapad
creatires, 2 5 meters
in height, ebony in
hue, with jet-black
wings and crimsan eyes. Their
wingspans reach five meters in length
Wickedly sharp claws extend from their
hands to allow them te disembowel
their wictims

The attack of a hell bat is easy to dis-
tinguish from that of any other creature
[tz distastefor lightwill lead ittoattempt
to extinguish any source of light in the
poesasgion of ita victims, either through
phiysical action or the use of its natueal
ragick. Chvce iks pregris trappedin dark-
nesz, the hell bat emits a piercing shriek
to freeze them with fear, and then it
gtrikes with starthing swiftmess

Hell bats are relentless fighters, relying
on speed, cunming, and strength to carry
the battle. They normally attack solo,
although as many as two of the creatures
hiase been seen boowork together.

TYPICAL GIANT
CAVE BAT

Agility 3D+1: dodge 4D+2, fighting
A0+ 1, fying 40, stealth 404+2
Coardination 1D

AT TR

Physiqua 3042
Intellact 10}
Acumen 20+1: hide
self onby 304+, sur-
wival 40+1, zearch
40041, tracking 40

Charizsma 10+1:
intimidation 40,
mettle 21

Strength Damage:
2D

iagaaddddn el ppyF

Maowa: 50 (Hnngh

Fate Points: 0
Character Points:

Body Points; 15 Wound levels: 7
Matural Abilities: tepth [(damage
+2); wings; small size (scale value 3)

TrricAaL HELL BAT

Agility 50+1: dodge 613 fighting 60,
Hying 500+2, stealth 7D+1

Coordination 1013

Ph‘fl'il]'ll 5041 '|iIE"rin_g 5D+2, run-
ning G0

Intellect 2D

Acumen 5D hide: self only 5141,
survival 5041, search &0, tracking
G0+

Charisma 40+1; intimidation 70,
mettle S0

Strength Damage- 3D

Mowe: 15 (Jandk/'60 {fying)

Eate Points: 0

Character Points: (1

Bn-rl.'ir Points: 74 Wound levels: 4
Matural Abilities: claws (damage

+1I); darkness (a5 an action, may try

tocause a sphereof darkness 10 meters

in diameter; requires an fntellect oll of

&; may be dishelieved with a Moderate

Charisma or mettle roll); fear (+5 to

intimidrtion total when emits a shrisk);

immune to damage from nenmagical

weapons; sensitive to strong light (4]

to difficalties for each mound exposed

to tarches, light spells, ete; modifier

is cumulative until retreats from light

for several rounds); teeth (damage +2);

Wings

B
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BEAR

The bearis one of the most renowned
creatures of the wild, Thoogh generally
considered slow, lumbering animals
by the casual observer, they are in fact
quick when metivated. Combined with
their very powerful physique, bears
are dangerous adversaries, This makes
them a favorite companion of druids
and shamans, sevving as guardians and
SOTRETIIME S TNOWRNtS

Black bears are ane of the smallest
kinds of bear, weighing in at about 1335
kilograms and roughly 1,2 te 1.5 meters
from nose totail, The brown, or “grizaly,”
bear is penerally 225 to 270 kilograms
and 1.8t0 2.1 meterslong Asthe largest
of thieir species, Fu;l'lar hears cani l.w'_g'ht
over 540 kilograms and measure up to
three meters long. When standing on
theirhind legs, take their length and add
halfagain todetermine the appraximate
height any bear can reach.

While bears are mainly carnivores,
they can and will eat nearly anything
Black and brown bears will eat all man
ner of plant matter, inchuding berries,
rawts, and bulbs, Some brown bears go
after big game such as elk and moose,
but most prefer fish and small game
Polar bears almost exchasively dine on
seals and other arctic wildlife

When they are very hungey or feel
unthreatened, bears scavenge camp-
sites. Driven by a powerful sense of
srmell, 2 bear will even claw open sealed
pottery jars, or bash them on hard
objects, Those who feel cleverby hanging
thetr supplies in trees will receive arude
awaking by black bears, who are excel-
lenit climbers, and persistent grizeles,
whio will shake or knock down trees to
pet at thede scrumptious treats.

Mast beare do nob attack humans
unless it is necessary. Mother bears are
tiotoriows for going out of thelr way to
protect young. A mother bear protece-
ing her young gains 4 + 20 bonus to her
fiphting and damage, and she does not
engage in any defensive acthons, such
ag dodging or retreating.

TYPICAL BLACK BEAR

Agrilivy 204+ 2 climbing 4004 2, fighting
4D, stealth 3042

Coordination 10
Physique 410 running 4042

Adventurers report unsually
large subjects of each species. These
bears are about 50% larger than
their respective cousing and gain 2
4110 v Bhiysiguee and fighting as weil
ag #1 to their scale value

]
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Intellact 1D
Acaman 20+ search 4D+2

Charisma | [ intimidation 40 mettle
ap

Stremgth Damage: 700 Mowe: 15
Fate Points: (1

Character Points: {

Body Points: 26 Wound levels: 4

Matural Abilities: claws (damage
+1D; +5 to cfimbing totaks); bite (damage
+101); thack fur (Armor Valoe +1); large
gize {acale value 1)

TYPICAL GRIZZLY

Agility 2 climbing 30 fighting 5D,
stealth 30

Coordination 11

Physique 50 runming 50+2

Intellect 1T

Acumen 21141 search 401

Charisma | [ intimidateon S0 mettle
4D

Stremgth Damage: 30 Mowe: 15
Fate Points: (1

Character Points: 0

Body Points: 372 Wound levels: 4

Matural Abilities: claws (damage
+1D41}; bice (damage +100; thick fur
armor Value +2); large size (scale
valia 3

TyPicaL POLAR BEAR
Agility 2I0 hghting 610, stealth 30
Coordination 101

Physique G0 minning 60+2
Intellect 1T

Acumen 2T search 40

Charisma | [} intimidation 60 mettle
sh

Strength Damage: 30

Mowa: 13

Fate Points: (0

Character Points: [

Body Points: 32 Wound levals: 5

Matural Abilities: claws (damage
+1D41); bite {damage +10; thick fur
[Armor Vahie 1D} large size (scale
valwe 43

e e e s R ———
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{ BIRD OF
PREY

Predatory birds, or raptors, are some
of the world’s most efficient hunters
With amazing evesight, they can spot

‘ ernall prey, such az rodents and other

birds, from a rmile away, Diving from
great height they reach imcredible
speeds, sometimes in excess of 320 kalo-
meatera per our, and snare theirwctims
afficiently with razor-sharp talons
The smallest of the raptors is the
hawk, which comes i many varieties
including the falcon and goshawk. The
falcon gemeratly attacks otherbirds and
i5 the smaller of the two, weighing omly
ome-half to twe kilograms with a wing-

to 1.8 kilograms with a wingspan of
1.2 meters. It hunts small mammals on
the ground mchiding mice, squirrels,
and rabbits. Both are used in falconry,
thve art of traiming and hunting with
rapiers

I falconry, a captive raptors eyes
are covered with a hood and the fal-

= — e el
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coner engages in a process of bonding
with the bird through gentle speaking,
careful stroking of the feathers, and
reweard with food. Onee the bond is
forrmed the falcomer can teain the hawk
to hunt prey. The falcon is primarily
used by nobles to hunt with because it
kills its prevwith a quick, clean blow to
the spine and nech that many view as a
meiote honorable means of dispatching a
foie The goshawh is a peasant’s hunting
bird. With itz more aggressive nature,
it eviecerates prey if left unattended
for too long, Basically, it has a habit of
ruining a good meal

Eagles are significantly larger birds,
about 4.5 to 6.8 kilegrams with a wing-
gpan of LA to 2.4 meters. This gives
them the powsr to hunt larger prey,
snatch shallow-water fish, or compete
for fresh kill from other birds. Eagles
alzo scavenge for carrion, so when they
cam b get fresh food, they willingly feast
on any carcassbeft behind after a hunt or
hattle. Typically they are not trainable,
axcapt by rare of magical means.

When =zoaring, using thermal lavers
in the air to stay aloft, a raptot can
Hy for hundreds of kilometers before
restng

span of about one meter, The goshawh
‘ i5 slightly bigger, weighing about 1.4

prEppREERD
iy
2 £
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TrricaL HAWK

Agility 41 dodge 50, hghting 5042,
Hying G

Coovdination 100

Ph'rji.qnt 20: stamina 41

Intellect 113

Acymen 310 search 50432, tracking
1 ]

Charisma 10 intimidation 20, mettle
20D

Sh’l‘n!;ﬂl. Damage: 10 |'

Mowe: 37 (fhying)/15 (gliding)

Pate Poinits: (1

Character Points; [ r

Em:l.'ir Poimts: &

Wound levels: 1 i

Matural Abilities: heak (damage
#1041Y; diving attack {+45 to fiying
total and 420 to initiative voll for 1
round when charging 1 target from
sufficient altityde); talons (damage
+ 11 may attack the same target twice
perroundwith no penalty); wings; small
size {scale value T)

TYPICAL EAGLE

Agihity 304 1 dodge 4D+ 1, Hghting 50, |
fAying 50+1

Conrdination 1013
Physigue 204 7: stamina 5042
Intellect 110

Acumen 403 search 50, tracking
42

Charisma 1 ¥ intirmidation 20 mettle
D

Strenpgth Damage: 10

Mowe: 25 [H],ring_}l."'l.d- :_g'lbdi.ng]

PFate Points: [}

Character Points:; 0

Body Points: 17

Wound levels: 2
Matural Abilities: beak (damage

#1091} diving attack {(+45 to flying
total and 20 to initative roll for 1

Bt — E———

round when charging 1 target frem J
sufficient altitude); talons (damage
# 1D, may attack the same target twice
perroumndwithne penalty); wings: small s

size {scale value 5)
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GIANT BOAR

Thie giant boar is theone of the great-
est prizes that any hunter can seek.
Throwghout legend, kings, wizards, and
gods have tasked heroes with laying
this monstrous beast for their banguet
tables, However, many overconfident
and greedy fools have perished on such
quests, as this creature doss ot take
well to being anyone's prey.

[tis motwithout reason that the glant
boar {5 so hunted. Bach boar, being
about 1,580 kilograms and measuring
the size of a fully grown rhinoceros,
can destroy an entire crop in 4 matter
of days or make prazng lands barren
in weeks, Moreover, they are hastile
and charge a mounted knight with no
hesitation, much less a Aroup of farm-
ers or herders. Females, during mating
segeon, also destroy houses and farms
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in thedr territory, bulldozing down any
unfortified stroucturewith frensled ease.
They consider such dwellings competing
dens and treat them as they would any
other offending female — with grear
dizdain,

Actde from the property damage and
the potential loss of lves that a glant
boar can inflict, these beasts are hunted
for purely sconomical aims as well. The
rireat from 3 glant boar 15 Aavorful and
rare, thus fetches o high price, not to
rrention that many of its organs are
components in magical potions and
rituala. Even

boars are aggressive fighters, the eldey
giant boar is far craftier in battle. Hav-
ing survived the viclent adult pears, the
alder, typically ower 40 or 50 wears old,
hasz learned much from its encounters
with other beings. They have hesn
kmowm to dig pits with their tusks to
trap hunters, lure attackers past nests
of poisonous snakes, and goad knights
inte charging them near cliff edges

The pelt of Elder Giant Boars, which
are silver gray, ave valued at two to four
tirmes that of the brown or black pelts
of the adult. The bristles of the pelt
dom't take well to dyeing, and are very
distinctive, so counterfeiting s difficult.
Tales of a white, or albine, giant boar
have baen told, but none has sver been
killed or captured.

TYPICAL GIANT BOAR
Agility 20+2: dodge 3D:3, fighting

5042, jumping 4D, stealth 30
Coordination 11

Physigue G613 runping 7D, stamina
8D

Intellect 10:2

Acumen 20D search 4D, tracking
3042

Charisma | [¥ intimidation 4D, metcle
4D

Stremgth Damage: 10

Mowa: 35

Fata Points: (1

Character Points: 3

Body Points: 35

Wound lewels: 5

Matural Abilities: tusks (damage
+2D+2Y; trample {damage +20; must
charge}; hind kick {damage +1D, rear
hooves only); tough hide (Armor
Value +10vs, magical and nonmagical

attacks); large size

more prized i {zcale walue 7)
the hide, which Cloaks, vests; and coats made Mote: Elders have
canbemadeinin of giant boar pelt give the wearer 40 in bluff 30 in
fine clothing a+1D to all survival tests made in traps, and +10¢ to
and ArmaT, cold and rainy conditions, apwell tntimddation and med-

While moat a5 + 1D Armoy Value. tle, in addition to the
mature Eland typical shills,

— = S

s

e e ——

e e



e —— R —— . T e . mrpl—

BOGIE

Bogies are small creatures that
rezemble pointed-eaved, gray-skinmed
Leprechauns in peasant clothing, They
have been kmown to appear as large
clowds of dust, Bogies have fingars that
endin points that allow therm to burrow
in the sail

Thase mischievous sprites are dis-
tantly related to Leprechauns, but the
twi races give each other a wide berth
[Leprechauns consider Begles to be
humoriess Trolls.) Bogies are solitary
creatures, although occasionally two
will live together for company for a
chare while,

Draylight brings oat the wickedness
in these creatures. During chis time, if
they are prevented from returming to
theirsubterranean hormes, they become
increasingly irritable, shovt tempered,
and mean. [n combat, Bogies use their
farming implernents for masimuarm dam-
age. During the might, they are in better
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spirits but still mischievous and enjoy
plaving pranks on beings larger than
themselves, Somea of their bypical pranks
include: tying shoelaces togather, steal-
ing and hiding small objects, writing
humiliating messages on victims while
they are sleep and placing a victim's
handina bowl of warmwater. They like
tohide in cupboards and clozets where,
if they are not found, they sometimes
fall asle=p

Bogies are found in temperate
regions, especially forests and farms.
The creatures sometimes make deals
withwoodcuttersand farmers, but they
are notoriously poor negotiators and
often get the had end of the deal,

Bogies enjoy vegetables of all cypes,
though they can subsist on almost any
plant matter. If captured or charmed,
they can be a great source of informa=
tion fior theimmediateares. They always
know where the best roots are located,
and they often know interesting details
of local history

iunu-ﬂu—uuu# [RRERE pirrppi FEETEERRE

TYPICAL BOGIE

Agility 3D: climbing 304 1, dodge 500,
hghting 3041, meles combat 3041,
stealth 41

Coordination 3 throwing 410

Physiquoe 21 running 30

Intellect ?[}; schalar: focal history 380,
speaking 20043

Acumen3¥ crafting apriculture 3D+ 2,
hide 45, trading 3D+ 1

Charisma 701 animal handling 40,
kluff 3042

Strength Damage: 10

Mowe: &

Fate Points: (1

Character Points: 3

Body Points: 17

Wound levels: 7

Advantages: Size: Small (R2], srale
valise &

Disadvantages: Hindrance: Bad
Megotiator(R1}, +3 tomettie difhoulties;
Hindrance: Short Stride (R1), 7 meter
reduction to running, swimming, and
jumping Move; Quirk; l-Tempered
(K1), Difhcult mertle attempt Bo over-
com mean-spiritedness at nightorelse
+1 per hour {cumulative) to all charm
and persugsion attempts

Special Abilities: Intangihility [R2),
can turn to a dust cloud with Ability
Loss (R1), can be trapped in an item
that would collect dist, like a bellows or
a hottle; Skill Bonus: Animal Language
(B3}, +9 to speaking: birds, speaking
mgmmals, and speaking: reptiles with
Additional Effect (RY), can communi
cate with animals

Equipment: tiny, crude farming
equipment {damage +21
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BOGLE

Fram the dawn of time, pzople

have used tales of lurking "bogles” to
make children behave. Thess relatively
harmless tools of parenting may seem
innocuous, but boples are real and very,
very dangeroos. Boplss originate ina
shadowy dimension separated from
vurs by a baryier called, among other
names, the Veil. Boples cannot breach
this barrier —unless they pet help from
the ather side, that is.

The bogles' path to carnage li=s in
tear, but not the kind felt by a thief
about to be caught by puards, or that
experienced by a shy person making a
speech in front of a crowd. Bogles are
onby drawn totrrational, paralyzing ter-
rar, suchasmight befeftbya conscripted
soldier about to go into combat for the
frst time, or by a child wha has heard
toa many scary bedtime stories. When
parents frighten their children in the
name of social decorum, when grown
men surrender their wits to the numb-
ing spread of togal fear, they unwittingly
open a window in the Vel [f they are
very unfortunate, a bople will be there,
staring back at them..

[t is far too easy to make children
belisve in monsters. Belisf l=ads to fear,
and fear feeds theinsatiable appetite of
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the bople, Left uncheckad, a bogle can
grow strong enough to rend the Veil;
once that happens, its prey is almost
certainly doomed.

Bogles donot possess a solid formon
their sideof the Veil, existing instead as
wraith-like essences that drift on sthe-
real winds, patiently waiting for signs
of prey. Once allowed into this world,
however, bogles take the physical form
of their prev'’s deepest fear, Bogles can
appear larpe or small, fat or skeletal,
hairy or scaled, repulsively hideous or
disarmingly beautiful, recopnizably
humanoid orcompletely alien., Without
a strong source of fear bo sustain them,
boples rapidly weaken and are pulled
back inte their own realm by the Veil,
whiere they wait for the chance to roam
freragain. Survivors of bogle attacks are
rare, and, of course, bogle descriptions
vary groatly

Bogles prey mainly upon peopls who
can be overwhelmed by fear, which is
why children so ofton become wictims.
Adults, howerer, are mot immune to
boples, and no one can tell for certain
how many have fallento these inner lull-
ors, For a rare glimpse into the mental
state of victims of 3 bopls attack, as
wall as a hint of the creature's perceived
I:n-r'rl'.I DNe MUsSeUm curator points toa
fre-damaped jurnal found in a ruined

military sutpost. The hastily scrawled
texet e mostiy unregdakde, but menbions
the appearance of anemaciated, diseages
ridden girl covered in nozing sores and
drassed in filthy rags, shottly before
a guard disappeared, Some witnesses
offered conflicting descriptions, and
the story was dismissed. More guards
vatished over thenext coupleaf mights,
only to be spotted at dawn cutside the
fort, severely mutilated (some people
doubt whether all of these deachs could
hawe been camsed By just one bogle,
buc experts agres that “terror” itself
is contagions, and mass hysteria could
have contributed to the lingering pres-
ence of a single bogle, which took new
chapes as needed), The account went
on to say that men begam to desert
thair poste, hoping to escaps the ter
ror, but they were always discovered
lying within sight of the fort, broken
and torn like the others. The unnamed
author’s account then rambled for a
hit before concluding with these Llines
‘1 knew they'd leave me here.., all left
me... [ can hear the creature now. .. o
many legs... sound, like something wet
and heawy dragging across the rocks.,
Mother, deliver me from...”

TYPICAL BOGLE

Az bogles can take many forms, no
simgle set of characteristics can agcu-
rately represent them, Therefore, the
comaposition of the bogle t= up to the
gamemaster. Use any entry herein or
base it on any humanoid, adding these
abilities plus any others the victim
thinks the tervor would hawe: life drain
{6 Body Pointsr'T Would level per round
per successtul mtimndetion attemnptl);
immaortality (returns to its home
dimension when slainy; inspive fear (+2
ta dnttmiadation betals and -2 to comiat
difficulties against frightened individu-
ats; Moderate mettie or Chartsma rell
ta resist); one form (bople must make
a Maderate mettle roll, which coumts
as am action; to keep one torm when
confronted by two or mare vichms;
indicates that the bogle vanishes to
its home dimension). Remember that
bogles are supposed to be frightening
creatures that are hard to defeat
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BULL

The bullis identified by nany cultures
a5 a symbol of strength and wvirility
— some consider it sacred A number
of religious ceremonies use the bull as
a sacrifice or in ritaale pitting them
against warriors as & test of their brav-
ary. However, despite the mysticism
associatedwith bulls, the day-to-dayuse
of these animals 1s the simple breeding
of livestock

In any herd of cows, or steers, there
are 20 to 30 bulls per 100 cows in the
wild o7 traveling with nomadic herders,
bu only about five vo 10 bulls on farms
andranches foralikenumber of cows. In
this way, farrmers and ranchers raintam
contral of the pepulation and insure

optimal breeding, as well as to prevent
’ bulls from injuring one another when
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competing for females. They do this by
Iocking horns. In enclosed sectings, like
ranches, they have been known toinjure
the cows as well

Bulls are much larger than cows,
about 1130 kilograms and standing 1.5
meters at the shoukder, A cow 2 about
GB0 kilograms by comparisen

The horns of a wild bull averags 1.5
reters from op to tip, but can get as
lomg as 1.8 to 2.1 meters. Must bulls in
captivity have been bred forsmall homns
{which canbe asshort as one-half toone
meter acvosg) o have had their homs
cut off to prevent mjury to people and
beast a like,

Like many herd animalz, bulls don't
generally bother with people unless
they approach too closely, Thebull deals
with threat, real or perceived, by a swift
charge, goring of the horns, and tram-
plingunderhoof. In a ceremonial bartle,
ot bullfight, the bull is taunted with a
capeotany otherlarge piece of clothimo
charging. Itis mot che bullfighter that =
the target but the cape itzelf.

The motion of waving the cape cre-
ates the perception of the cloth as the
threat; the person holding the cape
iz irrelevant to the bull. A talented
bullfighter can keep a bull occupied for
several minutes with this technigue
and ray play to the crowd by putting
his back to the bull or even going to his
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knees to “fight” the animal. To perform
this kind of bull tavnting, the character
needs training in a specialization of
dodge, called Fullfichting. Each round,
the fighter makes an trrimidation roll
versus the bull's mettle, in addition to
adedge: bullfighting attempt against the
animals Acumen As the performance
requites both each round, mult-action
pemalties apply. Mizcing the intimide-
tian roll means that the ball does not
charge, while missing the Rullfrhang
atbempt indicates that the bl plowed
into the fighter

Some bullhights require the fighter
to kel the bull or lance it with sevaral
spears in order to finish the contest.
Onice the bull becomes injured, it gets
even more entaged and more difficult
to conteol. Any dullfighting tests made
after the bull iz wounded (aloss of more
than five Body Points or one Would
level} are done against the bull's mettls
instead of Acumen

Some fighters like to show off by meonw-
ing to the side at the last moment and
placing thermselves close anough to the
gide of the bull as it rushes past, {This
adds +5 to the bullfighting difficulty. ) [t

is @ very dangerous but crowd-pleasing
stunt and could, eventually, earn the
character some fame

TYPICAL BULL

Agility 21 dodge 20, fighting 4042,
jumping 303

Coordination 1

Physique 4D4+32
starnina GI+2

Intellect 1T
Acumen 21 search 3D

Charisma 1D intimidation 4D, mettle
40

Strength Damage: 20
Mowa: 30

Fate Points: (1
Character Points: [
Body Points: 1%
Wound lavels: 3

Matural Abilities: horns (damage
+2I%; 45 to fighting totals if a long-
horned bully; trample (damage +3D;
muak charge); large size (zcale value 3)

Mate: More aggressive bulls can have
amettle skill of 5D to 6D

running SD+32,
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BUNYIP

Bunyips are the angry animal spirits
of creatures that were slain for sport or
other petty reasons. They have avariety
of shapes, but are always covered in fur,
with two large clawed arms and a fero-
cious mouth of teeth, They may some-
thimes have horns, fing, wings, scales, or
other parts of animals that have been
slaininthearea. The more animals sense-
lessly keilled within the vicinity of their
ereation, the larger they are.

The first bunvip is said to have
appeared in a large island-continent far
st in the oeean, but they ean be found
near any body of water. an animal killed
and thrown inte a water hole has an
excellent change of becoming a bunyip.

Druring the day, they hide in their
watery lairs. At night, the spirits attack
anything that ventures within two kilo-
meters of itslair, but it will not gobeyvond
that limit even if the target Bees beyond
the area It prefers humanoid women
over all other targets as the creature
savars the sweet Bavor of emale fech.

Lhamans that are clage to naturs have
been known to call on and manipulate
benyips, but thisis extremely dangerous.
[fthe shaman does not create the miracle
prapecly ar if the bunyip's potential vie-
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thin fleesitssphere of influsnce, the spint
attacks itssummoner. The spirit's power
may enlybewsed toavenge slain animals
ardd thie like, 5o the shaman must word
hix reguest carefully and target victims
ewen maore carefully.

Under other chroumstansces, buinyips
cannot be reasoned with, and they
attack all until they or it are destroyed.
However, [Tt manages tokill the person
ar persons responsible forits creation or
growth, it disappears with the corpses
of those persans, never to return. The
bodies of these persons are never recov-
ered, though the Bloated corpses of its
othervictims might be found, ladenwith
treasure, in the battom ol its den.

TYPICAL BUNYIP
Agility 3D ighting 4D, stealth 60
Coordination 20

Physique 5D: running 8041
Intellect 1D

Acumen 30 hide 4D, tracking 40

Charisma 30 intimidation 70, metle
sD

Strength Damage: 400 Mowe: 12
Fate Points: (

Character Polnts: 2

Body Points: 32 Wound levels: 5

Matural Abilities: clavws (damage
+200; taeth {(damage + 30, cannot travel
mare than twe kilometers from its lair;
caneatanything; breathe in water; large
zize {zcale value 6}

Motes: Some bunyips have one
or more of the following: tough hide
tarmor Value +3D), enhanced sight
[#6 to sight-based totalsh, night sight
{mo penalties in dim conditions};
flight (fyimng Move 36 with fying skill
of 4D; combat instincts (cannot be
surprised),

BUNYIP SUMMONING
INVOCATION

Skill Used: Strife
Difficulty: 11
Bifect: 15 (+304+1 bonus to persue-
i)
Range: 1 kilometer (+15)
Spead: +15
Dravation: 25 minutes (+16)
Casting Tima: 25 minutes {-16)
Othar Aspacts:
Components (-2} Bull-roarver {very
COMMOT
Concentration (=2): L3minutes with
mette difficolty of 8
Gesturas (=3 Whirl a bull-roarer
over head for entire concentration
tirne with acreatics difficalty of 11
Incantation {=2) Cavefully worded
request (complex formula wich diffi-
culty equal to roll of bunyip's mattie)

Once thesharman seats himsslfwithin
one kilometer of the bunyips den, he
begms by bwirling the bull-voarer ower
his head. After its roaring is steadily
produced, he concentrates om sum-
moning the bunyip forth. At the end
of the time and with a successful serife
roll, the bunyip appears. {On a failure,
the bunyip does not appear. On a fail-
ure with a Critical Failure, the bunyip
attacks the shaman. ) The shaman may
then make his request of the bunyip,
using his persuasion pluz the bonus
received from this invocation against
the bunyip's mettle. (Treat the bunyip
hostile but the request as something
the bunyipwould do anyway. ) Ary kind
of failure to convince the bunyip to fol=
lows the shaman's wishes results in the
bunyip attacking the character,
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CAT

Cats are greated with an air of mys-
ticism and superstition, sometimes
worshiped as gods or reviled as devils
Mo other animal 15 treated so diver-
gently by socety, perhaps because it
15 a creature that carres itself like ome
whio keeps secrets. In a magical setting
i cat is cause for graat cancerm,

The commen demastic catis typically
nio actual threat to anything more than
& monise of other rodents and even in
superstitions cultures cam be found
raaming within most communities
Generally onby about 33 centimeters
ot 20 long in the body, adults weigh in
at 2.7 to 5.4 kilograms, domestic cats
can be found as pets in many homes or
howering about storehouszes, watching
tor marawding vate and birds te eat
While indepandent creatures, they do
entertain the company of humanoids
and do foren a small namber of strong
eocial bands

Related to the domestic cat are the
feline predators of thewild, known com-
rvomily a8 the great cats, These inchude
cheetahs, cougars, leopards, panthers,
lions, tigers, and others, Tigers are 75
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to 286 kilograms and measure 1. 210 2.8
meters in length, while lions are 1.5 to
2. Tmetersin lengthand weight betwesn
112 and 270 kilograms, All prefer to go
afterherd animals like dear, wildebeest,
and the like, but they will eat what is
available, mcluding carrion, reptiles,
fish, and berries

The primaty hunting technique of
all cats, large or small, is to stalk thew
prey and use the terrain to mask their
approach. They then pounce at their
interided meal from the side or rear,
knocking it o the ground and going
tor the theoat The larger cats, like
cougars and lions, often pursue prey
that is much larger than they are, bat
dormestic cabs rarely go after anything
near to their size, Omce the prey has
been rendered helpless or dead, cars
gemerally take it to a secluded place to
eat. However, domestic cats that have
a good relationship with homanoids
often leave their kill {or at least a good
part of it) in & place for their upright
companion to find, [tis a practice that
is said to be part of some ancient Fitaal
toblass, o curse, the humanaid for thedr
treatment of the feline .. if ane belisves
im that sort of thing
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TYPICAL DOMESTIC

CAT

Agility 3D: acrobatics: falling 5D,
chimbing 40, dodge 41, fighting 403,
jumping 413, stealth 40

Coordination 10

Pl'rpﬁll'q- 1; running 30, stamina
2D

Intellect 110

Acumen 21: hide: self only 40, zearch
ip

Charizma 2 [ mettle 3D

Strength Damage: 1[0 Mowe: 20

Fate Poinits: (]

Character Points: [

Body Points: 100 Wound levels: 1

Matural Abilities: bite {damage
i2); claws (damage »2); night sight (no
penalties in dim canditions); small size
[scale value &)

TYPICAL LION OR

TIGER

Agility 4104 1. climbing 513, dodge 51
fghting 5D+1, jumping 3B, stealth
SDw]

Coordination 71

Physique 4041; lifting 61, running
] B

Intellect 110

Acumen 77 hide: self only 4042,
search 41, tracking 30042

Charisma 71} intimidation 50 mettle
4

Strenpth Damage:; 30
Fate Points: (1
Character Points: {1
Body Points: 74 Wound levels: 3

Natural Abilities: bite {damage
#1041); claws {damage +2000; night

Bloyra: 500

sight {no penalties in dim conditions)

Mate: Large cats can leap up to 10
metars horizontally or two meters
vertically,

_

Bl —— E———



CELESTIAL

Many religions feature divine mes-

sengers, beings from the heavens
who descend to warn — or punish
— hurmanity. Theugh some claim that
thesecreatures aremers hallucinattons,
uugﬂtramns,mmutuphms,ihw areall
too real. Divine beings come in several
formes, but the most commaon are the
heaven-barn winged creatures often

referred o as Celesiials.

Celestials rexernble Humans except
for three things. Firse, they are glori-
ously beautiful, with long, Hr.:-:efuf
Temibe, androgynous features, Mawless
skin, Aowing hair, uliﬂ]nrgt_expresswe
epes. Second, Celestials have golden kin
and white-Blonde or bronse-brown hatr,
and eyes of such a pale blue or green
they appear almost white They seem o
r_]uw with health, witality, and beauty.
Third, Celesiials have ]:l.l:gu wings that
sprout from their shoulderblades These
wings are fully funciional, and allow the
Calestiale to fiyat impressive speeds and
withastoundingagility. Mot Celestialy
hawve four to-sight wings, which seemto
wvierlap somehow, though some have

wnlby a perfectly matched pair.

Celestials have a strict hierarchy,
which determines not only rank and
duties bul even physical appearance, For

e R T
PacE 14 " D& FANTASY CREATURES

FYILL] s L R
B N o W o
oA

5 L8

at : .-I:I.“___:_-;'

Fay

R sk PR LT

example, certain Celestials have only twa
wings, while sthers have four, six, eight,
or even 10 Unfortunately, no Celestial
has ever confirmed the properhierarchy,
so twomartals {or even tworeligions) can
have wildly different ideas of where one
Calestial stands in the divine onder.

Celestials de not need to pat or
drink, or even to breathe. Their link to
the divine provides all the sustenance
they need, although both sunlight and
positve emotiens can give them added
strength and comfort

Most Celestials seem haughty to
meottals, because they command rather
tham vequest, and because they dislike
being touched. This is not arrogance,
however. Celestials are accustemad to
absolutes, and have no concept of lies,
uncertainties, or tact, They speak their
mind, state what they knoew, and place
complete confidence inwhatever action
sounds best bo them — but if a new
plan sounds better they will switch to
supporting that, and see no problem
with such a drastic reversal

TYPICAL CELESTIAL

Agility 3D (+12% acrobatics TD+1,
fighting 6021, dodge S04+1, fiving
10D, jumping 60+2, meles combat
BD

Coordination 20 (+8) charioteering
40 throwing S0+2

Physigue 3D {+12}: lifting 80, stamina
10m

Intellect 30 cultures 40 healing 41,
navigation 100, speaking 410

Acumen 310 search 30+1, tracking
4D0+]

Charisma 4D (171 command &0,
charm 8D+1, intimidation 7D+1,
persuagien 0L mettie 100D

Miraclas 30 favor S04+2, strife 5D
Stremgth Damage: 40 (+17)

Mows: 10 Fate Points: &
Character Poimts: 100

Body Points: 40 Wound levels: 5

Adwantages: Auchority (R2), Con-
tacts (R2), fellow Celestials following the
same divinity; Equipment (R4}, special
hoby weapons and armor; Patron {B3),
the divinity

Disadvantages: Debt (B3, awesall
equipment and Advantages to divinity;
Drevotion {R3), to divinity and divinity's
lawrs; Empdoped (B2 ), to divinity; Enemy
[R2], Demons; Cuirk (R1), seemingly
narcisaiskic

Special Abilities: Accelerated Heal-
ing (R1), +10 to natural healing rate;
Ambidextrous (R1), +1 to selact skills
when using two hands; Envitonmental
Resistance (B2}, +60F bo Physique to
resist effects of extreme conditions;
Flight (R4}, flying Move 80; Immortal-
ity (RL); Increased Attribute: Agifity
(R12), +12 to related totals; Tncreased
Attribute: Charisma [(R12), +12 to
related totals; Increased Attribute:
Coordination (R8), +8 to related totals;
Increased Attribute: Physique (R12),
+12 ta related totals; Skill Bonas: Link
with Divine (B4], =6 to faver and strife
totals with Addidonal Effect (R4},
requirements of religion need not be
performad. All Special Abilices have
Drebe (R}, owed te divinity

Equipment: flaming longsword
(damage +30; flammable materials
catch on fired, divine armor {Armor
Value +10D:2)

Mate: Due to their closer connection
with their divinities, Celestials need
not perform any actions their divin-
ity otherwise requires of followers te
perform miracles
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CENTAUR

Centaurs ave an amalgam of horses
and Hurnans, possessing theupper torso
and arms of a man attached to the body,
legs, and tail of a horse. (Scholars are a
bit mystified that, at four equine and
twa Human limbs, Centaurs have more
appendages than either source crea-
ture. ) Centaurs have two dizting social
groups: territorial, which arecomposed
of mixed numbers of males and famales
resembling nomadic biuman tribes; and
harems, consisting of ome oF two domi-
nant males and five to gix females in a
life-long dedicated grouping,

Centaurs are ormivorous, supple-
menting their gathered vegetative
diet with small game hunting They
are vegional but sormewhat nomadic,
forgoing Mot pEITMATENT STFUCTUres
They prafier iving in temperate forests,
brushlands, and mountainows terrain,
although can adapt in difficuls tirmes o
reside in lezs hospitable areas.

Camtaurs are asuallyrildhy zenophe-
b, preferving the cormpany of their own

e R LR R R
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kind rather than thoge from the sutside
world, These views are not entirelyjusti-
fied, as Centaurs have boen captured in
the past by other unscrupulous races,
It combat with outsiders, Centaurs
prefer the bow and arrow, although they
sometimes use other weapons relying
mestly on upper-body skills, such as
the spear or net. Centaurs canalso fight
using hooves and fists, although such
methods are wsuallyreserved for ritual-
istic battles among their own kind
Centaurs are intelligent and cunning
but typically wild, unpredictable, and
prone to succumbing te aleoholic and
amorons desires. However, well-man-
nered Centaurs are possible, and bards
sing tales of those who have overcome
their more base nature, Although Cen-
taurs are generally distrustful of non-
Cantaurs, these who form bonds with
outsiders will dafend theirfriends tothe
death, While it's ruds to thinkof a Cen-
taur as a horse to domesticate, friendly
Cantaurs may permit Hurnans te ride
them like horses (they generally prafer
riders of the opposite gendar),

arf’
uu.u....u.qu'rl EPpiRERE

TYPICAL CENTAUR

Agility 30 hghting 40, jumping 40,
melee combat 410

Coordination 711 throwing 202

Ph"'ﬁ.qm 40 running 50

Intellect 21; healing 2D 1, traps 30

Acumen 31 search 3047, survival 410,
tracking 40

Charigma 2[3: bluff 20+1, command
2042, intimidation 2042, persga
sian 30

Strength Damage: 7
Mowe: 10

Fate Points: (1
Character Points: 3
Body Points: 16
Wound levels:

Advantages: Size: Large (R1), scale
value 3

Disadvantages: Devetion (R1},
dobauchery; Quirk: Phohia (R1), xeno-
phobia

Special Abilities: Fast Reactions
(R1), +1D to initiative rolls, one extra
ition per pound thrice per adventare;
ypermeovement (B3 + 10 tobase Move;
atural Hand- to- Hand Weapon: Homves
11}, 410 damage
Equipment: longhow and guiver
f arrows (damage +2D+3; range
O/ 1000 200 20 arvonws); makal-tipped
soar (damage + 200
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CYCLOPS

A race of seemingly contradictory
giants, Cyclopes (the pharal of "Cyclops™)
trace theirfineage directhyfrom thegods
Sages as arule do not disagree with this
assertion, nok because of overwhelming
evidence — proaf remains sketchy, at
best = but rather because most scholars
have a palicy against drawing the ire of
vedatile man cating giants

Standing at eight to 10 meters,
Cyclopes appear for the most part to be
miant Humans, However, instead of two
eyes, they possess one large oye in the
centerof their forehead They tradition
ally dress in the loasely sewn skins of
large animals, and prefer weapons that
can best utilize their size and strength,
such as treestrunk cubs and thrown
boulders. Curisusly, Cyclopes have a
remarkable blacksmithing tradition,
despite the fact that they have little
use for metal objects or armaments
themselves; many legendary weapons

owersized and Human alike — are
o C}u‘]n;{'an aTigin

These giants generally prefer solitary
existences, rither roaming from place
to place ar dwelling in caves and raising
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lvestock such as sheep ATl COWS, Thay
use animals o satisfy their carnive
rous eating habits, bat many Cyclopes
develop a taste for Human flesh

'Ii"ho:.- can survive in most climes
except arctic ordesert conditions, How
ewver, they prefer seaside mountainous
areas with lots of fresh water, Qccasion
ally. they band tagether in clusters akin
tovillages and hambets, wheremembers
assume different ocoupations such as
tailor, hlacksmith, or sage, Their chaotic
and explasive matures make any larger
social structures impossible, although
tales tell of one or two self-controlled
l'}lrlnpus rr:lding in :!a'rl;'r' toleTant it
ies, Although they prefer their privacy,
Cyclopes are quick to band and defend
others of their kind from threats aracts
of aggression; only against extended
threats or wars will they appoeint a war
lord to serveas leader. Cyclopean socety
treats males and females equally

Cyelagees have twodistinct subgroups
in their society: scholars and warriors
For the mast part, they are born inte
their roles, Newborn Cyclopes who do
not open their eves until six to cight
weeks are warriors, while scholars' eyes
open upen birth, However, Cyclopes

= T __

may transcend these roles; though
difficule, a warrior-born Cyclops may
inztead dedicate life to more acadermic
pursits, and wice versa, Aboutone in 140
Cyclopes is borm & scholar, and parent-
age doss et determine role, Cyclopean
sociaty favors its wartiors shighthy, but
recognizes the walwe of its sages and
seers. Humansages debate whether any
intyinsicquality separates scholars from
wartiors, or if the difference remaine
roated in culture and upbringing
Cyclopes have interpersonal linisons
ag desired; they do not marry of form
other life commitmants, altheugh some
have a preferved mate, Fertility rates
fall slightly befow Humans', with a
giv-month gestation period, Cyclopean
mathiers, with separate help and care
trom their tathers, protect and nurtare
thair children until deamed mature 4t 14
years ald, at which point they become
full members of society, Cyclopes can
live o be B0, although most die decades
aarlier due o their combative fives

TYPICAL CYCLOPS

Agility 20, fighting 40, melee combat
40

Coordination 104+ 2 throwing 40

Physique 50 (+2) lifcing, 610, stamina
3042

Imtellect 10022 traps 204+2
Acuman 211 crafting 30
Charisma 10:1: intimidabion 503

mettle 30
Strength Damage: 30 (+7)
Mowa: 10 Fate Points: 0
Character Points; 3
Body Points: 26 Wound lewels: 4
Adwantages: Size: Large (R2), scale
value &

Disadvantages: Achilles” Heel: Vil
netability (R3), eye can be targeted at
+4D {15) difficuliy, +12 damage miedi-
fier, success means Cycleps is blind

Special Abilities: Hypermovernent
(A2} +4 to base Move; Increased Abtri-
buke: Physique (B2}, +2 to all related
totals

Eguipment: large club (darmage
+30); giant rock (damage +500

— e — — et
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DEMON

Drernone are interdimensional crea-
tures from Hell sent to tempt mortals
inte corrapting and selling their souls,
These creatures comme in a variety of
shapes and gizes, and no two are alike,
haat are humanobd with Human facial
features, although the more fearsome
of the spedes have animmal of insect
features. Demons bave a tough hide
that iz evident when in ite true form.
Additionally, inite true formichas homes
and cloven feet and sometimaes wings
and atail. Demons generally shapeshift
it more pleasing forems.

In Hell, Demons have a social strac-
ture that mirrors that of the rost popu-
lar eurrent humaneid strecture, minus
a fev years. This structure b2 more of a
guide for the Demaons, In reality, only
the streng rule and the weak serve.

Drueto the precarious balancebetwesn
Good and Evil, Dersons adhers te strict
rules when on Earth (Jest they incur
the wrath of the Good). They cannot
injure a non-Cremon unless they have
been attacked first. They must fulfill ary
promisge that = made when someons
uzes they true name. (Dae to their evil
nature, they will de so only to the letrer
of the agreement and take advantage

e — i e

f amy mistakes or loopholes to
wrt as many other beings as
rassible ) Demone must take
their true formwhen their true
narme is spokern. They cannot
lie aboue the matore of thedr
powers of towhat extent they
mnay use these powers. (These
creatures are, howesey, adapt
at twisting their words and
saying one thing white impiy-
ing another.)

Assuming a Demon fol-
lows these rules, he may
stay on Barth as long as he
likes, Some Demmons indulge
in excess. Other Demons
spend years in a fictional
personae to bring despair

= and suffering to a target

Any Demon bothering to
to Barth tends to target those

of the good at heart and righteous of
mind, because they provide more enter-
tainment. They use their magical abili-
ties to tormentothers orgrant wishes to
these whe wish to gell their soubs,

Demons can be found anywhere,
but they may not step on consecrated
ground. They often take the form of
powerless individuals tokeep their true
identity a secret
Dremmons have equipment according
to their cover personag, (If the creature
is posing as a beggar, it would have
beggar's clothes and a beggar's cup, for
instance.) Theysometirmes wield power-
full magic items and ralics

These craatures eat, but they do mot
nead to. Demons prefer the blood and
flexh of a recently covvupted sinner. They
sometimes eatweak and powetless crea-
tures because they can. All Demone have
atruename that they keep hidden from
others at all times. Wizards and other
Practitioners of magic may sometimes
divine the name, but more oftan than
not, they discover the equivalent of a
nickname. These demonic nicknames
have very limited power over the
beacts, but the Demons often do not
let indiwiduals

= —— e e -
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TrPicAL DEMON

Agility 30 dodge 21, Aghting 71, fiy-
ing 304 1, meles combat 3041, riding
3041, stealth 31

Coordination 30 charinteering 3041,
marksmanship 3042, sleight of hand
3042, throwing 3042

Physiqoe 30 (+4); hfting 5041, run-
ming S04 2

Intellect 30: cultures 30041, reading’
writing 3042, scholar 30+ 2, speaking
40 trading 40

Acomen 30 disguise 50, gambling
S hide 41, search 304 1, streetwise
3D+ 2, tracking 301

Charisma 30 bluff 7D, charm 50,
intimidation G0, mettle 40

Magic? D4 Fapportation 30, alteration
4D, conjuration 4043

Stremgth Damage: 30 (44}
Mowe: 10 Fate Paints: 1
Character Points: B
Body Points: 38 Wound levels: 5
Advantages: Mone
Disadvantages: Achilles’ Heel: Holy
Items (R4), take double damage from
hoby items ot items that are specially
purified and blessed; Achilles Heel
Consecrated Ground Weakness {R5),
cannat crass consecrated ground with
outbecoming racked with pain and must
do nothing else but escape; Advantage
Flaw: True Mame Weakness {R10), all
soores, exceptIntellect, areat-1Dagamst
an oppanent that knows the creature's
true name, and the user may hind the
Dermon o his service; Devotion; Rules of
Comduct (R3], must follow rales outside
of Hell {see description]; Infamy {RZ)
Special Abilities: Matural Armor
(R1), +10 to damage resistance total
with Ahility Loss (R1}, ineffective
against holy items; Accelerated Healing
(R4), +41 to natural healing rate with
Ability Loss {R1), may net be used to
recover damage done by haly items;
Flight (R4}, fiving Move 8; Immaortal-
ity tR1), when slain on Earth, they may
not return for 1 century

discovar that
until it is too
late,

E

£ Forashapechangingspell,

= see the Rakshasa entTy on
page &7 of this book:

and 666 days; Increased
Attribute: Physique (R4),
+4 to related otals
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DINOSAUR

TYRANNOSAURUS
REX

Measuring 15.25 meters from nose
to tail, standing over 5.5 meters tall,
weighing over five metric tons, and
sporting one-meter jaws that can bite
a horge in twe, the tyrannosaurus vex
15 the undisputed king of predators,
But theve 12 much more to the life of
this famous hunter than many people
realize. These fast, agile, and intelligent
eating machines are just as likely to
be found playing games of tag with
other tyramnocanrs, chasing prey or
harassing other dangerous animals
for the sheer joy of it, mucking about
in ponds and mud holes, sliding down
snow-covered hillsides on cheir backs,
ot even simplyplaying with string, They
enjoy challenging puzzles and will work
for hours trying to crack a barrel as if
hoping to find a dozen cows magically
hidden inside,

Although capable of runming down
and killing mast animals for food,
LYFaNmMosaurs never pass up a chance
to scavenge carcasses or dine on easier
prey. And few scholar-adventurers real-
ize that the terrible lizard king is not
a true carnivore at all. Ome intrepid
prafessorwitnessed thres tyrannesaurs
devour sormething with great relish,
and then stumble crazily around after-
warde as if drunk. The affficted beasts
ignoved members of the expedition
a5 they inched their way clozar, only
to discover that the tyrants had been
feasting on a huge heap of berries that
had been fermenting m the sun. The
i three lizard kings then briefly charged

at the explovers but did not purswe them
a5 they fled the scene. In chis regard,
tyrannosaurs most resemble crows and
ravens — much like those ubiquitous
harbingers of fate, tyrannosaurs eat
just about anything and are known to
collect shiny things (as many untorto-
nate adventurers have discoverad), but
wihether as gifts for theirmates, prizes to
lime their nests, or simply as entertain-
ing diversions, Tomne Can Say,
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Immature tyrannoesaars live in
créches of two to seven individuals of
approximatehy the same age, though
not necessarily related by blood, The
social bond of the créche lasts through-
out a tyrant's long, event-filled life
(oyrannoesanrs live uwp to 125 years),
and individuals sometimes undertake
extended jourmeys years later bo wisit
old friends. However, aswith all things,
even the closest bomds eventually give
way when members leave in search
of mating prospects, Tyrannosaurs
mate for life and show great affection
through muzzling and preening, and
gome tyrants have even been known to
pime away upan the inseof 3 companion
Intellect of this unexpectedly advanced
and towchinghy familiar behavior may
offer little comfort. howevar, if a triad
of adolescent lizard kings picks upalost
adventurar's scont

TYPICAL
TYRANNOSAURUS REX

Agility 404+ 1; ighting 7D, dodge 6D 2,
jumping 5+1
Coordination 20

Physique BL+2: stamina $04+2

Intellact 10122

Acamaen [ hide TO, know-how 300
tracking 40+ 2

Charisma 10+]1: mtimidation G0+1,
mettle 50+l

Stremgth Damage: 400 Mowe: 20
Bate Points: 0

Character Points [

Body Points: 25 Wound levels; 4

Matural Abilitiss: tough skin
(Armor Value +10; teeth {damage
+30} tail (damage +3D); large size
lscale walwe 12)

TRICERATOPS

The triceratops iz a difficult animal be
approach and study, Peaceful by naturs,
they are extremely dangerous when
anyone threatens their territoryor off-
spring, Adulr triceratops have nonatural
predators, though younger specimens
sometimnes fall prey to tyranmosaurs,
velocivaptors, or large marmmalian
carnivaores. & fypical triceratops stands
over three meters tall and measares over
7.5 merers from tip of smout to tp of
tail, packing 4.5 metric tons of surpris-
ingly agile meat in between. Females
are slightly smaller than males but ne
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less agavessive when
challengad

Adults are vege-
tarlans and subsist
entirely on grass,
leaves, and oots, but
B Woung Criceratops
iz omnivorouws and
will eagerly consume
insects, small mam-

One triceratops bull was
actually abserved to pause for
a mouthful of greenery duging
a martal fight with three thrill-
serking tyrannosaurs. The
fight ended predictably, with
thie hored tyranks being driven
off, but the bull paid for his
untimely dining decision with
a wound to his flanks that left

™ e e e -
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Curing mating
geason, bread-
ing cows stand
watch owar their
nests of thrae to
zix eggs while
voung or eggless
females try to
gather food for
the pride. Hatch-

mals, other species of . lings learn what
dinosaur, or anything an fmpressive scar. plants to eat and
that winds up in front what beasts to
ofitsmouth —avenics avold from thewr

own maother {or the head of an unwary
adventurer). Fortunately, femals
triceratopses know better than to do
somathing sostupid, whichismors than
can be gaid of certain adventurers. .,

Triceratopses live in social hards akan
to lion prides, with one male {the bull)
controlling a groupof 20 or more females
{cowes) and dozens of offspring {toplets)
of varying ages. Toplets remainwith their
prides until neartymaturs, atwhichpoint
they either leave on their own or are
stalen by a young bull secking females
of hic owm, Prides remain isolated from
each other most of the year, bur during
Thating season, which: starts with the
omzet of antarnn, all of the prides band
together to migrate tohatching grounds
Incated in warmer climes, hundreds of
kilometars to the south

Upon reachimg maturity, females
often leave the pride to find a mate, a=
partof nature'sway of aveidinginbreed-
ing. Instnct impels maturing males to
leave and establish prides of their owm;
bartles between old, experienced bulls
andvoung, healthy challengers ave fairly
COmmMon aCcurrences duringthe auturmn
migration. Az might be expected, few
challengers succead, but occasionally
oTe manages to steal away with a few
young females, Success doesn't come
without a price, and bulls spend their
dayzinconstantwigil, warding off preda-
tors and other male triceratops, visiting
females, and marking territory. All chis
aetivity leaves little time for eating, 50
the bull calees whatever chance he can
to grab a quick snack.

Cows spend most days grazing,
socializing, and carng for offspring

— i e

mothers. Cows aredangerous only when
they feel their young are threatened,
which happens whenever anything
Human-gized or larger walks into sight
on two legs. In the absence of a bull,
a pride's cows rally to the defense of
the young, For this reason, young are
genetally lost to predaters only during
the long migrations between hatching
grounds and grazing territories, when
the herds must keep moving to beat
the winter snows or return to thedr lush
grazing plains after the relatively lean
mating season.

TYPICAL TRICERATOPS

Agility 3D+2; fighting 7042, dodge
7D

Coordination 10

Physique 30 stamina 9041, swim-
ming 90

Intellect 113

Acumen 21 search 40

Charisma 2T intimidation 7D, mettle
GR

Strength Damaga: 400 Mowe: 25

Fate Points: 0

Character Points: (|

Body Points: 723 Wound levels: 3
Matural Abilitias: bite {damage

+3D0); horns (damage +3D; tough skin

(Armor Value +1DY; large size (scale
value 10)

VELOCIRAPTOR

Of all the dinosaurs, none pose a
greater threat to humanoids than the
velociraptor. Of all che civilized races,
only the Elves come close to matching

the patience, endurance, and skill of
these consummate hunters. Standing
nearly two meters tall, able to sutrun a
thoroughbred at full sprint, and armed
withrazor-zharptalons and surprisingly
strong grasping claws, they possesz a
chameleon-like ability to change their
zkin patterns and colors to match any
terrain, and an appetite thar is newver
zated. These creatures are the dire
wolves of their kind — nightmares
brought to life

Velociraptor packs five in den=war-
rems sceatched from hillsides or daypits.
Therr social hierarchy is a living model
of the principal of the survival of the
fittest, ‘Rapters run in packs of 12 ot
moreindividuals ruled by amated alpha
pair. Pack member positions fluctuate
accovding to the individual's carrent
health and strength. Injury ot disease
oftencauses apackmember toslip dowm
arung within 'raptor society, and those
that appear too weak risk ending up
on the menu, Velociraptors of beta or
lower status ara free to choose mates,
and mated pairs help each other survive
injuryand famine, batonlyan alphawill
risk its life to protect its mate.

Velociraptors hunt in groups: called
jagers, instinctively emploving hunt-
ing tactics that would challenge even
the bast Elven trackers: Jagers are
composed of four individuals, usually
mated pairs, which operate around the
clock to mest the needs of demand-
ing warm-blooded metabolisms. They
have been known to wander up to 48
kilometers a day to find food in lean
times, In such cases, successful hunters
aat their Ol and drag the rest back o
the den-warren to share with the oth-
erz, Alphas donot hunt in fagers, their
primary duties being to produce eggs,
raise the pack's codlective young, and
defend them from predators whils the
jagers seek food.

While ‘raptors do not normally stall
healthy, uninjured targets thatare rmuch
larger than themselves, famine can force
jagers tooverTide thisirmportantinstinc
This behavior usually leads to serious
injuryor death, butscholaryexpaditions
have watched desperate, starving jagers
separate healthy adult triceratopses from

]
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their herds and wee hit-and-run gactics
to wear them down.

Agility 30 acrobatics 4D, fighting 5D,

climbing 3041, dodge 40, jumping
Sy stealth 7D

Coordination 30
Physique 50F: staming 60, swimming

L )

Intellect 100-1
Acumen 20 hide S0 cearch 4041,

‘ - .I. .. .'-.:._.-:.'_‘
‘ TYPICAL VELOCIRAPTOR

tracking 40+1

Charisma 10 intimidation 30 mett]e=

3D

Strength Damage: 200 Mowe: 35
Fate Points: O

Character Points: U

Body Points: 21

Wound levels: 3
Natural Abilitles: eviscerating foot-

claws fdamage +3D); teeth (damage +2);
talons (damage +1)

PTEROSAUR

Of all the beasts that own the skies,

nothing stirs stronger primeordial emae-

tions than the sight of a lone pterosaur

tliding silently overhead on thin, leath-
erywings Mow, imagine the feelingwhen
a thousand prerosavrs suddenly wing

intogightin coordinated pursuit of fying
prev-Withawingspan of 12 meters, largs
intellipent eyes, an even larger brain,
and a ong-meter beak fyll of gmall sharp
teath, the pterosanris matched in aerial
spectacls only by Drapons.

Easy pliders and powerful Ayers,
pterosaurs live in expansive social
rackeries comprised of hundreds or
sometimes thousands of mated pairs,
They prefer ccean-side chiffs, although
redwood tress overlacking large lakes
or mland seas serve just as well. Only
the fecundity of fiches can satisfy the
needs of hunpry hatchlings, bat this
does notmean thata pterosaur wall pass
up an easy meal. Adventurees traveling
along izolated seacoasts have lost thear
captured boars, and even the occasional
donkey, ta a flight of keen-eyed ptero-
saurs on patral.

Prerosaurs often hunt singly, skim-
mang thesurface of waves and scooping
up fish and other appropriately sized
tidhits, sating some and saving therest
in pelican-hike pouches to carry home
to feed the hatchhngs. Sometimes,
though, pterosawrs huntingrowps called
faphts {or fiying circuses, if a species
bears particularly colorful markangs).
Flights are naturally adept at distract-
ing preyand makingsmeakattacks from

unexpected divections. The incemtive
for hunting &= part of a flight is that all
members shave the catch. Flights take
met land-bound animals by surprise,
gliding in silently and diving seemingly
right out of the sun. Pterosaurs must
succead in smatching their prey in one
pass o tisk being grounded, for they
are clumsy on land and fewmake it back
into the air witheut suffering injury, as
the occasional torn and broken leathery
£OYPEE Can attest

In the ait, howewer, the pterosaur iz
master — nothing ascapes the premisy
manewvering instinces of thessa lords of
the sky. It iz for this reason that some
have thought to tame these magnificent
beasts and use them as aerial mounts
to berrify enemies in combat. The trath
of the matter ic thae for all their size,
prerosaurs onlby weigh about 18 kilo-
grams — the weight of a rider would
crush the pterssaur’s bones during the
furious maneuvering required during
aerial combat, leaving the poor beast
and its passenger plummeting help-
lessly to their deaths. The theory of
prerasanr/rider teams might work in
practice, but only if emploved as mes=
zemgers or aerial ohservers.

TYPICAL PTEROSAUR

Agility 40 fighting 4041, dodge 51,
Hying 7D

Coordination [

Physique 30 stamina 61

Intallect 11

Acumen 2D search &0, tracking
SD+2

Charisma 10:1; intimidation 20,
mettle 20

Strength Damage: T

Mowe: 25 (fhang)

Bate Points: 0

Character Points [
Body Points: 15 Wound levels: 7
Matural Abilities: talons (damage
+2D; toothed beak (damage +20%;
wings allew the prerosaur ta fly or glide
for several hundred kilometers or for
as long as there are thermals to keep
them aloft
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Most legends state that the first
Humans were created from earth. Some
of those legends further explain that
the zame forces that produced Humans
alzo fashioned beings from the other
elements. The Dfinn were one result
with two separate races, one composed
of fire and the ather of air.

The Djnn are masters of shape-
shifting, with bodies as fleeting as
the elements from which they were
spawmed. Those ted to good tend to
be stunmingly attractive, while those
aligned with evil are equally ughy. How-
ever, evilDjinmcan assumme more comely
appearances to better deceive others,
Regardiess, their natural forms always
betray their element, either as a body
armerging from wispy clowds or a form
surrounded by flaming tendnils,

Both types of Djinn have similar
abilities, although the means they use
to manifest them are wildly disparate
Fire Dijinn are typically creatures of
chaos and ewil, while air Djinn are
usually devoted to harmony and good.
However, Dinnde have free willand can
theoretically serve any goal they would
like. Monetheless, only a fool would
blindly trust a fire Djinni that says it
wants “nothing but to help.”
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[Hinn fnvariably

favorable deals from

tie themselves {or

their masters, they

£

¢ Forashapechan
are bound by oth- £ see w::R:Fl;huaij:fﬂE; PR T DRSNS Mt
oys) to an artifact E paige 67 of this bosk. a= guardians or for a

or object: lamps,
boteles, sztones,
chalices, and 50 on.
Sages debate why they st form these
bonds to the physical world; one com-
men thesry proposes that both air and
fire are ephemeral states, and without
a matarial union, they would dissipate
to the ash or four winds from whence
they came. Whatever the reasons, this
bond forme the most common means of
centrolling and dispelling Djinn
Powerful magic of rituals can draw
forth a Diinmnd to chisworld; anyone whe
does sowould be wise tohave a suitable
container ready forits arrival. Alchough
common loresuggeats thiswesselzshould
be athimg of beauty —a beautifully pol-
ished ring, a jewel-encrusted Lamp, and
the like — some arrogant or cruel mas-
ters hanvs shunted their conjurations to
ignobleobjects. Sofar asamypone knows,
Dinm do not reproduce in anyrmundans
way, and all those living in the world
have either always been here or were
cenjured from ... elsewhere. Djinn do
notneed toeat oreven breathe, pecboth
kinds of Djinn dislike going underwater
TJ:nziq.r can live anywhere, bt
a7 have an affinity for

serts, where fiery winds
d shifting sands have a
rsonal resonance, Diinn
.-ithout masters can travel
here they like, although
17 are inetantly trans-
orted totheir tied object
f someone possessas and
neakes it,

Although some sto=
ries tell of supremely
powerful Djinn capa-
ble of world-chatter-
ing feats, moest Djinn
are much lezs potent
(some unscrupulous
Djinn might try to

convinge their finders

otherwize). Becanse

Djinn are phenom-

enal at negotiating
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specific task, which
the Djinni wsually
performs without
complaint. However, their use iz lim-
ited only by their masters' imagina-
tion; mages have trusted a Diinni as a
zcholarly companion, kings have used
them as messengers, and many bards
have turned to a Djinn bottle in search
of inspiration

TyYPIcAL DJINN

Agility 30 flying 6D, stealth 40
Coordination 20 sleight of hand 30
Physique 20

Intellect 40 reading/writing 50

zcholar 50, speaking 50, trading
G

Acumen 30 disguize TD, gambling 41,
investigationn 3042, search 3042,
tracking 3042

Charisma 4D: bluff 501, charm 5042,
intirnidation 4+1, mettle S0, per-
siazion 50

Magic 1[» alteration 31, apportation
3D conjuration 30, divination 20

Strength Damage: 10 Mowa: 10
Pate Points:

Character Points: 3

Body Points: 19 Wound levels: 3

Disadvantages: Advantage Flaw;
True Nature (B3], all spells that change
the [Minn's appearance cannot hide
some airy ot fiery aspect — hiding the
aspect requires a Very Difficult disguise
check; Devotion (R3), honeoring its
contract; Devotion (R3), good or evil,
depending om the Djinm; Employed (R1),
anpomewho possesses the Diinni's vessel
can command it completely

Special Abilities: Accelerated Heal-
ing (B1), +10 to natural healing rate;
Flight {E5), flying move 100; Immor-
tality, cam be banished by destroying
its container; Invisibility (R3); Tron
Will {R1); Lomgewvity: Silence (R2), +40
to stealth and #2000 to attacks from
behind.
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[hogs are domesticated canines that
are found all over the world. They come
in a variety of calors, sizes. and shapes
All dogs are four-legged; thevastmajor-
ity have fur and a cold nose. The colors
of a dog's coat ranges from white to
reddish-brown to vellow to black and
combinations of these colors,

Lap dogs tend to be small and
provide companionship for hamans,
Hunting dogs are generally small to
medium-zized and are especially bred
for crailing big and small game. Guard
doge are usually the largest and always
the most sturdy of dogs. These canines
are bred for battle and are sometimes
be equipped with specially designed
light armor,

All dogs follow the pack social strac-
ture. In the wild, the alpha male proves
hie dominance in comhbat over the other
rales, Hebecomes the leaderof the pack
and all dogs within that pack follow him
Domaesticated canimes follow the pack
rientalicy to 2 lesser extent, Because of
their clese assocation with Humans,
their owners generally take the place
of the alpha male.

Canines-can be found in almost any
clirmate, but certaim breeds will be found
in certain climas, Wherever there are
hamanz there are always dogs to follow
them. Dags are extrermely loyal to ther
masters, even masters that do mot treat
them very well,

[rogs are carmivores and must be fad
regularly. Masters that forget to feed
their dogs will have a hard time con-
trolling them, even if they treat them
well. Dogs have an amazing sense of
smvell. They cansmell a drop of blood in
a bucket of water. It is for this reason
that they make excellent hunters and
puards. Dogs often smell an appanent
before they see thern,

These creatures dislibe cats and other
feline-related creatures. Even the most
trained dog may let out 3 bark when he
catches o whiff of cat. Some doge are
extremely mtelligent and capable of
complex tricks
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TYPICAL GUARD OR

HUNTING DOG

Agility 3D: dodge 6D, hghting 5D,
ctealth 410

Coordination 10

Phpiqm 4 runming 4001

Intellect 10

Acymen 20041: search 3D, tracking
40

Charisma 713 intimidation 51, mettle
iD+2

Stremgth Damage: [

Mowve: 25

Fate Points: [

Character Points: 1

El;u:l.f Points: 17

Wound levels: 7

Matural Abilities: smhanced smell
[cam track tavgets days after their trail
is cold); teeth {damage +1042); small
size {scale value 4}

TrPicalL Lar DOG
Agility 3D dodge 40, stealth 3D+2
Coordination 10

Physigue 20 running 30+2
Intellect 1D

Acumen 210 search 2042, tracking
D

Charisma 201 intimidacion 2D+32,
mvettle Z0+1

Strength Damage: 10
Mowe: 20
Fate Points:
Character Points: [
Body Points: 5
Wound levels: |
Matural Abilities: enhanced smell
[can track targets days after thelr trail

15 cold); teeth (damage + 110 smeall size
{scale valwe 53
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Few creatures are feated more than
the dragom and for good reason. Their
imimenge size, veptilian or serpentine
APPEAYANCE, extreme age, active mtelli-
genice, and magical ability are more than
a match for whale armies, partscularly
since most dragons can also fiy. Dragons
can bedividedintosicmajor types: earth,
air, fire, water, skeleton, and oriental

AIR DRAGON

Air Dvagons arve shight of build, long
and lzan, and their wings are usually
feathered, as are the ends of their tails,
Their scales also resemble feathers, and
have a faint sheen to them, Most Ay
Dragons: are pale in color, particularly
bbas, green, or gold and silver

The Air Dragons are playful and
sociable. Thiz may be because morve Air
Dragons exist or because they wanderso
much that claiming termitory is impos-
zible, Air Dragons often travel in small
packs, but happibymixwith any other Air
Dragoma they find, Most Air Dragons care
about little other than flying and social-
1zing, and they exchange news, gossip,
and idle comversation veadily, Many also
happily speak tobirds and other airborne
creatures, and even those people brave
anough to approach them openly,

Withineachpack, asingle Air Dragon
hiolds sway. This only means that he or
she can tell the others when it is time
to meve on and which direction they
chould go — the position is akin to
that of a party host or a trip organizer,
This fead Air Dragon is usually a hittle
older and shghtly less flighty, but only
slightly, and packs are eagily distracted.
Air Dragons simply go wherever the
wind and their own interests take them,
An Air Dragon may wander away from
biz pack, if they are going one way and
he wants to go another, and then join a
newpack headingin that divection. Later,
if he encounters his fivst pack again, he
might rejoin them, or simply visit with
them and catch up on recent events,

Air Dragons survive mainly on small
birds and on fish theyplock from the sea,
They enjoy the thrill of catching their
food but have no mterest in causing
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terror — they simply love the chance to
show their speed and agility. Air Drag-
ons rarely attack humanoids, though a
pack might wheel about a lone traveler
and dance around him, even feinting
at him with claws and jaws, OFf course,
if atzacked, the pack will defend itzelf,
but most Air Dragons have no love of
fighting, only in fiving

Drespite their slightar build, Air Drag-
ons do not mind the cold — indeed,
they often fly high abowe the ground,
whare the air is thinner and colder and
their breath streams behind them.
Air Dragon packs are often sesn over
mountain peaks and flitting aboue
mountain ranges. They also enjoy wide
open axpanses, like deserts or valleys,
where nothing slows the wind from
racing across the landscape

TYPICAL AIR DRAGON

Agility 50 (+12% acrobatics BD+2,
dodge 8042, fighting 50442, fiving
10D

Coordination [

Physique 413 {+7): lifting 7L, stamina
B

Imtellect 3D cultures 50 navigation
10D, scholar 40, speaking 61

Acuman 300 search 3041, survival
6D+1, tracking 4D=1

Charisma 2T 2 bluff 47042, intirmida-
tion 80+1, mettle 41

Stremgth Damaga: 40 (+7)
Mowa: 10
Fate Points: 1
Character Points: 20
Body Points: 29
Wound levels: 5
Advantages: Sizer Large (R3), scale
value 3
Disadvantagas: Infamy (R1); Quirk
(R3], Aighty
Special Abilitias: Atmospheric
Tolerance: Thin Air (R1Y; Envircnmen-
tal Resistance (K2}, +60 to Phy=igue to
resist affects of extreme conditions;
Elight (R5), fiying move 100; Increased
Attribute: Agility (R12}, =12 to related
totals; Increased Attribute: Physique
(R7), +7 to related totals; Longevity

(B1); Matural Armor: Scales (R2), 42D
to damage resistance totals; Matural
Hand-to-Hand Weapon: Claws (R3),
+30 damage; Matural Hand-to-Hand
Weapon: Teeth{R3}, 3D damage; Sense
of Divection (RL), +1D to mavigation
and trscking

EARTH DRAGON

Earth Dragons are typically the larg-
ast and heaviest of the species, with
thick bodies supported on four massive
clawed legs, and a long neck bearing the
large head. Enormons batwings on their
backs anable them to fiy, and they can
uze their heavy tails 38 weapons, Their
thick scalez ave typically the color of
rust, blood, or copper

The entire Earth Dragom populationiz
zmnall as they live for thousands of vears,
bt dragon mathers give birth bo only
onesggatatime, Most centuries sesthe
birth of only a single dragon, Because
they are so fow in iumber, each dragon
ztalkes out itz own territory. Any other
dragon entering that territory must
acknowledge the owner's supremacy
or fight for possession. Thus Earth
Dragens meet ravely, Only in times
of overwhelming meed do they gather
together, sither in some place 50 bar-
ren m dragon claimes it or in a location
owned bya dragon so powerful no other
dares to challengs him

Evenwhen Earth Dragons mata, they
are wary of surrendering contral, and
their mating dances are performed in
the air, usually over some neutral terri-
tory. Barth Dragons havenoleaders, but
the strongest dragons hold the choicest
Iocations and comnmand respect from
their peers,

Earth Dragons are carnivores, They
hant for their food and delight in fy-
ing low to the ground, neck stretched
forward and mouth open, to scoop up
deer, cows, and humanoids in their
path, Earth Dragons often boywith their
preay, swooping down to land sturming
blows that bat their vichims aboat and
hierd them m a particular direction
Earth Dragons are niot known for their
zubtlety, and enjoy the fear they sense
from their prey, and from anyone whe
zeas them approach. They consider
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anyone on their landa to be fair games,
and the most powerful Earth Dragons
hawve ladd claim to whaole cities, which
they allow to stand because the cities
attract mors victims

Earth Dragons enjoy living places
gafe and warmm, and select caverns for
their homes. Some of these lairs cut
inte mountains or hills, while others
are below ground, particularly along
i coastline, The Earth Dragon often
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Coordination T marksmanship: frery
breath 100

Physique 4D=1 (+12): lilting 90 run-
ning 50, stamina 7D

Intellect 30 cultures 40, navipation
10D

Acamen 30 zearch 3041, survival
B0+, tracking 4D=1

Charisma ¥D+2- intimidation S0+1,
mettle G

resistance totals; Matural Hand-to
Hand Weapon: Claws (R3}, + 3D damage;
Matural Hand-to-Hand Weapon; Tecth
(B3}, +3D da mage; Matural ]-l.a::.gr'd
Weapon: I-"i:'r':,'i!-rﬁfh {R2, d;magﬁ G,
Tange 10/20/40, with Ahility Loss {R1),
may nnl:,- fire onoe CVETY othey round,

Mate: Thos=s Earth Dragons that bauzr
rowy deep in the earth also have ranks
in Infravision

FIRE DRAGON

hallonrs the space out further, smooth- Strength Damage: 50 (+12)

ing the walls and giving himself more Move: 10 Fire Dragons are the smallest vaniety

room to manewver. Of course, Earth of dragon. They arewinged but have only

Dragens favor existing underground Fate Points: 1 fromt legs — thair back section simply

tunnels, whether or not they currently  Character Points: 20 rurls inte a long tail with a spade end.

hawve ragidants Body Points: 30 Therr s<ales are shades of red, orangs,
Earth Dragons uswally live in termpet- Wounsd levels: 5 velbow, and gald.

ate Tegions, becanse their prey prefers
thase areas and because they do not
enjoy the cold, Most Earth Dragons
have atleast a small town or two within
their territory, and forests, meadows, or

Advantages: Size: Large (Hd), scale
value 12; Waalth (R2)

Disadvantages: Infamy {R3); Quirk
[R3), territorial

Some sapges belivve that Fire Dragons
are notreal dragons atall, onby creatures
with a similar appearance becawse it
donsn't exhibit the same intelligence
or size 35 athers of this species, Fire
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farmlands are also commomn Special Abilities: Fljﬁl?icmq}'ﬂ:'f"_nﬂ Dragons are tiny and fast and apprar |
move 80 Inereased Ateribute: Agility alone or in twos or threes, They are
TY¥PIcAL EARTH DRAGON [RA), +8 to related totals; Increased |

Agility 3D (+8) acrobatics 6041,
climnbing 504 dedge TD1, fighting
1001, fiying 90

Attrtbute: Physique (R1Z), +12 Lo
related totals; Longeaty (K1) Natural
Armor: Seales (R3], +3D to damage

drawn to firg, and they often apprar
nearanylargeblaze — evena gond-sized
camphre can call omg, though the flame

mmst be autdoors orniearthe npemngn!‘




a anatural sheleer like a cave. When a
Fire Dragon does appear, it ignores any
nearby creatures and flies steaight to
the Hame — and intoit. Then it swoops
around, anjoying the heat and the light,
teasing the fire into taller flames and
often creating small trailers chat spin
off from the original blaze. They delight
inits movement and warmth, and care
little for itz effect on others, They only
enlarge and sustain a five so that they
cam enjoy the flames for a longer period
of tima.

Fire Dragons have no veal social
structure. Each dragon or group keaps
to itself and travels within its chosen
area {which may be small if there's a
large concentration of fires), secking
farmes. The first Fire Dragon or group
thers takes possession of that particular
fire. Any other Fire Dragons in the area
will mot disturb them, and Fira Dragons
never fight for possession. They also
have no voice, which is another reason
why scholars claim they are mot real
dragons atall,

Fire Dragons are notvickous, but they
will attack anyone who gets too dose
to them while they are within a flame.
Theywill also fight anpone trying to put
out the fire,

Fire Dragons only like meat that
has been severely charred. They are
eo small they do not need much food
They often survive on those scraps
lefr in campfires by travelers, or small
woadlands creatures caught and cooked
in forest blazes

Fire Deagons prefer heavily wooded
areas and dry plams, since both have
oppartunities for frequent fires; When
not dancimg within a flame, they nest
within hollowed-out trees at might
By day, they corl up on flat rocks and
baskin the sunlight, the same way that
enakes do.

Ty¥Plcal FIRE DRAGOM

Agility 50 (+4): acrobatics 80, dodge
BD, fighting 6D+2, fiying 10D

Coerdination ?[-marksmanship: fiery
breath 8D

Physique 30 starpina 100

Intellect 2I); navigation 80

— T — ™ e i e e -

D& FANTASY CREATURES * PAGE 25

Acuman 30 search 3D+, survival
G0+

Charisma 3l charm 4D, intimidation
G0+1, mettle 4D

Stremgth Damage; 20
Mowa: 8

Fata Points: 1
Character Points: 10
Body Points: 24
Wound lavels: 4

Advantages: Size: Small (R2), scale
value &

Disadvantages: Hindrance: Short
Stride (R1}, 2 meter reduction to run-
ning, swimming, and jumping Move;
Infamy (R1); Devetion (RE), flames

Special Abilities: Atmospheric
Tolerance: Fira (R1); Envirenmental
Fesistance (R2}, +6D to Physique to
resist affects of extveme conditions;
Flight (R£), flying move 64; Increased
Attribute: Agility (R4), +4 to related
totals; Matural Armer: Scalas (R2), + 20
to damage resistance totals; Natural
Hand-to-Hand Weapon: Claws (R1),
+1D damage; Matural Hand-to-Hand
Weapon: Teeth (R1), +1D damage;
Matural Ranged Weapon: Fiery Breath
(R1), damage 313, range 5/10/20

WATER DRAGON

Water Deagons have four small legs
and no wings, They are fonig and nar-
row, o allow them to slide through the
water: Long ridges, which rezembls fish
fimz but feel more like scales, run down
their back and trail from each clawed
foot, lder Water Dragons have similar
ridges trailing from their brows, Their
zcales ave slick and range in color from
pale green to a vivid dark blue,

Most Water Dragons live alone or in
mated pairs, but they often gatherwith
thewr kin to dizcuss events and enjoy
oneanother’s company, Water Dragons
group themselves by family, and each
family has a matriarch, a patriarch, or
both, The extended family lives within a
srnall sea, sizable lake, or large portion
of the ocean, Bach family member or
couple claime 3 region for personal use,
Miost families gather at least omce each

month, typically in the domain belong-
ing to the head of the family. Water
Dragons from other families must ask
permission when entering the family's
territory, or they are treated as imvad-
ers and attacked. Neighboring families
gather together two to thres tirmes avear
to discuss largerissues and to maintain
friendly relitions. Water Dragons from
different househalde often become
friends and, if their regions border one
another, meet more fraquenthy,

Water Dragons are talkative when
with their own family, but their topics
are serigus and subjects can hold their
attention for hours. They enjoy gos-
siping about neighbors, but they alse
discuss philosophy, marinebiology, and
other weight iesues.

Fish are the main food for Water
Dragons, followed by all manner of sea
creaturas, Any animals thatwanderinto
a Water Dragen's terricory become faiy
game, including humaneids, Though
they are not vielently maliciows, Water
Diragons do enjoy taunting surface-
dwellers. They also consider it an insult
for a surface-dweller to cross aver their
home without asking permission and
zo often capsize boats, These fisher-
folk who offer gifts to the dragons find
smooth waters and plentiful fishing,
though sometimes a young Water
Diragonrocks their boat just forfun. Any
homaneid whe dares to attack 3 Water
Diragon will be pursued by the entire
family, and if she manages to ascape to
land she will find them waiting every
tirme she wenbures near water again

Water Dragons make their homes
among nestsof coral and seawesd, along
the oceanor lake Hoor, They favor deeper
waters, where theycansleepundisturbed
and unseen. Cwver tme, the dragons
often carve upon the coral, fransforming
it into a roofless palace with delicately
fluted columne everywhere

TryPIcAL WATER DRAGON

Agility 3% acrobatics B0, contortion
T fighting 3D+1, dodge 9041

Coordination 20

Physique 41 {+9): ifting 8D, staming
B swimming 120
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Imtallect 30 navigation 10D, speak-
ing 4D

Acamen 30 crafting 60, search 30+1,
survival 60+1, tracking 4D+1

Charisma 20+ 2 Bluff 4042, charm 313
intimidation BD=1, mettle 6D

Strength Damaga: 40 (+9)
Mowa: 10

Fate Points: 1

Character Points: 211
Body Points: 30

Wound levels: 5

Adwvantages: Size: Large (R3], scale
value %; Wealth (R2)

Disadvantages: Devotion (R21, to
tamily and territory; Infamy (B2}

Special Abilities: Environmental
Resistance (B2}, +6D to Physique to
resist effectz of extreme conditions,
Increased Attribute: Agility (R10), +10
to related totals; Increased Attribute
Physique (R%), +9 to related totals;
Longevity (R1}, Matural &rmor: Scales
(R2), +2 to damage resistance totals;
Matural Hand=to-Hand Weapon: Claws
(R2), +2D damage; Matural Hand-te=
Hand Weapon: Teeth {R2), =20 dam-
age; Uitravision (R3), +6 to sight-based
totals in dim or dark conditions; Water
Breathing (R3), +3D to swimming

ORIENTAL DRAGON

Criental Dragons are long and sin-
ewy. They have horns on their brows
and long wispy beards on their chins
The ridges on their backs and cails are
lomg. They have no wings bat four legs,
oach ending in an agile daw — mosr
Oriental Dragons have four claws per
foot, but the Imperial dragon has five.
Thieir scales shimmer and range in color
fromy black to blwe to red to gold, silver,
or even white,

Oriental Dragens are the most intel-
ligentof the dragons, and they can sit for
moniths o even years while pondering
gome topic, Oriental Dragons enjoy a
good debate or an intellectual discus-
siom, They are sparing with their words,
howewer, and often speakinvague terms
and near-riddles

Most of the Oriental Dragons — and
they are the ravest of the dragon races
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— live alome and see other dragons only
rarely. They interact with humanocids
more frequently, liking to disguise
themselves as such to wander the
countypside.

Oriental Dragons are not vislent,
though they will defend themselves
whenattacked. They doenjoy confronta-
tion but prefer battles of a more intel-
lectual nature. Theyenjoy creatingmoral
quandaries for humaneids in order to
watch their reactions,

They will only attack humansids for
threereasons; thepeopleattack first, the
peopia threaten the dragon’s interests
or domain, or the people have demon-
strated themsetves tobe villains (osualhy
by harming someons the dragon consid-
ers a worthy individual). In those situ-
ations, the Onental Dragon is a deadly
opponsent, cever as well as strong,

Bacaysze there ave so few of them,
what most people assuma to be racial
subtypes are actually specific dragons.
The Yellow Dragon and the Horned
Dragon, for example, are individual
dragensa rather than types. Only the Yel-
low Dragonis coveradwith brightyellow
scales, and onby the Horned Diragon has
four horns above his brows and a ridge
of them runming down his snout to the
tip of his nose,

The leader of the Oriental Dragons
is the Imperial Cragon (also known as
the Celestial Dragon}, who hasjet-black
zeales and five claws on each foot Thic
dragon iz the wisest and most powerful
of the Oriental Dragons, and he may
command any of the others, though
he rarely does so. Ha does, however,
wander into another dragon’s domain
with impunity — the other Oriental
Drragons must ask permission bafore
entering another's domain, or face a
challenge (usually tositheralogic puzzle
or averbal duel)

Unlike the other dragon races, the
Oriental Dragons are vegetarians.
They eat mainly bamboo shoots and
rice, though they happily consume
any fruics they can find, They will also
sat bread and vegetables. Mo Oriental
Drragon will detiberately eat meat, and
itis a grave msult to offer meat to one
of them. They also drink rice wine, and

anyone who offers a dragon this drink
wine their favor,

Each Oriental Dragon has his own
interests and hiz own domain, Some
zertle in lake beds, others atep moun-
taing, and still sthers deep in forests
of hidden walleys. Certain dragons
considerit their duty to guard treasures,
whathernatural or crafeed, while others
train people, travel the world, or make
sura the seasons oceur without fail,

TyPIcAL ORIENTAL

DrRAGON

Agility 30 (+10): acrebatics GD+1,
fighting 5B, contortion 5D, dodge 81,
fiying 900, jumping 600, stealth 70

Coordination 20 {+3} slaight of
hand 50

Physique 30 4+9) lifing 130, stamina
120, swimmuing 41

Intellect 40F {+3): cultures TI1, healing
100, readimawriting B0, navigation
10D, scholar B0 speakmg 100, trad-
ing 6D

Acumen 3D {:3) artist 8D, disguise
10D, investigation 60, search T,
survival 603 tracking 80

Charisma 3D (+3) command 90,
charm 11D, mtimidation 90, persua-
sion 110, meetla 11

Magic GIv appertation GD+]1, altera-
tion TOY, conjuration 7L, divination
G0+2

Strength Damage: 7D (+9)
Mowe: 16
Fate Points: 4
Character Points: 40
Body Points: 33
Wound levels: 5
Advantages: Fame (B2}, Size: Large
{R3), scale value 9; Wealth (R2)
Disadvantages: Devotion (R2), o
dormain
Special Abilities: Accelevated Heal-
ing (R1), +1D to natoral healing raze;
Flight (R3], flying Move 96; Increased
Attribute; Agility (RLO}, 10 to related
tetals; Hypermevement (K3} +6 to
hase Move; Increased Attribute: Acu-
men, Charisma, Coordination, Intellect
{3 each), +3 each to related totals;
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[ Increased Atcribute: Physique (E=*
+8 to related totals; Immortality (B
Matural Armor: Scales’ (R3), +2D
damage resistance totals; Matural Har
to-Hand Weapon: Claws (B2}, + 2D da
age; Matural Hand-to-Hand Weapa
Teeth (R2), + 2D damage; Cuwick Stud
‘ All Artributes (R1 each); Water Braatl

ing (R3], 430 ta swimeing

SKELETON DRAGON

Skeleton Dragons aveusuallycaler
tromn the Barth Dragons, and sa have
massive frames and skeletal wings
Unlike the other five types, Skeleton
Dragons are not natural creatures,
and are created rather than bern
They are. typically fashioned by

| necromancets, whe reassemble

1 i dead dragon’s bones and then
teanimats the sheleton to create
A rmassive, magical servant, Por-
tunmately, Skeléton Dragons lack
mcst of their former intelligence,
and only a handful is capable of
magic, Most Sheleton Diragons
have only their size, their streng
their fight, and the fact that they
undead and 80 are immune to many
TANEATIE WEAROTIE
Sheleton Dragons have no seciety and
thus ne hievarchy, Each of these crea-
tures has been animated by a partioular
individual. Itizenthralled tothatperson
and required to do her bidding Cmly
when two or more Skeleton Dragons
serve the same master da they fight for
central, with the strongest becoming
the leader of their srmall pack and com-
manding the other members
Skeletom Dvagons are not alive and
tivus &0 mok need o eat, drink, sleep, or
breathe, They are tiveless and can fly or
fight for hours without pause
Becanze they are no longer truly alive,
and nevercan be agam, Skeleton Dragons
hate the living, They particularly Inathe
living reptiles and, above all 2lse, living
dragons, & Skeleton Dragon will attacka
living dragom at every apportunity
Shaleton Dragons can be found any-
where in the world, as they go wherever
their master gees orwherever she opdars
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them to go. They are most comman in
the countryside, however, wherepeaple
are less likely to have defenses against
magke and thus where a dragon of any
sort has the greatest impact.

TYPICAL SKELETOMN
PRAGCDOM

Agility 3D (+8): acrobaties 6D+1,
clitmbing 50, doadpe 7D+, fphting
10051, fivving 90

Coordination 20

Physique 4D=1 (+12): liftlng 90 run-
ning 50, stamina 70

Intellect 20

Acamen 20: search 3041, tracking
4D+1

Charigma 20 Intimidatien 100,
mettle G0

Strength Damage: 50 (+17)
Mowe: 10
Fate Points: 1

— e — L
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Character Points; 20

Body Points: 34
Wound lewels: 5

Adwvantages; Size: Large (R4), scale
value 12

Disadvantages: Devorion (R3),
hate the hving; Empleved (R3}, to per
zon who reanimated it; Infamy (B3);
Reduced Attvibute: Acumen, [ntellect
(R4 each), -1D each; Reducs Attribute;
IRE), -2 pips

Special Abilities: Flight (R4}, fiving
move 80; Increased Attribute: Agility
(RBY, +B to related totals; Incrrased
Artribute; Physique (R12), +12 to
related totals; Longevity (R1); Matural
Hand-to-Hand Weapon: Claws (E3),
30 damage; Matural Hand-to-Hand
Weapon: Teeth {R3), +30 damage; Skill
Bonus: Painless Wounds {R4), 12 to
stamina total; Skill Bonus: Mindless
(R5), +15 to metile totals

_
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DWARF

Dhwarves are built lilke short, stout
Humans. They stand about 1.5 meters
and usually have broad features and
thick beards. Most people are familiar
with the Mountain Dwarves {or Bynyd),
but thres other types exist: the Dwende,
the Chanak, and the Wavelorn,

DWENDE

The Dwendesurface-dwelling dwarves
wiho live in tropical regions. Their skin
i5 deeply tanned from the sun, They
wear only simple kilts and sometimes
looae shirts, and either go barefoot or
wear sandals.

Dwende bive in small tribes ot clans,
each lead by a chieftain, This chisftain
decides on all matters of importanca,
incloding hunting, marriage, and tribal
location, Once chosen, a chieftain
retains controluntil he dies, steps down
becavise of age, oris forcibly removed by
amapority of the clan, Larger tribes also
have a council of elders, and 2ach tribe
haza medicine man who regulates the
tribe’s herbs, potions, and healing,

The Dwende hunt small game both
om land and alemg the waters edge
They also grow fruits, vegetables, grains,
particularly grapes and barley — the
Dwende share theirunderground cous-
ins’ bove for wine and ale

Theugh not unfriendly, the Dwende
are rechusive — their willages are made
of lacalmatenals andwell hidden among

trees o within low dunes, and people
can walk within a meter of a Dwende
hiouse without zeeing it. Mevertheless,
the Dwende treat guests superbly,
particularly when they can get news
and stories about distant lands, The
Dhwveride place great value in hospitality,
honesty, and loyalty — the worst come
they can imagine is to barm away friends
and family in a time ef need

TYPICAL DWENDE

Agility 2041 climbing 40, dedge 40
fighting 40, meles combat 30, stealth
502

Coordination 30 marksmanship 50,
thrawing 40
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Physiquae 304 1: lifting 40, runming 51,
starmina S0, swimming 5041

Intellect 20+ 1: healing 4T

Acumen 30Y artist 40, crafting 40,
bide 30+ 1, search4D. survival 6D+ 1,
tracking 40+ 1

Charisma 30 atumal handling 4062,
charm 5D+ 1, mettle 4D+1

Character Points: 3
Body Points: 12 Wound levels: 3
Adwantages: Size: Small (R1), scale
valwe of 3
Disadvantages: Hindrance: Short
Stride (R1}, 2-meter reduction to run-
ning, swimming, and jumping Move
Special Abilities: Hardinezs (B2),
+2 to damage reasistance botals; Lon-

s

Stramgth Damaga: 30 gevity (R1)
Mowe: 3 Equipmant: short sword (damage
Fate Points: (0 1D+2}
LD
MYNYD TYPICAL MYNYD
The most widely known and  Agility 3D: dodge 3D+2, fighting
mast numercus race of Dwarves, 4042, meler combat 577
the Mynyd {or Mountain Dwarves)  Coordination 2D: marksmanship
consider themeelves the progenitors 3042, throwing 40+1

of all ather Dwarven racos. They are
skilled metallurgists, engineers,
atid minevs, A few even have some
miagical gifts,

The Mynyd faver dark, study
dlothing and long hair, which bath
males and females wear in braids.
Dwarven men also prefer long
beards, to keep their faces warm
in the cool wnderpround tunmels,
They are tevse in speech and gruf in
manuer, possibly owing a constant
tieed to be on the defengive against
valde on their treasure, (Elves say
it's because they don't get enough
sunlight and fresh air} Once their
trust has been pained, most fnd
them to be generous hosts,

They live in city-kingdoms, sach
clalming a small mountain range or
portion of a large range, whersver
precious or useiul metals and stones
abound.

Though they hunt small game,
gather tunnel mushrooms and
lichen, and plant vegetable and
fruit gardens near the entrandes to
their dwellings, they have become
g0 rencwned fer their jewels and
metalsmithing that they find it
maote efficient and lucrative to trade
for their foedstuffs. Nonetheless,
though they don't grow much of
their own grain, they do brew ther
oW strang als.

[RLERERRREY

Physique 3D+ 2:lifting 5D, running
A1, stamina 6D

Intellect 2D devices 50, trading
4D ], traps 4042

Acamen 3D: artist 5042, crafring
a0, gambling 40

Charisma Z0+1: intimidation 500,
mettle 40

Stl'lngﬂ Damage: 301
Move: B

Fate Points:
Character Points: 5
Body Points: 15
Wound levels: 3

Advantages: Size: Small {R1),
scale value of 3; Wealth (R2)

Disadvantages: Hindrance:
Gruffness (R2), +2 to Wuf, charm,
and persunsion difficulties: Hin-
drance: Short Stride (R1), 2-metoy
reduction to running, swimming,
and jumping Move

Spacial Abilities: Hardiness
(B2, +2 to damage resistance tobals;
Lonpevity (R1); Ultravision (R1) 42
to sight-based totals while in dim or
dark conditions

Equipment: lanterm (hegates 70
(6} in darkness modifiers): leather
apron (Armor Value + § o front onky);
mining pick {damage +2)
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CHAMNAK

The Chanak are nocburnal surface
dwallers with pale skin and scraggly
baards. Theyarelean and havelong, thin
hngers, They prefer to hide themselves
in thick cloaks with deep hoads,

The Chanak move among the larger
frlk frequently but want nothing to do
withthem. The Chanak considerhuman
0ids a5 only useful for theirmoney, their
goods, and sometimes for the look on
their faces when they know they have
been robbed or cheated,

Chanak gather in small tribes or
clans, often secretly locating their vil
lages near Human cities, A tribal chief
leads the settlement, though anyone
can challenge him at any time, and the
winner hecomes (or remains ) the chief

Chanak chiefs hold absolute power over
’ thetribe, inlaspeparthecause they have

| C—l—————T e —— mrpl—

defeated anyone who might question
their decisions

The Chanak prefer stealing their food
to hunting for it, They also buy food,
using the money and goods they stole.
Thay ravely drink alcohol, however, as
theydonot trustanyone toprotect them
when they are drunk.

TYPICAL CHANAK

Agility 3042 acrobatics 404 1, climb
ing 603, contortion 50 dodge 5041,
jumping 41047, highting 53041, melee
combat 51, stealth 5002

Coordination 3D:1: marksmanship
304 2, lockpicking 5D, dleight of hand
4D, throwing 30

Physique 30 lifting 41, running 40

Intellect 300 devices 400, traps 6D

Acumen 3D hide 40, mvestigation
3D, search 4D, surwviwal 30041,
styeetwise 4042, tracking 41351

Charisma 20 bluff 4037, mettle
A0+]

Strength Damage: 70
Mowe: H

Pate Points: (1
Character Points: 3
Emljr Podmits: 17
Wound levels: 3
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Advantages: Contacts (R1), other
Chanal; Size; Small (R1), scale value of
3; Wealth (1)

Disadvantages: [nfamy (R2}; Hin-
drance: Short Scride (K1), Z-meter
reduction to running, swimming,
and jumping Move; Prejudica (R2),
Humanz

Equipmant: short sword (damage
1042}, heavy cloak (Armor Value +1)

WAVELORN

The Wavelorn are aquatic Dhwarves
They hawe a bloe-green tint to their
shin and hair, and webbing betwesn
their fingers and toes, Gills are visible
alomg their necks, and they vwear very
little because clothing slows them in
the water

The Wavelornliveimamall tnbes. Each
tribeselectzatribal leader, or headman,
whio then takes total command — the
headman is chosen after several tests
When the headman grews too Hred
of ton infiym to lead, or when enough
olders wote that be should be replaced;
comtests, which inchade a mock combat
and 3 race, are held and everyone who
wants the pogition enters. The elders
review each contestant'z abilities before
mpking their zelection as a group

The Wavelorn survive on a dist of
zoa plants, fish, eels, and other zea
creatures, The Wavelorn often trade
shellz or treasure

Coordination 20 throwing 50

Physique 40 lifting 60, stamina 50
swimming E[

Imtellect 210+ 1: navigation 503, trading
30 traps 30

Acumen 20 artist 30, crafting 40, hide
3D+ 1, search 40, survival: underwa-
ter S0 tepcking 400+ 1

Charisma 20+ 2; animal handling 31
aquatic + 20, bhuff 4D+ 2, intimidation
6041, mettle 41

Strength Damage: 30
Mowe: 8

Fate Points: (1
Character Points: 3 r
Body Points: 20 Wound lewels: 3

Adwantages; Size: Small (R1), scale '
valwe of 3; Wealth (R1}

Disadvantages: Enemy (B2), large T
water creatures; Hindrance: Short Stride
(R1), Z-meter reduction o running,
swimming, and jumping Move

Special Abilities: Envirenmental
Resistance (B2}, +6D to Physique to
resist effects of extreme conditions;
Hardiness (B2}, +2 to damage resistance
totals; Longevity (R1}; Ultravisior (R}
+2 b sight-based totals while in dim or |
dark conditions; Water Breathing (R2),
+210 to swimming

Equipment: trident {(damage
+2042)

they found below
for other items or
services,

The Wavelorn
Irre deep beneath
the waves, in cities
they hawe carved
from the ocean
Hevar

TYPICAL
WAVELORN

Agility 3D
climbing 30,
dodge 20
fighting 4D,
melee combat
30 riding:
aquatic 30




GIANT EEL

Giant eels are larger cousins of their
more mundane kin, However, while
many Humans regard normal-sized
eels as a tasty delicacy, giant eals tend
to wiew Humans much the same, Exas-
perated naturalists mote that the term
‘giant eel” actually encompasses a
variety of different species, both fresh
and saltwater, However, they all share
similar charncteristics, especially in
their ferenty against those who invade
theair territery,
Withasznakehke body atleastaschick
a5 & Humar's thigh and a length of five
meters ormose, 4 single gianteelis more
than a match for most lome swirnmers,
They came in a wariety of shades and
riarkings, some are solid-colored with
only slight or nedemarcation, whilzoth-
are have symmetric patterns running
down their bodies. Most giant eals have
shim that matches their surrcunding
watery emnronment, providing excel-
lent cameuflage. Legends tell of one
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giant eel that can changeits coloration
and markings to hide near-perfectly
Giant eelz can live in any non-arctic

environiment, although they are most
commonly found in temperate oF
warmer regions, When it comes time
to spawn, most breeds of glant eels
instinctively return to a particular
breeding ground {which vary among
subspecies, and can be hundreds of
miles away), where the female releases
millions of eggs bafore she dies. Those
eggs follow the water currents and
transport the next generation of eels
far and wide. Some wealthy gourmets
sawor theseeggs and hire brave explorers
to track down these breeding spots for
egg-harvesting, Given how these areas
can contain dozens or even hundreds

of frisky eels eager to protect their

offspring, any such mission can be as

damgercus as itis hucrative, Fresh water
giant eels are generally a little quicker
but less tough than theirsaltwater rela-

tives, which can grow much larger than
their lake- and river-bound kin

Giant eels, like their smaller breth-
rem, are largely solitary predators
They subsist entirely on meat, usually
in the form of large fish, and spend
their dormancy cycles shaltered in
coral reefs or caves. Most gant eels
swallow smaller prey whele ar bite it
to death, but they can alse constrice
larger victims {zuch as mest Humans),
simultanesusly inflicting damage and
keeping the quarry from escaping ot
attacking, Giant eels do not generally
attack unprovoked, although their fierce
territorialism means “provocation” can
include Human activities such a5 cross-
ing a river in a boat or swimming along
the coast. They can survive sut of water
for several minuates while continuing o
attack, and are smart enough to stither
hack to the water it they can. It 18 rare
for them to attack something on land
without warning, although the tradi-
tional trinstrel ditcy “Ask Wee Willy
Why He Dpesn’t Wee Waterin the River
by the Wayfall Sea Anymaore” offers a
cautionary tale otherwise,

TYPICAL GIANT EEL
Agility 5[: fighting 60Y contortion
5042, dodge 5D+32; stealth 5041
Coordination 2D
Physigae 30: lifting 5D+1, swim-
rimg 413
Intellect 10

Acumen 2D: search 3D, tracking
an

Charisma 2D intimidatien 3D,
meattle 20432

Strength Damage: 30
Mowve: L0 (swimmingh
Fate Points: 0

Charactar Points: 0
Body Points: 16
Wound levels: 2

Matural Abilities: breathe in
water; constriction (successtul
tackle does + 1D damage perround,
cumulative, after the frst roand,
tpamaxzmum of +300; awe dan-
age + 20); thick hide (Armor Value
+2); large sizs (scale walue 2)
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EKIMMU

The oldest type of vampires, Ekim-
mus resemble demonic corpses with a
foul mist escaping from their mouths
and ears. They are dressed in the dirt-
caked, rotting vemains of the clothes
thay wore in life

Ekirnrria are selitary creatuves that
existonly tocase despair, The vampire's
epiTit is not at peaca, and onky through
its destyuction can it find final rest.
These vampires wander the Earth and
attack the living at every opportunity.
Thie dawn forces them underground or
into crypts until sunset.

Ekimmu are createdwhen adeceased
individual dies in a violent manner and
does not receive a proper bural, Sorme-
tirmes, if an individual had some unfin-
ished business of great importance, he
returns back as an Ekimmu,

Ekirmmu do net creata more of thair
kind. Theyattack victims until they orit
are dead. If they kall a victin, they devour
the corpse utterty, Nomatter how much
damage they take
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Acumen 30 hide 2D

Charisma 301 intimidation 40,
mettle 40

Stremgth Damage: 7
Mowa: 10

Fate Points: 1
Character Points: 8
Body Points: 41
Wound levels: 5

Adwvantages: MNone
Disadvantages: Achilles’
Heal: Fire (R4), takes dauble
damage from any fire-based
actack; Achilles' Heel: Sunlight
(B&), diez after 1 minute of
exposure to direct sunlight;
Advantage Flaw: Sunlight Weak-
ness (R5), all scores, except Intel-
lect, are at <11 from sunyise to
sunzat; Infarmy (R1); Quirk: Day
Sleap (B3}, must sleep during
the day and will not awaken
uriless physically attacked
Special Abilities: Hardiness (R2],
+2D to damage

PEEH T T e T T i e i
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the night before,

resistance torals;

if they retreat to
the undergrownd
when the sun
rised, they come

In Barth rythology, these crea-
rures can be found in extremely
old tombs, Babylonian ruins and
places that are or wars part of the

Longewvity (R1),
Increased Attri-
bute: Physique
(R34, +3 to related

back fully healed
the mext night.

In extremely
remote regions of the desert where a
fow of these creatures sull exist, they
are worshipped as minor geds by the
local desert nomeads, The nomads will
zometimes leave an offering to the beast,
but the creature feels no obligation to
spare anyone. However, if the offering
keeps thevampire sufficiently eooupied,
it may delay the creature’s attack until
sunset, accomplishing the desired geal

ANywWay.

TrpPicaL EKIMmmuU

Agility 30 fighting 4D+ 1, melee com-
bat 3041

Coordination 30 chrowing 4D

Physigue 411 lifting 4D+1, munning
4D0+1

Intellect 11

—— . —

Babylonian Empire,

totals; Intangibil-
ity {R1), can turn
to mist with Abil

Sire =
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ity Loss (R1), can be trapped nan item
theat would collect mist, like aballows or
a bottle: Skill Bonus: Painlecs Wounds I
[Bd), +12 to staming total with Abdbivy
Loz (Rl per type), may not be used

on wounds from fire, sunlight, or haly
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ELEMENTAL

Elementals are spirits made of one of
thee raw magical elements of creation.

Elementals ave only naturally found
i areas that have a high concentration
of the purest form of their element
Surnmonad elementals are often bound
by wizards as pets, slaves, and warriors
Swrnrmoned elementals will shey the let-
terof a surnmoner's commands, but the
more clever elementals look for ways to
violate the spirit of the agreement

AIR ELEMENTAL

Air elernentalsnormally take the form
of nearly invisible waves or currents of
air, only seen because the air shimmers
with their movement, They are ot par-
ticularty strong. though theyare fastand
difficult to hit, They attack by pushing
and striking with mazses of air

TYPICAL AIR ELEMENTAL

Agility 50 fighting 5D+1, fiying 6D
stealth G0+1

Coordination 20

Physique 2T

Imtallect 10123

Acumen 101+7

Charisma 1T

Strength Damage: 100 Mowe: 20

Fate Points: (| Character Points: 0

Body Points: 22 Wound levels: 3

MNatural Abilities: air push (darmage
+11); immune to 8l attacks, disease,
and poison; vulnerability to earth-
based attacks (roceive 420 1o damage
fromm these)

EARTH ELEMENTAL

Earth elementals are resistant to
injury and brutally stromg, They appear
a5 humanoid shapes, roughly scolpted
from stone and earth. Though slowand
ponderous, they make excellont guard-
lans amnd siege engines

TYPICAL EARTH
ELEMENTAL

Agility 2 fighting 40,
Coordination 20

— N e
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Physiqua 50
Intellect 100:2:
Acamen 10+
Charisma 10
mettle: trawvel
by ship 20
Stramgth
Damaga: 31
Mowa: 8
Fate Points: [
Charactar
Points: [
Bady Points:

Matural Abilities: immune toearth
attacks, disease, and poison; =tone fist
[darnage +2101; stone extarior (Armor
Value +2D; vulnerability to air attacks
[recerve +210 to damage from these,
which its exterior cannot resisth

FIRE ELEMENTAL

Wizards atternpting to control fire
elementals get a +3 to the difficulty
to refleck the capricious nature of this
type of elemental. Fire slementals love
to destroy and consume, making them
excellent warriors, They enjoy change
and new experiences as well and chafe
static guard duty assignments. Fire
slemnentalsusually appearas humanoid-
shapedmasses of flame, but they change
their appearance to suit their whims,

TYPICAL FIRE ELEMEMTAL
Agility 41; fighting 4D
Coovdination 400 marksmanship 50
Physique 3D

Intellect 1112

Acumen 1042

Charisma 20 bluff 4D, intimadation
40 mettle 40

Stremgth Damage: 00 Mowa: 10
Fate Points: 0 Character Points: O
Body Points: 21  Wound levels: 3

Matural Abilities: fire fist (dam-
age +20) mamune to fire, disease,
and poizon; fiery exterior [Armor
Value +1D¥; fire jet (damage 3D); range

O} — ¢ — . WUINETSRLILY T

water attacks (receive +20 to damage
from thess, which its axberior cannot
resint )

WATER ELEMENTAL

Water elementals found in nature
are placid, unassuming creatures that
wonld rather flee or hide than fight:
When summaoned, they can be used as
powerful servantz andwarriors, but they
never cooperate readily with thetr sum-
moner. Water slementals take the form
of a roughly Hemamnoid-shaged blob of
waber |f forced onte dry land, but they
ciroperate better when in the water.

TYPICAL WATER
ELEMENTAL

Agility 4D iighting 5D
Coordination 20

Physique 4D

Intellect 110+2

Acumen 1[1+3

Charisma 10 mettls 4D

Strength Damage: I3

Mowe: 10 (5 on dey land)

Eate Points: 1 Character Points: O
Body Points: 12 Wound levels: 3

Matural Abilities: immune to watsr
artacks, disease, and poison; resistant
axterior (Armar Valus +100: water fist
[ﬂ:l.mage +200; water jer {damape 3D
ranje G/ —;—13; vulnerability to fire
artacks {receive +200 to damape from
these, which its exterior cannot resise)
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ELEPHANT

Elephants are typically native to
zavannah and jungle regions, though
dueto theirpepularity with humanoids
a5 beasts of burden, performers, and
engines of warfare, they can be found
anywhere that vegetation, water, and
peaple are plentiful. These creatures
can stand between 2.4 and 3.4 meters
at the should and weigh between 2.7
to 6.3 metric tons, rendering them a
tormidatde sight te any formation of
dizciplined defenders. When angered,
or trained to, an elephant will charge
with devastating results to the terrain
and obstacles inits path, giving rise to
1ts appellation “the unstoppabde force
of the wild "

Awar elephant is often riggad with a
emall tower o similar fortified structure
upon its back: Depending on the size
of the animal, this allows two to six
zoldiers to ride the creature into battle,
When used for carrying supplies or
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cargo, an elephant can generally move
half its own weight for great distances
Draspite this benefit, people don't often
use them for caravans unbess food and
water ks plentiful on the journey as an
slephant can eat up to 230 kilograms
of vegetation and 300 liters of waker a
day, making them difficult to care for
on long journeys,

In the wild, elephants travel in herds
of five to 20, with a large bull as the
leader, While considered the gentle
giant of the animal kingdom, the bulls
will actack anypercaived threat, though
the amount of provocation reguired to
enrags an elephant is quite unpredice=
able. Many times bulls ignove inter-
lopers who are not threatening a herd
member, simply s taying alert while they
are present, but occasionally the males
attack withaut warning

Elephants are intelligent creatures
Compared tomost creatares of thewild,
they ara aasy bo train if theyare started
voung, at abouwt four vears of age. Aside
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from instructing them to perform in
traveling shows or for the amusement
of kings, an elephant can be taught to
do a number of heavy labor activities
aside from simply carrying aload. Some
cultures nse them to lift lambar with
their mighty trunks or demaolish trees
and light structures. With an experi-
enced teamster, elephants can also pull
wagens of encrmous size, increasing
their capacity to move cargo by double
or more their normal ability

Their lifespan and maturity rate is
very close to that of humanoids, reach-
ing adulthood at around 15 to 20 years
old and living to about 70 vears old or
mre, They also show very distinctemo-
tions, such az grieving at the side of a
Inst herd member, showering friends
with affection, and laughing. When
tyaveling with a band of adventurers,
they add coler to any journey,

TyYPicAL ELEPHANT

Agility 20 fighting 41 charging
+20

Coordination 10

Physique G} lifting 700 running
60+, seamma A0

Intellact 10042

Acuman 200 seatch 30

Charisma 20 intimidation 4Dy
charging + X0 meettle 4042
Strength Damage: 413

Mowva: 35

Fate Points: [

Character Points: 0

Body Points: 45

Wound levels: 5

Natural Abilities: trample
(damage +30; must charge), tusks
{damage +2D), trunk {damage +1;
can grapple with ith; large size (scale
walue B)

MNote; The bull of an elephant herd
bred for war have a lifting, fighting,

and intirnidation increased by LD
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Elves were once thought to dwell
wnly in tempearate forests, but travelers
have encountered Elven pilgrims in chi-
mates ranging fromunbearable steamy
junples to frigid wastes. Pechaps this is
because Humans bepan settling these
areas only recently, at least as Elves
measure it {alter all, what 12 500 years
lo 3 race of near immoreals?).

Human scholare divide Elves inta a
few species, but their physical differ-
ences are mostly cosmetic. Blves differ
primarily in behavior and allepiance,
and most are inclined to remain aloaol
from other semtient races. The High
Elwes, called Fair Folk by some, ars the
type of Elf mest often encountered.

| High Elves ars intelligent and practi-
£al, enjoy games of skill, and posgess
great wigdom gained from centuries
of contemplation. In appearance they
tlogaly recemble Humans, though they
are healthisr, sturdier, and far more
handsome. Tales of their graceful fea-
tures, startling gresn or blue-gray eyes,
and clear, musical voices have led young
whimman and men into the wilderness in
the hopes of catching a plimpss of these

rars travelsre,

— i

HighEhves
always dress
in gilded fin-
ery, for their
race is noble,
proud and
possessed of
the blood of
incient rul=
:¥a. Their
wligious cot=
dctions run
leap, but their

laborate cer-
monies dedi-
ated to the
ads of Matare
nd Thought
‘e always cot=
. .aled from the
e of oubsid-
When peace
--ankets the
land, High Bives
spend their days in leisurely pursuit of
acadernic and philosophical goals, and
they carafully tend to the lands that
surround their chosen homes. In times
of war, however, High Elves are quick 1o
mobilize and fierce in battle. Fewarmies
have ever stood against the assembled
hiosts of the Fair Folk
Black Elves take their name from
their jet-black skin, eyes, and hair. All
live underground, far from the light of
the sun that rerninds thern of an ancient
betrayal linked ta the High Ebres, whom
they regard with contempt. This hatred
fortheircougins does notextend to othet
races, though, and Black Elf outposts
have been known to tradewith Dwarves,
Huimans, and even more barbaric races
O OCCasion
Black EIf society is organized along
military lines. Bvery 10 years (or as
needed), soldier-citizens elect a king
whio wields absolute authority over an
expansive hierarchy of captains, lisu-
tenants, seygeants, broops, specialists,
andnon-combatant citizens (those that
are too old, too young, or too mjured
to fight). Kings veign 10 years if death
does not claim them first (Black Elf
commandersbead from the fore m battle,

b surprizingly, most five to serve out
their termel

Having waged ceassless war against
a subterranean enemy (oo ternfying
ta describe} for millennia, Black Ebves
have dispensed with religicus pomp and
cerervony. The gods of the Black Ebres
ask only that woershipers serve their
king and people. Since most Black Ebres
spend a portion of every day engaged in
war-related efforts, soldier-citizens pre-
fer subdued, practical dothing or dark-
enameled armor to the colorful, Howing
rabes worn by other Elven soceties,

TypPicalL ELF

Agility 3D dodge 3D+ 2, meles combat
3042, stealth 3042

Coordination 30 marksmanship 40

Physique 30 ranning 3042

Intellect 3D reading writing 304+1,
scholay 3041, speaking 30+1

Acumen 30 artist 3D:1, hide 3042,
search 30+2, survival 3D+2, track-
ing 20=2

Charisma 30 animal handling 3D+-2,
charm 3D+2, mettle 3D+2

Magic 1D alteraton 10+1

Strength Damage: 2
Mowe: 10

Fate Points: (1
Character Points: 3
Body Points: 20
Wound Levals: 3

Advantages: Mone

Disadvantages: Hindrance Arro-
gance (B2}, +2 to bluff, chaorm, and per-
suarion difficultes; Hindrance! Delicate
(B2}, -2 to dammage Tesistance total,
Sense of Duty: Mature (B2}, feel a deep
devotion and kinship with trees and
plants {High Elwes) or Sense of Duty:
Clan {R2), feel a deep devotion to their
king and others in their secety (Black
Elwves)

Spacial Abilities: Ambidextrous
(R3], +3 to ckill totals; Enhanced Sence:
Sight (R}, +1 to sight-based totals;
Immortality; Skill Bonus: Stealth (R1),
+1 to hide, stealth, and tracking totals;
Wtravision (R3), +6 to sight-refated
ldlls in dim or dark conditions

s
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EMPUSA

The Empusai {plural of Empusa) are
thee dernomic, vamipiric dawghters of evil
goddesses of magic, They ave created
from thespirits of loyal priestasses. They
appear as beautiful wormen, butin their
true form, they have the upper bodies
of filthy, hideous women with pale shin
arvd thee lower body of a domkey. Empusai
are always female.

Empusal secial structures are based
omiwitch's coven. At the head is a queen
and below her three sieters; below each
sister, thrae more; and soon. The Ermpu-
zai above mist approve of the behavior
of the Empusai below.

When hunting, the Empusai huant
alome, Invare mstances, groups of three
work together to captare a growp of vic-
tirns or a particularly powerfal victim
Cruring the day. the Empusai disappear
intotheunderworldorhidein despparts
of their termples, where they assume
thair troe demaonic fiorm. At night, they
bt seducingmen and devouring them
when possible. The Empusai can only
axist on the fesh of the living. They can
goan indefinite period without feeding,
ot failare to capture avictin for a long
period may mean a lowering of rank
withim their coven,

The Ernpuasal have a variety of magic
powers granted by their goddess, They
brew potions with adeptness, one of
thair favarites being te change shape

= > — e el
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inte anirmals for the night. They know
the ideal herbs and animal parts for
potions, Somatimes, witches wse the
Empusail as mentors to learn. Only a
female may study under an Empusai,
The Empusai prefer lairs located on
the fringes of society,

Disadvantages: Achilles’ Heal Fire
{R4), takez double damage from any
fire-based atcack; Achilles’ Heal: Insults
(R4), must make a Moderate mettle
rodl or run shrieking until she can ne
longer hear the msults; Achilles' Heel

Sunfight (R4}, asz

often sharing living
quarters with witches
Frequently, they use
A cover persona to
befriend witches or
atbract mem

TYPICAL
EmPUsSA

Agility 210 dodge 2D 2 Hghting 2D+ 1,
tying 2041, males combat 20+1

Coordination 21

Fhysigue 3011 running 304+

Intellact 3D scholar: potions 5D
epeaking 3041

Acumen 30 hide 41

Charisma 30 charm 5D metcle
40+ 2

Magic 511 alteration 60, conjuration
GD

Strength Damage: 200 Mowe: 10
Fata Points: [

Character Points: 5

Body Points: 18 Wound levels: 3

Adwvantages: Contacts (R4}, Empusa
sisters

a
=
=
=
=
=
=
=
H
H
=

In Earth mythology,
Bmpusai are Greek vampires
and followers of Hectate, the
goddess of magic.

dawn approaches,
fecls inescap-
ably compelled to
return to her hid-
ing place; Advan-
tage Flaw (R2], all
spells must be cast
using poticns; Employed (B2, by god-
dess; Price (B2}, must remain faithfol
to geddess or lose magical abilities;
Infamy (F2)

Special Abilities: Longevity {(B1),
Skill Bonus: Charming Gaze (R2), 46
to charm totals with Bestricted (R1),
lirited to opposite sex

Equipment: cauldron; potions te
enhanceseduction, herbs, anirmal parts,
and other potion components

SHAPECHANGING
POTION SPELL

Skill Usad: Corjuration

Drifficulty: 11

Effact: 10 {Shapeshifting (R1) with
Additional Effect (B1), can change to
normal animal zize)

Ranga: Self (0]

Spead: 0

Draration: 7 hours {+22)

Castimg Tima: 1 round (-4)

Dthar Aspacts:

Componetts (=140 small piece of
creature shapechanging into (com-
mion, destroyed), special herb — usu-
ally marjoram Howers but one maore
appropriate to creaturs can be used
{uncornmnon, destroyed), water (ordi-
naty, destroyed), pot (commaon)

Gesture (=2} 5ty together compa-
nents (fairly simpla)

Focused (+65)

Variable Duration (=4} Off only

This spell helps the witch make a
potion thatallows her tochangeinto any
ane form for one night ormore, Add any
resatlt point bonus to the duration value
and beok up the new Hme on the "Spell
Measures” table.

_
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FAIRY

Fairies are spirits of Mature given

physical form and one purpose — to
serve Malure and protect its awn. Thesr
prasence i considersd a relkable indica-
tor of the health of the enviranment, for
a land without Fairies & ons without
magic, cheer, or hope. As servants of
Mature, Fairies can speak with trees,
ferme, toadstools, mosses, evary kind
of animal, and even zome kinds of
racks (other kinds of rocks refuse to
speak, don't have anything to say, or
are just plain boring). Fairies teust the
High Elves iwnplicitly, but distowst othar
races, especially Humans and others
that disregard their effects on nature,
leading some to speculate that they are
comehow related to the near-immoreal
Fair Folk. Fairies know that all things
are related; most races just refuse to
aceept the truth.

Baing l=ss than fve centimeters tall,
Eairies could live right under the Big
Peoples” noges without detection, but
instead prefer verdant landscapes bursg-
ing with scented flowers, mosses, Lily
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ponds, salk trees, and toadstools. They
shun lving among certain races of the
Big People, for Humans like to makes pets
vl cals, which are danperows to even the
mipst eautious Fairy. Infack, almost any
animal, whether pet, lvestack, or feral,
agsociated with the mannish-races are
dangerous to Fairles just from shesr
size alome. Fairies do not fear ingects,
froqs, ar mice, however, and have much
to offer these creatures in exchange
for [rlendship and aid For example,
these diminutive bat cheerful beings
help mice gather enough food to last
through lonp and leanwinter niphts, and
in return mice warn Fairtes whensver
cats are prowling nearby.

Dwo of the most common varleties
of Fairy-folk are Green Polk and Glade

Eairias.

GREEN FOLK

Green Falk (sometimes called Green
Children by patronizing Humans) have
blonde, red, or light brown hair; green
or blue eves; and child-like physiques
that belie their true strength, for Fairies
can lift over 20 tiimes their own weight,

= T __

vefting a total of about two kilegrams
Wl Green Folk can fly. even though
iome appear to have novisible wings,
while the wings of others look Like
the wirgs of insects or battertiies or
tatters of colers, They canalso appear
twa meters tall it noeded, but chis
glamour has ne real effect upen the
world, other than perhaps to ward
off would-be aggressors
Green Folk enjoy the passing of
the seasons, spring and autumn
breimg thedr favorites, and consider
thiz when secking a new place to
Live
Greem Folk follow one of twe
types of lifestyles, in commumnity
or in selitwde, though they are
united in purpose. Fairies living
meommuanities, are friendhierand
More MImereus, residing in towm-
ships, called troupes, of 50 or more
individuals ruled cver by a tough
bt fair queen, Eachqueen inturn
setwes Crberon and Titania, the
King and Queen of the Fairies,
paerful and enigmatic beings that
Can pass a8 any humanoid speces and
dgefeat all in combat or contest
Each troope arrvays itself in distin-
puishable garmants, often of the same
style or coloy, For example, the Shefro
dress mostly in green — forest green
jerking, grass green Hghes, andleaf green
boots, butwith pointed red caps. Males
wear one white feather in their cap to
vignal lowe for & sweetheart
The other type of Green Folk, the
solitary ones, are less populous by far
and they prafer the lives of introspec-
tive wanderers, making what they need
ot teading for needad goods with othey
Fairies, Lomera and wandeters, many
dress in flowing red medieval gowns ot
scarlet doublets and pants and biood-red
capes, though prefor plainer clothes:
OF these solitary Fairies, the Ferrishin
alome ke the secret of fashioning rope
woven from spiderwebs and dew-drop
genketones, A combination that creates
a ling of nnusnal strength and Beauty,
onethat they trade foritems they cannot
make themselves The solitary Fairies are
ruled by whoever draws the short straw
during their yearhy gatherimgs. This form
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[ERTTEEES

Hawve you ever lost your sword and actually taken
the time to look for a very tiny ball of apider silkor a
thimble of star-shine left in its place? Probably not,
hut you should have. You might have had an encoun-
ter with a Fairy while you were sleeping, No deubt it
quietly offered to trade you something that seemead
equitable to your drowsy mind, and maybe it wasn't
the hest deal vou ever made, but imagine your sword
flying along without any apparent Support, accompi-
nied by a disembodied voice yelling at people to get
out of the way — it might have been the source of
all those legends about intelligent swords, There is a
reasan that hards call them “Fairy tales..”

of povernment may seem Hippant to
otherraces, but all Fairies of Clan Bouge
serve Bing Oberon and Queen Titania
vithall the love and fervor of the (roupe
Fatries, Eventhouph the two clansseem
always at adds, wae to the schemer who
trbes to come betwesn them,

TYPICAL GREEM FOLK
Fairy

Agility 40+ 1: acrobatbes 4D+2, climb-
ing AD+2, contortion 50, dadge 6D,
Hying SD+1, meles combat 50, riding
AD+2, stealth 5D

Coordination 201 markemanship 40

Phyzique 1D+2: swimming 5D

Intellect 300+2: cultures 4D, healing
4042, readingfwriting 40, speaking
A0y devices 40 trading 50042

Acumen 30+ 1 artise 3042, cralting 5D,
hide 304+ 2, know-how 3042, search
A0, survival 4A0+1

Charisma 40 antmal handling 40+1,
charm 51, persuasion 5041, mettle
40+1

Magie 100 alteration 10+ 1, divination
1D+1, conjuration 10+1

Strength Damage: 10}

Mowe: 6

Bate Poinits: (

Character Polnts: 3

Body Points: 17
Wound Levels: 2

Advantages:
Size; Small TR4),
Acale walue 12

Disadvantages:
Hindrance: Drelicate
(B3}, -3 to damage
resistance totals;
Hindrance: Short
Stride (R2), 4 meter
reduction to run-
ning, swimming,
and jumping Maove

Special Abili-
ties: Accelerated
Healing (R1}, #1D to natural heaking
rate; Animal Control (RI1, = 10bonus te
animal famdling for one species; Flight
(R2), fiving move 24; Lengevity (R1);
Silence (R3), +6D to all stealth checks,

GLADE FAIRIES

A close relative of the Green Folk,
the Glade Fairy is equally hard to spot,
though for different reasons (in their
defense, Glade Pairies have a saying
*If you have to try wery hard to find
something, you've probably already
overlooked it")

The onlywaytospota Glade Pairyis to
sit quietlyin a dearing at dawn or dusk,
thinking pleazant thoughts Patient
pbeervars might seon notice something
stirring where nothing moved before
(a5 grandmothers used to say, it abways
wias there; vou just never took the Hme
tolook}, To those who remain calm and
quiet, sorme of the plants, or at least
beings that strongly resemble plants,
may-come to life before theireyes. Glade
Fairies are perhaps the most striking of
all Fairy-kind, having willowy, moss=
coverad bodies, long, supple limbs, and
faces wrinkled and gnatled as the bark
of trees. They make their homes in the
transitional spaces between forests
and fields, They ara especially fond of
deet, owls, pheasants, hedge gophers,
and damselflies, creatures that share

their habitat, When natural disasters
threaten, Glade Fairies work tirelessly
ta tescue earth-bound animals from
oblivien. However, Glade Fairies are
helpleseinthe face of unnatural destree-
tion {zuch as slash-and-burn practices)
wronght by sentient races, and do not
easilyforgive suchinjuries, Many would-
be farmers or ranchers have wolen
up one morming to find themselves
surrounded by poisenous scorpions,
venomeus snakes, or worse

TYPICAL GLADE FAIRY

Agility 30 fighting 4D, dodge 3D+1,
gtealth 4042

Coordination 30 throwing 41

Physigue 50; lifting 50+1

Charisma 104+1; animal handling 50,
command 30, persuasion 20, mettls
302

Intellect 30+ cultures 3042, healing
4D, trading 30+1

Acumen 401+ 1 disguize 611 hide T,
inwestigation 5D+1, search 5042,
survival 5Dy tracking 7D

Stremgth Damage: 30
Mowa: &

Fate Points:
Character Points: 3
Body Points: 17
Wound Levals: 2

Advantages: Size: Small {R4), scale
valua 12

Disadwantages: Hindrance: Delicate
(R2), -2 to damage resistance totals;
Hindrance: Share Stride (R2), 4 meter
reduction be ranning, swimming, and
jumping bMawe

Spacial Abilities: Accelerated
Healing (R1}, =10 to natural healing
tate; Animal Control (RE), +10 bonue
to animal handling for one species;
Longewity (R1); Matural Armor {BL),
+1D to damage resistance volis; Matural
Hand-to-Hand Weapon: thorny fimbs
{R1), damage +1D; Silence {R3), +60
to-all seealth chacks,
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FAMILIAR

Familiars are magically enhancedwver-
zions of mundane animals, Wizardouse
them as guardian, messenger, clarvoy-
ant aide and companions, though they
till ave prone to some mischisvos of
niot entirely intelligent behawvior,

The process of making a familiar (=
straightforward though challenging and
varies based on the mage and the magi-
cal power involved. The caster imnbues
the target anirnal with a magical power
zource based on their arcane praference
and then bonds with the craature,

The host animal can be any craature
that is nonmagical by nature and can
be carried by the master. A host gains
anumber of abilities ance the transfor-
riation is complete, Commanly, they
become stronger and quicker than their
mundane brethren, and they always
have a measure of agic resistance to
protect themselves from detection and
attackby enchanted means, Inaddition,
they quickly learn to understand, but
niot speak, the language of their mas-
ter. Thiz allows them to follow fairly
complicated instructions and to spy
more effectively by eavesdropping on
the convarzations of intruders

Many mages will also imbue their
familiars witha limited number of magi-
cal abilities, to facilitate their missions.
Theseahilities aresirmulated by skills the
animal could mot normally pesses, such
as being able to open doors or write. The
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famidiar can learn many ingellectual skills,
such a= new languages, sver tima

Az well as gaining an ally for spying,
companionship, and security, the mas-
ter recaives a number of abilities, which
depend on the type of familiar

EXAMPLE FAMILIARS

CAT

Agility 4D acrebatics falling 5D,
climbing 50 dodge 5D, Aghting 5D,
jumping 402, staalth 5D

Coordination 10

Physique 1D+ running 3D+2,
starina 20+2

Imtellect 21 language: (of mazter) 30,
scholar 204+2

Acumen 3D hide; self only 5D search
4D, tracking 4D

Charisma 20+2 mettle 4D+2

Strength Damage: 100 Mowe: 20
Fate Points: [
Character Points; 2
Body Points: 14  Wound levels: 2
Matural Abilities: hite (damage +20;
clawes (damage +20; night sight (mo pen-
alties in dim conditions); detect magic
(identify location of magic within a 3=
meter radits); magic resistance (=6 to
difficulties of all magic effects directed
at aniteal); small size (scale value B)
Mote: The master of a cat familiar
gains +10 to jusnping and stealth and
Utravision (B2}, +4 tosight-based totals
in dim conditions.

OwlL

Agility 40 dodge
S0, fighting 5D+3,
flying 5D, stealth
4042
Coordination 11

Physiqua 20
Intellact 2042
fanguage {of mas-

FTSCTTRIIII

|

§  ter) 3D42, achaolar
i an

£ Acumen 3[D+1:
1 hide-salf only4D=1,
E: search 6041

i

Charisma 2[4+ L mertle SD+1
Stremgth Damage: 100

Mowe: 32 (flying)/15 {gliding)

Pate Points: [

Character Points: 2

Body Points: 12 Wound levels: 2

Matural Abilities: beak {(damage
+21; talons (damage +1D; may attack
the same target twice per round with
no penalty), night sight (no penalties
in dim conditions); magic resistance
(+6 to difficulties of all magic effects
directed at animal); diving attack (£35
to fying total and + 2D to initiative roll
for L vound when charging 1 targer from
mfficent altitude); quiet fying (+20
stealth to ambuash by airl; wings; small
size {scale value T)

Mate: The master of an owl familiar
gaims + LD bo mettle and divingtion and
+2D ko conguration onby when attetnpi-
ing flight speli=

SHAKE

Agility 50D: fighting 6D, dodge 6D,
stealth GI42

Coordination 10

Physique 100
Intellect 30 language: (of master} 41,
scholar 301

Acumen 3D hide; self onby SO search
4L
Charisma T intimidation 41 mettle
40
Strength Damaga: 11} Mowa: 15
Fate Points: (1
Character Points: 7
Body Points: 11 Wound lavels: 7
Matural Abilities: bite {damage
+1I; vemom injected when fighting
success beats difficulty by 5 or morel;
venom (causes 1D damage every round
for 5 rounds; Very Difficult steminag voll
to resist); camnoufiage (+1D0 to fide; seif
anly); magic resistance (+6 to difficulties
of all magic effects directed at animal);
thermal vision (no attack penalties in
darkness); small size (scale walue 9)
Mata: The master of a snake familiar
gaing +11 to hide and dodge, and +20
o s poisans,

s

T e e e . S S—



™ e e e -

D6 FaAMTASY CREATURES *

FIANA

Thase who travel the islands of the
narthern seas caim that nat all the
islanders 1rrn:|::rrl1l,rl uman. The worst,
rh:-;.- 53y, are the Fiana, a race of ]'.-r'nnp'lr
whn live in the mountains and hills of
comee of the i:rgr-.:‘r islands The Fiana
look Human, but r|1.-n:|.- -r:nrln'rh:ing: no
naymal man or woman ever cowld. The
Eiana themselvees claim this stems from
thieir descent fram tha :upm'n:.tu:r:l]:,'
rnﬁmm:hilﬂmnnhpmwrhl gnﬂﬂe—u,
whn watches owver their island homes,

The Fiana can be identified by the
blue rartons that decorate their faces,
arms, and chests. Most Fiana CATTY nn.]:,r
weapons of bone, horn, wood, and stome,
rhn-llg_h afewhaveblades afbronze. Their
':impie and :I:l.q'ﬂ:.- clnrh:ing_ is mn:r]:,'
leather, though they wear fur capes in
winter. Fiana men have thick beards;
bath men and women wear their hair
'|n|.'|.g_.=|1.-:i l'm'llan:'l hack. They L'qu.:.'ll':,rf.wnr
thick branze or gnl:.rl necklaces, called
tares, and hoth Fimgs and oATTingS:

The Fiana divide themselres into
rlans, each of which has its own distine-
tive name, tattoning ﬂ:,r]t', leader, and
chald (2 hard whn ]-:MF: theit '|'|i.':rnr:,'
a5 oral song). The clans are small, and
nl"rrn'p.n'lr'ltrngrrhﬂtnl'rpu[wi.nl;adml
bat each clan bhas its own territary, and

—— R —
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LERRAT BRI MIBENE L Ean psspanl
permission to enter their area, Small
skirmishes amongtheclansarecomman,
but these are mainly to relieve baedem
and maintain skill at arms — serious
conflictbeberenthe clansisrare, and the
clan chiefs usually settle disputes,

The Fiana tat mosthy meat, potatoes,
and bread, though they do gather any
fruits and vegetables theycanfind, 'They
prefer ale and water for their drink. The
Fiana raise herds of small, thick-furred
cattle and sheep, and occasionally goats.
Most households have chickens aswell
Farms are uncommon, buthomes often
have small vegetable plots outback. The
Fiana also hunt deer, pheasant, ather
wild animals.

'Ihm:g]:i fearmsaome WATTHNS, the Fiana
are not raiders and they do not attack
others witheut reason. They dosely
watch anyone entering their territory,
attacking only those who present a

PacE 39

have established ragular trade with the
Fiana, whopreduca finely ceafted bronze
iewelry and beautifully carved wood and
boneitems, but theislanders admiire the
well-made leatherboots of sutsiders and
covet weapons of matal

The Fiana keep to themselves most
of the time, and their territories are
inhospitable encugh that few disturb
thermn. The few times nobles have tried
exploring Fiana lands withan eye toward
zettling them, the Fiana have slaughtered
their men and proven that the cost was
far too high for such vocky terrain,

TYPICAL FIANNA

Agility 304 7 climbing 60, dodge 5D+ 1,
fighting 604 1, jumping 504+ 2, meles
combat 61, stealth S5[4+2

Coordination 30 marksmanship 61,
throwing G

Physigue 304+ 1 (<31 lifting 60, running
6D+ 1, swimming 501

Intellect 7T navigation 30, trading
30 traps 3D

Acumen 204 2 crafting 5D, hide 3041,
search 40 survival 6D+ 1, tracking
4041

Charisma 3D+1: animal handling
3D, bluff 4D+ 2, intimidarion 6041,
mettle 5D

Magic 1) alteration 30

Strength Damage: 30 (+3)

Mowa: 30 Fate Points: 1

Character Points: &

Body Points: 30 Wound levels: 5
Adwantages: Contact (R4}, goddess
Disadvantages: Infamy (R1)
Special Abilities: Accelerated Heal-

ing (B1), +1D0 to natural healing rate;
Increased Artribute: Physique (R3), 43

threat to theclan. Any- to related totals; Longevity (R1}

one udged harmless Fa E :_.'Ilbi pa{;:
is ITIEtl‘.".iﬂ..iPFH'niEl'l.ﬂ.d £ In Earek sigthology, thi Sass ':::‘llrd. mt’:m-
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FLYING CAT

The Flying Cat, or Wimged Cat, is one
of many examples of creatures that have
spawned from the fall-out of mystical
practices. Demestic cats, as farniliars,
are @ great asset to mages, but unlike
other popular famifiars, such as the
owl, they have difficulty traveling great
distamces, Therefore, hundreds of practi-
tionars of maglc have strived to correct
that shortcoming by enhancing their
famitiars through spell, potion, and,
o accaston, grafting “donated” wings.
Ower the centuries, this has produced
an entively new species of cat with
wings and the ability to fiy, albeit for
short distances much, to the chagrin
of mages everywhers

Thase kin to the cat and the familiar
have benefited greatly from the speedy
arcane evolution that has befallen
them. They are larger than either of
their cousing and weigh about mine to
14 kilograms full gown, They measure
up toa meter in body length, though
typically around three-quarters of a
meter, and have a wingspan of about
1.8 meters. [tis certainthat their abality
to fly i= magically enhanced, else they
would struggle simply gliding, much

less aaiming altitnsda
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Flying Catz exhibit exceptional intel-
Ligent for what most consider to be an
antimal. If some manner of translation
magic iz available, they can engage in
complex conversations, In fact, they
have becamne so bright chat they largely
no longer serve mages, If they do asso-
ciate with a practitioner, it is generally
for equal gain, COnby the most lazy of
Elying Cacs work for simple voom and
board. More often, they prefer to roam
and explore, avoiding long-term attach-
ments sutside of o mate and kittens
These courtships and rearing of off-
spring onlylast as long as it does for their
lezser cousing, and then the Winged Cat
meves on be new adventures

Some Flying Cats fike to “adeopt” ill-
tated travelers, others ally with adwen-
turers for a common cause, while a few
are quite miscreant and play terrible
{even lathal) tricks on passers=by. The
disposition of the Fiving Catis generally
based on its expetiences and varies as
much as it does in humanaids. Those
s treated are aither timid or cruel, bue
when nurburad, they can be quite pater-
nal Unfortumately, the product of a few
evil speall casters has created a handful
of malicious Flying Cats, which have
been known to rmastermind diabofical
plots of their own

arn
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In appearance, the Flying Cat comes
in 8 many varieties as there are wild
and dornestic cats, The wings sommatimes
match the coat, but often they look
lilea the wings of a bivd or other fying
creatures incleding bats, butterflies,
and miniature dragons. Color and wing
type does not have any correlation to
persorality, motivation, or abilities

TrPicAaL FLYING CAT

Agility 3D+2; acrobatics 60, climb-
ing 40432, dodge 6D+1, fighting
5D 1, fiving 5D, jumping GI, stealth
G+l

Coordination 1042

Physique 2T34+1
starnina 413

Intellect 30: reading/writing 40,
scholar: magic 4103, traps 400

Acumen 3041 hude: zelf only 6042,
search 411+2

Charisma 30 bluff 50, charm 6D,
persuasion S0, mattle 50

running SD+32,

Magic 10 conjuration 10+1, divina-
tion 20

Strength Damage: 11
Mows: 8

Bate Points: (
Character Points: 4
Body Points: 16
Wound levels: 7

Advantages: Size: Small (R2), scale
value 5

Disadvantages: Hindrance: Arro-
gance (R, +2 to b, chare, and per-
suasion difficulties; Short Seride (R1),2
e ber rediction to running, swimming,
and jumping Move; Infamy (R L), known
tobe mischiewous; Prejudice (R1}, being
an intelligent magical animmal

Special Abilities: Attack Besistance
Extranormat (R1), + 10 to related dam-
age resistance rolls; Flight (R1), fiying
Move 16 with Ability Loss (R2), must
rest (doing nothingd for 1 round for
avery 5 rounds of continweus fhight;
Matural Hand=to-Hand Weapon: Teeth
(R1]), damage +1D Matural Hand-to-
Hamd Weapon: Claws (R1}, damage + 21,
Uitravision (B2}, + 2 tosight-based totals
in dirn conditions only
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THE FURIES

The Puries ave three hags — Alecto,
Tisiphone, and Megaera —who torment
the guilty. each appear to have the head
of a deg, hair made from snabees, wings
like bats, and the body of a human
woman, Bach Pury carmies a terch and
a whip, and they always appear angry
They wear tattered garments,

The three hags argue constantly
Alecto, being the oldest, is leader by
default, but the other two complain bit-
terly about her leadership, If a victm is
tormented by all thres sisters, his best
betistopitthe hags againsteneanother
and then flee in the enswing melee,

The Puries have sorme magical abili-
ties that they use to further torment
their victime, frighten them, and trick

them into dying horribly. Ideally, the
hags want the victim to die in an ironic

| C—l—————T e —— mrpl—

fashion conmected to her gult
Althowgh the Furies can eat, they do
not need to do so. They neither need to
breathe or sleep. The Furies cannot be
killed as long as sin exists (thatis to say,
20 long as people do mental or physical
harm to each other), but they can be
driven away if the guilty party com-
pletely atomes for his or her actions.
The Furies are usuaily found in
extremely izolated places, especially
abandoned temples dedicated to the
netherworld. Bitterand betrayed people
often seek out the Furies, to setve as
their followers until these who have
wronged them pay for their crimes,
The innocent cannot be harmed by
the Furies, and it is these people thar
ray exact information from them, The
Furies may reluctantly reveal secrets
of supernatural beings or give chues
to a quest, They can only do this for
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fet the information they need.) Indi-
viduals that think they are good, but in
their heart are not, can easily tricked by
the creaturas,

THE FURIES
Agility 30 fighting 304+ 1, fying 3041,

melee combat 30

Coordination 2[x sleipht of hand
2D+1, throwing 3D

Physique 20 lifting 3D, running
D+l

Intellect AD: cultures 4041, scholar:
arcane lore 4D+1, speaking 4D+1

Acummen 30 search A0, tracking 50
Charisma 20

the traly just and TP
1t causes them
physical pain to
b in the prasence
of such creatures.
(Maturally, those
wihio are trdly good
willnot torture the
Furies for longer
then they must to

Furies,

Also known as the Evinyes,
adventurers might find the three
women more susceptible to flat-
tery (and guile) by calling them the
Eumenides, or "Kindly Ones”

Greels mythology récounts
the most commen tales of the

intimidation 50

Magic 11 altera-
tlon 2043, canju-
ration 20, divima-

TR ETRE I CRRCRR

Bate Points: 10
Character Points: 15

Body Points: 32
Wound levels: 5
Advantages: Equipment [B3), magi-
cal torch and magical whip
Disadvantages: Achilles” Heel:
Atonement (B2, if the puilty party truly
atoneas, the Buries Aes: Achilles” Heel:
Innocence (B3}, being in the presence
of a truly innocent or just parson cauges
2D indamage per rovind; Quirk (R3), the
Furtes feel a greal resentment toward
each other and often act upan it
Special Abilities: [mmortalivy (RI),
the Furies cannot be die until sin no
lonper exists in the world
Equipment: magical torch {reduces
darkness modilisrs by 105 never goes
wut), magical whip (damape +3D; only

affects those who have committed a

i ton3D ;
i =im)
: Strength
§ Damage: 2D
E Meawe: 10
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GARGOYLE

Gargoyles are dangersus creatures
who live to slaughter the mnocent
They appear as grotesque figares with
what seems to be stone hides, butwhich
actualbyare a towgh, leatheryskin, They

SERENNPRRERRETY B FEERERET TR PR

GHOST
WARRIOR

Ghast Warrtors are the reantmated
forme of soldiers whose devorlon to a
causge Cranscended death. Upon being
ctruck down, the splrits of thege war-
riors refused to depart thelr bodies,
belisving the fight not petwon. Butsince
physical death ke disorienting, decades
ot cenburies often go by before the bod-
les plee again, tos late for the battle, and
procesd to engage any percelved threat

in the vicmicy.

Ghost Warrlors appear as they didin
life, bhut wicha ghastly pallor and a fized
expresaton of fury. They are impozaible
to reason with, understanding nothing
but battle. Most of thetr number tend
to ke the fallen members of elite units
who tharoughly believed thelr struggle
wias just. Thelr abilicy tobacome ethereal
meats fo foriress |5 safe from them,
tor they can pass through the walle and

' colidify for the Gght
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range in height from & meter to two
meters and have wingspans of throe
to five meters, Thetr hands are clawed,
their heads have horns and mouths full
of sharp teath, and their bat-like wings
give tham the power of fight
Gargoyles prefersurpriseand ambush
to a fair duel. They tend
: to choose ona target
i from A groop, wsaally
the weakest of the lot,
and ateack her until she
ig alain, The snly excep-
tion to this is when
somenne is attempling
to damage their lairs
or usa it for any type
of religious ceremony
— this canses the gar-
goyles to attack as one
Gargoyles will attempe
to slay any cleric who
tries to fnvolke a miracle
in thair terricory

TYPICAL GARGOYLE

Agility 40+7: climbing 5D, dodge
8041, fighting &0, flying 5D+2
stealth 5H+1

Coordination 10

'Ph'rji.qm Sl '|i.F|'ing 60, running
6, stamina G0

Intellect 110

Acumen 3104 1; hide: self only 50

Charisma 31 intimidation 4D 32,
mettle 4D

El:l'msﬂl. Damage: 3

Mowe: 15 (land)/60 (fhring)

Fate Poinits: (]

Character Points: [

Body Points: 18

Wound levels: 3
Matural Abilities: bite (damage +2;

claws(damage # 100 horns (damage +10;

leathery hide (Armor Value + 10); night

sight {no penalties in dim conditions);

wings; small size (scale value 01-3)

(SR IREREREN

TYPICAL GHOST
WARRIOR
Agility 30+1; dodge 4741,

hghting 403, meles combat
40

Coordination 20+ 1 marks
manship 30

Physique 301 lifting 2004+1,
running 403, stamina
A0 +2

Intellect 20042

Acumaen 2047 irestigation
3D, search 3041, track
ing 30

Charisma 30 intimidation 4D0+2,
mettle GL

Stremgth Damage: 2D

Fata Points: 0

Character Points: 7

Body Points; 19  Wound levals: 3
Advantages MNone
Disadvantages; Dovotion (R3], to

thee cause and will attack anyone who

15 ot a member of the company

Maowve: 10

Speclal Abilities: Artack Besistance:
Mon-snchanted Weapons (B2}, +20 o
related damage resistance totals; Intan-
pibtlity (B2}, +60 to damape registance
totals vs. physical weapong, can pass
thrauph solid objects; Langevity {R1),
can be killed by enchanted weapons;
Shill Bonws: Painless Waounds (RB4), #1323
Lo staming tolals

Equipment: long sword {(damage
+2D+1}; st mail armos (Armor Value

+1D+2)
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Anevil spiritinhabiting a corpee with
the distasteful habit of devouring both
the dead and living, scholavs note that
Ghaeuls favor the flesh of children. Liv-
ing in graveyards and deserted places,
especially deserts, ghouls employ a
variety of tricks such as lighting fires to
bure weary travelers, disguising them-
selves, and altering their size and shape,
Ghouls reportedly change inta hyenas
or wolves, or shrink and use feral hares
and dogs 35 mounts to stalk prey.

Each ghoul has a unigue appearance,
neither man nor brute, although many
survivors say ghouls prefer to use the

corpees of women. Many ghouls can
take on humanoid forms, such as a
well-known member of a community
{who can face lynching by paranoid
neighbors}. However, theghoulis abways
detectable by #ts tracks — those of a
domkey. Sometimas, when horror is its
primary goal, aghoul sprouts numerous

™ e e e -
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heads and arms {of consumed victims)
with which to grab prey.

Llse of a banish invocation (sea pages
110=111 of the D4 Exmtasy Bulehook) or
the presence of a holy person and holy
symiol can distupt the ghoul’s powers
or cause it to flee, Killing a ghoul is dif-
ficule but possible with force of arms,
burning, or drovming, {For example, a
ghoul held underwater for 104 1 rounds
dissalves into foul ichors, destroying it
and possibly contaminating the water
source). Some legends say ghouls could
only be vanguished by a single power-
ful blow (a second blow could bring it
back to fifel).

Ghoul reproduction iz a matter of
conpecturs — some believe that those
slain by ghouls arise as ghouls, their
tortured spirits bound nto dead fech,
Others believe disembodied spirits can
enter a corpee through a wile miracle or
by powerful will, Those who claim to
knowr aren't talling,

TYPICAL GHOUL
Agility 204 % dodpe 504 1 hghting 610,
jumping 40, stealth 50432
Coordination 70
Physique 30047 running 402
Intellect 113; speaking 30
Acumen 40 disguize 30473, hide 5041,
survival 6041, tracking 4041
Charigma 100: bluff 3042, intimida-
tinn 40
Strength Damage- 21
Mowe: 10
Fate Points: 0
Character Points: 2
Body Points; 15
Wound levels: 3
Advantages: None
Disadvantages: Achilles Heel:
Allergy (R4}, 3D dimaga when exposed
ta haly symbols and ghoul most make 3
Moaderate mettle roll to avoid Secing
Special Abilities: Natural Armor;
Undead Flesh (R1), +1D to damage

=
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resistanceralkzwith Ability Loss (R,
meffoctive against magical weapons;
Matural Hand-to-Hand Weapon:
Claws {B2), 2D damage; Matural
Hand-to-Hand Weapon: Teeth
{R1}, + 1D damage. Optinnal Abifities
ighouls might have one or mong of
these in addition to the standard
ones): Extra Body Part: Heads and
Arms (RG), sprout a comhbination of
up to zix heads and arms of previ-
aus wictims with Additional Effect
(B2} hands cangrab, and Additional
Effect {R1), =3 to intimidation
attempts; Longevity (R1}, can only
he permanently killed by a single
blow dealing 90% of maximum
Body Points or Wounds, Matural
Ranged Weapon: Poisonous Blood

% (R1), 30 damage, range 5710420,

with Ability Loss {R1), only works
upon death; Paralyzing Touch (R1);
Shapeshifting (R3], any throe ani
mials or humanoids with Additional
Effect {R1}, can change to normal
animal size, and Side Effect (R1), ahways
leaves tracks of a donkey.

]
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GIANG SHI

Enownbymany names, the Giang Shi
iz created when the base soul the pii,
lingers ina newly dead body. Victims of
a vionlent death or suicide who are not
burked quickly are prime candidates for
this possession. Ananimal walking over
a corpse can alse frighten the p'al into
remaining in the body.

Giang Shi appear as walking corpses
with stringy green or white hair all
ovrer its bady. They have sarcated teeth,
shu:pdnm_nnd_g]uuﬂ.ngrud epes, Oder
Giang Shi can develop the abalities to
loak Human, fly, and transform intos
wiodves. [fthe Giang Shi does something,
unly a vampire of its type would do, his
Human guise melts away and his true

anyunderground burial chamber
thatisn't exposed to the sun will
suffice. Giang Shi arenot harmed
by the daylight, but because
young Giang Shi haven't mas-
cered the power of changing form
and fear being discovered, only
aolder Giang Shi that can appear
Human will travel during the
day, Theywill go togreat lengths
to hida their true identity dur-
ing the day.
Giang Shi do mot openly
socialize with others of their
kind. They tend to be loners
and give other vampires 3 wide
berth. Older Giang Shi will
respond to polite mvitations
from other wampire kin for
reazomnsof mutual self-interest.
It is rumored that there iz a
secratsocietyof very old Giang
Shi who manipulate humans
for thair own purposes. Thair
agendas are clandestine and
unknown to mortals,
The Giang Shi devours flesh
anddrinks blood, buconby from
living beings. These creatures
cannot intake amy other kind
of nourishment, They heal theirwounds
by feeding, though they do not recover
their injuries until the first light of the
next full moon,

All Giang Shi have a foul-smelling
“death breath” they can use to make
opponents real,

TYPICAL GIANG SHI

Agility 30 dodge 50, fighting 30, melae
combat 3042, stealth 4D

Coordination 30 throwing 4D

Physique 30: lifting 30+1, running
3D+2

Imtellect 30 readingfwriting 30+1,
scholar 400

Acumen 30 hide 4D
Charisma 3D intimidation 50, mettle

zolf hecomes apparent. 4T3
.Durh-lg.the.da!.r,yuung i Btremgth
GI:.I']E Shi hid= IIE.'I CAIn- The Gl-mﬂ Sh'l I:IH#MHT g nmp: 0
eteries, mausoleums = - -
: » hail are from China H
and graves. They prefer e i Blwve: 10
thelr awn graves, hue Fate Points: [

— i

Character Points: 3
Body Points: 24
Wound lawels: 4

Advantages: Mone

Disadvantages: Achilles’ Heel Fire
(B4), takes double damags from any
fire-based attack; Achilles’ Heel: Garlic
[R3), loses all scbons in the first vound
oxposed to the herb; Achilles” Heel
Loud Moises (R3), must make a Mod-
erate mette Tofl or flee at the sound of
any lowd noise; Achilles’ Heel: Running
Water (R3], unable to cross overrunning
water; Achilles” Heel: Special Barrier
[R3), the creature canmiot cross aline or
drcle of rice, iron fllings, or ved peas;
Infarmy {R1), most peoplewould hate the
varpire if they knew he was one

Special Abilities: Hardiness {R2),
+2D to damage resistance totals with
Ability Lozs (R3), dossnotwork against
attacks wsing salt; Longevity (B1};
Increased Attribute; Physique (R3),
+3 to related totals; Life Drain: Body
Points/Wounds (R2), drains 6 Body
Points/1 Wound level per successful bit-
ing attackwith Beatricted (R2), does not
gaimuntilnext full moon, and Bestricted
(B2}, can only be used to heal lost Body
Points/Wounds; Matural Hand-to-Hand
Weapon: Claws (B2}, +2D damags;
Matural Hand-to-Hand Weapon: Teeth
(R1), 1D damage; Skill Bomus; Paindess
Wounds (B4), +12 to stanuna totals

OLDER GIANG S$HI

Older Giang Shi have the following
game characteriztics in addition b
or instead of the ones for the typical
Giang Shi:

akills: flying 413 cultures 4D+1, read-
ing/writing 4041, scholar 50, speaking
40 trading 5. disguise ST3, charm 413,
mettle 50+2; Special Abilities; Flight
(RL), fiyimg Move 20, Shapeshifting (R1),
Human with Ahility Loss (R3], reverts
ta vampire form when does something
vampire-fike, such as bite; Shapeshifting
(RL}, wolf with Additional Effect (RiJ,
can changs to normal animal size

Older Giang Shi often have various
Contacts and sometimes a few ranks
of Wealth

s

T e e e . S S—



GIANT

Giants are humanoid but very large
— an average Giant’s thumb is ae large
a5 @ grown man, Thowgh most Humans
thimk all Giants are the same, they can
actually be divided inte four groaps of
clans: Air, Earth, Fire, and Water.

AIR GIANTS

Air Giants are tall and slender, with
blond or white hair and blue, green, or
gray eves, Theytypically wearlocserobes
of tunice and capes,

Contrary ta some claims, Air Giants
cannat fiy. They do, however, live in the
rcuntains, and their castles are carved
fromn mountain peaks, Air Glants enjoy
zcaling cliffs and ranges and prefer the

thim, cold air of the heights. They also
l enjoylooking down on theworld, ahabit

| C—l—————T e —— mrpl—

that causes their earthy cousins to thank
them arregant

Air Giants hive in households. Each
household has a patriarch or matriarch,
who Tules the small group completely
Below her are the house elders, then
the adults, then the children, Age and
wizdom are the important factors, not
occupation — the household members
sharemaost tasks equally, thoughjuniors
are often griven the less pleasant chores
like scrubbing floors, Sometimes 3 Giant
will demonztrate enough talentwith ome
pcoupation that he iz ewoezed from any
other duties and allowed to pursue that
talent exchusively

The Air Giants enjoy meat, though it
15 hard to find in quantity at hegh alti-
tudes, They zend hunters lower imto the
mountains te fimd goats and sheep and,
in forested areas, deer and bears, They
also hunt wild birds, especially rocs, and
have become expert archers, Of course
thevonbypursue animals of a cevtam size,
since Tablvits and the like are too small
to bother, Fraits and vegetables are also
gathered, and mostAir Giant househalds
have vegetable gardens and small farme
nestled in walleys just below the castle
Theydrink cold mountam waterand their
ow beer, ale, and wine,

Air Giants leathe wisitors, They
enjoy being above the world, watching
from afar, but they do not appreciate

s o i
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being disturbed. Travelers who offer
something usetul, whether goods or
information, might receive a grodging
welcome, Anyene else iz discouraged
from climbing too high, and the A
Giants have no gualms abour kiling
traspassers. Their favorite tactic i to
drop rocks on intrwders.

The Air Giants do derive great plea-
sure from art. Most of them paint or
carve, and their castles are fantasti-
cally decorated. Others focus on coth,
weaving beautiful garments and fine
rugs and tapestries, Music is likewise
popular, and their castles are filled with
the sounds of harps, Hutes, and song
A traveler whio simgs or plays an instru-
ment receives a warmer welcome than
anyone else, and she may be imvited to
gtay mote than one night, especially if
she can teach the Giants mew songs:

TYPICAL AIR GIANT

Agility 3041 (+8); climbing 60, dodge
4D+ 2, fighting 5T1, jumping 50, meles
combat T

Coordination 20+ 1 (+ 10 marksman-
ship 50, throwing 5D

Physigue 3D=2 {+9): liftng 513, run-
ning 50+2, stamina G0+ 1

Imtellect 2D+1: reading/writing 40,
devices 40

Acumen 3D+1: artist 610, crafting 41,
caarch 411 survival 6I+1

Charisma 3k charm &0, intimyidation
EBD+1, mettle 61D

Stremgth Damage: 30 (+3)

Mowa: 50 Fate Poimts: ()
Character Paints: 3

Body Points: 31  Wound levels: 5

Advantages: Size: Large (RS}, scale
value 15; Wealth (R5]

Disadvantages: Devation (R2), to
mountaimbome, Hindrance: Arrogance
[R2],+2 to Bluff, charm, and perzuasion
difficulties

Spacial Abilities: Hypermovement
(R20), #40 to base Move; Increased
Attribuge; Agility (BE), +8 to related
totals; Increased Attributer Coordi
nation (R10), #10 to related tokals;
Increased Attribute: Physique (R9), +9
to ralabed totals; Longevity (R1)

Rl R R R T

RS

Equipmant: long sword (damage
+2D022%; lomghow and quiver of arrows
[darmage +2D+2; vange L0 100S200;
20 arrows)

EARTH GIANTS

Earth Giants are sturdy and broad,
with thick features, tanned skin, and
browmn or gray or black hair and eyes
Theywere thick, sturdy clothing, mosthy
leathers and furs

Wanderers by nature, Earth Giantzs
trave] widely, wallking vallevs and hills
Most Earth Giants develop a set routs,
and walk that path for years with little
deviatien, They do net consider that
land te be theirs, howewer, but simply f
the area they know, They are solitary
creatures and rarely form permanent
famibybonds. Bather, amale and fomale
Earth Giant will meet, mate; and then T
sepatate. They cross paths again every
vear to exchange news and so that the
father can see hiz child's progress, Once
the young Giant iz old enough to defend

e
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himnsedf fully, he may wander off on his
own, and hie soon finds his own route,

Earth Giants rarely fight each other,
gince they never claim the land they
walk, and whenever two or more cross
paths, they stop, dine together, and
exchange news Most Earth Giants do
have a home somewhere, but this ic
simply a rough log cabin or a modified
cave where the Giant can leave his pes-
zesgions while he wanders,

Earth Giants are fond of meat and
bumt for their food. Most carefully cake
orify what they need, and they often
consider themselves game wardens,
thinning herdsto prevent overcrowding
In their homes, Earth Giants brew beer
and ale and mead, which theycarry in
fasks and skins as they walk, but they
alzo drink water, The easiest way to win
an Barth Giant's favor is to offer him
beer or ale or even wine

Though feared for their size and
strength, Earth Giants are rarety viclent
Those who live near an Earth Giant's
route learn quickly that, aslong as they
donotinterferewiththe Giant's travels,
they have little to worry about, Many
actually welcome an Barth Giant's pas-
sage — the Giant scares off or kills any
predators foolish enough teattack hirm,
and helps keep the entire area safe and
secure. Flus, if he is offered food and
drink, the Giant not only shares news
about the region but sometimes even
aids with simple tasks like removing a
boubder from a field or downing a large
tres for nza as lumber,

The only times an Earth Giant
becomes wiclent are when semeone
threatens him divectly, or when they
threaten the region he walks, Ban-
dits and brigands are rarely tolarated
because they can get in the Giants
way and because such men ravely show
respect for the land itself, Earth Giants
alzo dislike anyone who tries to destroy
thenatural beauty of the land by cutting
down all the trees and leveling the hills
to creats Lowns o dties,

TYPICAL EARTH GIANT

Agility 2D climbmg 40, dodge 4041,
fighting TD+1, mmping 40, meles
combat 60
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Coordination 21 (+9): marksmanship
40, thrownng S0

Physique 41041 (+10%: lifting 70, run-
ning 6L, stamina G0

Tntallect 30 cultures 510, navigation 713,
reading writing 4D, speaking 5D

Acumen 300 search 3D+1, survival
GD+1, tracking 4D=1

Charisma 2D+2: animal handling
40+ 2, intirmidation 804 1, mettle GIL
persuasion S0

Strength Damage: 400 (+10)

Mowe: 50 Fate Points:
Character Points: 3

Body Points: 37 Wound levals: &

Adwantages: Size: Large (R5]. scale
value 15

Disadvantages: Authority (R1);
Contacis (R2), people in the walking
region; Devotion (B2}, to walking
region; Fame (R1}

Special Abilities: Hypermovement
[A20), +40 to base Move, Increased
Attribste: Agility (R7), =7 to related
totals; Increased Attribute: Coordina-
tion {R9), =3 torefated totals; Increased
Attribute: Physigue (R10), +10 to
related totals; Longevity (R1). Sense
of Direction (R1), 10} to mmagation
and tracking

Bquipmeant: club {damage +1041];
hatchet{damage + 10+ 1); furs and hides
[Armor Value +2)

FIRE GIANTS

Fire Giants are powerfully bolt, with
hair the color of flarme, ruddy skin, and
eyes of blue, They favor kiltsor breeches,
and rarely wear more than that

The Fire Giants live deep below the
ground, inlarge caves and caverns, They
prefer volcanic regions, where homes
can have Lava flows nearby or even run-
ning thyough the chambers,

Fire Giants divide into small tribes,
each of which has a tribal chief, A coun-
cil of elders selects the chief based on
wisdom and strength of chavacter. The
council advises the chief on matters, but
the chief makes the final dedsions

Food is difficult to obtain below
ground, and most Fire Giant tribes
survive by trading with, or stealing

from, Humans and other surface races.
Thase who live near Dwarvan societies
may have trade agreements with them,
bt Dvearves and Giants often cavet the
zame territory, so such arrangements
are always strainad

The Giants hunt lizards, cast for fish
and eel, and pursue any other under-
ground animals they can find. They
enjoy beer and wine, but must trade for
it, because they don't grow the grain or
fruit to male it

Best known for their metalworking,
Fire Giants are mazter blacksmiths and
compete with the Dwarves to make the
finest armaor and weapons. Fire Giants
have a marked advantage, however,
because they can endure heat more eas-
ity, Their forges often use running lava,
which ishotter than flame, anditemns can
bedippedinto thelavaand then rechaped
immiediately, Fire Giant items are stron-
get and more durable than Dwarven
goods, thoughniot as handsomely crafted
== the Giants care move about function
than about crnamentation, and their
iterns are plain though sturdy.

Fire Giants 4o not like visitors, They
trade at set locatiens closer to the
surface and attack anyone who tries
entering their homes uninvited. They
often roam deep beneath their homes,
exploring caves and tunmnels and chare-
ing the passages as they travel They
always verwrn home, howewer, and the
travel is mere to make surs theirhomes
are sate than to explore new areas.

TyPIcAL FIRE GIANT

Agility 30 (+6): climbing 50, dodge 41,
fighting 4041, melee combat 6D4+2

Coordination 20041 (3 10): marksman=
ship 4T3, throwing G0+ 1

Physigue S0+ LL): lifting 100, nunning
50+1, seamima 100

Intellact 2D+ devices 5D, speaking
3D, trading 5D

Acumen 300 crafting 80, search 3D+ 4,
survival GH+1

Charisma 20 intimidacion SD41,
ettle 40

Strength Damage: 50 (+11)

Mowa: 50 Fate Points:
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Charactar Points: 3
Body Peints: 40 Wound lewels: 5

Advantages; Size: Large (R5), scale
valwe 15

Disadvantages: Enemy (R1), Mymed
(Mountain Dwarves); Infamy (E1)
Prejudice (B2}, Mynyd (Mountain
Drwrarwes)

Special Abilities; Attack Resiztance
Energy Attacks (R2), +2D to related
damage resistance rolls; Hypermowve-
rverit (R200, +40 to base Move; Increased
Attribute: Agility (RE), +6 to related
totals; Increased Attribute: Coordi-
nation (K100, +10 to related totals;
Increased Attribute; Phasigue (R1L),
+11 to related totals; Longevity (R1)

Equipment; broad sward (damage
+21122%; war hamroer (damage +301)

WATER GIANTS
Water Giants aretall and slender, with

| C—l—————T e —— mrpl—

green or blue hair, green-blue tints to
their pale skin, and eyes of green. blue,
gray, or black. They prefer loose robes

Just asFireGiants leave deep heneath
the ground, Water Giants live beneath
thewaves, They make their homes in deep
waters, daiming that region for their
oow, Water Giants and Wavelorn (Water
Drwarvesh aften hght ower terrivory, and
the two races despizs one another

Water Giants baild mascive palaces
trom the stone and coral they ind along
the ocean floor Thus, their homes are
beautiful, with twisted cofumns and
shitmering fleors and open ceilings
Water Giants live with theirimmediate
tamily, but the axtenuded farmily stays
in the same region and gathers once
aach month to exchange news and
renew family bonds. Family members
are ranked by their age, with the old-
st parent, the matriarch or patriarch,
holding sway, Each smaller family keeps
its portionof the family’s territory safe
Bewond that, and the monthly gather-
ing, each family can do as it likes in its
oW ome

Water Giants eat mostly fish and
other marine creatures. They often
raise schools of fish for food, but hunt
other animals like sea turtles, eels, or
squid. Kelpis the primary vegetable and
coaked inavariety of ways, Water Giants
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do not drink with their meals — they
have water all around them,

Water Giants are craftsmen, though
they favar carving over painting. Most
Water Giantscollectcoral and shells and
craft them into fantastic items, belts,
jewelry, and wall hangings. Some work
on a larger scale, constructing family
homes, Their weapons are made from
the same materials — swords and spears
of coral or bone and bows of whale car
tilage with strings of woven kelp

Water Giants are more tervitorial than
mst of their cousins, and they actively
attack ampone who invades their realm
This sometimes extends to the surface,
and some Water Giants capsize any
boat that passes overhead. Others do
not bother with boats unless the sailors
insult them or patlute the waters,

TYPICAL WATER GIANT

Agility 300 1 (473 climbing 41, dodge
70, fighting SD+1, melee combat
&b

Coordination 20 (+ T} marksmanship
4D, throwing S0H2

Physique 41 {+ 11): lifting 81 stamina
1003, swimming 100

Intellect 3D; nawvigation 5D, traps 402
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Acumen 3¢ artiet 70, crafting 700,
search 3041, survival 3D+1: under-
wraber +60, tracking 4D+1

Charisma ¥0+2: intbmidation 60+1,
mettle 50, persuasion 40

Strength Damage: 40 (+11)

Mowe: 50 Fate Points:
Character Points: 3

Body Points: 35  Wound levels: 5

Advantages: Size: Large (B5], seale
valuwe 15: Wealth (R3]

Disadvantages: Enemy (R2), Wave-
loen {Water Dvarves)h; Infamy (R2);
Prejudice (R2), Wavelorn (Waler
[hvarves]

Special Abilities: Environmental
Resistance (R2), +60 to Physique to
resigl effects of extreme conditions:
Hypermovemene (B20), +40 o base
Mowve; Increased Atiribute: Apiliey
[R7), +6 1o related totals: Increased
Atteibute: Caardination (E7), +10 bt
related totals; Increazed Attribute:
Phisbque (R11}, 411 to related botals;
Longewity (K1} Water Breathing (R3],
+3D b swrdmieting

Equipment: trident {(damape
+2D+2)
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GNOME

Gnomes are creatiures of the middle
They are niot as dour and serious as
the Dwarves, and neither are they as
mercurial or aloof az the Blves. Gnomes
contentedly ocoupy this maddle, living
livesof quiet happiness, usually far from
large populations of other folk, When
threatened, they fiercely defend them-
zelves, their kin, and their property, but
it is urnusual to encounter 4 warlike or
hnstile griome

Gnomes are among the smallest of
folk, with men seldom topping one
meter and women often five to 10
centimeters shorter. Broad shouldered
and thick in the middle, Gnome men
are often called stout, while matronly
i5 @ comamon descripter for gnomish
women, Both sexes of Gnomes have
coarse but handsome features, short
butstromg Aingers, and Largish feet. Men
often grow neat beards or goatess, and
the women woally wear their hair long
bt bound in a pony tail or other practi-
cal style. Skin tone is usually roddy and
brownish, like newly cut oak timbers
Grorwish hair tends to bered or blonds,
buatall colors found in Humans are seen
in Gnomes as well
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Thepimmertalize theirpastwith poetry
and =song, often greatly embellished
from the truth. Some scholars belisve
the Gnomes came from blending of
Dwarf and Fairy blood, while others
insiet that Gromes came from Human
and Few The Gnomes merely smile
quietly to themselves, and if they do
know the secret of their origin, they
do naot share it

Matural sorcerers and magicians are
common among Grnomes, and itis not
ursual for any Gnome mek to know at
leasta spell ortwo. All Gnomes possesa
bitof magic, evenif they never formally
lesrn amy spells

They hawve a natural affinity for
growing things and the softer crafts,
like leatherworking, woodcarving,
and tailoring, They alsoe have a great
curigsity for how things work, and a
fewr have turned cheir inguisitivensss
tacreating intricate mechanical devices
Gromes occasionally delve beneath the
ground, but usually they seek only met-
alzfortheir strange devices, More often,
they'll simply trade their foodstutfs for
Crwrarven materials

Thiese srmall folk oypically build villages
inout of the way dells and walleys, stear
ing clear of big folk and natural hazards

A-Gromish village is a deceptively calm
placewhanvisited by oursiders. Children
playquisthy, old men tallcin hushed tones
om porches, and adules go about cheir
husiness efficiently, If a visitor becomes
friends with a group of Gnomes, he
gets bo gee their true spirits, and their
propensity for fun and frivality, wiich
is hidden from strangers.

These villages often look defenze-
less, but idden traps, a fosr well placed
defenszive spells, and the fisrce spirit of
protection that most Gnomes have can
zend most invadaes feeing

Gmornes live long lives, often reaching
200 years befors they are truly ald, They
hecame adults in their late twenties or
early chirties, and settle down in their
fifties: Married couples seldom split,
and large broods of children are com-
mot. A village of Gnomes is often the
extendad family clan, with three to five
genetations of Gnomes industriously
living together, crafting goods to trade
with the big folk,

TYPICAL GNOME

Agility ?I); fighting 2D+1, stealth 30

Coordination 30 marksmanship 40,
throwing 40

Physique 10+2: stamina 30

Imtellect 200+2: devices 3042, read-
ing/writing 3D

Acumaen 310 crafting 40, hide 2403
knowr-how 3042

Charisma 200 charm 3D+2, mettle
3D

Magic 11 alteration 1D+1, conjura-
tion el

Strength Damage: 1[0

Mowa: 8

Fate Points: (

Character Points: 3

Body Points: 18

Wound levels: 3

Adwvantages:! Size: Small tR1), seale
valua of 3

Disadvantages: Hindrance: Shove
Stride (R1), 2 metey reduction to run-
ning. swimming and jumping Move

Special Abilities: Longevity (R1}




GOLEM

A golam is a magical construct, an
unmatural creature created by extraor-
dimary means for a specific purpose. A
polern can be baged on any number of
different materials, and then ave given
the spark of life with magic. Golems are
notsentient in any way, nor are they par-
ticularly intelligent, Some mightbe finely
crafted works of art, while others are
slapped-together shambling messes:

Golems have nowill of their own and
z0 only obey their creator and those
he designiates as controllers, They are
immune to any magic that affects the
mind and cannot be coerced or com-
mumnicated with by anyone but thew
creatorand hizagents. Golems sufferno

Wound penalties when injured — they
’ will camtinue fightma at full strength
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urtil they are destroved,

FLESH GOLEM

Flesh gofems are horrible i appear-
ance, composed of stitched-together
corpees, often of several different spe-
cies, They are fast, strong, and deadly
They normally carry a weapon of some
sort, but some attack with bare hands
and filthy teeth, depending on the
ingbructions of their creator

TYPICAL FLESH GOLEM

Agility 50 fighting 7D, melee combar
G

Coordination 20

Physique 5T

Intellect 10

Acumen 10

Charisma 10

Strength Damage: 300 Mowe: 17
Fate Points: (1

Character Points: 0

Body Points: 12 Wound levels: 3

Matural Abilities: claws (damage
+11); teeth (damage +1D0), mmmune
to disease, mind attacks, and poison;
tough skin (Armor Value +10F; small
size {scale valua 1)

Equipment: hand weapon (axe,
sword, or spiked club; damage +2T0+-2)
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IRON GOLEM

Iron goloms are the tough
estofall the gelems, but they
are alsn the most dithcult
to create. Most resemble
humannid statues forged
from iron, with armor
shield and weapons. The
face is often detailed and
quitefrighteningtobehold,
Iran golems are slow and
ponderous, becagse of their
great weight, but their blows ave strong
enough todizable some adventurers with
one hit, Iron golems are most aften used
to defend static pogitions where their
slow speed i5 less of a hindrance

TYPICAL IRON GOLEM

Agility 7D fighting 50 meler combat
a0

Coorvdination 103

Physique 71

Intellect 10

Acumen 111

Charisma 107

Stremgth Damage: 41

Fate Points: [

Character Points: [

Body Points: 75 Wound levels: 3

Matural Abilities: immuone eo dis-
vase, mind attacks, and poison; metal
exterior (Armar Value +30)

Equipment: large weapon (axe,
sword, or hammer; damage «304 1)

STOMNE GOLEM

Stane golems are incredibly strong
but slow, Most appear to be humannid
statues roughly hevwn from raw stane,
with little detail They hghtwithgigantic
stone Asts and are sometimes used as
siepe engines, toppling castle walls and
trampling through armies of weaker
Aiesh beings,

TYPICAL STOMNE GOLEM
Agility 20 fighting 41
Coordination 1} throwing 3D
Physique 6D

Intellect 1D

Mowe: i

Charisma 113

Strength Damage: 40 Mowve: &
Eate Points: ()

Character Points: {1

Body Points: 21 Wound levels: 3

Matural Abilities: immune to dis-
#age, mind attacks, and poison; stone
exteriar [Armor Valoe <20} stone fise
[damage +20])

WooD GOLEM
Wood polems exhibat the most varia-

tionzin appearance of all golems. Some
are detailed, carved statues resembling
humanoids or magical beasts, while
others are tree-like dumps of wood and
branches. They are fast but weak and
lexs durable. Awood golem is also one of
the casiest to create, and some powerful
wizards could feld an entire war band
or small army of these brutes,

TYPICAL WOOD GOLEM

Agility 50 hghting 41

Coordination 11

Pl:.'rnqn: 3D: runming 5D

Intellect 113

Acumen 101

Charisma 101

Strength Damage: [

Fate Points: (

Character Points: [

Body Points: 12 Wound levels: 3
Matural Abilities: immune to dis-

ease, mind attacksand possan; woaden
fist {d:mage +10+1); waoden exterior
{Armor Valae +100)

Mowe: 14
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GWYLLION
The als and femals Gwyllion are o
unalike as to be congiderad two differ-

[ ent species, Female Gwyllions feed on

despair. These Gwgllions are most often

) encountered on roads shrouded in fog

created by the female to disorient and
confuse her preyw. She can stt guietly for

days, waiting for atraveler. She prepares

forherattack by dimbing o perch on top
of aboulder or pile of stones situated by
the roadeide looking like abent old hag
with horrible features and an unkempt
appearance. [fthetraveler ceemewilling
to ignore her, she calls for belp with a
painedvoice, affecting a harmless-seem-
ing demeanor to lull victimes,

I Anyone stopping to offer assistance,
ask for directions or lingering too long
becomes hopelessly lost in the fop. Vie-
tims that do not immediately attempt
to drive the Guyllion away and beagin
searching (or the correct path are usually
fornd dead on the road several days Latar,
iF they are found at all, thedr emaciated
forms indicating death by starvation,

Gwyllions are immune o all weapons
zave a knife made of cold-forged iron.

i Simply brandishing such a knife & not
enough, however, for the wisldar muse
algo make a Difficall mrettle or Charismo
L=t bo maintain composure while facing
thig hag. If the rell succesds, the Guryl-
lonwithdrawswithout further incdent.
Anyane failing the roll (or trying to use
another kind ol weapon)becones disori-
entedandlost The Gwyllion cresps along
behind her increasinglyagitated victims
at a distance, draining one Physiqus
pip or one rank of Increased Attribute:

Fhiysique per hour untid thevicim
dies or iz rescued by friends
The male Gwyllion enjoys the
comforts of home — someone
elza’s home, that is. He has
standards and despises drafty
mansions and castles; He will
wander far to settle down in a
simple cottagewith alarge fire-
placs, an inviting glow in the
window, and at least one goat
in the yard (which reminds him
of a befovad Guwyllion female)
uwyions leave a house as unexpectedly
as they move in, but some have been
knowm to stay in one home for vears
Encounters with male Gwyllions
almost always startwith afaintentreaty
ak the thresheld, followed by the unex-
plained unbarring, opening, and closing
of the door. Without warning, a small
figure suddenly appears standing by the
fireplace along with ona of the family's
goats, neither offering a clwe as to how
they entered withour detection. This
unexpectad guast appears tobe amerer-
tall, middle-aged man with graying red
hair, dressed in a white linen shirt,
green vest, green formal jacket with
tails, knee-lemgth brown britches, white
leggings, and shiny black shoes
Gwyllions want only to sit by the
fire and drink, but they do request
that the family keeps its goats clean
and well fed, comb their haiy, and give
sach a nice ribbomn bow to wear, As long
as the Gwyllion remains happy in the
residence, the family's goats produce
more milk and more offspring than any
other goats in the area. Plug, Gwyllions
often assistwith chares while their hoses
gleep, Male Gwryllions particularly enjoy
making honey mead, which they share
with their household. One mug of this
magical drink refreshes the imbiber,
removing all penalties associated with
missing anight'ssleep. Itizdangerous in
large amounts, however, and cannot be
used two daysina rowwithout inflicting
painful headaches (= 10 to all difficulties
for 41 howrs). It kills anyone drinking
it theee days strajght.
Peazants know to make s make Gwyl-
lion feel az home, for anyoene msulting
or mistreating a Gwyllion is cursed. If

somweone speaks Tudely to a resident
Gurpllion, relatively unimpertant itetis
begin to disappear. If the insults con-
tinwe, useful items begin disappearing
orbreakingwhenused, Eventually, if the
offendingpersondoesniot reconcilewith
the stighted Gwyllion (or even worse,
threatans him with injury), members
of the household bagin to suffer “acci-
dents" mnging from sprained ankles
to braken bones and even death, if the
Provocation Was seriews enoagh

TYPICAL GWYLLION

Agility 204+ 2: acrobatics 4D+ 1, climb-
ing 50, dodge 6D, stealth 6042

Coordination 3042 lockpicking 61,
sleight of hand 5D=1

Physigque 2021 running 30

Imtellect 20+2: cultures 4042, read-
ing/writing 5D navigation 60, speak-
ing 40, trading 400+32, raps 40+ 1

Acumen 2D+ 2 disguize 3042, hide 4D,
search 4D+ 2, survival 5D

Charisma 30 animal handling 4D+,
intimidation 30+2, mettle 5D
Magic 20 alteration 2D+1, conjura-

thon 201
Strength Damage: 11
Pate Points: (1
Character Points: 7
Body Points: 15 Woond Levels: 2

Adwantage: Equipment (R1), magi-
cal honey mead, removes all penalties
associated with missing a night's sleep
[sea text; males only); Size: Small (R1),
=cale value 3

Drisadvantage: Achilles’ Heal (R2),
cold-forged iron blade {see text; females
only), Hndrance: Hideous (B2), +3 to
char and persuannn difficul ties {fernal ez
only); Hndrance: Short Stride (B1), 2
meeter rediackion borinning, swimming,
and jumping bove; Oirk (R3], exacts
revenge for all slights agaimst himself or
hix favorite goat (males onby)

Special Abilities: Longevity (Rll
Matural Arrnor: Magic{BG), + 60 todam-
age resistance rolis (femabes only) with
Magically Empowered (R2) and Ability
Losz (RL), notusable against cold-forged
iron; Confusion (R4), uzable atup ko 20
meters (females only)

Maowa: 8

T e

s




| C—l—————T e —— mrpl—

HARPY

Harpies have the heads of shrew-
ish, ugly: old women and the bodies of
vultures with powerful talons. Harpies
torment victims and try and carry them
off to the underworld There were three
original Harpies (fello, Podarge, and
Ooypetel, but they have sincespawneda
race of these foul fiends. They are always
female, always vickous, and always ready
to attack.

These creatures steal food from the
wickad or these whooffend their current
master. If they're feeling particularly
rialicions, they'll instead defecate in
the food and water, intentionally spoil-
ing it. Harpies are armazingly fast and
strong. Two Harpies can snatch up a
full-sized Huuman and fiy away with him
with ease in a matter of seconds, Some
of the creatures wark for pewertul evil
beings or gods

Harpies have a social stracture similar
to birds, but theywill abandon theirnest
L0 @ SUpeTior Spponent tosave their own
ckimz. The creatures aren’t very intel-
ligent, but they have an evil cunning
They exploit anyweakness they perceive,
and they enjoy the suffering of lesser
creatures. Harples somaetimes wield
zimple weapons or magical items that
they ve taken from previous victims. A
few have a melodic voice that she can
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Although Harg

prefer the flesh
sinful hurnanoi
they can subsist
any meat. They pt
fer carrion swer v
and they leave des
prey im a place t
rot before consumn
ing thern. A wictin
that plays dead am:
bides his time may
be able to escape a
Harpy's mast
Harpies can be
found in nearly
any location, but
they shun colder
tegions. Dead
forests, cem-
eteries, CTypls,
abamdoned
castles, rocky
islands, and
other remote
places of death
are ideal spots for ., ...

TYPICAL HARPY

Agility 3D dodge 5D, fighting 500, flving
SD+1, jumping 304+ 1, melee combat
40+ 2, stealch 4D

Coordination 30 throwing 3022
Physigue 21 lifting 41041

AT

st .II.LTE* v Intallect 20
victimsints %
ambushes In Earth mythology, Aello, Acumen 3D zearch
or witless Podarge, and Ocypete dwell 6 30+1, survival 30+1,
Lo CHEWE Lo the Strophades, 3 series of small, £ tracking 3D+2
their doom remote islands in the Greek £ Charisma2D:intimida-
ontheisland kingdom of Thrace, The original tion 30
shoals harpies are more powerful than Strength Damiags: 20
average Harpies, having Increased :
Attribute (£3), add +3 to related Mave: &
totals, for each attribote
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Fate Points: [}

Character Points: 7
Body Points: 26
Wound levels: 3

Advantapges: Mone

Disadvantages: Hindrance; Move
ment (R1}, base running Move reduced
toGand + 1 to nesung difficulties; Learn
ing Problems {R1)

Special Abilities: Flight (R3}, flying
Move 36; Skill Bonus; Snatching (B3],
+3 to fighting totals with Ability Loss
(R1), only while in flight

Equipment: dagger (damage 1)

R

B

— i



e — e e o e e -

PaceE 52 * D6 FAMNTASY CREATURES

HORSE

Horsesars found ina variety of breeds

the most inhaspitable arctic repions.

Commanly, humanoids domesticate
them for the purpose of pulling cares
and wapons or using as mounts for
travel and comhbat. A mounted horse-
man can move bwice as fast as someone

un foot for long journeys and s worth

four ar more mfantryman on the feld

of battle. Horses, more than any other
domesticated animal, have contributed

‘ with nearly every culture, save thosein

mpst to the building of empires.

Thers are thres primary types of

horee used by Humans and other civi-
lezed races — the riding, draft, and war
horse — though sach type s the resule

of centuries of breeding to tailor the

animal o the task. The riding horge is
the most common, favored by travelers
as the swiftest breed and needing the

leastamauntaf food

being pressed to

These horses are

sometimes- as part
wfthe teamon char-
iots. If an army §
cannat affard war

andwater when not
rungreatdistances. 2

most often used
for racing as well,

horses, ri.-e‘ling horses are the hackbone
of 3 mounted force and are referred to
T ]ighr r.:u':lq,r.

The next most encountered type of
horse is the draft horse, which is the
slowest of the three types. It can Fu][
WAESNS great distances and has excol-
lent stamina.

Bath are m:l.ip::-nd in size |:|:p the war
horse, a mammoth animal that stands
at 2?4 meterstall acthehead and mighs
im at nearly a metric ton, Thewar horse
iz used |:|:|.I the wezlthicst of armies to
smash through infantry lines and is the
'Frt'!:i-rrnd mount of armored knigh‘r:.
Whilza ridinghnr.pui.::wi.frﬂ, itcanmok
sustain theweight of knight in full plate
with shield and WEApOnS.

In the wild, horses or mustangs will
miove inherdsnfabout Areta 15 and are
the size of riding horses. Each herd con-
rists of gne stallion and several mares
'P'lu: a fewr colts. Once a stallion reaches

adulthood, he is

o

damage,

Horses may attack the same
target twice in one round with
their hooves (bwa front or twa
back) with ne penalty, or they may
bite omce. & rider using a lance or
spear on & charging horse gains
the horse's Strength Damage to

forced from the
herd, =0 rl'l.-r::;I can
seck a new herd
of their own. It
is not UNCom-
montofindalone
stallion, though
they sometimes
travel rngﬂher
in small groups.

When thase kinds of undomesticated
horses are encountered, theyare ornery
and take any intrusion grievously. In
herds, the mares lead the colts away
from danger while the stallion fights
off predators, If surrounded by wolves
or hunters, the mares form a defensive
dircla around the colts.

TYPIcAL RIDING OR

DRAFT HORSE

Agility 3D fighting 4D, jumping 4D

Coordination 113

Physique 40 runming 50 swimming
401

Intellect 1D

Acumien 31

Charisma [ intimidation 30, mettle
ap

Stremgth Damage: [
Mowe: 25 (riding)/ 20 (draft)
Fate Points: (
Character Points: {
Body Points: 15 Wound lavels: 7
Matural Abilities: bite (damage +23;
hooves (damage +2}; trample (damage
+2D; ‘must charge); large size (scale
valwe 3)
Mate: Draft horses have a staming

of 510, fifting of 5D, and Strength Dam-
age of 311

TrPicAL WAR HORSE

Agility 30: dodge 5D fighting 5D
jumping 4D

Coordination 11

Physigque 500 running 50+1, swim-
ming 5041

Intellect 1T navigation 2041
Acumen 300

Charisma 20 intimidation 41, mettle
40

Strength Damage: 400 Mowe: 22
Fate Points: [

Character Points: 1

Body Points: 27 Wound levels: 4

Matural Abilities: bite {damage
+2}; hooves {damage +1D}; trample
{dammage +20% must charge); large size
{scale valwa 33
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With many serpentine heads — each
able to swallow a Human's arm whaole
— and a body akin to a giant scaly dog
ot kirnons dragen, the hydra strikes fear
into even seasoned heroes. And., amaz-
ingly. its abilities actually exceed those
of legends; adventurers who return
with reparts of these monsters have
typically only done so against pounger,
weaker hydrae.

The hydra has a muscular, scaly body,
It typically keeps its four limbs on the
ground, relyingon its tail forballastand
balance. Its body is two to three meters
lomg. Each headis ac least as long again,
witha toothy snake-like head aslarge as
a tiger's, The number of heads a hydra
possesses seems to correspond with its
age and power. Young matare hydrae
have five heads, full adults have seven,
and ancients possess nine or more
Unless injured in a recent battle, hydrae
always have an odd number of headz,

Solitary creatures, hydras gener-
ally tive n swamps, in caves by craggy
ranges, and nearseaside environments,
Being cold-blooded, they require warm
climes to survive. Their efficient bod-
ieg, while reliant on meat, can subsist
on one sheep-sized creature a week.
Sneaking up on a hydra 15 wirtually
impassible, since at rest ite heads dart
about independently, vigilant of itz
surrsundings. In addition, even when
asheep at least one head remains active
and watchful,

Becawse they are asesaal organisms,
bydrae do net reproduce often. About
onice a decade, a hydra will slough off
one of its heads, which regenerates in
ahoutaweel; the detached head slithers
away like agiant eel Over thecourse ofa
vear, the head will grow firsta body, then
five smaller serpentineg heads. Omce the
niew heads have sprouted, the old head
withers and dies. Sages disagree over
whether an unnaturally severed head
generates a new being, too, although
current thought suggests that a head
chopped too close to the body can
regenerate, Hydrae seem keenly aware
of their environmental impact, and do
not create offspring if they could not
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survive, & hydra reaches maturity in
about a decade, although it continues
to grow and seems o have an unlimited
lifespan; some long-lived races report
being plagued by the same giant mon-
Eter, even centuries later

Hydrae have an arsenal ‘of abilities
that ruake them formidable spponents,
Poisonpermeates its body, and it blood
iz apowerful toxin. Some brave {or fool-
hardy) adventurers have even soughe
outhydra blood to coat weapens or brew
deadly concoctions, Their bodies possess
remarkable regenerative abilities; even
severed headsregrow quickly. There are
only two proven ways to thwart this
healing. First, cauterizing the wounds
with fire, acid, or heat causes the regen-
eration toslow considerably. Second, itis
possible that alarge or organized attack
can sever the heads quickly enough;
if all its heads are decapitated before
they regrow, the hydra dies. Contrary
to some embellished records by survi-
vors, hydras donot generally spawn two
heads for each thatis felled. Fortunately,
hydrae donot tend to wander, and will
usually only attack if its (expansive}
territory is violaced.

TYPICAL HYDRA
Agility 3D: fighting 4D
Coordination 2

Physique 5D lifting 6D

Intellect 1D

Acumen 2[F search 30, tracking 30

Charisma T intimidation 5D, mettle
ap

Strength Damage: 30 Mowe: 20
Pate Points: (1

Character Points: {)

Body Points: 28

Wound lewels: 4 (with seven heads)

Matural Abilities: multiple attacks
(a hydra may attack once for each head
it has, at no penalty); multiple heads
[determine the number of Wound lev-
olz a hydra haz by dividing the number
of heads by 2 {rounded up) while the
number of Body Poinks a hydra has iz
tepresenited by itz number of heads
tirnes 7; every 7 Body Points of damage
represents one head decapitated, and
avery Wound level represents two heads
chiopped off}; toxic blood idamage 413;
onasuccessful attack against the hydra,
attackermakesa Moderate dodge or Agil-
atproll asafree action — failure indicates
that the blood spattered on the attacker
and does damage; Critical Failure with
4 failing total means that the attacker
dropped her weapon, got blood in eyes
and is blinded for 10 rounds, or similar
fate); regeneration (every other round
4 bydra regenerates one head, adding 7
Body Points toits total or recaloulating
its Wound levels as vequired}; sulner-
ability (a head removed with fire or acid
willnotregeneratel; jaws (damage = 2D);
large size (scale value &)
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KELPIE

Akelpie lookslike a magnificentwhite
stallien, full of spirit and strength, But
thiz iz an illusien —its true formis that
of & rotting, water-bloated horse, with

i -111-|Illﬂliil'|'l'\lql

LEPRECHAUN

Leprechauns stand shightly under a
mater tall and wear tunics, tiphts, and
pointed or buckled shoes, all in shades
of greem, The males have bemn seem,
sportinglong brown brards and smaoking
pipes. The females have yet to be soen,
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a mane and tail of zeaweed and hollow
aye sackets,

Kelpies live at the bottomy of lakes
and bays. When they emerge from the
surt, they nse thedr magical abilicies to
change their appearance to one more

appeating to people. It then
gallops along the water's edge,
seeking a rider.

If a corrupt person
approaches it, the kelpie
allows him to ride until
the mext sunrise or sumset,
whichewer comes first, How-
evet, if an henorable person
attempts to ride the kelpie,
the creaturs daches into the

water, intending to drown
her
& kelpie is amphibious,
but it must remain within
six kilometers of the shore-
lime of the body of water
from which it emerged

Leprechauns are tricksters, often
purchasing goods with gold they have
created using a spell. They goawaywith
tobacco and other treasures, leaving
their unwitting victim with “gold” that
will disappear in a matter of hours,

The Leprechaun's weaknesses are his
curinsityand love of gossip, Leprechauns
are often captured while they are

ST T LR 1

rummaging through the peods of
travelers in the dark of the night.
They can be held enthralled by a
good story. A tall-cale teller can he
spared the tricks of a Leprechaun
hy spinning a paad yarn,
Leprechauns are found pri

marily in the countryside. They
will usually reside nesr a read ov
major thoroughfare, but neverin
cronwded aveas, They live in small
burrows or abandoned houses,

TYPICAL

LEPRECHAUN

Agility 410 aerobarics 50, climb
ing 41042, dodpe 51041, Aghting
4D+2, jumping 40+2, melee
combat 40042, stealch 5047

TrPicAL KELPIE

Agility 30 1: dodge 413, hghting 400,

jum'ping 41D

Coovdimation 103

Physique 40 1: running 5047, swim
ming 2041, stamina al

Intellect 713

Acumen 74 1; hide: self only 30

Charisma 300 L bluff 404 7, charm 410,
intimidation 50, mettle 502

Strength Damage: 710 Mowe: 15

Fate Points: 0

Character Points: (1

Body Points: 17 Wound levels: 3
Matural Abilities: hite {damage

v10F hooves {damage +2); trample

[damage +70; must charge); disguise

solf (when out of the water, can appear

to be awhite stallion; maybe disbelioved

with a Moderate Charisma or mettls

rolly; may breathe under water; large

size {scale value 3}

Coordination ?D: lockpicking 50,
sleight of hand 30, throwing 2041
Physigoe 2104 1: running 5D
Intellect 20 F: reading/writing 30,
speaking 40041
Acumen 3117; hide 412, search 4D
Charisma 300+1: hluff 4041, charm
ZDe2, pmms:inn 401
Magic3D; altoration 504 1, apportation
40+ 1, divination 4002
Strength Damage: 107
Fate Poinits: ()
Character Points: ?
Body Points: 17 Wound lovels: 7
Advantages: Size: Small (R1), scale
value 3
D'i“d.vﬂnt:gﬂ: Hindrance: Move
ment (B1}, base running Move reduced
ta G and +1 to runmng dithculries;
Quirk (B3, curinsity ahaut what's in
someane olse's h:l.g_; Cuick {21, lowves
= Ennd story
E'[lnlill Abilities: MNone
Equipment: pipe; tobacco; small
pnuch of spl:il LOTPOnEnts

Maowve: &
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LIZARD

Although normally of & small size,
the ubiquitous lizard comes in mumer-
ous forms, shapes, sizes and colors
— & testarment to the species” ability to
survive mitsecological miche. Mormally,
these creatures have cold bload and
must spend much of their time sunning
themselves to power their metabolism
Thie lizards’ endless variety has resulted
in subspeces with amazing strength,
rapid movernent, andimcredible percep-
tion . Sorme are the prodwcts forvictinms)
of mad wizards or cruel geds, mcreased
to gigantic size and possessing danger-
ous natural and unnatural powers, Bor
axample, crmason sandkings are large,
beautiful beasts coverad in spikes and

red-and-black scales and renowned
l for their awe-inspiring rear and fierce

| C—l—————T e —— mrpl—

bite. Rider-lizards are enormous lizards
bigger thanamerchant's howse, Dormes-
ticated beasts, certain enclaves on the
borders of warm wastelands use them
a5 "ghips of the land,” ferrying cargo and
passengers across deselate or dangerous
AXPATISEE,

When domesticated, giant lizards
make impressive, albeit lethargic in
cool weather, guards and mounts
blany travelers are awed with an exotic
padashah and his dual black-and-crim-
zon sandking lizards, guarding his
throne! Additionally, a properly killed
lizard of sufficient size can provide
such valuables as gargeous scaled-hide
clothing At for aprincess (Diffcultarist
roll to make such garments), chewy but
wholesomemeats [+ 10 tosnevival), and
companents for alchemists (Moderate
seialar roll te harvest correctly).

TYPICAL CRIMSON
SANDKING

Agility 204 2; dodge 5D+ 1, fighting 6D
jumping 40, stealth 50432

Coordination 20

Physigue 30 lifting 41, running
40+2

Intellect 1D

Acumen 2 hide: self only SD+1,
survival G041

s o i
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Charisma 2T intimidation 40, mettle
4D
Strength Damage 213
Mowa: 10
Fata Points: 0
Character Points: [}
Body Points: 14
Wound lavels 3
Natural Abilities: bite (damage
+2000; scaled hide {Armoer Value +27;
cold-blooded (lethargic in cold; +7 to
difficulties of all actions until warmed
up); termifying roar (+20 to dntmddmte];
spiked hide (those grappling take an
automatic 2D damage); Human size
Lzcale value O
Nota: [fkilled correctly (+ 5 to combat
dificulty), the horns meke exceliont
spear- and heavy-arrow tips (+1 to
weapon s normal damage)

TYPICAL RIDER-

LIZARD

Agility 1D+1: Aghting 3D:1, jump-
ing 30

Coordination 10

Physigue 5 lifting 140, running
50+1, stamina 130F

Intellect 1D

Acumen 1T survieal 413

Charisma | [ mettle 6D

Strength
Damage: 70

Mowa: 10

Fata Points; O

Character
Points:

Body Points; 15
Wound levels
<

Natural
Ahilities: cold-
bloaded {lethar-
gic in coald; +7
to difficulties
of ‘all actions
untel warmed
upl; scaled hide
{Armor Valua
+ 10, stomp

{damage + 10 extremely steady (+30
to fifting to resist being knocked ower
ot falling down); large size (scale walue
14)

Mate: A riderlizard platform may
carry 20 to 30 pazsengers oF up to 2, 000
kilograms of carga

TYPICAL SMALL

SAND LIZARD

Agility 3041 climbing 3042, dodge
Th+1, fighting 4D+1, jumping 70,
ghealth 501+32

Coordination [

Physique 30 runming 40+7

Intallect 11

Acumen 201 hide: salf only 5041, sur-
viwval 2041, tracking 30+ 2

Charisma 201 intimidation 20+72,
mettle 30+1

Strength Damage 20
Mowa: 22

Fate Points: 0
Character Points [
Body Points: 12
Wound levels 2

Matural Abilities: bite (damage +3),
cold-blooded Jethargicin cold; +7 to dif-
ficudties of all actions untilwarmed wpl;
gripping feet (#1232 to olimding totals),
=caled hide (Armor Value + 1); small size
[scale valwe 3)
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MERMAID

While some suggest the Mermaid
legend spawmned from lonely sailors who
witnessed frolicking manatees, those
whaohave encountered the true maidens
of the sea know there iz no comparison
Pessessingthe tail of afish and the upper
torso and head of 3 woman, Mermaids
are (bymost accounts) stunninghbean
tiful, captivating, and mysterious.

Mermaids live in small groups

called schools — of up to six who
gather in locse regions, thus affording
each other both personal privacy and

| group profectisn. When encountered
put of water, however, a Mermaid will
typically be without her sisters. They
often accompany pods of seals, and
sallors view seal activity as a possible
harbinger of the undersea maidens
They are ommisorous, but prefer to eat
small fish, crustaceans, and seaweed
while underwater,

They typically live in temperate and
warm bodies of water, but they can
survive in any clime save the most frig

— i

idly cold. Althowgh they usually dewell
in oceans, they can sometimed live in
large bakes or rivers. They st breathe
water, but they can stay out of the sea
for up to an hour, most love sunning
themaelves on rocks or frolicking above
thie sraves,

While Mermaids sesmingly share ties
to Teitome, sages remaln uhcertain. The
et are mever seen together, amd Tritomns
eeemm far too fond of Human women.

Mermaids ave geaceful, curious, and
felendly var mercurial. They can speak,
but usually donot talkat length, prefer-
ring tosing. Mermaids havebeenbknown
to entice sailors to jokn them underses
as mates. Some such men are heoard to
live the rest of thedr lives in bliss, while
others have been reportediy drowned by
thebr capricions lovers, Although sailors
caution each other about the danger,
msany refuze to heed the warnings if
pregented with the cholce, The union
of a Mernakd and a Human will abways
produce a Mermaid. If there b2 a link
between Tritone and Mermatda, such
unfone might only prodiuce Tritons, or
they may produce aither creatiire.

Mermaids sometimes foretell the
fubure, with premonitions of ships cash-
ing on rocks or ather aquatic calamity
Scholars debata the Mermaids' invaolwe-
mentinthese “accidents"; do these crea-
tures mevely see misfortune, of actively
cansa it? The extent they can see the
future beyond therealm of oceanic disas-
ters is unkmown, but some beave — or
foolhardy— seafaring adventurers have
zought the watery maidens' wisdom,

A Mermaid often possess a comb
and mirror; this may be more than
mere vanity; as those skilled in the
art of divination know mirrors can be
powerful foch, Bumors tell of at least
one Mermaid possessing the ability
to transform her tail inte legs, letting
her walk on land for short periods; few
choose to believe this tale

TYPICAL MERMAID

Agility 3D acrobatics 4D, dodge 4D,
stealth 3042

Conrdination 2

Physique 2T stamina A0 swimming
qD

Intellect 2T navigation 30, scholar
3D, speaking 3D
Acumen 30
Charisma 3D charm 5D singing +10,
persuasion 40, mattle 40
Magic 111 divination 410
Stremgth Damage: 11
Mowe: 10 (swimming)
Body Points: 12
Wound lewels: 2
Disadvantages: Achilles’ Heel
Environmental Incompatibilicy (R3), 20
damage perminute after one hour outof
water; Hindrance: Atypical Movement
(1), cam omdy “walk” (crawl) or climb 1
meter per round ouft of water
Special Abilities; Hypermoverment
(R3] +6 to base Move with Ability Loss
(R1)., onby in water; Water Breathing
[(R1). +10 bo swimming

Equipmant: Comb {component for
aivinetion spells; Megative Spell Toral
Modifier -3); mirror {component for
aivinetion spells; Megative Spell Toral
Modifier -4},

s
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MINIONS OF
EVIL

Borthemast p::l,l]:e'[!.lp]::i['-‘l]n.]nn:
of Bvil — Gabling, Grolls, El-_lghe:u:s,
'Dg.n-_:, Orex, and their cousins — are
not terribly clever and they have such
athirst for destroction that they would
rather diein the attempt toget that one
lasi blosw than Aee towreak destruction
on another day. Oecagionally, ohe mores
intellient than the rest arises to lead a
band to more devastating chaos.

Gobling and Ores are both roughly
Hunan in appearance, generally with
l=an hadies. Gobling have mu?ﬁ {not
hairy) green-tinted skin and ponted
features {somemoare thanothers), while
Oires are pale or dusky (it's difficull po
tell under the dirt) with almose plg-Lilh:
facial feartires and often covered in
ﬁnrl_Lmlghh:Jr.Gnnﬂslm&lﬂwncmn
between .:.-ling and a Human (they are
sometimes mistaken for werewoleag),
while Bugibears resemble abear-Human

—— e

aix. Ogres are large,
Lalry creatures with
Aat faces who walk
somewhat hunched
due to their long
arme,

Gobling, Gnolls,
and Orcsare around
15 to LE meters
tall, while Bughears
and Jhrges are gen-
erally 1.8 w 2.1
meters oF make in
height. The major=
ity of thase momn-
sters have dark

brown to black

hair, worn in a

variety of styles

and rarely ever
washed, They
prefer coarse
clothing (in keep-
ing with their
coarsepersomali-
ties), especially
untreated hides,
ana aecoratons made from the bones of
creatures they've killed. Their weapons
are as likely to be sharp as not — how
well-kept their weapons and armarment
are depands on how stronghy their lead-
&g can organize them for war.

Minions of evil are omnivorous.
Monethelass, they prefer their food
to have the taint of corruption on if,
whether it be rotting vegetable, spoiled
meat, or freshly killed corpses,

These monsters reproduce them-
zobves by one of a fow methods, One
is through magical means by which
another humanoid being i= torbared
inte a new, misshapen form. Another
iz by taking women during their
raide, The women generally don't last
through more than one pregnancy,
due to the appalling living conditions.
All changed humancids and offspring
are male, regardlesz of their criginal
gender. & third method is by burying
dead or wounded membersin magically
enhanced ground

Wizards and rulers who acquire the
Ipalty of these hordes would dowell to
ersure that always give them an outlet

for their fury. Should theygo more than
adayor two without harming somecne
orsmashing something, theyinvariably
turm en one another, until either they
learn of another target or they wipe
themselves out

TYPICAL GOBLIN,

GNOLL, OR ORC

Agility 3D climbing 3D+ 2, fighting 4T,
jumping 3= 1, scaalth 40

Coordination 30 marksmanship 413,
throwing 40

Physique 301 lifting 3D+1, running
40

Intallact 11}

Acumen 201 hide 2De2, survival 30,
tracking 30

Charisma 11 intimidation 20

Strength Damage: ?[0  Mows; 10

Fata Points: [

Character Points: [

Body Points: 17 Wound levels: 7
Advantages: None
Disadvantages: Devotion (R3], kill-

ing and footing
Special Abilities: None

TrPicAL OGRE OR

BUGBEAR

Agility 30 climbing 3D+1, fighting
5D,

Coordination 30 marksmanship 40,
throwing 5T

Physique 40 lifting 5D+2, monning
402

Tntellect 1D

Acumen 20 survival 3041, tracking
40

Charisma 1 intimidation 50
Strength Damage: 200 Mows: 10
Fate Points: [

Character Poimts: 0

Body Points: 17 Wound levaels: 7

Advantages: Mona

Disadvantages: Devotion{R3), kill-
ing amd looting
Special Abilitias: MNone

]
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MINOTAUR

Surprizingly, those who encounter
a Minotaur and live to tell the tale do
not cite the creature’s appearance as
the most disconcerting thing about it
Although the head of an ox atop a rmus-
cular Human body does invoke terror,
people usually remember soma other
aspect as more frightening: the glint
of a blood-stained axe; the hot, angry
breath flaring through its nostrils; or
the large, dark eyes too cunming to be
animalistic vet tooprimal tebe Human,
Regardless, all agree that a Mimotaur
15 a ternfying creaturs and a fearsome
opponent.

Antiquarians disagree en how the
race of Minotaars came into being, The
most commen myth cites an unknown
kimgwho, in hiz habris, defied the gods;
in b, they exactad their revenge upon
both his family and prize oxen. Another

= Ty
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theory claims that they have existed
as long as Hurnans and may have even
been a precursor to humanity. Regard-
less, the exact circumstances of the
race's creation canmot be doplicated or
imitated without pewerful magic, The
offspring of the union of two Minotaurs
will produce & Minotaur half the time,
and 3 Human or ox the other half. A
Huoman/Minotaur crossing has even
odds of producing a Human or Ming-
taur, and an ox/Minotaur unioen will
equally produce oxen or Minctaurs,
Minotaursreachmaturityby age nine
and live tobe around 50 yearsold, How-
over, many die decades earlier becanse
of their violent nature. Although
omnivorsus, Minetaur behavior seems
somehow tied to diet; thase who subsist
entively on humanoid flesh are much
meaner and bestial than those who eat
amore traditional axen diet. All Mino-
taurs have horns, although females usu=
ally have smallerones, Furgradates from
their heads to

" their mid-torso,
bzlow which
they resemble
normal — if
exceptionally
furry—Humans
Howewver, some
have a bull-like
fur cosering thear
entire bodies.
Minotaurs can
Iwrell most places
hat umnaided
fumans can
1habir, although
aeir diadain for
savy clothing and
st technology
:eps them from
nng in extrevmely
Id or inhospita-
¢ ENVIFORMETLE,
ey prafer to live
caves, Canyons,
other enclosed
ces — they love
zes — but can
o build zimple

dwellings. If they are not living alone
or 3= a mated familial herd, they form
srnall villages or hamlets, led by one te
five elder males, dependingon the popu-
lation. Larger cities seemn impossible,
although some free-spirited Minotaurs
Iowe the maze-like structure of bustling
urban lifs

Individual Mimotaurs can be guite
open-minded, tolerant, andincelligent,
though the obvious pun “bull-headed”
applies to Minotaur society as a whole.
They are patriarchal and chauvinistic,
and polygamous unions are the norm,
Mon-Minotaur births are usually esither
killed, sold, or abandoned, although one
bard tells the tale of a mother Mino-
taur whe raised a Human son. While
Minotaurs gravitate toward all weapons
requiring mote strength than finessa,
the axe remains particularly popular.

TYPICAL

MINOTAUR

Agility 3042 fighting 4D+ 2, dodge 4T,
melee combat 400

Coordination 21 throwing 2022

Physique 40 lifting 5T, runmimg 40+ 2,
starnina 50

Imtellect 102 navigation 2D+ 1

Acumen 2T survival 3D, tracking 4D

Charisma X1 intimidation 40, persuas
gion 2042, mettle 40

Stremgth Damage: 30

Mowe: 10

Fate Points:

Character Points: 3

Body Points: 12

Wound levels: 3
Advantages: Size: Large (R1), scale

valua 3
Disadvantages: Quirk: Bull-Headed

(R2), +6 difficulty of all mental attri-

bure=ralatad actempts when envaged
Spacial Abilities: MNatural Hand-

ta-Hand Weapon: Horns (R1), 10

damage; Sense of Direction {R1), +1D

to mavigation and tracking
Eguipmaent: large axe (damage

+30)

s
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MUMMY

Mummies are the carefully embalmed
corpess of important humanoids, These
creatures are animated either by a
curse of magic specifically designed to
revive them, The bodies are wrapped in
bandages that have decayed very little
considering their age, Likewiss, the
corpee, although a dried husk, will be
in a vemarkable state of preservation
Mummies are always dressed in the
finery they were baried in. Very often,
they were wealthy nobles and pharaohs
in life, g0 their jewelry and clothing
reflect that,

All ot a Burnmy's powers come from
magic and the supernatural. If the
Mummy had magical powers in life,
these will be greacly emhanced when
the Mummy rizes. Even the dimmest of
thesecreatures is dangerowsly cunning
bumries with minirmam magic pow-
are make up for it in warrior proweass.
Conversely, Mummies with mimimum
combat abilities have extremely power-
ful magic abilities,
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Bumries s any wWeapons of equip-
ment at their disposal to furcher their
goals. They often carry several nonmagi-
cal personal weapons and a few magical
ones Thoee whoaren'tunder the comirol
of someons #lse often have a legion of
living followers who hope te gain power
trom: their mastet.

bMummies donot eat. The very power-
ful omes kook to bring themsalves back
to lifie. These Mummiss may eat, bar
they do not get any sustenance from
the act unless they manage to come
back to life

These creatures avd often foundin the
tombs in which theywere buried, Infife,
the Mummies were often rich, so the
tomib will be full of treasures, traps and
other guardian creatures. Sometimes,
due o a curse or other circumstances,
the Murnry will be forced to leave its
tomb toohtain ayelic, revive an old love,
ar to fulfill a curse,

Mumriies regenerate at the rate of
Humanz, but the dried condition of
their bodies makes them extremely
witlnerakle to fire

Illlﬁ
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TYPICAL MUMMY

Agility 213 dodge 2041, hghting 500,
melee combat 20

Coordination 70

Physigue 300 lifting 5041

Intellect 413; scholar &0, speaking
4]

Acumen 310

Charisma 30 command 30, intimida
tion 613, mettle BD

'M.].gii; 210 aleeration 30, conjuration
4

Strength Damage: 32

Mowe: 10

Fate Points: 1

Character Points: 7

Body Points: 37

Wound levels: 5
Advantages: Equipment (R3], vari

ouspigces horied with them orhiddenin

stashes, somae of which are magical
Disadvantages: Achilles’ Heel: Fire

(R4}, takes triple damage from any

hre-hased attack;: Dewotion (R3), to

whatever has cursed them to be reani

mated; Hindrance: Hideous Appearance

(R4), #5 to charm, com, and persuasion

ditfioulties when not disguised
Special Abilities: 5kill Bonus;

Painless Woeands (B4). +12 to staming

totals with Ability Loss (R1) except

against fire

R
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NYMPH

Wymphs are gentle souls who do
not wish to cause harm, though they
posses=s a natural ability that has been
the ruin of untold legions of men. It is
the curse of Nymphs to cause men to
instanthy fall deeply in fove with them
This power has been the cause of many
tragedies, as mortals thus afflicred
slosly g0 insane with jealounsy, attack
ing anyone whe keeps them from the
company of their new love, Nymphs
have no contyol over this pover, and
their grief at causing such calamity
spmetimes cxpresses iteelf as a lonely
sounding, wordless song that carries
for kilometers on the wind.

Wymphs appear as youthful-looking
adult Human females pessessed of
unearthly beauty, They dress in tunics
and artfullydraped cloths that are mod
estyetstill hintatthe curvaceons, desir
able body underneath. They often pile
their black or blonde hair in elaborate
coifs, but some wear it in loose, fiowing
tresses and ringlets,

Lone travelers that encounter a
Mymph see a vision of their ideal mare,
theirultimate desire made fAesh, Even it
the encounteris brief, they can become
s smitten that they soon lose interest
in ather aspects of life, casting aside
all duties to remain with the Nymph
forever. Intimate physical contact
with a Nymph is deadly to mortals,

—;—'—-—h—’—‘;____*r_‘_“ .
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fact that saddens
dJymphs. greatly, for
‘heir lives are lonely
4 Mymphs' mortal
lover feels no pain,
and many go will-
mgly (o some, aven
a simple caress from
perfection incarnate
iz warth & thousand
deaths}, but all pay
with their Lives
Thera are three
types known so far
— the Maiad, or
water Nymph; the
Dryad, or wood
Mymph; and the
Uitead, or mountain MNymph.

Maiads are closely connected to
water, and are loath to leave it for more
tham a few hours at a time. They can be
found living in almost any source of
fresh or salt water, but they choose to
Iive swithin 15 kilormeters of a Human,
Dwarvish, or similarsattlement Maiade
are the shyest of the Nymphs. They can
instantlydisappear beneath the surface
of their aquatichomewhen theysenssa
styanger approaching, making encoun-
ters with them that much more special
to anyone mterested in such things.

Dryads live enly among the trees
of a healthy forest, and they share a
spedial bond with them, being able to
animate and manipulate their branches
at will. The gentle swaying of her tree's
branches, and the Dryad's natralky
suggestive body language have a subtle
but dramaticaffectonamortal’s subcon-
seious mind, and more often than not,
even the strong=willed sucoumb to the
Diryrad’s curse. Driyads tryto avoid being
zeen by mortals, and they can quickly
ezcape into & hidden hollow tres trunk
tohide. The trees actually are somewhat
jealous of humansid suitors, and they
freely give their lives in her behalf
However, if a Dryad's grove of trees is
over destroyed, she too dies.

Oreads live in isolated mountain
lakes, streams, ponds, and waterfalls.
They are the least shy of all Nymphs
They cannot be surprized, but they pre-
tend not to notice if somesne secretly

&pies on them, for theyenjoy this atten-
tion and make suggestive moves, such
as stretching, posing, and tossing their
Ionghair, inorder tofurtherentice they
audience, Considering their lonely sur-
roundings, the promize of companyis a
poveerful hure, Oreads sometimas deliver
on this promise if it zuits their mood,
but as with other Nymphs, intimate
physical encounters between Oreads
and mortals always end in death and
nevet result in offspring.

TYPICAL NYMPH

Agility 3D+2; cdimbing 5D, dodge
5D+1

Coordination 2

Physique 20+3: swimming 40+2

Intellect 3T cultures 3042, healing
40 readingfwriting 41, navigation
31, speaking 50

Acumen 3D:1: artist 4D, hide 60
survival 5042

Charisma 401 [+6): charm 601 persua-
sion 61, mettle TH

Magic 210 alteration 30, conjuration

3042
Stvength Damage: 1 Mowa: 10
Fate Points:
Character Points: 3
Body Points: 12 Wound Lewvels: 3

Disadvantages: Achilles" Heal:
Environmental Incompatibility (B33,
must remain within 2 kilometers of
their home or lose 1D Body points/1
Wound level per day, which cannot be
healed until they return home; Hin-
drance: Delicate (R2), -2 to damage
Tesistance totals

Special Abilities: Fast Reactions
(R3], +1D to mitiative rolls plus 3 addi-
tiomal actions per adventure;, [mimor-
tality; Imcreased Attribute; Charisms
(RG], +6 to related totals with Ability
Loss {RL), does mot affect those with
Immortality or Longevity; Matural
Hand-To-Hand Weapon; Touch (RS}
+ 50 damage with Magically Empowered
(B5), Ability Loss (R1), does not affect
those with Immortality or Longevity,
and Ability Loss (R2}, may nok be used
to mtentionally harm amyone;, Water
Breathing (R1), + 11D to swimming
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OBAYIFO

Druring the day, the Obayifo appears
a5 @ mtmal oman with shifting eyes
andan obsessionwith food, Atnight, the
creature leaves Ris body in the form of
a ball of energy. In this form, he drinks
the bicod of children, withers crops,
and dries wp the jwice in vegetables and
fruses.

s o i
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TYPICAL OBAYIFO

Agility 300; fighting 3041, stealth 4D

Coordination 70

Physique 30

Imtellect 30 scholar 3104 2: food + 103,
navigation 3041, trading 40

Acuman 3D: hide 4D, investigation
3D+, search 40

Charisma 32I:

The Obayifo
15 a solitary crea-
ture, but he will
often live in a
village amongsat
humaneids. He
prefers to take jobs that would isolate
himn fromm the rest of the village, like sha-
v, He will act morrmal in all respects,
but e is obsessed with food, espedially
meat. Conversations about food can
last a leng time with the Obayifo, and
he may become enraged if the speaker
dizagrees with him,

At might, when the creature leaves
hiz body, he must hide it. If the vam-
pire iz prevented from retwrning ©
hiz body before the sun comes up
he 15 destroyed, the body imstanth
assuming its real age. The creaturs
thus often employs a tramed animal
of Human follower to protect his
body while he hants, Obayifo often
havemagicpower, but theykeep thiz
hidden from the rest of the village
at all costs, if their chozen cover
profession deesn’t allow them to
perform magic,

Thesevampires can eat and digest
food, but only food of the highest
and freshest guality. He wall stub-
bornky refuse to eat food prepared
bvanyone otherthanamaster chef
Serving an Obayifo a low-quality
meal is the quickest way to get on
1ts bad side

Obayifo are created through
witcheraft, either by other Obayifs

Ini Earth mythology, the Obay
ifo appeared first in West Africa,

ot powerful shamans that place a
curse on greedy individuals,

intimidation 60,

TRT e

PErE pasion 40,
miettls 512

Magic 30 altera
tion 40, conjura
tion: curses S divination 3042

Strength Damage: 7I
Mowe: 10

Fate Points: [
Character Points: 3
Body Points: 26

Adwvantages: Contacts (B2}, his wil-
lage, Contacts (R3}, animal or Human
zervant devoted to him

Disadvantages: Quirk (B2} Food
Obsession (as described above), Infarmy
(RZ]

Special Abilities: Flight (R1), fly-
ing Maove 20 with Abilicy Loss (R3), in
varnpira form only; Longevity (R1}, can
only die when body killed before zpirit
returns, Intangibility (R5), vampire
form, 4150 vo damage resistance total
versus physical attacks wich Additional
Effect {RL0), can stay in form entire
night, Ability Loss (RL1), may only be
uszed at night, Restricted {(R2), spirit
leaves body defenszeless and may not
return until dawn, and Side Effect
[R1), glows when in vampire form;
Life Drain: Body Points/Wounds (B2},
drains 6 Body Points/1 Wound level by
passing through any living creature o
plantwith Abikity Loce (R3), invampire
torm only

Equipmant: tools needed to ade-
guately perform cover job

_
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ONI

i are large, hulking creatures have
horms, one or more eyes, and no neck
Skin color for Omnl ranges from black
to red, to purple. They are muscular
creaturaswhowear crudelymada, tiger
ehim outfits. An Ond will be armed with
ak least a club, bat it may pick up more
gophisticated meles weapons during its
travels, They have large mouths, and
lomg claws on thair ingees,

Some Oni are pood, but many are
avil Good Oni may have once been
monks, transformed into the power-
ful monsters to protect a temple. Evil
Oni papresent aspects of evil: somae are
ghattons, others hunger forwealth, and
somalie, Thevhave amishmash of equip-
ment they stele from previous victims
ot found, They choose samural weapons
and armet over all other kinds,

O work tegether when they have
common goals, but this is usualby only
for short times, Altermatively, they

— i

sometiTves organise lesser creatures imto
armmies based on humanoid troope.

Omi can be found in any remon, but
they preferizolated locations, especially
ruins and other places at the fringes of
humansid society. They especially like
to occupy abandoned castles, but they
hawve fittle skill in fixing such buildings.
Since the creatures can become inwvis-
iiple, the Omi spend most of their time
in thiz seate.

The creatures will eat almost any-
thing, but evil Oni prefer te eat human
flesh. Bany male Omi like to emulate
zamural, but despite their powerfully
built bodies, they are poor at it. Evil
Omi ko mothimg of honor, and good
Omi dovnet engage in combat for oth-
avg. Wery rarely,

Some Oni are well-educated, having
spent pravious lives as monks or having
been taught by umwilling instrictors.
Even uneducated Oni are shrewd,
especially in combat, Evil Oni have a
weakness for Hattery and sometimes
engage in contests because they belisve
they will eazily win. Those who best an
Oni inca contest must be wary not te
upset the losing creature

TYPICAL ONI

Agility 3D acrobatics 3D+1, ciimbing
3D+ 1, dodge 4D, fighting 5D\ jurmping
40 melee combat 40, stealth 40

Coordination 2D marksmanship
2042, throwing 2+ 2

Physigue 4T lifting 61, running 40+ 2,
stamina 4041

Intellect 30 cultures 3041, reading”
writing 3041, scholar 413, speaking
40

Acumen 2D hide 4D, search 4D, sur-
vival 3D+ 1, tracking 3042

Charisma 30 intmidation 40, per-

enasion 40
Strength Damage: 30! Mowe: 10
Fate Points: [

Character Points; 3
Body Points: 40  Wound lovals: 5

Adwantages: Size: Large (R1), scale
value 3

Disadvantages: Devotion (R3], to
guard their temple {good Cmi only),
Infamy (R1); Quirk (K3}, has an addic-
tion that must constantly satisfy (evil
Oni only)

Special Abilities: Invisibility (R2),
+2 tor dodige, stealth, and hide totals and
+2 to related difficulties against Oni;
Irnrmumnity (R, + 10 ko staming against
poisonsfincduding alcoholi and diseases;
Fast Reacrions (B3}, +10 bo initiative
and 1 additional action up to thrice per
adventurs; Matural Armor: Hide {R1),
+1D to damage resistance total, Matu-

ral Hand-to-Hand

ar honorakle Oni
who becomes a
zamiraiwill serve
amasgter, but this
is extremely rare,

f

i In Barth mythology, Oni are
sometimes known: a5 Japanese
Ogres:

Weapon: Claws
(Rl), +10 dam-
age; Matural Hand-
to-Hand Weapon:
Teeth (B2}, +2D
damage

s
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OOZE

Comes ave giant, one-cell creatures
that absorb their prey. They appear as
shapeless blobs of protoplasm. Acid
oozes are gravor black, suffocating oozes
are white or yellow, and carnvorous
oozes are blood red

These amoebas are nearly mimdless
and have no social structure, They can-
not be blinded or deafened. Oozes are
incradibly sensitive to heat signatures
that they uze to track their prey. They
will mot, unless starving, attack another
Do

Acid oozes drip with digestive juices
that quickly eat away at any organic mat-
ter: wood, leather, flech, bone, and the

\ like. They tend to be the largest of the
oozes (around threematers in diametar)
and never vary greatly in size. An acid
ooze cannot climb, but it can slide its
way under doors or through the tiniest
of openings.

Suffocating oozes are the smallest
(aboast ome meter in diameter). They can
cling o any surface except glass. These
oozes prefer hang themselves from
a ceiling and wait for victims to walk
underneath them. Altermatively, they
coniceal themselves in large jars, open
barrels, or wide vases, At the first zign
of a heat source or humanoid-like vibra-
tion, they drop down on victims' heads
ot shoot cut of containersinan attempt
to fill thevictim's nasal passapes, mouth,
and ears. Their digestive juicesare weak,
and they must suffocate a vicom to have
tirne to ahsorb them,

Carnivorous oozes exist as the most
dangerous of the three amoebas. A
newly budded carnivorous ooze starts
at about one meterim diameter, but they
have the ability to grow to almost any
size. Attracted by heat, blood, and wibra-
tion, these man-eaters crave warm flesh
and will ot consurme wood, leather, and
bome wnless it’s to get at their prey. The
poze Increase in size proportionally to
the amaunt of flesh it has eaten, within
a few rounds of consumption,

Acid and suffocating oozesreproduce
agexually, splitting in half when they
have fed more than twice their body
weight within one week, Carnivorous
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oozes only split if they are over two
meters in diameter and cannot find
food. They continue to split until all
offspring are about a meterin diameter
Carnivorous aoges that have a continu-
ous supply of meat can grow to mon-
styous proportions if left unchecked.
Oozes can be found in any climate
except desert or arctic ones. Desert
conditions make for poor hunting
grounds, and arctic conditions make
them sluggish, They prefer dark, dank
places such as dungeons, castles, sewers,
and the lile Tt ie rumored that tha fivse
carnivorous ooze came from the stars.

TYPicAL OOZE

Agility 1D fighting 4D, stealth 30
Coordination 2

Physique 30 (acidy'5D (suffocating,

CAFTivOrDs)
Imtallect 10
Acamaen 30
Charisma 1D
Strength Damage: ?0/20
Mowe: 3
Fate Points: [
Charactar Points: 0
Body Points: 20
Wound levels: 3

Matural Abilities (Acid): aadattack
(£2D4+] damage to organic materials);

imminne torental attacks; wulnerability
to codd {take double damage from cold
attacks; all difficulties increase by 41
per mimute exposed to cold; when dif-
ficulty modifiers from cold equal Body
Points, soze freezes but can recover if
thawed)

Matural Abilities (Suffocating):
suffocating attack (after a successful
fighting attack, the ooze makes a Phy-
sique voll wversus the victim's Physiqus
or lifting, which counts as an action
for both participants; damage deale
increases by +10 per round as the ooze
gets further into the victim), immune
to mental attacks; valnerabilicy to cold
(take double darnage from cold attacks,
alldifficulties increazs by +1 per minute
exposed to cold; when difficulty modi-
fiers from cold equal Body Paints, ooze
freezes but can recover if thawedjsrmall
gize {zcale valua 3)

Matural Abilities (Carnivorous):
acid attack {+10 damage to orgamic
materials), gain size {for each Human-
gizad victimy consumed, within 1B
rounds, scale walue increasas by L,
Bady Points increase by 5, and Wound
levels increase by 1); immune to men-
tal attacks; sulnerability to cold (take
double damage from cold attacks; all
difficulties increase by +1 per mimute
exposed to cold; when difficulty modi-
fiers from cold equal Body Paints, ooze
freezes but can recover if thavwed)
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OowlL

Crwls are stealchy, noctarnal hunters
commmvon o most regions, They typi-
cally prey on rodents and other smiall
garne, holding a place of regard with
humangids as agents of pest contral
However, seweral societies hold many
superstitions vegarding this small
predatory bird. For some, it is thought
a symbaol of wisdem, and others, a por-
tent of death,

The common awl can be found in
wooded areas, wsually near fields or
clearings, and open strectures, such
as barns, stables, and towers. There it
perchies, watching for a brave mowse to
appear, when it swoops down wpon the
unsuspecting meal and snatches it up
withits taloms, The wings of the owl are
lined with very soft feathers, which are
virtwally silent during flight. Thismakes
the approach of the bird difficult oo
detect if ot seen before it takes fight
Coupled with amazing eyesight, any
barnyvard verrin, including snakes, find
it difficult to swrwnve for longin the apen

sREEEEREEERiERERRERRERRELER
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Cne owl can eat around 1,000 micein a
gimgle year, making the presence of the
ol in a barn a boon to 3 farmer

Theyaregemerallyencountered alone,
sometimes in mated pairs near a nest
The birds ignore adventurers who donot
go out of their way to approach them
Theyhavene penchant forfighting, and
they retyeat from any threat as large or
larger than themsalves, For those wino
manage b capture anoowl, they callect
a high price from any wizard seeling a
tamiiliar. Aside frovn the ability to By,
owla are receptive to the rituals wsed
tormake 3 familiar and thus the magical
components are not as complicated as
with ether species of bird

Owels come in & vaniety of plumages,
most often similay to their surrourid-
ings. Snow owls are white and black
while horned owids, which are gener-
ably tree dwelling, are brown and gray
with reddish faces. These birds do
not migrate, another asset to mages,
instead maintaining their territery
year-round,

EPEPERRRRE

TYPICAL OWL

Agility 3D:2: fighting 41242, dodging
40, Aying 500, stealgh 30042

Coovdination 10

Ph'rji.qm 1D&2

Intellect 110

Acumen 3 search 50, tracking 5047

Charisma 113 mettle 30

Sh’l‘ng‘ﬂx Damage: 10

Mowe: 37 (fhying)/15 (gliding)

Pate Points: (]

Character Points; [

Em:l'ir Poimts: 7 Wound lewvels: 1
Matural Abilities: beak (damage

#2); talons (damage + 10 may attack

the same target twice per round with

no penalty), night sight (ne penalties

in dim conditions); diving attack [+35

to fiping total and +210 to initiative roll

for 1 round when charging 1 target from

sufhicient altitude); quict Aying (20

stealth to ambuash by air); wings, small

size {scale value 7)

BIRD'S EYE SPELL
Skill Uged; Dhvinction
D'ifﬁ.-nqll:]r! I8

Effect: 70 (4041 Perception)
Range: 10 kilameters (20
Spead: + 20

Daration: 10 mirates (+14)
-Earti'ng Time: | minute (-9)
Other Aspects:

I:'e;:nm'pnn{'nrs (63 Aviam [common),
frathers from same arian type {rom
e}

Gestures (-3} Hold avian {fighting
6i|'F|r|.|]I:1l,l af 113 while using feathers
to trace avian and caster

Birds eye allows the caster to see
through an avian's eyes, The caster holds
thebird and tracesitshodywith feathers
of the same type of avian. She then traces
thefeathers acrass her owm faceand eyes
andreleases theavian. The caster cansee
through the bird’s evesif the Acumen die
code given by the spell is greater than
the avian's Acumen. The caster uses the
avian's Acamen or search to wiew what
the bird sees, but she cannot use her
o viston at the sama time. If the bird
flies out of range, the spell ends
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PEGASUS

Apegasusizawinged horse, believed
to be a distant relative of the unicorn
Like its horned cousin, the pegasus is a
symbolof purity and hoenor, and a fierce
fighter when roused

Very lictha is known about the origine
of the pagasus. Some believe theyspring
full-formed from the blood of certain
elain monstess, but this has never been
proven. They are known for their abil-
ity to maneuver while in flight, which
gives them and their riders a distinct
adwantage when battlingother creatures
of the air, such as roce,

The pegasus prefers high places tor
1te horne, and it can often be found in
CAVEITS ON mountaintops, A pegasuc

remaing with onemate all hizlife, andshe
l amves barth to one foal, which accounts

| C—l—————T e —— mrpl—

for the relatively small number of the
beasts im existence. This 15 balanced
somewhat by the fact that the pegasus
i extremely long-lived, often surviving
uritil the age of 1,000, Although the

PERYTON

The peryton is belicved to be a dis-
tant relative of the pegasus, somowhat
similar in appearance though nowhers
near as benevaolent i temperament
The peryton is a reindeer-like creature
with great brown wings, 3 carnivores
that swoops down on sailing ships and
plecks mariners from the decks.

The peryton stands 1.5 meters tall,
with a wing span of three meters. It
nests on mountain peaks, and travels in
flacks of 3 dozen or more. The peryton
is stricthy a daytime hunter, preferving
ta dive from out of the sun and take its
prevby surprise. Manyabandoned ships
that have crashed on shores have come
ta that sorry end due to the predations
of the peryton upan their crew.

Attempts have been made to domes-
ticate the peryton, with some success,
particularlyon the part of the Dwarves.
Howeawer, when the peryton has been
toa lonpwithout ameal, ithas noqualms
ahout tossing its rider and devouring
him. The peryton has even been known

o
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pegasus is a peaceful creature, it will
challenge anything that threatens its
nest, no matter what the adds

The pegasus iz alao an extramely will-
tul creature. [t will not take part in any
action it considers to be evil, and will
buck its mider if he atternpes to force
it e do 5o

TYPICAL PEGASUS
Agility 404 2: dodpe 5D+ 1, fight-

— e el

RS

Body Points: 12 Wound levels: 3

Mataral Abilities: hite (damage +2);
hooees (damage +2); sensitivity togood
(dislike being near impure thoughts
and peaple, and parbcalarty vile people
can canse them to become enraged and
attack); can detect impure beings with
an Easy tracking success; trample {dam-
age +2D, must charge); wings; large size
[scale valye 3)

ing 50 fywing 5042, penping
aD

Coordination L0

Physigque 20+1: lifting 4D+7,
runming 50

Imtallect 20041

Acumen 30041 rackmg 40

Charisma 30 intimidation
40+1, mettle 4041

Strength Damage: 700
Mowe: 25 (land)/ 30 (air)
Fate Points: [
Character Points: 1

to protend to be tame in ovder tolure 3
prospective rider/dinner within reach

A mrrro:.l'i.ngasrlr-ﬂ r.hfrhnpm'mm'rs
thatthe shadowitcastsresembles that of
ahumanman. Why thisis sois unknown,
but sailors have learned eo feartheshade
of 2 man cast on the waters.

TYPICAL PERYTON
Agility 3D:1; dedge

Character Points:
Body Points: 19 Wound levels: 3 |
Matural Abilities: antlers (damage
# 10; hite (damage « 10 hooves {dam
age +2); hide (Armor Value + 1) trample
{damage « 213 mustcharge); wings; large

PP ERE R T T T

4041, hghting 4043,
fHying 50, jumping 403,
stealth 410471
Coordination 100
Pifﬁqmﬁlir']ifﬁngﬁljl I
running G141
Intellect 1047
Acumen 3D; search 3043,
tracking 40
Charisma 3i0+7: hluft
4041, intimidation 50
mettle 30
.'El:l'lng;ﬂ: Damage: 3D
Mowe: 25 (land)/35 (air)
Fate Points: [

size {scale value 3) t
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PIXIE

Pities are a lictle over a mater tall,
somewhat chubby, jolly-lesking haman-
vids that dress in homemade, practical
clothing— droopybut pointed red caps,
navy-blue sailor peacoats, straight-leg
brovam trousers, and black, curled-toe
boots — and they alwayz seem to have
asmali lantern at their dispesal (if taken
away from them, it magically retwms
whenaver they desireit), Pixies are soli-
tary by natare but prefer te live only in
thelargest cities (onaswith thousands of
inhahitants, which prowvide the anomym-
1ty that Pivies pretes, since they can pass
for children in the streets and remain
ignored by the general populace}

Pixies like to make their homes in
storerooms. They prefer food shops,
woadcarving shops, or shops dealing
in books and scralls. All they require is
a barrel to comceal their possessions, a
sack of flour or something soft to rest
their heads on, and a few things o do
to pass the time when they can't risk
appearing in the street,

Pixies donot like vermin and actively
drive all rats, fleas, and other biting
ineects from their bocal environe, Bor
this reason, shopkeepers who suspect
that a Pixie has taken up residence in
thair store would be well advised to tie
up their dogs at night, Woe to the pre-
prietor that causes a Pixie's death, for
onice word of the tragedy spreads, Pixies
for miles around will lead thousands of
rats and biflions of fleas tothe offending
shopkeeper's doow

Pixies have the ability to temporar-
ity borrow any sentient being's “voice”
[sarnething the typically laconic Pides
call a chatterbos) and use it to grant an
object the pewer of speech. Pixies call
thiz “freeing” an object. Rescued from
the eternal night of thought without
expression, ohjects immeadiately begin
to talk about every subject that cormes
tomind (the first few minutes of a newly
freed object can be hard to comprehend,
as the words of a lifetime of existence
come spilling out in a torrent of enthu-
siastic habble}. Subjects for discussion
varywiththe object, whichis why Pixies
truly enjoy this particular pastime.
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Objects may answer questions,
although they cannot provide details
about things with which they have no
practical experience. (For example, a
barvel that has never held a Hquid can-
not describe such when acked to do so.
If shonwn an example, it might say that
a liquid iz a clear, fliimsy item that has
trouble standing on its own. This is why
objects donot make refiable witnessesin
criminal proceedings. ) Freeing an object
isn talwaysa good thing, ssmany objects
only complain about their bot in life, bue
some have entertaining tales tocell, and
a very few excel at telling jokes, Pixies
call these rare comedic objects “gifts”
— when ons ig tdentified, a Pixie will
do amyrthing, even risk its owm life, to
ensure that the gift remains safe from
damage Lot disassembbly, in the case of
complicated devices such as clocks or

glege sngimesh,

TYPICAL PIXIE

Agility 210+ 1: acrobatics 31, climbing
2042, dodge 4D, jumping 413, stealth
5D+2

Coordination 30 lockpicking 3042,
sleight of hand 4D, throwing 3041

Physique ZI: runming 30+1 swim-
ming 20=1

Imtellect 2D0+2: cultures 3042, read-
ing/ writing 40, scholar 30, devices
3D, trading 30, traps 300+2

Acamen 40 artist 4D:1, hide 5D
styeatwise GO survival 5041

B in ——

Charisma 201 ar’
charm 2004+2, pes
ziom 40, mettie
al+1

Magic 2I): altera-
tion Z04+5, com-
juration 20+1

StrengthDamage
1D

Mowa: d

Fata Points: 0

Character Point
3

Body Points: 15

Wound Lavels; 2

Advantage: Equipment (R2), small
lantern chat ahways returns; Size: Small
(R1), acale value 3

Disadvantages: Enemy (R1), ver-
min; Hindranca: Short Stride (R1), 2
e ber redic o to FuUnning, swimming,
and jumping Mowve; Quirk (R1), mischie-
raus when bored

Special Abilitias: MNone

CHATTERBOX SPELL

Skill Usad: Conpuration
Difficulty: 11

Effect: 15 (specking at 5D
Ranga: 2.5 meters (+7)
Speed; +7

Draration: 10 minwtes (+14)
Casting Tima: 1 round (4]
Dther Aspacts:

Components (=4} A nearby object
[ovdinary); a sentient being who can
speak {common)

Gesture (=11 Touch the object
[simple)

Other Condition {<2); Being whose
voice was borrowed may mot speak for
duration of apell

Thee Pixie touches an ohject and trans-
fers the voice from a nearby humanoid
into the abject The object may speak for
up to 10 minutes as if it had the speak-
ing sldll at 500 A successfully cast apell
with a Critical Succescindicares that the
object alao has a charm score equal o
ome=halfof the result point bonus (round
up, minimom of 10, allowing it to tell
antertaining stories and jokes
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RAKSHASA

In their true form, Rakshasas are
demonic creatures with long slits for
ayes, long talons on ite hands, hair of
fire and Hesh colered blue, green, yel-
lor, a-amy combination of wild colors

‘ The creatures also are dispoestingly fat

Fortunately for chem (and unfortu-
nately for theirwictims), Rakshazas are
chapechangers and can take the form of
beautiful hurmans of gither sex and any
exiztmg animal

Theese creatires kieepto their ovm kind,
and their secety minics a ngid caste sys-
tem, Eakshasaz are hornintotheirsocial
clazs, and they can never miove from it
It iz frastrating for the lowest of these
creatures, but they consider themeelyes

beneath them. Any humanoid that bests
s Rakshasashould watch hishack becawss
thiz would be s humiliating defeat for the
creature that it could not live dowm,

Fakshasa live among humans in the
most crowded cities, They can wield
great magic power that canm animate
corpees, They alseuse theirmagic to pull
elaborate and mean pranks on human-
oids to hamitiate them. Rakshasas
particularly enjoy distupting religious
rituals and stealing horses,

Ewen the pootest of these monsters
i5 rich by Human standards. Very rarvely,
one might take a liking to & harmanoid
and give away some of its wealth. Haow-
ever, is this always done with a mind o
disrupting the local econemy or making
the humanoid's friends imsanely jealous
Bakshasa cocenyis extremely catty, Their
squabbles are often petty social rivalres
imvalving who slighted whormn,

Rakshasas have almost anp equip-
ment they want, but they are notori-
cuslyunder prepared. They tend to wait
to the last minute to obtain rmportant
items. It given an inordinate amount of
tirme to prepare for a bactle, they come
well-equipped. Rakshasa often have
=0 many magic items that they loose
track of them,

Rakshazas love to conzume the flesh
and blecd of intelligent beings and

ahowe all ather humanoids,
Most Rakshazas are extvaordinarily
polite, even to thase that they consgider
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horges. They can eat other food, but
they prefer these delicacies. For egpe-
clally scrumptious horses or pecple,
the creatures have been known to trade
valuable magic secrets

TYPICAL RAKSHASA

Agility 20 fighting 30 melee combat
D

Coordination 20 chariotesying 20+2,
markamanship 30, throwing 3D

FPhysique 400 lifting 50, running
40+1

Imtellect 200 cultures 30, reading’
writing A0, scholar 30, speaking 30,
trading 30+1

Acamen 30 disguize 50, gambling
A0+, srreetwise 30+2

Charisma 300 bluff 30:1, command
40, mtimidation 40, persuasion
3041, mettle 3D+1

Magic 5D alteration 70, conjuration
TD

Strength Damage: 300 Mowe: 10
Fate Points: 0

Character Points: 2

Body Points: 35  Wound levels: 5

Adwvantages: Wealth (R4}, Equip-
rment (B4), warious magical items;
Contacte (B2}, other Rakshazas

— e — "

Disadvantages: [nfary (R3]

Special Abilities: Longevity (R1);
Matural Hand-to-Hand Weapon: Claws
(R2), +2Trdamagewith Additional Effect
(R3}, lnjects poigon on a succesghul
attack (tale 30 damage per day) and
Restricted (R1), poisen meutralized
by a Moderation staming roll or the
poteoning Rakshaza dies fret; Matural
Hand-to-Hand Weapon: Teeth (R1),
+10 damage

SIMPLE
SHAPECHANGING
SPELL

Shill Wsed: Conjaration

Diffienliy: 16

Effect: 10 (Shapeshifting (R1} Addi-
thonial Effect (A1), can change to novmal
arimal gkze)

Range: Self (0]

Speed: 0

Draration: 1 hour {(+18)

Casting Time: 1.5 seconds (-1)
Dther Aspecta:

Focuged (+5)

By casting this spell with a quick
thought. the magic ngercan change into
any one form for one hour or more. Add
any result peint bonus to the duration
value and look up the new time on the
“Spell Meagures” table.
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GIANT RAT

In the sewers and dungeons left
unatterded by civilization lark many
monstrous creatures including these
rodents of unisdal size. Many belicve
mantrats are the resulvof theaccurmala-
tict of rmystical components, potions,
and uwntold magical waste making its
way in the bowels of the aties and
spawningrratations of the common rat
Regardless, the originof thesecreatures
i5 considered relatively unimpartant to
the problem of their existence

Like their smaller cousins, the giant
rat iz ascavenger lving off of the vefuse
of people. Unfortunately, as one giant
rat cam eat 100 times or more than a
typical rat, they quickly turn to preda-
tory behavior to survive if food iz not
plentiful, They even eat other rats when
Frarvation sets in,

The giant rac’s fur ks thick and dirty,
usually dark browm or black ineodor It's
prized by goblins and other minions of
avil, who use it for dothing. Bach speci-
e 15 about 20 to 45 kilograms witha
body about three-guarters of a meter,
raking thern more than able to drag a
child into the sewers. They often fie in
ambush near underground entrances
and snatch anything they can get thenr
claws on and quickly drag it, alive, toa
zafe place for comsumption. Unless the
real fights back effectively, a mant rat
seldom takes the time to kill its meal
before begimning to eat it

Though fearsomea in appearance and
marginally intelligant, giant rats are
not particalarty brave, They have an
instinctive fear of fire, and they avoid
opan Harmes and any creature affiliated
with alemental fire

Whan encountered on its home
aroand, swarrns of common vats often
surroutd the giant vat, which can direct
them to attack by squealing an alarm
It then attacks any mtruder having dif-
ficulty handling the swarms, The giant
rat prefers to bring its enemies to the
ground before fighting them, biting at
the begs or hunching back on its hind
legs to tackle itz foe, Once down, it

w—
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thrashing. Survival, however, is always
the primary poal of the piant rat, and
it will retreat if it foels outmatched.
Many hunters consider this creature a
“cowardly” fighter, sometimestrying to
barrel past groups of attackers to escape,
even when cornered.

Given alargs enouph food supphy, the
giantratcanbecomeagreat threat toany
heavily populated areas. Packsof 100 or
more have been recorded, but smaller
Froups of 10 to 20 are more common
when theirpopulation goes unchecksd.
In a pack, piant rats aye far mors clever
and organized than the solitary rat
Often ane pack member will be forced
to sacrifice himself as hait for hunters,
while the others flank their attackers
and ambush them frombehind. The pack
lzader, the larpest male, avoids combat
in these situations and remains behind
the bulk of his pack. If a hunter appears
tobeweakening, he attacks, hoping for
frst tasts of a new meal

Liks normal rats, giant rats arewadely
kelieved to becarnersof disease—same
even say they can transmit magical ail-
ments with a single bite,

TYPICAL GIANT RAT

.ﬁﬁ]]l‘.'r 3D: acrohatics 3D+1, -:il.mhlnt_l;
3h+2 d.-:ld.ge 4041, I.-Lghl_-:ng 402
jumgping 40+1, seealth 5042

Coordination 10
Physique 2D
Intellect 100+2

Acumen 3D+1: hide: sell only 4D,
search SD+1

Charisma 10 intimdation 4D, mettle
2D+ 2

Sirength Damage: 20
Mowe: 3

Fate Points: (i
Character Points: 1
Body Points: 18
Wound levels: 3

Matural Abilities: hit= {ﬂamage
+104+2%: claws I,rl:lm:lge +100: dark
vision (e penalties in dim conditions),

small size (zcale value 3)
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ROC

The largest of all raprors 18 the roc
Legendary tales of these engrmouns
gwians tecount therm hauling away two
and semetimes three elephants in their
taloms, The truth of it is that they can
rarely make off with more than one
elephant, but tales fow from river to
ocean by the fire of the taverm.

The roc weights about 11 to 13 met-
rie tane with a wingspan of 40 vo 60
rieters. The appearance, sspecially the
plumage, of thesecreatures depends on
their territery. Desert or maea rocs are
whiteorblack, sometimeasa mix of bath
Forest and mountain racs are brown
and gold, and jangle and tropical island
rocs are the most colorful and varied
with a flurry of blues, reds, and greens
Crespite their differencesinappearancs,
they all generally attack and nest in the
same fashion

Unlike aother raptors, which generally
onily make a diving pass oF two at pray,
i vod continwes to fight i its quarry has
been hicky enough to dodge its talons
However, the roc generally avoids land-
ing tofight, preferming to hover and rake
at potential prey while keeping its body
gway from harm. Defenders without
ranged weapons will most fikely not be

y?ﬁ
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able to hit the hovering rec, even with
spears, as the bird hovers just out of
range. Those using thrown or ranged
weapons face a penalty of +10 to the
difficulty to hit a roc, if shooting from
below, due to the force of its wings
buffeting, Additionally, if the roc’s prey
battles on sand orloose dirt, they havea
+5 penalty toallsight-based difficulties
(incleding attacks) from the dust clouds
the roc tends to kick up
Besides the peril from having to
face a hungry Roc swooping down on
hovses and meaty adventures, there
‘e another threat the rec poses
nest building, To lure a mate,
the male o builds a large nest
on top of mountaing, hills,
mesas, of sturdy tres canopies.
He collects lumber and rocks
from many different sources,
ezpecially thoge that appear ro
have useful shapes or interast
ing oplors, Many times, a roc
snatchechouses, barns, fences,
towets, and — disturbingly too
aften = guthouses, Stories of
entire villages disappearing
can often be attribured te an
amorous male roc keen on a
matching set of cottages to
ring his bachelor pad, with a
handy wharf for a squatting
perch. Itis a macabre, though
veryalluring, hatcheryforthe

-

female roc. 'IZh..'|1'.||-I:L=|,|:'|'.'1,rI the desire to
mate strikes nnl}' evETy few years

TYPICAL ROC
Apility 3D:dodpe 404 1, hghting 60+ 2,

Hying 510
Coordimation 21
Physigue B0+ 2: lifting 120
Intellect 10+7; crafting: nest build

ing 302
Acumen P search 4D, tracking

3Dw]

Charisma 10 intimidation ED, mettle

o] ]

Strength Damage: GI¥
Mowe: G0 (fying /30 {gliding)
Fate Poanits: ()

Character Points: 0

Body Points: 65

Wound levels: 7

MNatural Abilities: beak (dam
age +2000; diving attack (435 to fiying
tatal for and « 21 to inibative voll for
1 round whon charging 1 target from
sufficient altitude); talons (damage
+213; two attacks to the same tarpot
por round with no penalty); large size
(scale value 15)

Mate: When soaring, using thermal
layers in theair to stay aloft, 3 roc can
Ay for about 2,000 kilometers before
rc!ql:l.ring rest,
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SASQUATCH,
YETI

Sasquatch (or Bigfoot) and Yets are
ape-like nymanoids with niearly Human
faces, Fur covers them, brown or black
for Sasquatch and white for Yen, Yeti
also have large fangs, Both types stand
about 2.1 meters tall when fully grown
Sasquatches are ommiverous, but Yetis
are strictly carnivorves

Bigfoots five in small, close-lnit
family units, They are friendly, gentls
creatures thatonly fight to protect their
young Their culture s only shghtly
more advanced than the Stone Age,
eor they may have simply made stone
tools, They prefer the temperate clime
of the fovest, They often sleep under
the stars or among the branches of very
lavge trees

The Sasquatch’s arctec counterparts,
thve Yati, are more aggressive and may
attack travelers that venture too close
to their e caves, Yetis are solitary
creatures, Their familyunitsbreak down
a5 soon as the young are old enough to
forage on their own. With their sharp
famgs and strong handz, they don't find
tools necessary,

If approached in a friendly manner,
the Sasquatch may respond to an offer
of food, but they are extremely wary
of outsiders. Their society is primitive,
and even the wisest among will not
understand the ways of cutsiders, Sill,
they kmow theirlecal forestawell and are
excellent guides if bribed with feod.

Yetis will devour the food offered
to them and then attack to find more
Although they know much about the
local tervaim, they do not have the
mental capacity bo communicate their
knowledge, The best strategy to escape
thkese beastsis to drop fresh meat and
flea,

Mative peoples have a great respect
for these moble creatures and give them
awide berth, Monethelezs, they consider
zlaying a Sasquatch or a Yeti to be a
despicable act and can assuredly harm
zocial relationships with such groups.

N —— e e e R —— e i ———— ol e .

TYPICAL SASQUATCH

Agility 31 hghting 3032, melee com
bkat 31041, stealth 413

Coovdination 30 throwing 210

Phj’jiqn. 30 ]'iﬂ‘ing 5D, running
B2

Intellect 20 scholar: territory 40

Acamen 30 hide 60, search 30432,
survival 40

Charisma 7

Stremgth Damage: 30

Mowe: 10

Fate Points: [

Character Points: 1

Body Points: 29

Wound levels: 5

Advantages: None

Disadvantages: Devation (R1), to
anything young and helpless; Learning
Problems (R1)

Special Abilities: Endurance (A1),
#30 to Phpsigus when performing
fatiguing actions; Matwral Armor; Fur
(R1), #1D to damage resistance total;
Matural Hand-to-hand Weapon: Claws
(R1), +10 damage

TRV R bR e

TYPICAL YETI
Agility 30 fghting 503 melee combat
40, stealth 4D
Coordination 303 throwing 2D
thliqnq 30 J:i'Fl'i:ng 50, running
Bl
Intellect 11
Acumen 30: hide 200, survival 40
Charizma 2
Strength Damage: 313
Mowe: 10
Pate Poimits: (1
Character Points: 1
Body Points: 37
Wound levels: 5
Advantages: Mone
Disadvantages: Learning Problems
(K1), Chirk (R3], easily provoked bo
attack
Special Abilities: Environmental
Resistance (R2}, +6D to Physique to
resist offocts of extreme conditions;
Matural Armior; Fur{R1}, #1Deodamage
resistance total, Matural Hand-to-hand
Weapan: Claws (B1}, +1D damage;
Matural Hand-to-Hand Weapon: Fangs
(K1), 41D damage
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SATYR

Passionate and wild, mercural and

free, the Satyr is perhaps best symbol-
ized by the whimsical fluttery jips they
often play on their panpipes. A Satyr
possesses the upper half-body of a
Human whil= the lower half consists
of the haunches, legs, and hooves of a
gaat. Blightly shorter and smaller than
Human;. mast E:.Ty'r: POSSESS pxtranr-
dinary grace. Although their legs have
gaat-like fur, the rest of their bodies
are typically less hairyr than ather half-
Human crossings (such as Minotaurs

and Centaurs); and they are penerally
quite alluring. They possess horns on

theirheads, which start asnubsinyoung

Satyrs and can grow to dozens of centi-

meters lonp, expecially on males; these

arelargely ornamental andareonly used
as [ﬁ:ﬂingm:pﬂn: Hal d‘il’EEmHg\El‘IdH

or a5 part of courtship play.

Sacyrs, as & ruls, devote themselhres

entirely to hedomistic pleasure, They
take delight in aloohol, music, dance,

frolicking, and
physical dalliances,
Alchough Satyrs
can only produce
offspringwitheach
other, that doesn't
stop most of them
from attempring
to seduce ... well,
anything. Satyrs
reach maturity at
age 12 and live
about as fong as
Humans; for some
reazon, their hard-
living lifestyles
do ot adversely
affect their health,
Satyrs are omniv-
orous, although
they favor light
fare such as fruits,
vegetables, and
cheesas,

Satyrs prefer
Living in forests
OF MOUnEAinois
regions, but are

adaprable to other climes. As a whale,
Sacyrs tend toward laziness, and they
often sleep outdoors in warm environ=
ments or within simple huts in less
hospitable areas. Satyr villages never
have an organized power structure,
atthough they will seek their elders’
wizsdom in times of crisis.

Drespite their simple way of life, Satyrs
are not abowve the finer things — espe-
dallypieasurable possessions. Although
zome Sabyrs delight in thievery, most
prefer to barter for what they want,
offering tunes, crafts, or diversions.
Crespite their

theirhifarious burlesques of established
zocial mores spawned the entire dra-
matic and narrative tradition of “sative.”
Regardless, the anything-goes seazonal
Satyrical performances often form the
Iynchpin of festivals and cultural events,
much to the dismay of some prodish
communities

Whilemost Satyrs revelin their baser
instincts, a few have dedicated their
lives to more intellectual or altruistic
pursuits, Indeed, a small number have
formed a locse guild, the Hirei Heroic,
dedicated to helping othess, mostly by
providing advice or support for their
kin whe choose to adventure Some
cynical Satyrs claim these do-gooders
merelyuse self-denial as a different kind
of sensual experience, and pradict the
inevitable submission to their primal
natures will prove explogive,

TYPICAL SATYR

Agility 3D: acrebatics 4D, dodge
30+2

Coordination 2D, slight of hand
3D

Physique 21 running 20+1, stamina
20+2

Intellect 2D); culbures 30

Acuman 2D+ 1 artist 2004 1, know-how
3D, readingvriting 3D:1, scholay
ap

Charisma 30+ 1 bloff 40, charm 5D+ 1,
persnasion S0+ 4

Stremgth Damage: 10! Mowe: 10
Fate Points: [

Character Points: 3

Body Points: 17 Wound levals: 3

Advantages:

mee  Mone
;ﬁeﬁa T et o Sty onge. She honded Disadvantages:
a rich culbure; me & bottle and smid, Here; drink Devotion (R2),
besides hav- this.' My memories of the encounter debauchery; Hin-
ingapenchant Eet distinctively fuzzy after that drance; Delicate (R1),
for bewer- Fm.m--f_'ad o, =2 1o 'iaIllla.ge resiss
= ext the Bage tance totals
it 2 Special Abilities:

and musical
instruments
(especially woodwinds},

many Satyre are accomplished writers,
bards, and actors. In face, chey claim

Skill Bonus: Charis-
matic (R, +1 o i,

cheran, and persiiesion Tolls

Equipmant: panpipes
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SCORPION

The dreaded scorpion, symbol of
treachery im the desert lands, is
rencwned for its ability to Kill with a
quick, hidden sting. They are noctur-
nal predators, feeding on a variety of
insects, smakes, lizards, and mice. They
can be found in many climates, such az
grasslands, savannahs, forests, jungles,
and cawves,

Study by druids and othernaturalises
haz revealed that scorpions locate prey
by sémeing vibrations and touch. They
also have two forward eyes and from
two to five pairs of eyes lecated laterally
alomg the head and forward body seg-
ments to sight nearby objects.

| With life spans ranging from three to
15 years, scorpions can easily produce
tandreds of offspring over their life-
time, which molt penodically as they
grow to adulthood. In the caze of giant
scorpions, created by dark drwids or
inzane wilderness magic, such scoves of
offspring can threaten entire towns

Scorpions are generally solitary
arthropods, but some species form
tEMpOrary gEroups or even extended
family nests

. i ]
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The unique neurotoxin of various
scorpion subspecies is designed forboth
hunting and defense, usually to paralyze
pray. In the case of giant scorpions,
such as massive dose of toxin is vasily
enagh tokill,

TYPICAL SMALL

SCORPION

Agility 21: dodge 40, hghting 45,
jumping 30, stealth 50

Coordination 2

P]:',jiqnl 10 run'ning a0, swimrning
Z0

Intellect 110

Acomen 20 hide 410, sarvival &0,
search 2041

Wound lovels: 1

Matural Abilities: chitin armor
(Armor Value+2; pincer claws (damage
+2I; 44 to grapple); vibration sensors
{+2D bo search for moving objects on or
in groundy; multiple eyes (+ 10 o search
for nearhy objects an sides or behind);
stinger {damage +10; venom injected
when fight g success beats difficul ty by
S5 ormorel; wvenom (+5 be all difficultes
for 10 minutes; Moderate staming rell
to resist; failure with Critical Failure
on steritg moll means that the victim
is paralyzed for 30 minutes); small size
(scale value 12)

TYPICAL GIANT

SCORPION

Agility 2D: dodge 4D, fghring 70,
jumping GI3, stealth 20432

Coordination 70

Physiqua 50 lifting 8D, running
5D+2

Intellect LD

Acumen I hide 40, survival 60
search 2141

Charisma | [ intimidation 80, mettle
sD

Stremgth Damage 410

Mowa: 159

Fate Points:

Character Points [

Body Points: 40

Wound lavels: 5
Matural Abilities: chitin armor

(Armor Vahse + LD, pincer claws (damage

+200 44 o grapple);, vibration sensors

[+21 to search for moving ablects on or

in ground); multiple eyes (<11 o search

for nearby objects
on sides or behind);

Charisma 10D;

intimidation 303, The effects of the neuro- stinger (damage
mattle 30 toxin of scorphons dependson +1D,'ﬂenﬂ]:r|1'.njerte~d
Sl:nlngth'[hmagg: the subspecies. Gamemasiers Whm@m5l1ffeg
10 may substitute altermate beats difficulty by
Movs: 5 affects for the ones listed with f._—f.j;:;ﬂrfg "‘Eﬂ?::;
Fate Points: 0 thi typical dastripauns hese of damage FEE]’}' 5

Character Points:
L]

ENI-'F Points: 5

minukes, untifvickim
dies or is treated;
Drifficult stoine roll to resist); large size
[scale walume T)
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SEA SERPENT

Long-time sailors realize that the sea
ambodies contradiction. The orderly
rhythm of the ecean clashes sharply
with the chaos of each individual wave
Has that wave traveled halfway avound
the world, only to crash against our
veasel? Will that wave reach our home
shore, lonmg before

s o i
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Sea serpents normally prefer to
remain below the sea, although they
hawe a natural curtosity that can attract
them to the surface They generalby
attack bey biting. using their massive jaws
amd testh tochoplesserpreyinto pieces
They also knaow they have bulk on their
gide, and are not above bringing their
tull wedght against victims or Human

wvessels, Despite

we do? And why
does that wave
comming at e have
fins?!

5Sea serpents are
probably the most
well-known mon-
strous danger a
eailing ship might

encounter. Unlike harmless two-meter
l cea snakes that resemble their larger

| C—l—————T e —— mrpl—

cousins from afar, thiesea serpents can
reach from 10 to 30 meters in length,
witha mouth thatean swallow a Human
victim whole. They generally have dark-
green oF gray skin that provides some
camouflage, although sea serpents do
niot generally favor subtlhety.

Sea serpents Can survive I nearly
ANy CCeanic envirenments except the
most frigid. Being omniveroas, they
prefer toeat largs fish and stheragquatic
fare, although they can supplement or
even supplant their diet with seaweed
Humans provide good nourishment
for serpents; fortunately few have
developed a taste for those land-bound
meorzels, Tales tell of at beast one fers-
cloiks sea sarpent that attacks anything
Human-related it can find, in order to
sate its desive for Aesh

Sea serpents are mot particularly
territorial, and some reports mdicate
that & dozen or more sea serpents <an
eyrvive in seas that contain enough
food. They generally live solitarity until
they find a switable partner, at which
point they become mates for life. Such
a coupde produces offspring about ence
avary three to five years; the female sea
gRrpEnt protects 18 young eggs — lain
inbatches of three to six — inundersea
grottoes, The poung reach maturity in
about three years, at which point it
ewima off on its own

Sailors have learned towatchfor
thefrothing waters thatsignal the
approach of one of these or other
great sea beasts, such asthe giant
squid and Water Giants,

having dexterous
heads, in general
theydo not engulf
and constrict
their foes, None-
theless, it is pos-
sible that some
have adapted thic
giant-zal-like tac-
tic to drag Human vichms below the
water, drowning thern before eating
them

Most commeon in oceans, scholars
believe that sevpents can also live com-
fortably in large bodies of fresh water
They theorize that such “lake serpents”
grow slightly smaller than their sea-
dwelling cousins, The closed confines or
lack of aalt water likewise seem to make
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such creatures more decile, and some
hards belisve more than one lakeside
comoanity have such a reclusive giant
lurking beneath its loch

TYPICAL SEA

SERPENT

Agility 4D fighting 5D

Coordination 711

Physique 601 swimming 70

Intellact 10

Acumen 210 search 30, tracking 30

Charisma [ intimidation B metile
3D

Strength Damage: il

Mowe: 20 (swnmming)

Bate Points: (

Character Points: {1

Body Points: 76 Wound levels: 5

Matural Abilities: breathe inwater;
jaws [damage +30); rammming attack
[+7TI} damage against ships or other
sasy-to-target victims); thick hide
(Armoy Value +104 can be bypassed
through mawthy; large size (scale mmasdi-
ferof 135
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SKELETON

Skeletoms are the magically or
supernatarally amimated bones of dead
humans and animals, They somatimes
wearthe tattered remainsof theclothes
and armor they wore in hie and often
carry broken weapons. The eye sockets
of skeletons sometimes glow with an
eetie red light

These undead creatures have no
magical powers of their owm, but they
ray wield simnple magicitems for attack
purpaeses. Hewever, skeletons can ondy
be given simple commands of 20 words
ot bess. They follow these instructions
unitil their creator gives them another
ot they are destroyed. They will follow
eyicidal commands,

[fbeft to their own devices, they attack
any rnoying target {alnve, andead, or oth-
erwice] that crosses their path, except
others who were animated with them,
unitil they or it are destroged. Sunlight
does not damage thern, but they tend
to dwell m places of darkness.

Sheletons do not eat, although they
will bite and cratch an opponent if no
weapon = available to them, Having no
flesh, they have no need forclothing to
keaptheskinim place. They carry thebre-
ken weapons and shields that they held
in fife. Bometirmes, they have an ttem of
value upon themn, such as a necklace or
cradwm, Very ravely, a necromancer of
other commander of an undead army
willbetter equip the creatures and direct
themn to operate slage weapons

The bory nightmares dwell i dark
places, especally crypts, In an undead
army, they are the canmon fodder Their
masters sometimes bury them so that
thery can surprise opponents by bursting
trom the groumnd

Thesze creaturag cannot be healed
axcept through magic,

TYPICAL SKELETON

Agility 20 fighting 30, melee combat
3D

Coordination 20

Physique 41

Intellect 1D

Acumian 211

P

Charisma 10
Strength Damage: 20
Fate Points: 0
Character Points: 0
Body Points: 12 Wound lewels: 2

Advantages: Size (R1-B2} =mall
seale value 3, large scale value 3, or

Mowe: 10

large scale value B {some skeletons do
not have this)

Disadvantages: None

Special Abilities: Skill Bonus:
Mindlezs (R1), +3 to mettle totals; Skill
Banus: Painless Wounds (R1), <3 to
shamding total

Equipment: shert sword (damage
+10+1}; small shield (Armor Value +2);
valuable jewelsy or belt (if formerly a
comtmander)

MINOR RAISE
SKELETON SPELL

Shkill Uged: Conjuraticn

Driffienliy: 35

Effect: 30 (30 command: undecd o
caster; +200 to Physigue for sheleton:
+1D to attribute for fphiing and meles
combat for sheleton; two rank 1 Skill
Bonus Special Abilittes for sheleton;
atiributes for sheleton based on resule
polnts)

Hange: 1 kilomieter {+ 100
Speed: +10

Duration: 25 minutes (+16)
I::Il'l:l"lls Time: 1 minuts (-49)
Other Aspects:

Components {-9): Bone from the

type of zkaleron to be raizsed (com-
rr|.!:nn,drutm:.red_l;g'l.:-:ewlrh sheletons
[eormrmicm )
Gestares (-2): Break hone
Mulriple Targets {+18): & targets
Other Alterant {+4): Uns=en targets
The caster traces the outline of the
rreature’s skeleton and smashes the
bone. Any skeletons of that type within
the mnge of the spefl areanimated, and
theystayanimateduntil either the dura-
tion runs out or they leave the spell's
areaof effect to chase aftera target. The
mage may direct the sheletons with the
command skill that the spell provides
The result points of the spell deter-
mine the attributes, Body Points, and
Wound levels of the skeletons. Theattri-
butes equal in dice the points abore the
dithculty. Body Prints equal the result
points phas 100 Waound levels egual the
half of the result points {round up).
The Physigue attribute also gets + 2D to
it, while fighting and melee combat cach
equal +11 abowe the Agility score
this spellis for raising skeletons with
a scale value of zero.

—— e —— e




SNAKE

Another prolific creature with an
amazing recoerd of survivability and
diversity, the imblesssnake lsapeerles
hamter in its own emviTonmments, Noy-
mally too small to bother hurmanoids,
except through attacks triggered by a
defensive response, thare are somme spe-
CI28 Eroveim: Do NaTIHUE size amd power
Some even possess strange magical or
unmatural abilities

Eor example, the giant snake's need
for prey can quickly depopulate a jungle
of forest. Such beasts arve often wor-
shipped by primitive humanaids, who
teed it a steady diet of captives,

TYPICAL

COMNSTRICTOR SNAKE

Agility 3D climbing 5D fighting 41,
stealth 7D

Coordination 10

Physique 200 hifting: conatriction 310,
running 50, swammimg 50, stamina
4D

Intellect 10

Acumien 11 hide: seif only 40, survival
5N gearch 3D

Charisma 1 intimidation 30 mettle
D42

Strength Damage: 21
Mowa: &

Bate Points:
Character Points (1
Body Points; 11
Wound levels: 2

Matural Abilities: cold-blooded
(lethargic m cold: +7 to difficulties of all
actions until warmed uph; heat sensing
(=30 to search]; constriction {victim
rodls we: snake’s Jifting: congtriction o
escape or suffer 20 damage per round);
small size {scale valwe 3)

TYPICAL SMALL
VENOMOUS SNAKE

Agility 4D fighting 4D+1, stealth 6D
Coordination 10

o= = LT __
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Physique 101 running 30, swimming
4D, staming 41
Intellect 113

Acumen 110 hide self only 413, survival
5D, search 210, track 20

Charisma 2 [ inbimidation 30, mettle
4D

Stremgth Damage 10
Mowa: 18

Fata Points: 0
Character Points (]
Body Points; 7
Wound levels: 1

Matural Abilities cold-blooded
[lethargic in cold; +7 to difficulties of
all actions until warmed up); fangs
[darnage +10); wvemom injected when
fighting succezs beats difficulty by 5 or
more); venom (cauges 5 points of dam-
age every 10 minutes uncil victim dies
or 18 treated; Very Difficult stamina redl
to resisth; heat sensing (=30 oo searchl;
srall size (scale value 3§

Mote: Many have a rattle tail (+20
to intimigdation)
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TYPICAL GIANT

VENOMOUS SNAKE

Agility 30 Aghting 71, stealth 60

Coordination 20

Physiguoe 50 lifting 120, running 513,
swimming 50, stamina 120

Intellect 110

Acumen 211 hide: self only 40, survival
20 search 21D

Charisma 10 intimidation 3D, mettle
202

Strength Damage: i

Mowe: 14

Fate Poanits: ()

Character Paints [

Body Points: 75

Wound levels: &

Matural Abilities: cold-hlooded
(lethargic in cold; +7 to diffhculties of
all actions until warmed up); fanps
(damags: + 10 venom injected when
Fighting success beats difficulty by 5 or
mare): venom lcauses 20 darnagr tor
3 vounds; Very Dithcult stamina roll to
resist]; heat sensing (+3D to search);
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SNAKE-
WOMAN

This creature has the head of awoman
and the body of 3 gigantic constricking
snake, which puts it into the half-snaks
class of folk called naga, She canappear

a5 a Human woman, but she prefers
her snake form, When appearing as
Humans, they often dress simply and
sometimes s[mrr tatkons that are sug-
gestive of their true natures, Whether

appearing as Homans or their true form,
the creature can never change her facial
tratures by shapeshifting.
Snake-women are social, but they
avoid larpe populations, They enjoy
tha company of Human men and will
spmetimes pmm'im? them mz_gi-.' itrems
tor get the men to marry them. Thisiz a
dangerous proposition for the man for
tan reasans: If the Snake-Waoman isevil,
shewill eat him at the fivst opportunity
or whenever she grows bored of his

&
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company. If she 15 pood, she will take
the human to her lair for what seems
like seweral years, but whenbe crerges,
it will be hundreds of years later. If 2
Enake-Woman becomes pregrant, she
will always birth another female of her
kind, The creatures prefer educated
males, especially those that practice
magic and the arts

The strange reptiles can be found in
any desolate ares, but they make their
lairs at the bottom of deep bodies of
water, Their actual living quarters con-
tain air. These creabures are sometimes
conwinoed to become puardians of magic
portals, treasure vaults, orotherimpor-
tant items. Occasionally, they puard
the previous home of a former lover,
friend, or tutnr.

Cnake-women have the same dist
as large snakes, they prefor to make
their lairs near places with fresh game
to affer. Snake-women constrict their
victims and swallow them whole, They
pataman-sized creaturs approximately
once every thres to sie months

Those creatures have limited magi
cal ahilities, and they somatimes have
soveral powarful magic items they have
accumulated from their travels orprew
o5 victims. Even the most ovil Snakes
women are bevel-headed mdinaduals thas
can be reasonied with. However, theydo
nat suffer fools gladly and wall often kill
and gat those they consider to be of low
intelligence unless the potential wictims
can prove otherwise.

TYPICAL SNAKE-
WoMAN
Agility 30 fighting 304 1; constriction
40, meles combat 3043, stealth 40
Coordination 317
Physiguoe 301 swimming 40
Imtellect 30: cultures 50, readingwrit
ing 31242, scholar 51 arcane lore 1,
spraking 51
Acumien 310 artist 4041 ,:rwr-sﬁga.tmn
40, mettle 3001
Charisma 3 charm 5D
Magic 20 alteration 2041, conjura
tion 201
Strength Damage:; 70
Mowe: 10
Fate Points: ()
Character Points: 7
Body Points: 74
Wound levels: 3
Aﬂpﬂnl;q.g-n Size: Large (R1), srale
valug 3
Disadvantages: Advantage Flaw
(B1), when usinga,sha,pn{hanp;ingspnﬂ_
cannot change facial features
Epﬂi.l Ahilities: Longevity {R1);
Matural Hand-to-Hand Weapon: Con
stricting Body (K3}, on a successful
grab attempt, the Snake-Woman deals
Strempth Damage +3D for each con
secutive round she squeeses her victim;
Shap.rshiftin g: Human Female (R1}
with Bestricted {R1), cannot chan_gﬂ'
her face: Water I'.-rmlrh:ng {RZ), + 2D o
SWimming
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SPHINX

Mypsterions and atien, Sphinzes are as
dangerous az they are inscrutable, and
none but thebravest adventurers would
face ona willingly. Posseszing the body
of alion, the upper portion of a Human,
and large flowing wings, the Sphins are
frightening; in fact, some behieve they
are somehow an embodiment of fear.
Sages note that Sphinxes represant an
odd juxtapositien of intellect and ani-
malistic power and cunming, combined
withwings that put them inregions and
worlds where netther is expected.

Even the most learned of scholars
know very little about Sphinses. The
average Sphinx is somewhat taller

| than a Human when sitting on all four
legs, and its body extends about three
meters. However, they can grow much
larger. They seem unaging, and some
reports state they can continue growing
throughour their lives; one bard tells of
a band of adventurers who straggled
to climb a large sandy mound, only to
discover they were atop a giant — and
ill-amuszed — anciernt Sphinx.

Sphinxes never sleep and donotseem
to vequire food, although they can eat
if they are so mclined; an irked Sphins
might scoop up a clueless adventurer
and devour himn whole, just to make a
point. Although they can reside any-
where that can support their size, they
most often live in deserts, labyrinths,
OF atep modntains, spending their time
a5 guardianz, oracles of hidden lore, or
otherwise waiting ... waiting for what,
zages can only nervously speculate. They
are invariably selitaire, except for those
remarkably rare occasions when amale
and female Sphinx have been spotted
high overhead, crchng in a seeming
courtship ritual of sharp angles and
impossible altitudes. The results of these
interactions — mcluding offspring, if
any — are the deepest mysteries of a
Lacretive Face.

When serving as guardians, Sphinxes
have 2 code of behavior bath honorzhle
andmysterious. They present those they
encounterwithachallenge, somatimes as
simpleaz ariddieor as complexasamaze
of tests or seviesoftrials. Although thess
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testemay be difficult, they are abways fair,
and Sphinxes abide by the results,

Asoracles, Sphincessometimes freely
provideinsight and knowledgs, presum-
ably to further their own goals, Other
tires they onlyreveal what they knowin
exchange for payment, such as a unique
artifact or a seemingly impossible task
(the putr of & cat, the first dawn of last
spring, or the like). In this regard, they
favor cleverness and intellect. While
mystifying, Sphinxes atill have cheir owm
personalities; some are talkative and
affable (while still remaining vigilant
to their duties), while others are gruff
and quick to anger.

Thiey are never known toattack at ran-
dorn o witheut provocation, alchough
several accounts have linked Sphinxes
to focused wielence and destruction, In
all thiese cases, their mysterions devasta-
tion either ended as quickly as it began,
o else dever adventurers determined
what arcane goal the Sphinx sought to
accomplish, and appeased it through
some other means,

If attacked, a Sphince responds with
a dispassionate precision, uwsing its
claws to slash or strangle and its maw
to mangle the prey. It uses itz fight
to its advantage and

Charisma D intimidation 5D, mettle
s

Strength Damage: 20 (+3)

Mowa: 26

Fata Points: [

Charactar Points: 5

Body Points: 22 Wound levels: 3

Adwantages: Size: Large (R2), scale
value 6

Disadvantages: Devotion (R3),
to keeping her word and fulfilling her
TrissI0ns

Spacial Abilities; Combat Sense
(1), combat modifier from surprise is
ak -2; Fear {R3), =3 to intimidation and
combat defense difficulties; Flight {R1),
flying move of 52, Hypermovement
[REB). #16 tobase Move; [ncreased Attri-
buter Acumen (R31, +3 to related totals;
Increased Attribute: Intellect (R3), +3
to related tobals; Increased Attribute:
Physique (B3}, +3 to related totals
linchiding Strength Damage); Lomgev-
ity (R1); Matural Armor; Pur (R1), 410
to damage resistance volis; Matural
Hand-to-Hand Weapon; Claws {R1}
+10 damage; Matural Hand-to-Hand
Weapon: Teeth (1}, +10 damage

will pursue its victims,
Howewer, its primary
duty is always to its
rnizzion, and it will not
abandon that under
ANY CFCUMETATCE.

TYPICAL

SPHINX
Agility 30+ fighting
5D, flying 4041
Coordination 20
Physique 30 {43}
stammina 50
Imtellect 30 (+31
cultures 50, read-
ingfwmiting 413+2,
zcholar 60, speak-
ing 40+32
Acumen 3D {+3):
investigation
4042 searchd Dy,
tracking 50
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GIANT
SPIDER

Of the many types of giant spiders
roaming mountain tunnels and dismal,
dying forestz, the jump spider and
the tunnel spider exist as the most
COMmOn

The jump spideris roughly one meter
in diameter, with eight legs one-third of
a meter long, Ttz fur is a dingy brown in
color, with yellow and black markings

The jump spider is a solitary crea
ture, highly territorial in nature. It is
by mature afraid of folk, but has bean
kenown to attack childron whe wander
inta its domain

The jump spider is not a web spinner,
instead relying onats agility, stealth, and
speed. [twill remzin in hiding until prey
is very near, then jump cut and attack
thence its name)

The ichor of ' jump spider iz highly
prized by many sorcerers, whouseitasa
cemponent in e spellsin place place
of frog or cricket legs (it is considered a
I VEry Fare COmponent)

Jump spiders live for approximately
10 years, and that mate twice in that
span, The female has athree-month ges
tation period, laying 50 eggs at a timae
After the eggs hatch, the female aban
dons the young, leaving them to fend
for themselves. Only sbout 10 percent
of the litter survives to maturity

Thiey can be found in urban and rural
areas, and prefer sewers and empty
warehouses when living in cities

The tunnel spider iz
about tweo meters in
diameter with eight legs
three-guarters of a meter
in langth. More apgres-
sive and durable than the
standard jump spider, a
munnel spider frequently

attack Dwarves and Earth
Fants

Tunmnel spiders rely on
heirpoisonousvenomand
beir webbing to capture
ictims. The spider can spin
aarly ome square meter of

webbing per reund, and it
oftan leawes prey in its sticky trap for
days before coming to feed,

Tunnel spiders are carnivores, eat-
ing everything from small animals to
large humanoids, Giant is a delicacy
that tunnel spider rarely emjoys, as
mosk giants are strong enough to snap
its webhing

Tunnel spiders dislike bright light,
andifsuddenty exposed to torches or the
like, it becornes disoriented and unable
tovact for a few rounds. The spiders will
usually try to attack from ambush and
snuff out the light first before attack-
img its foes,

While some can be found in rural
mountainous areas {(especially on the
outskirts of Dwarven and Giant settle-
ments), they seem bo prefer the sewars
of cities, where prey is more plentifl

JUMP 5PIDER

Agility 3D chimbing 4042, dodge 413,
tighting 3[+2,

Strength Damaga: 21

Mowe: 12

Fate Points: 0

Character Points: [

Body Points: 10 Wound lavels: 2

Matural Abilities: pincers (damage
+1D41}; small size {scale valoe 3)

TUNNEL SPIDER

Agility 4041 climbing 4042, dodge
442, fighting 50, jumping 40+ 2,
etealth 5D

Coordination I} marksmanship
wehbing 41

Physigue 3041 lifting 3042, run-
ning 40

Imtellect 1D:2: traps 2D

Acumen 3I: hide: self only 4D+1,

survival 30432, gearch 404 tracking
302

Charisma LD+ 2: bluff 50 intimidabion
4D mettle 20+2

Stremgth Damags 200 Move: 10
Fate Points;

Character Points: [

Body Points: 17 Wound lavels: 2

Matural Abilities: bite (damage +1;
venominjected when bite attempt with
fghtingis successiul), venom {canses 40
points of damage per round unblvictim
dies oris treated, Very Difficelt staring
roll toresist); heat senging (+ 100 search
in dim/dark conditions); stickywebbing
[Physique difficulty of 15 to breakd

jumping 40,
stealth 41042
Coordination 10
Physique 31} lift-
ing 30+ 1, running
40
Intellect 101+2
Acuman 3[F hide
zelt only 40, sur
vival 31022, search
40, tracking 40
Charisma 110:2: bluf_
40, intimidatio
30+ 2, mettle 20+

I TR,
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SPRITE

Sprites are often mistaken for play-
ful, karmless natura spirits sometimes
encountered by travelers moving
through rural areas. These fanciful
images do a great disservice, for Sprites
are mischievous, maliciows entities with
an unquenchable desire to lead victims
astray. They appear as fantastically
beautiful human women, paragons of
physical desire dressed in sheer gowns
trimvmed in silver. Sprites can change
their size at will, and can choose to be
anywhere from several centimeters
in height to almost two meters gall, if
desired(those thatshrink down to their
smallestheight gain theamazing ability
o fly, but few Sprites see any benefit in
thiz and choose to remain humaneid-
sized mostof the time), Fewpeople have
avar searn a Sprite’s true form, as Sprites
are hideous creatures that guard theiv
real appearance with murderous zeal,
hiding it under a potent glamour,

Water Sprites are never encountered
far from thewells, streame, or other bod-
iesofrelatively calmwaterin which they
live, andwhich petential victims abways
st cToss in arder to approach, When
a likely victim comes into view, the wily
Water Sprite engages in a craft that the
chosen mark deems important, and
pretends tobe hard atwork onamaster-
piece. To make her ruse convincing, she
conjures up elaborate equipment, which
often seems so wildly incongrieous for
the surroundings that thevictim should
immediately spot her true identity and
intentions. However, at this pointmost
victims are thoroughly charmed {lead
a Human blacksmich to a nearly naked
sex-goddess diligently working iron on
a forge in the middle of nowhere, and
hiz first thoughts are not hkely going
to be, "I wonder how she got her anwil
here®). Once her trap is sprung, the
Water Sprite reaches into her victim's
mind and gives him avisionof a passion-
ate embrace, all the while dragging him
to his watery death. Victims of Water
Sprites (strong and capable men, some
of them) have been found drowned in
puddles only centimeters deep, withno
zigns of struggle n evidence.
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Fira Sprites sometimes
choose to appear as Hurman
female children, because
their tactic iz slightly differ-
ent Like their name implies,
Fire Sprites delight in fires
— whether szetting them,
comvincing othets to set
them, or simply watching
a roaring blaze that hap-
pemed toignite by accident.
Fire Sprites find it easiest
to lead children astray, so
they often appear as a child
in order to convinge their
targets toaxperimentwithset...,
srnall fires “for the fun of it.” Naturally,
ghe contrives to build these small fires
whiere they will quickly get sur of hand
and cause the most damage, such as in
a hay barn or on a ship at sea. Thank-
fully, Fira Sprites are among the rarest
of their kind,

Earth Sprites enjoy crawling around
indarkspaces, whetherunderground or
under a stage in a theatre, seeking lost
tragsures. They would appear to share
the goal of many adventuring groups
except for one small detail — Earth
Sprites want others to remain undar-
ground forever, They will use any ruse
imaginable to convince their victims
to enter that old abandoned mine, or
rappel into the sinkhole that mysceri-
ously opaned up last week sutside of
town. Then, when her victime are well
and truly cut off from outside help,
she extinguishes their lights, cuts thew
rope, steals their maps, and otherwise
does whatever is needed to confuse hay
victims whileshe works at collapsing the
entrance or obscuring the exit, entomb-
ing everyone in darkness. She remains
underground, gleefully watching from
a distamce while everyome struggies
to fight off panic and escape Cmice
her victims finally stop moving, the
Earth Sprite takes from them whatever
banbles interest her, and then simply
burrows out of the artificial tomb to
hegin seeking new victimes,

Air Sprites are the most direct and
least patient of all Sprites, for they can-
not stand any delay i tormenting their
victims. Omce they spotalikely target, the

Air Sprite dl:w:up awhirlwind n:l:ha,:m:]:lr
debris — whether dust, sand, Pmu'd-l:r:,r
gl:::,nrwmdunﬂzlinn.:cnds—m:ﬁing
rh-cu-i:nms'n]m: :rbd:lngthﬂi:r nosesand
fill their |u.1155. It is wery unl:llca:an: o
drown in dust, ar the stories say.

TYPICAL SPRITE

Agility 50: acrobatics 6D+1, dodge
GB0+2 stealth G0+1

-Ennrﬁnlﬁnn![}:r]\mngﬂn,_s]nighr
of hand 50D+1

Physique 20+1

Intellect 217+2

Acumen 30: disguise 4D+1, hide 50,
knaw-howSD+1, search 40, survival
4D, tracking 50+2

Charizma 3 charm IiDﬁ,]'.!r:r:u:.-.:inn.
40+2. mettle 301+2

Hq.-gii: A appoertation 30+1, conjura-
tinn 30+1

Strength Damage: 10 Mowe: 10

Fate Points: (1

Character Points: 7

Body Points: 13 Wouond Levels: 7
Advantages: MNonz
Disadvantages: Cuirk (3], mis-

chievous and malicious
Special Abilities: Atrmospheric

Tolerance (R1), dust (Air only) or Little

air{Earthonly); Attack Besistance: Mon-

enchanted Weapons (RG], +6Dtorelated

damape resistance rells; Shapechanging:

Lize (1}, can alter size but not form

with Additional Effect (RE), gain Flight

(K1} when very small
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GIANT
SQuUID

Most captains who return from long
Boean voyages say ship-devouring giant
squids arenothing but myths. Mostzages
point out that the captains who dom't
return may have a different tale to tell.

In fact, while giant squids o
kraken —remain incrediblyrars, almost
no other single seafaring encounter
poses a greater threat to-a ship or its
crew, The giant squid can grow LB meters
or larger, with abodyfourmeterzlong, a
head and eight arms extending another
sight meters, and two vicious tentacles

I that can reach another six meters
beyond that, Lesser sailors often panic
at first zight of the head alone, with its
twio eyes the size of dinner plates and
a parrot-like beak that can chop a man
in half. Underwater, its skin glows with
bisluminescence in order to find prey.

Curside of rare mating cycles, giant
squids wsually travel alone, far beneath
the frigid seas at the poles. However,
theyoccasionally wander brietly to more
temperate regions. They might even

emerge from
the inky depths
to breech the
surface waves.
This happens if
a lerabeens chases
sOme particus
larly interest-
ing prey, or if
a ship fool-
ishly attracts
the attention
of what lives
in the waters
belaw,
Giantsquids
are carnivao-
rous, geners
ally feeding on
large marine
animals, Itz
only natural
predatoris the
giant sperm
whale, and
specimen tentacles recoversd from
whiale stomachs provide the enby physi-
cal evidence of the kraken's existence to
the surface world
The glant squid attacks miost prey by
first catching it with huge dubs on the
ands ofits tentacles; suckers and vicious
swiveling hooks along the clubs' surface
draw the victim close; Then it wraps its
quarryin its other eight arms to ensure
it cam't get away, and rips into it with
the beak.
The most valnerable point on the
kraken 15 its eyes. If blinded, it will
braak off an attack and

e Sepp—

wrapping therm inits arms and soeffing
them into it maw,

Fortunately for those who beave the
zeaz, the giant squid remains a rare
phenomenon. However, it has besn
theorized that, should adventurers
venture deep beneath the surface of the
watar, encounters with these creatures
would become much more likeby,

TYPICAL GIANT
SQuID
Agility 41, fighting 6D
Coordination 2
Physique 50 [ifting 71, stamina 600,
swimmuing &0
Intellact 1D
Acamen 20 search 30, tracking 30
Charisma 21t intimidation 70
Stremgth Damage: 417
Mowe: 26 (swimming)
Fate Points: (
Character Points: {
Body Points: 78 Wound levels: 5
Matural Abilities: bite {damage
+1D}; tentacte clubs (damage +7DY;
arms [damage + 3D successful tackle can
continue apphving damage each vound
as afres attack until victim breaks free;
maxitnum of sight arms); tough skin
(Armior Value +2; doss not cover eves);
large size (scale value 15)
Maote: Giant squids can attack once

with its bite or tentacle club, or twice
with its arms each round

submerge, where it will

eventually be slain by one
of its own kind.
Encounters with
Human ships progress
similarly. First the kraken
strikas the vessel withits
temtacle clubs, damaging
it &0 it cAnnob escape,
Then it wraps the ship
withits armz, crushing it
to preces, Should it find
resistance — uswally in
the form of terrified sail-
ors = it attacks thern by

(AR EERR NN

From a memao by Admiral Hiddedharder,
Director af Special Projects to Professor Nakka
dquaregia, Gromizh Inpentor

| have reviewed your plans for a giant sealed
“sub-ocean” vessel, to be lashed to a giant squid.
While this would be a wonderful additlon to the
eet, | note two probleme,

First, where would we find a group of adventurers
crazy enough to go undersea to hunt the largest,
most dangerous aquatic creature alive — sven if
yeur plans for the bathypelagic armored entangley
designed to catch it do loak feasible?

Second, upen scrutinizing your plans for this
sub-marine vessel, | note the cahin designated
“Admiral’s Quarters” is a amidge tno small.

e — e — R e —
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STYMPALIAN
BIRD

These annoving avian creatures
appear tobe z combimation of storkcand
ibis with bromze or wron beaks, caws,
and feathers, They are only slightly
smnarter than the average stork. Mamed
for the swamps in which they were firar
encountered, these flesh-sating bivds
attack any living cveature that wanders
inte their territory,

Stympalian birds prefer to attack as
agroup Oy by killing better than half
of their number or making aloud racker
cana combatant hope torid themselves
of the fiving fiends, The birds defend
theirnests to the death if they have eggs
or hatchhings imit. Otherwise, they flee
until they think it's safe to return.

These birds prefer fresh meat, but
they have been known to eat carvion to
syrwive, If @ victim is impured, they may
track the blood trail a short distance
and wait a few hours for a creature to
bleed to death

These creatures only live in marshy
and swampy areas where they can build
their nests, They cannat survive in cold
oF arkd regions

The featherz from a Stympalian bivd
are highly valuable. Most merchants
will pay handsomely for them, Wizards
often use the feathers when concocting
potions that allow the imbiber to fiy

Domesticating the birds is afmost
impossible, They are foul-temperad
beasts that think nothing of litevally
biting the hand off that feeds them,

TYPICAL STYMPALIAN

BIRDS

Agility 2D fighting 5D, fiying 3041

Coordination 3D marksmanship:
feathers S

Physique 60
Intellect 1D

Acumien 30
Charisma 20
Strength Damage: 30
Mowe: 4

——

Fate Points: [
Charactar Points: {1
Body Points: 21
Wound levels: 3

Matural Abilities: beak (damage
+1000 fear of naise (imediately attermpt
to fiy away from any loud noise); faather
buret (shoot burst of metal feathers for
3D damage te anyone within ¥ meters
of the hird; once per day); metal feath-
ors (Armor Value + 200; talons (damage
+2D3; valnerable spot (the undersides
of the wings have only an Armor Value
of + 1D targeting them requires a called
shotwith +3 to the difficulty); small size
(scale value 3)

STYMPALIAN FLYING
POTION SPELL

Skill Usad: Conjuration

Difficulty: 13

Effect: 15 (Flight (R2) plus fwing skill
at +1mH

Range: Self (0]

Spead: [

Daration: | hour

(+18)

while heating over a flame (fairly
simple)
Focuszed (46

Variable Duration {(+8) Onfoff

switch

By combiming a few compoments ina
glass beaker and heating them over an
open flame, a wizard can create a draft
that, when imbibed, allows the user to
fly at a rate equal to 40 times her base
Mowe. The keyv to the spells simplicity
is & pinch of feathers from a rare Stym-
palian bird.

The result poant bonws may be applied
in one of two ways: Add any result poink
bonus to the duration value and ook up
the new tme on the “Spell Measures”
table. Or, for every =ix points in the
result point bonus (rounded down),
the user may increase the Flight Special
Ability received by one rank. Thus, a
result point bonus of S would permitna
increase in Flight ranks, while a result
point bomus of 6 to 11 would allow an
increase of onerank The bomus may not
be split between the twoe options.

]

Casting Tima:
rournd [-4)
Other Aspacts:
Charges (+2): |
charge with wan
to go off wher
potion is drunk
Components
(~17) aferStym-
palian bird feath-
erz lextremely
rare, destroved),
pure water
{wery COUMImo,
destroyed},
thick glasz bea-
ker [uncom-
maon), small
heating fire
lordinary,
destroyed)
Geature (-2)
Stiv together
components
in beaker
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SWARMS

.‘Ewa.n‘nmnrphgurs._nf:m:l.ln:rvazum':
farm for a number of reasons, bur the
mre common is devastation of habitat
Nn:t.ﬂ:nfrat.:,ﬂnn:ing:’.mr Anod waters,
may combine and storm city streets,
creating havoc and spreading disease.
Forest fires may drivewasps orbees from
neighboring hives into one destructive
unit. Onee aswarm forms, it lastsaslonp
a5 the food supply can sustain it oruntil
it moves into a new area with abundant
TEErET TS, .‘SL\'.arrn:rnrl}':lipthrnl:ghnn';
opening that several members of the
swarm could fitin, Clever adventur-
ers will s=ek ways bo cause swarms o
loase strength through starvation and
survival, rather than by combat.

Unfortunately for most travelers,
swarms most often are not detected
until they arevery close, With any kind
of imtervening terrain such as hills,
trees, walls, and hlj:lding'r, the sounds

a
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that a swarm makes are often muffled,
if audilble at all. When the path is clear
to the swarm, they are easily spotted.
Should an adventurer stumble into a
swarm unawares, the most effective

tactc is to run, Swarms will not chase

afteraflecing targetif atleast one ather
pnt-:'n'ri.al target remaing in thearea, nor
does the swarm split o follow potential
victims heading in different directions.
[nstead, they go after the most injured
or the wealest one

Az
!Hulu-u--n bl ™

Fighting a swarm with hand weap-
nng, especially gunpowder arms, iz
ithess A pass of o sword through
warm may succeed in balling mary
them, but it does not reduce
eirnurnbers significanthy, Unless
e character is impervious bo
12 attacks of the swarm, it soon
ecomes obvisue the combat is
wpeless. The only effective way
if doing damage to a swarm is
with atcacks that target areas
rather than individuals, such as
gunporatder bombs or spalls with
areneffects These attacksignere
the scale modifier completely,
caleulating the combat resnlt
and dealing damage as if the
awarm had the same scale az
the attacker. An area attack
that misses means that no
significamt impact was made on
thi swarm — o few ave dead, a
few move out of the way, bat
the group remains basically
whole
In actacking & swarm <an
& mnamy actions per round as it
—— ooumd lewels with no mlti-action
penalty, (It will not take more than
theat numnber. § Swarmes generally do not
dodge, thoogh magically enhanced ones
might. To flee a swarm simiply requires
an opposed mewang roll, though the
svaakmn can attack while on the move,
Small animal swarms are composed
of creatures with a small scale value
between 8 and 14, Insect swarms are
made of bugs or other tiny crittars with
a small scale value of 15 to 22

(Y L]
R ey rYT L

The game characteristics are for the swarm as a whole, not for the typical

individual rmember.

Snme craatures alse have vemom o poison, which is injected when the
fightimg total beats the dificalty by 5 or mrore. The vendm or prizen |nﬂict=
1T or more damage (depending on the arimall every two minutes with 3
Moderate or higher steminag roll to reskst,

When a swarm comes acrass something smaller than an individual mem
ber of the swarm — such as a Fairy trying to get through a group of bats
_ treat thess situations as a stampede (see the mtroduction of this book

for more information).

LT
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INJURY TO SWARMS AND SWARM SIZE

Ose this chars tn determine various chavacteristics related to imjury for & swarm, as well a8 its approsmate size. When
using the Wound levels system, ignore the game mechanic effects of each level When using the Body Points sistem, a
awarm receives 3 damage resistance roll equal to its Physigus score. The increasing number of Wounds and Body Points
da not indicate an increased toughness but rather an increased resistance to dispersion. Once the swarm has no Body
Paints or receives one Wound beyond its maximum, too few members remain alive or unshaken to keep the group

together, The remaimning members flee

Wound Bady Physique Strength Scale Mumber of Number of
Levals Points Damage Emall Animals Insects
2 14 an alla ] -0 50-2400
3 1 3D it a 50200 S00-2,000
£ ] 40 2D 12 2002000 5, 000—20,000
5 35 5D 3B 5, 00020000 S8, D02 00, 000

PR e e i i e e

TYPICAL SMALL
ANIMAL SWARM
Agility 2 fighting 21
Coordination 10
Physigue (zce chart)
Intellect 113

Acumen 211 search 40+2

20
Strength Damage: (zee chart)

T e e — e e e o R — e

Charigma | I intimidation 50 rettle

Mowe: 6 (ground} or 15 {Aving}

Mowe: 1 {ground) or 5 {Aying)
Fate Poinits: 0

Character Points: {1

Body Points: (see chart]
Wound levels: (zee chart)

Matural Abilities: pincers/sting
bite (Strength Damage only); strength
in rombers (+#10 0 metils rolls per 7
Baedy Potnta/l Wound level); swarm
attack (45 bo fighting tokal per 7 Body
Peints/1 Wound level}

Mote: Winged ingects alio have
Mg 20 while ground insects have

Alver the deric performs the invoca-
thon according to his relious regquire-
ments, the target of the miracle s pro-
tected from insects for cnemeter around
hig person. {The targel may move.) Te
fimd out if the invocation repels the
insects, use the intbmidation recelved with
the ageell versus the insect's or dwarm's
mettle. If the spell's fnttmidattan total s
greater than theingeot s arswarm's total,
the creatures veer off to anather, more
templing target. Otherwise, they attack
as they had intended.

Thie resull point benus of the invoca-

Fate Points: ( rumiing 2D, thon skill rell may be added either to the
Character Points: 0 inttridation total or bo the duration value.
Body Paints: (see chart) INSECT REPELLENT (If added to the duration value, look up
Wound levels: (sez chart) INVOCATION st e e
Natural Abilities: claw/bite (dam- Skl Used: Favor Oine pmaﬂ:l:ll: cump.uneni and gesture
age +1); strength in numbers (+10 o~ Difficulty: 18 combination is for the clerle to wave a
mettle rolls per 7 Body Points’ | Wound Effect: 15 {intimidetion: inzecte 50 willow twig quickly through the smoke
level); swarm attack (+5to fightingtotal ~ Ramges Self ftouch (0) of a five, until the twig becomes saaty.
per 7 Body Points/1 Wound level) Speed: D The twig, which crumbles when the
Mate: Winged animals aleo have — Duration: 10 minutes (+14) invocation ends, becomes the foows of
fiying 41, while ground animals have — Casting Time: 1 round (-4) the miracle, 'Ih-elmmpnn:nu provide a
rumnmdng 40 GT;?[FE::::SH e it moter -6 Spell Toal madifier (or a -3 difficulty
TYPicAL INSECT s B i modifiery, while the gestures of waving
and holding it gisve a-3 Spell Total maodi-

SWARM Becimed (1) fier (or a -2 difficulty modifier).

Agility 11 fighting 21
Coordination 10

Physigue (zce chart)

Intellect 113

Acumen 1TF search 30

Charisma | [ intirmidation 50 rettle

AR R R R N T TR R F RO N |

Garmemasters also can use this information for swarms that don't bite,
such s butterflios. As these creatures don't have teeth or the like to speak
m‘,. thE].r do not receive any Strength Damage bonus indicated in the natural
abilities section. Instead of dning damage, the nonviolent swarms nfice dif-
ficulty modifiers, Making a fighting attack as norimal, but halve the damage

o p:.tal for a successful attack {round up). This is the difficulty modifier that
i5 applied to all of the target's actions for the rest of the current round and
into the next round, until the swarm’s turn in the new round,

Strength Damage: (zee chart)

— e — R e — -—
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TOAD

“Eve of newt, tongae of toad . where
arerny toads 1 s the oft-heard lamenta-
tion of the swamp witch, whose use of
toads az compoments and companions
makes for a curicus mix. Toads, unlike
theair watery cousins the frog, have dry
and warty skin and are not designed for
jumping long distances, Mast do not
hawve testh or long sticky tongues and
st stalk their prey until they chance
upon it, swallowing it whola

Miystically, toads have many symbaolic
{amd veal) meanings. They are assoc-
ated with damp weather and bringing
rain, thunder, clouds, and, of course,
warts. Some see the toad as the symbal
of poizon and concealed danger, gooad
ot bad luck, or even Demons [(gome
Crernon princes are definitely amphib-
1an in appearance). An arry of toads
of vain of fregs is a common means of
divine retribution, and some travelers
cay such hoyrible events do take place
i distant fands

TYPICAL SMALL TOAD

Agility 2[» dodge 3D, fighting 2041,
stealth 41

Coordination 20
Physigue 70 runming A0, swimming

e
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Intallect 11

Acamen 21; hide: self only 30 survival
A0, search 2041

Charisma 1T mettle 30

Stremgth Damage: 210 Mowe: 3
Fate Points: 0

Character Points: [

Body Points: 5 Wound levels: |

Natural Abilities: claws (damage
+2 3, wide=-vision eyes CHLDY to search);
srall size {acale value 1235

Mata: Some toads {and frogs, gen-
erally, the brightly colored ones) have
poison glands (contact poison; +5 dif-
fewlty of all action for 4 hours; Basy
stamana voll to restst)

TYPICAL GIANT TOAD
Agility 2T:: dodge 40, fighong 4D,

jumping 203, stealth 5T
Coordination 20

Fhysique 101 running 30, swimming
D

Intellect 11

Acumen 211 hide: self only 413, survival
GD, search 2D+1

Charisma 1 [ inbimidation 30, mettle
ap

Strength Damage 100 Maowva: 13

o e e .

Fate Points: 0
Character Points: (1
Body Points; 15 Wound levels; 3

Matural Abilities; dry warty skin
(Armor Value £1); claws [damage +2],
poizon glands (contact poisen; causes
3D damage for 3 rounds; Moderate
stamiing 1oll be resistl; swallow whale
[+5 to combat difficulty to attermpd; may
anly ke attempted against a target of
smaller size; may swallow 1 Earget per
8 hiowars; if swallowed, target suffers 20
from suffocation and acid damage per
ronmd until cut fres; target may onlyuse
daggers while inside the toad's stom-
ach); wide-vizion eyes {(+1D to search);
large size (scale value &)

TrPical FROST TOAD

Agility 4D dodge T[N Aghboing 50
jumping 201 stealth 51

Coovdination 20 marksmanship 50

Physiquae 10 running 30, swimming
2D

Intellect 113

Acumean 213 hide: seff only 20, survival
By search 20041

Charisma | [ intimidateon 308 mettle
ip

Strength Damags 1D Mowa: 9
Fate Points:

Character Points [

Rody Points: 5 Wound levals: |

Matural Abilities: white-and-grey
mottled skin (+1D to Alde in snowy
clirmes); dry warty skin (Armor Valoe
+21; claws {idamage + 11 swallow whiole
[+5 to combat difficulty to attempt; may
onlby be attempted against o target of
crillet size; may swallow 1 target per
E hoars, if swakloveed, target suffers 20
trom suffocation and acid damage per
round until cut free; target may only
uze daggers while inside the toad’s
stomach); wide-vision eyes (+110 bo
searcnl; night wision (no penalties in
dim conditiens); cold resistance {may
live im arctic climes; Armor Value +200
s oold-based attacks), frost breath
[darnage 40 3 times per day); small
siza {scale value G)

— e — — et
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TRITON

Tritons take their name from the
ancient god that created them as a
race of servitors. Even though Triton
was Human in appearance, he made
his servitors in the form of half-man,
half-fish, All Tritons, from the waist up,
possess well-developed Human torsos
with dark, curly hair (male Tritons
do mot possess facal hair). From the
waist down, however, all possess the
lower bodies of various fich-like sea
creatures. Their Human-like features
and physiques are well proportioned,
well defined, and smooth

Atfirstglance, Tritons kave auniform
appearance, but they actuafly differ in
significant ways. From the waist down,
one variant has the scaled body of a
large fish, complete with ventral and
dorzal fing and a broad eail. & second
variant has, instead of a single fish
tail, two serpent-like tails that end in
nieedle-sharp spines. The third vamant
has a fish tail, lile the first variant, but
possesses fine runnimg down his human
forearms and back, and his fingers are
webbed, All can maneuver on dry land
almostagwellas a Human, despite their
apparent icthyian handicaps

If male Tritons love anything more
than lounging on a sandy ocean beach,
drinking wine from amphorae, and eat-
ing figs and stuffed grape leaves, itmust
bethe pursuit of haman femmales. Triton
created his servitors out of 3 sea-going
people who turmed their backs on land
and offered themselves to the gods of
the sea, Fernale Tritons found a paradise
beneath the waves in their new forms,
bt it iz said that male Tritons secratly
regret the decision. Mowadays, when-
ever they get the chance, male Tritons
oo ashore in search of human female
companionship.

Cmie famoues story tellz cthe tale of a
rale Triton named Mikos who wooed
and won the hand of a human female
named Rina. Together they swam to
an uninhabited island and lived their
days in bliss, far from the world of men
and fish. Many male Tritons dream of
securing such a futare for themselves,

— ™ e e e -
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buttherealityis much different — while
Tritons are often considered alluring by
Human females, Human males cannot
abide the thought of such “wnnatural”
unions, Discoveries of terrestrial incur
gions by Tritons often leads to severe
retaliation, and few Tritons escapeback
to the seq in one piece,

Triton society as a whole deems the
victims of such punishments to have
brought it upon themsehves, and thus
turn ablind eve. Gocasionally, however,
an overzealous (and jealous) group of
land-dwellers geesitinto theirheads to
capture and kill overy Triton they can
find, sending out specizl raiding boats
armed with barbed nets. Often dozens
of Triton are caught and killed before
Triton society can muster ics foroes for
a counterattack on the land-dwellsrs,

Tritons arm for war much the way
Humans da, with largs, round shields,
Spartan-style helmets, and spears, all
fashioned from bronze that almest
glows green with verdigris from expo-
sure to saltwater. Attacks on homanoid
settlements begin at the height of
storms, when the gods of the sea are
at their stromgest, Even though their
wrath, once invoked, is legendary,
Tritons don't actually kill many prople
during such battles, It is said that they
seck ustice, not revenge, and can smiell
the blood of their kin on the hands
of those responsible. Guilty individo
als are dragged out to sea and pulled

beneath the waves, never to be heard
from again.

TYPICAL TRITON

Agility 30+ 1: Aighting 40, dodged D1,
melse combal 4004+2

Covrdination 20+1: throwing 3041

Physique 4D: stamina 4042, swim-
mdng G

Intellect 2D+ 1: reading fwriting 3D

Acutnen 2D+1: erafting: carving 3D,
know-how 3D+1

Charisma 3D+2: animal handling: sea
creatures A0 charm 4D=2, persua-
sian 4T mettle 4D+1

Strength Damage: 2[}  Mowe: 10

Pate Points: 0

Character Polnts: 3

Body Points: 52 Woond Levels: 3

Adwvantage: Cultures (R1), Human

soclety

DMsadvantage: Hindrance: Atypi-
cal Movement (R1}), can only “whalk”
[crawl} ar climb 1 meter per pownd out
of waler

Special Ability: Hypermovement
[Radl, +8 to base Maove with Ability Loss
(R1), ooy in water; Water Breathing
(B1), +1D to swirmming

Equipment: trident {damage +2D);
shortsword (damage + 1D+ 2} amphorae

of wine

e ——— e
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TROLL

Accounts vary widely about the
abilities and descriptions of these hor-
rible beasts. The version of the Troll
recounted here exhibits some of the
beat and worst accounts, presenting a
powerful adversary,

Trolls are humanokd, averaging two
to three maters in height and 115 to
180 kilograms inwelght. They have long
spindly arms and legs and soft-lecking
pot bellies. Skin tone varies, ranging
tromn mat browm to fish belly white, and
rvoect Trodls have little or no hairon their
hiead or body. Despite their appearance
of seftness, Trolls are dewilishly strong,
with have powerful claws and teeth
Theyare strctly carnivarous and require
g kot of meat to fuel ther heightened
metabodiam,

Most often found in dark caverns or
deep forests, a Troll's greatest weak-
ness 5 the light of day Each vound
of exposure to the daylight (even on
an owercast dayd causes a Troll harem,
eventually hardening the Troll into
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stome. This damage is not regenerated
and muast be healed mormally. Trolls
that live on or near the surface world
spend the daylight hours hrking under
bridges, hidingin abandened castles, or
crouching in dark caves. They come sut
at ight to hunt, and they ezt any living
thing they find, although they sesm to
prefer sentient creatures for food

Trolls are wsually sofitary hunters,
but they can be found as mated pairs
oocasionally. 1f food is plentiful, they
may join togathet into packs, raled by
the strongest, oldest member. Thess
packs seldom last long and often end in
cannibalism as the stronger Trolls ear
the weaker after they have devourad all
the other food in an area

TYPICAL TROLL

Agility 4D fighting 610, stealth 50
Coordination 1 throwing 410
Physigue 501 lifting 711

Intellect 10122

Acumen 3D hide 4D survival 40041,
tyacking 40041

Charisma 1[v intimidation 40
Stremgth Damage: 400

Mows: 10

Pate Points: (1

Character Points: 2

Body Points: 40

Wound levels: 5

Adwvantage: Size! Large (R1), acale
valwe 1

Disadvantage: Achillez’ Heel
Sunlight {R4), loses 8 Body Ppinkss]
Wound level per round of exposure,
turns to stone when reaches the Dead
level; Himdrance: Ugly (R3], +3 to g,
crurr, and peranrsion difficulties

Special Ability: Accelerated Healing
(R2], 42D to natural healing rate with
Ability Loss (R2), may not be used dur-
ing the day; Matura] Armor; Skin (R1),
+1D to related damage resistance total,
with Ability Loss (B2}, may not be used
dguring the day; Matural Hand-to-Hang
Weapon: Claws (B2}, +200 damags;
Matural Hand-to-Hand Weapon: Teeth
[R1), + 10 damage

_
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| WHITE
UNICORN

‘ Even when confronted with over-
whelming evidence, some scholars
cteadtastly refuse to admit the ems-

‘ tence of so-called “fantastic” creatures,

dismissing them entively az fctional
embodiments of various fears, However,
even they will grudgingly admit that
ak least ome creature defies this mold,
stemnming not from a world of terror
and despair, but one of honor, purity,
and hope — the wnicorm

At a casual glance, it may be poszible
to mriatake a white umcorn for am ordi-
nary — if remarkably regal and beauti-
ful — horse. Physically, the unicom iz

quite sirmilar e a fine equine specimen
‘ Howewer, it also posseases a spiraling

| ——— i

hiorn an its head; at a mere half-meter
lomg, this outward appendage marks its
true pedigres; as well as the source of all
its power. unicetns also have goat-like
beards and cloven hooves,

Maturalists debate the exact magical
abilities of unicorns. At abareminimuam,
all unicorns seem to possess healing
and curative: abibities, including the
neutralization of poisons and dicease
Some unicarns, espeaially older ones,
spem to possess other magical abilities,
and many riracubous deeds have been
attributed fo them, Regardless, the
bypmotic glaw of aunicorn's hovm always
signifies 3 moment of posvertul poed,

unicorng are hevbivores, subsisting
on grass and other plants. They hive
almiost exchusively in temperate forests,
bk tales have placed them ravely in cold
rvcuntain valleys or blistering deserts
Although androgynous, a white unicorn
is typically perceived as the gendermost
desirable to sts wewer

White unicorns are inexorably
tied to purity and virtue, and they
emily approach the
truly innacent
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full comwersations
and chaste embraces
with aunicorn, while
a moble father might
be able to sense itz
mood and 3 vague
gemeral message from
afar. & cold and heart
leze killer might pes
ceive it as nothing by
a durnh animal with _
valuable hom ... or..
he could hore with b
unwitting Foung sor
They are usual
encountcered alor
atthough it is possil
to Encounter a group
— called a blessing — in certain cir=
curnstancas, especally during eminent
threats to good and love, Most notably,
bards speak of a meeting hald once a
decade called the Parliament of Vir-
tue, wheve dozens or even hundreds
of unicorns gather for one might; the
purpese of this assembly — if true
— iz unknown, although one minstrel
claime to have witnessed the Parlia-
ment bestowing some kind of boon on
a Human, apparently summoned and
charged with defending theirvirtues in
places where unicorns cannot tread.,
Scholars are unsura how the majestic
beasts come into being, although they
gemerally agree that unicorn numbers
are dwindling. A popular hypothesis
maintams that one in a million birthe
amiang wild horses iz actually s umcorn;
anotherthesrystatesthat anact of great
solflossmess, love, or sacrifice might cause
one to spontanesusly come inbo being

TYPICAL WHITE
UNICORN

Agility 3D Aighting 410, jurnping 40
Coordination 10

Physique 50
running HG0+2,

stamina S0+

Intellect 4D
healinmg. &I,
reading writing
4+ 2, scholar
an

{1, unicorng ad mnocents —
Both rerities in white.
Coupht one of ‘e in my bed lest eue,
At I Ruoprin’ horms tonight!
— Antony the Lyre

They commumni-
catetelopathically,
depending on the
purity of its auwdi-
ence, Thusayoung
maid could have

Acumen 300 investigation 413, search
401, tracking 4D1+2

Charisma 40 charm 51, command
4091, intimidation 404 2, mettle 5T
persuasien GO

Miracles 20 faver 5D

Strength Damage: 300 Mowe: 30
Pate Points: 1

Character Points; 10

Body Points: 27 Wound lovels: 3

Matural Abilities: sensitivicy and
devotion to good (dislike being near
impure thoughts and people, and par
ticullarhy vile people can cause them to
flee or suffer 10 damage per round);
cannet be surprised by impure beings;
can detect impure beings with an Basy
tracking success; bite (damage +2); hoim
(damage +20% magical); heof (damage
#1D; magicall; kigh intelligence (uni
corns may oot be controlled through
the Animal Control or similar Special
Ability); trample {damage #20; must
charge}; large size {scale value 3)

Mate: Unicorns can attack the same
target twice in one round with their
hoowes (two front or twe back) at no
penalty, or they can bite or use their
horn once, All invocations performed
by a unicorn must invobee touching the
horn to the target of the invocation;
beings of charitableor innocent natures
and those who balieve in the unicorn's
power can act as casual or confirmed
believers of the unicorn's faich (depend
ing on the being's poodness and his
betief in unicorns)
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VALKYRIE

The Valkyries. immortal warrior-
riaidens, serve ruling and war gods by
selecting warriors to aid them. Theywisit
barttefieldz and carry off the heroes who
died in battle — the name “Valkyrie"
means “choosers of the slain.”

These tall, powerfully
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but all of them answer directly to their
sworm god. At times the god selects a
particular Valkyrie for an assignment.
When he requests that they complete
a task without specifying which one
should perform it, individual Valkyries
can wolunteer for the mission, and the
leader only steps in when she fesls
somaeone else would be a better chaice,
or When fwo or

buelt wormen have long
golden hair, pale skin,
amd piercing gray or
blue eyes. They dress
far battle in scale or
miail shirts and hormed
helmets. They dye their
protective shirts, or
corselets, the color of
frech blood. Theywiald throwing spears,
swords, and axes, and carry shield for
additional protection, Each Vallorie also
wedrs a white fur cape, with a clasp in
tha form of a white swan,

Trough few claim o know theirexact
number, witnesses have seen only 13
Valkyrias at one time. Thanks to their
wingad steeds and their own abilities,
thesewomen areenough tohandle their
tasks. TheValkyries consider themselves
a sacred sisterhood and work closely
together, living and fighting as a single
urit, The eldest and strongest of the
group acts as nominally the leader,

HIIIluuH—u-u-lu..,l
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o s i
el Fachiy eicng o no one will 5t
Odin. Brunhilds acts as their S Ep
leadar. They bring slain war- ; _
rines to Valhalls -:Inr:jtv:ﬁﬁ

can heal most
damage sus=
tained im battde, but in every other
way they are Human. They eat, drinl,
breathe, and sleep. Like most winter-
land warriors, their foed conscists of
meat, bread, and some vegetables, and
they drink ale af wine.

Valkyries are great bovers of combat,
and they often fiy to a battlefield just
to watch the conflict. If any warrior
demonstrates great valor and skill
at arms, the Valkyrie may grant him
added stremgeh or stamina, If he dies,
they claim his seul and bring him back
to their god’s domain to join the other
heroes there The Valkyries also serve

as their god's messengers, and they
carry his commands and warnings to
people all across the globe, They rarsly
interfareinmortal affars unless directly
orderad by the god himself, and so they
are rarely seen directly except on the
field of battle,

TYPICAL VALKYRIE

Agility 304 2 (+4); Aghting 6D+ 1, dodge
5041, jumping 5042, melee combat
6D, riding 7D+ 2

Coordination 3D (4] marksmanship
SO, throwing 7O

Physique 30 (+4): lifting 50, munning
& H

Intellect 201 cultures 30 navigation
an

Acumen 3D {+4): search 410, survival

G+ 1, tracking 8I0=1
Charisma 3[4+ 1; animal handling 41,

bluff 40042, command 50, intimida-

tion G601, mettla ST
Miracle 2T3; strife 50
Strength Damage: 30 (+4)
Mowe: 30
Fate Points: 5
Character Points: 25
Body Points: 45
Wound levels: 5

Advantages: Authority (R3); Equip-
meent (R3), winged horse; Fame (R2);
Patron (B3), her sworn god

Disadvantages: Devotion (R3], to
her duty to her god and her sisters;
Employed (B2, to her god; Enemy {(R2),
her god’s enemies

Special Abilities: Accelerated Heal-
ing (R1), +10¥ to natural healing rate;
Tmmortality (R1}, can only be killed ac
the end of time; Increased Attribute:
Acumen, Agility, Coordination, Phy-
sique (Rd each), +4 to related totals
All Special Abilities have Diebt {R1),
owed to god,

Equipment: battle axe (damage
+300; far cleak (Armor Value +1),
mail shirt (Armor Value +2D); shield
(Armor Vahue +2); spear (damage + 2D,
Iongsword (Damage +204+2); winged
horse (see pegasus entty on page 65
in this hook)
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VAMPYR

‘l."aml:l].-rs were ance Human, Ebves,
or another similar racs who have trade
their rnurr.alitj.- far a ne.::-i.mmnr:l:i‘r:,r
and all the fears and power that goes
with it. Their skin is pallid and their
canines are :lighri:.r'lnnger. Some old=r
"u"arn[]].-rs have claws and animal facial
fratures, Most Vampyrs wers hezutiful
when riu-.}- were alive, but their und=ad
ctatus adds rrun:l'lgr:.' to that ht.:uf:,r.

Mast Vampyrs EIIE:F-EI' ta dress in the

same clothes they wore when they wers
:tim.'lhentﬂnra;‘.-':rnp'!,rrgutsl‘rhemnre
lavish the creature’s taste in clnrhing
and other luxury irems.

These creaturss follow rn-m;:-l:i::fn&
cocial structures based on what their
cires wers acoustamed to when 'rhr.:lr
wepe alive. Thess arganizatinns range
from tribes and clans to Aifesand E1.'|'||-.‘|.':
toclubsand gangs. Most Vampyrs share
the same view that they are superior to
martal creatures. Vampyrs treat their
cepvants well, but rhz:p are ultimately
E:l;Fenn:laer..

These creatores of the nighr often
Ernp]u:.r: COWET EFSDNa to ft[.!l:i:n thieir
nocturnal hahits. "||1E'!,I' are well aware
of their many weaknesses and often
0 to elaborats |eng?h: 0 proane their
humanity to the suspicous.

More oft=n than not, a 'u'ampq-'r sEs
intermediarizs on all fo=s except those
he wishes to feed upon,

The creatures tend o pick isolated
lairs: castles, cemeteries, abandoned

towns, Tuine, manor
houses, and the like It
iz rare tofind a Vampyr
thatdoesnot have several
dozen safe houses in
placa for emergencies.
Vampyrs usually live
within a short travel o
highly populated, urban
areas, as these locations

make for the bast hune-
ing groumds
Vampyrs cannok

digest food, only blaod
from a living being. The
freatures can subsist
on animal bleod, but
the blood of intelligent beings tastes
much betrer

VAMPYR

Agility 3D dodge 5D, fighting 500, flving
A0+1, stealth ST

Coordination 30 marksmanship
30+1, throwing 40

Physigue 31 (+3}: infection 513 lifting
5D+ 1, running 50+ 2

Intellect 30 scholar 41, spealmg 410,
trading 4D

Acumen 30 hide 41

Charisma 30 intmidation 6D, persua-
glom 50, mettla TD

Strength Damage: 3D (+3)

Mowe: 10 Fate Points: |
Character Paints: 5

Body Points: 40  Wound levels: 5

Adwantages: None

Disadvantages: Achilles” Heel
Blessed Weapons (R4), take double
damage fromm holy items or tems that
are specially purified and blessed;
Achilles” Heel: Faith Aversion (R3), will
not approach any true believer boldly
holding a holy symbol of any major
religion [gamemasters discretion on
holder's lewel of faith): Achilles' Hael
Garlic (R3Y, loses all actions in the firsk
round exposed to the herb; Achilles’
Heel: Fire (R}, takes double damage
fromn any fire-based attack, Achilles’
Heel: Bunning Water (K3}, unable to
cross over running water; Achilles’ Heal
Sunlight {R4), loses & Body PointsS1

Wound level per round of exposure,
turng to ash when reaches the Thead
level, Advantage Flaw: Infection {R3),
passes on all Special Abilities and
Disadvantages to target after having
used Lifa Drain to bring the target to
Mertally Wounded or bess than 105 of
Bady Points; Advantage Flaw: Sunlight
Wealmass (R5), all scores, axcept Intal-
lect, are at <11 from sunrize to sunset;
Infamy (R1}, most people would hate
the Yampyr if they knew he was one;
Quirk: Counting (R2), distracted by
tiny items, such as grains of rice, beans,
or tiny beads; must stop to pick them
up and count them as long as he is not
in cornhat; Quirk: Mo Beflection (R1),
does not reflect in mirrors; Quirk: Day
Sleap (B2, must sleep during the day
and will not awaken unless physically
attacked

Spacial Abilities: Animal Control
(R1), +10 to eminal handling to one of
the following: rats, bats, wolves, and
spiders; Flight (R1), fying BMowe 10
with Restricted (R4}, 10-minute time
livmit and Mowve restricted to walking
Mowe; Hardiness (R2}, +2D to damage
registance totals, Increased Attriboge:
Physique (R3), +3 to Physigue totals;
Intangibility (R1), can torn to mist
and pass through small openings, +30
to damage resistance totals vs. physi-
cal weapons, with Ability Loss {R1),
cam be trapped in an item that would
collect mist, like a bellows or a bottle;
Life Drain: Body Points/Weunds (B2),
drains & Body Points’l Wound level
per succassiul biting attack; Longevity
{R1); Shapeshifring (R2), wolf or bat
with Additional Effect (R1), can change
to normal animal size; Skill Bonus:
Charming Gaze {R1), +3 tocharm totals
with Bestricted (R1), limited to opposite
zeox; Skill Bomus: Inwitation (R2), 46 to
prerswasion with Additional Effect (R3),
inviting Human cannot exploit weal-
nesses, and Ability Loss (R1}, enbrworks
onomne Humaninviting the Vampyy inte
a house, Skill Bonus: Painless Wounds
[R4], +12 to stammina total with Ability
Loss (R1k, may not be used on Wonds
from fire, sunlight, or holy items

Equipmant: items required by his
oover profession
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The wendigoisanangry spirit-animal

[t &0 thin, the creature cannot be sean
from certain angles. When it can be
spen, it resernbles 2 monstrous, Ove-
meter-tall crpaturs coversd in fur, with
red syas and enormous sharp teath. [E
iz semi-transparent and moves as fase
as the wind.

[t iz sald that the wendigo ks created
from the spirits of those driven insanes
bythewilderness. Mative peoples greatly
fear the monster, and thoze that report
an encounter with it are considered
either extremely lucky to be alive or
extremely unlud:::,.', as it i considered
an omen of death and destruction

A wendigo is always encountered
alone and only by groups that venture
inboits territory, especially hunters and
loners [twhispers and teases its vietims,
tracking them for days across desolate
wastes. Tt hounds its prey until the vic-
tirm returns to civilization or ks caught

and saten. I:’TEFErrmE to attack duri'ng
the cover of darkness, the wendigo
waits until 3 victm iz starving to death
and alone bo attack: thix

measure of protection from the beast,
e thisis usually only encugh so it will
attack another target

TYPicAL WENDPIGO
Agility 3D fighting 5D, stealth 5T
Coordination 30

Physique 100D
Intellect 21
Acumen 300 hide 90
Charisma 30 confusion 6L intimida-
tion G0, mattle 7D
Strength Damage: 50
Mowa: 50
Fate Points: (1
Character Points: [
Body Points: 45
Wound lavels: 5
Matural Abilities: claws (damage
+2D00; teeth (damage +4D); confusion
lon a successful comfusion atbempt
against the target's Charisma or mettls,
all difficulties for the target are at + 5 for
Grounds); intangibibity (+60 o damage
reziztance roll against physical attacks;
can stay intangible indefinitely); invis-
ibility (=5 to dodge, fde, and scealth
totals; +5 rooall difficulties requiring
zoeing the wendigo); only magical or
blessedweapons can harm the wendigo;
large mize (scale value 13)

is the only time it will
srrila. Any creature
killed by the wendipo is
:nm]’]lHel‘p’ devoursd,
niever to be seen apain,
Many believe that the
soul 5 devoured along
with the fesh of the
victim. Mevermaore than
One PErson aof a Eroup
lives to tell the tale of
sighting the wen.dign
The creature will
l=ave behind the vic-
tim's he]nngings ag it
haz no uze for EQuIp-

ment, magir. items, ar

i

treasurs. Same sha-
mans can craft haly g

items that give a small

TEUERER R R R by

It awendigo could someliowbe killed, the remaing
would be of great interast to a magician, wha could
use them to craft wondrous — if dangerous — magi-
cal items, such as this one,

Cloak of the wendige: This thick, furry claak
provides some of the abilitles of the moythic coea-
ture, but at the risk of succumbing to the madnsss.
{ntangibility (R2), «6D to damage resistance
ajainst physical attacks; Hypermovement (R20),
+Alto hase Mowe. All Spacial Abilities have Burn-out
(K1), can be lost or stolen; Rectricted (R4), a Criti-
cal Fatlure while using the eloak's abilitles makes
the wearer insane and at +5 to all difficulties For 6
rounds; Singularity (RZ), can anlyuse one abibity at
a time, takes an actinn to switch ahilities.)

Cina corpse could theoretically make Four soch
cloaks.
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WEREWOLF

Werewolves are Humans inflicted
with lycanthropy, a mystical malady
that cavsss involuntary transfermation
to and from a woell. Lycanthropes have
three distinet transformation phases:
Human, waoll, and fusion. Their Human
forms are identical to their pre-infee-
teous states, and their wolf forms are
similar to those of regular wolves, rely-
ing on kngtinet and animalistic cunning
to survive The fusion form is a teerifying
tarnivorous amalpam of Homan and
wolf. It stands srect on b fear, 2.5
meters or taller, with fur all owver its
body, talon-clawed hands, and a face
with truncated woll-like jaws. With the
intellipenceofa Human and the cunning
and ferocity of a wolf, the fusion form
i5 the vessel of a pure killer. Although
lejends indicate that lycanthropy can
be trangmitted from being wounded
by a Werswolf, it seems that only the
fuzion form permils this.

While a being infected with Iycan-
thropy creates a danperous predatoer,
a Werewoll also possesses a number of
drawbacks. First, it lacks much of the
zelf-control and reason of a Human; the
hunting instinct proves oo powerful
for mosl wictimes to rectrain. Second,
while in fusion form, a Werewoll tabes
tongiderable damage from silver.
Third, it cannot fully control how it

_HII““““u”\"”“.|r"ununrJ--li““lr'“‘"“'"Qa-
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changes, Werewolves
shiftimralantarily te
their fusion form at
midnight two days
before the full moon,
and change again
o that form every
mildnight unril twe
days after the full
moon, for a tetal of
five days in a lunar
maonth Werewales
have a target of
their killing fury,
which they feel
compelled to kill
once they assume
their fusion form.
This target varies
from Werawelf to Wers-
wlfy targets nclude family members,
children, anemies of their faith, or all
humanity, In general its goal is broad
enough that the wolf has little fear of
ever running out of quarry. Whether
this savage goaliz determined randomly,
by subconscious desives of the victin, or
some other means i= unknown,

Umetil theWerewolf satisfies thisblood-
lust, it 45 apt to attack without reason
ot remorse. Omce it has slain one of its
targets, the madness calms. For the rest
of the evering, the Werawolf can shitt
between any of its three forms at will
Howvrever, if the Werewolf is wearing its
wolf form when the first rays of dawm
strike it, it will retain that forom wntil jes
nextoransformation. Otherwise sunlight
reverts the Werewalt back te Human
form, where it is likely to collapse in
exhavstion and memory loas,

Thereisnocertainway torid someone
of lycanthropy, although all mystics
agree that it 1= possible. Cures have
included rave plants (such as wolfs-
bame from certain regions or picked at
certain times), slaying the Werewolf
that infected the victim, and true love
[reath also reverts a hycanthrope to its
breed form, althowgh that is aless than
helpful remiedy for most

Werewolves are always solitary,
although bards tell of a group of like-
minded Werewolvres who worked
togetherasa “pack.” If thisstoryis true, it

e bbb R IR
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isunknown the final fate of this fearsome
group. Sages posit that other sentient
creatures can become infected with
Iycanthropy, especially older vaces It i=
alsosuspected tobe atleast thecretically
possible for a wolf to become infected
and fwrn into a Human, altheugh the
implications are troublesome,

TYPICAL WEREWOLF
(FUSION FORM)
Agility 3D fighting 4D, dodge 3042
Coordination 30

Physique 40 infection 60, running
s

Intellect 11122
Acumen 300 search 40, tracking 6D

Charisma 30 intimidation 50 mettle

4D
Stremgth Damage: 70 Mowe: 10
Fate Points: (1
Character Points: [
Body Points: 22 Wound levels: 3

Disadvantages: Achilles’ Heel: Vul-
nerability (K3}, silverweaponzdeal + 30
damage, and exposure to sibwer causes
3D damage m the frst round; Advan-
tage Flaw; Infection (K3}, transfers all
Disadvantages and Special Abilites to
victim bitten by werewolf and success-
fully infected by himn; Advantage Flaws
Dewotion (R3), bo dreationally killing
member of chosen target

Special Abilities; Accelerated Heal-
ing (R1}, +1D to natural healing rate
with Ability Loss {R L), maybe onby used
in Werewolf form; Fast Reactons (R1),
+1D to initiative rolls and one extra
action per round thrice per adventure
with Ability Loss {RL), maybe onby used
in Werewolf form; Natural Hand-to-
Hamd Weapon: Claws (E1), +10 dam-
age with Ability Loss (B1), may be only
uzed in Werewolf form; Shapeshifting:
Waolf, Hurnan (R2) with Additional Effect
[RL), can alter size ko that of 8 wolf, and
Restricted (R4}, involuntarily trams-
forms imko Werewolf during full moon,
and into other form at dawn

Motes: Disadvantagesdonot teansfer
towalf or Human form, Actwal skillamay
vary from werewolf to werewolf
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WOLF

The term “wolf" actually refars to a
typeofanimal that encompasses docens
of different subspecies, Powarful jaws,
quickness, and pack mstincts make the
wilf one of the most fearsome of com-
mon predators. Naturalists note that
wiodwes fill a miche at the top of the food
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Wholwves can live in most places that
Humans can, provided thereis adequate
food. Arctic regions, deserts, forests,
Prairies, and mountaimns can all sup-
port waolves, as can the eutskirts of
villages and cities. They normally sleep
outside, although theyraise and protect
their newborn cubs in dens consist-
ing of caves, crevices, or underground

chain, and the state of holes theydig
tha wolf population in themselves:
aregion can often fore- Af one anonymous scout puat A Wi_ﬂf pack's
tell the larger ecological it: "T hadn’t noticed until | saw Leryitory can
picture the glinting feral eyes and heard range from

Male wolves can howling that the territory around 100 square
grow up te 1.5 meters mihad been marked by wolfexcra- kll.o.nwtqrs.in
lomg (mot counting ment. Inmy haste to flee, Foonfess regions with
their bushy tails) and £ that I might have accidentally § 2mple prey to
one meter tall, and left markings of my own in my E.IUU'CI square
they weigh between codpiece and tunic,” k:]nmeters
20 and 80 kilograms; or more in
female wolves are waa- LI:J-.E;EH Arctic
ally smaller, ranging e e

from 15 to 55 kilograms. Wobves in
cold remions grow heavier and larger
than their ki in deserts or temperate
areas, Thick fur covers their bodies, and
reany humbers covet wolf pelts, Wolves
primarify eat meat— mostly harbivores
and smaller animals — althoughif prey
15 scarce, they also can subsist insects,
riats, and berries:

structure, wolves most commonly form
packs of between two and 12 members,
although occasionally twe dozen or
more wolves can ke part of a single pack
The alpha male and femnale form the pack
leadership {with a beta pair forming a
“second in comnmand”}, and this strice
hierarchy leads all the way down to the
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omega wolf, which is harried, starved,
and kept at bay by the rest of the pack
The pack social structure controls all
wolf activities: what prey to attack,
what the bounds of their territory are,
and soon. Packsoften break apartifthe
alpha pair dies.

Cnly the alpha pair is generally per-
mittad to breed. Wolf litters consist of
five o sir cubs, which grow e physical
maturity in their first year. Once awolf
pack has grown too large, members may
splinter off to form their own packs in
new termitories. Wolves have a lifespan
of around 10 years,

Although wolves waditionally only
attack weak, frail, old, or young prey,
they have been kmown to attack
Humans, #specially if they feel threat-
aned. The first sign most explorars wiie
stumblé across walf territory have of
their transgression is of fearsome howl-
ing, which wilves use towarn tntruders,
assemble the pack, or bond socially;
these who have not previously formed
respectiul bomds with wolves would be
wise bo leave in that situation.

TYPICAL WOLF

Agility 3D fighting 5D, dodge 6D
Coordination 30

Physique 411 munning 60

Intellect 10

Acumen 300 search 413 tracking 10D

Charisma 3D command 40, imtimida-
tion 50, mettle 6D

Strength Damage: 2I)
Maove: 10

Fate Points: [
Character Points:
Body Points: 15
Wound levels: 2

Matural Abilities: claws (damage
+10, teath (damage + 1D, thick fur
tArmar Valoe 420

s
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YARA-MA-
YAH-WHO

Yara-Ma¥ah-Who appear az short,
red-skinned humanoid with oversized
heads and toothless mouths, They have
siickers on the bottorn of their feet that
candrain the victim of blood like aleech
or a lamprey. They wear the tattered
retnaing of the dothes they wore when
they were human

Yara-Ma-¥Yah-Who are solitary and
live only to feed. They ignore creatures
that do not have blood. The Yara-Ma-
Yah-Who Lies in wait in a fruit tree
(preferably figs or other small fruig) for
victims to pass by or stap to pick some
food, Tt then jumps on the victim with itz
feet and begine draining the target dry
Cnce it has has sucked the wictim dry,
they drag them up inte the tres in the
zhade of the leaves, where it swallows
the corpse whele at its leisure

These creatures always pick fruit trees
in desolate areas as their faverite recsts
They can go years without feeding, The
vampires de not have to feed from the
tree that is their Lair; but they prefer
to do so, They are not harmed by the
zumn, but they prefer the darkness when
possible,

Victimg bitten by the vampire even-
twally twrn into one if they are not
eaten, An-exorcism is needed to purge
the victim of the vampire's tainted bite
(such as through a spell or miracle spe-
cifically designed to-heal damage done
by a Yara-BMa-Yah-Whe), Alternatively,
the victim must be the one to destroy
thevampire. Certain natives are familiar
with these creatures and will work to
destroy them and
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presemce may leave crud
drawings of the beast in amn
arcund its tree toowarm of.
passars-by,
Yara-Ma-Yah-Who dc
not value treasure, but
they sometimes use it to
lure wictims closer 1o their
trees, If a vampire hunter
manages o destroyits tree,
but not the creature itself,
the vampire will chase the
humter until one of tham
is killled,
TrPical YARA-
MaA-YAH-
WHO
Agility 4In climbing

40+ 2, fighting 40+1,
stealth 431

Coordination 30
Physique 3D lifting 50,
infection 50
Intellect 2D
Acamen 31 hide 6D
Charisma 1
Strength Damaga: 20
Maowa: 10
Fate Points: [
Charactar Points: [
Body Points: 71
Wound levaels: 3

Adwantages: None
Trisadvantages: Achilles'Hesl Stake
in the Heart {R4): can be destroyed by
driving through hizs heart a wooden
stake made from the tree where he
makes his lair;

LLLLisw
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cura their victima,
Those wha know
of the creature’s

The Yara-Ma-¥ah-Who is an
Anstralian Aberigine vampire.

Advantage Flaw:
Infaction (K3},
a vickim bitten
and successfully

RRRLIIeti s

infected by the vampire but not drained
turns into 3 Yara-BMa-Yah-Wha, ane
tharzcteristic (attribute, ekill, or char-
acter option) alters by 1D or is replaced
byanother characteristic per hour until
the wictim's characteristics resemble
something similar to those of the typical
Yara-ha-Yah-Wha

Special Abilities: Accelerated Heal-
ing (R4), +40 to natural healing rave;
5kill Bonus: Spider Climbing (K2, +6
bonus to cimbing totals; Longevity
[R1), these creatures can go many years
withouit feeding.

Equipment: fashy pleces of treasure

Lo lure victims to thelr doon

B
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ZOMBIE

Zombies are mormal humanoid
corpses that have become animated
These creature can be in any state of
decay and often still bear the fatal
wonds that turmed the lving human-
oid inte a dead one, Also known as the
Living Dead, Zombies almost always
remain in the tatteved clothes in which
they were created. The longer a Zombie
survives, the more tattered the clothes
and the more decayed and rotting the
body. Some creators graft armor and
weapons onto their newly undead
followers, making them more lethal
Others try 1o make their Zombles carry
weagons, but they drop them ater their
first successful feading,

Minety-nine percent of all Zombies
aremindless, sothey lack anynoticeable
zocial structure, Existing onby tofeed on
the flesh of the living, Zombies can still
zomehow sense other undead and will
niot attack them. A timy percentage of
thesecreatures retain a dim recellection
of other impulses that drove them when
they were alive, These Zombies some-
tirnes help living humanaoids escape or
use their knowledge to bypass more
complex defenses, Only an extreme
ematienal state at the moment of death
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can create these smarter Zombias, and
they areonby dimly aware of these other
impulsas,

Zombies are divided into two sub-
categories: supernatural and dissased
Supernatural Zombies are created by
supernatural means, sither through
an ancient relic or powerful spellcaster
or cleric These Zombies can only be
stopped by destroying the magic or holy
item of person whe brought them to
life. Short of complete obliteration by
fire or extreme energy, these Zombies
centinue to veturn and attack. These
Zombies do not create other Zombies
unless that is part of the magic spell
that initially created them

Thzeased Zombiesare created through
a fatal infection that turns the victim
into a Zombie. It is the Zombie's brain
that keeps the creature moving, o
severe traumato that area or beheading
destroys the creature. Onelbite from the
diseazed Zombie can slowly transform
a wictim into a Zombie unlecs the dis-
sase can be cured or the infected part
of the body can be amputaced before
it spreads.

Zombies of all types de not gain
sustenance frem earing flesh, but some
scholars theovize that this action some-
how eases the painofdeath Some
ypres prafer cartain

s
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indy parts, such as
1earts or brains,
wssibly becavse of
the greaterconcen=
tration of life force
there
FZombies not
preserved by
extranrdinary
means will rot
away to skeletons
within a few
weels after their
first death (not
after they were
resurvected)
Zombies with=
out direction or
living creatures
to hunt wander
aimlessly until
their Hesh and
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musches completely fall off, providing
them with nothing to keep their bones
together. [nveryrareinstances, magical
Zombies will turn o Skeletons. Only
specially crafted magic or miracles can
heal them, contrel them, and axtend
thair ability bo survive, Zombies never
recover from physical damage on their
DT,

TrricalL ZOMBIE
Agility ?I; fighting 3D
Coordination 10

Physique 30: infection 5D (diseased
oniy}
Intellect 1D
Acumen 10
Charisma 20
Strength Damage: [
Mowa: 4
Fata Points: (1
Character Points: [
Body Points: 17
Wound lavels: 2
Advantages: Mone
Disadvantages: Achilles’ Heel
Means of Destruction (B4), destruc-
tion of the relic, detic, or spellcaster
may destroy all Zombies connected
to it (supermatural) or decapitation
[disease); Achifles' Heel: Mo Healing
[R4), Zomibies canmot be healed except
by magic or miracles; Advantage Flaw:
Infection (K3}, transfers all Disadvan-
tages and Special Abilities to victim
injured by 3 zombie and successfully
infected by him; Hindrance: Movement
(1), base running Move reduce to 4;
Reduced Attribute: Agility, Charisma
(R each), 1D each; Reduced Attribute
Coordination, Intellect, Acomen (R7
wach], =21 each
Special Abilities: Fear (R10),+ 1050
imtimddation and combat defense diffi-
cultieswith Ability Loss (R3], onbyrwhen
Zombies outnumber victim by several to
one; Increased Attribute; Phpsique (RS),
+4 to related totals; Matural Hand-to-
HandWeapon: Testh (R1), + 1D damags;
Skill Borvus: Mindless (R5), +15 to mettie
totals; Skill Bonus Painless Wounds
[(R#), +12 to shwing total

s




Because the skill resolution and dam
agemechanics are the samem all of the
genrorylebooks, the only partsyouneed
to comvert to use this supplement n
another are skills and attributes

Aswithall conversions, this one gives
you a starting point. Once yon've mads
the comyersion, you may want to move
some pips around, 50 that they better
reflact your idea of that characters or
creature’s abilities

BASE ATTRIBUTES
The attributes wsed m D& Space

o not corresponding directly to the
’ attributes sprcihed in 6 Adventurs or

| C——— T . mrpl—

1Y Fantasy. The accompanying tables
offer the best and quickest equivalents
for each attribute, The top one is for
characters, and the bottam one is for
nonsentient beings, such as animals
and mansters,

BASE SKILLS

Some skills corwvert smoothly from
onegenre toanather, thoughyoumight
need to mave them from one attribute
toanather. With athers, one genre rules
set represents themwith ene skill while
another uses tweormoare, {Ferexample,
mugrksmgnship in D4 Fantasy translates
to firearmis, gunnery. and missile werpons
in 46 Space.) The Skill Conversion List
offers the best At is listed first, followed
by other options should you want to
have a "contemporary” version of the
character or creature

When you have to move a skill from
one attribute to another or split the
skill among multiple abilities, you need
to know the number of skill adds. You
can figure out this by subtracting the
old skill from its gowerming attribute,
This is the value of the skill adds for
that skill, {Remember that three pips
equal ene die)

Example: Disguise is under Presence
in 06 Adverrture and Acymen in 6 Ean

trsy. [fyour D6 Adventure character has
4D+ 1 in dizguire and 20#2 in Presemee,
she has 1047 skill adds in disguize.

If two or more skills translats toa
single skill in the new genre, there are
two methods of handling this:

1. Thenew genire's single skill receives
the skill adds from the highest skill in
theold genre. If thisis a player’s charac
ter, reserye the ather dice for skalls that
equats to twe o1 more skills m the new
genre. Bxtra dice that cannaot be used
to purchase skills may be converted to
Character Foints on a “one pip for one
point” basis. For gamemaster's charac-
ters, tgmora the sxtra dice.

2. Thenew genre's single skill receives
the skill adds from the lowest skill in the
old genre. Other skills equivalent to the
new skill becomae specializations of the
niew shill with specialization bonuses
aqual to the difference between the
single skill's die code and the old skill's
die code fminimum of =13, This is best

for gamemaster’s characters where yvou
aren 't concerned about the total number
of dice used to make the character:

If the old skill equates to mulsipls
different skills in the now genre, sither
putall dicointo theskill that best fits the
character concept or divide the dice from
the old skill among the various skills.
you have dice leftover from conwarting
multiple skilks to a single skill, you may
divide theextradiceamong the multiple
new skills:

You can, of cowrss, add any skall frem
any genre to any other genre, if vou
think that it will get sufficiont ues in
your adventures te warrant including
its ability category.

EXTRANORMAL
ATTRIBUTES AND
SKILLS

Extranermn! attributes and skills can
be ported as-is to the new genre set.

“Aramals and mongter receipe In
i of Q0 (moe +1 ar +2)

ATTRIBUTE CONVERSION FOR CHARACTERS

DE Fantasy I}6 Space D& Adventurs
Apility Agility Reflexes
Intallect Enowledge Enowiedge
Coordination Mechanical Coordination
Charizma Perception Presence
Physique Strength Fhysiqus
Aouman Technical Perception
ATTRIBUTE CONVERSIOM FOR CREATURES
TG Pantasy D6 Space Dé Adventura
Aglity Agifity Reflexes
Charisma Knowledge Presenice
Coordinabion Mechanical Coardination
Acumen Perception Perception
Phyzique Strength Physiqua
Intellect Techmnical® Enowledge

tellect <117 in Technical, with o
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acrohatics SAplicyd  acrchatics (Agbicy)
antmial handling riding {Apihtpl,
{Charismal PErSLLEsion
(Perception)
artist {Aoomen} artist {Peroeption)
blutf {Charsma) con {Perceptinn)
charintesring yehicle aperatinn,
{Canrdination) exnskeletan
operation, pilating
{Mechanical)
charm (Charisma)  persuasion
iPerceplionl
climbing (Agility)  climbjump
itrangthl
coRnTand cornmiand
(Charisrnal (PeTceptionl,
tactbes [Elﬁ'l.-uw{hdgt]-
contartion (Agility) acrobanics (Agiticyh
crafting (Acumen)  personal
BgUipmEnt répair,
cther repair only
skills (Technicall
cultures (Intellect)  cultures, aliens,
burcaucracy,
EECUEitY
regulations
(Enowledge)
devices (Intellect]  compiiter
interface
repair, rohat
interface/Tepair

disgutae (Acumen]
didge {AgHiTgh
fighting tAgility}
fying Chgbity)
gambling {Acamen)

bealing (Intellect)

hide (Atamen]
intimidatian
{Chariamal
investigation
(hamen )
jurmging iAgilitgd

lemoss-honw

fhoamen)

{Technical), comm,
senrary, shields
{MMechanical)

con {Perceptivn}
dodpe {Agilinyd
brawdimg CAgility]
gl G CAgbicy)
gambling
{Perception)
medicine
{Technical)

hide (Peroeption]
intimidation
(Knwsledge)
inwestigation
(Perception}

cliznbyjump
iﬁrrcng#h'l-

lenawr-how
{Perception]
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SKILL CONVERSIONM LIST

L ADVEMTURE

acrohanics
(Reflexes)

animal handlng
{Presencel

artist (Peroeption]
con (Presence)

pilating
(Conrdination)

charm {Frosenca)
climbing (Reflexes)

copnamand
(Presence]

contarticn
{Bleflexes)

repair [Perception)

echalar
(Knowiedgch

tech (Knawledgs]

disguise (Presence)
ddpe (Reftacas]
brnwling (Reflexes)
g [Reflexes)
gambling
{Percaption]
medicine
(Enowiedgel

hide (Perceptinn)
intimidation
{Presenoc)

Inwesmigatan
(Perceptin

jumplng{kuﬂuuc:}

lereawe honw
{Parception]

Dé FAMTASY
lifting [Physiue)
lockpichimp
(Caprdination)

marksmanship
{Caprdination)

melee combat
tagility)
mettle {(Charismal

mavigarion
(Intellacty

peraasion
{Chariarmal

pll.-ul:nr
(Canrdination)

i R
{Intellect) .

riding {Amlity}
running (Fhy=igquel

echalar [Intell=ct]

search [Acumen)

alelght of hand
(Canrdination)

spaakineg (Tniellect)

stamina [Fhysigue)
stealth {Apalityh
strectwise
LAcamen)

survival {Acumen)

EwIming
(Phyedgue)
choming
(Caed rutian)

Eracking (Acumsen)

trading (Intellect)

traps (Intellect)

D& SPACE

lafe (Srmngzh)
sliight of hand
LAgilicy]

missile weapans,
firearms (Agility),
gunnery

melee ::uml:ut
thgility)
willpoiser
iKnowledge)

pavigation
(Mechanical),

astrography
(Knowledge)

persuasion, hargain

vehide aperation
{Mechanical)

Forgery
(Perceprinn),
languages
(Knowledge

riding tApilityk
schalar
(Knowledge)
search (Ferception)
aleight of hand
(Agilicy)

languages
(Knowledge)
starmima [Strempth)
strectwise
iKnmwledge
survhral

(Knwaledge)
swimm (Steength)

chrawing (Agiliny)
search |_'P'|.|r:'|:pl1nn:|

businesa
(Enmaledpe)
security,
demolitions

{Technical)

B ADVEMTURE
liFting {Fhysique)
I
[Coprdmation
missile weaons,
marksmanship

{Coprdination)

mebee combat
(Reflexes)
willpoer
{Presence)

navigation
(Erowdedge)

PerEL kan
(Pragancg)

pilating
(Coordimation)

for

:Kﬂhdw
(Knosdedgel
riding (Refisxes)
running (Fhysigue)
echalar
(Enowledge)
seaech (Ferception)
gleight of hand
(Caprdinatian)

languages

stamina [Physique)

sneak (Pellexes)
strectwise
(Perception)
sutyival
(Perception)
swimmiming
(Fhysagiie]
thrawing
(Coerdinatian)
:r:.u:h:ing
(Perception)
business
I:I'Lnu.ulnd‘lj
security,
demolitions
{Hnowledgs)
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