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Demon, Chain Deuvil 3

Typical Height: 6 ft

Typical Weight: 300 pounds

Environment: Hell

Technological: Magic

Philosophy: Demons are a race of creatures native to chaatialggned planes. They
are ferocity personified and will attack any creatjust for the sheer fun of it—even
other demons.

Fighting Excellent (20)
Agility Excellent (20)
Strength Good (10)
Endurance Good (10)
Reason Poor (4)
Intuition Good (10)
PsycheRemarkable (30)

Health 60

Karma 44

Powers

Invulnerability: CI1000 resistance to fire and poison, Remarkabéei and cold.
Telepathy: Good



Dark Vision:: Dark Vision allowing them to see in the dark up@feet. Dark 4

vision is black and white only, but it is otherwiges normal sight, and can function just
fine with no light at all.

Body ResistanceRemarkable

Natural Weapons (Chains/Wire): Remarkable Strength, Excellent Damage

Mater Control (Chains/Wire): Excellent rank Giving the ability to control upftmur
chains within 20 feet, making the chains dance averas it wishes. In addition, a chain
devil can increase these chains’ length by up tee&band cause them to sprout razor-
edged barbs. These chains attack at Excellent Haalchain is in another creature’s
possession, the creature can attempt a Yellow Bdgeth to break the chain devil's
control over that chain. If successful, the kytanmot attempt to control that particular
chain again for 24 hours or until the chain leatescreature’s possession.

A chain devil can climb chains it controls at itrmal speed.

Unnerving Gaze: A chain devil can make its face resemble onenajgponent’s
departed loved ones or bitter enemies. Yellow Rsytieck to disbelieve. Those who fail
take a -1CS penalty on attack rolls for 1d3 rounds.

Regeneration (Ex)

Contact: Master Pandemonium, Pin Head

Notes: Kytons are humanlike devils, wrapped in chainssiag of clothing.



(Demon) Imp
o
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Typical Height: 2 ft
Typical Weight: 8 pounds

Environment: Hell

Technological: Magic

Philosophy: Demons are a race of creatures native to chaatialggned planes. They

are ferocity personified and will attack any creatjust for the sheer fun of it—even
other demons.

Fighting Typical (6)
Agility Remarkable (30)
Strength Poor (4)
Endurance Poor (4)
Reason Typical (6)
Intuition Good (10)
Psychelncredible (40)

Health 44

Karma 56

Powers

Invulnerability: CI1000 resistance to fire and poison, Remarkab&eio and cold.
Telepathy: Good

Dark Vision:: Dark Vision allowing them to see in the dark up@feet. Dark vision is
black and white only, but it is otherwise like naisight, and can function just fine with
no light at all.

Body ResistanceGood

Stinging Tail: Poor damage with a Typical Strength poison, failasses -2CS agility.
Winged Flight: Poor

Detect Good:Incredible

Detect Magic: Incredible

Invisibility: Incredible



Emotion control (fear): Poor Effects 1 area radius. 6
Shape ChangeGood can assume the form of a raven, rat and boar.

Contact: Master Pandemonium

Notes: Imps are craven, but not so timid as to pass ugpaortunity for a surprise attack
using their invisibility and alternate form abilitiy its natural form, an imp attacks with
the wicked stinger on its tail. It quickly flies of reach if a foe manages to strike back
effectively.



Size: Noticeably smaller than a Red Dragon, though gaohbch.

Environment: Blue Dragons generally prefer arid sandy deserts.

Technological: (Same as Red Dragon, please see entry 3 on page 1)

Philosophy: Unlike other chromatic dragons (eg. Red, Blackjté/land Green dragons),
Blue Dragons enjoy interacting with sentient creaguif only to demonstrate their
perceived intellectual superiority, and won't neeesy attack outright. They tend to view
Humans, Elves and other such creatures as beiaglyito be laughed at and exploited.
Adventurers encountering these dragons are usallyed to leave in peace after
showing the proper respect and giving up their @essns. However, Blue Dragons are
extremely territorial and will always attack anyah&eels is just a tad too close to it's lair
and treasure horde. Due to their social natureg Bltagons often have allies and
minions. Arrogant bullies, Blue Dragons will notdmte an insult and are very dangerous
to deal with despite their willingness to converse.

Fighting: Remarkable(A naturally tough opponent who revelsambat.)
Agility: Typical(Pure offense, unless flying.)

Strength: Monstrous(Can easily overpower most beings.)
Endurance: Amazing

Intuition: Monstrous(Can sense a persons general emoti@tel)st
Psyche:Incredible

Reason:Excellent

Health: 161

Karma: 145

Powers:

Emotion Control(fear): Blue Dragons cause fear in those in their presedfitect is
Excellent when calm and Incredible when enragedaftires in the grip of fear receive -2



shift to their Fighting and Psyche attributes uiitéd dragon leaves or is defeatﬁ

Range of effect is 4 areas dropping 1 rank eachiaddl 3 areas.

Invulnerability: Class 1000 resistance to electrical attacks arrédiible resistance to
mind manipulation.

Body Armor: Remarkable resistance to physical, energy, andcalagjtacks.

Lightning Strike: A Blue Dragon can breath forth an intense boltghftning every 1-4
rounds causing Amazing damage with a range of &are

Flight: Amazing speed with Excellent agility for dodginggddiring lightning bolts.
Perhaps dragon kinds best fliers.

Physical Attacks: Devastating Bite for Amazing edge damage or tailcstrike for
Monstrous blunt damage.

Low Light Vision: Unearthly range and effect.

Long Life: (Same as Red Dragon, see entry 3 on page 1)

Magic Spells:

-Terrain Illusion: Can alter environment featuradwviRemarkable effect and range.
Creating buildings, bridges, lakes, etc. Charactétts enhanced senses can do a power
check to break the illusion for themselves only.

-Ventriloquism: Can imitate voices and sounds bkoftcreatures and control where the
sound originates from with Amazing ability, all Wwitut seeming to take any action.
-Alter Appearance(lllusion): Can alter it's formingsillusion, appearing as a statue, a
group of trees, etc.

Contacts: Electro

Note: A Blue Dragon will often team up with another Blwetake down a powerful
enemy, such as a Red or Gold Dragon that wanderst'siterritory.



Dragon, Green 9

Size: A bit smaller than a Blue Dragon, considered tleelioim size for dragons.
Environment: Dense forest, occasionally swamps.

Technology: (Same as Red Dragon, see entry 3 for details.)

Philosophy: Green Dragons are creatures of extreme parandibelieve that to survive
they must control as much as possible, that wiiely tannot control MUST be
destroyed. The aggressive nature of these creatanelBine with this paranoia to create a
highly unpredictable monster, speaking calmly ormermant then wildy attacking the next
for no apparent reason. Green Dragons try to maiatamall group of weak minions to
act as spies, assassins and saboteurs, without Wecreature would feel vulnerable.

Fighting: Excellent(A competent fighter but prefers to aghind the scenes.)
Agqility: Typical

Strength: Amazing

Endurance: Incredible

Reason:Excellent

Intuition: Monstrous

Psyche:Remarkable

Health: 116

Karma: 125

Powers:

Emotion Control(fear): Can generate fear in others with Good effect wdam or
Excellent effect when enraged. Victims suffer &hlift to their Fighting and Psyche
scores until the dragon leaves or is defeated. ®ahgffect is 2 areas dropping 1 power
rank each additional 2 areas.



Invulnerability: Class 1000 resistance to acid and Remarkablé¢aesesto 10

mind manipulation.

Body Armor: Good resistance against physical, energy, andaalaafitacks.

Water Breath: Can breath underwater indefinitely, and swim ab&speed.

Acid Burst: Can breath a cone of vaporous acid every 1-4 muadsing Remarkable
damage with a range of 4 areas.

Physical Attack: Brutal bite for Incredible edge damage, clawksilke for Amazing
blunt damage.

Flight: Remarkable speed.

Long Life: (Same as Red Dragon, please refer to entry 3)

Low Light Vision: Unearthly rank and effect.

Magic Spells:

-ESP: Can use this spell to hear the surface thieuglone target at a time. Remarkable
ability.

-Hypnosis: Can place a hypnotic suggestion in tireraf one target at a time. The target
will act once the trigger is activated, eg heaangell or meeting a certain person.
Remarkable ability.

Contacts: S.H.I.LE.L.D.

Notes: The longer one speaks with a Green Dragon the susicious it will become
increasing the likelihood of being attacked.



Dragon, | 11
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Typical Height:

Typical Weight:

Environment: The warmer the better with active volcanoes balegl.
Technological: When a dragon sleeps it's consciousness roanastiad planes and it
learns many things. Dragons are highly intelligemd make use of mystic power similar
to wizards. They can speak and are aware of cuenarits and a wide variety of subjects.
Philosophy: Red Dragons tend to have a 'do whatever the alhlt' attitude and usually
only speak to 'lesser creatures' to make demaredsDiRagons love destruction and
chaos, the more people running and screaming titer b€hey are extremely hostile and
unbelievably greedy. Not all are sinister and samlg wish to be left alone, however
these types are VERY rare.

Fighting Incredible

Agility Typical

Strength Unearthly

Endurance Monstrous

ReasonRemarkable

Intuition Monstrous

PsycheAmazing

Health: 221

Karma: 155 (gains karma by destroying objects like builgi, ect)

Power:

Emotion control(fear): Remarkable when calm Monstrous when enraged. tSfiearea
radius dropping 1 rank each additional 10 areas.

Flight: Amazing speed with Typical agility

Invulnerability: CI1000 resistance to flame Unearthly resistancuital influencing
effects.



Body Armor: Incredible vs physical, energy, and magical. 12

Low light vision: Unearthly effect and range

Physical Attack: Bite for Unearthly edged damage, Claw/Strike farrdtrous.

Magic Spells:

-Mesmerism. Amazing

-Detect Magic. Amazing

-Mind Probe. Amazing

-Control Flame. Amazing

Long life: Dragons endure for thousands of years and onlgtgmtger as they age. When
their times up they just go to sleep and never wgkbut have full power up to that
point.

Dragon Flame: Unearthly fire damage at 5 area range. Area flam#éatontinue to burn
for up to 20 rounds and ignite any nearby flammabldis attack can be used once every
1-4 rounds, but if valuable desired items are ne#re Dragon will try to avoid using
flame.

Weakness:Red Dragons take +1 power rank damage from cadddattacks.
Contact: Fin fang foom, Fafnir
Notes: Red Dragons are solitary unless mated or withpafig. Red Dragons may

sometimes spare a community only to place horrioleeasonable demands on it's
citizens.
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Size:

Weight:

Environment: Driders are dwellers of the Underdark and, dutédr sensitivity to light,
seldom leave there. Rarely some Driders use mystier to protect their eyesight and
venture to the surface. Drider lairs are coverdti web and their prey are often times
seen suspended from the ceiling areas encasedJsually valuables are kept in walls
and on ceilings. Over time the original cavern wifding becomes totally covered in
web, also the Driders create new structures usieig Webs. Drider lairs are also filled
with spiders, including the GIANT variety, thesaftion as pets and guardians.
Technological: Driders retain all of the knowledge and abilitiesy had before their
transformation. Some Driders band together ande@dvanced communities similar to
their Drow counterparts, while others give up hapd live in primitive conditions.
Philosophy: The Drow, also know as Dark Elves, are one ofpttoeninent species of the
Underdark, ruling vast subterranean cities. Thégsare seldom at peace as intrigue
and conflict seem to be the only constants. A Dradarts off as a Drow and is
transformed by arcane, mysterious ritual, knowty ¢émla few Drow high priestess, into a
Drow/Spider hybrid. The priest refer to this ag@ag blessing, however the transformed
Drow loses all political and social standing anéxged from Drow society, their wealth
is also confiscated by the priests. As a resultymamirow society consider the
"blessing" to be a political tool and a way totlié competition without fear of
retribution. The Drider is left bitter and desperdeared by Drow society. Some Driders
except their fate and join others to build theimosociety, others seek a way to reverse
their conditions, still others go mad and simplgyon whoever/whatever happens by.



Fighting: Excellent 14
Agility: Excellent.

Strength: Excellent(The Drow portion of the body possesy @bod Strength but the
spider lower half has Remarkable. The Excellentessplits the difference to determine
health score).

Endurance: Excellent.

Intuition: Remarkable.

Psyche:Excellent.

Health: 80
Karma: 60

Powers:

Wallcrawler: Can move across walls and ceilings with AmazingtaljReally, could it
have been anything BUT Amazing).

Webslinger: Can spin webs of Remarkable strength to confienées. They cannot fire
webs as projectiles.

Dark Vision: Can see in total darkness with Incredible rangeedfect.

Invulnerability: Driders have Excellent resistance to magic effects

Poison Bite: A Drider's bite is poisonous causing Poor damaga the bite and
inflicting Excellent rank poison. They will ofterupthis poison on their weapons before
entering combat.

Amazing Spider Friends: Driders can communicate with and control all kindia
spiders. Amazing effect and range.

Tremor Sense:A Drider can tell if an intruder disturbs his/iveeb, even if other Driders
and spiders are moving about it, with Incredibléitgtand range. The Drider must be in
contact with the web however. Usually all areathefcreature's lair has some webbing
on it. As long as the Drider and intruder are intact with the web the Drider will know
exactly where the intruder is, even if it can'tseen.

Mystic Spells: Each Drider knows 3 spells, chosen at random, trarfollowing
categories.

-Personal Spell list with Excellent ability.

-Universal Spell list with Excellent ability.

Weakness:

-Vampirism: Driders feed on blood. They can go $sdaithout it before becoming
hungry.

-Light Sensitivity: Light levels above Poor causghting and Agility score to drop to
Feeble until Light is removed.

Talents: Dual weapon wield, Crossbows, Stealth.

Contacts: Peter Parker
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Height: 4 1/2' said to be 25%shorter and 25%wider thampiadl human.

Weight: 170lbs

Environment. Dwarves prefer subterranean dwellings and finchage/ironments
somewhat unsettling, despite this they've adapi#e gvell to surface life and are now
very common throughout the realms. Some DwarvdsDiiarves as they refer to
themselves, have established permanent surface goitnes that serve as vital trade
links to the great subterranean Dwarven kingdonosvéver, despite their great numbers
on the surface, one would be hard pressed to fibdi@ven sailor.

Technological: Dwarves are renown for their excellent craftsmgnsthich is

considered second to none and they commonly ussnadd engineering principles in
their designs and construction, this makes Dwaerggineers highly sought after. In
Dwarf society being a master builder carries atfgeskin to nobility and carries honor
equaling that of the greatest warriors, who wotldave lasted as long as they have
without equipment of the highest quality. Dwarveaster craftsmen (or perhaps crafts
persons is a better title as female Dwarves ale u@ building) have even been known
to forge items made of materials thought beyondipudation, such as meteor ore, gems,
and adamantite.

Philosophy: Like the very earth they claim to have been formkdwarves posses a
culture that seems to embody stability and end@ahleeir society appears to be based
on an honor system which determines etiquette ratedaction levels based on honor
status. Depending on the circumstances a Dwarfsaesn wild and chaotic one moment
and reserved and solemn the next. Dwarves alsodraege for value when dealing with
precious metals and materials. Due to these conraigs most not familiar with
Dwarves write them off as stubborn, greedy and pfuvéghters. Most who do know
them consider them loyal and honorable with a sud#hse of humor.



Fighting: Good. 16
Agility: Typical.

Strength: Typical.

Endurance: Excellent.

Reason:Good.

Intuition: Typical.

Psyche:Good.

Health: 42

Karma: 26

Note: Though not all Dwarves are craftsmen, learnig the basics is part of their
culture.

Powers:

Dwarves gain the power Dark Vision allowing thensé in the dark up to 60 feet. Dark
vision is black and white only, but it is otherwiges normal sight, and dwarves can
function just fine with no light at all. A dwarf ges a +1CS against charge attacks. +1CS
to Dodge attacks from attackers larger than 8din&the talent Structural Engineering
and Axes. Gains the powers Resistance to Physitatid(poison): at Typical and Resist
Magic: at Poor.

Contacts: Mole man.

The way of stone:Dwarf kings rule vast underground territories frauithin the ancient
halls beneath the great mountain ranges, life tisamauch different from surface Hill
Dwarf communities and these kings seldom travéhéosurface unless faced with a
Realm threatening situation. Many times human suderd other noble, wealthy surface
dwellers will seek to commission a Dwarven mastaftsman for a major construction
effort, but other than this Mountain Dwarves hawsomewhat closed society. Mountain
Dwarves seem to be more serious minded than théace dwelling brethren and may
find surface life hard to deal with.

Mountain Dwarves have had conflicts with goblinsg(€ntry 2) and some giants (see
entry 6) and are somewhat suspicious of outsideesrasult. Oddly enough all Dwarves
seem to appreciate gnome humor which is a mysteeyeryone else. Mountain Dwarves
maintain contact with Hill Dwarves and activelydeawith them.



Frost Giant 17

Typical Height: 15'

Typical Weight: 2,800lbs

Environment: Frost Giants favor cold mountainous regions. Tladis are often massive
castles or a huge cave complex.

Technological: Somewhat less advanced than their medieval Hummanterparts. They
abduct smaller humanoids to work as craftsmen arcd labor, and so the quality of
their dwellings differ depending on the skills bétr captives. Frost Giants prefer raiding
Dwarven settlements, as Dwarves usually have eexadbluilding skills and can endure
harsher environments better than most. A FrosttGaatress tends to be sparsely filled
and extremely cold.

Philosophy: Like most Giants, Frost Giants tend to be bullied believe their great size
gives them the right to exploit physically smakpecies. Of all Giant kind Frost Giants
are most likely to raid settlements and cause problfor locals. Their leaders are known
as Jarl and these individuals are far strongemami@ dangerous than the typical Frost
Giant. Not all follow this philosophy however, asome pursue peace.

Fighting Excellent

Agility Typical

Strength Incredible (In marvel incredible strength is aggrdut in D&D it's awesome)
Endurance Incredible

ReasonPoor (Smart enough to know that if they don't kriew to make something they
can abduct someone who can)

Intuition Good

PsycheGood



Health: 106
Karma: 24

Powers:

Invulnerability: CI1000 resistance vs cold effects/attacks

Low Light Vision: Excellent effect and range. Can see perfectly inddlizzard
conditions.

Boulder Toss:Can hurl boulders for Incredible damage and Typeage.

Weakness:Fire/Heat based attacks inflict +1 power rank ahdge.

Contact: Laufey, Loki

18
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Height: As they were in life.

Weight: Depends on how well fed.

Environment: Ghouls feed on the remains of humanoids and anerdto locations that
will facilitate this, such as recent battlegrouncEsneteries and plague ridden towns.
They have been known to dig up corpses then théligrave to cover up their presence
and horrid activities.

Technological: Though the process of becoming a Ghoul graduailyaties reasoning
ability, the victim of this condition retains a ggal remembrance of who he/she once
was. Ghouls lose their ability to build technoldgyt will sometimes keep trinkets they
pick up here and there.

Philosophical: Because Ghouls remember their former lives theyrarariably hostile
towards the living and view them as little morertipaey. As Ghouls were once part of
society before their transformation, many timeythél try to change others into Ghouls,
more often former family and friends, and form aafirpack. These monsters are careful
to hide their presence as best they can, havingernoanent dwellings and utilizing
stealth.

Fighting: Good

Agility: Good

Strength: Good

Endurance: Typical (please refer to entry 22 for notes onu#adce ratings)
Reason:Feeble (well, at least they can still speak)

Intuition: Good

Psyche:Typical

Health: 36

Karma: 20



Powers: 20

Undead Attributes: Ghouls virtually immune, Cl 1000, to the followingoisons,
Disease (although they are often carriers), stuhkdhresults, mind influencing abilities,
fatigue, suffocation (Ghouls do not need air),igldénergy drain, and paralysis.
Paralysis Strike: Ghouls posses claws which they can strike withrfgrical edged
damage. Those struck must succeed a Green Psythe fee unable to move for 4
rounds. Characters who can regenerate or are disesistant are immune. Elves are also
immune.

Ghoul Fever: Can deliver a bite causing Typical edged damaggoAe bitten must
succeed a Green Endurance feat or contract Gheal Fedisease with severe flu-like
symptoms that will cause Poor damage to their Eanthe everyday until the victim is
cured or dies. A person dying of Ghoul Fever valse the following night as a Ghoul.
Characters who are disease resistant or can regersge immune. Elves are also
immune. Those becoming Ghouls will lose/gain apilnks daily until they have the
stats of a normal Ghoul and will lose special &b8siat the same rate until they vanish.
Dark Vision: A Ghoul can see in total darkness with Excelldmlitg, even if it's lost it's
eyes.

Unnatural Aura: Normal animals will not enter an area containindead creatures and
will seem unsettled when these monsters are nelddiynal plants will likewise began to
sicken.

Death SenseGhouls have an uncanny ability to detect placasdbntain many dead and
will seek these places out. If 10 or more corpsegpeesent in a location within 10 miles
of a Ghoul it will detect this on a Green Intuitiosll. (see environment note)

Stealth: Typical ability.

Vulnerability:

-Ghouls can be turned by those possessing theUmalead ability(please see entry 22).
-These monsters have an aversion to sunlight thangharmed by it. Reduce Fighting
and Agility to Poor in sunlight.

Contacts: Ate em all...

Curse of the Ghoul: Outside of contracting Ghoul Fever this afflictican be caused by
an evil necromantic spell or in rarer cases hapy®n a person is buried in a place of
evil and corruption. There has been tales of ialiafy those who've resorted to
cannibalism as well. In the rarest of cases iaid £ come upon those who lived lives of
greed and selfish extravagance. In the most extoa®es it's even been suggested that
preferring meat over other kinds of food could esatlss condition. So you never cared
for vegetables huh? heh...



Gibbering Mouther 21

Height: Averaging 3' to 4'

Weight: 200lbs

Environment: These strange monsters prefer dark and wet emagots. Although
rarely encountered they can appear just about agrgasfiom underground cave systems,
to swamps and forest, or even beneath a crowdedhncity rising at night to prey on
its hapless citizens. There is speculation that thay have originated from the Far
Realm, a place of madness and chaos that defigsirea

Technological: Despite their seemingly mindless nature, Moutlaeesadept at
infiltrating enclosed areas to get to prey, avaidimple traps and warning devices.
Philosophy: Gibbering Mouthers are only concerned with findamgl consuming prey.
They can consume any living animal matter but priefelligent prey. Thankfully these
are solitary creatures and always encountered alone

Fighting: Excellent
Agility: Good

Strength: Typical
Endurance: Remarkable
Reason:Feeble
Intuition: Amazing
Psyche:Good

Health: 66

Karma: 62

Powers:

Gibberish: Once the creature spots prey it will begin to kpra strange manner with

all mouths speaking simultaneously, laughing, @ytursing, whispering, shouting,
singing, and asking questions all at once. The®issidered a Monstrous sonic attack and
any hearing creature within 60' radius must pagsliw Psyche check or suffer the
effects of a confusion spell for 2 rounds. Thigeffcan only affect a person once every
24 hours.



Amorphous: Due to its fluid nature the Gibbering Mouther caze through 22

small openings rather quickly. In the case of acipdoor the monster could pass
through and fully reform in 2 rounds.

Multiple Bite: When attacking it will launch a pseudopod endimg mouth towards its
target to bite. The bite can penetrate Good armabwill only cause Typical Edged
damage. It can launch up to 6 pseudopods eaclkiatjee different target or focus all
attacks on 1. These attacks can reach any target{s) same area as the Mouther.
Invulnerability: Are immune, CL 1000, to the following shape-chaatfeers, sleep
effects, and stun/kill results.

Body Armor: Good resistance vs blunt attacks.

Acid Launch: Instead of biting with a psuedopod it can chogseaxid with it at its
target(s) up to 1 area away. All 6 psuedopods eamsked for this purpose with each
dealing Poor damage. The acid also emits vapotsrthates eyes and impairs vision, so
those hit must pass a Green Agility feat or be ingaiafor 4 rounds, that is -CS on
Fighting and Agility stats till it wears off.

Engulf: Once adjacent to the target, the monster wilhgpteto grab and engulf its prey.
This is a Remarkable grapple attack that can be ase medium or smaller sized target.
When trapped inside the creature the victim wiffesuPoor damage to his/her Endurance
stat each round. The victim can cut its way ouinifljcting Good Edged damage,
otherwise at least Remarkable Strength is needeghtg/our way out if no sharp
weapons are available.

Dark Vision: Excellent range and effect.

Swim: Typical speed, Excellent Agility.

Ground Manipulation: The creature can somehow liquefy the ground arasrabdy

and the immediately adjacent areas. This areahs toeated as quicksand with roughly 4'
depth. If the creature leaves the area or is dgsdrthe ground will slowly began return

to normal. When the creature is in the liquid gritnis considered Swimming and has
increased Agility.



Goblin | 23

Typical Height: 3'6'
Typical Weight: 45Ilbs

Environment: Goblins prefer underground and dense forested area

Technological: Goblins are very skilled at mining and struct@agineering, however
their chaotic nature leads to poorly maintained@gent.

Philosophy: Goblins live by stealth, are usually opportunisiic seek quick easy gain.
Since Goblins have suffered extensive abuse bgilastyonger species they are always
watching for weakness and a chance to get even.

Fighting Typical (Goblins rely on stealth and usually fighthey have the advantage of
greater numbers... or have no choice)

Agility Excellent (as quick as Halflings)

Strength Poor (other species consider Goblins weak duledio $ize, but Goblins can lift
twice their body weight with ease)

Endurance Good (not as stout as a Dwarf but still impressive

ReasonTypical

Intuition Remarkable (Goblin survival depend on paying étterand they do it well)
PsycheTypical

Health: 40

Karma: 32

Powers:

Low Light Vision: Remarkable effect and distance

Stealth: Excellent

Poison:More of a Talent actually. Can manufacture poisaing to Amazing potency
and apply to dagger or blowgun darts.

Mining: More of a Talent actually. Mining and geologicabkviedge is Excellent

Weakness:

Light vulnerability: Light effects above Typical will drop a Goblinsiléyg to Feeble



while the light is present. 24

Contact: Norman Osborn

Notes Goblins like to gather in large numbers to inseetheir survival chances. They
also like to raid settlements. Goblins view eves/as a potential troublemaker or
potential victim and are thus quite dangerous desppearance. Sometimes non-Goblins
will be leading the Goblins, but once they are argler useful the Goblins will wait for

the right moment to destroy them.



Gynosphinx 25

Height: 9' length

Weight: 750lbs

Environment: Gynosphinxes inhabit warm arid climates and asevdrto interesting
landmarks, ancient ruins, long abandoned temples, af historic significance, and out
of the way places once known for their mysticalpenties.

Technological: Because they have paws rather than hands, thidy &bproduce and
utilize tools is severely limited. Despite the laafkmanual dexterity Gynosphinxes
posses uncommonly keen reasoning abilities andj@sp complex concepts and strategy
with relative ease. Even without fingers a Gynospluan draw, write, and effectively
use some items.

Philosophy: These creatures have a love of knowledge andesdtiat is legendary.
They view most situations as a contest of wits puzzle, and if it isn't will turn it into
one. When dealing with others a Gynosphinx willttryuse the encounter to gain
something, usually by offering information aboutdtions or items. They seldom part
with anything for free but will sometimes give iteimformation in exchange for useful
information, completing a quest, or solving onét®ftiddles. All Sphinxes are territorial
but a Gynosphinx will usually see intrusion as apyaity.

Fighting: Remarkable
Agility: Good
Strength: Excellent
Endurance: Good
Reason:Excellent
Intuition: Monstrous
Psyche:Incredible
Health: 70

Karma: 135



Powers: 2 6

Claw Attack: Gynosphinxes use claw attacks for Good edged danfdmgs attack can
bypass up to Good armor.

Dark Vision: Excellent.

Tracking: Remarkable.

Flight: Poor speed, Typical Agility.

Mystical Symbol: Once per day a Gynosphinx can scribe a rune oepapon a surface,
which is activated by touch. The symbol can't mbueif it is touched or the item it's
scribed on moves it will unleash one of the folilogvspells with Unearthly strength:
Eldritch Blast, Confusion, Fear, Vapors-Sleep, Bamdesmerism, or Curse. The choice
of spell is up to the Sphinx and all have a 60uséffect. Any one symbol spell can only
be used once per week, and the symbol will lasb@rh

Magic Spells:

-Gramarye: Amazing. Uses this ability to gain im@tion about an acquired item, it's
history, attributes, who owned it, etc.

-Post-cognition: Unearthly. Can view events thahspired in current location up to 25
years past.

-Revealing sight: Amazing. Can see invisible pefsbjects.

-Remove curse: Incredible. Used to break a cursecoédible rank or less.

-Mystical detection: Amazing. Can detect the castifispells, objects/persons under the
influence of magic, magical portals and creatures.

-Clairaudience/Clairvoyance: Amazing. This spdibwak the user to hear/see remotely
what's happening in a place he/she is familiar.with

Contacts: Rama Tut



The Hags 27
Hag Covey

From time to time, a trio of hags gathers as a gousually this foul triune includes one
hag of each type, but this is not always the case.

Undead Animation: Excellent

Weather: Excellent

Force Field: Excellent

Dream Travel: Excellent

To use one of these abilities, all three hags oestithin 10 feet of one another, and all
must participate.

Clotho (Annis Hag)

Typical Height: 8 feet

Typical Weight: 325 pounds

Environment: Cities

Technological: Magic

Philosophy: Hags are tremendously strong. They are naturadigtant to spells and can
cast magic of their own. Hags often gather to fooweys. A covey, usually containing
one hag of each type, can use powers beyond tlidlse mdividual members



Fighting Excellent (20)
Agility Good (10)
Strength Excellent (20)
Endurance Good (10)
ReasonGood (10)
Intuition Good (10)
PsycheAmazing (50)
Health 70

Karma 70

Powers

Growth (Permanent): Feeble

Claws: Remarkable strength, Remarkable Damage

Fangs:Remarkable strength, Excellent Damage

Body Resistancelncredible

Fog Cloud: A bank of fog (20ft radius) billows out from a poinith in 100 ft. The fog
obscures all sight, including dark vision, beyoni@é&t. A creature within 5 feet has
concealment (attacks have a -2CS to hit). Creafardser away have total concealment
(-4CS to hit, and the attacker can’t use sighotale the target). A moderate wind (TY)
disperses the fog in 4 rounds; a strong wind (GBpefses the fog in 1 round.

Resist Magic:Remarkable

Dark Vision:: Dark Vision allowing them to see in the dark u@feet. Dark vision is
black and white only, but it is otherwise like nainsight, and can function just fine with
no light at all.

Contact: Other Hags

Notes:Sea hagsare wicked, cruel fey creatures. As their namdigspthey are found in
and along the shores of the sea.



Lachesis (Green Hag) 29

Typical Height: 5 feet 7 inches
Typical Weight: 135 pounds

Environment: Under Ground

Technological: Magic

Philosophy: Hags are tremendously strong. They are naturadiigtant to spells and can
cast magic of their own. Hags often gather to fooweys. A covey, usually containing
one hag of each type, can use powers beyond tlidse mdividual members

Fighting Excellent (20)
Agility Good (10)
Strength Good (10)
Endurance Typical (6)
ReasonGood (10)
Intuition Good (10)
PsycheMonstrous (75)
Health 36

Karma 95

Powers

Invisibility: Remarkable

Claws. Remarkable strength, Excellent Damage
Body Resistancelncredible



lllusions: Remarkable

Resist Magic:Excellent

Dark Vision:: Dark Vision allowing them to see in the dark u@feet. Dark vision is
black and white only, but it is otherwise like nainsight, and can function just fine with
no light at all

Linguistics: Remarkable

Water Breathing : Remarkable

Hyper Swimming: Excellent

Strength Drain Touch: Excellent rank, each touch drains 1Cs of strength.

Contact: Other Hags

Notes: Green hags use their magical powers to lure inmeadato their traps. They will
assume the form of beautiful women and enter alptguaiarea to find a young man or
woman to corrupt with vices. They will use theiildpto mimic animal noises to lure
children into the swamp, where they are captureddmvoured.



Atropos (Sea Hag) 31

Typical Height: 8 feet

Typical Weight: 325 pounds

Environment: Under Ground

Technological: Magic

Philosophy: Hags are tremendously strong. They are naturadigtant to spells and can
cast magic of their own. Hags often gather to foaoweys. A covey, usually containing
one hag of each type, can use powers beyond tlitlse mdividual members

Fighting Good (10)
Agility Good (10)
Strength Good (10)
Endurance Typical (6)
ReasonTypical (6)
Intuition Good (10)
Psychelncredible (40)
Health 36

Karma 56

Powers

Claws: Excellent strength, Excellent Damage

Body ResistanceTypical

Resist Magic:Excellent

Dark Vision:: Dark Vision allowing them to see in the dark u@feet. Dark vision is
black and white only, but it is otherwise like nainsight, and can function just fine with
no light at all

Water Breathing : Remarkable



Hyper Swimming: Remarkable

Horrific Appearance: The sight of a sea hag is so revolting that anyotiesr than
another hag) who sets eyes upon one must makea grdigher Psycheheck or
instantly be weakened, taking -2CS to Strengthatires that are affected by this power
or that successfully save against it cannot bectgfteagain by the same hag’s horrific
appearance for 24 hours.

Evil Eye: Three times per day, a sea hag can cast its dzeegzon any single creature
within 30 feet. The target must make a green andrigPsycheheck or be dazed for three
days, although telepathic means can restore ssoutyer. In addition, an affected
creature must make a green or higher Endureneek or die from fright. Creatures with
immunity to fear effects are not affected by tha sag’s evil eye.

Contact: Other Hags

Notes: Sea hags are wicked, cruel fey creatures. As tiagire implies, they are found in
and along the shores of the sea.



Kender 33

Height: Averaging 3'7"

Weight: Typically 75lbs

Environment: Due to their love of travel and exploration, Kendan be found in a wide
variety of environments. Kender have a speciak#fia for large, bustling communities
filled with interesting things and people. Despitving integrated into traditionally non-
Kender societies, the Kender have set up their@mmunities, and most choose to
return to those communities after completing th&ndering years to settle down. Avid
explorer, Kender have traveled to the furthesthreadn the realms and often posses maps
and trinkets from their journeys. Especially tritke

Technological: When it comes to improvising few can match the di@nthis ability can
be seen in their buildings, tools, and various gangint as no two are alike. A good
example of this are the homes they create, oftedernawildly differing materials yet
somehow coming together harmoniously to form ametive and comfortable structure.
These homes usually only posses a single familjnraoeflecting the Kender philosophy
of communal property. That being said, Kender tetbgy is a rough equivalent to their
human counterparts.

Philosophy: The Kender are known for their insatiable curypaitd seemingly utter lack
of fear, and these traits, though not necessaaitly bften times lead to trouble as the
realms can be quite dangerous. In Kender sociegdbm is prized above all else, even to
the point of lacking the concept of personal pasises with all members of their society
sharing all they have, unfortunately casually berng things without informing others
does not translate well in non-Kender communifsspite the tendency of many
societies to write them off, the Kender are a kewatted, caring and adventurous lot.
They are credited with creating many maps of thd kareach places that they visit
during their wanderlust years.



Fighting: Typical (Anytime, anywhere. They ain't afraid.) 34
Agility: Excellent

Strength: Poor

Endurance: Typical

Reason:Typical

Intuition: Good

Psyche:Typical

Health: 36

Karma: 22

Powers:

Invulnerability: The Kender do not experience the emotion of feardther
acknowledge dangerous situations on an intellet¢éwal resulting in Unearthly
resistance to Fear and Fear inducing effects. R@ad magic also receive a -2CS when
affecting a Kender.

The Final Insult: Somehow Kender know exactly what to say to tidkpo&ctically any
individual. This is actually a weird magic typeaatt that when used against an opponent
forces them to pass a Psyche check or become enmadegocused on the insulting
Kender. Once enraged the victim temporarily (uhi@d Kender leaves or is defeated)
loses 2 ranks of Psyche and will ignore other opptsin favor of attacking the
offending Kender.

Hoopak sling staff: This is a weapon that can be used as either stistaff causing
appropriate damage.

The tall and short of it: The small size of the Kender means the bonus rofigreent
Feeble Shrinking!

Go prepared: A Kender has the strange ability to pack 50% nmoag¢erial into container
than it could normally hold. Any non-Kender attemgtto remove an item will result in
the entire content spilling out.

Talents: Weapon specialist (Hoopak), Sleight of hand, Picg&ket.

Contacts: Beansprout.



Lich 35

Height: Slightly shorter than in life.

Weight:

Environment: A Lich will always have it's stronghold built inramote location away
from civilization and prying eyes. These fortresaesusually constructed before the
wizard undergoes his/her transformation into a L &okd are made to the wizard's exact
specifications. Unfortunately those involved in tomstruction of these impressive
structures take it's secrets with them to the gesvihey are without fail destroyed upon
it's completion. The areas around a Lich's strolthisousually devoid of life, well natural
life anyway.

Technological: A Lich's fortress holds some of the most advamgstical and
technological equipment and artifacts in the Reaépresenting perhaps centuries of
research and development. Science and magic ca@ath&y transforming the insides of
the fortress into a disturbing, surreal environm&ttange machinery, automatons,
alchemy equipment, and charts abound. There'slysughs of damage as well since
Liches often engaging in dangerous experiment1@®| disembodied living brains, and
other created horrors lurk within these stronghot@d&king them deadly places indeed.
Philosophy: A Lich's primary concerns are protecting it's @leyery, and the
accumulation of power and knowledge. Although Lepesses genius/supra-genius
intellects they are all quite insane and have @&gemlisdain for living things. At times
these monsters will hire adventurers to retriedesired object, usually an artifact of
some type, so as to not leave it's fortress undetnf a Lich does hire adventurers or
interact with other living sentient beings it wdlisguise it's true nature using magic.
Liches are paranoid about their phylacteries aydraaentering it's domain uninviteded



will be met with absolute and deadly reprisal. 36

Fighting: Excellent.
Agility: Excellent.
Strength: Good.
Endurance: Monstrous.
Reason:Amazing.
Intuition: Incredible.
Psyche:Monstrous.
Health: 125

Karma: 165

Powers:

Undead Attributes: Virtually immune, CI1000, to the following: poissndisease, stun,
and kill results, mind influencing abilities, albiflenergy drain, and paralysis.

Self SustenanceA Lich does not require air, food, water, or sleep

Damage ResistanceAll attacks it receives are at -2CS.

Unnatural Aura: Normal animals will not enter an area containingdead creatures and
will seem unsettled when these monsters are nelddoynal plants will likewise begin to
sicken.

Dark Vision: Can see in total darkness with Excellent ability.

Touch of Enervation: A Lich can charge it's hands with a strange mgkgoergy when
attacking to cause Excellent damage, which wilb gst the victim into a comatose state.
To avoid the coma effect an Endurance FEAT roExsellent intensity is needed. The
coma effect bypasses body armor though the damayg not. Magical healing or curse
removal is needed to reverse the effect.

Self Revival: Even if destroyed, unless it's phylactery is ag&td the Lich will reform
totally unharmed. Upon reaching 0 health the Liblody vanishes and reappears at a
predetermined location, usually within it's forges 1 to 10 days.

Dreadful Presence:The creature can mystically induce fear and teffrhis is a
Incredible intensity attack and requires a PsydB&Troll to resist. Victims suffer a -
1CS to Fighting and Psyche.

Mystic Mastery:

-Personal Spells

-1 spell of Unearthly level

-2 spells of Monstrous level

- All other Personal spells it may use are of Amg4evel
-Universal Spells

-1 spell of Unearthly level

-1 spell of Monstrous level

-All other Universal spells it may use are of Anmaglevel
-Dimensional Spells

-1 spell of Unearthly level



-2 spells of Monstrous level 37

-All other Dimensional spells it may use are of Axng level
-Miscellaneous Spells
-All Miscellaneous spells it may use are of Amaziengl

Vulnerability:

-Phylactery. The creatures life force is tied to this objedt &fs defense is of prime
concern to the Lich. It's form varies and it capeqr a just about any small item
imaginable, such as jewelry or the like. To desttayould also forever destroy the Lich.
A phylactery is quite durable possessing Incredibtgection against all forms of
damage, also once this protection is breached diti@d40 points of damage is needed
to destroy it. The Lich will keep this item in aespal room, well guard, a well trapped. In
addition the phylactery surrounded by mystic ruihes prevent the phylactery from being
detected be remote means, treat this as Unealtialglsng vs various remote detection
abilities. The Lich can sense what's is happemrtge room and to the item.

Talents: Occult Lore, Mythological Lore, Alchemy, Enginesgi Techno-Magic.
Contacts: Skeletor, Thulsa Doom.

Curse of the Lich: Potions and elixirs of youth will fail after reged use and the most
powerful mages were not willing to just accept ¢imel of their power, thus the process of
becoming a Lich, after many failed attempts, wasted. This process, sometimes
referred to as the 'Ritual of Endless Night', dasely guarded secret and can still result
in utter destruction for those who lack sufficienli power or preform even a minor
mistake in procedure. After entering a deathliletestperhaps even true death, the mage
will awaken after a few days in Lich form and lisdy will quickly began to decompose
till but a skeletal form remains.

Not much is known about this secret process hatsaid to involve changing a persons
natural positive life force into negative energg anilizing otherworldly sources. Even
after becoming a Lich a mage still feels vulnerahle to it's phylactery, but some Liches
have found away to ascend to a higher level of Idgweent, leaving the physical plane
behind. The remains of these advanced Liches arerkias Demi-Liches and although
they don't posses the Lich's consciousness ardatidjerous.



Lizard man 38

Typical Height: 7'

Typical Weight: 300Ibs +

Environment: Lizard folk prefer swamp and wet forest environtsen
Technological: Lizard folk are usually less advanced than thesdimval Human
counterparts though not always.

Philosophy: Isolationist, somewhat xenophobic

Fighting Excellent (usually trained from youth)

Agility Excellent (quick and agile with tail giving suparbalance)

Strength Excellent (the average lizard man is much strotigen a Human with
Remarkable strength not unheard of)

Endurance Good (most of the species are warriors and useddding themselves for
hunting ect)

ReasonPoor (tend to stick to traditions though some hedanced communities with an
score of Typical)

Intuition Good (always watching)

PsycheGood (stubbornness is common)

Health 70

Karma 24

Powers:

Low Light Vision: Typical effect and range

Swimming: Good

Underwater mastery. Lizardmen receive no penalty for underwater axtioombat
Hold breath: Can hold breath for 10 rounds and an additionahdceeach successful
endurance check

Hyper running: Good speed for 3 rounds then must rest 2 rounasdating again



Body armor: Feeble protection 39

Equipment: Usually javelin, spears, shields. Thrown weaponsidat damage/Poor
range

Weakness:
Cold vulnerability: Cold based attacks will drop all the Lizardmang/sptal stats by
one rank but won't change base health score outfidi@mage.

Contact:
Dr. Connors, Killer Croc

Notes: Lizard folk are usually lead by a powerful warrtgpe who is advised by a
shaman skilled in the mystic arts. Their societi€JALLY avoids contact with outside
peoples. Lizard folk are meat eaters and thougmawhally hostile WILL prey on
Humans and the like during times of scarcity. Stalis always the number one priority
for the Lizard folk.



Mind Flayer (lllithid) 40

e

Typical Height: between 5 feet 4 inches and 6 feet 2 inches

Typical Weight: 105 to 155 pounds

Environment: Under Ground

Technological: Magic

Philosophy: Mind Flayers are suspicious of everyone, makirgrygane suspicious of
them. Plotting against others, especially other@naither race, as a precaution is not
uncommon.

Fighting Excellent (20)
Agility Excellent (20)
Strength Typical (6)
Endurance Typical (6)
Reasonincredible (40)
Intuition Remarkable (30)
PsycheUnearthly (100)
Health 52

Karma 170

Powers

Telepathy: Amazing

Mind Control : Remarkable
Mind Blast: Amazing
Body ResistancePoor
Detect Thoughts Amazing
Emotion Control: Amazing



Teleportation: Remarkable 41

Levitation : Excellent

Astral Body: Unearthly

Tentacles:The Mind Flayer may make 4 attacks around witlfiate tentacles.

Improved Grab: If a Mind Flayer hits successfully with a tentaclée tentacle grapples
the target, the next attack against the same tgeges +1 CS if 2 tentacles are attached it
becomes +2CS and if 3 +3CS.

Extract: A mind flayer that begins its turn with all foumtacles attached and
successfully maintains its does -1CS damage todRedsuition and Psyche each round
the hold is maintained. This damage is permandesarhealed from some form of
Regeneration.

Contact: Chtullu

Notes: The mind flayer, also called the illithid, is avileand sadistic being, humanoid in
appearance, but with a four-tentacled octopusHiéa@d. These beings are feared for their
telepathic abilities and usually are not withoub ter more slaves, mentally bound, to
each individual mind flayer. Although they coopertd achieve a goal, they will back
away at the first sign that it is not something thél be self-profitable.



Minotaur 42

Size: 7'+

Weight: 700lbs+

Environment: Minotaur seem to prefer maze like dwelling enviremts such as
caverns, old ruins, heavy forest and the like.

Technological: Stone age levels are most common, however sometdMinhave
integrated into more technically advanced societies

Philosophy: Similar to Orc mode of thought, Minotaur for the@shpart believe might
makes right. Though seemingly simpleminded, Minotae fast learners and the more
disciplined of the lot often seek status as menges@&r among the forces of chaos, using
their great strength to their advantage.

Fighting: Excellent

Agqility: Good

Strength: Excellent(Remarkable Strength levels are not umoomamong those of
leader rank)

Endurance: Excellent

Reason:Poor

Intuition: Remarkable

Psyche:Good

Health: 70

Karma: 44

Powers:

Invulnerability: For some odd reason a Minotaur always seems @ knerything

about it's surroundings and never becomes losh, eWen entering a totally new area it's
never seen before. The creature will always knowrelthe exit is and the best way to
get there, providing one exist. They are also imemanterrain illusions and know where
all of the secret doors and traps are located. d/agil Psionic effects that target location
perception are useless against them.

Tracking: Can track with Remarkable ability.



Charge Attack: The Minotaur can charge an opponent that's furtihan 2 43
areas away causing Strength damage plus an addifiordamage points. Usable every

other round.
Low Light Vision: Excellent range and effect.
Contacts: Bulldozer

Notes: Though Minotaur in some ways resemble cattle dmnfooled, they eat MEAT.



Modron, General 44

Of all the creatures on the planes, none are aogdrand confusing as are the modrons,
children of the plane of Mechanus and beings ofbst ultimate order. Caring not for
the vagaries of good and evil, modrons exist iroddwvhere the law - and only the law -
matters. All else is irrelevant, and they purswartguest for perfect organization with a
frighteningly fanatical zeal.

The modrons themselves are odd clockwork creatarestious blend of flesh and gears
that work to maintain their home on Mechanus angptead the tenets of order
throughout the multiverse. All in all, there ariéefen different varieties of modron (not
counting rogue modrons, of course), but very fewdrons are actually aware of this.
You see, modrons exist in a bizarre society thit alfows them to comprehend modrons
of a caste immediately above or below their own.és@mple, a tridrone can
communicate with a duodrone and a quadrone, bud nmnodrone or pentadrone. An
odd mental screen prevents a modron from seeirggtheings more than one step
evolved than themselves.

This causes a modron to perceive its superiorseasupreme source of law and order in
all creation. This isn't a deification by any medmswvever, since modrons value order
above all else, they will obey their superiors ingilagely, without question. The highest
source of order cannot be mistaken, now, can ittaAas modrons are concerned, they
cannot.

They remain aware of those more than one step hiblemuselves, of course, but there is
no use attempting to communicate with them in aay,\as they won't be able to discern
what the higher level modron is or, at any rateatwhis saying. This strange caste
society is what has formed and reinforced the m@veamodron chains of command.
And of course, the biggest bureaucracy in the meidsie, bar none.

While the modrons themselves work to maintain the@e plane of Mechanus (save
where a deity or two expels them from his realim@ytthemselves hail from a powerful
realm on Mechanus known as Regulus, a region ceeghof 64 gears that interlock to
form a sort of turning, ever-moving pyramid compbsé continent-sized gears.

At the center of Regulus lies the tower of Printhe, One and the Prime, the singular
leader of the modrons, and arguably, the most goweroponent of order in the
multiverse. This godlike being oversees a vast pbehergy from which all modrons are
created, and where the energies of modrons reha@a they are destroyed.

You see, all modrons are created from a commur@lgfenergy. When a modron dies,
its energies return to this pool, in order to &)wlfor the promotion of a modron of
lower status to replace it, and b) once this cbépromotion reaches back to the level of
monodrone, to allow for the creation of an all reanodrone from seeming nothingness.
This is why some people surmise that when one labksie modron, he is really looking
at them all - they all share the same lawful emsrglhis belief is further strengthened by
the modrons themselves, who never refer to therasels 'I', only 'We'. They may be so
orderly that they seem to share one group mindjeabolstered by the existence of the
Infinity Web in Primus' tower.

This also fits the theory that modrons are desagfiden some form of insect
intelligence - one that existed long, long agod ams then shaped by the lawful nature



of Mechanus into the modrons we know today. Regasdbf their origins, 45

however, modrons are definitely mysterious beiagsl, can be encountered almost
anywhere - Mechanus or beyond.

Base Modron Powers:

Agelessnessall modrons, regardless of rank or station, aedesms in nature; instead of
having the longevity power, which implies an evahiifespan, modrons simply do not
age whatsoever. In fact, if not slain by acciderdesign, a modron may effectively live
on forever, gaining new and additional forms assttends the ladder of law.

Body Armor: both organic and inorganic in nature, all modrbage some manner of
resistance to physical attacks. Essentially, bas#droms should be treated as having
Typical (6) protection from physical attacks, areeble (2) protection from assaults of an
energy-based nature. Hierarch modrons may havé@uliarmor, of course; those that
do are noted in their descriptions.

Invulnerability to Emotion Control, Illusion, Life Drain, Mind Control, and

Paralysis / Sleep Attacksall modrons, even the lowly monodrone, are conepjet
resistant to these attack forms. As beings of alteorder, they are simply able to shrug
off such effects with ease - though they know whech powers are used (if
unsuccessfully) against them.

Resistance to Acid, Cold, and Fire Attacksthe modron physique is highly resistant,
albeit not totally immune to the effects of extreocodd, heat, and acidic attacks (despite
their metallic nature). This is an Excellent (2€3istance to such attack forms, allowing
them to maneuver in most hostile environs with eagkich comes in handy during the
infamous Modron March...

Hierarch Modron Powers (in addition to the above):

Clairsentience: all modron high-ups have unbelievably acute sgnapparatus, allowing
them to sense just about anything within the plafrexistence they currently occupy.
Distance isn't a factor, really, but simply knowinbere they need to look / listen / taste /
touch / smell is. This power functions for all lesh modrons at their Intuition rank +2
CS.

Dimensional Travel: an offshoot of the hierarch modron's ability tiepert, this
supernatural power allows a modron to transpaegtfite another plane of existence
altogether. However, this power only works at Reékable (30) rank, and has the risk of
materializing the modron in solid matter unlesstimately knows the area it is traveling
to - thus, this power is used sparingly.

Force Field: hierarch modrons have the ability to form a sdexgd force field in their
immediate vicinity, in either a hemisphere or &phere form. Either way, this powerful
force field acts as an Remarkable (30) ranked draagainst incoming damage - even
magical attacks! However, a determined opponenteaaport through it with ease.

Mind Control: though limited in scope, hierarch modrons cantbisemental power to
great effect when confronted with non-modrons of lend. Working at Remarkable (30)
rank, this power allows them to force others thdtd psyche FEAT roll vs this rank to
obey any one word, non-suicidal command, regardiEt®e victim's wishes. Great for



basic law enforcement... 46

Resistance to Magicmodron hierarchs are resistant to magical poweosigh each
brand of hierarch has a different level of immundysuch abilities. For instance, the
decaton has Feeble (2) resistance to such eneagi@®ach successive level of modron
adds to this resistance by an additional +1 C3¢WRrimus itself, who possesses this
power at Unearthly (100) rank.

Telepathy: all modron hierarchs can stay in telepathic cantaihh modrons they can
normally speak with at all times. However, the lesfea modron's telepathic prowess is
somewhat limited. Decatons begin wielding theiepeithy power at Feeble (2) rank, and
each successive level of modron adds an additteh&lS to this rank, again with a
ceiling of Unearthly (100) concerning Primus itself

Teleportation: hierarch modrons have the innate ability to tetepowill, with

significant range. Operating at Unearthly (100ktahis handy power allows them a vast
range of movement, and while on Mechanus, a hienaadron can teleport, at will,
anywhere within the plane instantaneously. Thisvedl them to monitor their charges
(and any ongoing situations) with ease.

Basic Modron Equipment: Modrons, if on a special mission, can be equippil jwst
about any type of necessary device. Modron hiesafobwever, are typically without
armament of any variety, in that they have more #r@ough physical weaponry 'built in'
to their bodies to deal with any opponent who wdddstopped by a sword, spear, axe,
etc...

Common Modron Talents (Base Modrons)

Law: more than anything else, the modrons are ultimmesters of law, knowing their
own clockwork plane in and out. They extend thisibanowledge of What Should Be to
all aspects of existence, and should make ReasAi$Based on orderly systems of any
variety at +1 CS, +2 CS if it involves their homane, Mechanus, and +3 CS regarding
Regulus itself.

Common Modron Talents (Hierarch Modrons, in addition to the above)

Leadership: knowing how to spread resources around and delégsks like no other
beings alive, hierarch modrons all have this sslla general matter of course. As such,
any group they are leading receives a 50 pointtitodseir karma pool - even if the
hierarch is simply leading other hierarchs. The@adership leads to success in a given
situation virtually all the time, too.

Characteristics:

Perhaps the hardest planar race to comprehend@awe rilmani, the endless hordes of
modrons act in confusing, often indecipherable waiss is not actually the case, in that
the bizarre caste system the modrons obey, asaw/élieir unswerving love of order,
cause them to behave as they do. They always @etlyrthe specific order simply being
unapparent to all but them.

Appearance:

Modrons are a strange curiosity in the multivebsng a fantastic cyborg race. This is,
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organic tissues. Most of their bodies are covergld gray metal, but their faces are
invariably fleshy. The non-humanoid varieties ofdran all have a similarly vague,
humanoid look to their faces.

Ecological Niche:Like the baatezu are to Baator, and the slaadbdrartbo, the
clockwork race of modrons are the principal plaia@e of Mechanus. The embodiment
of order unfettered by good or evil, the modronskato keep their own plane functioning
within the letter of the law, and free of chaonfluences, whether they come from within
or without.
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Fighting Remarkable (30)
Agility Good (10)
Strength Excellent (20)
Endurance Excellent (20)
Reason Remarkable (30)
Intuition Remarkable (30)
PsycheAmazing (50)
Health 90

Karma 110

Resources30

Popularity n/a

Origin: Like all modrons, the one hundred decatons araéxtensional clockwork
beings, hailing from the orderly plane of Mechantiseir alien physiology is a bizarre
blend of flesh and gears, and this - combined téir inherent magical nature - is the
source of their supernatural powers.

Known Powers (in addition to common Hierarch Modronpowers):

Additional Limbs / Tentacles: a decaton has ten powerful, whip-thin tentacled,@an
bring all ten to bear at once. Thanks to an inhdadant with multiple attacks, decatons
can make up to ten attacks in one turn, the last af which will occur after everybody
else has made their primary actions in said turn.

Circular Vision: decatons, thanks to the ten large eyes they us&édn their
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degrees both horizontally and vertically in theirrsundings. This power has no
intensity, but then, it is unaffected by power rtegpabilities.

Healing: a decaton is a powerful healer, though its abgdifaire limited only to modrons.
At will, a decaton can heal (at Incredible (40)kpany modron it can touch (and with its
tentacles, it can nab up to ten at a time). Decatan also cure diseases and remove
paralysis effects with similar skill.

Levitation: like the pentadrone, a decaton can fly into théaigenerating a lighter-
than-air gas within itself. Functioning only at Bee(2) rank, this power really just
allows a decaton to defy gravity, and move up andrdwith impunity. It can be swayed
by roving air currents, however.

Schooling: Disciple - Philosophical Magic/Order

Decatons are competent users of all manner ofssgpelt utilize and propagate the forces
of order. They can wield anywhere between five eigtit magical spells of this type,
hopefully determined before the decaton is brougjotplay, at Incredible (40) rank;
some spells may vary by plus or minus 1 CS.

Equipment: (none)

Quirks:

Fighting Logistics: decatons, like all modrons, wield naturally orgaai minds. They
can apply their inherent analytical tendenciesoimlgat applications, sizing up a foe
rather quickly. This allows them to add a +1 C&ltdighting FEAT rolls made against a
foe after 1d10 rounds (not turns), a bonus thas lastil said opponent radically changes
his fighting style.

Talents (in addition to common Hierarch Modron talents): (no additional talents)

Characteristics: The communication apparatus between the base arar¢th modrons,
all decatons are generally concerned about thamgels, the uncounted hordes of base
modrons that are truly what makes Mechanus goq(dris believed). They will do what
they must to protect the base modrons, unlessofd@an higher up demand that they do
not.

Appearance:Rather peculiar in appearance, the seven foad¢athtons basically consist
of a five foot diameter sphere, mostly metal, rohgeth ten organic eyes (on steel eye
stalks) and ten fleshy, whip-like tentacles. lbadsands on two thick, elephantine legs.
Decatons also have a rather large, human-like maitluhat is arguably called its 'front'.

Ecological Niche:Caretakers of all the base modrons, decatons@lbithem) are the
link between such beings and the other modron ildlesa usually by relaying orders
passed down through the chain of command from Rritself. There is one decaton
assigned to each cog of Regulus, and the othev@6&ee the, well, 36 great armies of the
modrons.
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Fighting Typical (6)
Agility Typical (6)
Strength Typical (6)
Endurance Typical (6)
Reason Poor (4)
Intuition Poor (4)
PsycheAmazing (50)
Health 24

Karma 58
Resourcest
Popularity n/a

Origin: Like all modrons, the countless duodrones are @ixtransional clockwork
beings, hailing from the orderly plane of Mechantiseir alien physiology is a bizarre
blend of flesh and gears, and this - combined téir inherent magical nature - is the
source of their supernatural powers.

Known Powers (in addition to common Base Modron poers):

Infravision: duodrones are blessed with the ability to sedendark, in addition to their
normal five senses, at Typical (6) rank. This bafiallows them to see about ninety feet
into the gloom of night (or other odd darkness).i/larely necessary on Mechanus, it
definitely comes handy in off-plane work, as selvefdhe... lower... planes are utterly
dark to standard vision.

Winged Flight: duodrone modrons are equipped with two metallimgthings that

sprout out the back of their oddly shaped bodikswang them to take to the air if their
duties require them to. This flight power functiatd=eeble (2) rank, which lets them



flutter about at approximately thirty miles per hooot very quick, to be sure, 5 1
but it works.

Equipment: Duodrones, if on a special mission, can be equipp#djust about any type
of necessary device. However, they most often arkyast one weapon on them, usually
melee (such as a club or spear) but not alwaysdfdnes can make effective use of a
crossbow). They can inflict Typical (6) damage wvilibese.

Quirks:

Fighting Logistics: duodrones, like all modrons, wield naturally orngad minds. They
can apply their inherent analytical tendenciesoimlzat applications, sizing up a foe
rather quickly. This allows them to add a +1 C&ltdighting FEAT rolls made against a
foe after 1d10 rounds (not turns), a bonus thas lastil said opponent radically changes
his fighting style.

Talents (in addition to common Base Modron talents)(no additional talents)

Characteristics: While they aren't as dim as monodrones are, duedrare still not that
bright, being unable to function independently. Tiwoction creatures, the duodrones are
capable of performing two tasks at a time, wieldanignited ability to interpret
commands. Duodrones can only speak in the logicejuage of the modrons (but they
can speak).

Appearance: The duodrones are small, though not as short asn@dnone. At four feet
tall, the duodrone basically consists of two regtdar blocks, joined together at the
‘waist' with a round, cog-looking device betweeenth The lower block connects to the
duodrone's two legs, while the top holds its twosand face (which is vaguely
humanoid).

Ecological Niche:On Mechanus, duodrones are only slightly less naogethan
monodrones, in that vast, vast quantities of tleatares are necessary to maintain the
strange chain of command that the modrons adhehe &aldition to their limited
administration role, duodrones often perform compésks beyond those monodrones
are capable of completing. A duodrone is usuallgharge of twelve monodrones.
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Fighting Amazing (50)
Agility Remarkable (30)
Strength Remarkable (30)
Endurance Incredible (40)
Reason Amazing (50)
Intuition Amazing (50)
PsycheUnearthly (100)
Health 150

Karma 200

Resourcesb0

Popularity n/a

Origin: Like all modrons, the thirty six hextons are eximaghsional clockwork beings,
hailing from the orderly plane of Mechanus. Thdieraphysiology is a bizarre blend of
flesh and gears, and this - combined with theiereht magical nature - is the source of
their supernatural powers.

Known Powers (in addition to common Hierarch Modronpowers):

Additional Limbs / Tentacles: hextons, in addition to their two normal arms, déwur
powerful tentacles, and can bring all of them tarls once. Thanks to an inherent talent
with multiple attacks, hextons can make up to iacks in one turn, the last five of
which will occur after everybody else has madertphgmary actions in said turn.

Claws: a hexton's four tentacles end in powerful barbelvi can use like regular claws
(if not otherwise grappling a person or object)e3é allow hextons to inflict +1 CS
Edged Attack damage per strike with their handdesfired, making hextons particularly
deadly in a fight (as if the other hierarch modraren't to be trifled with already...).
Flight: like many other hierarch modrons, hextons areselgsvith the use of two large,
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hexton to fly at Good (10) air speeds (moving alaiwround one hundred twenty miles
per hour). When not in use, these wings can faléttoer nicely.

Schooling: Adept - Clerical Magic / Order

Hextons are competent users of magic, doing saorezing (50) rank. These powers are
of a priestly nature, however, venerating the post@rder above all else. They can
wield between nine and twelve magical spells of tigpe, hopefully determined before
the hexton is brought into play; some spells may B plus or minus 1 CS.

Equipment: (none)

Quirks:

Fighting Logistics: hextons, like all modrons, wield naturally orgadzminds. They can
apply their inherent analytical tendencies to conalpplications, sizing up a foe rather
quickly. This allows them to add a +1 CS to alhfigg FEAT rolls made against a foe
after 1d10 rounds (not turns), a bonus that lastié $aid opponent radically changes his
fighting style.

Talents (in addition to common Hierarch Modron talents):

Military: as the overall commanders of the 36 grand arnfibeohanus, the various
hextons have to know battle tactics like the bddkeir hands - which they do. In the
planning and execution of military maneuvers, hegtshould receive a +1 CS to all

reason FEAT rolls, whether they be on the winninfpsing side of a fight.

Characteristics: The hextons are very busy creatures, constantty between their
duties to the modron armies and their other pogtsmRegulus. They somehow manage
to juggle these important, time-consuming duties,drobably don't have time for
anything else but their work, and are likely td galybody attempting to speak to them
just that.

Appearance:Like the septons before them, hextons have a vatnuehanoid
appearance. Nine feet tall, they boast a sortarfgated, reptilian face, with big, doglike
ears. Rather stocky in build, they are armed with $tandard human arms, and four
meaty tentacles that are tipped with deadly barbsy also have large, fan-like steel
wings.

Ecological Niche:Primarily, the 36 hextons that exist at any givempin time are in
command of the great armies of Regulus, but th&y ladve secondary duties. Sixteen of
them serve at the quarton's regional headquatteasdversee four cogs), nine serve in
Primus' tower, three are assigned to each tet@mifiunicating indirectly, of course),
and two serve at each of the secundus' controlrowe
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Fighting Poor (4)
Agility Typical (6)
Strength Typical (6)
Endurance Typical (6)
Reason Feeble (2)
Intuition Feeble (2)
PsycheAmazing (50)
Health 22

Karma 54
Resource?
Popularity n/a

Origin: Like all modrons, the countless monodrones areaekimensional clockwork
beings, hailing from the orderly plane of Mechantiseir alien physiology is a bizarre
blend of flesh and gears, and this - combined théir inherent magical nature - is the
source of their supernatural powers.

Powers (in addition to common Base Modron powers):

Life Support: unlike most modrons, monodrones are completefyssstaining, needing
neither food, water, air, or even sleep. This isalose monodrones draw their necessary
sustenance from the environment around them tareenfunctioning - as long as some
matter is present in their vicinity, they'll bedijconsider this Shift Z life support).
Winged Flight: monodrone modrons are equipped with two metalirgvhings that
sprout out the back of their spherical bodies valg them to take to the air if their
duties require them to. This flight power functiaid=eeble (2) rank, which lets them
flutter about at approximately thirty miles per mooot very quick, to be sure, but it
works.
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about any type of necessary device. However, thest wften carry at least one weapon
on them, usually melee (such as a club or speandiwalways (monodrones can make
effective use of a crossbow). They can inflict Tghi(6) damage (either BA, EA, or Sh,
depending) with these.

Quirks:

Fighting Logistics: monodrones, like all modrons, wield naturally arigad minds.

They can apply their inherent analytical tendentesombat applications, sizing up a foe
rather quickly. This allows them to add a +1 C&ltd-ighting FEAT rolls made against a
foe after 1d10 rounds (not turns), a bonus thas lastil said opponent radically changes
his fighting style.

Talents (in addition to common Base Modron talents)

Characteristics: Monodrones have little personality to speak of.dBasentient, they
live only to do whatever the duodrones tell themlLimited in their cognitive functions,
monodrones can only perform one task at a timght fipolish a gear, guard, etc... They
cannot speak, and they only understand commanes ¢vthem in the logical modron
tongue.

Appearance:Monodrones are small. Only three feet tall, theidies mainly consist of a
metal ball about eighteen inches in diameter, gimdly metal legs, arms, and wings
rounding their bodies out. Monodrones have oneelagg (with a mechanical focusing
lens to one side), and fleshy faces of a vaguetydmoid nature. The metal 'ring' around
their fleshy face has many bolts protruding from it

Ecological Niche:Monodrones are the faceless, countless hordes chdheis. Within
the clockwork mazes of this plane of ultimate oydee monodrones perform all of the
tedious but vital tasks necessary to keep the gearsg (as if they could ever actually
stop). One will often see monodrones scrubbingggeaotherwise performing
maintenance on their home plane.



Modron, Nonaton 56

Fighting Incredible (40)
Agility Excellent (20)
Strength Excellent (20)
Endurance Remarkable (30)
Reason Remarkable (30)
Intuition Remarkable (30)
PsycheAmazing (50)
Health 110

Karma 110

Resources30

Popularity n/a

Origin: Like all modrons, the eighty one nonatons are ektransional clockwork
beings, hailing from the orderly plane of Mechantiseir alien physiology is a bizarre
blend of flesh and gears, and this - combined téir inherent magical nature - is the
source of their supernatural powers.

Known Powers (in addition to common Hierarch Modronpowers):

Additional Limbs / Tentacles: all nonatons have nine powerful, whip-thin tergacland
have the ability to bring all of them to bear atenThanks to an inherent talent with
multiple attacks, nonatons can make up to nin€lkdtan one turn, the last eight of which
will occur after everybody else has made their pryractions in said turn.

Charm Detection: nonatons have the power to look at any beingjesgndr not, and to
see whether or not the person in question is uth@esway of a charm of any sort, this
being defined as any mind control, forced summangegs, or quest effect of any
variety. This power works at Remarkable (30) raard helps to determine blame in quite
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lllusion: oddly, nonatons wield this power at Remarkablg a0k, allowing them to
generate from 2 to 8 false images of themselvasyagiven time. These illusory
nonatons are quite convincing, and anybody targetia nonaton will have equal odds of
striking a false nonaton instead of the real ors&hHalse nonaton, once hit, disappears.
The strange bit is that illusory powers are totalijlified in Mechanus, so it is odd that
nonatons wield this power - especially since tlagly leave the plane of their birth.
Very interesting...

Lie Detection: when conversing with others, a nonaton has theeptovdetermine
whether or not it is being lied to. If the othedeof this conversation fails a psyche FEAT
roll against this power rank - Remarkable (30)eittifialsehoods will be laid bare before
the nonaton. Of course, this doesn't help to deteriinuth, at least not directly.
Philosophical Awarenesswhen looking at any sentient being, a nonatortimasbility

to determine, if said being fails a psyche FEAT aglinst this power rank - Remarkable
(30) - whether he or she leans towards an ordehotic, good, evil, or balanced
mindset. The nonatons' role as Mechanus' secoritg fis greatly aided by this power.
Stunning Blast: this power allows a nonaton to neutralize (oeast seriously attempt to
do so) a target within its vicinity. This handy pavworks at Remarkable (30) rank, and
opponents struck by it suffer like Stunning damagech is non-lethal, and fades after
1d10 turns. Of course, if a body is brought to zezalth by this attack, he will still fall
unconscious...

Telepathy: though this power is listed for all hierarch mawpit must be noted that a
nonaton can use it on non-modrons, as well assipdar target of this ability. It works at
Poor (4) rank for nonatons. Of course, being abkelepathically communicate with all
sentient beings, in addition to 'mere’ modrongy$a@bnatons in their law enforcement
duties considerably.

Time Control: nonatons wield this Remarkable (30) power in g Vierited fashion, one
that basically allows them to wrap a target inrageral bubble that seriously hinders
their movement relative to others, if said targéisfan Endurance FEAT roll vs this
power rank. If affected, the nonaton's opponent ardy act every other turn for the next
1d10 turns.

Of course, those affected by this power may atteampw FEAT roll vs this rank every
additional turn they are affected by it.

Webcasting: a nonaton can use this Remarkable (30) ranked mpoviend an opponent
in a mass of sticky web-like materials. This mallyoanhanced webbing will ensnare a
target if the nonaton can hit them with a succé#sfility attack roll, and once bound,
said target cannot break free until he can passead@h FEAT roll vs this power rank.
Schooling: Disciple - Clerical Magic/Order

Nonatons are competent users of magic, doing bwdible (40) rank. These powers
are of a priestly nature, however, venerating thegy of order above all else. They can
wield between five and eight magical spells of thfge, hopefully determined before the
nonaton is brought into play, at Remarkable (38krgaome spells may vary by plus or
minus 1 CS.

Equipment: (none)
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Quirks:

Fighting Logistics: nonatons, like all modrons, wield naturally orgasa minds. They
can apply their inherent analytical tendenciesoimlzat applications, sizing up a foe
rather quickly. This allows them to add a +1 C&ltdighting FEAT rolls made against a
foe after 1d10 rounds (not turns), a bonus thas kastil said opponent radically changes
his fighting style.

Talents (in addition to common Hierarch Modron talents):

Law Enforcement: as the second level of modron law enforcementntdmatons are
required to police the Mechanus for all mannemntifuders and potential invasion armies.
As such, they have the authority to detain or radiatr these beings as is necessary, and
while they prefer trials for such chaotic folk, yheill kill if the threat is extreme - though
they'd rather try an offender instead...

Characteristics: Being charged with the task of maintaining the sécof Regulus (and
Mechanus itself, to a lesser extent), nonatonsatene across as somewhat paranoid in
their behavior, questioning any and all non-modithiey encounter. If they decide such
visitors are a threat, they will happily expel oadicate the source of danger to their
home.

Appearance:Nonaton appearance is a quandary, in that theytaveossible forms,
depending on artists' interpretation. The origp@itrays nonatons as large, nine foot tall
cylindrical beings. Standing on three elephantegs] the nonatons possess nine whip-
like tentacles situated around the center of ttexl plated bodies, and have the standard
modron face.

A fleshy, vaguely humanoid face with one over-siegd.

A second interpretation has the nonatons appebkimgome sort of centipede,
composed of nine metallic, spherical parts attacbgdther by cog-like apparatus. The
front sphere appears just like a monodrone (wittio@itwvings), and the creature has
mechanical legs on its first, fifth, and ninth segns. A nonaton's tentacles issue forth
from its mouth.

You know, the one described above.

Ecological Niche:Nonatons primarily serve as intermediaries betwheroctons, each

of which controls one of Regulus' cogs, and thettets who lord over the base modrons
working on each cog. Sixty four of the nonatonwsen this role, eight more monitor the
loyalties of the decaton-led armies of Mechanud,the remaining nine carry the orders
of the octons.
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Fighting Incredible (40)
Agility Excellent (20)
Strength Excellent (20)
Endurance Remarkable (30)
Reason Incredible (40)
Intuition Incredible (40)
PsycheMonstrous (75)
Health 110

Karma 155
Resources40
Popularity n/a

Origin: Like all modrons, the sixty four octons are extnaeinsional clockwork beings,
hailing from the orderly plane of Mechanus. Thdiemphysiology is a bizarre blend of
flesh and gears, and this - combined with theiereht magical nature - is the source of
their supernatural powers.

Known Powers (in addition to common Hierarch Modronpowers):

Additional Limbs / Tentacles: each and every octon (all sixty four of ‘em) height
powerful, whip-thin tentacles, and can bring altleém to bear at once. Thanks to an
inherent talent with multiple attacks, octons caakeup to eight attacks in one turn, the
last seven of which will occur after everybody diss made their primary actions in said
turn.

Flight: thanks to a peculiar, cog-like collar restinglagidder level on the octon body,
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and then ejecting it out the other side, almoshasagh it were a built-in propeller. This
flight (or super-swimming, if submerged) works gpikcal (6) rank, or at approximately
60 miles per hour.

Lightning Speed: octons all possess this power at Typical (6) rartkch basically
allows them to double their operating speed (ttsyraove about at around 45 miles per
hour if necessary). Furthermore, an octon canhisebwer to achieve even more
multiple attacks than they already wield, makingnthexceptionally dangerous in battle.
Philosophical Awarenesswhen gazing upon any sentient being, an octortieaability
to determine, if said sentient being fails a psy€BRAT roll against this power rank -
Remarkable (30) - whether they lean towards anrlyrdghaotic, good, evil, or balanced
mindset. Their role as the administrators of Mecisas greatly aided by this power.
Telekinesis:octons have the ability to manipulate objecth@irtenvironment without
touching them. Using this power at Incredible (d)k, octons can lift and move an
object within their line of sight with similar strigth. Octons can also use this power to
support their heavy bodies on water; not flighteween levitation, but just water walking.
Schooling: Disciple - Clerical Magic / Order

Octons are competent users of magic, doing sacegdible (40) rank. These powers are
of a priestly nature, however, venerating the posterder above all else. Octons can
wield between five and eight magical spells of thfge, hopefully determined before the
octon is brought into play; some spells may varplg or minus 1 CS.

Equipment: (none)

Quirks:

Fighting Logistics: octons, like all modrons, wield naturally orgamizainds. They can
apply their inherent analytical tendencies to conalpplications, sizing up a foe rather
quickly. This allows them to add a +1 CS to alhfigg FEAT rolls made against a foe
after 1d10 rounds (not turns), a bonus that lastié $aid opponent radically changes his
fighting style.

Talents (in addition to common Hierarch Modron talents): (no additional talents)

Characteristics: Lordly and majestic (as most hierarch modrons &ne)pctons feel
great responsibility for the individual cogs tha¢y oversee. The odd creatures do
everything they can to maintain the proper ordeth@r small portion of Mechanus, and
are more than willing to send vast forces of modragainst anything the nonatons tell
them is a serious threat.

Appearance: The octon primarily appears as a rectangular sleek, eight feet tall, that
walks on two mechanical legs and is wrapped wighiarge steel collar. This collar has
bulges on the corners, each of which hold two efdbton's tentacles. Octons have the
standard modron ‘fleshy’ face (but with two eyeasjle front side of their bodies.



Ecological Niche:Though the decatons manage the various base mattieins 61

inhabit each of Regulus' 64 cogs, it is the 64¢0&twho actually rule each piece of the
modrons' realm. Via nonaton messengers, the oataike directives to the various base
modrons, which (though the decatons see to theaattliy the octons see as 'their’
charges.
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Fighting Remarkable (30)
Agility Good (10)
Strength Excellent (20)
Endurance Excellent (20)
Reason Excellent (20)
Intuition Excellent (20)
PsycheAmazing (50)
Health 80

Karma 90

Resources20

Popularity n/a

Origin: Like all modrons, the countless pentadrones ama@xbensional clockwork
beings, hailing from the orderly plane of Mechanitiseir alien physiology is a bizarre
blend of flesh and gears, and this - combined téir inherent magical nature - is the
source of their supernatural powers.

Known Powers (in addition to common Base Modron poers):

Circular Vision: pentadrones, having a 'face' on all five of themtacular 'arms’, benefit
from this power at all times (having five eyes,yon? degrees apart at any given time, is
good for at least something). This power has n&,rper se, but similarly, it can't be
negated, either. So this, in the end, isn't realbad thing when you get down to it...
Enhanced Senses (generalpentadrones have extremely acute sensory orgeanrs;rgy
them have the ability to use all five standard eerag 200 % of the ability of your
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enhanced level (call it a +2 CS) as compared terdikings, or even other modrons.
Infravision: pentadrones, like many other modrons, have tHiyato see into the

infrared spectrum of light. Working at Excellenff2ank, this lets them peer up to 180
feet into the dark, whether it be natural or asi#ily generated. While rarely necessary on
Mechanus, it definitely comes handy in off-planeky@s several of the... lower... planes
are utterly dark to standard vision.

Levitation: pentadrones generate certain gases in their hadytames, and one use of
these gases is levitation. While a pentadrone ddhn@er se, it can levitate, which
allows it to raise up in the air as high as it peg doing so at Feeble (2) rank (pretty
much just enough to get its metal frame going apd that's what counts).

Multiple Limbs / Arms: pentadrones have five tentacular ‘arms’, and gag all five to
bear at once. Thanks to an inherent talent withipiaelattacks, pentadrones can make up
to five attacks in one turn, the last four of whwitl occur after everybody else has made
their primary actions in said turn. This makes trettremely dangerous in battle with
mortal-types...

Paralysis: pentadrones have a sort of gas blaster mountéaboof their bodies, which
allows them to spray a gas that induces paralgsasiopponent. Usable only once per
fight, this gas can patrtially or fully incapacitatpponents for 1d10 turns, at Remarkable
(30) rank; opponents receive an Endurance FEATtoalsist this effect.

Resistance to Mortal Attacks:pentadrones, unlike the rest of the base modeoas,
especially resistant to ordinary, mundane weapdnrgssence, they receive a +1 CS
bonus to their defense when dealing with any atpmokuced by a non-magical, low-
tech, or non-psionic weapon. Axes and swords deetafl by this power, but magic
blades and blasters aren't.

Equipment: Modrons, if on a special mission, can be equippitld just about any type
of necessary device. Modron pentadrones, howeketypgically without armament of
any variety, in that they have more than enouglsighy power and weaponry 'built in' to
their bodies to deal with any opponent who wouldtopped by a sword, spear, axe,
etc...

Quirks:

Fighting Logistics: pentadrones, like all modrons, wield naturallyaoriged minds. They
can apply their inherent analytical tendenciesoimlzat applications, sizing up a foe
rather quickly. This allows them to add a +1 C&ltdighting FEAT rolls made against a
foe after 1d10 rounds (not turns), a bonus thas lastil said opponent radically changes
his fighting style.

Talents (in addition to common Base Modron talents)

Law Enforcement: as the first level of modron law enforcement, pleatadrones are
required to police the numberless ranks of the basdrons to root out rogues of their
own kind, and other chaotic troublemakers. As stludy have the authority to detain or
neutralize these beings as is necessary, thougtptb&er to capture them for trial



whenever possible. 64

Leadership: knowing how to spread resources around and delégsks like no other
beings alive, pentadrones all have this skill ger@eral matter of course. As such, any
group that they are actively leading receives @&t boost to its karma pool - assuming
it has one - even if the pentadrone is simply legdither pentadrones.

Characteristics: Of all the base modrons, the pentadrones are tis¢ intelligent - and
by far the most powerful. Having the ability to connicate, plan, operate, monitor, and
manage, pentadrones are five-function beings, aadhis ability to manage the
numberless modron labor force for the rather fimtaumber hierarch modrons. They
wear their authority like a badge, and expect atherespect it.

Appearance:Odd even by modron standards, Pentadrones resé@uesbrmed starfish
held up on five stilt-like legs. Each of these 'arare really a fat steel tentacle, upon
which rests one of the pentadrone's five facesh Bathese tentacles has the generic
modron ‘face' (one eye, big fleshy mouth). Pentaek@lso have a sort of top-mounted
gas blaster, and are seven feet tall.

Ecological Niche:The pentadrones are the police force of the baskans, acting as a
sort of translator between the wishes of the desaémd the actions of the quadrones, and
maintaining the lowest levels of order in modronisty. Furthermore, a dozen such
modrons are often assigned to each of the modroireatin the capacity of maintaining
said army's headquarters.
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Fighting Unearthly (100)
Agility Amazing (50)
Strength Amazing (50)
Endurance Unearthly (100)
Reason Shift Z (500)
Intuition Unearthly (100)
PsycheClass 1000 (1000)
Health 300

Karma 1600
Resources00

Popularity n/a

Origin:

Like all modrons, the one and only Primus is amagitnensional clockwork being,

hailing from the orderly plane of Mechanus. It®alphysiology is a bizarre blend of

flesh and gears, and this - combined with its iashemagical nature and deific stature - is
the source of its supernatural powers.

Known Powers (in addition to common Hierarch Modronpowers):

Immortality: Primus is likely the single most powerful proponehorder in the
multiverse (save for perhaps the Vishanti), andenmhis presiding over the modrons on
Mechanus, it is considered an immortal being (it loa killed, but only by other
immortals or under nigh-impossible conditions). ®chanus, it can be slain normally.
However, that would still be very, very difficult.

Schooling: Sorcerer Supreme - Philosophical Magic/fer (Mechanus)
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has truly staggering magical powers at its dispd&lile in Mechanus, it has the ability
to cast any spell of order at Class 1000 abilitytfiough off-plane, this power is reduced
to Unearthly (100) in rank; Primus is not quitepasent outside Mechanus, but is still
rather dangerous.

Equipment:

Infinity Web: this techno-organic mesh of sensors and tendacessible by Primus
within his great tower, from where it can use tegide to sense everything that is
happening to any of its modrons, at any time ndenathere in the omniverse they
happen to be. While it is connected to the Infitifgb, Primus’ intuition score is raised
by +3 CS, to Shift Z (500) rank.

Quirks:

Fighting Logistics: Primus, like all modrons, wields a naturally ongaxa mind. It can
apply its inherent analytical tendencies to conalpgalications, sizing up a foe rather
quickly. This allows it to add a +1 CS to all fighg FEAT rolls made against a foe after
1d10 rounds (not turns), a bonus that lasts uaitl spponent radically changes his
fighting style.

Talents (in addition to common Hierarch Modron talents):

All MSH RPG Talents: while the other hierarch modrons may have manyerskills
than are presented in their individual entries,ektent of their specific knowledge is
unknown. Primus, on the other hand, knows virtuallgrything, and as such, should be
considered knowledgeable in any matter quantifiaglekills in the MSH RPG game.
Yep, every skill.

It may have the inability to act on some of thi®whedge (for instance, there are no
known time machines on Mechanus, nor truly advameelinology to speak of), but it
likely still has it. This is because, thanks to bhienity Web that lies within its tower,
Primus can sense anything any of its modrons expeg| at any time - it picks up on
things rather quick thanks to this...

Characteristics: Absolutely intelligent and powerful beyond mortaink Primus must
come across as a terrifyingly logical deity to #osortals lucky (or foolish) enough to
intrude upon its presence. Its ultimate goalsterrhodrons, Mechanus, and the
multiverse are unknown and unknowable, but it pesshem with absolute clarity of
vision.

Appearance:Primus may manifest to mortals in many ways. It @gpear as a human of
normal size (though androgynous) when dealing wiliers besides its secundi.
However, it can also manifest as a gigantic hunthferiound thirty feet tall), emerging
from the vast pool of modron energy within its towes arms swathed in powerful
energies.

The left is covered in shadow, and the right ightirainbow hues. It may have additional
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Ecological Niche:Primus is it, the be-all and end-all of modron &edqse. It and it alone
decides just what is order on Mechanus (and pgskéyond), and directs the modrons to
do its bidding in order to shape reality as it $aeimust (whatever that ultimate vision of
order may be). It is unchallenged in its role asdtbiter of order in the multiverse.
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Erand ™ 1999 TSR, Inc.
Fighting Excellent (20)
Agility Good (10)
Strength Good (10)
Endurance Good (10)
Reason Good (10)
Intuition Good (10)
PsycheAmazing (50)
Health 50

Karma 70
ResourceslO
Popularity n/a

Origin: Like all modrons, the countless quadrones are @xt@nsional clockwork
beings, hailing from the orderly plane of Mechantiseir alien physiology is a bizarre
blend of flesh and gears, and this - combined théir inherent magical nature - is the
source of their supernatural powers.

Known Powers (in addition to common Base Modron poers):

Circular Vision: quadrones, while lacking a ‘face’ on each of thigisides, nonetheless
have sensory organs of some sort or another alltbee& body, granting them the ability
to have a 360 degree by 360 degree (all aroundridgpottom) awareness of their
environment. This power has no rank, per se, bedntt be negated, either.

Enhanced Senses (generaljjluadrones have highly acute sensory organs, ggatitem

the ability to use all five of their standard senae150 % of the ability of your average
human. In other words, quadrones wield all fivesesmat an enhanced level (call it +1 CS
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Infravision: quadrones, like the duodrones, have the abilise®into the infrared
spectrum of light. Working at Excellent (20) ratikis lets them peer up to 180 feet into
the dark, whether it be natural or artificially geated. While rarely necessary on
Mechanus, it definitely comes handy in off-planeky@s several of the... lower... planes
are utterly dark to standard vision.

Multiple Limbs / Arms: most quadrones have four arms, and can bringalltb bear at
once. Thanks to an inherent talent with multiptacks, quadrones can make up to four
attacks in one turn, the last three of which walcor after everybody else has made their
primary actions in said turn. These are occasignedarmed melee attacks, but
guadrones are usually heavily armed...

Winged Flight: instead of having an extra set of arms, some guadrhave been
equipped with a set of wings. These metallic insteats allow a quadrone to fly at Poor
(4) speeds (around sixty miles per hour), or singyer in place indefinitely. While this
negates the quadrone's devastating combat aliiisynonetheless handy in most
situations.

Equipment: Quadrones, if they know they will be going intotlegtwill arm themselves
with two bows or four similar weapons (if of theufoarmed variety) or just one bow or
two similar melee weapons (if of the two armed et Either of these weapons can
inflict Good (10) damage in the hands of a quadrboevs inflicting Shooting damage
and the others causing types of pain dependinbantype.

Quirks:

Fighting Logistics: quadrones, like all modrons, wield naturally oiigad minds. They
can apply their inherent analytical tendenciesoimlzat applications, sizing up a foe
rather quickly. This allows them to add a +1 C&ltdighting FEAT rolls made against a
foe after 1d10 rounds (not turns), a bonus thas lastil said opponent radically changes
his fighting style.

Talents (in addition to common Base Modron talents)

Bows: quadrones have the inherent ability to use bawsleadly effect. These modrons
make attacks with a bow as if their agility scomrev+1 CS in rank, and those with four
arms can actually utilize two bows at once, allaytinem to make two ranged attacks in
one turn naturally. No other modrons have this damgs ability.

Leadership: knowing how to spread resources around and delégsks like no other
beings alive, quadrones all have this skill asreegd matter of course. As such, any
group that they are actively leading receives @&t boost to its karma pool - assuming
it has one - even if the quadrone is simply leaditihger quadrones. As you can guess,
guadrone leaders tend to be successful most dintiee..

Characteristics: A more advanced and refined intelligence (as coetay the tridrone),
guadrones are the elite of Mechanus' labor fol©éen, they're the ones who order most
of the lower modrons into action (in general manatgce situations and the like), as they
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situations.

Appearance:Each and every quadrone is six foot tall. The nigjof its body is a three
foot by three foot by three foot cube, upon whilattached two legs, and either four
arms or two arms and two wings. The front face gfiadrone's 'cube’ holds its vaguely
humanoid face, which is the only exposed organitgraits body. Also, quadrones have
several odd, non-visual sensory organs on eadieofgix sides.

Ecological Niche:In addition to their role as the relay between adrines and tridrones
in the modron system, quadrones are most oftet diticers in the modron armies. In
conflict, they can bring over a thousand modrouliso$ to bear (via the 'dozen’ chain of
command principle) and as such are rightly fearethe battlefield - especially against
the mortal races.
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Fighting Monstrous (75)
Agility Remarkable (30)
Strength Remarkable (30)
Endurance Amazing (50)
Reason Monstrous (75)
Intuition Monstrous (75)
PsycheUnearthly (100)
Health 185

Karma 250
Resources’5

Popularity n/a

Origin: Like all modrons, the sixteen quartons are extradisional clockwork beings,
hailing from the orderly plane of Mechanus. Thdiemphysiology is a bizarre blend of
flesh and gears, and this - combined with theiereht magical nature - is the source of
their supernatural powers.

Known Powers (in addition to common Hierarch Modronpowers):

Additional Limbs / Arms: the quartons of Mechanus have four arms, and tieve

ability to bring all of them to bear at once - are@mpponent or several. Thanks to an
inherent talent with multiple attacks, quartons p@ake up to four attacks in one turn, the
last three of which will occur after everybody effses made their primary actions in said
turn.

Flight: like many other hierarch modrons, the quartondbbagsed with the use of two
exceptionally large, metallic wings that are joirtedether at their shoulders. These
chrome, fanlike wings allow a quarton to fly witlkdellent (20) speed (moving about at
around one hundred fifty miles per hour). Wheninaise, these wings can fold together
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Schooling: Adept - Clerical Magic / Order

Quartons are competent users of magic, doing Amatzing (50) rank. These powers are
of a priestly nature, however, venerating the post@rder above all else. They can
wield between nine and twelve magical spells of tigpe, hopefully determined before
the quinton is brought into play; some spells many\by plus or minus 1 CS.

Equipment: (none)

Quirks:

Fighting Logistics: quartons, like all modrons, wield naturally orgaed minds. They
can apply their inherent analytical tendenciesoimlzat applications, sizing up a foe
rather quickly. This allows them to add a +1 C&ltdighting FEAT rolls made against a
foe after 1d10 rounds (not turns), a bonus thas lastil said opponent radically changes
his fighting style.

Talents (in addition to common Hierarch Modron talents): (no additional skills)

Characteristics: Quartons are supremely logical beings, and de@sglbothered by
those sentient entities that are not as perfeatfichl as themselves (read: non-modrons).
They prefer to leave such chaotic beings to thedreulings to be dealt with, but this is

not always possible (as all manner of beings M&thanus on a regular basis...).

Appearance:Quartons are simply huge in appearance, towerieg mere mortals; they
are twelve feet tall. Furthermore, they have foawerful arms that they may bring to
bear on anyone foolish enough to irk their ire, Emde, metallic wings that are joined
together at the shoulder. Like quintons, quartdss bave a large, 'built-in* metallic
helmet, too.

Ecological Niche:The sixteen quartons of Mechanus are charged hatimanagement

of the sixteen regions (each region being four rofg&egulus. Occasionally, one

qguarton will assist in the translation of ordefrtertians to quintons in either the
towers of the secundus or Primus itself, but otiewall they do is manage their
respective territories as efficiently as possible.

It should be noted that, in addition to their ovemsiderable powers, a quarton is guarded
at all times by 36 fanatical pentadrones; thesedgsemay not be able to tell just what it is
that they are protecting, but they will gladly gtveir lives to keep this (in their eyes)
inexplicable being from harm of any type.
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Fighting Amazing (50)
Agility Remarkable (30)
Strength Remarkable (30)
Endurance Amazing (50)
Reason Amazing (50)
Intuition Amazing (50)
PsycheUnearthly (100)
Health 160

Karma 200
Resourcess0

Popularity n/a

Origin: Like all modrons, the twenty five quintons are agimensional clockwork
beings, hailing from the orderly plane of Mechantiseir alien physiology is a bizarre
blend of flesh and gears, and this - combined téir inherent magical nature - is the
source of their supernatural powers.

Known Powers (in addition to common Hierarch Modronpowers):

Additional Limbs / Arms and Tail: quintons have four arms and a prehensile tail, and
have the skill to bring all of them to bear at anifleanks to an inherent talent with
multiple attacks, the mighty quintons can makeaufive attacks in one turn, the last four
of which will occur after everybody else has mausrtprimary actions in said turn.
Cosmic Awarenessguintons have a specialized form of this powet &tlaws them to
glean information that would not otherwise be appaiabout a person, place, or thing.
This power functions at Amazing (50) rank, allowopgntons to pretty much learn all
they need to about anyone or anything - espedtaibats to their precious order.

Flight: like many other hierarch modrons, the quintonseesed with the use of two
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fanlike wings allow a quinton to fly with Good (18peed (moving about at around one
hundred twenty miles per hour). When not in uses¢hhandily ergonomic wings can fold
together nicely.

Philosophical Awarenesswhen looking at anybody, a quinton has the abibty
determine, if he fails a psyche FEAT roll agaits power rank - Remarkable (30) -
whether they lean towards an orderly, chaotic, gewsd, or balanced mindset. This helps
to prevent them from giving non-orderly beings daoegs information.

Schooling: Adept - Clerical Magic / Order

Quintons are competent users of magic, doing goretzing (50) rank. These powers are
of a priestly nature, however, venerating the post@rder above all else. They can
wield between nine and twelve magical spells of tigpe, hopefully determined before
the quinton is brought into play; some spells magy\by plus or minus 1 CS.

Equipment: (none)

Quirks:

Fighting Logistics: quintons, like all modrons, wield naturally orgagd minds. They
can apply their inherent analytical tendenciesoimlzat applications, sizing up a foe
rather quickly. This allows them to add a +1 C&ltdighting FEAT rolls made against a
foe after 1d10 rounds (not turns), a bonus thas lastil said opponent radically changes
his fighting style.

Talents (in addition to common Hierarch Modron talents): (no additional skills)

Characteristics: Knowledgeable and scholarly beyond measure, th&ayus could be
thought of as the quintessential sage, knowinghatiner of things about, well,
everything - from modron society to the multiversgeneral. If there's a question a body
has about anything, ask a quinton - they are ni@e happy to divulge facts - especially
those concerning law.

Appearance: Rather gigantic in size (ten feet tall), quintoosH rather close to humans
in appearance. Well, close, if you discount theehugetallic wings, the prehensile tall,
the 'built-in' steel helmet and large, clunky bbké metal feet. Furthermore, as a symbol
of their station, quintons have a large diamondirggforth from their foreheads.

Ecological Niche:The record keepers and protectors of modron lar@tons have many
duties throughout Regulus. Sixteen of them sertharregional control towers of the
qguartons, four serve in the towers of the securalus the remaining five act as
translators for lesser modrons serving in Prinausét.



Modron, Rogue 75
==\ .

Fighting Typical (6)
Agqility Typical (6)
Strength Typical (6)
Endurance Good (10)
Reason Good (10)
Intuition Typical (6)
PsycheTypical (6)
Health 28

Karma 22
Resources
Popularity n/a

Origin: Like all modrons, the rogues of Mechanus (if foripen) are inherently alien
beings, their extra-planar physiologies being atreblend of flesh and gears, and this -
combined with their inherent magical nature - s slource of their physical and
supernatural powers. Of course, while chaotic (logran standards), the rogues are
nonetheless quite orderly, and may pursue sucls péghower.

Known Powers:

Agelessnesdlike all modrons, the rogues of Mechanus do nethan extended lifespan
so much as a total lack of an aging process altegeln fact, if not slain by accident or

design, a rogue modron may effectively live forewentinuing its quest for identity until
the end of time. Few manage to last that long, weweheir curiosity usually does them
in before too long.

Body Armor: both organic and inorganic in nature, all modroasen the rogues - have
some manner of resistance to damage. Essentadjyermodrons should be treated as
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from assaults of an energy-based nature (but nersais magic or psionic assault).
Resistance to Acid, Cold, and Emotion Control, FiréAttacks, Illusion, Mind

Control, Paralysis / Sleep Effects, and Vampiric Afacks: though not as immune to
these attack forms as are regular modrons, roguesssess Excellent (20) protection
from attacks utilizing these effects. This helpsnthgreatly on their personal quests for
identity.

Wings: rogue modrons are equipped with two metallic wiimggs that sprout out the
back of their cubical bodies, allowing them to taiehe air if the situation requires them
to do so. This flight functions at Feeble (2) raalklpwing them to flutter about at
approximately thirty miles per hour; not very quiti be sure, but it works - especially
when you're as heavy as they are!

Equipment: (none)

Quirks:

Fighting Logistics: monodrones, like all modrons, wield naturally arigad minds.

They can apply their inherent analytical tendentesombat applications, sizing up a foe
rather quickly. This allows them to add a +1 C&ltd-ighting FEAT rolls made against a
foe after 1d10 rounds (not turns), a bonus thas lastil said opponent radically changes
his fighting style.

Talents:

Law: despite their being branded rogues, these indgmemaodrons retain their inherent
understanding of orderly systems. In fact, as ssothhey move into an area, they will
comprehend its entire legal system within 1d10 dagtping them to assimilate the
nature of their new society with ease. All law-lth&e=ason FEATs are made at +1 CS.

Characteristics: Though exceptionally ordered and regulated beiraggje modrons are
those that have somehow acquired a sense of ingiNvig, and wish to express this spark
to its fullest extent. This often leads to all kioictroubles as the rogue tries to fit in to
whatever world it adopts as its home, and can beetainted with good, evil, or balanced
ideas.

Through it all, rogues nonetheless maintain thearawhelming streak of order, and often
have trouble adjusting to chaotic situations. Femttore, they are often rather
intransigent once they decide on a course of aciisthey are rarely distracted or
sidetracked, so it may take one heck of an argutoetissuade a busy rogue.

Appearance:When they first go rogue, modrons retain theirioagjshape, whatever
type of modron they may be. Eventually, howevesythdopt a form similar to the two-
armed quadrone, being six foot tall, most of whi&h cube three foot on a side. Though
they have functional quadrone wings, rogues laeksinsory organs on all six sides of
their bodies.
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lest they spread the deadly plague of chaos. Ththeghresemble other modrons visually
(especially at first), modrons of higher rank cpotshem on sight, and react accordingly.
As such, most rogues flee Mechanus for the mukat large as soon as they are
discovered.

Once they adopt a new home, rogues tend to break thee order of their world in order
to better understand it. This often leads to th&king all manner of confusing,
inconsequential connections about cause and eftstthecause it makes no sense
doesn't mean that it isn't orderly. They eventuatlyw out of these assumptions,
however.

Now, while modrons in general may not be approgriat PCs, as their fanatic obsession
with order severely limits role-playing opportuegi rogue modrons are perfect for this
role; they are orderly, but not so orderly as tmpar the creation of a unique, if quirky,
personality for a player to utilize in their games.
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Fighting Unearthly (100)
Agility Incredible (40)
Strength Incredible (40)
Endurance Monstrous (75)
Reason Unearthly (100)
Intuition Unearthly (100)
PsycheShift Y (200)
Health 1255

Karma 400
Resourcesl00
Popularity n/a

Origin: Like all modrons, the four secundus are extradinoeras clockwork beings,
hailing from the orderly plane of Mechanus. Thdéiemphysiology is a bizarre blend of
flesh and gears, and this - combined with theiereht magical nature - is the source of
their supernatural powers.

Known Powers (in addition to common Hierarch Modronpowers):

Growth: the secundus are huge. They stand at a full fifteet tall, towering over those
before them - which can be more than a little innpp# they're trying you for something
or other. This 'power" is always on, functioninggpical (6) rank, and gives them a size
factor of +1; normal-sized foes hit secundus at &%, but secundus in turn inflict +1
CS physical damage against them.

Paralysis: if a secundus manages to strike (and cause damgge opponent with a
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paralytic attack as well, functioning at Uneart{lp0) rank. If this attack manages to
immobilize an opponent, the victim of this paradys trapped until the secundus lets him
go.

Or the victim can pass an additional psyche FEATagainst Unearthly rank, offered at
the beginning of each new turn.

Schooling: Master - multiple schools of order magic

The four secundi have unbelievably powerful magadalities regarding the forces of
order, and are considered masters of priestly nagicder, and the Philosophical school
of Order magic, each of which venerates and spriadforces of law as a whole. On
Mechanus, the secundi can cast such magic at Mwss(r5) rank, making them
devastatingly powerful.

Equipment: (none)

Quirks:

Fighting Logistics: secundus, like all modrons, wield naturally orgadi minds. They
can apply their inherent analytical tendenciesoimlzat applications, sizing up a foe
rather quickly. This allows them to add a +1 C&ltdighting FEAT rolls made against a
foe after 1d10 rounds (not turns), a bonus thas lastil said opponent radically changes
his fighting style.

Talents (in addition to common Hierarch Modron talents): (no additional talents)

Characteristics: Godlike in personality, the four secundus live @ape and harmony
with their one superior, Primus, and the orderavples them. They spend the vast
majority of their time lording over the uncountakibteongs of modrons below them (even
if they can't communicate with them directly), sbem a mortal speaks to them, they
should seem aloof and detached.

Appearance:Incredibly tall and thin (at least fifteen feetlfathe secundus are vaguely
human in appearance, with long, narrow faces aeg-det eyes. Unlike the other
modrons, the secundus seem to lack any obviousagahygeaponry or mechanical
apparatus as part of their being, but they mayladsanced that such devices are too
small to be seen.

Ecological Niche:The veritable rulers of Regulus (and thus, Mechgribe four
secundus each manage four of the sixteen regioRe@idlus (and thus, sixteen individual
cogs). They do so by sending down the decreesimiuBrto the lesser modrons, and
ensuring that the orders are carried out - in otlgier law may eventually come to the
multiverse as a whole.
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Fighting Incredible (40)
Agility Excellent (20)
Strength Incredible (40)
Endurance Incredible (40)
Reason Incredible (40)
Intuition Incredible (40)
PsycheMonstrous (75)
Health 120

Karma 755
Resources40
Popularity n/a

Origin: Like all modrons, the forty nine septons are extrahsional clockwork beings,
hailing from the orderly plane of Mechanus. Thdieraphysiology is a bizarre blend of
flesh and gears, and this - combined with theiereht magical nature - is the source of
their supernatural powers.

Known Powers (in addition to common Hierarch Modronpowers):

Additional Limbs / Arms: a septon has seven powerful, bony arms, and cag &t of
them to bear at once. Thanks to an inherent talghtmultiple attacks, each and every
septon can attempt up to seven melee attacks ituomethe last six of which will occur
after everybody else has made their primary acifiogsid turn.

Magic Detection: septons have the inherent ability to sense magiwl or supernatural
forces active in the world around them. Whethey theeinherent to an item, person, or a
hero's spellcasting, the septon can detect thempcesof magical forces with Incredible
(40) ability; this sense is automatic (requiresantion or declaration to activate).
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septon's body, the odd creatures can move underastethey were actually flying,
doing so by sucking water into itself and expellintp generate thrust. While submerged
(the only time this power functions), a septon ‘@ghunderwater with Typical (6) ability
(60 miles per hour).

Telepathy: though this power is listed for all hierarch mawpit must be noted that a
septon can use it on non-modrons, as well as thdaetarget of this ability. It works at
Good (10) rank for septons.

Schooling: Disciple - multiple schools of order mag

Septons can wield order magic at Incredible (48kr&nlike previous hierarchs,
however, their mastery of order allows them to diebth clerical and philosophical
magic for order, despite their lower rank of mystiastery (which prevents others from
doing the same). They can wield anywhere from ¢esixteen spells of these types. These
ranks may vary by plus or minus 1 CS.

Equipment: (none)

Quirks:

Fighting Logistics: septons, like all modrons, wield naturally orga&aeizninds. They can
apply their inherent analytical tendencies to conalpplications, sizing up a foe rather
quickly. This allows them to add a +1 CS to alhtigg FEAT rolls made against a foe
after 1d10 rounds (not turns), a bonus that lastié $aid opponent radically changes his
fighting style.

Talents (in addition to common Hierarch Modron talents): (no additional talents)

Characteristics: Though rather highly placed in the modron hierayd@ptons are really
just translators between the octons and the hexémasmost of their work involves
exchanging orders and reports across Regulus. Howey don't seem to mind their
apparent messenger status, as they are nonethigddss the continuing order of the
modron race.

Appearance: Septons, unlike modrons of lesser power and rarédwa primarily
humanoid form. They are tall (exactly seven fel), taather stocky humanoids, with a
large, cog-like collar resting at shoulder levdiisTcollar has seven arms attached to it,
bony extremities with rather elongated fingersgéhper hand). Septons have two
elephantine legs.

Ecological Niche:The 49 septons of Mechanus serve primarily as ge#eetweens for
the octons (who control their own cogs) and thedresx There is one septon assigned to
each hexton (all 36), but the others have speal: jnine toil at Primus' tower, and the
other four serve at the four quarter towers (wlleeesecundus supervise groups of
sixteen cogs).
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Tertian (Hierarch Modron)

FREQUENCY: Very rare
NO APPEARING: 1 (of )
ARMOR CLASS: -5
MOVE: 12"
HITDICE: 17417
% IN LAIR: Nil
TREASLIRE TYPE: Ml
NO, OF ATTACKS: 3
DAMAGE ATTACK 5-40 (=3)
SPECIALATTACKS: Sea below
SPECIAL DEFENSES: +4 or
better wedpon to hit
MAGIC RESISTANCE: 80%
INTELLIGENCE: Supra-genius
ALIGNMENT: Lawful neutral
SIZE. L
PSIONIC ABILITY: Nil
Arntack/Defense Modes
Nl il
LEVEL/X.P. VALUE
X/15,200+ 26/ hp

Fighting Monstrous (75)
Agqility Incredible (40)
Strength Incredible (40)
Endurance Monstrous (75)
Reason Monstrous (75)
Intuition Monstrous (75)
PsycheShift X (150)
Health 230

Karma 300
Resources/’5

Popularity n/a

Origin: Like all modrons, the nine tertians are extradinmmea clockwork beings,
hailing from the orderly plane of Mechanus. Thdieraphysiology is a bizarre blend of
flesh and gears, and this - combined with theiereht magical nature - is the source of
their supernatural powers.

Known Powers (in addition to common Hierarch Modronpowers):

Additional Limb / Tail: tertians, in addition to their two powerful arrpessess a
powerful prehensile tail that ends in a knobby, ealiike ball. Thanks to an inherent
talent with multiple attacks, all nine tertians caake up to three attacks in any given
turn, the last two of which will occur after eveogly else has made their primary actions
in said turn.

Growth: the tertians are huge. They stand at a full twédeg tall, towering over those
before them - which can be more than a little inmpp# they're trying you for something
or other. This 'power" is always on, functioning?abr (4) rank, and gives them a size
factor of +1; normal-sized foes hit tertians atlaGS, but tertians in turn inflict +1 CS
physical damage against them.

Horns: in the unlikely event that a tertian must rely ngdysical violence, it does have



(in addition to its attack tail) two very large herjutting out of its temples. 83

These metallic horns allow the tertians to inftleeir strength +1 CS Edged Attack
damage whenever it attacks an opponent with a hatidsr body check (if they hit head
first).

Paralysis: if a tertian manages to successfully strike (aagse any damage to) an
opponent with its prehensile tail, it has the poiisy of also affecting him with a
powerful, Monstrous (75) intensity paralytic attaakwell. If this savage attack manages
to immobilize an opponent, the victim of this pgsad is trapped until the tertian decided
to let him go.

Or the victim can pass a new psyche FEAT roll agjdims power, offered at the
beginning of each new turn of action.

Schooling: Master / multiple schools of magic

The nine tertians, in addition to their impresgagsical prowess, have uncannily potent
magical powers. Being master-level wielders of hbthPhilosophical and Clerical
schools of magic, both in regards to Order, testicamn wield at least 26 spells of these
varieties, each at Monstrous (75) rank, give oe talkis or minus 1 CS - they're
devastatingly powerful sorcerers.

Equipment: (none)

Quirks:

Fighting Logistics: tertians, like all modrons, wield naturally orgagdl minds. They can
apply their inherent analytical tendencies to conalpplications, sizing up a foe rather
quickly. This allows them to add a +1 CS to alhtigg FEAT rolls made against a foe
after 1d10 rounds (not turns), a bonus that lastié $aid opponent radically changes his
fighting style.

Talents (in addition to common Hierarch Modron talents):

Law Enforcement 2: as the ultimate judges of crimes on Mechanus, éubry only
hear cases of vital import, the tertians have twkhow to enforce the laws of
Mechanus, in addition to simply understand thenmarniy FEAT where a tertian needs to
understand these matters, their Reason rank sheuwdnsidered +2 CS.

Characteristics: The tertians are proud to serve as the absoluédnm of law
enforcement on Regulus, in that it is their chdogeidge the many perpetrators of chaos.
If it could be said, they must enjoy their taskfteesy are constantly called upon to deal
with the lawbreakers of Mechanus, and they nevemsdiscontent with their roles at all.

Appearance:Like the quartons before them, tertians are vdetgtants, measuring in at
twelve feet tall. Furthermore, they are blessedh wather large, metallic horns jutting
from the temples of their naturally helmeted (stemlered) heads, and a powerful
prehensile tail that ends in a knobbly, mace-liggwhich you really, really don't want to
get hit by).



Ecological Niche:The nine tertians are the absolute arbiters ofdance and 84

guilt in modron society, usually dealing with roguedrons and other lawbreakers and
heretics of both Regulus and Mechanus as a whule.are stationed in each of the
secundus' towers, though just who the ninth teisdeholden to is something of a
mystery...
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Fighting Good (10)
Agility Typical (6)
Strength Good (10)
Endurance Good (10)
Reason Typical (6)
Intuition Typical (6)
PsycheAmazing (50)
Health 36

Karma 62
Resourcess
Popularity n/a

Origin: Like all modrons, the countless tridrones are ektnansional clockwork beings,
hailing from the orderly plane of Mechanus. Thdiemphysiology is a bizarre blend of
flesh and gears, and this - combined with theiereht magical nature - is the source of
their supernatural powers.

Known Powers (in addition to common Base Modron poers):

Circular Vision: having three eyes, each of which is set apart20ydegrees on their
inverted pyramid-style frame, the tridrones berfedin full 360 degree vision at all

times. As this is a function of physiology and agiower, per se, this power has no rank;
but then again, it cannot be negated, either,isagh't a serious concern.

Multiple Limbs / Arm: tridrones have three arms, one on each ‘facheafinverted
pyramid-style frame, and can bring all three torlaance. Thanks to an inherent talent



with multiple attacks, tridrones can make up t@¢hattacks in one turn, the Ia986
two of which will occur after everybody else hasdaaheir primary actions in said turn.

Equipment: Modrons, if on a special mission, can be equippitd st about any type
of necessary device. Tridrones, if they know thdl/lve going into battle, will carry three
javelins with them, to be thrown at an opponerhatbeginning of battle. Tridrones can
inflict Good (10) Edged Attack or Edged Throwingwge with these three weapons,
quickly ending conflicts.

Quirks:

Fighting Logistics: tridrones, like all modrons, wield naturally orgeed minds. They
can apply their inherent analytical tendenciesoimlgat applications, sizing up a foe
rather quickly. This allows them to add a +1 C&ltdighting FEAT rolls made against a
foe after 1d10 rounds (not turns), a bonus thas lastil said opponent radically changes
his fighting style.

Talents (in addition to common Base Modron talents)

Skill / Spears:tridrones have the natural ability to wield speargavelins in combat. If
used in melee, a tridrone wields its spears ds ffghting score were +1 CS in rank, and
if throwing them at an opponent, the tridrone astsf its agility score were +1 CS. Either
way, a tridrone can use these weapons to extreteealgly effect.

Characteristics: The most important difference between a tridrore tae lower

modrons is that tridrones are capable of truly aded cognitive functions; in other
words, they are effectively sentient beings, amdaaverse in both the native modron
tongue and planar common. Like all modrons, howgditte else besides order concerns
them.

Appearance:The tridrones appear as upside-down, three-sideadpgts, balanced
upright by six legs (two extending from each sifléhe pyramid). Each side of the
'pyramid’ also holds a complete face (including eye and the general fleshy modron
face) and one arm, all three of which a tridrone lmang to bear in battle. They are five
feet tall.

Ecological Niche:Tridrones serve as the administrative arm of Meuakdaborers. After
receiving instruction from their quadrone superitnslrones will subdivide such tasks
amongst the various duodrones they are resporfsihl@ho then share pieces of these
jobs with the monodrones. A tridrone is usuallgirarge of twelve duodrones at one
time.
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Height: Slightly shorter than in life.

Weight: Typically around 120Ibs.

Environment. Mummies are found in areas that allow for corpss@rvation, with dry
and/or cold climates , and swamps being most common

Technological: The process of becoming a Mummy causes a degageedtect on the
mind. Mummies, even of the fanatical Mummy Lordieay, don't seem interested in
maintaining their lairs or building things. Unliséandard Mummies, Mummy Lords
posses powerful spell casting abilities and sonegiemploy mystic artifacts.
Philosophical: As is the case with most undead, Mummies despeéwing. The
standard variety of these monsters have little vatibn other than trying to destroy all
living beings they encounter, even those they d&nesv in life. Mummy Lords are
usually tied to a cult and retain their fanaticlzéacing people to convert and then
turning them into standard Mummies to serve agiesnnd members of their bizarre
cult community.

Standard Mummy/ Mummy Lord.

Fighting: Excellent

Agility: Typical.

Strength: Remarkable.(Yeah | know. How can the skinny betsang!?)
Endurance: Remarkable

Reason:Poor/Typical.

Intuition: Excellent.

Psyche:Excellent.

Health: 86

Karma: 44/46



Powers: 8 8

Undead Attributes: Virtually immune, Cl 1000, to the following: poiss,

disease, stun and kill results, mind influencindgitads, ability/energy drain and paralysis.
Self SustenanceMummies require no food, water, air, or sleep.

Damage ResistanceAll non-fire based damage is -2CS.

Stealth: Mummies move very quietly unless attacking. Pdmlitg.

Dark Vision: They can see in absolute darkness, even if tgeg are missing.

Emotion Control(Fear): Creatures focusing their attention on a Mummy a@&tome
emotionally shaken. This is a magic attack of Réaale intensity vs the victim's
Psyche. Those affected will be stunned for 2 roumtdsse affected will become immune
to this attack for 24 hours afterwards.

Decaying strike: Despite it's great strength a Mummy will causeyditcellent damage
when striking an opponent. Anyone struck by thesasters will be affected by a strange
rotting disease. The illness is a mystical attath &xcellent potency requiring an
Yellow Endurance FEAT to resist. The disease i®sugtural and will bypass armor,
regeneration, and natural disease resistance pbmagic resistance. Once infected the
victim will suffer Typical damage to their Enduranevery 24 hours till cured or dead. A
magical remove curse spell is needed to cureehible affliction.

Mystic Might: Mummies Lords are adept spell slingers with follogvbeing spells most
likely encountered.

-Animate Corpse: Excellent. Can turn a present corpse into a zoifsae entry 26).
Must make a power rank FEAT for each zombie it ates.

-1 Dimensional Spell:Remarkable.

-3 Personal SpellsExcellent power level. Chosen at random with qredlspecifically
chosen as a safeguard against fire attacks.

-2 Universal Spells:Excellent power level. Chosen at random.

Vulnerability:
-Fire attacks cause +2CS rank damage against Musnmie
-Mummies can be turned using the Turn Undead wsée entry 22).

Unnatural Aura: Normal animals will not enter an area containingdead creatures and
will seem unsettled when these monsters are nelddoynal plants will likewise begin to
sicken.

Contacts: N'Kantu

Curse of the Mummy: These undead monsters are generally createchir @i two
ways, the first being deliberate creation using @dw necromantic energies, and lastly
by exposing a preserved corpse to sustained résidistic energies. Only the first
method results in the creation of a Mummy Lord.



Ogre Mage 39

Height: 10’

Weight: 700lbs

Environment. More common in the eastern portion of the reatims Ogre Magi are
nevertheless quite rare. For the most part theyoedound anywhere they believe their
goals of self empowerment and increased wealtrstatds can be met, with a preference
for cooler climates. At times an Ogre Mage will itseshape-shifting ability to infiltrate
a society.

Technological: The Magi take educating their offspring seriowshyl train them in the
use of their abilities, the mystic arts, warfare #me proper way of thinking. Intelligent
and cunning, the typical Ogre Magi is quite a barenknowledgeable than your typical
human inhabitant of the realms.

Philosophy: Powerful and well aware of that fact, the Magikseeextend their influence
by bringing others under their domination. Thoudlermtimes found among the
command ranks of the forces of chaos the Magiatsan their own interest, ruling their
own strongholds as independent warlords. Conditidoébe ambitious, arrogant, and
ruthless, Ogre Magi view other species as mergstgstones to achieving their
ultimate greatness. Only their very low birth rabeders their desire for conquest.



Fighting: Excellent 90
Agility: Typical

Strength: Remarkable

Endurance: Excellent

Reason:Excellent

Intuition: Remarkable

Psyche:Remarkable

Health: 76

Karma: 80

Powers:

Vulnerability: Opponents attacking a normal sized Magi may recailsonus to hit as
the creature is considered to have permanent F€bleth.

Dark Vision: Can see in total darkness to Excellent effectrande.

Shape Shifting: This ability allows the creature to assume thenfof any humanoid
type creature and has a power rank of Remarkalde ligits are Poor Shrinking and
Poor Growth.

Freeze Ray:Once per 24hrs the creature can fire a freezefrlncredible intensity that
can hit multiple opponents in front of the creatura line up to 3 areas away.
Regeneration:Unearthly 4 health points per round. Severed liplased back into
position will instantly reattach. In the case ddiftg it's head or a vital organ, the part
must be reattached within 10 minutes or the creatll perish. Damage caused by fire
or acid will not be healed by this power but the®iglagi will recover at the standard
rate.

Form of Mist: Once per 24hrs it can take on a mist-like formhvaitpower rank of
Remarkable. When used Flight agility becomes Antzatso the Mage can pass through
small opening and is immune to physical attacksanipulation powers used against
the Mage will cause +1CS damage and force theumeeick into a solid state.
Invisibility: This limited version of invisibility has Excelleetfect. The down side is
that if the Magi attacks, casts a spell, or fitssfreeze ray, the creature will become
visible. Of course it can always become invisilgaia afterwards. 1 round is needed to
use this ability.

Flight: Poor speed, Remarkable agility.

Induce Sleep:Once per 24hrs the Ogre Mage can fire a mystictbat will explode in a
50' radius. Those caught in the blast must pasear@syche or fall asleep. The power
rank and range are both Excellent.

Shadowcasting:Power rank and range is Good.

Mystic Might: (spells chosen at random)
2 Personal Spellsat Excellent power rank.
2 Universal Spellsat Excellent power rank.

He ain't heavy, he's my brother:Scholars have long argued that the Ogre Magi atre n
related to Ogres at all but are a different typerehture altogether. The Magi do indeed



have many traits in common with the creatures knas/@ni but this is 91

considered mere speculation and more researchbausinducted. But be warned, the
scholars who have tried to study the Magi are edidd
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Typical Height: 6' at shoulders 20" wingspan

Typical Weight: 1500Ibs

Environment: Pegasus prefer moderately forested areas withgbnoees for
concealment and open areas to accommodate flighgr@zing.

Technological: While Pegasus share many mannerisms with horsebealy
intermingle with them, they're quite a bit moreeifigent and can understand spoken
language. Despite their intelligence Pegasus aagpable of speech and live as normal
horses, aside from flying.

Philosophy: These magnificent creatures are very rare andlareatures non-native to
their forest. Extremely difficult to tame, Pegaswe nonetheless highly sought after by
royals and other wealthy individuals. Even so Pegg@®ssess an innately good nature
and would never willingly allow an evilly inclingddividual to ride it. They bond with
their riders for life and, depending on how the & is treated, an empathic link may be
established between it and its' rider. Often foamebng those who champion goodness
and justice, the Pegasus have become a symbopef ho

Fighting Good (generally non aggressive but can defent)itse

Agility Remarkable (more agile than a horse)

Strength Remarkable

Endurance Amazing (can cover great distances without tiring)

ReasonPoor (can understand fairly complex instructiond eeason through non-
complicated problems)

Intuition Monstrous (keenly aware of its' surroundings, amse a persons general
emotional state)

PsycheRemarkable (very focused)

Health: 110

Karma: 109

Powers:

Flight: Remarkable speed Remarkable agility. Can exeautglex maneuvers such as



hovering, loops, and upside down flight. 93

Sense Inclination:Monstrous ability to sense inclination/motive. 3 ability works on
locations and items as well, and the Pegasus edbime agitated around evil persons or
items and will not enter a place of evil willinglJ/o get a Pegasus in enter an area it's
adverse to it must pass a psyche feat.

Low Light Vision: Amazing effect and range.

Danger SenseMonstrous ability to sense dangerous creaturdgman Amazing radius.
Does not detect traps or devices. Can also sesselifa creature has been in the area and
will become agitated. Level of agitation dependgslorat level, however it will not
abandon the rider it has bonded with even whemdpdeadly threat.

Empathy: Over time, and if its' rider keeps a close bonthwhe Pegasus, the two will
develop an empathic link. They will be able to ease another’s general condition and
know the others location. The bonded rider wilbadtare the Pegasus' sensing power,
but only when riding.

Contact: Black Knight, Aragorn
Notes: Pegasus lay eggs rather than give live birth.f@ref and Hippogriffs prey on

Pegasus, and because some fellow champions rilevsments problems can arise, since
these creatures, even if well trained, are proradtack Pegasus.
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Size:1' body, 2' tail.

Weight: 7Ibs.

Environment: Pseudodragons inhabit forested areas and makdaingihigh in the
treetops or in a cliff face to guard against predatThey prefer to build their lairs close
to beautiful or interesting landmarks such as vallsror old ruins where possible.
Rarely these creatures will be encountered withetrag companions outside of forests.
Technological: Unlike real dragons, Pseudodragons learn fronm tamiilies, friends,

and any other tutors they may acquire. They pas$esdness for jewelry, gems, art, and
mystical objects, and usually have a good deahofiltedge about these types of items.
Pseudos also know quite a bit about the forestdies}l in. As intelligent as a typical
Human, Pseudos enjoy learning and traveling. Psiadons can't speak but
communicate using telepathy with most creaturelsigiieg animals.

Philosophy: Pseudodragons have a restless and adventuroitsisj@rsaid that they
resemble house cats in personality but to mistadmtfor a pet would be considered an
insult to the creature. Due to their restless matBseudos will occasionally seek out
adventurers who champion the cause of good toabveltng companions. They find evil
and cruelty repulsive and would never join anyohewd inclination. Pseudodragons also
have a reputation as practical jokers.

Fighting: Poor (Does the best it can...)

Agility: Good

Strength: Feeble (Uses cunning and stealth to win the day.)
Endurance: Typical

Reason:Typical

Intuition: Amazing

Psyche:Remarkable



Health: 22 95

Karma: 86
Powers:

Flight: Good speed, Excellent Agility.

Telepathy: Remarkable prowess effective up to 60' radius. Wanded to a chosen
companion the range is 1 mile radius with that cannmn.

Dark Vision: Excellent range and effect.

Radar Sense’Amazing ability 60' radius range.

Invulnerability: Unearthly vs magic that induces sleep or pardigsmobilization
effects, Good resistance to magic in general.

Poison: Pseudodragons have stingers on their tails. Vichintake Feeble damage and
are poisoned. The Poison has Amazing strength @msks the target to fall into a deep
comatose like sleep that lasts for roughly 2 holinss attack can penetrate up to Typical
Body Armor.

Camouflage: Can alter it's coloration to blend into environtsanith Excellent ability.
Stealth: Can avoid detection using silent movement anchgigiith Incredible effect.

Contacts: Lockheed.

Notes: When choosing a traveling companion a Pseudodragbform a strong
temporary telepathic link with that one personwlitg them both to share sensory
information (seeing through the others eyes, hgahrough the others ears) which is
good for about a mile. When in physical contachwiite creature the companion also
receives the same Dark Vision and Invulnerabilitthwhe same power rank as the
Pseudodragon. When traveling with it's compani@nctieature likes to perch itself
around the back and shoulders of it's companidrerdahan fly or walk.
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Size:5' in diameter 80' long.

Weight: 40,000Ibs.

Environment: These creatures dwell deep below the earth iJtiteerdark but
occasionally reach the surface.

Technological: It's thought process is similar to a rattlesnake.

Philosophy: If it moves it's alive, and if it's alive it car leaten. Purple Worms are
constantly roving about in search of food.

Fighting: Excellent.

Agility: Poor.

Strength: Amazing.

Endurance: Incredible.

Reason:Shift 0

Intuition: Poor(See movement sense power below).
Psyche:Good.

Health: 114

Karma: 14

Powers:
Note: The creature attacks by biting and using the stiog it's tail simultaneously, and



can target one victim with both or two separateiwis with either. It will coll 97

up like a rattlesnake when attacking.

Sense MovementPurple Worms can sense movement with Monstrougyatainge and
discern rather the movement is made by the natuoakments of a living creature as
though it had an Intuition of Good. Unless gravajyred it will move towards the
source and attack.

Biting Grab: Can bite causing Incredible damage. If the biteneats, the creature will
try to hold onto the victim, treat this as a grapattack of Good Fighting rank. If the prey
is small enough the Purple Worm will swallow it vidlnohowever it will not try to grapple
a creature too large to swallow. It can swallowobject roughly 2 times the size of an
average person.

Swallowed Whole:Those swallowed take Excellent crushing damage Axidd acid
damage once per round. The victim can cut it's euayusing a slashing or piercing
weapon, Remarkable damage is needed to escapexithund will close in 2 rounds
and if another creature is swallowed it will hagectit it's way out also. Up to 8 Human
sized creatures can be held at once.

Poison Stinger:Excellent damage from initial hit, and inflictipgpison of Remarkable
potency.

Body Armor: Good resistance to physical, magical, and eneagyage.

Swim: Poor speed with Good Agility.

Contacts: Maggot
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Size:9'
Weight: 2,200lbs

Environment: Ropers come in a wide variety of forms, includiree-like surface types,
the aquatic variety, and the subterranean verstaohawill be covered in this entry.
Subterranean Ropers are most often found in tige keavern complexes and winding
tunnels of the Underdark among the stalagmite taddcite formations they greatly
resemble.

Technology: A Roper may seem like a mindless monster buttisadlg surprisingly
cunning and does possess an intelligence. Roperspeak and use tools to modify their
environments. The creature will use these toofeda&e tunnels to serve as short cuts for
confusing and ambushing prey.

Philosophy: Ropers seem to enjoy the challenge of attackidgdawouring intelligent
creatures. A common tactic is to use it's spealthility to lure prey, such as uttering the
phrase "Please help me." over and over again. ThBagers talk among themselves in
hushed whispers they seldom ever speak with otkeatures.

Fighting: Remarkable
Agqility: Poor
Strength: Remarkable
Endurance: Excellent
Reason:Typical
Intuition: Incredible
Psyche:Amazing
Health: 84

Karma: 96



Powers: 9 9

Life form Detection: The creature can detect life forms moving in treaavithin
Excellent range if it passes a green Intuition.f€atce a life form is detected the Roper
will stop moving and use it's Camouflage abilitygoaif multiple Ropers are present they
will all react likewise.

Camouflage: The creature can change it's color, texture, angberature to match it's
present surroundings allowing it to blend into é's/ironment appearing as a harmless
stalactite/stalagmite with Monstrous ability.

Tendril Snare: Ropers have 6 tentacle-like tendrils that it usesnare it's prey at up to
50" away. Each tendril can absorb 10 points of dgnieefore being severed/torn off.
Damage to tendrils does not harm the creature tafstrils reform the next round if
severed.

Strength Drain: Each tendril will drain Poor Strength once upoabdping a target, this
effect can penetrate up to Excellent body armaa.téndril is severed the new tendril will
be able to drain an additional Poor Strengthgbitnects.

Pull and Bite: The Roper can pull with Good Strength using 2 téscExcellent with 4,
and Remarkable using all six. Each round the viettthbe drag 10" towards the creature.
Once within 10' the Roper will bite, inflicting Remkable damage. It can attack up to 3
opponents at a time but will only pull one in faetbite while restraining the other two.
Once it's primary victim is... no longer a threawill drag in the next restrained
opponent.

Dark Vision: Excellent range and effect.

Invulnerabilities: Unearthly resistance to electrical attacks, G@sistance to cold
attacks, Remarkable resistance to magic attacks.

Vulnerability: Ropers take +1 power rank damage from fire attacks

Body Armor: Good resistance vs physical and energy damage.

Wall Crawling: Ropers can move up walls and across ceilingsetl€espeed but with
Incredible sticking ability.

Contacts: Dr Otto Octavious.
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Typical Height: Male 9' Female 9'6"
Typical Weight: Male 600lbs Female 675Ibs

Environment: Trolls prefer mountainous regions or dense fordmtswill try to lair near
humanoids (Humans, Elves, Orcs, ect) as they arénblls preferred source of food.
Technological: Because Trolls tend to resort to violence andnitation to get what
they want, their knowledge of making tools and tnggitems and structures is very
limited. Stone age level.

Philosophy: These are cunning creatures who stalk and ambesgtprey. They are
fearless and revel in combat, often serving as emamees. Most are wary of Trolls
however, as their habit of eating humanoids is tiwn.

Fighting Excellent (Violence is a way of life for the Trpll

Agqility Excellent (Trolls appear awkward and clumsy, betre not)
Strength Remarkable

Endurance Remarkable

ReasonPoor

Intuition Excellent

PsycheExcellent

Health: 100

Karma: 44

Powers:

Regeneration:Unearthly 4 health points per round, also ableetgrow limbs in 30
rounds. Severed limbs, or head, placed back ing@ipo will instantly reattach.
ReassembleEven if hacked apart the Trolls body will assunsemi liquid state and the
parts will try to reconnect restoring the creatlirenable to reconnect, the largest piece
will continue to heal and grow until the creatuseeformed. A limbless, headless Troll
will reform in 120 rounds.

Self Revival: Even if reduced to 0 health the creature will curg to regenerate and will



reawaken after reaching full health. 101

Low Light Vision: Remarkable range and effect.

Heightened Sense<Can track with Excellent ability using sense okim
Invulnerability: Monstrous resistance vs fear and pain effects.

Grappling: An unarmed Troll may try to grab its' victim aregt it to pieces, biting and
clawing for Remarkable edged damage. A charactidr atileast remarkable strength or
at least excellent agility can escape the grapihleravise Remarkable damage is taken
each round until released.

Weakness:Acid and Fire damage will not be healed by regatnem power and the Troll
will recover from this damage at the standard ratells destroyed using fire or acid will
not revive.

Contact: Pip the troll, Ulik

Note: Trolls come in many varieties such as two-headebggant. Standard Trolls are
posted here.



Skeleton (Undead)

Typical Height: 5 feet 7 inch
Typical Weight: 45 pounds

Fighting Poor (4)
Agility Good (10)
Strength Typical (6)
Endurance Good (10)
ReasonFeeble (2)
Intuition Poor (4)
PsycheTypical (6)
Health 30

Karma 12

Powers

102

Undead Attributes: Skeletons are virtually immune, Cl 1000, to thiéofeing: Poisons,
Disease (although they are often carriers), stuhkéhresults, mind influencing abilities,

fatigue, suffocation (Skeletons do not need abijjt'energy drain, and paralysis.
Body ResistancePoor, Good vs. edged and guns.

Contact: Its creator

Notes: Skeletons are the animated bones of the deadl|@ssautomatons that obey the
orders of their evil masters. A skeleton is seldgarbed in anything more than the rotting
remnants of any clothing or armor it was wearingwklain. A skeleton does only what
it is ordered to do. It can draw no conclusiongbwn and takes no initiative. Because

of this limitation, its instructions must always sienple. A skeleton attacks until

destroyed.
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Size:

Weight:

Environment: Werebears feel an instinctive longing for solitaahel nature that compels
them to leave civilization to dwell in wild aredersons afflicted with this condition find
the crowds, noises, and the constant interactibogydife, even in a small town, hard to
bear(heh) and tend to be agitated in such enviratsn¥ery rarely an especially self-
disciplined Werebear will remain relatively clogeat town living on the outskirts,
compelled to stay in the area by strong emotideal(telatives, a mate, a desire to
safeguard the town, etc.), but more often tharthmtall of the wild wins out.
Technological: Werebears are as intelligent as the normal hurdastock they're derived
from and also seem to know how to live off the land

Philosophy: The Werebear is a kind of Lycanthrope, which shape shifter. Offspring
born from Lycanthropes inherit their abilities lmain also transmit these abilities to others
by biting them. Becoming a Lycanthrope transforhesrind as well as the body, and in
the case of a Werebear this results in actualipdpsvil tendencies though a somewhat
aggressive, energetic nature remains. These cesagaek to protect the natural
environments they dwell in and live in harmony wather natural and good inclined
creatures that live there.

Notes: The following stats are for a character whoseeseoe all Typical prior to
transformation.

Fighting: Remarkable.
Agility: Good.
Strength: Remarkable.
Endurance: Excellent.
Reason:Typical.
Intuition: Monstrous.



Psyche:Excellent.
Health: 90
Karma: 101

Powers:

Low Light Vision: Excellent range and effect.

Heightened Sense<Can Track persons/objects using sense of smdilReémarkable
ability.

Animal Empathy(Bears): Can communicate with bears to obtain very bagarmation.
Shape shift: These creatures can transform into a bear fotmeaghumanoid hybrid
form, or back to humanoid form in one round. It take no other action during it's
transformation process. When in bear or hybrid férencreature has the following
additional abilities:

*Invulnerability: Good resistance to physical and energy damageafRable resistance
vs mind influencing attacks.

*Maul: Attacks for excellent edged damage. Natural bggahthropes can transmit
their condition as a disease of Good power rank.

*Running: Poor land speed.

Vulnerability:

Size Penalty:Due to the creatures large size attacks agaiast #1CS to hit.

Bear Form Limitation: In full bear form the creature has paws rathen thends and
can't use tools.

[bInvulnerability Bypass:[/b] Weapons made of silee possessing a magical nature will
bypass the Werebears Invulnerability defense.

Lunar Induction: During a full moon a Red Psyche check must begobssavoid shape
shifting. there is a 50% chance of assuming eitbren if the Psyche check is failed.
Damage Induction: If a Werebear is attacked and takes damage it passta Yellow
Psyche check to avoid transforming and attackis@ttacker, 50% for one form or the
other.

Talents: Swim, Survival.
Contacts: Ursa Major.
Notes: Werebears and Werewolves are mortal enemies and/ilirattack the other if the

odds are even or in its favor. If slain or rendaradonscious a Lycanthrope reverts to it's
humanoid form.



Zombie (Undead)

Typical Height: 5 feet 7 inch
Typical Weight: 140 pounds

Fighting Typical (6)
Agility Poor (4)

Strength Good (10)
Endurance Excellent (20)
ReasonFeeble (2)
Intuition Poor (4)
PsycheTypical (6)
Health 70

Karma 12

Powers

105

Undead Attributes: Zombies are virtually immune, Cl 1000, to the daling: Poisons,
Disease (although they are often carriers), stuhkdhresults, mind influencing abilities,

fatigue, suffocation (Zombies do not need air)ligtienergy drain, and paralysis.

Body ResistanceTypical

Contact: Its creator

Notes: Zombies are corpses reanimated through darkiarses magic.

Because of their utter lack of intelligence, th&tinctions given to a newly created

zombie must be very simple.
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When rolling the Humanoid Race result you can cbdogoll on this list and as always:
Starting Resources are set at Poor. A Humanoitssiat with only one Contact, his race.

1-17 Dwarves
18-34 Elves
35-50 Gnomes
51-66 Half-Elves
67-83 Half-Orcs
84-00 Halflings

Dwarves

Dwarves roll on column 2 of the Random Ranks T&meheir Primary Abilities.
Endurance is raised 1CS. Dwarves gain the powek Wigion allowing them to see in
the dark up to 60 feet. Dark vision is black andte/bnly, but it is otherwise like normal
sight, and dwarves can function just fine with ight at all. A dwarf gains a +1CS
against charge attacks. +1CS to Dodge attacks dttankers larger than 8 ft. Gains the
talent Structural Engineering and Axes. Gains thegys Resistance to Physical Attack
(poison): at Typical and Resist Magic: at Poor.

Elves

Elves roll on column 2 of the Random Ranks Tabtetieir Primary Abilities. Dexterity
is raised 1CS and Endurance is lowered 1CS. Eliestige power Low Light Vision
allowing them to see twice as far as a human migid moonlight, torchlight, and
similar conditions of poor illumination. They retahe ability to distinguish color and
detail under these conditions. Gains the talentsr@svand Archery. Gains the powers
Resistance to Sleep attacks: at Unearthly and Rdaigic: at Typical.

Gnomes

Gnomes roll on column 2 of the Random Ranks Tatri¢heir Primary Abilities.
Endurance is raised 1CS and Strength is lowered G@&mes gain the power Low Light
Vision allowing them to see twice as far as a huimastarlight, moonlight, torchlight,
and similar conditions of poor illumination. Thestain the ability to distinguish color
and detail under these conditions. +1CS to Dodgelsd from attackers larger than 8 ft.
Gains the talent Alchemy. Gains the powers Shrigkatt Feeble (permanent),
Communicate with Animals (burrowing mammal only) Tgpical and Resist lllusions: at
Typical.

Half-Elves
Half-Elves roll on column 2 of the Random Ranks [€dbr their Primary Abilities. Half-
Elves gain the power Low Light Vision allowing thémsee twice as far as a human in
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They retain the ability to distinguish color andadeunder these conditions. +1CS to

Dodge attacks from attackers larger than 8 ft. &Hie powers Resistance to Sleep
attacks: at Unearthly.

Half-Orcs

Half-Orcs roll on column 2 of the Random Ranks €dbl their Primary Abilities.
Strength is raised 1CS and Reason lowered 1CS-(talf gain the power Dark Vision
allowing them to see in the dark up to 60 feet.kDasion is black and white only, but it
is otherwise like normal sight, and dwarves carctfiom just fine with no light at all.

Halflings

Halflings roll on column 2 of the Random Ranks Eafar their Primary Abilities.
Strength is Lowered 1CS and Agility is raised 1G8&ins the talent Thrown weapons.
Gains the powers Shrinking: at Feeble (permanemt)Resist Fear: at Good.

Undead Turning

Note: Although D20 uses a Constitution score of O fod&lud class creatures, we'll be
using an Endurance rating here to represent thestaengeneral durability and to
determine the effects of Turning. Despite this, &badifunction as though they possessed
Unearthly Endurance and are not subject to fatigue.

TURNING

A cleric is a special warrior/mystic class that t#espower to influence undead creatures.
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monsters. If the mystic character practices chaagienthe spell effect would cause an
undead creature to be either paralyzed or placerunchind control effect rather than
repelled or destroyed, but player characters arallysnot allowed to use chaos magic.
The range of this ability is limited to a 60’ ragliand there can be no obstruction between
the cleric and targets. The monsters will atteragtete or cower before the caster.

Turning uses the Psyche and Mastery Level of teecéo determine how effective the
results are. First add the Mastery Level with tharacter's Psyche score to get the
Turning Value, afterwards divide the Turn Valuetbg target's Psyche score to see how
many targets, if any, were affected. The targetgepeled, and if the Mastery Level score
is higher than the targets Endurance it is eitlestrdyed or controlled (if the cleric uses
chaos magic). If different undead creatures arsgmtedetermine the effect on the
weakest first then use the left over Turn Valuengpand the next most powerful
creature. Continue until all points are gone.

Mastery Level Value:
(6)Novicecleric levels 1-4(10)Disciple:levels 5-9(20)Adept: levels 10-14,
(30)Master: levels 15-19(40)Supreme:levels 20+.

Turning: Lasts roughly 5 rounds and the effect iédlbroken if the cleric moves within 5'
of the creature. Individual creatures can onlyffiecéed by turning once per day.

Examples:

-Cleric Novice(6) with Excellent(20) Psyche vs.Zdmbies with Feeble(2) Psyche=All
Zombies repelled and take 6 points of damage. {fgralue 26/2= maximum of 13
Zombie can be turned)

-Cleric Novice(6) with Good(10) Psyche vs 5 Ghowith Typical(6) Psyche= 2 Ghouls
repelled and take 6 damage points. (Turning Vat/ié- maximum of 2 Ghouls can be
turned)

-Cleric Adept(20) with Remarkable(30) Psyche vs falitis with Excellent(20) Psyche=
2 Wraith destroyed. (Turning Value 50/20= maximuin2 ®/raiths can be turned, since
Mastery Level is equal to Wraiths' Endurance theydestroyed rather than merely
turned.



