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INTRODUCTION 
Welcome to the fi rst book In a series of bestiaries for the 

Dangerous Journeys™ multlgenre roleplaylng game system! The 

flora and fauna to be found In this manual are native to the world 

detailed In the Epic of Nrth™ companion volume to the MyUtus™ 
fantasy roleptaylng game. You will find most of them mentioned or 

even partially described therein. Thus. each enll'y In this work now 
provides you with all the information you will need regarding these 

life forms. including habitat and likely environs where the creature 

may be found on .iErth. 
While this material Is specific to the MyUtus game, the entries can 

be used In many of the other genres of the Dangerous Journeys 

game system. Each enll'y conforms to the core rules, and will work 

with any of the other system game genre modules. whether your 
campaign Is based on our own earth here and now. a future planet. 

or some other parallel world. In fact. many of the entries In this volume 

transfer to our own world and are applicable to anygameactlvlty thereon. 
Including the Unhallowed™ superna;ural rolep~ game. 

When Integrating the human society of surface IErth Into a 

multlgenre campaign milieu. the gamemaster can use several 

approaches: The first approach assumes a mu!Uverse of parallel 

spheres of probability. and trea.ts.iErth as one of these spheres where 

low levels of technology exist. countered with the existence and use 
of maglck . .iErth Is handled as normal In terms of the MyUtus game. 

and all creatures are used as listed. This Is the best method for 
fantasy roleplaylng. and the one we recommend. 

It should be noted that, while many entries In this manual are 

based upon actual animals and prehistoric creatures of earth, there 

may be some subtle or clear differences. This compilation must not 

be considered a completely factual representation of this world. but 

of the fantasy world of .iErth. where an alternate evolutionary path 

has progressed and Heka has had some Influence. 
A second use for this work enables those gamemasters who want 

to run a campaign based on a primitive. prehistoric setting to do so. 

They can use only those entries found In Interior .iErth, perhaps 

placing them on the surface of a young planet. 
Yet another approach for the Information contained herein Is to 

treat .iErth as a world of liWe technology and some maglck. perhaps 

as a planet with a developing civilization. Most (or all) of the exterior 

entries are used as stated. with the Interior and/or Subterranean 

beings Included as desired or not at au. This would work well for the 

gamemaster who wants to Insert the creatures In this manual Into a 

more technologlcalty oriented milieu, perhaps as a stopping point 

world In a campaign based around space travel. 

finally. for gamemasters who like the flavor of time and/or 

probability travel In their milieux. an alternative ·.iErth. • sans the 

cultural details found In the companion volume. could be the home 
of a recovering civilization with a long-dead advanced culture hidden 

under Its surface. This approach enables the selective use of 
creatures from Exterior and Subterranean .iErth. 

No matter what the desired flavor may be. the flora and fauna In 

this book can be tailored to many campaigns using the rules from the 

Dangerous Journeys multlgenre roleplaying game system. 

Remember to use the material found herein as guidelines for your 

milieu. adding, subtractlng, or modifying as you see flt. If yours Is a 

world that contalns only a surface environment, feel free to use only 

those things of exterior .iErth which suit your particular flavor. If the 
planet Is to be populated by prehistoric beasts, you might decide to 

use only those denl:rens found In Interior .iErth. And finally, If wrut you 

need are subterranean flora and fauna there Is plenty to be found here. 

Again. the choice Is yours. No matter what you're looking for. 
we've tried to give you a complete compendium of flora and fauna 
to populate your campaign milieu-and more. 

CONVENTIONS 
The following section will provide you with a few notes regarding 

the way things are organl:red throughout this work. 

As you are probably already aware, the MyUtus fantasy roleplay· 

Ing game uses two different groups of rules--one for beginning 
players. and one for veteran roleptayers. I t Is beyond the scope of this 

work to Include the rules of the game system, though some of the 

tables you see probably look familiar. as they appear In other 

manuals In the game system. The Information provided In this 

manual Is supplementary only. and Is primarily designed to work with 
the Advanced Oame system. Don't worry, though. The creatures 

found herein will work with either the Basic Rules-the Mythus 
Prime game-or the Advanced Rules. If you are playing the Basic 

Oame. for the most part, you should simply Ignore those things from 

the Advanced Oame you do not find desirable to Include. 

When you are In the process of creating various life forms from the 
entrtes In this bestiary, there will be many times when random 

numbers will be needed. As with most other roleplaying games. you 

will probably accomplish this with polyhedral dice. The two types of 

dice used In this game &)'Stem are those of the slx.Qded (06) and 10-

slded (010) variety. At least two IO.sided dice (2010) are desirable, 

and you will find several slx'5lded ones (3+ 06) handy, as these are 

used frequently and In numbers. 
Sometimes you will need to generate numbers using from one to 

three (03) and one to five (05 ). To make these rolls, you use a 06 and 

a 0 10. respectlvely. Simply roll the one required. divide by 2 and 

round up fractions. Note that this Is one time In the game where you 

round fractions up. Unless otherwise noted. all fractlons are rounded 
down. The following tables summarize the results: 

D6 Roll D3 Result 
1 or 2 CJ 
3or4 2 
5or6 5 

Dl O Roll D5 Result 
1 or2 1 
3or4 
5or6 
7 or8 
9or 10 

Note that It Is possible to make rolls that are multiples of these, 

add them to a static number. or to combine them with other sorts of 

rolls. For Instance: 
20% (added to get results from 2 to 200) 
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3D3 (a 3 to 9 result) 
4D5 (for a range of 4 to 20) 
2D3+4 (a range of 6 to 10) 
10%+2010 (to get from 3 to 120) 
There are a couple of other thlng.s that are necessary for the game, 

too. Besides dice, you will need pencils, paper, and possibly a pocket 
calculator (If you are a gamemaster). 

Description of Entry Detail 
The following lnformatJon provides a complete and detailed 

explanation of the sectlons found under each entry. Because some 
sections are only applicable to humanoid and/or sentient belng.s, 
they may not appear In many entries 

Name 
This Is the common (human) name of the creature or entry. If there 

Is an alias, or another name l.s appllcabte (such as a name adopted 
by a sentient species to Identify Its kind), It will follow In parentheses. 

mustmtion 
This directs you to the page on which you can find the lllustratlon 

of the beast or plant. 

Identifier 
This usually (but not always) denotes the entry's scientific class!· 

ficatlon. Some entries within this manual have not been subjected 
to the proper scrutiny required by the sages of the surface world. 
Determined (albeit understandable) resistance to vlvlsectlon Is one 
of the salient reasons for these creatures' tack of classification. In all 
such cases, simplified Identifiers wilt be given. Indicating the prob­
able origination species of the entry. 

Habitat 
This detalls the normal location where the entry may be found. 

Sometimes an animal will Inhabit more than one region on or In 
IErth. If so, each area will be llsted. 

Size 
This Is a general Indication of the creature's size relative to man. 

each entry In this manual falls under one of these size classes: 

Size Class vs. ffuman-6/ze 

Gigantic 

..Yartea 

2.0 
3.0 
6.0 ----12.0 

24.0+ 
• 

1500+1 

t Weight may vary substantially based on bone structure, body 
density, and actual mass of the creature. 

•Entries which have a broad range of sizes may span two or three 
size classes and will be discussed Individually In the Description/ 
Commentary section. below. 

Obviously there Is room for variations between size classes In 
terms of the belng.s' relation to human-6lze. However, you will find 
that the overall system worl<S well without undue complexity. 

N.B.: Where a size multlpller Is Indicated for Physical Muscular and 
Neural Speed. this Is not to be changed even if the creature In 
question exceeds the size range normal for such a multiplier. Those 
animals are big and fast. 

When vegetation Is encountered, the size listed will be for lndlvldual 
plants, followed by the size of the bed, patch. or colony, if such Is likely. 

Number Appearing 
This Indicates the typical number of Individuals found under 

normal circumstances. When dealing with small plants that grow In 
clusters or patches, no number will be given. However. colony 
growths will be listed as such. and the typical area In square feet will 
be supplied under Size, above. 

Modes & Rates of Movement 
Given here are all modes of movement of the entry, followed by the rate 

of movement In yards per BT (Baille Tum)-«>metimes also In yards per 
Critical Tum (Cl). f'or movement distance per CT. simply divide by 10. All 
humans and near-humans In the Dangerous Journeys system have a 
basic movement rate equal to their Physical lRArrscore In yards per Ba We 
Tum (B'J). This Is typically true of many humaMlzed twoiegged matures 
as well. Due to the plethora of movement types, some listed creatures may 
be far slower (or faster) than humanoids. The various modes of movement 
are listed below, and exdude those of maglckal nature, of course. 

Burrow Gallop 
Crawl Swim/Rush 
Creep/Stalk l"ly 
Walk Dive 
Trot 
Canter• 

Run/Charge or Run/Rush 
•Available to landbound equines only. 

Plummet 
Web 

Also remember that most quadrupeds are not slowed by rough 
terrain. So while a persona might outrun a bear on flat ground, It will 
be a different story ln rocky hills. 

conversion of !11/es Per Hour to Yards/BT 
5 m • 73.~~fdS/BT 40 m~ • 586~7 YdBl8T 
10 mph - 146.67 yds/BT 45 mph - 660 yds/BT 
IS mp,b • 220 yds/BT 50 mph • 733.33 )'ds/BT 
20 mph - 293.33 yds/BT 55 mph - 806.67 yds/BT 
25 mph • ~.67 yds/8T 60 mph • 880 yds/8T 
30 mph - 440 yds/BT 65 mph - 953.33 yds/BT 
:la J!IPb. • Sl .5.33 )'dBl8T 70 mph · 1026.67 Ycta/fSf 

Initiative Modifiers 
This section lndleates the available modifiers (If any) to Initiative 
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for the listed entry. In most cases. this will be Human Standard. 

Special entries will be covered individually for those creatures 

capable of surprise, or those that are abnormally quick or sluggish. 

Outstanding K/S Areas/ 
Sub·Areas & SIBEP 

For bel~ capable of possessing K/S Areas (and thelrassocl<ted SUl>­

Areas), this sectk>n llsts the avaDable K/S and relative smr.r scores. 
Usualty. only l.ntelligett or sentient ~ will possess K/S Areas. 

Joss Factors 
Joss Factors indicate a measure of luck normally reserved for 

personas. Some animals and creatures do have Joss Factors at their 

disposal, and such may be used as normal. As with personas, the 

maximum amount of Joss Factors available Is 14. 

Dodging Factor/ Avoidance 
(Com bined PMSpd+PNSpd/Dodging Factor (%)) 

A cunning or Intelligent creature or being with high Physical 

Muscular and Neural Speed may move to avoid or lessen the effect 

of attacks from certain (non-area affect) combat forms; I.e .• hands. 

feet. hand weapons. and small missiles. Of course. boulders. 

explosions and gaseous-type attacks cannot be dodged. 

TheDodglngl'adorlsamodifiertotheopponeri'sattoc.kchance.and 

this percentage Is subtracted from the f1nal Attack Chance (FAC) of an 

attacker engajng In Physical combat. For attacking creatures unable to 

wield weapons, subtract from their Base Attack Chance (BAC) Instead. 

When Dodging percentage Is found, the subject must then 

subtract all penalties from the Dodging bonus. Note that any 

remainder is In addition to all other modifiers, Including evasive 

movement Negative totals do not create penalties. To find a 

creature's Dodging factor. COn5ult the following table: 

Combined Pl1Spd ~ PNSpd 
~2 

33 
M 
35 
36 
37 
S8 
39 
40 

41 l!l higher 

Dodging Fador (%) 

1 
2 
3 
4 
5 
6 
7 
8 
9 

+I% per combined factor 

of PMSpd l!l PNSpd/Dodglng Factor 

for example, a creature with a combined PMSpd l!l PNSpd total of 

47 would have a Dodging Factor of 16%. less any penalties. That 

amount would be subtracted from the fAC (or BAC) of the being's 

attacker before application of the Difficulty Rating (DR) multlpller. 

Avoidance is similar to Dodging. but ls also used to get away from 

potentially dangerous t.hlngs or effects of noncom bat nature before 

they can cause any harm. If Intelligent or sufficiently cunning. the 

listed being might be able to avoid combat or the results of combat. 

or a confrontational/conflict situation. Thus. Avoidance covers 

Physical combat, plus other situations where harm to the aeature(s) 

might occur. In this regard see also ·exceptional Attacks,• below. The 

mauer of if and when to employ this rule Is. as usual, !ell to the 

adjudication of the gamemaster. but hereafter are some sltuatJon5 

that are plausible for allowing Avoidance. Note that sapient beings 

also will gain an Avoidance roll versus Mental and Spiritual attacks. 

The team of HPs steps Into a clearing and encounters a large 

deer. It turns and flees. and the personas pursue. If the deer has 

a good lead. the clrcum&anoes are dear ~ to the abDJt.les of bah 

sides to evade and follow, and numerous K/S checks are nd de.sired. 
a single Avoidance roll could suffice to dedde If the escape Is 
successt'ul or not. 

A creature Is suspicious of a trap or similar danger (perhaps 

catching the persona's scent). and with such in mind uses 

extreme caution in performing an act that the gamemaster knows 

will place the creature In peril of capture or damage. Avoidance 

can be used to determine whether the creature escapes the 

Intended harm or other effect. 

The base chance for successful Avoidance Is the total of the 

CATEOORY Speed ATIRIBlJI'fS Involved-Mental, Physical. or Splrl­

tual (as applicable). A creature with PMSpd of 18 and PNSpd of 16, 
for Instance, would have a base chance of Mo/o to evade the 

personas or escape the trap In the preceding examples. Base chance 

is then modified by a Difficulty Rating as determined by clrcum­
stances and the gamemaster's wisdom. To assist In judging each 

case, the following table serves well: 

Sltuatlon 
Total 8urprlle held 
Surprise held 

lnltJatfve held by ~ 
Initlatlve not held by creature 

Swprfsed aeabft 
Totally Surprised creature 

Difficulty Rating 
Easy 
Moderate 

H8Rl 
Difficult 

Very DUlbllt 
extreme 

Other modifiers might apply. for Instance. If the Avoidance 

concerned an area effect casting. the Difficulty Rating might be one 

or more steps harder. but If there was a place of shelter at hand. the 

DR might be unaffected-or even one step easier. 

Attractiveness 
This value Is reserved for humanoid and/or sentient creatures. for 

use when dealing with personas directly. Such beings listed herein 

will have either an Attractiveness modifier or a base Attractiveness 

number In brackets {N}. This rating suggests the being's physical 

appearance In relation to human standards and may have a direct 

bearing on how appealing the creature Is In faceto-(ace encounters. 

Score 
- IO or less 

- 7 to-9 
-4 to-6 

0 to-:S 
1 

2-3 

Oeneral Descrlptlon 
Ineffable (spedal checka required)" 
Blasphemous (special checks required)" 

Nlghtmarfsh (special cbeckl reqlind)" 
Horrid (speffal checks required)" 

Nasty 
Ugly 
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8-9 Plain 
l 0-12 Average 

Attractive/Cute 
Handsome/frett)' 
Striking 

21·25 lnadble ~checks~ • 
26·27 Obsessive (special checks required)• 
28-29 

50+ Mind-Warping (special checks required)• 
·extreme Attractiveness scores. 

ht vulnerabilities 
Some creatures have certain attacks or damage types to which 

they are unaffected. This heading lists any that are applicable, and 
the relative amount of Invulnerability. For example, most plants are 
invulnerable to Piercing or Stunning attack forms. Likewise, due to 
their equalized volume and lack of a central nervous system, most 
molds and slimes are unaffected by damage from Cutting, Piercing, 
Blunt, and Stunning attacks (which, unfortunately for personas, are 
the attack forms for all normal weapons). 

The gamemaster wlll not announce Invulnerabilities to players. It 
is always up to experience (and K/S abilities to some extent) to 
determine the nature and extent of Invulnerabilities. 

Susceptibilities 
This section lists certain types of Physical attacks and nonweapon· 

engendered effects to which the entry is more vulnerable than 
normal. With each listed Susceptibility is the adjusted amount of 
damage that Is applied to the being when the stated attack or effect 
Is encountered. There are essentially four categories that cover the 
different kinds of damage occurring from a Susceptibility. Note that 
the first two sorts typically apply to weapon-engendered Susceptlbill· 
ties, and Inflict Physical damage. The latter two categories may lnnlct 
damage of any one or a combination of Mental, Physical, or Spiritual 
types. 

Insinuation: This type causes the listed multiplier of actual 
damage to be Inflicted when the subject has been struck so as to 
exceed Armor (Natural, Heka-engendered, or otherwise). The multi· 
plier range is 2 to IO times base damage. 

Contact: The mere touch of the material on the subject will Inflict 
the minimum damage for the weapon, or a 103 minimum, if the 
material is not a weapon, per se. This damage is regardless of Natural 
Armor. 

Exposure: When the thing to which the entry Is subject to Is 
ingested, touched, proximate (near to), or perceived (seen, heard, 
and/or smelled), that being will suffer immediate damage of the 
amount and type specified. Note that this is usually without regard 
to Natural Armor or Heka protections of any sort. Examples of these 
indude (but are not limited to) the following: 

Argent (sliver) 
Bells (ringing) 

Incense 
Iron 

Brass 
Chimes (ringing) 
Crystal (rock, clear) 
Crystals (other mineral kinds) 
Drums (beating) 
Ferrous Metals (all) 
figures, Blessed 

(material form, 
a.k.a. Holy Symbols) 

fire 
Garlic 
Gold 
Gongs (beating) 
Herbs (fresh or dried. 

a specific kind) 
Icon 

(figure, material such as a 
roo creature. Idol. etc.) 

lrrldlum 
Lead 
Mirrors 
Moonlight (full moon) 
Negative Ions 

(fromfallingwaer. wind.etc.) 
Perfume 
Plants (growing. a specific kind) 
Radlatlon (ultraviolet et al.) 
Salt (powdered, rock) 
Sunlight 
Vinegar 
Water (Blessed/Cursed) 
Water (falling as rain) 

(negative ions in some cases) 

Wmd 
Wood 

(sometimes by specific type) 

Allergy: A being with this sort of Susceptibility will suffer damage 
of a Mental, Physical, or Spiritual sort If exposed to the subject over 
a period of time. exposure means the subject Is Ingested. touched, 
proximate (near to), or perceived (seen, heard, and/or smelled). In 
addition, the being might suffer possible side effects later. such as 
a lowering of one of its ATIRIBl!fES, its movement capacity, or of 
some other ability such as Perception (Mental and/or Physical), 
combat (any type), etc. 

The shortest time period for an allergy to begin affecting a being 
is usually 1 BT for immediate (damage) effect. and 1 AT or longer in 
all cases where there are other, dramatic effects involved. 

The proximity for an allergy to effect the being Is always limited to 
a reasonable range. with loud sound having a limit of about 150' 
radlus, visual perception effect 50', smoke 20'. and odor 10'. 

Average Armor Protection 
This value Is similar to the system of Unified Average Armor 

provided In the Mythus FRPG. It may be used by those gamemasters 
who wish to simplify the general level of protection Inherent in an 
animal's fur or hide as given In each entry's table of Natural Armor 
(q.v.). Gamemasters who wish to use damage for specific attack 
forms should use the Natural Armor values, which are found later In 
each entry's description. 

The value of this type of protection Is determined by averawng the 
"Average• amounts in the creature's Armor Scheme table, ignoring 
the columns for Fire, Chemical, and tlecrtlcal. 

Quirks 
This section lists unique features, abilities, or handicaps common 

to the entry's kind (as opposed to an individual persona's Quirks & 
Counter.Qulrks). While sentient beings might possess quirks similar 
to those of Heroic Personas, animals mainly have Inherent quirks of 
a different sort, often resembling powers, or sensory capacities. An 
example of this Is the ability of some predators to ·smell fear- In 
potential prey. 
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Attacks 
This section has all attacks and attack-related data for which the 

creature may be capable. Attacks by the flora and fauna in this 

manual could include almost anything imaginable that does Physical 

damage-from natural weapons such as claws. talons and teeth. to 

emissions of heat. noxious gases and chemical secretions devel­

oped through centuries of evolution in the weird subterranean 

realms. There are attacks by animals and creatures that smother. 

constrict, sting. and trample (as in stampeding herds). finally. there 

are humanoids and near-humanoid beings with the ability to wield 

weapons. as well. 

f'iatural Weapon Attacks 
Speed Factor: The standard Speed factor for Natural Weapons is 

zero (0), but this can be increased for size as follows: 

Size of Creature 
.10-.25xhuman-slre 
.Sxhuman-size 

1-2Xhuman-slre 

l 2xhuman-size 

24xhuman-slre 

Speed Factor 
-2 
- l 

0 
l 
2 
3 
6 

Attacks: This column contains each type of attack available to the 

creature. with the number of attacks per Critical Turn (if multiple 

attacks per CT are available). The attack rate will have a lot to do with 

the combination of attacks possessed by the being. A grizzly bear, for 

example, can attack with each of its two claws and bite all in the same 

CT. The Speed factor considered for Natural Weapons is 0 (zero). If 

the gamema.ster determines that a creature should be slowed for 

some reason-size. nervous system. or whatever-then such con­

sideration should be noted and an appropriate addition made to the 

Initiative roll. 
Base: The Basic Attack Chance is the creature's percentage 

chance to successfully attack an opponent using the associated 

attack type. While a Heroic Persona's BAC may be modified by factors 

such as weapon type to provide a final Attack Chance (fAC), beings 

unable to wield weapons will use their unmodified BAC for combat 

determination. Note. however, that circumstances may allow the GM 

to apply Difficulty Ratings to adjust any creature's chance of success­

ful attack. 
Damage: The type of Physical damage inflicted for each listed 

attack types possessed. The main damage types are: 

Piercing Chemical 

Cutting Stunning 

Blunt (and Impact if applicable) Electrical 

fire 
Base Damage: This column provides the base amount of damage 

taken by the target subject for each of the entry's available attack 

types. The base damage Inflicted is often directly related to the size 

of the creature. 
Typical values for the type and base amount of Physical damage 

inflicted by certain natural weapons are given on the table below. In 

many cases, the creature's PMPow damage bonuses may be added 

to the Physical Damage ratings listed .• although that might not be true 

for all natural weapons: 

Weapon rype 
aawtra1on 

Bite Piercing 

Sma.Vi/ITIUnple Blunt 

Kick 
Jerk 

Horn{TUsk''' 

lmpa<'..t•• 

Blunt 
Blunt 
Impact•• 

Piercing 

ConslricUon/Hl(I •••• 

Size 
Small 
Medium 
Large 
Huge 

Olgantlc 
Small 
Medium 
Large 
Huge 
Gigantic 
Small 
Medium 

Large 
Huge 
Olgantlc 

Medium 
Large 
Huge 
Olgantlc 
Small 
Medium 

Large 
Huge 
Gigantic 
Small 
Medium 
Large 

Huge 
Olgantic 

BaseDam~ 
1 point 

100, 203 
100, 203 

200, 303, 
403, 503,306 

400 etc. 
103 
106 
206 
406 
806 

103, 103+1 
203,303 

206,503,306 
406,3010,606 

4010, 5010, 10010 
103 
306 

3010 
506 
103 

106,203 

206, 4D3.SD3 
406, 3Dl0. 10D3 
806, SD 10, 1 ODS 

1 point 
103 
103 
306 
506 

•A claw does Cutting damage. a talon does Piercing damage. 

"Impact damage cannot be absorbed by any type of armor; 

except for some impact damage which can be mitigated through Full 

Plate. Note where this is shown in the text. Each time the armor's 

protection is exceeded by damage, then It is weakened, and will 

possibly become useless. 
··'Indicates the weapon can be used for panying. If used In a 

charging attack. it does double damage, the additional being Impact. 

· · ··A constricting attack or hug will, in addition to inflicting 

normal damage. seize its victim on the Initial strike and continue to 

inflict damage automatically each CT after that until the victim dies, 

the attacker takes over his CL in Physical damage, or the attacker 

decides to release the defender. The damage type initially inflicted 

is determined by the attacker's general size and the same as for 

Smash attacks, but subsequent damage will always be Impact. 

Bonus: Animals and other creatures will receive a damage bonus 

on Physical attacks if they have a PMPow higher than 12. This is 

shown In the following table: 

8 GDW T he M y thu.s Bestiar y 



Creature's Damage 
PM Pow Bonus 

13 1 
14 2 
15 3 
16 4 

17 5 
18 6 
19 7 
20 8 

21 9 
22 10 

+1 
•For every 1 point beyond PMPow 22. 

Other Damage Types: Besides the seven main Physical damage 
types shown above. there are others that must be treated differently 
than the typical method. Examples are: 

Impact 
Continuing 
Poison 
Disease 

lmpad: This type of damage is usually caused by blows from 
massive creatures or falls from great heights. Natural armor and non­
magickal artificial armor do not generally offer protection against the 
impact damage type. Full Plate armor, which stands out from the 
body, might be of protection in some cases-if the weight coming 
down upon it isn't too great. Some creatures can still have protection 
from this kind of damage because of innate Heka-engendered 
powers or Quirks. 

Continuing: This type of damage is oft.en associated with acids, 
alkalines, and other caustic materials that inflict damage beyond the 
initial CT. and keep causing damage until they are somehow washed 
off or removed from the victim. As with Impact damage, natural 
armor and non-magickal artificial armor do not offer protection 
against this damage type. Heka-engendered powers or Quirks may 
provide protection to some creatures from this kind of damage. 

Poison: Many entries listed herein are poisonous, inflicting 
damage through their bite, spines, touch, or other methods. Poisons 
have five characteristics: 

1. A Strength rating (abbreviated STR) 
2. A Longevity rating 
3. An Effect Rate 
4. A Physical Form 
5. A Purpose 

Strength Rating:This measures how strong the poison is. A weak 
poison would have a STR of around 1-20, a moderate one around 21-
50, a strong one about 51-60, and a very powerful one higher than 
60. Poisons typically deliver damage in three intervals, the first two 
equal to the STR Rating, the last at one-half STR. This is expressed: 
Poison STR 60 (delivered 60/60/30 in 2 BT intervals). Stronger 
poisons, of course, Inflict more damage and are harder to remove 
from someone's system. For an antidote to work, it must have a STR 
equal to or higher than that of the poison it is administered to cure. 

Longevity Rating: This tells how long a poison will remain potent 

after it has been delivered by (or extracted from) a creature. A very 
short-lived one may last no more than a few minutes, whereas a very 
long one could last for up to a year after it has been applied. The 
poisons in animals and monsters regenerate regularly to replace that 
which has gone bad. 

EffectRate:Th!s measures how quickly a poison will take effect once 
it has entered Its target's system. The fa<>test of poisons could take effect 
near-Instantaneously, though most will be a bit slower~bra venom 
requires about 1 O minutes or so to take full effect. Some extremely slow 
ones could take hours or days before they start their work. 

Fhysical Fonn: Various poisons will have different forms, de­
pending on the entry's method of delivery. The following table 
describes some ofthe forms used by the flora and fauna In this book: 

F'onn Method of Exposure 
Qas 

Paste 
Inhaled or skln-<:ontact. 
Introduced via a sharp (cutting or piercing) weapon; some 
work on a contact basis as well. 

Oil Mainly a contact poison. and It's hard to see until It's too 
· latel 

Liquid This can be either Ingested or iajected such as by a needle 
trap or the fang.s of an animal. 

Powaer ThlS stUtr ls mainly Ingested. It may be mixed with liquids 
or solids (food and drink). 

Pill Any of the five forms of poison. even gas, can be neatly 
stored In a pill or capsule. 

Purpose: A poison will have one of two main purposes-either to 
lajure or to Incapacitate. The way each one works Is described below: 

Injure: This type of poison Inflicts a total of 2.5 times Its 
Strength rating in Physical damage ·over the course of three 
different stages. The first stage. In which an amount of damage 
equal to Its STR is inflicted, occurs aft.er the poison has entered 
the target's bloodstream and an amount of time equal to its 

Effect Rate has passed. The second stage Inflicts a similar 
amount of damage and occurs after the Effect Rate has passed 
again. The third and final stage occurs after the Effect Rate has 
passed for a third time, when the final amount of damage-­
equal to 50% of the poison's Strength-ls Inflicted. According 
to the type of poison. the victim might feel nothing while under 
its effect. Or, he may fall unconscious, suffer incapacitating 
pain and/or paralysis, or hallucinate in a sweaty delirium from 
the first stage to the last. 

Note that the damage for an Instantaneous poison, all 2.5 
times its STR. Is inflicted at once. A very delayed poison. such 
as one that works In days, would inflict the entire amount of Its 
Damage, once its first Effect Rate has passed. 

lncapadtate:Thls stuff either causes the victim to fall asleep 
or to become paralyzed. The effect sets In at the end of the 
poison's Effect Rate and lasts for 1 hour per STR point. 

In order for the poison from a sting or bite to reach a victim's 
bloodstream, it must penetrate the skin. If a poisonous crea­
ture attacks someone with a bite that doesn't get past his armor. 
then it hasn't poisoned him. I t is up to the QM to determine how 
much contact with contact poison ls enough, though It usually 
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doesn't take much. Note that poison damage can cause Shock 

and pennanent damage. Poison doesn't cause scars, however, 

nor does the loss of Attractiveness points apply ... except In the 

case of slow poisons causing lingering death. The STR rating Is 

for a single dose. In certain situations, the dosage may be 

greater or lesser. For example. a persona may receive a quarter 

dose or a double dose of toxin with one-quarter or double 

strength. respectively. The strength of any antidote must be 

equal to or greater than the adjusted poison STR. 
Antidotes: Antidotes have characteristics very similar to 

those of poison, except that for game purposes their Effect Rate 

should always be considered "Instantaneous.· Their purpose Is 

al ways to neutralize poison of either the irtjury or incapacitating 

variety. As mentioned above, an antidote is capable of neutral· 

I zing any poison with a STR rating that is equal to or lesser than 

its own. A successful first Aid roll (see the lllythus book. page 

165) Is usually capable of lessening the effects of poison by 

reducing the S1R by an amount equal to the user's STEeP. Just 

figure the remaining damage according to the new STR total for 

an irtjury poison that was treated via First Aid. Optionally. the 

GM may allow this only if the type of poison is known (or 

guessed) by the administrator of the first Aid or his associates. 

Disease: Some creatures may carry disease. which can be spread 

through bites or even close contact. As with poisons, diseases have 

several highly variable characteristics. Every disease has four main 

components: 
l. A Contagiousness Rating (CON·R) 

2. An Incubation Period 

3. A STR and a Short Term Effects list 

4. Long Term Effects 
Contaglou.sness Rating: The Contagiousness Rating Is a num· 

ber that Is matched against the HPs' higher Physical CAreGORY In a 

K/S versus K/S style contest when the persona is exposed to disease. 

If the disease wins, then the persona has caught it. A result of a tie 

indicates that the target has become a carrier-he can spread the 

disease but does not himself become sick. If the HP wins. he resists 

contracting It. The Difficulty Rating for the disease can be modified 

according to just how badly the target was exposed. A minor contact 

might Increase Its Difficulty Rating two or three levels, whereas a 

close and extended one might make it automatically ·easy.· Ex· 

amples of contagious diseases are typhus. malaria hepatitis, an· 

thrax, meningitis, and the Black Plague. 

Since diseases vary so greatly, it's hard to say what an average 

CON·R would be, though 50 to 60 is a good guess for a serious 

afnictlon that ls spread through casual contact. Some diseases have 

certain restrictions on when they can be spread. but when the criteria 

is met. the CON·R tends to be very high lndeed--80 or more. 

lncubaUon Perlod:The amount of time (usually in days) it takes 

the disease to cause symptoms in the victim. When the victim is 

merely a carrier, the disease will stay present In the victim for l 0 

times the length of the Incubation Period before becoming donnant. 

A carrier can spread the disease if it was acquired through close 

contact (as opposed to bites or wounds). Note that victims of the 

disease who are not carriers but are In the incubation stage can 

spread the disease as well. 

Short Term Effects: The Short Tenn Effects are determined by 

the disease's Strength Rating (STR). These are suffered once the 

Incubation Period has finished. An average STR rating for a danger· 

ous disease ls around 30, and the number of "points• worth of short· 

term effects the disease has will be equal to its STR. Some diseases 

may have one, huge effect that represents all its STR points. whereas 

others may have many small ones. While It Is up to the OM to decide 

exactly what effects a certain amount of S1R points Is sufficient to 

cause, some guidelines and examples are given below: 

STR f;ffect 

1 Causes a strange mutation 01 the skin (bolls. discoloration. 

etc.) -2 to Attractlvenesa. 
Causes the victim to spend I hour/week In a hallucinogenic 

delirium or other such state. 

2 Inflicts 1 point of Physical. Mental. or Sph1tual damage on the 
victim ~week.. 

5 Causes victim to suffer one of the effects of being "Dazed." 

10 Vk:tlm temporarily suffers a minor Insanity. 
20 Victim temporarily suffers a major Insanity (madness). 

~ Causes the victim to suffer the temporary loss of the used his 
hands, sight. hearlng. leg.s. etc. 

50 The victim Is rendered comatose. He will have trouble with 

starvation and dehydration unless he ls specially cared for. 

60 As above. except victim Is a continual state of honible pain. 
1be victim will suffer 506 points of Mental and Splrllual 

damage per week as long u the symptoms continue. He tlao 
mg have tQ.make one or more~ mg, {q.v.). 

'Mental and Spiritual Damage is poss.Ible due to the effects a 

disease can have on the mind. 

The strength of a disease ls reduced according to the persona's 

rate of healing. If, for example. a persona's natural healing rate Is 2 

points per day. the strength of the aliment ls reduced 2 points each 

day. Once disease strenth ls reduced too. the· persona has recov· 

ered. (N.B.: Reducing Physical TRAIT could reduce the rate ofheling.) 

Long Term Effects: Although the attack of the disease is over 

once its STR has been reduced to o. the Long Term Effects may 

continue to plague the sufferer. Long Term Meets are usually 

derived from the problems caused by the short-tenn ones. Two 

common examples are the victim going insane and Inflicted damage 

becoming permanent. Joss, of course, could play a large role In 

helping all the way through the situation. 

Exceptional Attacks: There are certain attacks that do not fall 

under the standard rules due to their unique nature. for example, a 

small, poisonous snake might inflict only I Physical damage point 

when it bites, but its massive poison STR can kill Its victim In one or 

two Critical Tums. A well-armored persona would seemingly have 

invulnerability to such threat. for the snake's PD could never get past 

the protection worn. But this isn't necessarily true, for It would 

depend entirely upon the situation and setting when snake met 

persona. The threat of a swarm of angry hornets is another example 

of an Exceptional Attack. There are many that fall into this category. 

If the manner in which an Exceptional Attack ls not stated 

positively, then the gamemaster should apply common sense to the 
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situation. For instance. a poisonous attack that delivers very little 
(possibly no) Physical damage when it hits, yet is deadly in effect, Is 
treated in two ways. The unarmored individual Is allowed a Parry or 
Avoidance or maybe both. The protected individual (even one so 
armored as to seem immune) is usually treated thus: 

1) In situations where only a small area Is vulnerable to the attack, 
the attacker must roll Hit Location. a Super-Vital or better. or an Ultra­
Vital. depending on protection, to score a hit. Parrying might apply, 
if this is possible. The individual caught with raised visor crawling on 
his belly in a low tunnel by an asp would have no Hit Location check 
mitigating the attack. A strike by the asp would be an Exceptional 
Attack. the bare flesh assumed to be the target. and a hit would 
deliver damage and poison despite armor elsewhere. while a miss 
would be just that. (No likelihood of a Parry or Avoidance in such a 
situation either!) If armor is especially strong. and the situation 
warrants, then the gamemaster might wish also to allow an Avoid· 
ance roll to mitigate against a hit delivered by an Exceptional Attack. 

2) In situations where the attack(s) will absolutely get through. 
such as a swarm of bees attacklng an individual in Full Plate armor, 
but the number of attacks is in question. a 10:3, 106. or similar roll 
is used to find how many attacks succeed and deliver damage. Again, 
that number is not to find how many are able to, it is to find how many 
do succeed in delivering their attack. with commensurate Damage 
inflicted. 

Thus, we have anything from an attacker employing an otherwise 
harmless weapon to deliver a contact poison on exposed flesh to 
stings and like attacks that don't normally have sufficient PD to 
negate armor covered under the Exceptional Attacks rule. The 
gamemaster can apply the principle demonstrated hereunder to 
manage all situations of this nature. 

Powers 
For beings that are capable of utilizing Heka-engendered powers, 

this section provides a list of those typical to the entry. 
There are some powers listed here which no beasts in this book 

possess, but the GM should feel free to add any if he deems it 
appropriate, and they are also available for any new beasts you may 
create. 

Accelerate natural process (fermentation, rot. etc.) 
Accelerate normal movement capacity of living Utlng 
Accelerate ongoing movement of non-living object 
Acid precipitation (rain) 
Add spitting 
Affect sensory organs in minor way (double vision. sneeze, 

itch, etc.) 
Air like stone (solid, impassable) 
Airy earth (breathable and as movable a medium as water) 
Alter substance (within kingdom-animal, mineral, vegetable) 
Amplify existing emotion/emotional state 
Animal appendages (ass ears. monkey tail, etc.) 
Animal form (transform into frog. deer, etc.) 
Anti-Joss 
Armor skin (toughen, thicken, grow heavy pelt, scales. plates, etc.) 
Attractiveness (overall) 
Augury 

Ball lightning production and control 
Blazes a bursts of colors and sounds (pyrotechnics display) 
Burning water (consumes as would hot flames when touched) 
casting Reflection: Any one Effect layed directly on the target in 

a CT is absorbed and reflected back to the caster-or the nearest foe 
if the caster Is out of range-the following CT. 

cause Disease: The beast can expose its victims (I.e .. force them 
to make a Contagiousness roll) to some sort of disease by touching 
them, breathing on them. etc. A disease that Is harder for the beast 
to spread should be more powerful-and vice versa. 

cause individual to tell buth when speaking 
cause infantile behavior mode (make childish) 
cause Insanity: This Is similar to cause Disease, but requires that 

the victims make an Insanity Check. This will usually be at a fairly low 
DR (say ·Easy" or ·Mooerate•) and will require that the HP look Into 
the creature's eyes, touch the oozing. slime covered skln, or perform 
some other action. Extreme Attractiveness (see below) is also 
conductive to Insanity. 

cause minot temporary Insanity 
cause mirth 
Chameleon form (appear as other things around Individual) 
Change appearance 
Clean (garments/gear) 
Cleanse (body) 
Close door/window by gaze 
Cold generation 
Confer Considerable power possessed 
Confer Great power possessed 
Confer Limited power possessed 
Confer Moderate power possessed 
Confer Utmost power possessed 
Converse with animals 
Death (killing of cells in massive numbers) 
Diminution 
Disintegration (of singular material by klngdom class) 
Divination 
Drink (liquid of varying sort for 1 or more average Individuals) 
Duplicate Self: This simply Involves the beast.le causing another 

creature like Itself to come Into existence. The method Is variable, 
and could Include anything from the Wa'f a vampire (q.v.) can make 
more vampires by biUng people. to the doppleganger (q.v.), which 
can conjure his fellows by the killing of by draining the S TIWT of Its 
victim so as to become that persona. This is great for threat and 
Intrigue situations, as it allows you to start with but a single creature 
when thin~ are In the slow, •build-up" stage and then have lots of 
them running around toward the climax. 

Dust cloud generation 
Earth walking (walk through dirt-clay as If air) 
Electrical bolt generation and discharge (lightning) 
Electrical field generation 
Emotion Insertion (into a subject's feelings/mind) 
Emotion reading 
Energy bolt (arrow, dart, etc.) 
Enlarge interior dimensions (one. two, or all three) 
Escape hatch (a small, Instantaneous Portal to get back home) 
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Evaporate water 
Exhaust air 
Extinguish Ore 
Extreme Attractiveness: This Is simply a creature who has either 

a very high or very low Attractiveness rating. The fun of It Is, If the 
rating Is extremely high or low. the HPs could be "Dazed,· sent fleeing 

in terror, o r driven Insane by the sight. The following table lists some 

levels and possible effects: 

Rating Description ~fleets 

Oto-3 Horrid Dazing.-~ 

l'teelng. -~ 
-4 to-6 Nightmarish Dazing. ·Moderate• 

fleeing. •ttard• 

Insanity, ·Moderate• 

-7 to-9 Blasphemous Dazing. •Haro• 

l'leelng. ·01mcu1t· 
Insanity, "Haro• 

-10 or less Ineffable Dazing. "Dlfficulr 
fleeing. "Very Difficult" 
Insanity, "Difficult" 

21to25 Incredible Dazing.~ 
26 to 27 Obsessive Dazing. ·Moderate" 

Insanity or Adoration, ·Moderate• 

28 to 29 Unearthly Dazing. .Hard. 

Insanity or Adoration. •Hard• 
30 or more Mind-Warping Dazing. "Difficult" 

Insanity or Adoration. "Difficult" 

The DR for Dazlng Is what a persona must beat with an MR rollto 
avoid being Dazed for the next lDJO BTs. The DR for Insanity, of 

course, applies to an Insanity Check that must be made. Adoration 
is slavish commitment and service to the one in question. The DR for 

Fleeing must be matched against the victim's SM CATOOORY. I f the 
roll for Fleeing falls, then the HP will flee in terror for 1010 BTs. He 

will retreat at his full running movement rate and do everything he 

can to get as far awey from the object of his terror, and as close as 

possible to a place of safety (or one thought to be safe ... ) as he can. 

Generally speaking. only one of each type of roll need be made per 

day per sighting of that creature type. If, for example, Alyssa met up 

with a Dev/Iman (which would have an Attractiveness of -3, or a 

"Horrid" rating), she would Immediately have to make an ·Easy" MR 
roll to avoid becoming Dazed, and an "Easy" SM roll to avoid fleeing. 

If she met up with another Devllman, or saw the same one again (an 

unlucky lady to be sure) less than 24 hours later, she would not have 

to make another set of rolls. Later. she would check at one step easier 

DR for the same sort of being. Don't forget bonuses for STfeP In 

various K/S Areas too. such as Demonology, Mysticism, and Yoga for 

example. 
Fall gently as a leaf 
Fear (urge to flee by running away) 
Fellow swnmonfng (bring like Individuals to Immediate proximity) 

Fire productJon 
Fire terminating In a burst (explosion. roar, blast flames. heat) 

Flame production, small and touching body 

Flame projection li'om body (hand, breath. etc.) 

FI.lght (aerial) 
Float In air 
Food (nutrients for 1 or more average.sized Individuals) 
Force fiel d, blade-like and small 
Force fiel d. cloaking Individual as armor 
Force field, d art(s) projected as mlssDe(s) 

Force fiel d, plane, h orizontal or vertical 

Forgetfulness 
Gaseous water (breathable and movable as through as air) 

Gasify earth (destroy form of earth or stone) 

Gate opening (aeate new Gate) 
Gate operation (work existing Gate) 
Generate extreme cold 
Generate extreme heat 

Generate webs 
Glgantlclsm 
Gloom cloud (darkness In diameter equal to M TRAIT In feet) 

Gloom cloud generation (darkness In a small radius) 

Glow of Illumination (as a candle, lantern. of bonfire In 

brightness) 
Grant minor wish (Involving non.Uving, materlal objects) 

Groom (human, animal, etc.) 
Habitable fire (not harmful to normal flesh and won't bum 

things) 
Hall. ldctes (pointed, dart-like missiles) 
HalL stones (Ice) precipitation 
Heal Jllentally 
Heal Physically 
Hea.1 Spiritually 
Healing of self (Mentally, Physically, and/or Spiritually) 

Heka·Engendered eating.st Now here's something nasty. The 

critter possesses Heka, and can use one or more Innate Maglckal 

Castings. The beast simply wills the spell effect to happen and It 

does, although a Unk will still be necessazy for castlni;p using Mental 

or Spiritual attack forms .. Note: It's a good Idea to limit the use of such 

powers In the way done In this work. but you can be creative. These 
are other Issues to consider. One beast, for example, might be able 

to bite an HP and then be considered to have madean automatic Unk 

on the next CT for a Casting that will take effect on the one after that. 

(This beast could be very nastyl) 
Horror (causing loss (usually temporary) of Mental TRAJT) 

HyperzsUtesla: This Includes a variety of things, lndudlng Keen 

senses (which allow a -1 or so modifier to the DR of Perception 
(Physical) rolls that they can be used for), Dark Vlslon (which allows 

the beast to see equally well In darkness or daylight, although at the 
GM's option It might see better In darkness), and Mystic Vision 

(which allows It to see spirits with no Physical Manifestation as well 

as Into areas on the AID!ereal Plane). Coming up with some 
Interesting variations on this theme Is but a simple exercise for 

the Imagination . Note that a beastle with Dark Vision suffers no 

broken or difficult terrain modlflers due to darkness! for more 

Information on hyperresthesla. see page 237 of the Jllythus 

l"laglck™ book. 
Hypnotize by gaze 
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Ice coatlng 
Ice missiles 
Ice plane (as thick surfac.e or wall) 
Uluminatlon. phosphorescent spheres/spheroids 
Illusory form 
Illusory items 
Image replicatlon. self (Illusory) 
Image replicatlon. others (illusory) 
Image replicatlon. things (illusory) 
Immunity (see below for all the various sorts) 
Immunity, acids 
Immunity, cold 
Immunity, electrical 
Immunity, elemental sort by elemeDt type 
Immunity, falling and/or impact f'rom falling objects 
Immunity, heat 
Immunity, Heka by type (Preternatural, Supernatural, Entital) 
Immunity. mental assaults 
Immunity. paralysis 
Immunity, poisons 
Immunity, weapons (any) 
Immunity, weapons, blunt 
Immunity, weapons, edged 
Immunity, weapons, natmal (claws. fangs, etc.) 
Inflict bee-like stlng f'rom a distance 
Insanity, Jlfinor or Major 
Inspire camaraderie/liking 
Inspire confidence 
lnteltlgence 
lntuitlon 
Invisibility 
Joss 
Jump as a frog 
Levitation 
Light rock (little weight. easily movable, same mass) 
Lightning (Ball or Bolt Generation) 
Lightning summoning and directlon (during storm) 
Lock/bar exit by force closure 
Long endurance (physical, mental, etc.) 
Lustfulness 
Memory 
Memory capacity 
Mend (fix minor breakage, sew tears, repair leaks, etc.) 
Natural Weapons/ Armor: This Includes such things as claws, 

tentacles, rows of razor-edged fangs, barbed tails, scaly hides, and 
even snakes that are attached to its body (such as with the Medusa). 
Natural weapons can include growing tusks, fangs, talons, claws, etc. 
as the need arises. 

Noisome odor (as a skunk or worse) 
Object duplication 
Opaque watec 
Panic (combines Fear, Horror, and Terror (qq. v.)) 
Paralysis. Mental 
Paralysis, l"hysical 
Paralysis. Spiritual 

Perfume (fragrance) 
Petrifaction 
l"hase Shifting: A beast with this ability can adjust the size of its 

atomic structure and disappear into another sphere or plane or 
suddenly appear in Full Physical Form right beside Its terrified victim. 
It may require a BT or so to acljust its form, and it may only be capable 
of doing so a couple of times per day. 

l"hysical c:llsplacement (of individual's body, I.e .. here now, 
there instantly thereafter-typically to avoid threat) 

l"iper's Prance (cause to jig and prance as if dancing to a tune) 
Plane Shifting: This power allows a beast to travel instanta­

neously from one physical universe, such as Jerth Is, to another one, 
such as Earth's. The creature may or may not have control over 
where It winds up In the new plane, and might be limited in those to 
which it has access. Likewise, the beast probably will be limited as 
to how often It can perform such travel. (We recommend no more 
than once per day even for a very fast mover.) 

Play on subconscious dread/fears 
Poison: The beastie can use poison against its enemies. The 

methods by which It may wield the poison are as numerous as the 
different types of poisons that It may have. An obvious way Is poison 
fangs or claws, although It might be able to spit venom, breathe it out 
in a cloud of gas, cause all water and/or food it looks at to become 
poisonous, or even sweat a poisonous liquid that effects all who 
touch its skin. Have fun with this onel 

Poison by breaUt 
Poison by gaze 
Poison by mere touch (contact poison) 
Poison by wound (daws, fangs, nails, sting. etc.) 
Precision craftsmanship 
QuickearUt (ground to quicksand-like surface) 
Quickened movement to twice normal rate 
Real items (clothing. jewels, money, weapons, etc.) 
Regenerate body parts 
Regenerate cell damage 
Resistances: The creature is either wholly or partially immune 

to a certain type of attack-such as poison, disease, fire, certain 
weapons (I.e .. the Cutting. Piercing. and/or Blunt damage types), or 
even Mental or Spiritual combat. A partial immunity might mean 
that it only takes half damage (either before or after armor), or is 
only immune to the attack in some forms. A beast might be immune 
to poisonous gas, for instance, because it does not breathe, but 
would be perfectly susceptible to poison administered by an 
arrowhead. 

Restoration of life 
Restoration of limbs and organs to full potential 
Restore object to new/like new conc:lition 
Return karma (cause individual good or bad according to what 

that individual had done predominantly in past year, +/-) 
Reverse Heka effects 
Rust ferrous metal 
Scorpionftre (moving wall of flames with scorpions of fiery nature 

flying within it, and these sting!) 
Shadow cloaking, objects 
Shadow cloaking, self (invisible In shadows) 
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Shadow walking (move from patch to patch of shadow Instantly 
when each location is in visual range 

Shape Change: The beast can alter its physical form either 
slightly or greatly. from old to young or by a few percent size is slight. 
from kind to kind or from tiny to huge is great. 

Shape shifting. to animal 
Shape shifting. to any 
Shape shifting. to larger like form 
Shape shifting. to like/similar one 
Shape shifting. to mineral 
Shape shifting. to smaller 
Shape shifting. to vegetable 
Singing 
Singing to dominate 
Singing to hypnotize 
Singing to mesmerise 
Sleepiness enhancement (intensification of existing state) 
Slow natural movement potential of life form 
Slow ongoing movement of object 
Smoke cloud 
Smoke generation 
Solid air (support weight, applies to doud as well) 
Solid fire (stone-like, fixed, and burning without fuel) 
Sound mimicry and replication 
Stamina 
Steal Heka energy 
Steam generation 
Stickstone (rocks become adhesive) 
Stone passage (walking through rock as if through air) 
Storm creation. darkness & precipitation 
Storm creation. full Utunder & lightning (with darkness & 

precipitation) 
Storm summoning 
StrengUt 
Stupidity 
Summoning: The creature can somehow summon other crea­

tures to its aid. The frequency required for such coajurings, the 
forms of things that can be called, the time required for arrival, the 
summoning's chance of success, and what measure of control-if 
any-the coajuror has over the coajured, are all aspects of this 
power that will need figuring out. 

Tangle small strands (thread, hair, etc.) 
Teleportation: This allows a creature to travel instantaneously 

from one point in a Physical Plane to another. (See page 46 of the 
l'lyUtus Magid< book for a description of the Teleport casting.) As 
with Phase Shifting and Plane Shifting, how often it can be done is 
a prime consideration. Distance, as well as how much additional 
stuff it can cany with it, may also be factors. 

Temperatw-e tolerance (cold or hot) 
Terror (loss from Spiritual TRAIT, usually temporary in nature) 
Thought insertion (into conscious) 
Thought reading 
Time acceleration 
Time reversal (minor) 
Tranquilization 

Translucent air (screens visibility but Is unnoticeable) 
Transmutation of gold to lead 
Transparent earUt (dirt, rock, metal) 
Treasure locating ln near ~dnlty 
Ugliness 
Ultra5e>nlc sound production (to annoy or confuse or break 

crystal) 
Vamplrlc Damage: 

Vampirlc l'hyslcal Damage: When a creature hits an oppo­
nent, it receives an amount of P TRAIT points equal to the actual 
Physical damage It Inflicted by so striking Its opponent. If the 
creature's new P TRAIT tot.al exceeds its original amount (Which is 
allowed in this case), the TRAIT ls increased accordingly and the 
creature becomes invigorated. The creature so Invigorated gains 
double the normal number of attacks. 

Vampirlc Emotion: This power functions only in an Invigo­
rated creature. If it has gained less than 20% of its P11WT thu.s it can 
use only the Horror emotion. but abOve 20% of its P TRAIT It can 
employ that of Terror. 

HorronThe creature uses its gaze to assail a subject, and if that 
one falls Avoidance, he suffers 303 points of Mental damage, and 
must check against fear &notion above. The beast, meantime, 
gains the MD points as an addition to its M TRA!Tforas many ATs time 
as it gains points thus, and receives a permanent gain of 1 M 1RAIT 
point thus! 

Tenon The creature uses its gaze to assail a subject. If that 
victim fails Avoidance, he suffers 3D3 points of Spiritual Damage, 
and must check against fear &notion abOve. The beast, meantime. 
gains the SD points to create a false S 1RAIT for as many ATs time as 
it gains points, and receives a permanent gain of 1 STRAIT point so 
gained. At such time as a creature has gained a false Spiritual TRAIT 
total In excess of 18, It becomes self-willed! 

Vegetation alteration (strange, unnatural, etC.--$lCh as having 
huge snapdragons with steel teeth) 

Vegetation growUt stimulation 
Vegetation volition (grass entangling, canes moving to hook 

with barbs or lash with them, vines grabbing, branches lashing or 
grasping, etc.) 

Vision capacity for lnvislble/sphit things/beings 
Voice projection (Mthrow" sound to make it seem to come from 

some other location than individual's actual one) 
Water breathing 
Water jet generation 
Water plane generation (instant puddle-pond) 
Water precipitation (rain) 
Water wall generation (remalns vertical and bounded) 
Waterflre (fire that runs as water and will burn in water) 
Weakness 
Wind blast (gale which blows) 
Wmd funnel (tornado/whirlwind) 
Wind travel (movement through air at speed of wind then 

blowing) 
Windstorm generation 
Wisdom 
X-ray vision (Parascopy) 
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Powers Area and Delivery 
Area Of Meet Of Power: Unless otherwise stated, or obvious 

from the power itself, a given power must be assigned an Area of 
Effect. The gamemaster may also alter given areas of effect If he so 
desires. The areas suggested are: 

One Individual subject. living 
Two or more subjects (number and area restrlctlons applicable) 

2 to 4 (103+1) subjects 
2 to 7 (106+1) subjects 
2 to 12 (206) subjects 
2 to 20 (2010) subjects 

All subjects within the Area of Effect 
5' radius 
10' radius 

15' radius 
20' radius 

25' radius 
One Individual subject. non-living (size restrlctlon applicable) 

Affects total volume of area 
Affects area surrounding cubic area 
Affects surface (square footage) of area 
Only affects area above 
Only affects area below 

Delivery Of Power By: 
Thought Missile discharge 
Gaze (natural or artificial) 
Gesture freclpitatlon • 
Word Breath 
Word and gesture Spray (as skunk) 
Material and gesture Expectoration (spilling) 
Word, material, and gesture Touch 

*Rain or other brin@ng majckal effect down Into area This form of 
dellvezy typically requires some prellmlnary such ~ gaz.e, gesture, etc. 

Range: Where necessazy use the following as rules: 
Size of large creature's longest dimension In feet - range In feet• 
Applicable TRAIT score In feet - range In feet• 
Applicable CATEGORY score in feet - range In feet• 
Applicable ATIRIBurE score in feet z range in feet• 
casting Distance Table ranges 
Missile Weapon range distances 
'When logical, adjust to yards. rods. chains, furlongs, miles or 

even leagues. 

Example: The range for Expectoration delivery is Size or f'MPow. 
whichever of the two Is higher. A human spilling would use the latter, 
while a snake might use either, and a wyrm would surely use Size. 
Thus, a human's range would be around 15'. a cobra's the same, but 
the wyrm would range 14-0' on average. 

Statistical Detail 
This sectlon gives the applicable statistical Information for each 

entry In the Bestl.ary. As with personas In the Dangerous Journeys 
system. every living creature has a number of Mental. Physical. and 
Spiritual points that define It in terms of the game. The largest 
numbers are the TRAITS, each of which is subdivided Into two 
CATEGORIES. Each CATEGORY is subdivided into three ATTRIBUTES. 

ror example: the Hental 11WT has two CA'lroORJES, Reasoning 
and Hnemonic, each of which has three ATTRIBUI'fS-Capac/ty, 
Power, and Speed, respectively. The meaning of these terms Is 
described below: 

1HArI' Scores 
lllentah Abbreviated ·M. •This number represents the total of all 

an entry's Mental resources, as well as the amount of ·Mental 
damage• It may sustain before becoming mindless. Most aeatures 
In this manual will only have minimal Mental faculties at best-the 
numbers given for. Mental 11WT are used mostly to Indicate cunning 
and instinct. Unless they possess true Intelligence, an entry will not 
have a Mental Effect Level (M-EL). 

Physical: Abbreviated "P. ·This number represents the total of all 

an enby's Physical resources. as well as the amount of 7hyslcal 
damage· It can su.staln before dying. The Physical statistics are the 
most l~portant with respect to representing the creature's Physical 
makeup. The amount of l'hyslcal 11WT points possessed by an 
animal or other creature Is directly related to Its size, ability to sustain 
lrtjury. and the potential damage It may Inflict. 

Spiritual: Abbreviated ·s. •nt1s number represents the total of all 
an entry's Spiritual resources. as well as the amount of ·Spiritual 
damage• It can sustain before becoming a will-less zombie. Unlike 
humans, animals and plants do not (typically) possess any Spiritual 
TRAIT points, as these are an Indication of sentience. 

As an option for those gamemasters who wish to treat animals as 
reincarnated beings. some minimal Mental and Spiritual scores may 
be Inserted. TRAIT scores for such creatures should never exceed IO 
points, unless said TRAIT ls nonnally higher. 

CA1EGORY Scores 
Mnemonic: Abbreviated ·Mw for Mental Mnemonic. This Is a 

Mental CAteOORY that represents the ability of the entry to learn and 
remember. Those with higher ATIRIBIJTf.S In this area are brighter 
and tend to possess a better memory. 

Reasoning: Abbreviated ·MR· for Mental Reasoning. This Is the 
other Mental CAteaORY, and It represents the entry's ability to think 
logically and figure things out. Tho.5e with higher ATTRIBUI'f.S here 
are likely to be very cunning. dever, and crafty. 

Mu.sculan Abbreviated -PW for Physical Muscular. This Is a 
Physical CAteaORY that shows just how powerful the entry Is. as 
well as how fast It can move and react entries with higher scores 
here are physically stronger. more enduring. quicker, and In better 
health than those with lower scores. This CAteaORY Is Important 
to combat. because It determines the being's abillty to strike harder 
and faster. 

Neural: Abbreviated ·rw for l'hyslcal Neural. This one. being the 
other Physical CATEGORY. has to do with how coordinated and 
precise the entry Is physically. Tho.5e with better ATTRIBUI'f.S here 
have steady nerves and greater dexterity. 

Metaphyslcah Abbreviated ·sw for Spiritual Metaphysical. The 
first Spiritual CATEGORY has a lot to do with the entry's willpower 

and self-discipline. as well as its ability to study. understand. and 
believe In supernatural, theological. and philosophical concepts. 
Those with good numbers In this department will be more devoted 
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to their causes, benefit more from them, and go further to advance 

their goals. 
Psychic: Abbreviated ·sr for Spiritual Psychic. This represents 

the Jess-conscious side of the spiritual and indudes such things as 

faith and imagination. •Natural· or ·intuitive· might describe the 

Psychic division. This CATEGORY is very Important for all creatures 

who rely upon inspiration to power their pursuits. 

A'ITRIBUIE Score 
These are the basic scores used to determine any creature's 

abilities. There are 18 such ATTRIBUTES, three for each CATEGORY. 

These ATTRIBUTES are: capacity, Power and Speed. 

capacity: This is abbreviated as a ·cap· added on the end of each 

CATBGORY. Spiritual Psychic capacity, for example, would be 

abbreviated ·spcap.• capacity is perhaps a CATEGORY'S most 

important ATIRIBUTe. as It Is the one that ls used to represent the 

maximum level of the other two ATTRIBUTES in that area. 

Power: This is abbreviated as above, save that a · row- Is added 

on the end rather than a ·cap.· This number represents how strongly 

and forcefully a CATEGORY can be wielded by an entry. For example, 

a creature with a high PMPow (Physical Muscular Power) can lift heavy 

weights, or one with a high PNPow (Physical Neural Power) could 

juggle several items at once. A high MRPow (Mental Reasoning 

Power) allows one to crack tough thinking problems, etc. 

Speed: Abbreviated as above, but use an ·spd. ·This number tells 

you how fast a CATEGORY can operate. A high PMSpd, for example, 

means that a being can react quickly in a hand-to-hand combat 

situation. A high PNSpd allows It to target quickly and launch 

missiles. 
The average human ATI'RIBUTe ranges from about 9 to 12. The 

average for animals and other non-humans could very well be a lot 

higher (or lower). A very large, bulky subject probably will not have 

as good a PMSpd or PNSpd rating due to its slowness and/or 

clumsiness. This ls not always the case, though-a tiger's scores In 

these areas will far exceed those of an average, fast human. 

Such adjusted Physical Speeds are given according to size 

compared to that of a human. Thus, there are divisors or multipliers 

based on this comparative: 

24xhuman-slzed • a divisor of 24 

18xhuman-slzed. a divisor of 18 

12xhuman-slzed - a divisor of 12 
6xhuman-slzed - a divisor of 6 
3xhuman-slzed • a divisor of 3 

2xhuman-sized .. a divisor of 2 
.5xhuman-sized equals a multiplier of 2 

.25xhuman-sized • a divisor of 4 

.2xhuman-sized equals a multiplier of 5 

.1 xhuman-slzed equals a multiplier of 1 O 

A list of the average ATTRIBUTES for any given type of creature Is 

called a Base Scheme. Moot Base Schemes will be accompanied by 

a die roll that can be added to (or deducted from) an ATTRIBUTe to 

personalize it for an individual creature or persona. Also note that no 

die roll may reduce an ATTRIBUTe below 1: 

Allmouth (Subterranean Plant) 
Base Scheme (+/-106) 
M: 0, EL: 0 P: 90, WL: 67, Cl,: 81 

MM: 0 MR: 0 PM: 45 

MMcap: 0 MRcap: 0 PMcap: 17 

MMPow: 0 MRPow: 0 PMPow: 14 

MMSpd: 0 MRSpd: 0 PMSpd: 14 

Tyrannosaurus 
Base Scheme (+/- 506) 
M (Cunning): 20 P: 660, WL: 495, CL: 594 

PN:45 
PNcap: 17 
PNPow: 14 
PNSpd: 14 

MM: 10 MR: 10 PM: 330 PN: 330 

MMcap: 4 MRcap: 4 PMcap: 144 PNcap: 144 

MMPow: 3 MRPow: 3 PMPow: 42 PNPow: 42 

MMSpd: :5 MRSpd: :5 PMSpd: 144• PNSpd:144• 

·Divide by 12, as the Tyrannosawus is 12xhum~ized. to find act:ua1 

(comparaive) Speeds-in this case a PMSpd and a PNSpd of 12. 

As you can tell, the Tyrannosaurus is obviously stupid, but should 

he manage to bite your HP, It's likely to be fatal! 

Armor Scheme 
As presented in MyUtus, the system for keeping track of natural 

armor ls based on a system of ·1ayers. • One 1ayer- equals l point 

of protection in the Non-Vital Strike Location Area and against one 

Damage Type. Double that amount applies to '"Vital: trlple that for 

#Super-Vital.• and quadruple that for •uttra-Vltal. • nius. a being with 

4 Cutting (abbreviated ·cun layers would have 4 points of armor 

versus Cut !n ·Non-Vital·, 8 points versus Cut in •Vttat. • 12 points 

versus Cut in ·super-Vital,· and 16 points versus Cut In •UJtra-Vital. • 

Below are two examples, the first for the leaves and vines of a 

predatory bush called an allmouth, and the second for the thick. 

tough hide of a Tyrannosaurus: 

Allmouth (Subterranean Plant) 
Area Pierce Cut Blunt fire Chem. Stun tlec. 

Ultra 8 8 0 0 0 

Super 6 6 0 0 0 

Vital 4 4 0 0 0 

Non 2 2 0 0 0 

Average 5 5 0 0 0 

·invulnerable 

Tyrannosaurus 
Area Pierce Cut Blunt Fire Chem. Stun e1ec. 

Ultra 12 20 32 4 8 40 12 
Super 9 15 24 :5 6 30 9 

Vital 6 10 16 2 4 20 6 
Non 3 5 8 l 2 10 3 

Average 7 12 20 2 5 25 7 

Asterisks appearing under one or more damage types Indicate 

16 GOW The .IErth B estiary 



that the entry Is Invulnerable to that form of damage. Thus, as 
mentioned In the description of Jnvulnerabllltles, most bushes, 
plants, and other vegetation cannot be stunned. 

Commentary 8t Description 
The Information In this section covers any miscellaneous details 

pertaining to the entry. Provided will be such things as a physical 
description giving the appearance, coloration. and markings of the 
creatures. Also listed here will be notes regarding the common social 
unit, typical diet, general temperament, and any unusual habits of 

the life form. 
Where applicable, there will be comments regarding the Heka use 

capacity oflndivlduals and information on the sensory abilities of the 
species. For those sapient creatures in the manual, we will give the 
relative disposition of the species (benign, neutral, malign) with 
respect to humans Interacting with their numbers. 

Illustration: 
ldentiften 

Habitat: 

Sample Bestiary Entry 

Size: (xhuman-size) 
Number Appearing: 
Modes & Rates of Movement: 
Initiative Modifiers: 
Outstanding K/S Areas/Sub·Areas & S'reEP: 
Joss Factors: 
Dodging/Avoidance: 
Attractiveness: 
Invulnerabilities: 
Susceptibilities: 
Average Armor Protection: 

Quirks: 

Attacks BAC Damage Type Base Bonus 

Powers: 

Statistical Detail: 
Base Scheme(+/· D) 

M (Cunning): , EL: 
MM: MR: 
MM cap: MRcap: 
MM Pow: MRPow: 

MMSpd: MRSpd: 

Armor Scheme: 

P:, WL:, CL: S:EL: 
PM: PN: SM: SP: 

PMcap: PNcap: SMcap: SPcap: 
PMPow: PNPow: SMPow: SPPow: 

PMSpd: PNSpd: SMSpd: SPSpd: 

Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 
Super 

Vital 
Non 
Average 

Commentary & Description: 

Weapon Damage Bonus for Great Mass 
Additionally, th~re is a damage bonus for projectiles wielded by 

creatures possessing size and mass much larger than human-size. 
These Include hurled boulders or giant-size weapons. This does not 
normally apply to personas, but Is possible for those whO have been 
maglckally enlarged or possess a large effective mass due to some 
magickal device to use these weapons. Consult the following table 
for the amount of Damage bonus per die to add to Physical Damage 
for each projectile from such a creature or persona when a hit is 

scored: 

Weapon Damage Bonus (per Die) 
for Size and Mass 

Size And Weight Of Large 0-eature 
(as compared to human size) 

Type of 3 x 6 x ll x 18 x 
Projectile (450· (900· (1600. (3600. 

Hand· 
Hurled 

800#) 1500#) 3500#) 4800#) 

+l +2 +3 +4 

l4x 
(4800# 
&up) 

+5 

Device +2 +3 +4 +5 +6 
Propelled* 

*The persona must be large enough to operate the glant.Qze 
device propelling the projectile. 

Mental Statistics 
(Animal Intelligence) 

Problem· Predatory Instinct Hive Non· 
solving (Bears, Birds (Herds. (Ants, (Insects, 

(Primates) of prey) Reptiles) Bees) Plants) 
===o----40~.- 20 10 5 0 

MM 20 10 
MMca~ 8 4 
MMPow 6 3 
MMSpd 6 3 
MR W 10 
MRCsP, 8 4 
MRPow 6 3 1 

~ 6 3 0 - -
• At the gamemaster's option, creatures In this range may be 

subject to the effects of Mental combat. 

Sensory Abilities 
Most sapient beings in this book (and some non-sentients as well) 

possess a variety of sensory abilities that are often related to their 
native habitat. For example, beings that naturally dwell in the 
lightless subterranean realms will typically rely on senses other than 
normal vision (such as audlal and olfactory senses). each sense In 
the following Table Of Sensory Abilities Is listed by Letter Code. Its 
meaning, and a brief explanation of each peculiar ability form. This 
Is done to help the reader In comprehension, for the sensory 

Information given for each subterranean sapient race Is In this letter 
code. 
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F 
FE 

FH 

FN 
FP 

FV 

FX 

H 
HH 

HN 
HS 

HU 

HX 

s 
SE 

SI 
SN 
SR 

SU 

sx 

T 
ID 

1l1 

TN 
TO 

TI 
TX 

x 
XA 

XO 

Table of Sensoey Abilities 
f'UUl'Ki SMSES 
ELECTROMAGNETIC: Detect changes or presence of fields 
within 20' to 120'. 

XH 
from maglckal natural or mechanical sources. 
HEKA: capacity to sense existence, flow, and use of Heka In 
an Individual or area within 20' to 120 · range almost as If 
vlsually observed. 

tu~latt'IBNED: Increased from human-norm base to a higher XI 
degree, I.e., much more sensitive. 

INnJITIVE: Sensing of what Is about to occur. what should be 
done or avoided, or perhaps both abilities 

NORMAL: Normal as human average to keen sense. 
PRe.SSURe: Changes In air or water pressure notable from 
movement. obstructlon of currents, etc. 
VIBRATIONS: A keener sort of pressure sensitivity that de­
tects vibrations In the medium of air or water or through such 
things as wood, metal. or stone. 
EXCLUDED: LiWe or no sense of feeling In human terms. 

HEARING SENSES 
Hf.IOHTeNED: Hearing above human norm and comparable 
to keen-eared animals. 
NORMAL: At level typical of average to keen human norm. 
SONAR: Ability to hear and to send-hear return of sound 
waves in the high.frequency ranges as do bats. 
ULTRASONIC: Ability to hear into ultra-high frequency sound 
waves and minute noises. 
EXCLUDED: LltUe or no sense of hearing in human terms. 

SIGHT/VISUAL SENSES 

ELeCTROMAGNETIC: Ability to see electromagnetic fields at 
4-0' to 240' range. 
INFRAIIBD: Seeing thermal radiation at 20' to 24-0' range. 
NORMAL: At level typical of average to keen human norm. 
RADAR: Ability to see and to send and receive radiation In the 
ultra-high frequency range. 
ULTRAVIOLIIT: The ability to see ultraviolet radiation as if 
us!ngsenseindaylight·likecond!tlonswith 120'to720'range 
In poor light conditions. 
EXCLUDED: Little or no visual capacity In terms of human 
norm. 

TASTE & SMELL SENSES (Typically In Combination) 
DISCREET: Ability to distinguish such things as animal, 
vegetable, mineral, living. dead, etc.; and thus tell as much 
to the Individual as might any visual sense. 
HEIGHTeNED: Taste and olfactory senses heightened above 
human norm but not to Discreet level. 
NORMAL: At level typical to average to keen human norm. 
OLfACI'ORY: Smell functional but taste sense virtually Inop­
erative. 
TASTE: Sense of taste operates, but olfactory input limited. 
EXCLUDED: UWe or no senses in terms of human norm. 

BX'IKASEl'fSORY (Sixth Sense) ABILD'Y 
AURAL: Sensing of auras generated by life forms-ranges 
from state of health to Heka capacity to emotions, etc. (See 
Aura Sight cantrlp. page 21 O of the MyUtus Maglck book.) 
DANGER: Ability to sense nearby danger. typically from the 
thoughts/Intentions of hostile life form but can Include threat 

xx EXCLUDED: No Sixth Senses present. 

Note that some sensory abilities may affect the subject entry's 
Initiative Modifier (see above). When this Is true, It will be noted 
under that section. Also, where a question mark (?) appears. ability 
Is suspected but unproven. 

Aggressiveness 
The aggressiveness of any wild creature in the lllyUtus game Is 

based on a number of factors, beginning with the animal Itself. The 
environment and the creature's situation also will affect behavior. 
While some animals are naturally aggressive, most are not unless 
they are disturbed or molested In some way, or something has 
threatened their territory or young. 

The base chance of any wild animal attacking Is based on the 
general disposition of the animal in question. as shown below: 

Disposition Chance of Attack 

Passive 10% 

f.asl ly Disturbed 

ferocious 50% 

This Is modified first by the animal's form of nourishment: 
~ - 10 __ _ 
Omnivore 0 

Any persona attempt.Ing to deal with an animal does so by rolling 
against his or her Animal Handling K/S Area., using the modifiers 
listed below. If Animal ffandl/ng Is not possessed, use the additional 
cumulative modifiers to determine the effective chance of attack. 

Animal's Nature/Situation 

Know/Accepts persona .,.._ 
Passive/Sated 

Hungry 

Breeding season 

Protecting young 

Man-eater 

DR Hodifler 
-2 

+3 
+4 
+4 +40 
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If approached in a non-threatening manner, animals that don't 
attack will either stand wary, or simply leave the area at the 
gamemaster's discretion. If disturbed, threatened, or attacked, 
those that don't Immediately attack will either flee Immediately, or 
they will display or voice a warning of some sort (growl, hiss. etc.) and 
stand ready to defend themselves. Creatures which are attacked by 
personas will gain an additional roll on each er. 

THE ENVIRONMENT OF JERTH 
Before launching into any detailed descriptions of the flora and 

fauna of IErth, we must first provide a backdrop for those life forms 
which Inhabit the world. This will help the gamemaster better 
understand not only the Inhabitants, but their environment as well. 

The world of IErth is divided Into three portions. The Outer or 
Exterior surface, the Subterranean realm of tunnels and under· 
ground spaces. and the Inner, or Interior world. The environs of the 
first are similar In nature to the Medieval, Renaissance, and early 
I 7th century of Earth. Vast expanses of wilderness assure plentiful 
game, and predators. too. The underground labyrinth is a weird 
place filled with strange flora and fauna. some of which evolved Into 
sapient races. Finally, the hollow core of IErth Is what can be best 
termed an Imaginative prehistoricseUing, with many of its life forms 
long extinct on the outer surface (as on Earth) but still thriving 
therein. The "Intermediate Band,· In fact, contains some rather 
fanciful-seeming neo-therapsids and other fearsome creatures 
\'Jho make their living eating dinosaurs, mammoths, and each 
other. 

Because maglck is active on IErth, what Is mythical on Earth Is 
basic to the mainstream of reality on IErth. Strange and terrible 
creatures live on, In, and Inside IErth. Just as IErth Is a parallel wortd 
to our own, there is another counter-world called Phreree, which Is 
linked to IErth through most maglckal "doorways"-collectively 
known as Portals. These Portals between the two wortds allow for 
animals, creatures, and sapient races to migrate between the two. In 
truth, these Oates and Doors between IErth and its counter-world of 
Phreree allow for anythlng from mass migration to mere intrusion of 
a single creature, so there is a mixture of living things to be found on 
both spheres. Most of the Portals are to be found in the subterranean 
realm, some will be located on the surface, and none are known to 
exist in the Inner regions. 

Since IErth is very similar to our planet. much of the flora and 
fauna Is the same on both worlds. Although some pronounced 
differences between the animal and plant life on the two exist, many 
species are similar. if not the same. However, there are also many 
creatures on the planet that might seem anomalous, paradoxical, 
and even Impossible. Within the parameters of a multiverse where 
anything Is possible, such creatures are quite probable, existing side 
by side with those more mundane beasts of Earthly sort. 

And so, a given campaign can and may accommodate virtually 
anything from various materials on Earth's flora and fauna to 
reference works on dinosaurs, and the myths and legends of 
authored fiction. Provided the inclusion of the new material doesn't 
nullify or seriously oontradict some Important rule, such Items could 
be enriching to the overall campaign milieu. 

As a final note, It must be mentioned that the creatures of Phreree 

play a sometimes vital role In IErth's affairs. Although the Inhabitants 
from this oounter world are not covered In this manual, the reader 
may find supplemental Information In the Epic of A!rth'™ oompanlon 
volume. Sample Phreree Inhabitants may also be found In the Mythus 
book. pages :3:30-:3:35. 

Exterior JErth 
With notable exceptions, the geography and climate of the surface 

wortd of IErth Is very much the same as Earth's. The same Is true for 
the animals that Inhabit Exterior /Erth-though many species that 
have become extinct on Earth still exist on its fantasy twin. 

Many large forms exist as well, and these may be found anywhere 
the environment will support them. Some have evolved from their 
natural state, while others are the result of maglck and cross­
breeding with similar Phreree species (which at some point wan­
dered through from that place). 

As on Earth, many predatory animals such as wolves, bears, and 
the great cats, can be found throughout the wortd. Though mankind 
is not their usual prey, personas would be wise to observe caution 
whenever travelling through the unpopulated wllderlands of IErth. 

Subterranean JErth 
Beneath the surface of the world of IErth Is a honeycomb of 

natural and artificial caverns, tunnels, grottoes, and waterways, 
linked to each other In a vast, sunless domain. This labyrinthine 
complex Is Subterranean IErth, and It Is a strange and maglckal place 
Indeed, with a plausible ecosystem that provides for an array of 
unique and populous regioM. Such places contain huge tracts of 
wilderness areas, mazes of chambers, caves, and corridors, oases, 
and great underground lakes and rivers. The complex of under­
ground ways not only supports a large variety of subterranean flora, 
there are animals too. as well as certain surface-exotic sapient life 
forms, native to the environment. 

Though sunlight isn't available underground, the flora there does 
not rely on such for growth and activity. There are actually three, not 
the two mentioned In the Epic of A!rth book. forms of nutrient 
creation that serve In the place of sunlight. The first Is chemosynthe­
sis, the process of combining different elements or chemicals Into 
useful forms. Sometimes the reaction Is one that provides energy 
Instead of using it. The seoond Is thennosynthesls, which Is the use 
of heat In.stead of sunlight In the process of nutrient creation. The 
third form Is the conversion of radiation from mineral source to 
nutrient. In the subterranean world there Is a mineral called 
ultrav/oletfum-an element unique to IErth-that gives off a strong 
ultraviolet emission. Many native plants thrive upon the rays from 
this mineral, which Is frequently found In large strata In the under· 
ground mazes. Thus, due to chemosynthesis, thermosynthesls, and 
u/tra/ucldlsynthesis, the subterranean vegetalon can grow as long as 
minerals, hea. and ultravioletium are available. 

The underground is not a riot of growth and animal life. Instead, 
it Is something more like a barren In which exist many oases, for the 
presence of water Is required for the subterranean flora to grow. Still, 
water is available from various sources. 

In portions of the underworld region, there Is heavy water vapor 
In the air due to evaporation and thermal actlvlty deeper still. These 
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are simply humid areas who.se moisture Is airborne. Some places 

receive rain-like precipitation from seepage and condensation. This 

may occur only occasionally, frequently. or near-continually. Other 

areas have a flow of water from subterranean watercourses. and 

there are bodies ranging from small pools to great underground 

lakes and even seas. finally, there are combinations of these 

conditions. So in some places. at least. there is sufficient moisture 

to provide for plant life. 

Water seeping down from the outer (or inner) crust also brings 

dissolved mineral nutrients. which augment the minerals dissolving 

in subterranean waters. Other nourishment Is sent down Into the 

underground regions, too, as the humans on the surface use the 

subterranean world for the disposal of their waste. Via natural and 

artlfldal sinkholes and dralns cities pipe waste waerand sewage Into the 

underground. and it disappears there forever, creating foul oases. 

Garbage and all other solid refuse is dropped into natural open­

ing.s. fissures, and rifts. Human engineers dig wells to access the 

subterranean space below, and such bottomless garbage pits enable 

them to dispose of carrion. garbage, and all else. The inhabitants of 

the underworld bear off this precious garbage as resources, and it is 

truly recycled, so to speak. 

The Evolution of Life Underground 
Through thousands of years of evolution, life forms in the subterra­

nean regions have adapted their own unique methods of survival and 

defense. Not only did the native flora develop mobility, but sensory 
organs and rudimentary intelligence as well. Able to find water and 
nourishment by moving from place to place, they also can avoid 

predation to a certain extent Over time these developed into vegivorous 

and carnivorous species. as well as retaining their original forms. 

The Inhabitants of the underground world have evolved defenses 

such as speed, camouflage, armor. noxious odor;taste, spines, acid, 

heat, and poison. To meet this wide array of defenses. flora and fauna 

alike have developed a broad spectrum of offensive tools. Some of these 

are similar to the defenses staed above. while others differ radically. 

for example, reptiles, amphibians, arachnids, and insects et al. have 

adapted to the cool temperatures in SUbterranean Jerth. These other· 

wise cold-blooded predaors are able to move with great rapidity and 

have fast reflexes. Thus, unlike those on the surface, cold-bloodedness 

does not sug;iest sh.JWshness-even in the chill of a buried grotto. 

To speed we add the use of daw. barb and thorn. fang. mandibles. 

constriction, suffocation. and all other offensive means for killing 

and capturing prey. This then, provides but a mere glimpse of the 

variety of the arsenal of weapons subterranean predators employ. 

In their quest for survival, the various life forms of the subterra­

nean world have additionally developed an array of sensory abilities. 

Visual perception has expanded In spectrums from Infrared to 

ultraviolet and even into the ranges showing electromagnetic waves. 

Olfactory/taste perception Is so acute In some as to note differences 

in substance compositioll--illllmal, vegetable, mineral, living, dead. 

etc. Sound and electronic wave sending and receiving audlally. as 

well as acute audial perception of sound waves, has been developed 

in others. Touch sensing and skin sensitivity so that vibrations and 

disturbances in air or water alert able recipients to movement. f.ven 

so-called sixth sense perceptions have been developed that include 

detection of life form radiation, Intuitive knowledge, Heka energy 

presence and flow. and so on. 

Sapient Races 
There are many sapient life forms dwelling In Subterranean /Brt.h. 

Some of these originated In the labyrinth. while others came from 

elsewhere. There are humans, near-human troglodytes, anlmal·Uke 

species, and a few races whose origins can only be guessed at. 
Besides the human sort. there are recognizable evolutions of 

terrestrial animals, migrant species from l'hreree, and a few types 

that might be assumed to have developed from reptilian and marine 

species. Then there are those that are most alien-<:ephalopodlan, 

crustacean, vegetable, and even mineral sapient life forms. 

It was such species who expanded the system of ways beneath .tErth, 

bu lit cities below ground. made oases, and cultlvaed fields <ivegetatlon 

there in the sunless realm, Endless hew!~ building. water channeling. 
and oasis creation has been occuning for thousands of years. 

Many of the species of Intelligent llf e that dwell below live as might 

any simil.ar sorts dwelling above. That Is. they organize communities, 

create shelters. grow and raise food, and labor to produce goods. Uf e 

forms that evolved in the underworld, those that came from above 

and adapted to Its conditions, and off-.t'Brt.h creatures from Phreree 

now cooperate and compete In the labyrinths, and trade Is brisk. 

Trade routes between the regions of the underground complex are 

established, commerce with lands above has been developed, and 

Interaction back and forth from /Brt.h and Phreree exist. 
Thus. the whole of Subterranean IErth Is Inhabited to nearly the 

same extent that the outer world Is. There are barrens. wilderness 

areas. deserts. and the like; but there are also cities, lakes, villages, 

seas, roadways, and fields too. In one place there might be wild 

places where strange, savage creatures roam freely. Jn another you 
will find a realm with communities, temples, gardens, and soldiers. 

Phceree InOuence 
At some point in the past. various Inhabitants of the world of 

Phreree (Frerle, Hobgoblin, and Goblin races) must have begun 

entering Subterranean IErth through Gates and Doors. There are 

communities of all three sorts of Phreree folk who have established 

themselves in Subterranean &rth. finding the place a suitable 

habitat and beneficial in regards to trade. It seems logical to assume 

they came because they could. and. finding desirable ~there, 

and folk who would engage In commerce with them. stayed and 

exploited the situation. 

It is possible that the use of magick by subterranean races enabled 

the establishment of Oates and the opening and closing of Doors 

long, long ago. Active Heka flow promotes this, and we know that 

today there are permanent Gates In the underworld, and t.ha 

fluctuating Doors are not at all uncommon there. It Is well known that 

It Is easier to open either Gate or Door In the Subterranean /Brt.h 

regions than It Is above (or In Interior /Erth), so It Is almost natural 

that the wortd of Phreree should find a lodgement below IErth In the 

sunless mazes there. Thus. some Phreree goods come to ~rt.h's 
upper regions from there.just as some of IErth'sstuffs reach Phreree 

via the subterranean way. Most of mankind brought to Phreree travel 

first through Subterranean .t'Brth. 
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There can be no doubt that these Portals serve as entrances and 
exits for commerce between spheres and planes. The diverse 
enclaves of folk from Phreree are not Isolated In the subterranean 
realms they have established for themselves there. There is a 
constant coming and going as well as exchange of goods taking 
place, and the Oates and Doors are the means that are used. 
fortunately, the Incursion of off-world species Into subterranean 
t'erth Is not really extensive or strong. This Is mostly due to the Heka 
co.sts Involved. and the resistance of native species to encroachment 
by those from Phreree. 

The Three Regions 
of the Subterranean World 

There are three regions of the maze of ways and spaces below 
ground. The uppermost portion Is called Sha/lowshadow. the 
midrange mazes are known as 1'1/dglooms or simply 1'1/dgloom. and 
the lowest levels of Subterranean t'erth are named the Deepdark. 

Each region differs from the other. although portions of any given one 
might be similar to or the same as portions of the others. 

Shallowshadow 
The Shallowshadowreglon Is generally the coolest and lacks large 

bodies of water. so to that extent It is dry. There are few areas where 
internal heat causes warm or hot places. and the Shal/owshadow is 
thus a separate ecological region. It has a distinct population and 
fewer wilderness areas. 

Mid glooms 
11/dglooms has many bodies of water. more warm places. and the 

region Is diverse In both wild and clvlllzed life forms. 

Dee pd ark 
Lastly. the Deepdark also has considerable water. ranges from 

cool to hot In temperature. and Is teeming with all manner of living 
things. At the lowest levels of the Deepdark, conditions become too 
hot for most forms of life to exist. and poison gases make It 
dangerous. After about the three-mile depth subterranean t'erth 
ends-as far as we know. 

Below. a few miles deep. lies the sub-crustal area of heat. and 
molten mineral material Inimical to all mundane life. That layer. 
hundreds of miles In extent as It Is. then cools again as the crust of 
Interior t'erth Is approached. Near the Inner surface. one again finds 
several miles of cold ·subterranean· rock before coming into the 
hollow central sphere. The molten area sandwiched between the 
thin crustal surfaces seems to preclude any means of passage 
between the outer and Inner sides of the planet, save through the 
north and south polar openlng.s of /Erth. Evidence suggests that 
there Is traffic to the Interior world from the subterranean one. 
Perhaps It Is through the routes that pierce cool places and wend 
their way to the central world. 

Dinosaur hides and teeth. Ivory from beasts long extinct on the 
outer crust. and even living creatures not seen above for 10,000 
years have reached the outside. Such could not be done through the 
use of a Portal. for It Is a fact that Gates cannot exist in the Interior 
world. and the unreliability of Heka makes Door operation unlikely 

If not absolutely lethal. In addition. certain knowledgeable Individu­
als involved In trade Insist that these Items came via a trans-shell 
passage leading from SUbterranean to Interior N.rth. ISecause no 
access to the underground Is known to exist within several hundred 
miles of the polar openln~. It must be assumed that some means 
of entrance to the Interior does exist In the depths of Subterranean 
~. 

Interior JErth 
As mentioned previously, t'erth has a hollow core. teeming with 

life forms both familiar and exotic. Openings of approximately 1000 
miles In diameter at the north and south poles admit entrance Into 
and exit from the Interior world. The Interior of t'erth Is very close to 
the reverse of the'Outer sphere. That Is. where there Is land above 
there Is water Inside. and where there are oceans. seas, and great 
lakes outside. there are lands and Islands Inside. Thus. although 
there Is less Interior surface area (approximately 85% of the area 
above). the reversal of land and water means that actual habitable 
space for non-aquatic life forms ls vastly greater than the outside. 
Thus. Interior t'erth has 55.000.000 square miles of oceans. seas. 
lakes. etc.; and lands of 115,000,000 square rnlles In extent­
almost twice the space above! Because there Is more habitable land. 
there are more varied life forms Inside the globe than are found on 
the outer surface. 

The entrances to Interior t'erth have curved edges. The gravita­
tional center of the planet Is vested In the magma layer of the shell 
some 500 miles below either of the outer (exterior or Interior) 
surfaces. so that if one travels through the opening. the transition is 
hardly noticeable. save for compass anomalies. Once lnslde. one 
will Immediately find cloudy skles. the area where cold. polar air 
meets the warmer air of Interior t'erth. After some hundreds of miles 
additional penetration. the scene changes. 

The very center of t'erth Is occupied by an orb of pure Hekalite In 
combustion (fission-fusion). It Is a sphere some 400 miles In 
diameter. burning with a glow that Is as gold-white as the sun appears 
on the finest summer day. Because It hangs approximately 2800 
miles above the Inside surface of the hollow Inside of the planet. 
there Is never any night In Interior~. There are dim areas at the 
poles. and many clouds move around the Inner world. but otherwise 
It Is eternal noon there. The heat from the Inner orb causes much 
evaporation and precipitation. Some areas will be enveloped In thick 
fog for periods of a day to a week. and during this time condensation 
(dew) and mist occurs. Rain showers are also common as vapor.filled 
clouds form and release moisture. The blazing sphere of Hekallte 
emits all manner of beneficial radiation. but as far as Is known. 
seems not to give off destructJve rays. The lifespan Is Increased as 
oompared to like specimens of exterior and Interior habitat. Survival 
of many Ufe forms now ex1lnct on the outer surface l.s probably 
attributable to the differences In SOiar and hekaronal (Interior sun) 
radiation. 

Ice near the poles Is In flux. for clouds allow Its accumulation. but 
frequent breaks In the oover of vapor allow the Inner sun to thaw the 
frozen water. Many rivers have their sources In the polar opening 
regions, the waters flowing south or north to the great Interior JfJth 
seas and oceans. Temperatures moderate rapidly toward the equa-
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torial region as one moves inward from the polar openings, but cold 
from outside causes seasonal changes in the bands nearest to these 
gaps in l'Brth's shell. l'rom arctic conditions within a few hundred 
miles of the rim of an opening, further progress inwards brings one 
to a brief sub-arctic circle that is larger in winter than in summer. 
Temperature variation continues to a lesser extent Into a cold­
temperate band further inwards from the polar openings. After that 
come temperate, sub-tropical, and tropical dime regions, the latter 
at the middle ring of the interior. the equivalent of the exterior's 
equatorial zone. The central portion of this region has a steady 
temperature of around 90° F. the sub-tropical mean being 80°, warm 
temperate 70°, cold temperate 50°. At the cold temperate band 
seasonal fluctuation occws. Weather also causes some variations in the 
temperature, doud cover reducing heat. and winds being a fact.or as well. 

There are what effectively amount to three different •bands• of life 
forms inhabiting Interior !Brth. These are referred to as the Outer. 
Intermediate, and Equatorial bands. progressing respectively from 
the two polar openings to the innermost band. which is positioned 
the same as Exterior /Erth's equator. 

The Outer Band 
Nearest to the north and south polar openings are slightly differing 

regions where mammalian forms of life predominate. and the flora 
is similar to that of Earth's Cenozlc Era. Polar conditions persist for 
some 500 miles inside. Then the sub-arctic and cold temperate 
regions continue for approximately 750 miles. Then temperate to 
warm-temperate conditions stretch for another 1500 miles where 
the boundazy between the outer and middle bands occurs. 

Mammalian fauna of the two separate strata that comprise the 
band are divided between the northern and southern populations, 
each of these being relatively unique. The tens of thousands of years 
elapsed since the lnltlal appearance of the mammalian life forms has 
allowed ample time for evolution. adaptation, and development.just 
as the space available for habitat has encouraged survival and 
spread of populations. 

The Intermediate or Middle Band 
The two Intermediate bands of Interior IBrth separate the outer 

bands nearest the polar openings from the girdling equatorial band. 
Each of these is about 1000 miles wide and sub-tropical In clime. 
Large portions of the land In these band portions Is rocky. mountain· 
ous, and/or arid. Although divided from each other by the central 
band, the life forms which Inhabit these two separate areas seem 
quite similar. Ferocious therapslds. thecodonts. and cynodonts 
developed Into monstrous size In both places. Lepidosaurs (lizards 
and snakes) exist throughout the two strata, becoming very common 
near the area of the Equatorial Band. The same Is true for crocodll· 

!ans. the only archosaurs competing in this band. 
Through evolutlon, the inhabitants of the Intermediate band have 

developed species apt at preying on the dinosaurs in the hotter band and 
the mammalian life forms in the cooler ones. Obviously, the strata of the 
band fringes both populalons, so such predation i.5 naural. 

The crocodillans have changed but little from those surviving on 
Exterior l'Brth, although there are truly giant species here. Two main 
forms of crocodilians exist. One Is a long-jawed giant that is mainly 

a terrestrial predator. The other is a semi-aquatic monster similar In 
all other respects to the first. These gigantic forms, along with all the 
other sorts (alligators, caymen, crocodiles, gavalls, etc.) Inhabit the 
waters and wetlands of the band. 

Lepidosauria have evolved along two lines. The principal one Is 
giganticism. and some monstrous lizards and snakes prey upon 
smaller creatures in and around their habitat. The other line of 
development Is the use of poison. and certain forms of lizards found 
here have exceptionally toxic venom. Of course there are many other 
kinds of lepidosaurs, but we are considering only the dangerous 
principal predators. For Instance. there are large, herbivorous 
lizards. oviparious lizards and snakes, scavenger lizards. etc. 

Therapslds. thecodonts, and cynodonts are warm-blooded near­
reptlles that have evolved along unusual Ilnes and have developed 
strange and terrifying forms. Some have thick bristles, others, 
spines. and all have huge canine-like teeth. They are marked by long 
forelegs and shorter hind ones. Some are even bipedal. using their 
long forelimbs for seizing and holding prey. 

The Inner, Equatorial Band 
Sandwiched between the Intervening middle band strata Is the 

Innermost. equatorial band. The whole area Is of semi-tropical to 
tropical clime, varying from plateau grasslands and lower veldts and 
jungles to swampy morasses. fauna and flora within this band Is of 
Mesozoic Era sort. The average width of the equatorial band Is 3500 

miles, and It Is approximately 22,000 In circumference. 
The band of Is bounded by seas. oceans. mountains, and desert 

regions, so that its form Is distinct by more than belnggeographlcally 
the equatorial belt. It Is also laterally divided Into three different 
regions by the oceans and seas of Interior !Brth. Because of the 
relative isolation of each region, the flora and fauna dominant In 

each Is distinct. 
The mld-Lantlan land mass has flora and dlnosaurian species 

typical of the mid.Jurassic to early Cretaceous Periods of earth. The 
climate Is wet and lush in this region. Approximately three tlmes as 
many species of dinosaurs exist here as In the TliassloUke region. 
and population Is at least twice as dense. 

To the east, In the Hindle land mass, we find flora and dlnosaurian 
species typical of the mld-Tliasslc to early Ju~c. The climate Is dry 
and conditions are the least favorable, so there are fewer species of 
archosaurs and populations are less dense than other regions. 

Where the Titanic land mass stretches for thousands of miles. the 
flora and archosaurlan life forms resemble the mid- to late Creta­
ceous ones of earth. Plains prevail In these conditions. with rainfall 
Intermediate between the other two regions. The largest of the three 
regions, this one has more species than the other two combined, but 

population density will be about the same as that of the Jurassic-like 
region. 

Sapient Races 
There are four known sapient races native to Interior l'Brth. Three 

of them are human/humanoid, the fourth a race of bipedal dinosaurs 
of smallish ( 4 ·to 5 ·tall) size just reaching sapient status. Two ~ 
are found in the outer northern band and one Inhabits the southern outer 
band. The dlnosaurid sapient race i.5 In the Equatorial band, ruturally. 
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Amazonian Devil 
ruustraUon: Page 24 
Identifier: Animal, Mammal, carnivore. Mustelid 
Habitat: Exterior .-Erth, Amazonia 

Interior .terth, Outer Band, Southern Region 
Size: O.Sxhwnan-slze 

(4'-5' L; 60-70#) 
Numbel' Appearing: 1 or 2-4 ( 103+ 1) If young present 
Modes ~ Rates of Movement: 

Walk: 92 yds/BT 
Run/Charge: 276 yds/BT 
Burrow: 4 yds/BT 

lnitJative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas & STEBP: Nil 
Joss Factors: 0 
Dodging/Avoidance: 5 and -/'!>6/­
AttractJvenes.s: Nil 
InwlnerabilitJes: Nil 
SU.sceptibilities: Nil 
Average Armor Protection: 2 
Quhb: rill 

Attacks 
Claws (x2) 

Bite 

BAC 

50 
50 

Damage Type Bue 
c 203 
f 103 

Bonm 
+7 (8)' 
+7 (8)' 

'Tue nwnber In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Stat1st1cal Detail: 
Base Scheme (+/- 03) 
M (CUnnlng): 20 
MM: 10 MR: 10 
MMcap: 4 
MMfow: 3 
MMSpd: 3 

MRcap: 4 
MRfow: 3 
MRSpd:3 

f: 92, WL: 69, CL: 61 
PM: 51 PN: 41 
PMcap:24 
fMfow: 18 
fMSpd: 9' 

PNcap:20 
PNfow: 12 
PNSpd:9' 

·"' MUitiply by 2, as the Amazonian Devil Is O.Sxhwnan-slzed, 
to find actual (comparative) Speeds--in this case a fMSpd 
and PNSpd of 16. 
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Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun .Blee. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 1 1 0 0 1 0 
Average 2 2 2 0 0 2 0 

Commentary a Description: 
This aooressive predator ls similar to a very large wolverine 

(q.v.), and ls active both dayand night. It has a dense, soft.coat which 
varies from the common brown to the exceedingly rare albino, and 
Is typically four to five feet long from head to tall, weighing up to 80+ 
pounds. The pelt, especially that of the albino, Is highly prized as 
boot and cloak lining. 

The Amazonian devil has an awkward, boundlng gait, despite 
which It Is quite agile. It can burrow, climb, and swim, and typic:ally 
hunts smaller animals and fish with good success. It ls a tenacious 
predator and will attack prey up to four times its size. 

The female of the species Is slightly smaller than the male, yet 

no less persistent. Females are sometimes encountered with 1·3 
young which are Independent at six months, but which take 2 years 
to reach sexual maturity. Amazonian devils mate for life, although 
the male will be absent during the raising of the young. This Is due 
to the habit of the male eatJng the young. 

Antelope 
DlustraUon: Page 164 

ldenUfter: Animal, Mammalia, Artlodactyla, Bovid 
Habitat: exterior /Brth, /Bropa, Afrik. Amazonia. Azir, Vargaard 
Size: l-3xhuman-slze 

(3.6'·5' L; 150-1751) 
Number Appearing1 26-36 (1010+25); 100..500 In large herds 
Modes a Rates of Movement: 

Walk: 60 yds/BT 
Trot: 120 yds/BT 
Run/Charge: 360 yds and 520 yds/BT (burst) 

Initiative Modlftus: Human Standard 
Out.standing K/S Areas/SUb-Areas a SIEEF: Nil 

Joss Factors1 0 
Dodging/Avoldance1 Nil and -/26/­
Attractiveness: Nil 
lnwlnerabWties: Nil 
SusceptibUltiesi Nil 
Average Armor l"rotectlon: 2 
Qubks: Nil 

Attacks BAC Damage Type 
Bite 15 r 
Horn (x2) 25 p• 

Hindhooves Kick 35 B 
Trample 10 B/l•• 

• Double PD If charging and striking 

Base Bonus 
103 1 
203 
103 
203 

••Applicable only when opponent Is at the animal's feet and 
Is under 1.5 feet In height, or has been knocked down so as 

not to exceed that height. Impact damage cannot be 
absorbed by any type of armor other than Full Plate armor. 

Powers: NII 

Statistic:al Detail: 
Base Scheme (+/- 03) 
M (Cunning): 1 O f: 80, WL: 60, CL: 72 
MM: 5 MR: 5 PM:40 PN:40 
MMcap: 2 MRcap: 2 PMcap: 14 PNcap: 14 
MMfow: 1 MRPow: 1 PMPow: 13 fNfow: 13 
MMSpd: 2 MRSpd: 2 fMSpd: 13 fNSpd: 13 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun E/ec. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 1 1 0 0 1 0 
Average 2 2 2 0 0 2 0 

Commentary a Description: 
Oft.en found In wooded savannahs, plains, steppes, etc., these 

graceful animals of various species are generalized here for sake of 
convenience. (Thegamemaster may develop Individual statistics for 
separate species If he so desires.) In general antelopes live in herds 
of 15-25 females and young. accompanied by a dominant adult male 
(sometimes only during breeding season). Young males form herds 
by themselves. During dry months, males and females gather into 
large herds of up to 500 (or more) Individuals. Females bear one 
(rarely two) live young once per year and any herd encountered will 
be composed of 20% young. 

Antelopes have glossy upper coats of a darker color such as 
brown and lighter colored to white undersides and rumps. A pair (or 
two) of slender, curved horns are present only In males. Their main 
predators are larger felines, canines, and hyenas. fleeing antelopes 
can trample any creatW"eS In their way If they are being pursued by 
a predator, and this Is a danger when they are In large herds . 
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Ape 
Illustration: Page 165 
Identifier: Animal, Mammalia. Primate. catarrhlnl 
Habitat: exterior l'Brth, S. l'Bropa, Afrik. Azir 
Size: lxhuman-slze 

(3'4'; 75-225#) 
Number Appearing: 21-40 (1020+20), 3-9 (303) (chimpanzees), 
or 1 or 2-3 (orang-utans) 
Modes a Rates of Movement: 

Walk: 92 yds/BT 
Run: 184 yds/BT (1 BT only) 
Climb: 80 yds/BT 

Initiative Modifiers: Human Standard 

Outstanding K/S Areas/SUb·Areas a SIBEi': Nil 
Joss Factors: O 
Dodging/Avoidance: 7 and 12/38/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptlbilltles: Nil 

Average Armor Protection: 1 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 
Smash or Jerk 

25 
30 

r 106 10 
B 103 20· 

• Natural strength ability not reflected In the Base Scheme. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 03) 
M: 4-0*. EL: 32 
MM: 20 
MMcap: 8 
MMPow: 6 
MMSpd: 6 

MR: 20 

MRcap: 8 
MRPow: 6 
MRSpd: 6 

• can be Mentally attacked 

Armor Scheme: 
Area Pierce Cut Blunt 
Ultra 4 4 4 
Super 3 3 3 
Vital 2 2 2 
Non 1 1 1 
Average 2 2 2 

P: 110. WL:82,CL:99 
PM:62 
PMcap: 22 
PMPow: 22 
PMSpd: 20 

fire Chem. 
0 0 
0 0 
0 0 
0 0 

0 0 

PN:48 
PNcap: 18 
PNPow: 12 
PNSpd: 18 

Stun Blee. 
4 0 

3 0 
2 0 
1 0 
2 0 

Commentary a Descript1om 

This category covers the evolved. much larger gibbon of l'Brth 
as well as lndudlng the chlmpan:zeepee and, to a lesser extent. the 
orang-utan species. In general, apes are both tree-dwelling and 
terrestrlal, at home ln both environments. Although typically black· 
!sh-brown, the color of the coat and face of each individual varies 
depending on the age. sex, and environment. Orang-utans are 
reddish. of course. Male apes can reach a standing height of up to 
four or so feet tall, with females sllghUy smaller. 

Apes, save the orang-utans which are solitary, live in dose-knit 
groups probably similar to early tribal structures ln mankind. The 
group Is normally composed of 21 to 40 Individuals, of which up to 
25% will be young. Ape society Is based around the largest/strongest 
male and his primary mate. All activity and decision making ls 
centered around these two. females typically bear one live young 
per year after a nine-month term. Occaslonally a mother will give 
birth to twins. 

Ape families are most often active by day, and sleep in large 

nests bullt in trees at night to escape nocturnal predators such as the 
leopard. Any male, or female not engaged in raising young. Is a fully 
functioning member of the group and will defend It If necessary. 

They are quite communicative. and have a large selection of 
gestures and vocal sounds. Apes are also capable of simple tool use 
and will frequenUy use Improvised weapons or tools to assist them 
In their dally lives. 

Chimpanzee: Maure males +506 PlRAIT. r damage bonus 13/26 
Orail}-Utan: Mature males+ 1006 PlRAIT. P dam~ bonus 16/32 

Arapaima (Giant) 
Dlustratlon: Page 165 

ldentiften Animal. Pisces. Teleost. Osteoglossomorphld 
Habitat: Exterior IBrth, Amazonia 
Size: 3xhuman-size 

(up to 15' L) 

Number Appearing: 2-6 (203) 
Modes a Rates of Movement: 

Swim: 14-0 yds/BT (upstream) 
lnitlatlve Modifters: Human Standard 
Outstanding K/S Areas/SUb·Areas a SIBEi': Nil 
Joss Factors: 0 

Dodging/Avoidance: Nil and-/14/­
Attractiveness: Nil 

Invulnerabilities: Nil 
SUsceptlbilitles: Nil 
Average Armor Protection: 3 
Quirks: Nil 

Attacks BAC Damage Type Base 
Bite 45 r 206 

Bonus 
6 (7)" 

*The number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 
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StatlsUcal Detail: 
Base Scheme (+/- D5) 
M (Cunning): 5 P: 14-0, WL: 105, CL: 126 
MM: 3 MR: 2 PM: 60 PN: 80 
MMcap: l 
MMPow: l 
MMSpd: l 

MRcap: l 
MRPow: l 
MRSpd: 0 

PMcap: 24 PNcap: 32 
PMPow: 18 PNPow: 24 
PMSpd: 18• PNSpd: 24• 

• Divide by 3, as the Arapalma Is 3xhuman-sized, to find actual 
(comparative) Speeds - In this case a PMSpd of 6 and a 
PNSpdof8. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 4 4 8 0 0 8 0 
Super 3 3 6 0 0 6 0 

Vital 2 2 4 0 0 4 0 
Non l l 2 0 0 2 0 
Average 2 2 5 0 0 5 0 

Commentary ar Desaiptlon: 
These large freshwater fishes Inhabit large, slow-moving rivers, 

partiruiarly the Amazon. They have a dull gray-brown coloration 
which helps to conceal them as they swim along the river bottoms. 
Although they are not voracious, they will eat other fish and 
mammals up to half their size who venture Into the water. 

Ass/Donkey (see Mounts) 

Ass, Wild 
Illustration: Page 164 
Identlfler: Animal, Mammalia, Perlssodactyla. f.quld 
Habitat: ~terior 1£rth, J'Eropa. Afrlk. Azlr, Vargaaro 
Size: 2xhuman-slze 

(6' L; 4' T; 550#) 
Number Appearing: 5-10 (106+4) 
!'lodes ar Rates ol lllovement: 

Walk: 90 yds/BT 
Trot: 180 yds/BT 
Gallup: 360 yds/BT 

Initiative !llocliften: Human Standard 
Outstanding K/S Areas/Sub-Areas 8r. smEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and-/12/­
Attractiveness: Nil 
InvulnerabWties: Nil 
SUsceptibilities: NII 
Average Armor Protection: 3 
Quirks: Nil 

Attac:U BAC Damage Type Base Bonus 
Bite 25 P 1D3 8 
Kick (forehoof) 15 B 1D3 8 
Kick (hlndhooves) 20 B 206 8 

Powers: NII 

StatJsUcal Detail: 
Base Scheme (+/- D3) 
M (CUnnlng): l 0 
MM: 5 MR: 5 

P: 95, WL: 71, CL: 85 
PM: 55 PN: 4-0 

MMCap: 2 
MMPow: l 
MMSpd: 2 

MRC8p:2 
MRPow: 1 
MRSpd:2 

PMcap: 23 PNcap: 14 
PMPow: 20 PNPow: 14 
PMSpd: 12• PNSpd: 12• 

• Divide by 2 to get actual PMSpd and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt F'lre Chem. Stun Blee. 
Ultra 4 4 8 0 0 8 0 
Super 3 3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 
Non 1 1 2 0 0 2 0 
Average 2 2 5 0 0 5 0 

Commentary ar Description: 
Uvlng mostly In the desert and steppes, the wild ass lives in 

groups led by a male or an elderly female. These small equines are 
pale, with dense coots In the winter. The wild ass feeds on gras..c; and 
straw, and Is able to go for long periods of time without water. 

The group Is always alert for predators (usually wolves), and Its 
primwy defense Is speed. These creatures are often captured and 
domesticated for use as beasts of burden. 

Aurochs 
lllmtratJon: Page 27 
ldentlflen Animal, Mammalia, Artlodadyla, Bovld 
Habitab exterior 1£rth, J'Eropa. Azir 

Interior J£rth, Outer Band, Northern Region 
Size: 12xhuman-slze 

(10' L; 7:a' T; 2000.2600#) 
Numbec Appearing: 5-14 (1010+4) 
lllodes ar Rates ol lllovement: 

Walk: 80 yds/BT 
Trot: 160 yds/BT 
Run/Charge: 24-0 yds/BT and 320 yds/BT (1 BT only) 

Initiative Modiftas: Human Standard 
outstanding K/S Areas/Sub-Areas ar smu: Nil 
Joss Pactors: 0 
Dodging/Avoiclancei Nil and-/16/­
Attractiveness: Nil 
Invulneral>Wtles: Nil 
SUsceptibilities: Nil 
Average Armor Protections 6 
Quirks: Nil 
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Attacks 
Bite 
Horns (><2) 

Trample** 

BAC 
15 
20 
10 

Damage Type Base 
p 3D3 
p• 406 
It 406 

Bonus 
24 
24 
24 

• Plus 406 Impact damage If chaJging. 
• • Applicable only when opponent ls at the aurochs' feet and ls 

under 3 feet In height, or has been knocked down so as not to exceed 
that height. 

t Impact damage cannot be absorbed by any type of armor except 
l"Ull Plate armor. 

Powersz Nil 

Statlstlcal Detalb 
Base Scheme(+/- 010) 
M (CUnnlng): 1 O 
MM: 5 
MMCap: 2 
MMPow: l 
MMSpd: 2 

MR: 5 
MRCap: 2 
MRPow: 1 
MRSpd: 2 

P: 460, WL: 345, CL: 414 
PM: 230 PN: 230 
PMCap: 98 PNCap: 98 
PMPow:36 PNPow:36 
PMSpd: 96* PNSpd: 96* 

• Divide by 12 for effedive PMSpd and PNSpd of 8. 

--Armor Scheniea 
Area Pierce Cut Blunt fire Chem. Stun flee. 
Ultra 4 8 12 0 0 16 0 
Super 3 6 9 0 0 12 0 
Vital 2 4 6 0 0 8 0 
Non 1 2 3 0 0 4 0 
Average 2 5 7 0 0 10 0 

Commentary a Descrlp tlonz 
The aurochS (Bos prlmogens) of £rth have grown In size over 

the past five or so mlllennla. so that these mas.slve bovines are the 
largest of all wild caWe on the exterior. They are the ancestors of 
modem cattle. Standing nearly eight feet tall at the shoulder, adult 
aurochS weigh 2000 pounds on average. with great bulls exceeding 
that by several hundred pounds. They dwell principally In wooded 
areas, living In small herds of 5-14 Individuals, grazing on grasses 
and shoots In the morning and evening. Of the herd, l ·3 are young. 

Aurodts range In coloration from light brown to blue-black with 
the color lightening to nearly white at the underside. Both sexes have 
a span of horns up to four feet across and projecting forward two or 
more feet (though the female's are slightly smaller). As with all caWe, 
horns are not shed annually as are deer antlers. When Irritated, 
mating. or defending themselves, Aurochs can wield these In a 
deadly charge again.st the offender. If attacked. the young will be 
surrounded by the females and younger adult males while the larger 
males wlll actively dissuade the predators. One charge from an adult 
bull could easily kJll or seriously lajure even the largest predator. 

Baboon 
mustratlom Page 164 
ldentlften Animal, Mammalia. Primate, Cercoplthedd 
Habltatz Exterior /Erth, /Eropa. Afrik. Azlr 
Slzez lxhuman-slze 

(3.25' L; 1001) Baboon 
(3' L; 100#) Drill 

Number Appearlngz 
20-200 (2DlOxl O)(Baboon) 
50 (Drill) 

Modes a Rates ot Movementz 
Walk: 60 yds/BT 
Run/Charge: 180 yds/BT and 240 (l BT only) 
Climb: 30 yds/BT 

Initiative Modlftenz Human Standard 
Outstanding K/S Areas/SUJ>.Areas a SIU'Pz NII 
Joss Factorsz 0 

, Dodging/Avoldancez Nil and 12/30/­
,A~ctlvenes.sz Nil 
lnwlnerabilltlesz Nil 
SU.sceptlbliltles: Nil 
Average Armor ProtecUonz 2 
Qulmz Nil 
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Attacks BAC 
Claws (x2) 20 

Bite 4-0 

Powers: Nil 

StaUsUcal Detail: 
Base Scheme (+/- 03) 
M: 4-0•. EL: 32 

MM: 20 
MMCap: 8 
MMPow: 6 

MMSpd: 6 

MR: 20 
MRCap: 8 
MRPow: 6 
MRSpd: 6 

• May be Mentally attacked 

Armor Scheme: 
Area Pierce Cut Blunt 
Ultra 4 4 4 

Super 3 3 3 
Vital 2 2 2 

Non 1 1 
Average 2 2 2 

Commentary lJt Description: 
BABOON: 

Damage Type Base Bonus 
c 103 
r 203+2 

P: 90, WL: 75, CL: 81 

PM: 54 PN: :36 
PMCap: 18 PNCap: 12 
PMPow: 18 PNPow: 12 
PMSpd: 18 PNSpd: 12 

6 
6 

Fire Chem. Stun flee. 
0 0 4 0 
0 0 3 0 
0 0 2 0 
0 0 0 
0 0 2 0 

Baboons are slender. quadrupedal primates the size of a large 
child. Their coarse coat is dark olive green. with an underside that is 
often bare. They have an elongated muzzle. and tails up to 2r in 
length. They are the ground-<1we1Ung cousins of the drill (see below). 
They typically lair In caves. and areas where there are many rocky 
outcroppings. Baboons are eaciily distinguished from drills by the 
reddish coloration on their bulbous behinds, and their enlarged 
canines. 

A group can travel up to 6 miles in a day, usually the speed of 
the slowest member. Baboons typically eat early In the day and at 
dusk. Their diet consists primarily of plants. but this may be 
supplemented by small mammals and birds. 

They have a strict hierarchical order, and are led by the fie.rcest 

male. If attacked all males will attack. 

DRILL: 
Adult males have deeply grooved faces. which are scarlet in the 

middle. and blue on both sides. They have a mane on their neck and 
shoulders. and a 29· tall. 

Though they are mostly ground based, drills take to the trees for 
defense and when sleeping. All hunting and gathering is communal, 
although usually directed by the primary male. Drills are omnivo­

rous, but prefer leaves. tubers. and fruit. Females are typically half 
the size of the males and duller in color. 

Bear, Black 
Wustration: Page 165 
ldentiften Animal. Mammalia. Carnlvora. Ursid 
Habltab exterior /Erth, .l&ope, Afrlk. Amazonia, Azlr, Vargaard 
Size: 3xhuman-slze 

(6' L; 2'·3' T; 225-500+#) 

Nwnbe.r Appearing: 1 or 2-4 ( 103+ 1) 
Modes lJt Rates of Movement: 

Walk: 60 yds/BT 
Run/Charge: 180 yds/BT and 300 ydsjBT (1 BT maximum) 

Climb: 20 yds/BT 
Initiative Mod.lfters: Human Standard 
outstanding KJS Areas/SUb-Areas a smu: Nil 
Joss Factors: O 
Dodging/Avold~ce: Nil and-/16/­
Attractiveness: Nil 
lnwlnerablllUes: Nil 
SUsceptibillties: Nil 
Average Armor Protection: 6 
Qulrlls: Nil 

Attacks BAC Damage Type 

Claws (x2) 20 c 
Bite 25 r 
Smash 35 B 

Powers: Nil 

Statistical Detail: 

Base 
203 
303 
206 

Bonus 
12 
12 
12 

Base Scheme (+/- 05) 
M (CUnning): 20 P:220, WL: 165.CL: 198 
MM: 10 

MMCap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRCap: 4 
MRPow:3 
MRSpd: 3 

PM: 120 PN: 100 
PMCap:72 PNCap:52 
PMPow:24 PNPow:24 
PMSpd: 24• PNSpd: 24• 

• Divide by 3 to find effective Speeds-PMSpd and PNSpd of 8. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun flee. 
Ultra 8 8 12 0 0 12 0 

Super 6 6 9 0 0 9 0 
Vital 4 4 6 0 0 6 0 
Non 2 2 3 0 0 3 0 

Average 5 5 7 0 0 7 0 

Commentary lJt Description: 
Black bears are large. omnivorous quadrupeds that live in 

mostly forested. temperate climates. These creatures are up to 6 • 
long. stand 2-3 feet tall at the shoulder. and weigh 225-500 pounds. 
Unlike mo.st other bears, black bears have a true tail. They are solitary 
animals, and are active by day and night. Their diet consists mainly 
of Insects, tubers, and berries. although small, rodent--slzed animals 
and fish supplement their diet from time to time. 
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Spring through early winter Is spent storing fat for winter 
hibernation. and raising of cubs. females ijve birth to 2 or 3 cubs 
per year. who will stay with their mother until they are 1 1 /z years old. 
Males perform no assistance In raising the young and are encour­
aged to leave by the females In an aggressive manner. If called for. 

There Is a 300/o chance of encountering a female with young. and 
In such Instances, she will ferociously defend her cubs (add +200/o 
to Aggressiveness factor In such an encounter). 

for purposes of the game, the following species of bears are 
lnduded under this general heading: 

Azirian Black Bear: P mAIT-20. bonus damage 9. 
Sloth Bear: PTRAIT-10. bonus damage 10. 
Spectaded Bear: P TRAIT-20, bonus damage 9. 
Sun Bear: P TRAIT-40. bonus damage 5. 

Bear, Brown <see also Bear, Grizzly) 
Illustration: Page 163 
ldentifter: Animal. Mammalia. Carnlvora. Ursid 
Habltau Exterior JErth. JEropa, Azir. Vargaard 
Size: 6xhuman-size 

(6.5'·10+' L; 3'-4' T; 330-1700+#) 
Number Appearing: 1or24- (103+1) 
Modes a Rates of Movement.i 

Walk: 90 yds/BT 
Run/Charge: 180 yds/BT and 360/BT (1 BT maximum) 

Initiative Modifters: Human Standard 
Outstanding K/S Areas/SUb·Areas a STEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and-/ 15/­
AttractJveness: Nil 
Invulnerabilities: NII 
SusceptiblUUes: Nil 
Average Armor Protection: 8 
Quirks: Nil 

Attacks BAC Damage Type 
Claws (x2) 20 c 
Bite 25 p 

Smash 30 1· 
Hug 40 B/I•• 

Base 
206 
306 
306 
206 

Bonus 
22 
22 
22 
22 

• Impact damage cannot be absorbed by any type of armor except 
fUll Plate armor. 

• • A hug (constricting attack) will Inflict normal damage on the 
Initial strike, then continue to do damage to the victim automatically 
each CT after that until the victim dies. the attacker takes over his CL 
In Physical damage. or the attacker decides to release the defender. 
Subsequent damage will always be Impact and not absorbed by any 
type of armor except full Plate armor. 

rowers: Nil 

StatlstJcal Detail: 
Base Scheme (+/- 05) 
M (Cunning): 20 
MM: 10 
MMcap: 4 
MMPow: 3 

MMSpd: 3 

MR: 10 
MRcap:4 
MRPow: 3 

MRSpd: 3 

P: 260, WL: 195. CL: 234 
PM: 154 f'N: 106 
rncap: 66 mcap: 46 
PMPow: 34 f'NPow: 24 
PMSpd: 54• f'NSpd: 36• 

• Effective PMSpd of 9 and f'NSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt /"ire Chem. Stun ~lee. 

Ultra 8 12 16 0 0 16 0 
Super 6 9 12 0 0 12 0 
Vital 4 6 8 0 0 8 0 
Non 2 3 4 0 0 4 0 
Average 5 7 10 0 0 10 0 

Commentary a DesafptJon: 
This species. typlfled by the JEropan brown bear. ls a larger and 

more ferocious relative of the black bear. Males range from 6 1 /2 feet 
to 10 feet long. stand 3 to 4 feet tall at the shoulder, and weigh 
anywhere from 330 to 1700 pounds. females are about half the size 
of males. Brown bears tend to Inhabit mountainous regions and 
colder climates. Although they are essentially omnivores. their 
greater mass requires the Increased Intake of meat proteins. for this 
reason. they prefer flesh when It Is available. Incredibly strong. 
brown bears are capable of kllllng animals the size of an ox, or flshlng 
for salmon with great skill. 

Brown bears are solitary or sometJmes (300/o chance) found In 
small family groups. typically a female and 1·3 cubs. When a female 
and her cubs are encountered. add +30% to her Aggressiveness 
factor. The young bears will live with their mother for a year, and then 
strike out on their own. 

The two huge sul>6pecles, Kodiak and Kamchatkan have the 
following differences: 

Kodiak: +40 P mAIT. damage bonus 29. 
Kamchatkan: +20 P mAIT. damage bonus 25. 
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Bear, Grizzly (see also Bear, Brown) 
Illustration: Page 163 
ldentifien Animal, Mammalia. Camivora, Ursid 

Habitat: Exterior /Erth, Vargaard 
Size: 6xhuman-slze 

(6.5'·10' L; 3'-4' T; 330-1700#) 
Nu.mber Appearing: 1 or 2-4 ( 103+ 1) 
Modes at Rates of Movement: 

Walk: 60 yds/BT 
Run/Charge: 180 yds/BT and 360/BT 1 BT maximum 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/SUb-Areas a SJEEI': Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and-/16/­
AUractiveness: Nil 

Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 8 
Quirks: Physical toughness enables the species to have a ·raise· 
additional Physical 'ffiAIT of 26 ( 10%), which must be eliminated by 
inflicting that amount of Physical damage before actual Physical 

damage occurs. 

Attacks BAC Damage Type Base Bonus 
Claws (x2) 25 c 206 
Bite 30 p 306 
Smash 35 1 • 306 

Hug 4-0 B/I• • 206 

• Impact damage cannot be absorbed by any type of armor 
except Full l'late armor. 

28 
28 
28 
28 

• • A hug (constricting attack) will inflict normal damage on the 
initial strike. then continue to do damage to the victim automatically 
each CT after that until the vlctlm dies. the attacker takes over his CL 

in Physical damage. or the attacker decides to release the defender. 
Subsequent damage will always be Impact and not absorbed by any 
type of armor except l"ull l'lat.e armor. 

Powers: Nil 

Statlsllcal Detail: 
Base Scheme(+/- 106 per ATIBIBUfE) 
M (Cunning): 16 P: 260. WL:• 234, CL:* 260 
MM: 6 MR: 10 PM: 160 PN: 100 

MMcap: 2 MRcap: 4 PMcap: 60 PNcap: 36 
MMPow: 2 MRPow: 4 PMPow: 40 PNPow: 28 
MMSpd: 2 MRSpd: 2 PMSpd: 60'• PNSpd: 36*• 

• The WL for a grizzly is the same as a human's (or most other 
animal's) CL. Its CL is the full P iRAIT, and the bear can continue 
activity with up to a -10% of P 'ffiAIT total In Physical damage for as 
long as 1 AT before death occurs. 

•• Divide by 6. as the bear Is 6¥human-sized to fmd actual (compara­
tive) Speeds-In this case a PMSpd of 10 and a PNSpd of 6. 

Armor Schemes 
Area Pierce Cut Blunt Fire Chem. Stun .e1ec. 
Ultra 8 12 16 0 0 16 0 

Super 6 9 12 0 0 12 0 

Vital 4 6 8 0 0 8 0 

Non 2 3 4 0 0 4 0 

Average 5 7 10 0 0 10 0 

Commentary a Description: 
The grizzly bear is a species of the brown bear (or vice versa). 

the mo.st aggressive, and perhaps the mo.st powerful and feared of 
the bear family. except for the cave bear. The grizzly Is an omnivore. 
and an active predator of bison and other game. It also takes fish as 
do brown bears. 

Grizzly bears inhabit the same sort of terrain as both the brown 
bear and the black bear. ·although It has a greater north em range than 

the black bear. All grizzlies tend to be extremely territorial and will 
attempt to run off or attack other large predators that encroach upon 
their territory. including other grizzlies. 

Grizzly bears are solitary creatures until mating season. If a 
female should find a male suitable. the mated pair will remain 
together until just prior to the birth of the young. A1 this time. the 
male will either leave on his own (an old and knowledgeable male) 
or will be driven out by the female (a young and stupid male). 

females bear 1-3 liveyoung once per year. As with all bears, add 
+20% to Aggressiveness factor when a female with young (20% 
chance) is encountered. During mating season. increase the Aggres­
siveness factor (for both male and female) by +10%. 

Bear, Long··Tailed 
lllusfl'ation: Page 164 
ldenUfter: Animal. Mammalia. Marsuplalia. Borhyaenid 
Habitat: Exterior IErth. Magmur 
Size: 3xhuman-size 

(5'-7' L; 4' T; 4-0Q.600#) 

Number Appearing: 1or4-6 (103+3) 
Modes a Rates of l'lovement: 

Walk: 60 yds/BT 
Run/Charge: 180 yds (1 BT only) 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/SUb-Areas a Sl'EEl'i Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil and -/24/­
Atfl'activeness: Nil 
Invulnerabilities: Nil 

SUsceptlbllltles: Nil 
Average Armor Protection: 5 
Quirks: Nil 
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Attacks 
Claws (x2) 
Bite 
Smash 

SAC 
20 
30 
40 

Damage Type Base 
c 3D3 
f' 206 
1· 306 

Bonus 
14 
14 
14 

• Impact damage cannot be absorbed by any type of armor 
except f'Ull Plate armor. 

f'owersi Nil 

StaUsUcal Detall: 
Base Scheme (+/- D5) 
M (CuMlng): 20 f': 240, WL: 180, CL: 216 
MM: 10 MR: 10 PM: 134 PN: 106 

PMC8p: 72 PNcap: 46 
PMPow:26 PNPow:24 

MMC8p: 4 
MMf'ow: 3 
MMSpd: 3 

MRcap: 4 
MRPow: 3 
MRSpd: 3 PMSpd: 36* PNSpd: 36* 

• Divide by 3 to find effedive Speed.9--e PM.Spd and PNSpd of 12. 

Armor Scheme: 
Area Pierce cut Blunt Plre Chem. Stun /!lee. 
Ultra 8 8 8 0 0 8 0 
Super 6 6 6 0 0 6 0 
Vital 4 4 4 0 0 4 0 
Non 2 2 2 0 0 2 0 
Average 5 5 5 0 0 5 0 

Commentary 8t DesaiptJoru 
The long.tailed bear. also known as the Borh~ Is a marsu­

pial predatorofbear..Ukeappearance. ltlsgenerallytheslzeofalarge 
black bear and of aggressive disposition. Omnivorous by nature, this 
flat.footed, heavy creature Is not much of a runner. Thus. when Its 
meals are flesh. the long.tailed bear must usually ambush Its prey. 

Bear, Long-Tailed Polar 
mustraUon: Page 163 
ldenUfter: Animal, Mammalia. Marsuplalla. Borhyaenid 
Habitat: exterior IErth. South Polar 

lntertor IErth, outer Banet Southern Region 
She: 6xhuman-slze 

(6'·7' L; 5' T; 850-1000#) 
Number Appearing: 1 or 4-6 (103+3) 
Modes 8t Kates of Movement: 

Walk: 60 yds/BT 
Run/Charge: 160 yds/BT and 240 (1 BT only) 
Swim: 60 yds/BT 

lnlUative Modifters: Human Standard 
Outstancllng K/S Areas/Sub-Areas 8t S'IUF: Nil 

Joss Factors: O 
Dodglng/Avoldanc:ei NU and-/15/­
AttractJveness: Nil 
lnvulnerabWUes: NII 
SUKepUbUIUesa Nil 
Average Armor Protection: 7 
Quirk.sl Nil 

Attacks SAC Damage Type Base Bonus 
Claws (X2) 
Bite 
Smash 

20 
30 
40 

c 3D3 
p 206 

.. 306 

20 
20 
20 

• Impact damage cannot be absorbed by any type of armor 
except f'Ull Plate armor. 

f'owersi Nll 

StaUstJcal Detall: 
Base Scheme (+/- D5) 
M (CuMlng): 20 
MM: 10 
MMcap: 4 
MMf'ow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd:3 

f': 240, WL: 180, CL: 216 
PM: 140 PN: 100 
PMcap: 54 PNcap: 40 
f'Mf'ow:32 PNPow:24 
PMSpd: 54 • PNSpd: 36 • 

• Divide by 6 to find effective Speeds-il PMSpd of 9 and a f'NSpd 
of6. 

Armor Scheme: 
Area Pierce cut Blunt Plre Chem Stun ~Jee. 

Ultra 12 12 12 0 0 12 0 
Super 9 9 9 0 0 9 0 
Vital 6 6 6 0 0 6 0 
Non 3 3 3 0 0 3 0 
Average 7 7 7 0 0 7 0 

Commentary 8t DesaiptJon: 
The long.tailed polar bear Is an adapted Borh~ grown to 

nearly polar bear size. Uke Its cousin. It Is also a relatlvely poor 
ruMer, although this species has learned to swim. 

Its habitat ls the southern pola' band of A!rth. 1bls bear.uke 
mature Is a cam!vaa due to habitat more than preference. su~ 
on t1.9h. seals, and others of the large dwellers In Its habit.at. 

These marsupial •bears" mate and then ~ on their separate 
ways. females bear 2-5 live yoWlg once per year. Tue female raises 
her cubs unUI they are mature. at which time they leave the mother. 
As with true bears, they w1ll ferodou.sly protect their cubs. Add+ 20% 
to AggressiVene$ factor. 
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Bear, Polar 
mu.strationi Page 163 
ldentiften Animal, Mammalia, Carnlvora, Ursld 

Habitat: exterior ./erth, North Polar 
Interior ./erth, Outer Band, Northern Region 

Size: 6xhumarwilze 
(7'-8' L; 5' T; 1100#) 

l'tumbu Appearlngz 1 or Z4 (103+1) 
Modes ~ Rates of Movement: 

Walk: ao yds/BT 
Run/Charge: 240 yds/BT and 320 (1 BT only) 
Swim: 60 yds/BT 

Initiative Modiftersi Human Standard 
Outstanding K/S Areas/Sub-Area ~ SI'UP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and - /16/­
Attractiveness: Nil 
lnvulnerabilfties: Nil 

SUsceptiblllties: NII 
Average Armor Protectlon: 7 
Quhks:Nll 

Attacks BAC Damage Type 
Claws (x2) 25 c 
Bite 30 P 
Smash 30 .. 
Hug 35 B/l .. 

Base 
206 

306 
306 
206 

Bonus 
24 
24 
24 
24 

• Impact damage cannot be absorbed by any type of armor except 

run Plate armor. 

• • A hug (constrlctlng attack) will inflict nonnal damage on the 
initial strike, then continue to do damage to the victim automatically 
each CT after that until the victim dies, the attacker takes over his CL 
In Physical damage, or the attacker decides to release the defender. 
Subsequent damage will always be Impact and not absorbed by any 
type of armor except Pull Plate armor. 

Powers: NU 

Stat1stkal Detail: 
Base Sdteme (+/- 05) 
M (Cunning): 20 

MM: 10 
MMCap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap:4 
MRF'ow: 3 
MRSpd:3 

P: 270, WL: 202, CL: 243 
PM: 150 PN: 120 
PMcap: 60 PNCap: 44 
PMF'ow: 36 PNF'ow: M 
f'MSpd: 54• PNSpd: 42* 

• Dlvfde by 6 to find effective Speeds-e PMSpd of 9 and a 
PNSpdof7. 

Armor Sdtemes 
Area Pierce Cut Blunt l'lre Chem. Stun ~lee. 

Ultra 12 12 12 0 0 12 0 
Super 9 9 9 0 0 9 0 
Vital 6 6 6 0 0 6 0 
Non 3 3 3 0 0 3 0 
Average 7 7 7 0 0 7 0 

Commentary ~ DesaiptJons 
Thls pale-<:oated ursine measures approximately 7-8 feet in 

length, and stands up to 5 ·tall at the shoulder. The weight of a polar 
bear typically readles 1100 pounds, although lndlvfduals have been 
reported as heavy as 1500 pounds. They have a slender body 
compared to other bears, and have a smaller head and ears on a long 
neck. The tall of a true polar bear ls never longer than 5 Inches, and 
its hind legs are longer than the front legs. 

Unlike the long-tailed polar bear (which actually evolved from a 
marsuplal omnivore), the polar bear Is truly carnivorous. Their diets 
consisting of fish and seals (or the occasional l!.sklmo Udbltl). This 

diurnal creature lives ln Ice floes and coa.staJ waters. As might be 
Imagined, It Is a good swimmer. 

Polar bears are generally non-aggressive, except when hungry 
or provoked. Tuey will aggressively hunt humans when hungl)'. and 
generally seem to have no fear of man. They lead solitary lives unUI 
mating season or during an explosion In the seal population. 
females may sometJmes (30% chance) be encountered with 1-3 
cubs. Young bears often vary In size, as the mother nurses her cubs 
for 1 1 /2 an (years) before they become Independent.. 
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Betuhuru 
Dlustration: Page 164 
ldentlflen Animal, Mammalia, Primate, Pongld 

Habitat: exterior /Erth, Afrik 

Size: 2xhuman-size 
(4'-5' T; 200-:300#) 

Number Appearing: 1-5 (105) 
Modes l!t Rates of Movement: 

Walk: 7 5 yds/BT 
Run/Charge: 225 yds/BT and 300 yds/BT (1 BT only) 
Climb: 75 yds/BT 

Initiative Modiftersa -10 to Initial Surprise 
Outstanding K/S Areas/Sub-Areas l!t 5reEP1 

Criminal Actlvitles, Physical at 55 
Hiero-~an (understanding) at 4-40 (4010) 

Up Reading and Sign Language at 25 
Joss Factors: 0 
Dodging/Avoidance: 5 and 11/36/­

Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptlbllltles: NII 

Average Armor Protection: 4 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Claws (x2) :30 
Bite 40 
Smash/Jerk so 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 03) 
M: 40•, EL: 32 

MM: 15 MR: 25 
MMCap: 5 
MMPow: 5 
MMSpd: 5 

MRCap: 10 
MRPow: 9 
MRSpd: 6 

• Can be Mentally attacked 

c 103 13 
p 203 13 
B 206 13 

P: 194, WL: 145,CL: 174 
PM: 97 PN: 97 
PMCap: 36 PNCap: 36 
PMPow:25 PNPow:25 
PMSpd: 36 • • PNSpd: 36 • • 

• • Divide by 2 for effectlve PMSpd and PNSpd of 18. 

Armor Sc.heme: 

Area Pierce Cut Blunt Fire Chem. Stun ~Jee. 

Ultra 4 4 8 0 0 12 0 
Super 3 3 6 0 0 9 0 
Vital 2 2 4 0 0 6 0 
Non 1 1 2 0 0 3 0 
Average 2 2 5 0 0 7 0 

Commentary l!t Description: 
These creatures are an otherwise extinct form of Afrikkan gorilla 

that has been bred and trained by the Priests of the Temple of Set for 
generations. They are only rarely found outside temples, and If so, 
they will always be In the presence of Prlesta~ of Set. Uvlng In 
small groups of 1-6 Individuals, they exist to serve their masters 
within the temple-where they act as guards and perform only the 
most simple of menial duties. Through many years of training. these 
creatures are able to acquire the limited use of a form of sign 
language, and they are also able to understand the Hlero-~ 
language as spoken by their masters. 

Their average Intelligence Is at the level of minor problem 
solving. and many of their kind are subject to the effects of Mental 
combat. 

Bird Giant Flightless 
Dlustration: Page 164 
Identifier: Animal, Aves, Apteryglformes, Ratltes 
Habitat: exterior .t"Brth, Afrik. Amazonia, AzJr. Magmur 
Size: (up to) 2xhuman-slze 

(7'-9' T; 100-500#) 
Number Appearing: 10.35 (506+5) 

Modes St Rates of Movement: 
Walk: 65 yds/BT 
Run: 195 yds/BT 

Initiative Modifters: Human Standard 
Outstanding K/S Areas/SUb-Areas l!t S'mEPa Nil 
Joss Factors: O 
Dodging/Avoidance: NII and -/24/­
Attractlveness: Nil 
lnvulnerabiUtles: NII 

Susceptlbilitles: Nil 
Average Armor Protectlon: 1 
Qulm: NII 

Attacks BAC Damage Type Base Bonus 
Bite/Peck 
Kick 

Powers: Nil 

25 

:30 

p 106 8 

C/B 303 8 
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Statistical Detail: 
Base Scheme (+/- 03) 
M (Cunning): l 0 P: 140, WL: 105, CL: 126 

MM: 5 PM: 70 PN: 70 
PMcap:26 PNcap:25 
PMPow: 20 PNPow: 21 

MMcap: 2 
MMPow: I 
MMSpd: 2 

MR: 5 
MRcap: 2 
MRPow: 1 
MRSpd: 2 PMSpd: 24• PNSpd: 24• 

• Divide by 2 for effective PMSpd and PNSpd of 12. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 4 4 4 0 0 4 0 

Super 3 3 3 0 0 3 0 

Vital 2 2 2 0 0 2 0 

Non I 0 0 I 0 

Average 2 2 2 0 0 2 0 

Conunentary 8t Description: 
This category includes such species as the moa. emu, rhea. 

ostrich. cassowary, and others of similar build. Mo.st can be found in 
flocks of 10-35 and In (generally) temperate climates. 

Large flightless birds tend to be led by the primary male and his 
flock instinct. In times of danger, the young are protected by the 
females while the males defend. Egg watching, when other adult 
members forage, ls communal. 

cassowary: This very dangerous and aggressive bird is found 
only in the northern jungles of Magmur. Unlike most similar birds, the 
cassowary tends to be solitary. When it is approached by a human 
it will attack, and the base damage it can inflict ls twice that shown 
above, i.e., 206 from peeking and 603+8 from its powerful clawed 
kick. 

Bison, .IEropan 
Illustration: Page 163 
Identifier: Animal, Mammalia, Artiodactyla. Bovid 
Habitat: exterior ~. IEropa, Amazonia, Azir, Vargaard 
Size: 6xhuman-slze 

(8' L; 6' T; 1600-2000+#) 
Number Appearing: 110-200 (10010+100),xlO when migrating 

Modes 8t Rates of Movement: 
Walk: 80 yds/BT 
Trot: 160 yds/BT 

Run/Charge: 240 yds/BT and 320 yds/BT (1 CT only) 

Initiative Modiften: Human Standard 
Outstanding K/S Areas/SUb-Areas 8t S'reEP: Nil 
Joss factors: 0 
DodgJng/Avoldanc:e: Nil and -/19/­
AttracUveness: Nil 
lnvulnerablllties: Nil 
SuscepUbllitJes: Nil 
Average Armor FrotecUon: 6 
Quirks: Nil 

Attacks 
Bite 
Horns (x2) 
Trample•• 

BAC 

15 
20 
10 

Damage Type 
p 
p• 

It 

Base 
203 
206 
406 

Bonus 
18 
18 

18 

• 406 Impact damage if charging. 
• • Applicable only when opponent is at the bison's feet and ls 

under 2 feet in height, or has been knocked down so as not to exceed 
that height. 

t Impact damage cannot be absorbed by any type of armor except 
Full Plate armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 05) 
M (Cunning): 1 O 

MM: 5 
MMcap: 2 
MMPow: 1 

MMSpd: 2 

MR:5 
MRcap: 2 
MRPow: 1 

MRSpd: 2 

P: 300, WL:225,Cu270 

PM: 154 PN: 146 
PMcap:64 PNcap:60 
PMPow: 30 PNPow: 32 

PMSpd: 60' PNSpd: 54• 

• Divide by 6 for effective PMSpd of 10 and PNSpd of 9. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 8 12 12 0 0 12 0 

Super 6 9 9 0 0 8 0 

Vital 4 6 6 0 0 6 0 

Non 2 3 3 0 0 3 0 

Average 5 7 7 0 0 7 0 

Conunentary 8t Description: 
This somewhat smaller version of the Yargaardian bison (q.v.) 

is a large. herbivorous bovine, having a pronounced hump above the 
shoulder and a shaggy beard. The dark brown coat is long and shaggy 
on the animal's head, neck and shoulders. Males have prominent 
horns, while females display two short, bony protrusions. 

Bison travel In large foraging herds. On rare occasions. during 
seasonal migrations to better pasture, herds in excess of 1000 
animals may be encountered. There are often violent fights between 
males during mating ~on. 

In times of danger. the young are herded Into the center of the 

herd and protected by the females and adult males. 
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Bison, Vargaardian 
Wustrationa Page 163 
ldentlflen Animal, Mammalia Artlodad:yta, Bovld 

Habitat: exterior tErth. V.Ugaard 
Slzea 6xhuman-slze 

(8' L; 6' T; 1800-2200#) 
Numl>el' Appearfngs 110.200 (10010+100),xlO when migrating 
Modes 8t Rates of Movement: 

Walk: 80 yds/BT 

Trot: 160 yds/BT 
Run/Charge: 240 yds/BT 

Initiative Modlftus: Human Standard 
outstanding K/S Areas/SUJ>.Areas a smua Nil 
Joss Factorsa 0 
Dodglng/Avoldancea Nil and-/19/­
Attractivenes.sa Nil 
lnvulnerabWtiesa Nil 
Suscept1b1Ut1esa Nil . 
Average Armor Protectiona 6 
Quirks: Nil 

Attacks BAC Damage Type Base 
Bite 
Horns (x2) 

Trample•• 

15 
20 

10 

p 203 
p• 106 

It 406 

• Plus 206 Impact damage if charging. 

Bonus 

18 
18 

18 

• • Applicable only when opponent Is at the bison's feet and Is 
under 2 feet In height. or has been knocked down so as not to exceed 
that height. 

t Impact damage cannot be absorbed by any type of armor except 
f'Ull Plate armor. 

Powers: Nil 

Statlstical Delalla 
Base Scheme (+/- 05) 
M (Cunning): 1 o 
MM:5 MR: 5 

MRCap:2 
MRPow: 1 
MRSpd: 2 

MMCap: 2 
MMPow: 1 
MMSpd: 2 

P: 320, WL: 240, CL: 288 
PM: 170 PN: 150 
PMCap: 80 PNCap: 64 
PMPow:30 PNPow:32 
PMSpd: 60• PNSpd: 54• 

• Divide by 6 for effectlve PMSpd of 10 and PNSpd of 9. 

Armor Schemes 
Area Pierce Cut Blunt l'ire Chem. Stun ~lee. 

Ultra 8 8 12 0 0 16 0 
Super 6 6 9 0 0 12 0 
Vital 4 4 6 0 0 8 0 
Non 2 2 3 0 0 4 0 
Average 5 5 7 0 0 10 0 

Commentary a Description: 
This large. herbivorous bovine, a cousin of the ~ bison 

(q.v.), likewise has a pronounced hump above the shoulder, and a 
shaggy mane and beard, darker brown than Is the coat. Males have 
prominent horns while females display two, short, bony protrusions. 

Bison travel In great foraging herds. On rare ~Ions, during 
seasonal migrations to better pasture, herds In excess of 1.000,000 
animals may be encountered. est.Imates place the total populallon 
of these creatures at somewhere around 50,000,000. There are 
often violent fights between males during mating season. 

In times of danger, the young are herded Into the center of the 
herd and protected by the females and adult males, the latter 
charging aggressively at too near an approach. 

Buffalo, Afrlkkan 
mustrat!on: Page 164 
ldentlflen Animal, Mammalia, Artloda<iyla. Bovld 
Habitat: exterior ~rth. Afrik 
Size: 6xhuman-slze 

(6-10' L; 4-5' T; 80<).1900#) 

Numl>el' Appearlnga 110.200 (1010+100), xlO when migrating 
Modes 8t Rates of Movement: 

Walk: 80 yds/BT 

Trot: 160 yds/BT 
Run/Charge: 240 yds/BT and 320 yds/BT (1 er only) 

Initiative Modlftus: Human Standard 
outstanding K/S Areas/SUJ>.Areas a STEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/20/­
Attractivenes.s: Nil 
Invulnerabilities: Nil 
SUsceptlblUtlesa Nil 
Average Armor Protection: 8 
Quirksa Nil 
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Attacks 
Bite 
Horns (x2) 
Trample•• 

BAC 
15 
30 
10 

Damage Type Base Bonus 
r 2D3 18 
r· 206 1a 
It 406 18 

• 406 Impact damage If charging. 
• • Applicable only when opponent Is at the buffalo's feet and Is 

under 2 feet In height. or has been knocked down so as not to exceed 
that height. 

t Impact damage cannot be absorbed by any type of annor except 

run Plate armor. 

Powerss NII 

StatlstJcal Detalb 

Base scheme (+/- D5) 
M (CUMlng): 10 
MM: 5 
MMCap: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRCap: 2 
MRPow: I 
MRSpd: 2 

P: 330, WL: 247, CL: 297 

PM: 170 
PMCap:80 
PMPow: 30 
PMSpd:60• 

fTi: 160 
fTiCap:64 
mrow: 36 
fTiSpd: 50· 

• Divide by 6 for effectJve PMSpd of fTiSpd of 10. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 8 12 16 0 0 16 0 

Super 6 9 12 0 0 12 0 

Vital 4 6 8 0 0 8 0 
Non 2 3 4 0 0 4 0 

Average 5 7 10 0 0 10 0 

Commentary It DescrlptJoni 
The Afrlk.kan buffalo Is the most cuMlng and aggressive of all 

wild buffalo. Its habitat ranges from savannah to forest, but Is always 
near water. This creature Is dark brown to black In color, and adults 
are sparsely haired (the young have fur). They are stout-legged and 

have heavy builds. The necks of these animals are short, and they 
have wide muzzles and big ears. Both sexes possess large. upward 
cwvlng horns which may span 3 feet or more. 

The Af rlk.kan buffalo Is herbivorous, feeding mainly on grass. Its 
diet also consists of leaves and twigs, and the creature must drink at 

least once a day. These animals gather In large forajng herds that 
may number up to 2000 Individuals. While the herd Is dominated by 
an old bull. it Is often led by a oow. 

Buffalo, Azirian 
DJustratJons Page 164 
ldmtlllen Animal, Mammalia, Artlodadyla, Bovld 

Habitats exterior ~rth, Azir 
Siu: 6xhuman-slze 

(8-9' L; 6' T; 1600-2000#) 
Nwnba' Appearlngs 11-20 (1010+10),xlO when migrating 
Modes It Rates ot Movement: 

Walk: 80 yds/BT 
Trot: 160 yds/BT 
Run/Charge: 240 yds/BT and 320 yds/BT (1 er only) 

Initiative ModJfte:rss Human Standard 

outstanding K/S Areas/SUb-Areas It S'DW'i Nil 
Joss Factorss O 
Dodglng/Avoldances Nil and-/19/­
AttracUvenesss Nil 
lnwlnerabWtJess Nil 
SusceptibUitiess NII 
Average Armor Protection: 8 
Quirksi Nil 

Attacks BAC Damage Type Base Bonus 

Bite 
Homs (x2) 
Trample .. 

15 
25 
10 

• 406 Impact damage If charging. 

r 203 18 
r· 206 18 

It 406 18 

• • Applicable only when opponent Is at the Buffalo's feet and Is 
under2 feet In height. orhm been knocked down so as not to exceed 
that height. 

t Impact damage cannot be absorbed by any type of annor except 
run Plate armor. 

Powerss Nil 

Statlstlcal Deta1h 
Base SCheme (+/- 05) 
M (CUMlng): 10 
MM: 5 
MMCap: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRCap:2 
MRPow: 1 
MRSpd:2 

P: 350, WL: 262, CL: 315 

PM: 190 fTi: 160 
PMCap: 100 fTiCap: 74 
PMPow: 30 fTiPow: 32 
PMSpd: 50• fTiSpd: 54• 

• Divide by 6 for effectJve PMSpd of 10 and fTiSpd of 9. 
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Armor Scheme: 
Area Pierce Cut Blunt /'Ire Chem. Stun elec. 
Ultra 8 12 16 0 0 16 0 
Super 6 9 12 0 0 12 0 
Vital 4 6 8 0 0 8 0 
Non 2 3 4 0 0 4 0 
Average 5 7 10 0 0 10 0 

Commentary 8e DescrlptJons 
This larger version of the Afrlkkan buffalo (q.v.) Is slate-gray or 

black with a white throat. and lower leg.g. The broad hooves of the 
Hindle wild buffalo (oft.en called a water buffalo) can be widely 
spread. This Is necessaiy due to the animal's habitat-they live 
exduslvely In marshy wetlands. 5oth sexes have large. broad-based 
horns that have as much as an 8 ' spread In the wild stock. 

Azlrian buffalo travel In small herds of 11·20 lndlvlduals. Most 
of the time Is spent eating grass, swimming In marshes, or wallowing 
in swampy water. In times of danger. the young are herded into the 
center of the herd and protected by the adults. who bunch together 
with their horns pointing outward. The most common enemy of the 
buffalo Is the tiger. 

This animal has been domesticated, and Is often used as a draft 
animal and a source of milk. 

Buffalo, Gaur 
lllustratJon: Page 165 
Identlfters Animal. Mammalia, Artlodadyla, Bovld 
Habitat: exterior ./Erth, Azlr 
Sizes 6xhuman-size 

(9-11 ' L; 7' T; 1600-2200#) 
Nwnber Appearing: 1 or 5-8 (104+4) 
Modes 8e Rates of Movement: 

Walk: 80 yds/BT 
Trot: 160 yds/BT 
Run/Charge: 240 yds/BT and 320 yds/BT ( 1 er only) 

JnltJatJve Modiflers: Human Standard 
Outstanding K/S Area.s/SUb·Areas 8e SIEEPs Nil 
Joss Factors: o 
Dodging/Avoidance: NII and -/20/­
AtuactJvenes.ss Nil 
InvulnerabllitJess NU 
SU5ceptlbllJtJes: NII 
Average Armor FrotectJons 7 
Quirks: Nil 

I 

. I 

'J 

Attacks BAC Damage Type Base Bonus 
Bite 15 r 203 22 
Horns (x2) 20 r· 206 22 
Trample•• 15 I t 406 22 

• 406 Impact damage If charging, 
• • Applicable only when opponent ls at the buffalo's feet and ls 

under 2 feet In height. or has been knocked down so as not toexoeed 
that height. 

t Impact damage cannot be absorbed by any type of armor except 
run Plate armor. 

Powers& Nil 

StatJstJcal Details 
Base Scheme (+/- 05) 
M (Cunning): 10 
MM: 5 MR: 5 

MRcap: 2 
MRfow: 1 
MRSpd: 2 

MMcap: 2 
MMPow: 1 
MMSpd: 2 

P: 360, WL: 270, CL: 324 
PM: 190 PN: 170 
rMcap: 96 PNCap: 76 
rMPow: 34 PNPow: M 
rMSpd: 60° PNSpd: 60° 

• Dlvlde by 6 for effectlve PMSpd and PNSpd of 10. 

Armor Schemes 
Area Pierce Cut Blunt /'Ire Chem. Stun e1ec. 
Ultra 8 8 16 0 0 16 0 
Super 6 6 12 0 0 12 0 
Vital 4 4 8 0 0 8 0 
Non 2 2 4 0 0 4 0 
Average 5 5 10 0 0 10 0 

Commentary 8e DescrlptJons 
The largest of all wild cattle, save for the mighty aurochs, a 

typical bull gaur will weigh a full ton and will use Its size aggressively. 
The short, den.se coat of this animal Is a very dark brown for males, 
rust-<:Olored for females. While both sexes possess upward-<:urvlng 
horns, the males are more Impressive. reachlng a length of over two 
feet. 

These animals live in small herds. chewing their a.td In the 
densest part of the forest during the heat of the day. During the 
morning and evening hours. they graze In clearln~ on bamboo 
shoots and tender grasses. Older males tend to be solitary, joining 
the other herds only during matJng season. A1 such times. there are 
often fights between the males. whose mating call can be heard for 
a mile. This loud bellowing serves to draw both females and other 
males alike. 
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CameL Bactrian (see Mounts) 

Cami Bactro-Drorned:try (see M<:X.11ts> 

CameL Dromedary (see Mounts) 

Caribou <Reindeer) 
IDu.stratJon1 Page 163 

ldenUfter1 Animal. Mammalla. Artlodactyla. Cervid 
Habitats exterior IErth. Northern forests ~ tundra IEropa. Azir, 

Vargaard 
Interior Jerth. Outer Band. Northern Region 

Slze1 6xhuman-slze 
{6'·7' L; 4•.5• T; 700#) 

l'buDber Appearlngz 50-500 (5Dl0xl0) 
Modes a Rates ol Movement: 

Walk: 120 yds/BT 
Trot: 240 ydsf8T 
Run/Charge: ~ yds/BT and 480 yds/BT ( 1 BT only) 

lnJUative Modlfttn1 Human Standard 
outstanding K/S Areas/SUb-Areas a S'IEU: NU 

Joss Factors1 0 
Dodglng/Avoldanc:ei NU and-/ 13/­
AttracUvenessi Nil 
lnwl.nerablUUa1 Nil 
SUsceptibllitiesa Nil 

Average Armor Protections 5 
Qulrks1 NII 

Attacks BAC Damage Type Bonus 
Horns (anUers) 
l"orehoof 

25 
30 

• Double PD If charging and strlklng 

Powers1 NII 

StaUstical Detalh 
Base Scheme (+/- 05) 
M (CUnning): 10 
MM: 5 MR: 5 

MRCap: 2 
MRFow: 1 
MRSpd: 2 

MMCap: 2 
MMPow: 1 
MMSpd: 2 

P 
C/8 

303· 
203 

12 
12 

P: 208, WL: 156. CL: 187 
PM: 120 PN: 90 
PMCap:52 PNCap: 36 
PMPow: 24 PNPow: 18 
l'MSpd: 42· PNSpd: 36• 

• Divide by 6 for effective PMSpd of 7 and PNSpd of 6. 

Armor Schemes 
Area Pierce Cut Blunt rlre Chem. Stun ~Jee. 

Ultra 4 8 8 0 0 8 0 
Super 3 6 6 0 0 6 0 
Vital 2 4 4 0 0 4 0 
Non 1 2 2 0 0 2 0 
Average 2 7 7 0 0 7 0 

Commentary a Daafptlon1 
Caribou (also known as reindeer) are herding herbivores with 

generally similar habitats and physical features. They favor the 
northern wetlands and tundra.. and are generally encountered In 
fairly large herds of between 50 and 500 adult animals. with 100/o of 
that number consisting of young. Base herds break Into smaller 
groups (lo-50) In areas of rich grazing. In seasonal migrations 
several normal herds combine to make a much larger one. often as 
large as tens of thousands strong. 

These animals have a brown summer coat that changes In the 
winter. becoming gray to white. It Is warm and waterproof. Both 
sexes sport Impressive racks of horns that are used to uproot Ice. 
rocks, and shrubs, and In defense and mating rituals. 

As In most herds. the young are protected during times of 

danger. 

Cat 
mu.stratJoni Page 165 
ldmtlfter1 Animal, Mammalia. Carnlvora. l"elld 

Habitat: exterior IErth. general 
Slze1 Uttle to Small {base 0 .2xhuman-slze) 

(l '·2 ' L; 5-201) 

l'buDber Appearlng1 
Modes a Rates of Movement: 

Walk: 70 Yds/8T 
Run~ Dodge: 14-0 Yds/BT 
Run: 280 Yds/8T (1 BT only) 

lnJUative Mod.lfttn1 Human Standard 

Outstanding K/S Areas/SUb-Areas a S'IEU1 Nil 
Joss Factors1 9 
Dodglng/Avoldancei 29 and -/60/­
Attractlveneasi Nil 
lnwlnaabWUa1 NU 
SUaceptibldtiesa Nil 

Average Armor Protections I 
Quirks1 Nil 

Attacks BAC Damage Type Base Bonus 
Claw (X2) 

Bite 
Rake 

35 
30 

C 1 0 
f 

c 
1·2 
1 

0 
0 

• Automatic, but only If both daw attacks succeed. 

Powers1 NII 
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StatisUcal Detaib 
Base Scheme (+/- 02) 
M (Cunning): 22 
MM: 12 
MMCap: 4 
MMPow: 4 
MMSpd: 4 

MR: 10 
MRCap: 4 
MRPow: 3 
MRSpd: 3 

P: 14. WL: 9. CL: 12 
PM: 7 PN: 7 
PMCap: 3 PNCap: 3 
PMPow: 1 PNPow: 1 
PMSpd: 3• PNSpd: 3• 

• Multiply by 10 to find actual PMSpd and PNSpd. I.e .• 30. 

Armor Scheme: 
Area Pierce Cut Blunt f'lre Chem. stun ~lee. 

Ultra 0 0 4 0 0 4 0 
Super 0 0 3 0 0 3 0 
Vital 0 0 2 0 0 2 0 
Non 0 0 1 0 0 0 
Average 0 0 2 0 0 2 0 

Commentary at DescripUon: 
A typical cat. wild or domestic. ranges In size and temperament 

from a llWe wild one or a scrawny alley cat of 5 pounds to a big 
.IEropan tom wildcat of 18 or 20 pounds. Although not life-threaten­
ing. cats can bite and scratch their targets. with varying degrees of 
effectiveness. A Special Success with daw might mean damage to 
the opponent's eyes. but that's at the GM's option. of course. 

All domestic cats (feral as well) are born with 9 Joss ractors. 
representing their nine lives. Each Joss factor Is usable but once. 
and Is not replaceable. 

Cattlsh, Giant Nylle 
lllustratiom Page 163 
ldenUfter: Animal, Pisces. Teleost. Semlonotiform 
Habitat: Exterior .IErth. )Egypt 
Size; 6xhuman-slze 

(up to 25' L; 1100-2000#) 
Number Appearing: 1 
Modes at Rates of Movemenu 

Swim: 180 yds/BT 
lnlUatlve JllodiftttS: Human Standard 
Outstanding K/S Areas/SUb·Areas at SI'EEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and - /20/­
AUracUvenes.s: Nil 
Invulnerabilities: Nil 
Susceptlbllltles: Nil 
Average Armor Protection: 5 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 
Spines 

25 
35 

r 
r 

406+Potson• 
406 

18 
18 

• Polson: S1R 40 (damage of 40/40/20 In 2BT delays) 

Powers: Nil 

Statlstlcal Detalb 
Base Scheme (+/- 05) 
M (Cunning): 10 
MM: 5 
MMCap: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRCap: 2 
MRPow: 1 
MRSpd: 2 

P: 300, WL: 225. Cu 270 
PM: 150 PN: 150 
PMCap: 60 PNCap: 60 
PMPow: 30 PNPow: 30 
PMSpd: 60• PNSpd: 50• 

• Divide by 6 for effective PMSpd and PNSpd of 1 o. 

Armor Schemes 
Area Pierce Cut Blunt /'Ire Chem. stun ~lee. 

Ultra 8 8 8 o· 8 8 8 
Super 6 6 6 o· 6 6 6 
Vital 4 4 4 o· 4 4 4 
Non 2 2 2 o· 2 2 2 
Average 5 5 5 o· 5 5 5 

• Animal In water • Invulnerable. 

Commentary at DescripUon: 
This very large species of catfish ls found exdus!vely In the Nylle 

River of )Egypt. They lurk along the bottom of the river near sections 
that are likely watering holes for hip~ and other large animals. 
taking such victims as they are able. They will also move through 
areas frequented by megadlles (q.v.). as these are acceptable prey. 
and. on occasion. they will even rise to attack prey at the water's 
surface. The poison of a giant Nylle catfish has a S1R rating of 40 and 
an Effect Rate of 1 AT. The spines In the fins of the catfish are also 
capable of terrible damage. but these are seldom used-typically for 
defense against those creatures with the unlikely aim of Inflicting 
Physical damage on this most feared aquatic predator. 
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Oleetah 
ruustratlonz Page 164 

ldentlftttz Animal, Mammalia, Camlvora, l"elld 

Habitat: exterior ..£rth. Afrik. Azir 

Sizei lxhuman-&ze 
(4'-5' L; 9CH501) 

l'fwnber Appearing: I. 1-5 (1D5) In group 

Modes at Rates ol Movemenb 
Stalk: 35 yds/BT• 

Walk: 70 yds/BT 

Trot: 140 yds/BT 

Run/Charge: 210 yds/BT and 1,026 yds/BT (1 BT only) 

• This mode enables the animal to move silently 

lnitiatlve Modiftersz Human Standard 

C>ut.standing K/S Areas/SUb-Areas at SIEUz Nil 

Joss Pactorsz O 

Dodging/Avoidance: 17 and-/48/­

Atuactlvenasz Nil 

lnvulnerabWtlesz Nil 
Smceptlbllltles: Nil 
Average Armor Protectionz 3 
Qufrksz Nil 

Attacks SAC Damage Type Base Bonus 

Claws (x2) 

Bite 

Rake 

00 
55 

c 103 
P 206 
c 2D3 

9 
9 (12) •• 

9 

• Automatic, but only If both daw attacks succeed. 

• ·111e number ln parentheses Is the damage bonus with the 

damage bonus due to high BAC added. 

rowers: Nil 

StatlstJcal Detallz 
Base Scheme (+/- D3) 

M (Cunning): 20 

MM: 10 
MMCap: 4 
MMPow: 3 
MMSpd: 3 

Armor Schemez 

Area Pierce 
Ultra 4 

Super 3 

Vital 2 

Non 1 
Average 2 

MR: 10 

MRcap: 4 

MRPow: 3 

MRSpd:3 

Cut Blunt 
4 8 

3 6 

2 4 

1 2 

2 5 

P: 140, WL: 105. CL: 126 
PM: 70 f'N: 70 

PMcap: 25 mcap:25 

PMPow: 21 f'NPow: 21 

PMSpd: 24 f'NSpd: 24 

Fire Cl>em. Stun ~lee. 

0 0 8 0 

0 0 6 0 

0 0 4 0 

0 0 2 0 

0 0 5 0 

Commentary at Descriptlom 
The cheetah Is long. lean, and low to the ground, with heavily 

muscled hind quarters. It Is the fastest land mammal on exterior 

IE!th, capable of reaching speeds of up to 70 mph. This Is accom­

plished during a short, fast sprint In pursuit of prey, which can only 

be maintained for 1 BT. 
The cheetah has a triangular head that looks small In proportion 

to the rest of Its streamlined body. The coat is light brown to yellow­

gold In color with black spots and distinctive black marks on Its face. 

l"Ur on the underside Is usually white. 

Being built for short bursts of speed. the cheetah is not a 

particularly strong animal and mu.st usually suffocate prey by biting 

the neck and closing the windpipe thus, with blood loss assisting in 

hastening death, Instead of killing It outright. Huntlng Is typically at 

dawn and dusk. 

even though they are excellent hunters, cheetah are not 

aggressive by nature. They may be driven off with a sultable show of 

strength, and they avoid mankind lf possible. They are also at the low 

end of the predator scale, with lions or tigers, leopards, and even 

hyena packs and dog packs above them. 

Cheetah are solitary animals, yet sometimes cooperate in small 

hunting packs comprised of male brothers. The males take no part 

in the raising of young. During the dry season, 1 to 5 cheetahs may 

be encountered. A single cheetah will always be a male or an old 

female (75%/25% chance). If more than one Is encountered, It will 

either be 2-3 brothers In a hunting pack or a female and her young 

(25%/75%). If this Is the ~. any attempt to molest the cubs will 

bring a swift attack. 

Condor 
Wustratlonz Page 164 

ldentJftttz Animal, Aves, Clconiiformes, \lulturlds 

Habit.ab ~xterior IE!th. Amazonia. Vargaard 

Shez 0.5xhuman-slze 
(4.5' L; 8'-10' wingspan) 

Number Appearing: 1 
Modes tt Rates ol Movement: 

Walk: 50 yds/BT 

l'ly: 350 yds/BT 

Dive: 660 yds/BT 

Initiative Modlftasz Human Standard 

outstanding K/S Areas/SUb-Areas a smu: Nil 

Joss Factors: 0 

Dodging/Avoidance: Nil and -/24/­

Attractlveness: Nil 

lnvulnerabilltlesz Nil 
Smceptlbllltlesz Nil 
Average Armor Protection: 2 

Qufrksz Nil 

Attacks BAC Damage Type Base Bonus 

Talons (x2) 

Bite 

40 

30 

• Double PD If diving attack. 

c 103· 0 
P 106 o 
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Powers: Nil 

Statistical Detaih 
Base SCheme (+/- D2) 
M (Cunning): 20 
MM: 10 MR: 10 
MMCsp: 4 
MMPow: 3 
MMSpd: 3 

MRCsp: 4 
MRPow: 3 
MRSpd: 3 

P:50, WL:37,CL:45 
PM: 30 PN: 20 
PMCsp: 12 
PMPow: 12 
PMSpd:6• 

PNCsp:7 
PNPow: 7 
PNSpd:6· 

• Multiply by 2 for effective PMSpd PNSpd of 12. 

Armor Scheme: 
Area Pierce Cut Blunt f'ire Chem. Stun .Blee. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 1 1 0 0 0 
Average 2 2 2 0 0 2 0 

Commentary & Description: 
A condor is a very large (8-10' wingspan) predator/scavenger 

bird similar to a vulture. It lairs In high mountainous regions. and can 
soar up to 20.000 feet. Coloration is slate gray to black with a white 
ruff around neck and head. 

This creature is a scavenger, subsisting mostly off carrion-­
though anything which appears helpless or dying is fair game. The 
red beak is large and powerful. hooked for rending prey. The large 
talons are ideal for holding and canylng prey as large as a small goat. 

Condors are territorial and mate for life. They produce 1 to 3 
young every 2 to 6 years. Both parents take care of the young and 
nest together. 

Condor, King 
Illustration: See right 
Identifier: Animal, Aves. Ciconiiformes. VUlturids 
Habitat: Exterior lf:rth, Amazonia, Vargaard 

Interior IErth. Outer Band, Southern Region 
Size: 2xhuman-size 

(6'-9' L; 15'·25' wingspan) 
Number Appearing: 1 
Modes & Rates of Movement: 

Walk: 40 yds/BT 
Fly: 280 yds/BT 
Dive: 360 yds/BT 

Initiative Modifiezsi Human Standard 
Outstanding K/S Areas/Sub-Areas & SIEEP: Nil 
Joss factors: 0 
Dodging/Avoidance: Nil and - / 12/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attacks 
Talons (x2) 
Bite 

BAC 
50 
40 

• Double PD if diving attack. 

Damage Type Base 
r 2D3· 
r 200 

Bonus 
4 (6)". 

4 

••Tue number In parentheses is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base SCheme (+/- D3) 
M (Cunning): 20 P: 80. WL: 60. CL: 72 
MM: 10 MR: 10 PM:54 PN:36 
MMCsp: 4 MRCsp: 4 PMCsp: 16 PNCap: 12 
MMPow: 3 MRPow: 3 PMPow: 16 PNPow: 12 
MMSpd: 3 MRSpd: 3 PMSpd: 12• PNSpd: 12" 

• Divide by 2 to get actual PMSpd and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun .Blee. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 1 1 0 0 1 0 
Average 2 2 2 0 0 2 0 

Commentary & Description: 
This great avian predator/scavenger is in all respects a larger 

version of the condor. Due to Its large size, It is capable of carrying 
up to small-human-sized creatures (without armor. of course). e.g .• 
prey of about 100 pounds or so weight. 
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Cougar 
mustratJons Page 164 
ldentlften Animal, Mammalia, CBmlvora, l'elld 
Habitat; exterior /erth, Amazonia, Vargaard 

Size: 2xhuman-si.ze 
(3'-S' L; up to 225#) 

Number Appearlngs 1or24 (103+1) 
Modes a Rates ot Movement; 

Stalk: 40 yds;Br 
Walk: 80 yds/BT 
Trot: 160 yds/BT 
Run/Charge: 240 yds/BT and 320 yds/BT (1 BT only) 

Climb: 20 yds/BT 
Swim: 40 yds/BT 

• This mode enables the animal to move silently 

Initiative Modifterss -10 to Initial Surprise 
outstanding K/S Areas/Sub-Areas « SIEUs Nil 
Joss Pactorss O 
Dodging/Avoidances Nil and -/26/­
AttiactJvenessi Nil 
lnwlnerabllltJess Nil 
SU.sceptibllltlesi Nil 
Average Armor Protections 3 
Quirkss NII 

Attacks MC Damage Type Base Bonus 
Claws (x2) 

Bite 
Rake 

50 
40 

c 
r 
c 

103 
206 
206 

12 (14)" 
12 
12 

• Automatic, but only If both daw attacks succeed. 
·'The number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

StatJstJcal Detalb 
Base Scheme(+/- 03) 
M (Cunning): 28 
MM: 14 
MMcap: 8 
MMPow: 3 
MMSpd: 3 

MR: 14 
MRcap: 8 
MRPow: 3 
MRSpd: 3 

P: 160, WL: 120, CL: 144 
PM: 80 PN: 80 
rncap: 28 mcap: 32 
PMPow:24 PNPow:24 
PMSpd: 28• PNSpd: 24' 

• Divide by 2 for effective PMSpd of 14 and PNSpd of 12. 

Armor Schemes 
Area Pierce Cut Blunt f'lre 01el11. Stun .Blee. 
tntra 4 4 8 0 0 8 0 

Super 3 3 6 0 0 6 0 

Vital 2 2 4 0 0 4 0 

Non l 1 2 0 0 2 0 

Average 2 2 5 0 0 5 0 

Commentary a DesatptJons 
Cougars are large feline predators Inhabiting rocky, forested 

regions In a wide range of climates. Also called mountain lions and 
pumas, the cougar Is of tan to dark brown coloration with occasional 
spots or patches of black and white. Young oougars have a speckled 
coat and ringed tails, but these markings fade with maturity. The 
whiskers are long to better sense Its environment and the tall 
provides excellent balance while running or jumping. The body is 
powerfully muscled and designed for leaping and climbing among 
rocky terrain, and these animals can cover up to 20 feet in a single 
leap. SOiitary and territorial, they are active day and night unless man 
Is near. then they are nocturnal. Their preferred food Is deer, but 
livestock Is an acceptable substitute. 

When one cougar Is encountered, there Is an equal (50/50) 
chance of It being a male or female. Cougars often mate for life and 
communally share In raising the litter. The female digs a rocky den 
or clears out a cave wherein she will give birth and raise a litter of 

1·3 young. 

Crocodile, Giant 
mustratlon: Page 165 
ldentiften Animal, Reptilia, Crocodylla. var. 
Habitat; ~terior /Erth, Afrik, Amazonia, Azlr, Magmur, Vargaard 
Sizes 6xhuman-slze 

(24'-28' L; 1500.2000+#) 
Number Appearlngi 1·3 
Modes a Rates ot Movement; 

Crawl: 50 yds/BT 
Walk/Charge: 150 yds/BT (1 BT only) and 20 yds/CT (1 CT 

only) 
Swim: 200 yds/BT 

Initiative lllod.lfters: Human Standard 
outstanding K/S Areas/Sub-Areas a smu: Nil 
Joss Pactorss 0 
Dodging/Avoidances Nil and-/ 14/ ­
Atb'actlveness: Nil 
lnwlnerabilltiess Nil 

SU8cepUblUUesi Nil 
Average Armor l'rotectlon: 10 
Qulrk.s: Nil 

Attacks MC Damage Type Base Bonus 
Biting 
Tail Smash 

:30 
20 

p 606' 16 

I" 303+3010t 16 

• Any successful strlke Indicates the crocodile has clOSed Its jaws 
on the subject, the victim Is then held fast and each CT 
thereafter he suffers an automatic 603 PD until the crocodile 
Is slain or the subject Is dead. 

• • Impact damage cannot be absorbed by any type of annor 

except full Plate armor. 
t Anyone hit by this attack is knocked down and must.spend the next 

CT getting back up and can't do anything other than that. 
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Powers: Nil 

Stat1stical Detail: 
Base Scheme (+/- 106) 

1':260,WL:65,CL:26 
PM: 130 PN: 130 
PMcap:60 PNcap:60 
PMPow:28 PNPow:28 

M(Cwmlng): 30 
MM: 18 
MMcap: 6 
MMPow: 6 
MMSpcl: 6 

MR: 12 
MRcap: 4 
MRPow: 4 
MRSpcl: 4 PMSpcl: 42• PNSpcl: 42• 

• Divide by 6 to find effective nwnber. I.e .• 7. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun !!lee. 
Ultra 12 16 20 8 8 20 8 
Super 9 12 15 6 6 15 6 
Vital 6 8 10 4 4 10 4 
Non 3 4 5 2 2 5 2 
Average 7 10 12 5 5 12 5 

Conunentary a Description: 
This Is a general category for any such creature. lndudlng the 

saltwater crocodile. One of these great reptlles Is anywhere between 
24 to 28+ feet In length and weighs 1500 or more pounds! The bite 
of any giant crocodile can be applied against such Individuals who 
are within 5 feet of Its head and In a 180° arc from Its nose. The tall 
attack Is likewise applicable only to tho.se within a similar arc 
centered on the base of the approximately 10-foot-long tall. Once the 
jaws damp shut, prey Is not released untll It, or the crocodile, Is dead. 

Crocodilian 
Illustration: Page 165 

Jdentlfier: Animal. Reptilia. Crocodylla. var. 
Habitat: exterior /Erth, Afrik, Amazonia. Azlr, Magmut Vargaard 

Interior .l'Erth, Outer Band. Northern Region 
Interior /Erth, Outer Band, Southern Region 

Size: Various (3xhwnan size usually) 
(5'-15' L, 150-900#) 

Number Appearing: 5-50 (5010) 
Modes at Rates of Movement: 

Crawl: 60 yds/BT 

Run/Rush: 120 yds/BT (1 BT only), 24 yds/CT (1 CT only) 
Swim: 180 yds/BT 

Initiative Modifters: Human Standard 

Outstanding K/S Areas/Sub-Areas at SIEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/16/­

AttracUveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 

Average Armor Protection: 10 
Quirks: Nil 

Attacks 
Bite 
Tall Smash 

BAC 
30 
20 

Damage Type Base 
p 100· 

Btr• 2D3t 

Bonus 
8 
8 

• Any successful strike Indicates the crocodillan has dosed Its 
jaws on the subject, the victim Is then held fast and each er 
thereafter he suffers an automatic 103 PD until the crocodlle 
Is slain or the subject ls dead. 

• • Impact damage cannot be absorbed by any type of armor 
except run Plate armor. 

t Anyone hit by this attack ls knocked down and must spend the next 
CT geWng back up and can't do anything other than that. 

Powers: Nil 

Stat1stical Detail: 
Base Scheme (+/- 03) 
M (Cunning): 20 
MM: 10 
MMcap: 4 
MMPow: 3 
MMSpcl: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpcl: 3 

P: 180, WL: 135, CL: 162 
PM: 100 PN: 80 

PMcap: 56 PNCap: 36 
PMPow: 20 PNPow: 20 
PMSpcl: 24° PNSpcl: 24• 

• Divide by 3 for effective PMSpcl and PNSpd of 8. 

Armor Scheme: 
Area Pierce Cut Blunt nre Chem. Stun !!Jee. 
Ultra 12 16 20 4 4 20 4 
Super 9 12 15 3 3 15 3 
Vital 6 8 10 2 2 10 2 
Non 3 4 5 1 1 5 1 
Average 7 10 12 2 2 12 2 

Commentary at Description: 
This category lndudes large aquatic and semi-aquatic fonns 

such as gavlals, calmans, and alligators found both on the surface 
of Exterior .tErth as well as the Interior polar regions. A<; with all 
crocodlllans, once the jaws damp shut, prey Is not released until It, 
or the reptile, ls dead. 
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Deer 
Wustratlon: Page 165 
ldentlfle.rz Animal. Mammalia, Artlodactyla, Cervld 
Habitat: Exterior /Erth . .IEropa. Amazonia, Azir. Vargaard 
Size: 2xhuman-slze 

(3'-6+' L; 34·+· T; 110-450#) 

Number Appearlngz 1 or 3-12 (1010+2) 
Modes a Rates ol Movement: 

Walk: 80 yds/BT 
Trot.: 160 yds/BT 
Run/Charge (flee): 24-0 yds/BT and 400 yds/BT (1 BT only) 

Initiative ModJftus: Human Standard 
outstanding K/S Area.s/SUJ>.Areas a smEP: Nil 
Joss Factors: 0 
Dodging/Avoidancez Nil and -/25/­
Attractlveness: Nil 
lnwlnerabilltles: Nil 
Susceptibilities: Nil 
Average Armor l"rotectJon: 2 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Forehooves (x2) 20 B 106 5 
Horns 35 p 2D3" 5 

• Double PD If charging and striking 

Powersz Nil 

Statistical Detail: 
Base Scheme (+/- D3) 
M (Cunning): 1 O 
MM: 5 
MMC8p: 2 
MMPow: 1 

MMSpd: 2 

MR: 5 
MRCap: 2 
MRPow: 1 

MRSpd: 2 

P: 14-0, WL: 105, CL: 126 
PM: 65 fr!.: 7 5 
PMcap: 24 PNcap: 21 
PMPow: 17 PNPow: 22 

PMSpd: 24 • PNSpd: 26 • 

• Divide by 2 for effective PMSpd of 12 and PNSpd of 13. 

Armor Schemez 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 4 4 4 0 0 4 0 

Super 3 3 3 0 0 3 0 

Vital 2 2 2 0 0 2 0 

Non 1 1 0 0 1 0 

Average 2 2 2 0 0 2 0 

commentary a Description: 
Deer are quadrupedal herbivores which inhabit a wide range of 

forested and plains territories. The many species not treated Indi­
vidually are here blended Into an average for sake of brevity. The 
gamemaster Is free to develop unique treatments of separate 
species as Is seen fit Lone Individuals will be bucks. Deer often 
gather ln herds, usually consisting of no more than a dozen of the 

same sex. Pairs or small groups of a buck and several does form 
briefly at mating. f'emales bear 1-2 fawns each year. Male deer have 
a rack of antlers used for mating ritual (rutting), food gathering, and 
combat. f'emales have no antlers. Depending on aggressiveness, a 
male will stand (60%) or flee (4-0%) lnthefac:e of a predator. f'emales 

will generally flee danger, as will young. 

Deer, Sambar 
DlustratJon: Page 165 

ldentlfle.r: Animal, Mammalia, Artlodactyla, Cervld 
Habitat: ~rlor .IErth. Azlr (Jilndlc subcontinent) 
Slzez 3xhuman-slze 

(6'-8' L; 4-5' T; 400-700#) 
Number Appearing: 1or3-9 (3D3) 
Jllodes a Rates ol Movement: 

Walk: 90 yds/BT 
Trot: 180 yds/BT 
Run/Charge (f'lee): 270 yds/BT and 400 yds/BT (1 BT only) 

Initiative JllodJftusz Human Standard 
outstanding K/S Area.s/SUJ>.Areas a smEP: Nil 
Joss Factors: O 
Dodging/Avoldancez Nil and -/24/­

Attractlvenessi Nil 
lnwlnerabilltles: Nil 
SUsceptiblHtiesi Nil 
Average Armor Protectlon: 2 
Quirks: Nil 

Attacks BAC Damage Type 
f'orehooves (x2) 25 
Antlers 35 

• Double PD If char@ng and stJiklng 

Powers: Nil 

StatJstJcal Detail: 

B 
p 

Base 
106 
2D3* 

Bonus 
8 
8 

i Base Scheme (+/- D3) 
· M (CUnnlng): 1 O P: 200, WL: 150, CL: 180 

MM: 5 MR: 5 PM: 100 PN: 100 
MMCap: 2 MRCap:2 PMCap: 44 PNcap: 4-0 

MMPow: 1 MRPow: 1 PMPow: 20 PNPow: 24 

MMSpd: 2 MRSpd: 2 PMSpd: 36 • PNSpd: 36 • 

• Divide by 3 for effective PMSpd and PNSpd of 12. 

Armor Schemei 
Area Pierce Cut Blunt Fire Chem. Stun !Slee. 
Ultra 4 4 4 0 0 4 0 

Super 3 3 3 0 0 3 0 

Vital 2 2 2 0 0 2 0 

Non 1 1 1 0 0 1 0 

Average 2 2 2 0 0 2 0 
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Commentary at Descriptlon: 
This species of deer Inhabits the tropical and subtropical forests 

of the Hindle subcontinent. There are several species, which vary In 
color from a light grayish-brown to dark rust. Only stags have antlers. 
and these are usually three-tined, measuring up to 3 feet In lenglh. 
The sambar's diet consists of fruit, grass, and leaves. 

These animals are not aggressive, and usually dart Into the 
forest at the sound of Intruders. They will generally flee from 
attackers, often taking to streams to swim away from predators. The 
main threat to sambar are wild dogs, tigers, and leopards. 

Sambar sometimes gather In small herds, but are most often 
solitary. Stags will gather several does Into a harem during mating 
season, and these will be defended aggressively from rivals. Lone 
Individuals will always be bucks. Females typically bear a single fawn 
each year, though sometimes (rarely- 10% chance) a pair will be 
born. 

Dog (SmatO 
OJustraUon: Page 163 
ldentlfter: Animal. Mammalia, Carnlvora, Canld 
Habitat: exterior /Erth, general 
Size: 0.25xhuman-slze 
Number Appearing: 2-12 (206) 
Modes at Rates of Movement: 

Walk: 75 yds/BT 
Trot: 150 yds/BT 
Run: 300 yds/BT 

lnlUatfve Modifters: Human Standard 
Outstanding K/S Areas/SUJ>.Areas at S'JEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: 9 and -/40/­
AttracUveness: Nil 
lnvulnerablUUes: Nil 
SUsceptfblllties: Nil 
Average Armor ProtecUon: 2 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 

Powers: Nil 

StatisUcal Detall: 
Base Scheme (+/- 02) 
M (Cunning): 22 
MM: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 12 
MRcap: 4 
MRPow: 4 
MRSpd: 4 

p 106 0 

P: 32, WL: 24, CL: 28 
PM: 16 PN: 16 
PMcap: 6 PNcap: 6 
PMPow: S PNPow:S 
PMSpd: s· PNSpd: s· 

• Multiply by 4 to find actual PMSpd and PNSpd, I.e. 20. 

Armor Scheme: 
Area Pierce Cut Blunt /'Ire Chem. Stun l!Iec. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 1 1 0 0 1 0 
Average 2 2 2 0 0 2 0 

Commentary at DescrlpUon: 
As with cats, dogs come ln many different forms. The scheme 

above Is for an average one. The most common sorts encountered 
by adventuring personas will be either guard~ or wild dogs found 
In packs, and such animals will be a a good bit tougher. Any dog Is 
able to attack once per CT with a bite, which does as llWe as 1-2 
points PD In miniature specimens and 303 or better In the case of 
big ones. 

Medium-sized dogs weighing from 40-50+ pounds (0.Sxhuman­
slze) have double the listed P TRAIT. 

Large dogs (guard/war) of from about 70 to 200 or more pounds 
(lxhuman-slze) have 3 or even 4 times the P 'TRAIT shown. 

Note war dogs are usually clad In run Leather Armor. sometimes 
with metal reinforcement. 

The gamemaster can devise his own schemes for such breeds 
as pit bulls, chows, Dobermans, etc., by applying the Information 
above and modifying BAC and Physical damage. 

Dog, Warhound 
Olustratlon: Page 164 
ldentlften Animal, Mammalia. Carnlvora, CanJd 
Habitat: exterior~ general 
Siu: lxhuman-size 

(3' T; 120-1601) 
Number Appearing: 2-7 (106+ 1) 
Modes at Rates of Movement: 

Walk: 80 yds/BT 
Trot: 160 ydsfBT 
Run: 320 yds/BT 

lnlUatlve Modiften: Human Standard 
outstanding K/S Areas/SUJ>.Areas ar SJEEP: N1I 
Joss Factors: 0 
Dodging/Avoidance: 7 and -/~/­
Attractlveness: Nil 
InvulnerabWUes: Nil 
SUsceptlbUllles: Nil 
Average Armor Protection: 3 (see below) 
Quirks: Nil 

Attacks 
Bite 
Smash (charge) 

Fowers: Nil 

BAC 
60 
40 

Damage Type Base Bonus 
r 203+2 s 
B 203 0 
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Statistical Detail: 
Base Scheme (+/- 03) 
M (Cunning): 22 

MM: 10 
MMCap: 4 
Mffi"ow: 3 

MMSpd: 3 

Armor Schemei 

Area Pierce 
Ultra 4 
Super 3 

Vital 2 
Non 1 
Average 2 

MR: 12 
MRCap: 4 
MRPow: 4 
MRSpd: 4 

cut Blunt 
4 8 
3 6 
2 4 
1 2 
2 5 

Commentary a Desaiptioni 

P: 166, WL: 85, CL: 104 

PM: 58 PN: 58 
PMCap:21 PNCap:21 
PMPow: 18 PNPow: 18 

PMSpd: 19 PNSpd: 19 

!'Ire Chem. Stun e1ec. 
0 0 8 0 
0 0 6 0 
0 0 4 0 
0 0 2 0 
0 0 5 0 

Warhounds are similar to their domesticated relatives only in 

general appearance. Warhounds are massively powerful dogs espe­
cially bred for ferocity and war. They stand about 3 feet at the 
shoulder and weigh between 120 and 160 pounds. Size and mass 
are comparable to modem Irish wolfhoun~ and bull ma.stiffs. 

Smash attack damage Is from the leap of a running (charging) 
animal leaping to strike Its opponent. 

The temperament of a warhound Is such that they must 
constantly be muzzled when out of their pens or they will severely 
iajure or even kill an unfamiliar person or animal. Warhounds 
typically attack with their powerful bite, although a few have been 
trained to attack with metal spurs attadled to their forepaws 
(damage 106 Piercing). 

Warhounds are often outfitted with specially made leather or 
studded/spiked leather armor and chain or leather head guards. The 
muzzles are equipped with a quick release catch that can be 
unlocked In the course of a single CT as if one were drawing a 
weapon. 

Damage BUCs Avg YrotectJon 
Metal Spikes 106 p 100 
Leather Armor• 250 7 USVN 
Studded Leather• 500 10 USVN 
Spiked Leather· 103r· · 525 10 USVN 
Chain Head Guard 250 12 lN 
Muzzle (Leather lk Iron) 20 4 

• Leather armor comes with leather head guard of appropriate 
type. 

• • On Initial jumping contact or when grabbed about the body. 

Dog, Wik1 
Dlustratlom Page 164 
ldmtiflui Animal, Mammalia. Camlvora. Canld 
Habitat: exterior £rth, Afrik, Allr, Vargaard 
Si.zea 0.5xhurnwwb.e 

(2'·3' T; 50-1001) 
Numba" Appearing: 6-36 (606) 
fllodes a Kates ol Movement: 

Walk: 85 y~/BT 
Trot: 170 y~/BT 
Run: 320 y~/fil 

Initiative Mocliftas Human Standard 
outstanding K/S .Areas/ SUb-Areas a SIEl!P: NII 
Joss Factors: O 
Dodging/A.voklancei 11 and -/42/­

AttractJveneas: NU 
lnwlnerabllltJes: Nil 
SU5c:eptibilities: NII 
Average Armor FrotectJon: 2 
QulrU: NU 

BA.C Damage Type Bonus 
Bite 45 p 203 4 (5). 

•nie number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Poweras Nil 

Statistical Details 
Base Scheme (+/- 03) 
M (CUnnlng): 20 

MM: 10 
MMCap: 4 
Mffi"ow: 3 
MMSpd: 3 

MR: 10 
MRCap: 4 
MRPow: 3 
MRSpd: 3 

P: 84, WL: 63, CL: 75 
PM: 44 PN: 40 
PMCap: 17 PNCap: 16 
PMPow: 16 PNPow: 13 
PMSpd: 11 • PNSpd: 11 • 

• Multiply by 2 for effective PMSpd and PNSpd of 22. 

Armor Schemei 
Area Pierce cut Blunt f'ire Chem. Stun eJec. 
Ultra 4 4 4 0 0 4 0 

Super 3 3 3 0 0 3 0 

Vital 2 2 2 0 0 2 0 
Non 1 0 0 I 0 
Average 2 2 2 0 0 2 0 
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Conunentary a Description: 
Wild dogs represent a wide variety of mongrellzed types runnlng 

at large. The typical specimens range In size from 40 to 60 or so 
pounds, and are found virtually anywhere. Such wild dogs ~these 
are cautiously ag;vessive and hungry most of the Ume. Individually, 
they are not so fierce, but they become near fearless when encoun­
tered In large pack.s and are hungry. 

Any pack of wild clogs wlU pursue their Intended prey literally for 
hours, harrying It to the brink of exhaustion. Once a pack d dogs is 
sucx:essful In running Its prey down, only then will It atack. pulling Its 
victims down and tearingo\.tthelr~. Thus, belngatackedbya pack 
of wild dogs can cause even the mo&. hearty adverturer to ainge>--for 
the fae of a persona's mount will soon be the persona's fate as well. 

For every addlUonal four dogs beyond the lnlUal six. acijust the 
Aggressiveness fad.or + 10%. An HP with Animal Handling can 
attempt to domesUcate a wild dog given time (use Animal Handling 
rules) but will be unable to affect more than a pair. 

Special wild dog kinds are the Afrikkan wild dog and the Hindle 
dhole. 

Afrikkan Wl/d Dog: Pack size of 2-12 adults, and 4-12 sub­
adults. Charge movement of 520 yds/BT for 1 AT maximum; +2 P 
TRAIT.Prows @18. Physical damage bonus 6. 

Dhole: Pack size of 10-20 (206+8) adults, plus sub-adults equal 
to adult number plus 203. Charge movement of 440 yds/BT for 1 BT 
maximum; +12P11WT. PPows@l7. Physicaldamage'T}'peC/Pand 
bonus 5. Hunt from ambush or drive prey by forming a curving line, 
attack to disembowel. 

Dolphin 
DlustraUon: Page 163 

ldenUften Animal, Mammalia, Cetacean, Delphinld 
Habitat: Exterior J£rth Marine Fauna 
Size: 3xhuman-size 

(8'·1 2' L; 250-500+#) 
Number Appearing: Pods of 10-100 (10010). up to 1000 
Modes & Rates of Movemenb 

Swim: 360-440 yds/BT 
Initiative Modlfta-s: Human Standard 

outstanding K/S Areas/Sub-Areas a smus Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and 12/18/­
Attractivenes.s: Nil 
lnvulnerabllities: Nil 
SusceptiblUties; Nil 
Average Armor Protection: 3 
Quirks: Nil 

Attacks BAC Damage Type 
Bite 
Ram 

50 
50 

p 

B 
206 
403 

Bonus 
15 (17)" 
15 (17). 

·111e number in parentheses ls the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detalls 
Base Scheme (+/- 03) 
M: 40•, eL: 32 P: 180, WL: 135, CL: 162 
MM: 20 MR: 20 PM: 90 PN: 90 
MMGap: 8 
MMPow:6 
MMSpd: 6 

MRGap: 8 
MRPow: 6 
MRSpd:6 

PMGap: 36 PNCap: 36 
PMrow: 27 PNPow: 27 
PMSpd: 27•• PNSpd: 27•• 

• May be Mentally attacked 
• • Divide by 3 for effecUve PMSpd and PNSpd of 9. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun £Jee. 
Ultra 4 4 8 o· 0 8 0 
Super 3 3 6 o· 0 6 0 
Vital 2 2 4 o· 0 4 0 
Non 1 1 2 o· 0 2 0 
Average 2 2 5 o· 0 5 0 

• Animal In water • Invulnerable. 

Commentary & Descriptiom 
l"rlendlydolphlnsfollowshlps.p~alongskle.Thesewaterbome 

manunals &'Wim at 14-24 knas, and dive for more than seven ml~ 
Bottlernosed dolphins are the large.st.. reaching up to 1400 powm They 

are the natural enemies d seagoing predaors such as the sha!k.. P~ 
of dolphins can klll or drive away aU but the large.st of sharK.s. 

Eagle 
Dlustration: Page 163 
ldentlften Animal, Aves, Falconlfonnes, var. 
Habitat: exterior J£rth, J£ropa, Afrik. Amazonia, Azlr, Vargaard 
Size: 0.25xhuman-slze 
Number Appearing: 
Modes a Rates of Movement: 

fly: 360 yds/BT 
Soar: 807 yds/BT 
Plummet: 1760 yds/BT 

Dodglng/Avoldancei 9 and-/40/-
Jnltlative Modlfta-s: Human Standard 
Outstanding K/S Areas/Sub-Areas a smu: Nil 
Joss Factors: 0 
Attractivene55: NII 

lnvulnerablllties: NII 
SU.sceptlbllltfes: Nil 
Average Armor Protection: 2 
Quirks: NII 

Attacks BAC Damage Type 
Talonsx2 
Bite (beak) 

40 
35 

• Double PD If diving attack. 

r 
c 

Base 
103· 

102 

Bonus 
0 
0 
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Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 02) 
M (Cunning): 20 
MM: 10 
MMcap: 4 

MMPow: 5 
MMSpd: 5 

MR; 10 

MRcap: 4 
MRPow: 5 
MRSpd: 5 

P: 36. WL: 27, CL: 52 
PM: 18 PN: 18 
PMcap: 7 PNcap: 7 
PMPow: 6 PNPow: 6 
PMSpd: 5 ' PNSpd: 5' 

• Multiply by 4 to find actual PMSpd and PNSpd, i.e., 20. 

Armor Scheme: 

Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 4 4 4 0 0 4 0 

Super 5 5 5 0 0 5 0 

Vital 2 2 2 0 0 2 0 

Non 0 0 0 
Average 2 2 2 0 0 2 0 

Commentary a Description: 
Eagles are found mostly ln wlldjungles or mountainous regions. 

where they make their nests high atop some huge tree or rocky crag. 

A typical encounter will be with a solitary eagle in flight. unless the 
HPs venture to the aerie, in which case there will be a mated pair and 

105 eggs. 

Eel 
Illustration: Pages 165 and 17 4 
ldentifler: Animal, Pisces. Teleost. Anguillifonn 

Habitat: ~terior t'Erth Marine Fauna 
Size: 0.25Xhumarrslze 

(5'-12' L (giants 15~181: l+' diameter) 

Number Appearing: 1 or 4-12 (405) 
Modes tr Rates of Movement: 

Swim: 140 yds/BT 
Initiative Modlfta-si Human Standard 
Outstanding K/S Area.s/SUb·Areas tr STEEP: Nil 

Joss factors: O 
Dodging/Avoidance: 15 and-/44/­
Att.ractiveness: Nil 

Invulnerabilities: Nil 
SU.sceptlblllties: Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 

Bite 65 p 105+1 

' The number In parentheses Is the damage bonus with the 

damage bonus due to high BAC added. 

Powers: NII 

0 (5)' 

Statistical Detail: 
Base Scheme(+/- 02) 
M (Cunning): 1 O 
MM: 5 
MMcap: 2 
MMPow: 1 

MMSpd: 2 

MR: 5 
MRcap: 2 
MRPow: 1 

MRSpd: 2 

P: 56t. WL: 27. CL: 52 
PM: 17 PN: 19 
PMcap: 1 PNcap: 1 
PMPow: 5 PNPow: 6 
PMSpd:5' PNSpd:6' 

t Add 6 points to P TRAIT for every one-foot of length above 8 ·• 

distributing the points 2/cap and l/Pow. Effective Spd 

remains the same (20/24) despite size Increase. 

• Multiply by 4 for effective PMSpd of 20 and PNSpd of 24. 

Armor Scheme: 

Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 4 4 4 o· 0 4 0 

Super 3 5 5 o· 0 5 0 

Vital 2 2 2 o· 0 2 0 

Non 1 o· 0 1 0 

Average 2 2 2 o· 0 2 0 

• Animal in water • Invulnerable. 

Commentary a Description: 
This sinuous. snake-like animal may be found In fresh- or 

saltwater. They typically Inhabit rocky clefts and small spaces where 
they lair. Eels are of minimal danger unless their territory Is Invaded, 

at which point they become very aggressive. especially saltwater 

morays. They are capable of delivering a vicious bite and will strike 

as long as the Interloper Is present. Their strike range Is equal to one.­

half body length. 
Large ones have an additional + 1 added for Physical damage for 

each one foot length over 9', I.e.. 10'. 105+2, 11' a 105+5, and 12' • 

105+4. 
Olant·slzed eels gain a full additional 105 added for each foot 

over l2'1ength they attain. Thus. for example, a moray of 15'1ength 
has Physical damage from Its bite of 205+4, while one of 14' has 

505+4. 
Eels are solitary except when spawning. when they may be 

found In groups up to a dozen In number. 

EeL Electric 
Illustration: Page 165 
ldentifle.r: Animal. Pisces. Teleost, Anguillifonn 

Habitat: ~terior ....erth, Marine Fauna. Amaz.onia 

Size: 0.25Xhuman-size 
(4'-6' L; l' diameter) 

Number Appearing: 2-6 (203) 
Modes 8t Rates of Movement: 

Swim: 140 yds/BT 
Initiative i'lodlfters: Human Standard 
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Outstanding K/S Areas/Sub-Areas ~ STEEFi Nil 
Joss f'actorsi 0 
Dodglng/Avoldancei 9 and -/40/­
Att.ractlvenessi Nil 
lnvulnerabllltlesi Nil 
Susceptlbllltlesi Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 
e1ectrical 

45 
Special• 

p 103 0 (1) .. 

electrical See below o 

• Automatic damage to all within 15' while touching water. 
·•Tue number In parenUteses ls Ute damage bonus wlUt Ute 

damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 02) 
M (Cunning): l O 
MM:5 MR: 5 

MRcap: 2 
MRPow: l 
MRSpd: 2 

MMcap: 2 
MMPow: l 
MMSpd: 2 

P: 32, WL: 24, CL: 28 
PM: 13 PN: 19 

PMcap: 5 PNcap: 1 
PMPow: 4 PNPow: 6 
PMSpd: 4 • PNSpd: 6 • 

• Multiply by 4 for effective PMSpd of 16 and PNSpd of 24. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 4 4 4 o· 0 4 
Super 3 3 3 o· 0 3 
Vital 2 2 2 o· 0 .2 

Non l l o· 0 l 
Average 2 2 2 o· 0 2 

• Invulnerable (If In water) 

Commentary ~ Desaiptloni 
Inhabiting rivers, lakes, and ponds, Utese freshwater cousins of 

Ute eel are just as territorial. They have a single row of small. sharp 
teeUt, and feed upon fish. fr~. and lizards. Their lairs are typically 
In rocky outcroppings and underwater crevices. In addition to a 
savage bite, electric eels are capable of generating a moderate 
electrical charge. Such an attack is sufficient to cause 106 Electrical 
damage to any creature touching Ute water w!Utln 15'. The damage 
ls doubled for every 5' closer to Ute eel: 206 wlUtin l O'; 406 within 
5'; 806 if almost or actually touching Ute creature. The sudden jolt 
will Stun a victlm for 203 CTs time unless Ute Individual Is able to 
make a successful roll against Utelr PNcap score at a DR of "Very 
easy* (x4) at 15' range, "easy* at 10' range, "Moderate" at 5' range, 
and "Hard" at O' range. 

Elephant Af nKkan 
mustratlom Page 164 
ldenUften Animal. Mammalia. Proboscldea, elephantld 
Habltati exterior /&th, Afrlk 
Size: 24xhuman-slze 

(25' L; 13' T; up to 7 tons) 

Number Appearing: l or 2-12 (206) or 6-60 (6010) 
Modes l!c Rates of Movement: 

Walk: 170 yds/BT 

Trot: 34-0 yds/BT 
Run/Charge: 510 yds/BT (I BT only) 

lnlUatlve Modlfteni Human Standard 
Outstanding K/S Areas/Sub-Areas a STEEFa Nil 
Joss f'actorsi 0 
Dodglng/Avoldancea Nil and -/12/­
Attractlveness: Nil 
lnvulnerabllltlesi Nil 
Susceptlbllltlesi Nil 
Average Armor Protectlon: 11 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Tusks (x2) 

Trunk 
Trample ... 

00 
35 
20 

r· 806. 24 
B 206.. 0 

It 606 24 

• Plus 806 Impact damage If charging. 
• • Constrlctlng PD lastlng only 1 er. An opponent up to 3xhuman­

slzed will be caught fast and unable to act effectively, Ulen 
hurled away to suffer 2010 Impact Physical damage or Utrown 
to Ute elephant's feet for trampling! 

• • • Applicable only when opponent ls at Ute elephant's feet and 
ls under 4 feet In height, or has been knocked down so as not 
to exceed Utat height. 

t Impact damage cannot be absorbed by any type of armor oilier 
Utan Pull Plate armor. 

Powers: Nil 

StaUstlcal Detaih 
Base Scheme (+/- 5D5) 
M (Cunning): 1 O 
MM: 5 
MMcap: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRcap:2 
MRPow: 1 
MRSpd: 2 

P: 680, WL: 510, CL: 612 

PM: 34-0 PN: 34-0 
PMcap: 160 PNcap: 160 
PMPow:36 PNPow:36 
PMSpd: 144• PNSpd: 144• 

• Divide by 24 for effectlve PMSpd and PNSpd of 6. 
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Armor Sche me: 
Area Pierce Cut Blunt Fire Chem. Stun e/ec. 
Ultra 12 12 24 8 8 24 8 
Super 9 9 18 6 6 18 6 
Vital 6 6 12 4 4 12 4 
Non 3 3 6 2 2 6 2 
Average 7 7 15 5 5 15 5 

Commentary & Descriptlon1 
The loxodont, or Afrikkan elephant, is the largest of Its kind 

dwelling on the exterior of .iErth. In the wild, it will be encountered 
alone or in herds of considerable size. Lone individuals and small 
herds are exclusively bulls. 

This form of elephant can be domesticated and Is able to carry 
at least 2000 pounds burden without being appreciably slowed. 

Elephant Azirian 
mustratlon: Page 165 
ldentlfter: Animal, Mammalia. Probo.5cidea. Elephantid 
Habitat: Exterior .iErth, Azir 
Size: 24xhurnan-slze 

(21' L; 8'·11' T; up to 6 tons) 
Number Appearing: 1 or 2-10 (205) or 5-50 (5010) 
Modes & Rates of Movement: 

Walk: 160 yds/BT 
Trot: 320 yds/BT 
Run/Charge: 480 yds/BT ( 1 BT only) 

Initiative Modlfters; Numan Standard 

OutstandJng K/S Areas/Sub-Areas & STEEP: Nil 
Joss Factora: 0 
Dodging/Avoidance: Nil and -/12/­
Attractlve nes.s: Nil 
lnwlnera bllitles: NII 
Susceptibllltles: NII 
Average Armor Protectlon1 11 
Quirb: Nil 

Attacks BAC Damage Type Base Bonus 
Tusks (x2) 

Trunk 
Trample· ·· 

:30 
35 
20 

• 606 Impact damage If charging. 

p• 305• 20 
B 206.. 0 

11 206 20 

• • Constricting PD lasting only l CT. An opponent up to 3xhurnan­
slzed will be caught fast and unable to ad effectively, then 
hurled away to suffer 2010 Impact Physical damage or thrown 
to the elephant's feet for tramplingl 

• • • Applicable only when opponent is at the elephant's feet and 
Is under 4 feet In height, or has been knocked down so as not 

to exceed that height. 
t Impact damage cannot be absorbed by any type of armor 

except full Plate armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 505) 
M (Cunning): 1 O P: 640, WL: 480, CL: 576 
MM: 5 PM: 320 PN: 320 
MMcap: 2 
MMPow: l 
MMSpd: 2 

MR: 5 
MRcap: 2 
MRPow: 1 
MRSpd: 2 

PMcap: 144 m cap: 144 
PMPow:32 PNPow:32 
fMSpd: 144 • PNSpd: 144 • 

• Divide by 24 for effective PMSpd and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun E/ec. 
Ultra 12 12 24 8 8 24 8 
Super 9 9 18 6 6 18 6 
Vital 6 6 12 4 4 12 4 
Non 3 3 6 2 2 6 2 
Average 7 7 15 5 5 15 5 

Commentary & Description: 
In the wild Azlrian elephants will be encountered alone or in 

herds of considerable size. Lone Individuals and small herds are 
bulls. 

The standard domesticated/working elephant. Slightly smaller 
than Its Afrikkan cousin. the Azirian elephant Is able to bear loads of 
1500 pounds without trouble. 

There Is a Shrijavtlan sut><>pecies of Azirian elephant which Is 
found on the Island of Sumatra. Note the following differences: 

Weight is about 1 ton less than standard. 
Males only have tusks and that attack form. 
Physical damage bonus is 16 (rather than 20). P/Pows of 28. 
P TIWT base is 536 and P Spds are 4 (96 points/ATIBIBlJl'E). 

Elephant Plantif rons 
Illustrations Page 164 
ldentlfter: Animal. Mammalia. Probo.5cidea. Elephantid 
Habitat: Exterior IErth. Northern Magmur 

Slze1 6xhuman-size 
(5 · tall at shoulder; 1500 • 2000+#) 

Number Appearing1 4-12 (403) 
Modes & Rates ot Movement: 

Walk: 90 yds/BT 
Trot: 180 yds/BT 
Run/Charge: 270 yds/BT (1 BT only) 

Inltlatlve Modlftersi Numan Standard 
OutstandJng K/S Areas/Sub-Areas a STEEP: NU 
Joss Factora1 O 
Dodging/Avoidance: NU and - / 16/­
Attractlvenes.s: Nil 
lnwlnerablllties: Nil 
SU.scept1blllt1es: NII 
Average Armor Protection: 7 
Quirb: Nil 
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Attacks 
TusX.s (x2) 

Trunk 
Trample••• 

BAC 
25 
30 
20 

Damage Type Base Bonus 
p• 300· 18 
B 200·· 0 

It 206 18 

• Plus 306 Impact Physical damage if charging. 
• • Constricting PD lasting only 1 CT. An opponent up to l xhuman­

sized will be caught fast and unable to act effectively, then 
hurled away to suffer 2010 Impact Physical damage or thrown 
to the elephant's feet for trampling! 

• • • Applicable only when opponent Is at the elephant's feet and 
Is under 2 feet In height, or has been knocked down so as not 
to exceed that height. 

t Impact damage cannot be absorbed by any type of armor 
except Full Plate armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 06) 
M (Cunning): 1 O 
MM: 5 
MMCap: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRCap: 2 
MRPow: 1 
MRSpd: 2 

P: 360, WL:270,Cu324 

PM: 180 PN: 180 
PMCap: 102 PNCap: 102 
PMPow:30 PNPow:30 
PMSpd: 48• PNSpd: 48• 

• Divide by 6 for effective PMSpd and PNSpd of 8. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 12 12 12 0 0 12 0 
Super 9 9 9 0 0 9 0 
Vital 6 6 6 0 0 6 0 
Non 3 3 3 0 0 3 0 
Average 7 7 7 0 0 7 0 

Commentary lit Description: 
This animal (Plantlfrons) Is a relatively small Azirlan elephant 

that lives exdusively along the northern coastline of Magmur. 
Feeding on the leaves and sparse vegetation there. these diminutive 

Elephantids gather in small herds and roam the rocky grasslands. 
They are shy and gentle unless the herd Is attacked, whereupon the 
adult males will vigorously defend the females and young. 

Elephant Pygmy Atlantlan 
(Pygmyphant) 

Wustratlon: Page 165 
ldentiJten Animal, Mammalia. Proboscldea, Elephantld 
Habitat: Exterior !Erth: Atlantl, and very rarely N. Afrik 

lnterlor /Erth, Outer Band. Northern Region 
Size: 2xhurnan-size 

(3' T) 

Number Appearing: 60-90 (( 1D4+5)xl0) 
Jllodes lit Rates of Movement: 

Walk: 80 yds/BT 
Trot: 160 yds/BT 
Run/Charge: 240 yds/BT (1 BT only) 

Initiative Jllodiften: Human Standard 

outstanding K/S Areas/SUb-Areas lit s:mEF: NU 
Joss Factors: O 
Dodging/Avoidance: Nil and-/18/­
Attractiveness: Nil 
Inwlnerabilitles: Nil 
Susceptiblllties: NII 
Average Armor Protection: 7 
Quirks: Nil 

Attacks BAC Damage Type Base 
TusX.s (x2) 

Trample•• 

Trunk 

25 
10 

30 

• Plus 206 Blunt damage If charging 

p 200· 

B 206 
B 106 

Bonus 
12 
12 
0 

• • Applicable only when opponent Is at the elephant's feet and Is 
under 1.5 feet In height. or has been knocked down so as not 
to exceed that height. 

Powers: Nil 

StatistJ.cal Detail: 
Base Scheme (+/- 03) 
M (Cunning): 30 
MM: 16 
MMCap: 6 
MMPow: 6 
MMSpd: 4 

MR: 14 
MRCap: 5 
MRPow: 5 
MRSpd: 4 

P: 200, WL: 150, Cu 180 
PM: 100 PN: 100 
PMCap: 58 PNCap: 58 
PMPow: 24 PNPow: 24 
PMSpd: 18. PNSpd: 18. 

• Divide by 2 to find PMSpd and PNSpd of 9. 

Armor Scheme: 
Area Pierce Cut Blunt F'ire Chem. Stun Elec. 
Ultra 12 12 12 0 0 12 0 

Super 9 9 9 0 0 9 0 

Vital 6 6 6 0 0 6 0 

Non 3 3 3 0 0 3 0 

Average 7 7 7 0 0 7 0 
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Commentary at Desc:riptlon: 
Standing only 3 ' tall at the shoulder; this dlmlnutive elephant 

(flphas Falconeri) Inhabits out-Of-the-way locations, where there are few 

large predators. lts cunning. ~of nwnbers and a tightly knit. social 
hero is the primary defense of the smallest of the Elephantids. 

Elephant Woolly Mammoth 
Illustration: Pages 163 and 185 
ldenUften Animal, Mammalia. Probo.scldea elephanUd 
Habitat: exterior .iErth, Northern Yargaard 

Interior .t"Erth, Outer Band, Northern Region 
Size: 24xhwnan-slze 

(10+' T) 

Number Appearing: 10-30 (1D3xl0 or 1003) 
Modes at Rates of Movement: 

Walk: 120 yds/BT 
Trot: 240 yds/BT 
Run/Charge: 360 yds/BT ( 1 BT only) 

Initiative Modifiers: Human Standard 
Out.standing K/S Areas/SUb-Areas 8t Sl'EEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: NII and -/14/­
Attractivenes.s: NII 
lnvulnerablllties: Nil 
Susceptibilities: Nil 
Average Armor Protection: 11 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Horn(fusk (x2) 

Trunk 
Trample· ·· 

35 

30 
25 

p• 806 
B 200•• 
lt 206 

40 

0 
40 

• Plus 806 Impact Physical damage If charging. 
• • Constricting PD lasting only 1 CT. An opponent up to 3xhwnan­

sized will be caught fast and unable to ad effectively, then 
hurted away to suffer 20 l O Impact Physical damage or thrown 
to the elephant's feet for trampling! 

• • • Applicable only when opponent Is at the elephant's feet and 
Is under 3 feet In height, or has been knocked down so as not 
to exceed that height. 

t Impact damage cannot be absorbed by any type of armor 
except FUii Plate armor. 

rowers: Nil 

Statlstical Detail: 
Base Scheme (+/- 010) 
M (CUnning): 1 O 
MM: 5 
MMCap: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRCap: 2 
MRPow: 1 

MRSpd: 2 

P: 780, WL: 585. CL: 702 

PM: 390 PN: 390 
PMCap: 170 PNCap: 170 
PMPow: 52 PNPow: 52 
PMSpd: 168• PNSpd: 168• 

• Divide by 24 for effective PMSpd and PNSpd of 7. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. stun ~lee. 

Ultra 12 12 24 8 8 24 8 

Super 9 9 18 6 6 18 6 

Vital 6 6 12 4 4 12 4 

Non 3 3 6 2 2 6 2 

Average 7 7 15 5 5 15 5 

Commentary 8t Description: 
Herds of woolly mammoths (Mammuthus prlmagenus) dwell on 

the cold tundra of the Northern Outer band. 
Identified by their fatty humps, they are protected from the 

elements In their habitat by their thick, shagJy black coats. 

Elk (WapitO 
Illustration: See below 
ldenUften Animal, Mammalia, Artlodactyla. Cervld 
Habitat: exterior .iErth, Azlr, Vargaard 

Size: 3xhwnan-slze 
(4.5~5+' Tat shoulder; 520-1000#) 

Number Appearing: 4-12 (403) 
Modes 8t Rates of Movement: 

Walk: 90 yds/BT 
Run/Charge: 270 yds/BT and 400 yds/BT (1 BT only) 

Initiative Modlfters: Human Standard 
Out.standing K/S Areas/SUb-Areas at smEP: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil and -/26/­
Attractiveness: Nil 
lnvulnerablllties: Nil 
Susceptibilities: Nil 
Average Armor Protection: 2 
Quirks: Nil 
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Attacks BAC Damage Type Base Bonus 
Homs (Antlers) 
or 

25 r 203· 10 

f"orehooves (x2) 15 C/B 106 10 

• Double ro If charging and striking. 

Powers1 Nil 

StaUsUcal Detalb 
Base Scheme(+/- 03) 
M (Cunning): 1 o 
MM:5 

P: 200, WL: 150. CLe 180 
PM: 110 PN: 90 

MMCap: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRCap: 2 
MRPow: 1 
MRSpd: 2 

PMcap: 46 PNcap: 36 
PMPow: 22 PNPow: 18 
PMSpd: 42* PNSpd: 36* 

• Divide by 3 for effectlve PMSpd of 14 and PNSpd of 12. 

Armor Scheme: 
Area Pierce Cut Blunt !'Ire Chem. Stun Blee. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 1 0 0 1 0 
Average 2 2 2 0 0 2 0 

Conunentary a Description1 
These animals ( Cervus canadensls) Inhabit mountainous wood­

land and forest areas. Their coat Is coarse and reddish brown to 
tawny In color. Males have large. branched antlers. which are lost and 
regrown each year. often with an additional branch. 

Adult males form herds that are separate from the females, 
adolescents. and young. Each stag forms hls own territory during 
matlng season. and seeks to attract as many females as possible. 
Stags are highly agwesslve during thls tlme, and they will ferociously 
defend such a harem from all Intruders. 

flsh (Small Carnivorous) 
Dlustration: See above 
Identlfter: Animal. Plsces. Teleost. var. 
Habltall Bxterlor IErth. general 

Interior .tErth, Intermediate Band, Marlne, Tropical Waters 
Size: O. lxhuman-slze 

(l'-2' L) 
Numbtt Appearing: 40-120 (4D3xl0) or 400 
l'fodes a Kates of l'fovemenll 

Swim: 250-350 yds/BT 
Initiative l'fodlflens Human Standard 
outstanding K/S Areas/SubaAreas a smEP1 Nil 
Joss Factors1 o 
Dodging/Avoidance: 19 and-/50/­
Attractivenessi Nil 

Invulnerablllties1 Nil 
SUsceptlbllltles: Nil 
Average Armor Protection: 0 
Qui.rks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 40 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/-02) 
M (Cunning): 5 
MM: 3 
MMC3p: l 
MMPow: 1 
MMSpd: 1 

MR: 2 
MRC3p: 1 
MRPow: 1 
MRSpd:O 

r l point 

P: 15. WL: 11. CLe 13 
PM:6 
PMC3p:2 
PMPow: 2 
PMSpd: 2• 

PN:9 
PNC3p:3 
PNPow: 3 
PNSpd:3* 

0 

• Multlply by 10 for effectlve PMSpd of 20 and PNSpd of 30. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 0 0 0 o· 0 0 0 
Super 0 0 0 o· 0 0 0 
Vital 0 0 0 o· 0 0 0 
Non 0 0 0 o· 0 0 0 
Average 0 0 0 o· 0 0 0 

• Animal in water - Invulnerable. 

Commentary a Desafption: 
Carnivorous fish (such as piranha) are voracious. and attack 

slower moving. relatlvely defenseless vlctlms. such as seals. otters. 
and humans. With sharp teeth and rapid strike and retreat tactlcs. 
such predators can strip the flesh from their prey In minutes. 

These aquatJc killers gain an Bxceptlonal attack simllar to that 
of rats (q. v.). automatically striking targets In the water. Each creature 
will be attacked from every dlrectlon In a swirl of fins and bltlng teeth. 
suffering 303 points of Physical damage per CT. 
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F"istt Annored 
lllustratlons Page 17 4 
ldentiften Animal, l'lsoes, Teleost, et al. 
Habitats exterior AMb, general 

Interior .iErth, Outer Band. Marine, Cold. Temperate, l!l 
Tropical Waters 

Size: 0.5xhurnan-slze 
(3'-6' L) 

l'tumba' Appearlngi 5()-150 (503xl0) 

Jllodes a Rates of Movements 
Swim: 200.300 yds/BT 

JnitJative Modifte:rsa Human Standard 

outstanding K/S Areas/SUb-Area.s a smus Nil 
Joss Factors: O 
Doclglng/Avoidancei Nil and-/14/­

Attractlveness: Nil 
Jnwlnerabilitles: NII 
SUsceptibilities: Nil 
Average Armor Protectlon: 2 
Quirks: Nil 

Attacks BAC Damage Type Bue Bonus 
Bite 40 

Powers: Nil 

StatlstJcal Detail: 
Base Scheme (+/- 02) 
M (Cunning): 5 
MM: 3 MR: 2 
MMcap: 1 
MMfow: 1 
MMSpd: 1 

MRC3p: 1 
MRfow: 1 
MRSpd:O 

p 1 point 0 

P: 20, WL: 15, CL: 18 
PM:8 PN: 12 
PMC3p:3 
PMPow:2 
PMSpd: 3• 

PNC3p: 5 
PNPow: 3 
PNSpd:4• 

• Multiply by 2 for effective PMSpd of 6 and PNSpd of 8 . 

Armor Sc:beme: 
Area Pierce cut Blunt f'lre Chem. Stun £/ec. 
Ultra 4 8 4 o· 0 0 0 
Super 3 6 3 o· 0 0 0 
Vital 2 4 2 o· 0 0 0 
Non 1 2 1 o· 0 0 0 
Average 2 5 2 o· 0 0 0 

• Animal In water - invulnerable. 

Commentary a DesaiptJons 
Armored tlsh have tough scales providing protection from most 

normal att.acM as they swarm any victims who are In their domain. 
A<; with l"lsh (Small carnivorous), above, their attacks are considered 
l!.xceptJonal In nature, but there is an addltlonal component of 
damage from the swirling scales and fins as they attack potential 
prey. For each creature being so attacked, the armored fish will Inflict 
403 points of fD per Critical Tum. 

When within 30 yards of a source of light (such as the water's 
surface during daylight), the rapidly shifting metallic patterns of their 
scales cause confu.91on-treat as Mental Dazing. 

F"istt DangerOU5 
(Barracudas or other sirrular fish} 

lllustratJons Page 17 4 
Jdentiften Animal, l'lsoes, Teleost, et al. 
Habitats exterior ./Erth Marine Fauna 
Size: Various (0.25xhuman size usually) 

(3'-6+' L) 
rlw:nbel' Appearing: 4-24 (406) ln school 
Jllodes a Rates of Movement: 

Swim: 440 yds/BT 
lnitJative Modiftasi Human Standard 
OUtstanding K/S Areas/SUb-Area.s a smu: Nil 
Joss Factors: 0 
Dodging/Avoidance: 17 and - /48/- (Barracuda; other fish 
vary) 
AttractJveness: Nil 
lnwlnerabWtles: Nil 
SUsceptibiUties: Nil 
Average Armor Protection: 2 
Quirkss Nil 

Attacks BAC Damage Type Bonus 
Bite 60 

Powers: Nil 

Statlstkal Detail: 
Base Scheme (+/- 02) 
M (Cunning): 5 

MM: 3 
MMcap: 1 
MMfow: 1 
MMSpd: 1 

MR: 2 
MRC3p: 1 
MRfow: 1 
MRSpd: 0 

C/P 203 

P: 35, WL: 26, CL: 31 
PM: 17 
PMC3p:6 
PMPow:5 
PMSpd:6• 

PN: 18 
PNcap:6 
PNPow: 6 
PNSpd:6• 

0 

•Multiply by 4 to find effective PMSpd and PNSpd of 24 for 
barracuda only. 
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Armor Scheme: 
Area Pierce Cut Blunt I' ire Chem. Stun ~lee. 

Ultra 4 4 4 o· 0 4 0 
Super 3 3 3 o· 0 3 0 
Vital 2 2 2 o· 0 2 0 
Non 1 1 o· 0 1 0 
Average 2 2 2 o· 0 2 0 

• Animal In water - Invulnerable. 

Commentary 8t Descrlptloni 
Although there are many forms of dangerous fish In the seas and 

oceans of l&th, the epitome of predator fish Is the barracuda These 
fish are extremely aggressive, and will attack hwnanklnd without 
much provocation should personas find themselves In the 
barracuda's, element and there Is blood In the water. 

Barracudas have a streamlined, elongated body, with a long, 
pointed snout. The lower jaw Is prominent. with a fleshy lobe that 
adds to the streamlined effect when the mouth is dosed. Inside the 
mouth of a barracuda are numerous canine-like teeth In the jaws and 
palate. Though larger adults are typically solitary, the smaller lndl· 
vlduals often gather In schools, and even larger barracudas will 
congregate to spawn. 

For tho.se personas who might consider eating barracuda. the 
gamemaster should remember that due to the various eating habits 
of this fish, Its flesh Is often toxic, with a STR ratlng of 20 to 30. 

Another type of dangerous fish is the grouper. Crowing to a 
length of between 5 and 7 feet, and with a massive body.this aquatlc 
denizen is a voracious predator. Groupers are solitary, and extremely 
territorial, aggresslvely defending their lairs from Intruders. Grou­
pers prefer a locatJon at the rocky sea bottom where there are many, 
clefts and caves. 

flsh, Dangerous (Poisonous) 
lllustratlon: See right 
ldentlften Animal, Pisces. Teleost. et al. 
Habitats Exterior JErth Marine Fauna 
Size: Various but all Mlnlscule to Small 

Number Appearing: l or 1·3 (103) 
Modes 8t Rates of Movements 

Swim: 50.150 yds/ST 
lnltlat1ve Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas 8t Sl'EEPi Nil 
Joss Factors: o 
Dodging/Avoidance: Nil and -/20/­
Attractlvenessi Nil 
lnvulnerabllltles: Nil 
Suscept1b1Ut1es: Nil 
Average Armor ProtecUon: 0 
Quirks: Nil 

Damage 
Attacks BAC Type Base Bonus 
Polson bite 40 r 1 polnt+ro1son· 0 
Polson spines 40 r 1D3+Polson• 0 

• Polson: SIR 40 (damage of 40/40/20 In 4 ST delays) 

Powers: Nil 

StatlsUcal Detalb 
Base Scheme (+/- 02) 
M (Cunning): 5 
MM: 3 MR: 2 

MMcap: 1 
MMPow: 1 
MMSpd: 1 

MRcap: 1 
MRPow: 1 
MRSpd: 0 

P: 12, WL: 9, CL: 11 
PM:6 f'N:6 
PMcap: 3 f'NCap: 3 
PMPow:2 PNPow:2 
PMSpd: l • PNSpd: 1 • 

· Multiply by 10 to fine effectlve PMSpd and PNSpd of 10. 

Armor Schemes 
Area Pierce Cut Blunt rire Chem. Stun ~Jee. 

Ultra 0 0 0 o· 0 0 0 
Super 0 0 0 o· 0 0 0 
Vital 0 0 0 o· o. 0 0 
Non 0 0 0 o· 0 0 0 
Average 0 0 0 o· 0 0 0 

• Animal In water • Invulnerable. 

Commentary 8t DesaipUoni 
This type of aquatic menace Includes species such as the 

toadflsh, llonfish, scorplonflsh, etc. The 4 ·puffer Is not a gregarious 
fish. but may gather In groups from time to time. Normally flat. this 
fish swells up In self-defense, accentuating Its poisonous (SIR 40) 
spines. If not attacked by the lntertoper. the puffer may attack with 
Its strong jaws. 

rtnally, the scorpion fish has many sharp spines on Its fins that 
It attacks with. This solitary aquatic predator Inhabits the rocky 
bottoms of oceanic shore lines, remaining Immobile for camouflage 
until sul:able prey presents Itself. 

0 

0 
0 

C> 

.·.······:·:·:::::::::.:::::::: 
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Gazelle 
mustraUon: Page 171 

ldmtlften Animal, Mammalia. Artfodactyla, Bovid 

Habitat: r.xtertor ~ Mrik and Azlr 

Interior ~rth. Outer Band 

Sizez 0.5xhwnan-slze 

(:3.5' L; 2' T; 10-100+#) 

l'fumber Appearing: &60 (6010) 

Modes a Rates ol Movementz 

Walk: 75 yds/8T 

Trot: 150 yds/BT 
Run/ Charge: 750 yds/BT 

Stottlng(Pronklng): 225yds/8T 

JnltJatlve Modiftusz Human standard 

Outstanding K/S Areas/Sub-Areas a STUP: Nil 
Joss factors: O 
Dodging/Avoldanc:ez 9 and - /4-0/­
AtuactiveDeM: Nil 
lnwlnerabWUes: Nil 
Susc:eptibUltlesz Nil 
Average Armor Protection: 2 
QulrU: Nil 

Attacb BAC Damage Type 

Smash 
Homs (x2) 

Trample• 

10 
25 
10 

B 
p 

B 

10:3 
106 
20:3 

Bonus 
0 
0 
0 

• Applicable only when opponent ls at the animal's feet and ls 

under 1 foot In height, or has been knocked down so as not 

to exceed that height 

Powers: Nil 

StatlstJcal Detalb 
Base SCheme (+/- 02) 

M (Cunning): 10 

MM: 5 MR: 5 

MMcap: 2 
MMf'ow: 1 

MMSpd: 2 

MRcap: 2 

MRfow: 1 

MRSpd: 2 

f': 60, WL: 45, CL: 54 

f'M: :30 PN: :30 
f'Mcap: 11 PNcap: 11 

f'MPow: 9 PNPow: 9 
f'MSpd: lo· PNSpd: lo· 

• Multiply by 2 for effedJve PMSpd and f'NSpd of 20. 

Armor Scheme: 
Area Pierce Cut Blunt /'Ire Chem. Stun l!/ec. 

Ultra 4 4 4 0 0 4 0 

Super 3 3 3 0 0 :3 0 

Vltal 2 2 2 0 0 2 0 

Non l l l 0 0 1 0 

Average 2 2 2 0 0 2 0 

Commentary at Desalptlon: 
feeding on the grass of the open plalns and grassland, gazelles 

are quick and alert, readling speeds of 50 mph. The many species 

grouped under this single heading generally have a yellow ochre 

back. with a black band on their flanks. They are white below, with 

eyes rimmed with white that extends to the nose, and hind quarteis 

ofwhlte edged with black vertical lines below a black tall. The horns 

are typically 12" long. strong and ridged, with a backward curve. The 

blackbuck. however. has stralght horns, while the dlbatag's curve 

forward. These animals are silent, with well-developed semes of 

sight and smell to detect approaching predators before they get 

within striking distance. Claz.elles have a stlff-legJed leap known as 

•stotttng- or •pronklng" when they are playing or alarmed. When 

stottlng. the legs and head become stiff, and the animals spring up 

and down. This conveys excitement and possibly allows better vision 

as the animals rise several feet Into the air. Claz.elles gather In herds 

of 5-59 females and young, with a single adult male leading the 

group. 

Giraffe 
mustraUon: Page 171 

ldentiftttt Animal, Mammalia. Artfodactyla, Giraffld 

Habltab r.xterlor Nnh, Mrik 

Sizez 12xhurnan-Sze 

(11.5' Tat shoulder, up to 20' T to head; 1200 -45001) 

rtumba' Appearing: 4-40 (4010) 
Modes at Rates ol Movemenb 

Walk: 100 yds/8T 

Pacing: 200 yds/8T 
Run/Charge: 400 yds/8T and 500 yds/BT ( l BT only) 

Initiative Modlllaaz Human standard 

OUtstanding K/S Area.9/Sub-Areas at STUP: Nil 

Joss Factors: O 
Dodging/Avoldanc:ei Nil and-/ 10/­

Atuactivenas: NU 
lnvulnaabWtJ~ Nil 
Susceptibllltfesa Nil 
Avaage Armor Protection: 5 
Qulrb: NII 

BAC Damage Type Base Bonus 

Bite 
Smash/Kfck 

20 
25 

p :303 15 

I' :306 15 

• Impact damage may not be absorbed by any type of armor. 

Fowusz Nil 
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Statistical Detail: 
Base Scheme (+/- 05) 
M (Cunning): 12 
MM:5 

P: 310, WL: 232. CL: 279 
PM: 150 PN: 160 
PMcap:63 PNcap:68 
PMPow:27 PNPow:32 

MMcap: 2 
MMPow: 1 
MMSpd: 2 

MR: 7 
MRcap: 3 
MRPow: 2 
MRSpd: 2 PMSpd: 60* PNSpd: 60* 

• Divide by 12 for effective PMSpd and PNSpd of 5. 

Armor Scheme: 
Area Pierce Cut Blunt f'fre Chem. Stun elec. 

Ultra 4 8 12 0 0 12 0 

Super 3 6 9 0 0 9 0 

Vital 2 4 6 0 0 6 0 

Non 1 2 3 0 0 3 0 

Average 2 5 7 0 0 7 0 

Commentary at Description: 
Inhabiting savannah and, rarely, sparse scrub, these long. 

legged vegetarians live In herds of 4 to 40 Individuals. Although 
normally the herd Is dominated by a male, or ·bull.· giraffe, when 
travelling they are led by a female. 

Tue giraffe's coat Is a pattern of various-5lzed brown spots that 
are separated by lighter lines. Giraffes have two small horns on the 
top of their heads known as osslcones. Tuey are used principally 
again.st others of their species, not as a defense again.st predators. 
The forehoof blow of an adult giraffe Is sufficient threat to keep most 
large carnivores at a distance. Giraffes feed on plants and leaves 
using their prehensile upper lip and long tongue. 

Gnu (Wik:1ebee.5t) 
Illustration: Page 171 
ldentlfter: Animal, Mammalia, ArUodactyla. Bovld 
Habitat: exterior /Brth, Afrik 
Size: 3xhuman-slze 

(6'-8' L; 3'-4.5' T; 500-700#) 
Number Appearing: 200-400 ((1D3+l)x100) (see below) 
Modes a Rates of Movement: 

Walk: 70 yds/BT 
Trot: 140 yds/BT 
Run/Charge: 280 yds/BT and 350 yds/BT (1 AT only) 

InltlatJve Modf.fte.rs: Human Standard 
outstanding K/S Areas/SUJ>.Areas at S'reU: Nil 

Joss Factors: O 
Dodging/Avoidance: Nil and-/14/-

Attractlvenes.s: Nil 
1nvulnerabflltles: Nil 

susceptJbllltJes: Nil 
Average Armor Protectlon: 3 
Quirks• Nil 

Attacks 
Bite 
Horns 

Smash/Kick 

BAC 
10 
20 

15 

Damage Type Base 
f 103 

B/P 203* 
B 203 

Bonus 
9 
9 
9 

Trample 10 B/I** 206 9 
• Double Physical damage If charging. 
• • Applicable only when opponent Is at the animal's feet and Is 

under 1.5 feet In height. or has been knocked down so as not 

to exceed that height. Impact darn• cannot be absorbed by 
any type of armor other than f'Ull Plate armor. 

Powers: Nil 

St.atlstlcal Detah: 
Base Scheme(+/- 03) 

M (Cunning): 1 O 
MM: 5 MR: 5 
MMcap: 2 
MMPow: 1 
MMSpd: 2 

MRcap: 2 
MRPow: 1 
MRSpd: 2 

P: 140, WL: 105, CL: 126 
PM: 70 l'N: 70 
PMcap: 28 l'NCsp: 28 
PMPow: 21 l'NPow: 21 
PMSpd: 21 * l'NSpd: 21 * 

• Divide by 3 for effective PMSpd and l'NSpd of 7. 

Armor Schemes 
Area Pierce Cut Blunt l"lre Chem. Stun /Slee. 
Ultra 4 4 8 0 0 8 0 
Super 3 3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 
Non 1 1 2 0 0 2 0 
Average 2 2 5 0 0 5 0 

Commentary a Descrlptloni 
The gnu. or wildebeest, Is heavily built In the forequarters and 

head. and has a somewhat dumsy appearance. They are brown with 
irregular vertical black stripes, and have a black face with a beard of 
stiff black hair. The curved horns occur In both sexes. 

During migrations, typically caused by overgrazing and/or 
periods of drought. the gnu lives In herds numbering from a mere 
several thousand to hundreds of thousands. as they move toward 
watering holes. Once the drought has ended, they tend to scatter and 

form the small herds noted above. feeding on~· the gnu lsactlve 
both day and night. constantly on the move. typically at the trot or 
run. This animal Is the major prey for many large predators. lncludlng 
cheetahs, leopards, wild dogs, hyenas. and lions. 

The hartebeest can be considered as having the same st.atlstJcs 
as a gnu for game purposes. 
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Goat Wild 
Wustratlon: See below 
ldentJften Animal. Mammalia, Artiodactyla Bovid/Caprinld, et al. 
Habltab exterior /Erth, /Erope, Afrik. Amazonia Azlr. Vargaard 
Slze: 0.5xhwnan-61.ze 

(4' T; 150-300#) 
Number Appearing: 1 or ~18 (306) In flocks 
Modes a Katftl ol Movemenb 

Walk: 60 yds/BT 
Trot: 120 yds/BT 
Run/Charge: 240 yds/BT and 300 yd.s/BT (1 BT only) 

Initiative Modlflersi Human Standard 

outstanding K/S Areas/Sub-Areu a sreu: Nil 
JOM Factors: 0 
Dodging/Avoidance: 3 and -/M/-
Atuactlveness: Nil 
lnvulnerabllitJ.es: Nil 
SUsceptiblUties; Nil 
Average Armor Protection: 2 
Qubtts: NII 

Gonlla 
mustratlon: Page 171 
Ident.lften Animal. Mammalia, Primate. Pongid 
Habltab exterior~. Afrlk 
Slzei 2xhwnan-slze 

(5~' T; 500#) 
l'fumbel' Appearing: ~30 (3010) 
Modes a Rates ol Movemenb 

Walk: 80 yds/BT 
Run/Charge: 240 ycls/BT and 32 yd.s/CT (1 CT only) 
Climb: 80 yds/BT 

Initiative Jllodlftersi Human Standard 
Outstanding K/S Areas/Sub-Areu a SIEU: Nil 
Joss Factors: O 
Dodging/Avoidance: 3 and 12/M/­
Atuactiveness: Nil 
lnwlna'abllitles: Nil 
SUsceptiblUties: Nil 
Average Armor Protectlon: 5 
Qubtts: Nil 

Attacks 
Horns 

BAC 
25 

Damage Type Base Bonus Attacks BAC Damage Type Base Bonus 
.....,..-~~~~~~----~~~----'~--=-='--~...,....-~~~~ 

B/f 203 • 0 Bite 25 f 403 28 

• Double Physical damage If charging 

Powers: Nil 

Statlstlcal Detail: 
Bac;e Scheme (+/- 03) 
M (Cunning): 10 
MM: 5 MR: 5 
MMCap: 2 
MMPow: 1 
MMSpd: 2 

MRCap: 2 
MRPow: 1 
MRSpd:2 

f:48, WL:36,CL:43 
PM: 26 PN: 22 
PMCap: 9 PNCap: 9 
PMfow: 8 f'Nfow: 5 
PMSpd: g• PNSpd: 8 • 

• Multiply by 2 for effective PMSpd of 18 and PNSpd of 16. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun eJec. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 1 0 0 1 0 
Average 2 2 2 0 0 2 0 

Commentary a Desaiptlon: 
Several different species are subsumed under this general 

heading. Browsing In meadows above the timberiine. the wild goat 
Is frequently active both day and night. Though solitary In summer 
and fall, this animal gathers in small flocks durlng the rest of the year. 
Both sexes have black. slightly backward-cwving horns used for 
defense, and for establishing territory or leadership (males). 

Smac>h or Jerk 40 B or r 206 28 

·impact damage cannot be absorbed by any type of armor other 
than full Plate armor. 

Powers: NU 

StatlstJcal Detail: 
Bac>e Scheme (+/- 03) 
M: 40•, &.: 32 
MM: 20 
MMCap: 8 
MMPow: 6 
MMSpd: 6 

MR: 20 
MRCap: 8 
MRPow:6 
MRSpd:6 

• Can be Mentally attacked 

P: 220, WL: 165, CL: 198 
PM: 124 PN: 96 
PMCap: 48 PNCap: M 
PMfow: 40 f'Nfow: 30 
PMSpd: 36 • • PNSpd: 32 • • 

••Divide by 2 for effective PMSpd of 18 and PNSpd of 16. 
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Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun ~Jee. 

Ultra 4 4 12 0 0 16 0 
Super 3 3 9 0 0 12 0 
Vital 2 2 6 0 0 8 0 
Non 1 1 3 0 0 4 0 
Average 2 2 7 0 0 10 0 

Commentary a Descriptions 
This peaceful forest dweller Is the largest (exduding man) and 

heaviest of the (normal) primates. Uving ln groups of 3-30 Individu­
als dominated by the largest male, gorillas are mostly ground 
dwellers who take to the trees to build nests. Only small ones are able 
to climb high, as the great weight oflarge females (200#) and mature 
males precludes elevation and brachlatlon. These creatures are 
diurnal vegetarians, and will attack only If attacked or disturbed, or 
If strangers come too dose. The leader. upon sensing Intruders. will 
beat his chest In warning. If the Intruders continue to advance, he 
and the other males will rush forward with an attack oonsl.stJng of a 
two-handed smash, followed by a ferocious bite. 

Gorillas have a wide range of ~. and a broad vocal 
repertoiy. Their average Intelligence Is at the level of minor problem 
solving. and some members of a group may be subject to Mental 
combat. 

Hairy Hippoceros 
Illustration: Page 170 
ldenUfter: Animal, Mammalia. Notoungulate, Toxodontid 
Habitat: exterior IErth, Amazonia 

Interior /Erth, Outer Band, Southern Region 
Size: 6xhuman-slze 

(9' L; 1500#) 
Number Appearing: 4-24 (406) 
Modes a Rates of Movementi 

Walk: 60 yds/BT 
Trot: 120 yds/BT 
Run/Charge: 180 yds/BT and 240 yds/BT (lBT only) 
Swim: 12 yds/BT 

lnlUatlve Modifters: Human Standard 
Outstanding K/S Areas/Sub-Areas a SIEEP: NII 
Joss Factors: O 
Dodging/Avoidance: NII and -/10/­
Attnctiveness: NII 
lnwlnerabillties: Nil 
Suscept1blllt1es: NII 
Average Armor Protection: 8 
Quirks: NII 

Attacks 
Bite 
Smash/Trampte• 
capsize 

BAC 
45 
20 

Damage Type 
p 

B/I• 

Base Bonus 
306 24 (25)t 
106 24 

• If the attacker charges and strikes the opponent. then Blunt 
Physical damage accrues to the target subject. and lf that 
subject Is under 3 ' In height or Is knocked over. then damage 
Is Impact. Impact damage cannot be absorbed by any form of 
armor other than full Plate armor. 

• • Chance to capsize boat by size: Large-I%; Medlwn-30%: 
Small-60%. 

tThe nwnber In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

StaUstlcal Detail: 
Base Scheme (+/- 05) 
M (CUnnlng): 10 
MM:5 MR: 5 

MRcap: 2 
MRPow: I 
MRSpd:2 

MMcap: 2 
MMPow: 1 
MMSpd: 2 

P: 300, WL: 225, CL: 270 
PM: 180 PN: 120 
PMcap: 108 PNCep: 72 
PMPow: 36 PNPow: 24 
PMSpd: 35• PNSpd: 24• 

• Divide by 6 for effective PMSpd of 6 and PNSpd of 4. 

Armor Scheme: 
Area Pierce Cut Blunt /'Ire Chem. Stun ~lee. 

Ultra 8 12 16 4• 4 20 8 
Super 6 9 12 3• 3 15 6 
Vital 4 6 8 2· 2 10 4 
Non 2 3 4 1· l 5 2 
Average 5 7 10 2· 2 12 5 

•Animal In water - Invulnerable. 

Commentary a Description: 
This evolved Toxodon Is a vaguely hlppc:>llke creature that has 

short. stocky legs supporting Its massive girth. The haiJ'y hJppoceros 
Is a rhln<>&zed herbivore that frequents water and grazes on grass 
and plants along the shore using an elongated, prehenslle lip to ald 
In Its feeding. Similar to the hippo, It Is aggressive by nature when 
Intruders enter Its territory Should It be disturbed or threatened In 
any way, It may react by charging to smash and trample and 
otherwise bite with Its massive molars. overturning of encroaching 
rafts or boats Is likely to be attempted by these irascible creatures. 
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Hart 
DlustratJom Page 172 
ldmtJften Animal, Mammalia. Artlodactyla. Cervld 

Habltab exterior AWl, /£ropa 
Size: 2xhuman-slze 

(4'.o' T; 200000#) 

Number Appearing: 4-12 (403) 

Modes ar Rates of Movemenb 
Walk: 60 yds/BT 

Trot: 120 yds/BT 

Run/Charge: :500 yds/BT and 420 yds/BT (1 BT only) 

Dodglng/Avoldances Nil and -PA/-
lnltJative Modlftas: Human Standard 

out.standing K/S Areas/SUJ>.Areas ar smu: Nil 

Joss Factors: O 
Att.ractJveness: Nil 

lnwlnerabllltJes: Nil 
SUsceptiblllties: Nil 

An.rage Armor Frotec:tlon: 2 
Qulrb: Nil 

Attacb BAC Damage Type Bue Bonus 
Horns (antlers) 

rorehoof 
25 
:50 

p 203• 8 
C/B 106 8 

• Double PD If charging and strlklng 

Powers: Nil 

StaUstlcal Detalh 
Base Scheme (+/- 03) 
M (CUnnlng): 22 

MM: 10 
MMCap:4 
MMPow: 3 
MMSpd: 3 

MR: 12 
MRCep: 4 
MRfow: 4 

MRSpd:4 

P: 140, WL: 105, CL: 126 

P'M:70 
P'MCep: 26 
PMPow:20 
PMSpd: 24• 

PN:70 
mcap:26 
PNPow:20 

PNSpd: 24' 

'Divide by 2 to find actual PMSpd and PNSpd, I.e., 12. 

Armor Scheme: 
Area Pierce cut Blunt /"Ire Chem. Stun !!lee. 
Ultra 4 4 4 0 0 4 0 

Super 3 3 3 0 0 3 0 

Vital 2 2 2 0 0 2 0 

Non 1 1 1 0 0 1 0 

Average 2 2 2 0 0 2 0 

Commentary ar Desaiptlon: 
A hart In Western H.rope Is a fully grown male deer; the female Is 

called a hind (~ tllal the canmonly used ·buck" and ·00e·). In 

Avlllonla. the hat of p.ire white Is belleved to be a magickal omen, as 

these animals possess &ral<a. or natural Heka. and such anlmals have 

~ P1RA1T and PM/N Speed than typical. Though rarely amressve 
save atmatfllltlme, the Hartis able to attack with Its rack of antlers (when 

grown ott. In aiturnn and winter) and/or hooves ooc:e per CT. 

Herd Animal 
Dlustratlom Page 171 
ldmtJften Animal, Mammalia. Artlodactyla. Bovid (et a/.) 

Habltab exterior and Interior AWl 

Slzei 0.5 to 6xhuman-slze 
(3'-5',, 

!'(umbel' Appearing: 2()()..2000 (2010x100) 

Modes ar Rates of Movemenb 
Walk: 6().90 yds/BT 

Trot: 120-180 yds/BT 

Run/Charge: 24-0-:560 yds/BT and :500420 yds/BT (1 BT 

only) 
Initiative Modlftas: Human Standard 

out.standing K/S Ana/SUJ>.Areas ar smu: NII 
Joss Factors: O 
Dodglng/Avoldances Nil and -/30/­

Attradfvenas: Nil 
lnwlnaablllt1es: Nil 
SUsceptibllltiesz Nil 
Average Armor P'rotec:tlom 2 
Qulrb: Nil 

Attacks BAC Damage Type Bue Bonus 
Bite 15 p 103 3 

Kick 20 B 203 3 

Trample* 10 B/I* 303 3 

• Applicable only when opponent Is at the animal's feet and Is 
under 1.5 feet In heigJlt. or ha.9 been knocked down so a9 not 
to exceed that height. Impact damage cannot be absorbed by 

any type of armor other than l'Ull Plate armor. 

Powaa: Nil 

staUstkal Detail (ava-age of mixed ha'd): 

Base Scheme(+/- 03) 

M (Cunning): 10 P: 100, WL: 75, CL: 90 
MM: 5 MR: 5 PM:SO PN:SO 

MMCap: 2 MRCep: 2 PMCep: 20 PNCep:20 

MMPow: l MRfow: l PMPow: 15 PNPow: 15 

MMSpd: 2 MRSpd:2 PMSpd: 15 PNSpd: 15 

Armor Scheme: 
Area Pierce cut Blunt /"Ire OJem. Stun !!lee. 

Ultra 4 4 4 0 0 4 0 

Super 3 3 3 0 0 3 0 

Vital 2 2 2 0 0 2 0 

Non 1 1 1 0 0 1 0 

Average 2 2 2 0 0 2 0 

Commentary ar Desaiption: 
This Is a catch-all for various grazing animals encountered on 

plains, steppes, tund~. For example, a mixed herd of gazelles, 

antelopes, gnu.s, and hartebeests migJlt be Indicated on a plain of 

savannah. This general category Is then u.sed to determine what 

occurs should the herd stampede and some persona be In Its path. 
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Hippophant 
Dlustratlon: Page 170 
ldentlften Animal. Mammalia. Pyrotheria. Pyrothere 

Habitat; exterior .tErth, Magmur 
Interior .iErth. Outer Band. Southern Region 

Size: 12xhuman-slze 
(10' L; 3500-6000#) 

Number Appearing: 5-30 (506) 
Modes a Rates or Movement; 

Walk: 60 yds/BT 
Trot: 120 yds/BT 
Run/Charge: 240 yds/BT and 360 yds/BT ( 1 BT only) 

Inltlatlve Modlftersi Human Standard 
Outstanding K/S Areas/Sub-Areas tt smEF: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and-/10/­
Attractlveness: Nil 
lnwlnerabllltles: Nil 
Susceptibilities: Nil 
Average Armor Protectlon: 6 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 25 p 406 24 

Smash(l'rample• 15 B/I• 206 24 

capsize 

• If the attacker charges and strikes the opponent. then Blunt 
Physical damage acaues to the target subject; and If that 
subject Is under 3' In height or Is knocked prone, then 
damage Is Impact. Impact damage cannot be absorbed by any 
type of armor other than Full Plate armor. 

• • Chance to capsize boat by size: Large-I%; Medlum-30%; 
Small-600/o. 

Powers: Nil 

Statlstlcal Detail: 
Base Scheme (+/- D5) 
M (Cunning): 10 
MM: 5 
MMcap: 2 

MMPow: 1 
MMSpd: 2 

MR: 5 
MRcap: 2 
MRPow: 1 
MRSpd: 2 

P: 300, WL: 225, CL: 270 
PM: 180 PN: 120 
PMcap:72 PNC0p:48 
PMPow:36 PNPow:24 
PMSpd: 72• PNSpd: 48• 

• Divide by 12 for effective PMSpd of 6 and PNSpd of 4. 

Armor Scheme: 
Area Pierce Cut Blunt l'ire Chem. Stun Elec. 
Ultra 8 8 12 o· 0 12 4 

Super 6 6 9 o· 0 9 3 

Vital 4 4 6 o· 0 6 2 

Non 2 2 3 o· 0 3 l 
Average 5 5 7 o· 0 7 2 

• Animal In water - Invulnerable. 

Commentary a Desalptlons 
This relatively short-legied. almost tapir-like herbivore Is an 

evolved Pyrotherium. TU.shes grow from Its upper and lower jaws, 
with a pair of the latter protruding down and forward. It Is the size of 
a small elephant and Is fairly slumfsh by nature. This creature has a 
semi.aquatic feeding habit. and prefers to remain Immersed In water 
much of the time, to feed. keep off In.sect pests. stay cool, and 
support Its weight too. fortunately, the hlppophant Is fairly passive 
unless harassed. though It dislikes loud noises and too much nearby 

actlvlty. 

Hippopotamus 
Dlustratlon: Page 170 
ldentlfters Animal. Mammalia. Artlodactyla. Hippopotamld 

Habitat; exterior .!Erth. Afrlk. Azlr 
Size: 12xhuman-slze 

(14' L; 5' T: 2600#. up to 5500#) 
Number Appearlngs 10..30 (505+5) 
Modes a Rates or Movement; 

Walk: 50 yds/BT 
Trot: 100 yds/BT 
Run/Charge: 200 yds/BT and 30 yds/CT (1 CT only) 
SwlmjBottom Walk: 50 yds/BT and 150 yds/BT 

Inltlative Modlfterss Human Standard 
outstanding K/S Areas/Sub-Areas a smEFs Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/9/­
Attractlveness: Nil 
lnvulnerabllltless Nil 
SUsceptibUlties: Nil 
Average Armor Protectlon: 11 
Quirkss NU 

Animalia and Unique Flora/Exterior .IErth GDW 61 



Attac:U BAC Damage Type Bonus 
Bite 
Smash{framp1e• 

Capsize 

55 
20 

r 
B/I• 

206 
206 

20 (23)t 

20 

• If the attacker charges and strikes the opponent. then Blunt 
Physical damage accrues to the target subject; and if that 
subject Is under 3' ln height or Is knocked prone, then 
damage Is Impact. Impact damage cannot be absorbed by any 
type of armor except ruu Plate armor. 

• • Chance to capsize boat by size: Large-10%; Medlum-40%; 
Small-70%. 

tThe number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

l"owers: NJI 

Statistical Detail: 
~Scheme (+/- 06) 
M (Cunning): 10 
MM: 5 
MMCap: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRCap: 2 
MRPow: 1 
MRSpd: 2 

~ 300, WL:225.Cu270 
PM: 170 PN: 130 
PMCap:78 PNCap:58 
PMPow:32 PNPow:24 
PMSpd: 60• PNSpd: 48• 

• Divide by 12 for effective PMSpd of 5 and PNSpd of 4. 

Armor Scheme: 
Area Pierce Cut Blunt /'ire Chem. Stun l!Iec. 
Ultra 12 12 24 4• 4 24 8 
Super 9 9 18 3• 3 18 6 
Vital 6 6 12 2· 2 12 4 
Non 3 3 6 1· 1 6 2 
Average 7 7 15 2· 2 15 5 

• Animal In water s Invulnerable. 

Commentary a Desalptlon: 
The hippopotamus Is a mostly aquatic herbivore of great bulk. 

It swims well, but usually walks on the river bottom to achieve the 
considerable rate of locomotion noted above. Hippos have a 
brownish-gray back, growing paler underneath. They are pinkish on 
the face, and have a sparse set of thick. bristly whiskers growing on 
their m~lve jowls. Because of sun-eensltive skin, hippos emerge 

from the water In the evening to graze Inland as much as a mile or 
more before returning to the water at dawn. 

The hippopotamus has an excitable temper, and It is common 
to see two males fighting violently over some unknown grudge. 
These animals have been known to attack humans who venture too 
close without any provocation other than proximity, and they are 
capable of capsizing small boots with relative ease. These are very 
dangerous and aggressive creatures Indeed. 

Horse (C'.art Charger, Courser, Destrier, 
Draft Dray, Garron Genet Jade, Palfrey, 

Pony, and Racer) 

See Mounts section 

Horse, Wik:t 
Illustratlom Page 172 
ldmtlflen Animal, Mammalia, Perissodactyla. ~uld 
Habltata exterior &rth, general (human distribution of stock) 
Size: 6xhuman-slze 

(9' L; 4' T; 750-1500#) 
Number Appearing: 20-4-00 (2D20x10) 

!'lodes a Rates of Movement: 
Walk: 100 yds/BT 
Trot: 200 yds/BT 
Canter: 300 yds/BT 
Gallop: 400 yds/BT 

Initiative Jllodlders: Human Standard 
out.standing K/S A.reas/SUb-Areas a SJEEF: Nil 

Joss Factors: O 
Dodging/Avoldancei Nil and-/16/­
Attractlveness: Nil 
Invulneral>Wtles: Nil 
SUsceptibUlties: Nil 
Average Armor l"rotectlon: 4 
Quhtm:Nll 

Attacks BAC Damage Type 
Bite or 20 r 
Kick (forehoof) 20 B 
or 
Kick (hlndhooves) 25 B/I* 
Trample 10 B/I* 

Base 

106 
106 

206 
206 

Bonus 
10 
10 

10 
10 

• Applicable only when opponent Is at the animal's feet and Is 
under 1.5 feet In height. or has been knocked down so as not 
to exceed that height. Impact damage cannot be absorbed by 
any type of armor other than run Plate aimor. 

l"owers: Nil 

Stat1stk:al Detail: 
Base Scheme (+/- D5) 

M (Cunning): l O 
MM: 5 MR: 5 
MMCap: 2 
MMPow: l 
MMSpd: 2 

MRCap:2 
MRPow: l 
MRSpd:2 

P: 240, WL: 180, CL: 216 
PM: 120 PN: 120 
PMCap: 50 PNCap: 50 
PMPow:22 PNPow:22 
PMSpd: 48• PNSpd: 48* 

• Divide by 6 for effective PMSpd and PNSpd of 8. 
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Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. stun l!Jec. 
Ultra 4 4 8 0 0 12 0 
Super 3 3 6 0 0 9 0 
Vital 2 2 4 0 0 6 0 
Non 1 1 2 0 0 3 0 

Average 2 2 5 0 0 7 0 

Commentary lit DescrlpUon: 
Found most commonly In grassland areas, wild horses often 

gather In large herds. Their coats are of any color. but the most 
common Is reddish-brown hue, and they typically have erect manes 
of dark brown. These animals are constantly on alert for enemies, 
such as hunting cats. wolves. and humans. If attacked. the wild horse 
can defend Itself quite effectively with a double hlndhooves kick and 
a sharp bite. In general, though, these animals prefer to escape 
predation by flight. 

Hyena 
lllustraUon: See below 
ldentJfter: Animal, Mammalia, camlvora, Hyaenld 
Habitat: Exterior IBrth. Afrlk. Azlr 
Size: lxhuman-slze 

(3'·5.3' L; 55-180#) 
Number Appearing: 1·20 (1020) 
Modes lit Rates of Movement: 

Walk: 70 yds/BT 
Trot: 140 yds/BT 
Run/Charge: 210 yds/BT and 350 yds/BT (1 BT only) 

lnlUaUve Modifterss -5 to Surprise rolls 
Outstanding K/S Areas/SUb·Areas lit SIEEPa Nil 
Joss Factors: O 
Dodging/Avoidance: 7 and -/38/-
AttracUveness: Nil 
lnvulnerablllUes: Nil 
SusceptJblllUes: Nil 
Average Armor ProtecUon: 2 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 40 

Powers: Nil 

StaUsUcal Detail: 
Base Scheme (+/- 03) 
M (Cunning): 1 O 
MM: 5 
MMcap: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRcap: 2 
MRPow: 1 
MRSpd: 2 

r 403 6 

P: 140, WL: 105, CL: 126 

PM: 70 PN: 70 
PMcap: 34 PNcap: 32 
PMPow: 18 PNPow: 18 

PMSpd: 18 PNSpd: 20 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. stun Blee. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 1 1 0 0 1 0 
Average 2 2 2 0 0 2 0 

Commentary lit DescrlpUona 
Typically Inhabiting regions of arid savannah or stony desert, 

the hyena Is a carnivorous scavenger that forages alone or In packs. 
In packs It Is a very aggressive and effective predator. In regards to 
scavenging. packs can drive off lions If the ratio Is four hyenas to one 
lion. In fact, there Is a continual sort of war waged between hyena 
packs and lion prides, each species hatlng the other. This animal Is 
almost completely nocturnal, hiding by day In Its den. Hyenas are 
able to move noiselessly, and are often unnoticed even at dose 
range (grantlng a -5 modifier to Its Initial Surprise roll). 1be jaws of 
these animals are particularly strong. and besides being able to 
devour prey bones and all, the hyena can deliver a terrible bite. 

Tue color of a hyena varies from brown to gray, with vertical 
black stripes (or spots or dark brown) along their sides. Hyenas have 
broad heads with large, pointed ears. If more than one hyena Is 
Indicated, there may (25% chance) be 1-5 cubs present with their 

parents. 
Hyenas have a matriarchal organization, and females are larger 

and more aggressive than males. 
Note that this heading covers the spotted. brown, and striped 

spedesofhyena. Thelattertwoklndsaresomewhatsmallerthanthe 
spotted. so r TRAIT can be aqjusted as the gamemaster sees flt in 
cases of species other than the spotted being present. 
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fee Horse 
WustratJona Page 166 
ldenWlen Animal, Mammalia. Desmostyllan, Paleoparadoxld 

Habitat: exterior /Erth, South Polar 
Interior .IErth, Outer Banet Southern Region 

Slz.ei 6xhuman-slze 
(6'-8' L; 4'-5' T; 800-1000+1) 

rtumba Appearing& 5-15 (503) 

Modes ar Kata ol Movement: 

Walk: 40 yds/BT 
Trot: 80 yds/BT 
Run: 120 yds/BT 
Swim: 200 yds/BT 

lnitJative Modlfters: Human Standard 
Outstanding K/S Areu/SUb-.Areas Ir sreEF: Nil 

Joss Factors& 0 
Dodging/Avoidance: Nil and -/10/­
AttntctJvenessa Nil 
lnvulnerabWtlesi Nil 
SUsceptiblUtiesi Nil 
Average .Armor Protectiom 11 

Qubba Nil 

Attacu BA.C Damage Type Base Bonus 

Bite 15 

Fowers: Nil 

StatlstJc:al Detail: 
Base Scheme (+/- 06) 
M (Cunning): 1 O 
MM: 5 
MMCap: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRcap: 2 
MRPow: 1 
MRSpd: 2 

p 303 20 

P: 280, WL: 210, CL: 252 
PM: 140 l'N: 140 
PMC8p:76 l'NC8p:76 
PMPow:32 l'NPow:32 
PMSpd: 32* l'NSpd: 32* 

• Divide by 6 for effective PMSpd and l'NSpd of 5. 

Armor &-heme: 
Area Pierce Cut Blunt /'Ire Chem. Stun /!lee. 
Ultra 12 12 24 4 4 24 8 

Super 9 9 18 3 3 18 6 
Vital 6 6 12 2 2 12 4 

Non 3 3 6 1 1 6 2 

Average 7 7 15 2 2 15 5 

Commentary ar DesatptJon: 
This quadrupedal animal Is a cold<:limate version of the water 

horse (q.v.), Inhabiting much colder climates than Its relative. It Is a 

strong swimmer and feeds underwater on shellfish and seaweed. 
In build It resembles a hippopotamus, and like that animal 

remains In water most of the time, for It Is very clumsy on land. The 

frort pert of the upper and lowtt jaws are~ and have en~ 
of forward-pointing tusks slmllar to shoveJ.tusktt elephants (q.v.). 

Jaguar 
DJustraUon: Page 171 
ldmtJften Animal, Mammalia, camlvora. Felld 

Habitat: exterior /Erth, Amazonia to Vargaard (SW) 

She: lxhuman-slze 
(4'-6' L (excluding tall); 200-250#) 

rtumba Appearing: 1-2 or 3-5 (103+2) 

Modes Ir Kata ol Movement: 

Stalk: 45 yds/BT* 
Walk: 90 yds/BT 
Trot: 180 yds/BT 
Run/Charge: 270 yds/BT and 36 yds/CT' (1 CT only) 

almb: 15 yds/BT 
Swim: 90 yds/BT 

• This mode enables the animal to move silently 

Initiative Modlfters: -10 to Initial Surprise 

Outstanding K/S Areu/SUb-.Area.s a sreu: Nil 

Joss Factors: 0 
Dodging/Avoidance: 2 1 and -/52/­

Attradiveness: NU 

lnvulnaabDltles: ND 
SUscepdbllltiesa NU 
Average .Armor Protection: 3 

Qubbi Nil 

Attacks 
Claws (x2) 

Bite 

Rake 

BA.C 
50 
45 

Damage Type 
103+1 
303 
403 

Bonus 
13 

13 
13 

• Automatic applicable only when opponent has been hit by both 
forepaws, Indicating hold and In position which exposes It to 
rear legs kicking to rake, I.e., bipedal opponent prone. 
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Powers: Nil 

Statistical Detail: 

Base Scheme (+/- 03) 
M (Cunning): 30 P: 188, WL: 141. CL: 169 
MM: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

Armor Sc.heme: 

MR: 20 
MRcap: 8 
MRPow: 7 
MRSpd: 5 

PM: 94 PN: 94 
PMcap: 43 
PMPow:25 
PMSpd:26 

PNC3p:43 
PNPow: 25 
PNSpd:26 

Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 4 4 8 0 0 8 0 

Super 3 3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 

Non 1 l 2 0 0 2 0 

Average 2 2 5 0 0 5 0 

Commentary 8e Description: 
Dwelling primarily In tropical forests. the jaguar is most abun­

dant near rivers and other bodies of water. It is a good swimmer. and 
hunts both on the ground and In trees. It preys on everything from 
tapirs and bovines to monkeys. Snakes such as even anacondas. 
caymen. and fish are likewise meat on the table to this great cat. 
These animals tend toward fearlessness. and their cunning is of great 
benem In this regard. 

The jaguar has a bright yellow coat with black rosettes similar 
to the leopard. who tends to be darker overall. Jaguars are solitruy, 
and pair only for mating. Females bear 2...4 young cubs, who stay with 
their mother for up to two years. 

Kangaroo 
Illustration: Page 172 
Identifler: Animal, Mammalia, Marsupialia, Macropodld 
Habitat: Exterior .lfrth, Magmur 
Size: lxhuman-slze 

(5' T; 180·200#) 
Number Appearing: 15-40 (506+10) 
Modes 8e Rates of Movement: 

Walk: 60 yds/BT 
Hop: 120 yds/BT 
Burst: 560 yds/BT (1 BT only) 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas 8e S'n:EP: Nil 
J oss factors: 0 
Dodging/Avoidance: 4 and -/35/­
A ttracUveness: NII 
InvulnerablUtles: Nil 
Susceptlbllitles: Nil 

Average Armor Protectlon: 2 
QuJrks: Nil 

Attacks 
Bite 
Kick 

Powers: NII 

BAC 
20 
30 

Statistical Detail: 
Base Scheme (+/- 03) 
M (Cunning): 1 o 
MM: 5 
MMC3p: 2 
MMPow: l 
MMSpd: 2 

Armor Sc.heme: 

Area Pierce 
Ultra 4 
Super 3 
Vital 2 
Non 1 
Average 2 

MR: 5 
MRcap: 2 
MRPow: 1 
MRSpd: 2 

Cut Blunt 
4 4 
3 3 

2 2 
1 1 
2 2 

Commentary 8e Descrlptlon: 

Damage Type 
p 

B 

Base 
103 
303 

Bonus 
0 
10 

P: 108, WL: 81. CL: 97 

PM: 62 PN: 46 
PMcap: 23 PNcap: 18 
PMPow: 21 PNPow: 11 
PMSpd: 18 PNSpd: 17 

Fire Chem. Stun Elec. 
0 0 4 0 
0 0 3 0 

0 0 2 0 
0 0 1 0 
0 0 2 0 

The model above Is for the large red kangaroo. I f smaller sorts, 
induding wallabies are considered, lower the statistics accordingly. 
This animal inhabits arid scrub as well as forest regions of Magmur. 
They live In •mobs· of up to 40 Individuals that rest In the shade by 
day and forage from late afternoon untll morning. The kangaroo Is 
known for Its jumping ability-a jump 6 :.a· high which covers 12~14 · 
In distance per leap, though 4~5· Is usual. When hopping. an 
individual can exhibit a short burst of speed of up to 40 mph. though 
around 8 mph ls the kangaroo's normal pace. A kangaroo's main 
form of attack/defense Is with Its feet, but they can also bite. 

Animalia and Unique Flora/Exterior .fErth GDW 65 



Leopard 
mustntJon: Page 171 
Identifiers Animal, Mammalia, Camivora, f'elid 
Habitat: ?.xterior ~rth. ~pe (limited), Afrik. Az1r 
Size: lxhuman-slze 

(3'•5' L; 70.1551) 
Number Appearingi 1 or 2-4 ( 103+ 1) 
Jllodes ar Rates "'Movement: 

Stalk: 45 yds/BT• 

Walk: 90 yds/BT 
Trot: 135 yds/BT 
Run/Charge: 180 yds/BT and 360 yd.s/BT ( 1 BT only) 

Climb: 15 yds/BT 
Swim: 45 yds/BT 

• This mode enables the animal to move silently 
InltJative Jllodiftersa ·10 to Initial Surprise 
Out.standing K/S Alu.9/SUb-.Areas at smEPa Nil 
Joss Factorsa 0 
Dodglng/Avoldancei 25 and - /56/­
Attractivenessa Nil 
lnvul.nerabllltJesa Nil 
SU5ceptib1Uties: NU 
Average Armor Frotectlona 3 
Quhb: Nil 

Attacks BAC Damage Type 8a.9e 

Claws (x2) 
Bite 
Rake 

55 
50 

c 203 
p 203+2 
c 303 

Bonus 
10 (13)t 
10 (12)t 

10 

• Automatic applicable only when opponent has been hit by both 
forepaws, Indicating hold and In position which exposes It to 
rear legs kicking to rake, I.e., bipedal opponent prone. 

t The number In parentheses ls the damage bonus with the 
damage bonus due to high BAC added. 

Powerss Nil 

Statistical Detall: 
Base Scheme (+/- 03) 
M (CUnnlng): 27 
MM: 12 MR: 15 

MMCap: 6 
MMPow: 3 
MMSpd: 3 

MRCap:7 
MRPow: 5 
MRSpd: 3 

P: 160, WL: 120, CL: 144 
PM: 80 FT!: 80 

PMCap: 30 fT!Cap: 30 
PMPow: 22 fTIPow: 22 
PMSpd: 28 fTISpd: 28 

Armor Sdlemei 
Area Pierce Cut Blunt /'/re Chem. Stun e1ec. 
Ultra 4 4 8 0 0 8 0 

Super 3 3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 

Non 1 1 2 0 0 2 0 

Average 2 2 5 0 0 5 0 

Commentary ar Deeaipdona 
The leopard's coat varies In the ground color from yellow to 

gray, with black spots that are grouped In dusters or rosettes. This 

species also lndudes the black panther. whose coat appears to be 
completely black except In very strong light where the spots are 

discernible. 
This carnivorous predator ls mainly nocturnal, and lies In 

ambush In trees waiting for Its prey. It typically kills by a throat bite 

to bleed and/or suffocate or by breaking Its victim's neck. The 
preferred prey of leopards are antelopes, warthog.s. and monkeys, 

which It brlni;p to the trees to eat. 
Leopards are solitary except for when they pair for mating. The 

Utter of 2 or 3 cubs are Independent In about a year. 
Note that snow leopards tend to be smaller. with doud leopards 

smaller yet, so the gamemaster should aqjust the statistics down­

ward for this species of cat. 

Lion 
mustntlons Page 171 
ldentlflen Animal, Mammalia, Carnlvora Feild 
Habitat: ?.xterlor ~rth. ~pe (limited), Afrik. A1Jr (limited) 

Sbea 3xhuman-slze 
(5'.0' L (excluding tall); 33o.5501) 

Numba' Appearlnga 4-20 (405) 
Jllodes at Kates ol Movement: 

Stalk: 45 yds/BT• 

Walk: 90 yds/BT 
Trot: 135 yds/BT 
Run/Charge: 180 yds/BT and 360 yd.s/BT (1 BT only) 

Olmb: 5 yds/CT 
• This mode enables the animal to move silently 
Initiative Jllocl1ftasa Human Standard 
Out.standing K/S .Areas/SUb-Areas ar smEPs Nil 

Jou Pac:torsi 0 
Dodging/Avoidance; NU and - /30/ ­

Attnc:ttvenessa NU 
InwlnaabilltJesa NU 
Smceptlbllltlesa Nil 
Average Armor Frotections 4 
QuhbsNU 
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Attacks BAC Damage Type Base Bonus 
Claws (x2) 
Bite 

Smash 

45 
50 
45 

c 
p 

B 

205 
206 
406 

18 (19) •• 

18 (19)•* 

18 (19j••t 

• Automatic applicable only when opponent has been hit by both 
forepaws, Indicating hold and in position which exposes it to 
rear legs kicking to rake, I.e., bipedal opponent prone. 

· ·The number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

tDouble damage If enraged. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 05) 
M (Cunning): 24 

MM: 12 MR: 12 
MMcap: 5 
MMPow: 4 
MMSpd: 5 

MRcap: 5 
MRPow: 4 
MRSpd: 5 

P: 240, WL: 180,CL: 216 

PM: 120 PN: 120 
PMcap:45 PNcap:45 
PMPow:50 PNPow::50 
PMSpd: 45• PNSpd: 45• 

• Divide by 5 for effective PMSpd and PNSpd of 15. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun ~lee. 

Ultra 4 8 8 0 0 12 0 
Super 5 6 6 0 0 9 0 
Vital 2 4 4 0 0 6 0 
Non 2 2 0 0 5 0 
Average 2 5 5 0 0 5 0 

Commentary ~ Description: 
Of the common great cats, only the Siberian and biggest of 

Bengal tigers are larger than the lion. The lion Is most often found In 
regions of savanna and scrub, but It has also adapted to forest life. 
In the latter habitat, however, prides tend to be slightly smaller. The 
coloration of this carnivore Is tawny yellow, with the female having 
a paler color, especially on the underside. Males have manes, who.se 
thickness increases based on the temperature of their environment. 

Females are the principle hunters in prides. This predatory cat 
hunts mainly at night, sometimes by oooperatlon where the group 
stalks the prey, and a female usually ambushes it (typically bovids 
and zebras). A lion does not pursue prey, so stalking is Important. 

Uons live In prides of one or more males, two or more females, 
cubs and adolescents. females bear 2-4 cubs, which will stay with 
their mother for at least 18 months. 

There is a savage hatred between lions and hyenas (q.v.). 

Lion, ChiserToothed 
mustratlon: See below 
Identifier: Animal, Mammalia. Marsupialia. Thylacoleonld 
Habitat: Bxterior /Erth, Magmur 

Interior /Erth, Outer Band, Southern Region 
Size: 5xhuman-slze 

(5'-6' L; 300-400#) 
Number Appearing: 5-5 (105+2) 
Modes lt Rates of Movements 

Stalk: 45 yds/BT• 
Walk: 90 yds/BT 
Trot: 155 yds/BT 
Run: 180 yds/BT 
Charge: 560 yds/BT (1 BT only) 
Climb: 5 yds/BT 

• This mode enables the animal to move silently 
Initiative l'lodlfters: -10 to Initial Swprise 

Outstanding K/S Areas/Sub-Areas ~ SIEEP: NII 
Joss Factors: 0 
Dodging/Avoidance: Nil and-/24/­
Attractiveness: Nil 
lnvulnerabllltles: Nil 
Susceptibilities: Nil 
Average Armor Protection: 5 
Quirks: Nil 

Attacks BAC Damage Type 
Claws (x2) 
Bite 

Rake 

40 
45 

c 
p 

c 

Base 
205 
506 
405 

Bonus 
16 

16 (17J< 
16 

' The number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

••Automatic hit, but only when both claws hit and the opponent 
Is tmder 2' In height or has been knocked prone. 
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Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 05) 
M (Cunning): 20 P: 208, WL: 156, CL: 187 

MM: 10 PM: 104 PN: 104 
PMcap: 40 PNCap: 40 
PMPow: Z8 PNPow: Z8 

MMCap: 4 
MMPow: 3 

MMSpd: 3 

MR: 10 

MRcap:4 
MRPow:3 
MRSpd:3 PMSpd: 35• PNSpd: 35• 

• Divide by 3 for effective PMSpd and PNSpd of 12. 

Armor Scheme: 
Area Pierce Cut Blunt Fire OJem. Stun Blee. 
Ultra 4 4 8 0 0 8 0 

Super 3 3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 

Non 1 1 2 0 0 2 0 

Average 2 2 5 0 0 5 0 

Commentary lt Desatptlon: 
The chisel-toothed lion. or Thytacoleo, Is adUally a llonold 

marsupial. Uke many of the other •saber.toothed• cats, this one uses 
surprise to ambush its prey. It bites wiUt oversized fangs to inflict 
deadly wounds on Its prey. but persists in harassing It until it dies 
from exhaustion and blood lo.ss. 

Llon, Pik~T oothed 
mustratlon: Page 171 
l dentJften Anlmal, Mammalia. Marsupialla. Tuylacosmllld 
Habitat: exterior /Erth, Amazonia (southern third) 

Interior /ErUt, OUter Band, Southern Region 
Slzes 3xhuman-8ize 

(4'.0' L; 250-450#) 
Number Appearing: 2-4 ( 103+ l) 
Modes lt Rates of Movements 

Stalk: 45 yds/BT • 
Walk: 90 yds/BT 
Trot: 135 ydsjBT 
Run: 180 ydsjBT and 270 yds/BT (1 BT only) 
Climb: 5 yds/BT 

• This mode enables Ute animal to move silently 
lnltiaUve Jllodffterss -10 to Initial Surprise 

outstanding K/S Areu/SUb-Areu lt SIEBPs Nil 
J oss Factors: 0 

Dodglng/Avoldancei Nil and-/16/­
Attnc:Uvenat!U Nil 
lnwlnerabllitlas Nil 
SUsceptibllitiesi Nil 
Average Armor P'rotectiom 3 
Qulrb: Nil 

Attacks 
Claws (x2) 

Bite 
Rake 

BAC 
45 

40 
c 
p 

c 

203 

406+4 
403 

Bonus 
18 (19)* 

18 
18 

·nie number In parenUteses Is Ute damage bonus wiUt Ute 
damage bonus due to high BAC added. 

··Automatic hit only If both daws hit and opponent Is under 1.5' 
tall or Is knocked prone. 

l"owers: Nil 

staUstkal Detalh 
Base Scheme (+/- 05) 
M (Cunning): 20 
MM: 10 
MMCap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 

P: 200, WL: 150, CL: 180 
PM: 100 PN: 100 
PMcap: 46 PNCap: 46 
PMPow:30 PNPow: 30 
PMSpd: 24 • PNSpd: 24 • 

• Divide by 3 for effective PMSpd and PNSpd of 8. 

Armor Scheme: 
Area Pierce Cut Blunt Fire OJem. Stun Blee. 
Ultra 4 4 8 0 0 8 0 

Super 3 3 6 0 0 6 0 

Vital 2 2 4 0 0 4 0 

Non 1 l 2 0 0 2 0 

Average 2 2 5 0 0 5 0 

Commentary lt Desatptlon: 
This sabre-toothed predator looks like a cat but Is a marsupial 

wlUt fangs longer Utan any feline. It was long ago exterminated on 
IErth save Its lfrnlted Amazonian range (southern plains and moun­
tains) when the true felines anived. Nevertheless, where It now exists 
this animal Is a relatively successful carnivore, operating In Ute same 
fashion as do &nliodons. 
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Lizard Colositor 
Illustration: Page 172 
ldenUfter: Animal, Reptile, Lacertlllan, varanld 
Habitat: Exterior .IErth, Magmur (rare) 

Interior IErth, Intermediate Band 
Size: 6xhuman-slze 

(25' L) 
Number Appearing: 2-4 (103+1) 
Modes & Rates of Movement: 

Crawl: 60 yds/BT 
Run/Charge: 180 yds/BT and 240 yds/BT (l BT only) 

Initiative Modifters: -15 to Surprise roll 
Outstanding K/S Areas/Sub·Areas & SIBEi': Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/20/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor P'rotect1on: 12 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Talons (x2) 

Bite 

Powers: Nil 

15 
40 

Statistical Detail: 
Base Scheme (+/- 06) 
M (Cunning): 20 
MM: 10 
MMCsp: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRCsp: 4 
MRPow: 3 
MRSpd: 3 

c 303 18 
p 306 18 

~ 320, WL: 240,Cu 288 
PM: 160 PN: 160 
PMCsp:70 PNCsp:70 
PMPow:30 PNPow:30 
PMSpd: 60• PNSpd: 60• 

• Divide by 6 for effective PMSpd and PNSpd of l 0. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 16 20 20 0 0 24 0 
Super 12 15 15 0 0 18 0 
Vital 8 10 10 0 0 12 0 
Non 4 5 5 0 0 6 0 
Average 10 12 12 0 0 15 0 

Commentary a DescrlptJom 
These creatures are a huge (25' Iong) species of monitor lizard. 

They are known as megalanla on exterior .IErth. They have huge 
heads and massive bodies. Their powerful limbs end In feet with 
long. rurved claws. They are fearsome predators that use hiding 
(60%) and rushing In their pack hunting technique. 

Lizard Megalania 
(See Lizard c.oiositor) 

Lizard Monitor 
lllustratJon: Page 172 
IdenUften Animal, Reptile, Lacertlllan, varanld 
Habitat: Exterior .IErth, Afrlk. Azlr. Magmur 
Size: lxhuman-slze 

(5-7'+) 
Number Appearing: 1 
Modes & Rates of Movement: 

Crawl: 30 yds/BT 
Run/Charge: 90 yds/BT and 15 yds/CT (l CT only) 
Climb: 2 yds/BT 
Swim: 30 yds/BT 

InitJatJve Modifiers: Human Standard 
Outstanding K/S Areas/Sub·Areas & sreEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/27 /­
Attractiveness: Nil 
Invulnerablllties: Nil 
Susceptibilities: Nil 
Average Armor Protection: 5 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 35 
Tall Smash 20 

Powers: Nil 

StatistJcal Detail: 
Base Scheme(+/- 03) 
M (Cunning): 1 O 
MM: 5 MR: 5 
MMCsp: 2 
MMPow: 1 
MMSpd: 2 

MRCsp:2 
MRPow: 1 
MRSpd: 2 

p 303 6 
B 203 6 

P: 94, WL: 70, Cu 84 
PM: 51 PN: 43 
PMCsp: 18 PNcap: 19 
PMPow: 18 PNPow: 12 
PMSpd: 15 PNSpd: 12 
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Armor Scheme: 
Area Pierce Cut Blunt f"ire C.hem. Stun /J/ec. 
Ultra 8 8 8 0 0 8 0 
Super 6 6 6 0 0 6 0 
Vital 4 4 4 0 0 4 0 
Non 2 2 2 0 0 2 0 
Average 5 5 5 0 0 5 0 

Commentary a DescrlptJon: 
The mo.st fearsome fonn of this creature Is the Komodo dragon, 

of course. This creature has a large head, strongjaws. and shark-like 
teeth. Its robust lxxiy Is supported by sturdy llmbs with sharp. 
powerful claws and ends In a long tall. The body Is covered with 
roWld or oval scales and Its color varies form yellowish to dark brown 
or black with lighter colored crossbands. Despite Its size. It is quite 
agile and ls a good tree climber and a good swimmer. The monitor 
lizard is a strong and voracious predator, feeding on birds. reptiles, 
mammals. and mollusks. It Is not as aggressive as some of Its larger 
relatives. but If cornered. It will boldly defend It.self with slashing 
claws. palnful bites. and powerful blows from Its tall. The largest will 
certainly attack hwnam, biting. clawing. and holding on. This can be 
very dangerous If there are other lizards there to join In the attack. 
and not a few people have died thus. 

Llama 
mustration: See right 
ldent1fter: Animal, Mammalia, Artiodactyla. camelld 

Habit.ab exterior .l&th. Amazonia 
Size: lxhuman-size 

(6.6' L; 4' T; 290#) 
Number Appearing: 6-11 (106+5) 
Modes a Kates of Jllovemenb 

Walk: 65 yds/BT 
Pacing: 130 yds/BT 
Run: 325 yds/BT 

Initiative llfodlfters: Human Standard 

outstanding KJS Areas/&m.Areas a SIEEP: Nil 
Joss factors: O 
Dodging/Avoidance: 5 and -/36/­
Attractivenes..: Nil 
Invulnerabilities: Nil 
SUsceptibillties: NU 
Average Armor Protection: 2 
Quirks: Nil 

Attacks 
Bite 
Kick 

Powers: NJI 

SAC 
15 
30 

stati9tkal Detail: 
~Scheme (+/-03) 
M (CUnnlng): 10 

MM:5 MR: 5 
MRCap:2 
MRPow: I 
MRSpd:2 

MMCap: 2 
MMPow: 1 
MMSpd: 2 

Armor Schemei 
Area Pierce 
Ultra 4 
Super 3 
Vital 2 
Non 1 
Average 2 

Cut Blunt 
4 4 
3 3 
2 2 
1 1 
2 2 

Commentary a Description: 

Damage Type Base Bonus 
p 103 
B 203 

P: 130, WL: 97, CL: 117 
PM: 70 PN: 60 
PMCap: 31 PNcap: 25 
PMPow: 20 PNPow: 18 
PMSpd: 19 PNSpd: 17 

8 
8 

l'/re C.hem. Stun ~lee. 

0 0 4 0 
0 0 3 0 
0 0 2 0 

0 0 1 0 
0 0 2 0 

The llama's long and shagiy coat varies In color from white. 
brown. black, or reddish brown all over through speckled and 
spotted. Its neck Is slender and long; the head Is long. ending In a 
drooping. divided upper lip. The ears are long. upright. and mobile. 
It has short tall. The sole of the foot Is divided In two by a deep cleft 
like the foot of a camel. 

The llama lives ln small groups with one dominant male and a 
harem of 5-10 females and young. Young males are chased from the 
group and live a single life. 

On earth there Is no such thing as a truly wild llama, for all are 
domesticated and are used as pack animals In high altitudes. 
Guanaco.s and vlcunas are. of course, a different matter. However, on 
.l£Jth there are still many wild llamas roaming free on the fringes of 
the lncan empire. 
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Lynx, Giant 
lllustraUon: See below 
Identifier: Animal. Mammalia, Camlvora, f'elld 
Habitat: txterior /Brth, &opa, Azlr. Vargaard 
Size: lxhuman-size 

(4'-5' L; 120-200#) 
Number Appearing: 1 or :>5 (10:3+2) 
Modes tt Rates of Movement: 

Stalk: :35 ydsfBT• 
Walk: 70 yds/BT 
Trot: 105 yds/BT 
Run/Charge: 140 yds/BT and 280 yds/BT (1 BT only) 
Climb: 7 yds/BT 

• This mode enables the animal to move silently 
lnlUative Modlfters: -10 to initial Surprise 
Outstanding K/S Areas/Sub-Areas tt sreEP: Nil 
Joss factors: 0 
Dodging/Avoidance: 19 and-/50/­
Attractiveness: Nil 
JnvulnerabiUUes: Nil 
Susceptibllltlesi Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attacks 
Claws (x2) 
Bite 
Rake 

BAC 
50 
40 

Damage Type 
c 
p 

c 

Base 
103 

203+2 
206 

Bonus 
12 (14)". 

12 
12 

• Automatic applicable only when opponent has been hit by both 
forepaws. Indicating hold and In position which exposes It to 
rear legs kicking to rake. i.e .. bipedal opponent prone. 

·•Tue number In parentheses is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 03) 
M (Cunning): :36 ~ 180, WL: 135,C~ 162 
MM: 18 MR: 18 
MMcap: 11 
MMPow: 4 
MMSpd: 3 

Armor Scheme: 

MRcap: 11 
MRPow: 4 
MRSpd: 3 

PM: 90 PN: 90 
PMcap: 44 PNCap: 44 
PMPow: 21 PNPow: 21 
PMSpd: 25 PNSpd: 25 

Area Pierce Cut Blunt Fire Chem. stun elec. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 1 1 0 0 1 0 
Average 2 2 2 0 0 2 0 

Commentary tt Description: 
The giant lynx resembles an extremely large. bob-tailed domes­

tic cat. It has a yellowish-brown or yellowish.gray coat with dark 
spots. The belly is whitish and lightly speckled. A ruff of long hair on 
the cheeks outlines the face. The ears are long and light· or gray. 
brown with a long slender black tuft; the tail Is short with a black tip. 
The long legs of this cat terminate In large feet which are densely 
furred. inducting the soles, and Its claws are retractable as In all 
felines save the cheetah. 

The giant lynx lives In mountainous forest regions of cold 
tern perate climes. Its diet Is varied, Including animals up to twice its 
own weight, such as reindeer or caribou, and anything else It can 
catch inducting birds, rodents, and other small game. It hunts either 
by ambushing then leaping on Its prey, or by stalking and then 
pouncing on Its prey. The giant lynx cannot run very fast, but It Is 
equipped for snow. where Its prey Is more hampered than it Is. This 
cat Is an able climber. though It does not dlmb too high. 

The giant lynx Is solitary except during mating season. as are Its 
smaller cousins. the lynx and the bobcat. If more than one Is 
encountered outside of mating season, It will be a female and her 
young. 24 cubs also remain with their mother until spring. 

Mammoth, Woolly 
(see Elephant Wooly Mammoth) 
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Megadile 
lllu.stratJon: Page 170 
ldentJ.fteri Animal, Reptilia, Crocodylia. Crocodylid 
Habitat: l!.xterior /Erth, /Egypt 
Sizes 12xhuman-slze 

(30-40' L; 2100-3000#) 
Number Appearing: 1-2 
Modes 8t Kates of Movement: 

Crawl: 60 yds/BT 
Trot: 120 yds/BT 
Charge/Rush: 180 yds/BT (1 BT only) and 24 yds/CT (1 CT 
only) 

Swim: 240 yds/BT 
lnltJatlve Modlftecsi Human Standard 
Out.standing K/S Areas/SUl>-Areas 8t S'lEUi Nil 
Joss Factors: 0 
Dodging/Avoidance: NU and-/14/­
AttractJveness: Nil 
lnwlnerabWtJes: Nil 
Susceptibilities: Nil 
Average Armor Protectloni 18 
Qulr1's: Nil 

Attacks BAC Damage Type Bonu.s 
Bite 
Tall Smash 

40 
20 

p 

B/I .. 
400· 
3D6t 

22 
22 

• Any successful strike indicates the megadile has dosed its jaws 
on the subject. The victim Is then held fast and each er 
thereafter suffers an automatic 403 PD unUI the megadlle is 
slain or the subject Is dead. 

• • Impact damage cannot be absorbed by any type of armor 
except run Plate armor. 

t Anyone hit by this attack is knocked down and must spend next 
er getting back up and can't do anything other than that. 

rowers: rm 

StatlstJcal Detail: 
Base Scheme (+/- 05) 
M (CUMing): 20 

MM: 10 MR: 10 
MMcap: 4 MRcap: 4 
MMPow: 3 MRPow: 3 
MMSpd: 3 MRSpd: 3 

P: 420, WL: 315, CL: 378 
PM:210 
PMcap: 92 
PMPow:34 
PMSpd: 84• 

PN:210 
PNcap: 92 
PNPow: 34 
PNSpd: 84' 

• Divide by 12 for effective PMSpd and PNSpd of 7. 

Armor Scheme: 
Area Pierce Cut Blunt /'Ire Chem. Stun ~Jee. 

Ultra 20 20 40 16 16 40 16 
Super 15 15 30 12 12 30 12 
Vital 10 10 20 8 8 20 8 
Non 5 5 10 4 4 10 4 
Average 12 12 25 10 10 25 10 

Commentary 8t Description: 
This monstrous carnivore Is aquatic, dwelling In the swamps, 

lakes, rivers, and canals of /Egypt-tilough It Is quite capable of 
pursuing Its prey on nearby land. These huge reptiles lurk In ambush 
for unwruy victims who approach close enough for It to strike. Once 
the jaws clamp shut. prey Is not released until It. or the crocodile, Is 
dead. 

Moa 
Dlu.sb'atlon: Page 73 
ldentJ.fter: Animal, Aves, Olnornithiforrnes, Dinomlthid 
Habitat: Exterior ~h. Ma@?lur 

Interior /Erth, Outer Band, Southern Region 
Size: 3xhuman-size 

(11' T: 40o-600#) 
Number Appearing: 3-8 (106+2) 
Modes 8t Kates of Movements 

Walk: 40 yds/BT 
Trot: 70 y~/BT 
Run: 140 y~/BT 

Initiative Modiftas: Human Standard 
Out.standing K/S Areu/SUl>-Areu 8t S'IEU: Nil 
Joss Factors: O 
Dodging/Avoidance: Nll and-/18/­
Attractiveness: Nil 
lnwlnerabilltles: Nil 
SUsceptibillties: Nil 
Average Armor Frotectlon: 2 
Qulr1's: Nil 

Attacks BAC Damage Type Base Bonus 
Bite (Peck) 20 
Kick 30 

rowers: Nil 

Statistical Detail: 
Base Scheme (+/- 03) 
M (CUMing): IO 
MM: 5 
MMcap: 2 
MMfow: 1 
MMSpd: 2 

MR: 5 
MRcap:2 
MRPow: 1 
MRSpd:2 

p 103 10 
B 206 10 

~ 160, WL: 120,CL: 144 
PM:80 

PMcap: 31 
PMfow:22 
PMSpd: 27' 

PN:80 
PNcap: 31 

PNPow: 22 
PNSpd:27• 

• Divide by 3 for effective PMSpd and PNSpd of 9. 

72 GDW The Mythu"> Bestiary 
• 



·. 

·. 

Annor Scheme: 
Area Pierce Cut Blunt Fire Cilem. Stun Blee. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 1 1 0 0 1 0 
Average 2 2 2 0 0 2 0 

Commentary a DescriptJon: 
The moa ls a ~. heavy lemed bird with a long neck. In height. 

It Is even taller than the elephant bird (q.v.), but has a lighter build In 
comparison. This creature, also known as the dinomls. ls a slow-movillJ 
hert>lvore, and Is quite passive, l.&la1ly attempting to flee If attacked. Its 
ponderous movement rate usually forces It to fight predaors. though net 
without some success, as It has a powerful kick. 

Moose 
DlustratJom Page 172 
ldent.iften Animal, Mammalia, Artlodactyla. Cervid 
Habitat: Exterior &rth, .t£ropa. Azlr, Vargaard 
Size: 6xhuman-slze 

(10' L; 6' T; up to 1750#) 
Number Ap pearing: 1-2 
Modes a Rates of Movements 

Walk: 85 yds/BT 
Trot: 170 yds/BT 
Run/Charge: 255 yds/BT and 34 yds/CT (1 CT only) 

InltJative Modlfters: Human Standard 

Outstanding K/S Areas/SUb-Areas a STEEP: NII 
Joss Factors: o 
Dodging/Avoidance: Nil and - / 16/­
AttractJvenes.s: Nil 
InvulnerabWtJes: NII 
SUscep tJbllltJesi NII 
Average Armor Protection: 6 
Quirks: Nil 

Attacks BAC Damage Type 
Bite 15 p 

Forehoof 20 P/B 
Antlers 25 P/B 
Trample (hooves) 15 B/l• • 

Base 
103 
106 

200· 

403 

• Double damage lf charging and striking opponent. 

Bonus 
16 
16 
16. 

16 

• • No bonus and Blunt Physical damage only unless the opponent 
ls under 3 · tall or else low /prone so as to be subject to full 
force and weight. in which case damage ls Impact and bonus 
ls added. Impact damage cannot be absorbed by any type of 
armor except fUll Plate armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 05) 
M (CUnnlng): 10 
MM: 5 MR: 5 
MMcap: 2 
MMPow: 1 

MMSpd: 2 

MRCep:2 
MRPow: 1 
MRSpd:2 

P: 280, WL: 210, CL: 252 
PM: 140 PN: 140 
PMcap: 64 PNCep: 64 
PMPow: 28 PNPow: 28 
PMSpd: 48• PNSpd: 48• 

• Divide by 6 for effective PMSpd of PNSpd of 8. 

Armor Scheme: 
Area Pierce Cut Blunt f'lre Cilem. Stun Blee. 
Ultra 4 8 16 0 0 16 0 
Super 3 6 12 0 0 12 0 
Vital 2 4 6 0 0 8 0 
Non 1 2 4 0 0 4 0 
Average 2 5 10 0 0 10 0 

Commentary a Descrfptlon: 
The coat of a moooe, or elk (In JEropa), ls gray-brown or dark 

gray, becoming paler on the legs. The animal's head ls large and 
elongated with a flattened mouth. The back Is lower than the rump; 
the neck Is powerful, and the males have a dewlap of skin which 
han~ down. All males have Impressive palmate antlers (the largest 
In the deer family), with points of val)'lng length. 

The hooves of a moose are large and can be spread apart. This 
ls helpful, because these animals feed mainly on aquatic plants, and 
much of feeding tlme ls spent with their feet Immersed In water or 
mud. Tuey are actlve mainly In mornings and evenings. 

They are shy and generally avoid confrontatlon by fleeing, save 
during the rut when males become very territorial and ag]JeSS!ve. 
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mustratloni Page 166 

Mule 
(see Mounts) 

Musk Ox 

Identlften Animal. Mammalla, Artlodactyla. Bovid 
Habitat: Exterior ~rth. North Polar. Azlr. Yargaa.rd 

Interior ~rth. Outer Band. Northern Regon 
Sizei 3xhwnan.Qze 

(6'-8' L; 4'·5' T; 450-675#) 
Number Appearingi 10-20 (206+8) or 20-120 
Modes a Rates of Movement: 

Walk: 40 yds/BT 
Trot: 80 yd.s/BT 
Run/Charge: 160 yd.s/BT and 240 yd.s/BT ( 1 BT only) 

Initiative Modlften: Human Standard 
Out.standing K/S Areas/SUb-Areas a SIEEPi Nil 
Joss Factors& 0 
Doclglng/Avoldancei NU and-/13/­
Attractlvenessi Nil 
Invulnerabilities: Nil 
SU9cieptib1Udesi Nil 
Average Armor Protectlon: 6 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 

Bite 
Horns (X2) 

10 
20 

p 105 8 
P 200· 8. 

• Double damage lf charging and striking opponent. 

rowenz Nil 

Statistical Det.alb 
Base SCheme (+/- 05) 
M (Cunning): 1 O 
MM: 5 
MMcap: 2 
MMfow: 1 
MMSpd: 2 

MR: 5 
MRcap: 2 
MRPow: 1 
MRSpd: 2 

P: 200, WL: 150. CL: 180 
PM: 110 PN: 90 
PMcap:69 mcap: 56 
PMPow: 20 PNPow: 16 
PMSpd: 21 • PNSpd: 18• 

• Divide by 3 for effec::tfve PMSpd of 7 and PNSpd of 6. 

Armor Schema 
Area Pierce cut Blunt l'ire Chem. Stun !!lee. 

Ultra 8 8 12 0 0 12 0 

Super 6 6 9 0 0 9 0 

Vital 4 4 6 0 0 6 0 

Non 2 2 3 0 0 3 0 

Average 5 5 7 0 0 7 0 

Commentary a Desalptloni 
The musk ox Is a smallish diurnal bovine that lives In large herds 

led by one or more dominant males. Their bodies are covered with 
a long. dense coat of dark brown guard hairs over paler underfur. 
Their legs are short and strongly built with large hooves. and both 
sexes have 24' ·28' long horns. 1he base of the horns Is flat. covering 
the forehead and running down the sides of the head. The ti~ of the 

horns curve upward. 
When defending the herd against predators. a drde Is formed 

with the females and yowig In the center and the males on the 
outside facing outward. 

Octopus 
lllustratloni Page 17 4 
Jdentlften Animal, Mollusc. Cephalopoda. Octopod 
Habitat: exterior ~rth Marine fauna 
Size: 1-6xhwnan-slze (a.sswne 3x) 

(up to 50' o· ; up to 1000#) 
Numba' Appearing: 1 
Modes Lt Rates of Movement: 

Swim/Burst: 7 5 yds/BT and 15 yds/CT (3 CTs only) 

Initiative Jllodiftusi Human Standard 
out.standing K/S Areas/SUb-Areu a STEEP: Nil 
Joss hctoni 0 
Dodglng/Avoldanc:ei NU and -/28/­
Attractlvenessi Nil 
Invulnerabilities: Nil 
SU5ceptibiUtiesi Nil 
Average Armor Protection: 3 
Quirk.9: Nil 

Attacks BAC Damage Type 

Bite 40 p 

Constricting 25 B/I•• 

(x103+1) 
Ink 60 Special 

Base 
106+Poison· 

103 

See below 

• Polson S1R 40+ (delivered 40/40/20 In 2 BT delays) 

Bonus 
5t 
St 

0 

• • A constrlctlng (tentacle) attack will lnflid: normal damage on 
the Initial strike. then continue to do damage to the victim 
autommlcally each CT after that until the victim dies. the 
attacker takes over his CL ln Physical damage. or the attacker 
decides to release the defender. Subsequent damage will 
always be Impact and not absorbed by any type of non­
enchanted armor. 
t See text of Commentary ~ Description below. 

rowers: NII 
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StatlsUcal Detalls 
Base Scheme(+/- 03) for average (small) Individual 
M (CUnnlng): 40 P: 84, WL: 63, CL: 75 
MM: 15 MR: 25 PM: 50 fN: M 
MMcap:5 MRcap:9 PMcap: 17 mcap: 12 
MMfow: 5 MRfow: 8 fMPow: 17 fNPow: 10 
MMSpd: 5 MRSpd: 8 fMSpd: 16 fNSpd: 12 

Armor Schemes 
Area Pierce Cut Blunt l'ire Chem. Stun Elec. 
Ultra 4 4 8 o· 0 8 0 
Super 3 3 6 o· 0 6 0 

Vital 2 2 4 o· 0 4 0 
Non 1 1 2 o· 0 2 0 
Average 2 2 5 o· 0 5 0 

• Animal In water - invulnerable. 

Commentary a DescripUons 
The normal octopus Is seldom aooresslve by nature, but It Is 

extremely curlous, and must examine anything new to enter Its 
realm. This sort of dose oontact Is often mistaken for a challenge, as 
the octopus moves dose to grasp and probe wiUt Its tentades. If Ute 
new life form reacts quickly (pulling aw~. etc.) Ute octopus consid­
ers Utls as a hostile gesture, squirts a thick jet of black Ink and 
attempts to flee. If forced to fight, the octopus has a sharp beak and 
a constrictlon attack with Its eight tentades. Note that tentacles must 
be Involved to bring an opponent to the beak for a Bite attack. The 
average specimen Is only a maximum of 18' diameter (tentacles 
spread). for each additional 2' diameter. to a maximum of 14 such 
Increments, add 6 PTIWTpolnts, l In each ATIRIBt.rre. Note that the 
Physical damage bonus Increases from base 5 to as high as 19; thus, 
If a true giant of Its kind Is encountered, Its P 1RAIT would be 168, 
twice the normal, with a PD bonus of 19. Note also Utat poison STR 
Increases by 1 factor per 2' of size Increase from 40 to 54, so 
maximum poison STR for a giant of this species Is Strength 54. 

Onaxeresian (Amazon) 
Wustrations Page 172 
ldentlfters Animal, Mammalia, Primate, Hominid 
Habitat; exterior .iErth (see text) (Sapient) 

Sizes l xhumrurslze 
Number Appearing: ~12 (1010+2) hunting party; l o.60 (1006) 

raiding party; 300000 (303xl00) dan; 2500-3000 ((106+24)xl00) 
sub-tribe 
Modes 8r Rates of Movement.a 

Walk: 70 yds/BT 
Trot: 140 yds/BT 
Run: 210 yds/BT 
Climb: 20 yds/BT 
Swim: 45 yds/BT 

Jnltiatlve Modltters: Human Standard 

Outstanding K/S Areas/SUb-Areas 8r S'IEEPs 
All have: 

Combat, Hand Weapons at 46-55 (1010+45) 
Combat, Hand Weapons, Missile at 5&65 (1010+55) 
Hunting/Tracking at 5&65 (1010+55) 
Native Tongue (Grecian) at 41·50 (1Dlo+40) 
Trade fhonedan at 31-40 (1010+30) 

Heka Users also have: 
oweomercrreft. White or Green at 27-45 (2010 +25) 
Maglck at Oweomert:nieft. S1EEf 
friestcrreft.. f.thos of Balance at 32-50 (2010 +30) 
Religion at frlestcraeft STeeP 

J oss Factors: 106 
Dodging/Avoidance: Nil and 18/24(26)/18 or by Individual 
Attractiveness: Human norm 
lnwlnerabWUes: Nil 
SUsceptlbUltiesi Nil 
Average Armor Protection: 0 

Quirks: NII 

Attacks Ave BAC Damag e Type Base Bonus 
Bow, Self (Long) 6 1 r 306 3(8)" 

Spear (10') 5 1 r 306 3 (6). 

Long knife 5 1 C/f 403 3 (6)" 

(see below) 

•111e number In parentheses Is the damage bonus with Ute 
damage bonus due to high BAC added. 

Powers: NU 

Statlstlcal Detall: 
BMe Scheme(+/- 03, females+ 2 PM bonus, +4 PN bonus, +2 S 
bonus) 
M: 56, eLJ 44 F: 76{85, WU 57 /63, Cl.: 68(16 
MM: 28 MR: 28 PM: :56/45 PN: 40 
MMCap: 10 MRcap: 10 PMCap: 13/17 PNCap: 14 
MMf'ow: 9 MRf'ow: 9 PMfow: 12/15 PNPow: 13 
MMSpd: 9 MRSpd: 9 PMSpd: 11/ 13 mspd: 13 

Armor Schemes 

Sc 66, r.L: 52 
SM: 34 SP: 32 
~: 13 SPCap: 14 
SMPow: 11 srrow: 1 o 
SMSpd: 1 OSl'Spd: 8 

Area Pierce cut Bl unt !'Ire Chem. Stun flee. 
Ultra 0 0 0 0 0 0 0 

Super 0 0 0 0 0 0 0 

Vital 0 0 0 0 0 0 0 

Non 0 0 0 0 0 0 0 

Average 0 0 0 0 0 0 0 
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Commentary a Desaiptions 
The Onaxares (pronounced f.hna .zaiis) are a semi-nomadic 

people originally from AzJr. There Is stlll a tribe of these folk there. 

although the major portion of the Onaxareslans arranged to be 

transported by l'honedans to a far-off continent some 200 ans ago. 
The Near Azlrlan folk of this race are pastorallsts and hunter· 

gatherers. There are six related groups of these people. with only 

about 18,000 adult members In the whole tribe. They have a home 

range of hilly and mountainous sort which stretches from northern 

Phyrlgia Into the southern portions of cauca51a and Qeorgfa and 

away Into Medls. The tribe speaks a Qredan dialect and recognizes 

deities from both the Qreco-Roman (Grecian) and Phonedan panthe­

ons. The Onaxares are matriarchal. with women's roles always at 

lea.st equal to men's, and In regards to government superior. 

females rule. (A birth ratio of three girts to one boy might explain the 

dominant role.) 

The continent of Amaz.onla Is now so called by the folk of JEropa 
and Afrik for the onaxare8. or Amazons. Supposedly. most of the 

eastern third of the continent. from the southern verge of the 

virtually unexplored ea.stem jungles to portions of the plains o:an­
pasJ and prairies below the rain forest bordered by the Andes where 

the great empire of the Inca lies. Many tens of thousands of the 

matriarchal Onaxares folk now Inhabit this area continually warring 

with the native peoples to the north and south. and even the Incas' 

Incursions from the west. 
Jn battle. the Amazon warriors wield powerful longbows with 

great efficiency from a distance. then switch to either spear or 

longknife when closing to melee. The longknlfe of the Onaxares Is 

a thin-bladed dagger, double-edged. and 2-3' In len~ (treat as a 

Large Knife, except for damage type and potential). 

Orea 
mustrations rage 17 4 
ldentlften Animal. Mammalia, Cetacean. Delphlnld 

Habitat: 1!.xterior .iErth Marine fauna 

Sizes 24xhuman-slze 

(18~30' L; 5,000-13.000#) 

Numbtt' Appearlngs 3-a (106+2) or 3040 
Modes a Rates ol Movement: 

Swim: 510 yds/8T 

Initiative Jllocliftena Human Standard 
outstanding K/S Areas/Sub-Areas a sreePs Nil 

Jos.s Factors: O 
Dodging/Avoidances NII and 7 /12/­

AtuactiveneMs NU 
InwlnerabWtJess NU 

SU5ceptibllltiesa Nil 

Average Armor Protection: 12 

QuirU: Nil 

Attadw BAC Damage Type 

Bite 60 r 406 

Bonus 
28 (32). 

•Tue number In parentheses Is the damage bonus with the 

damage bonus due to high BAC added. 

Powe.rs: Nil 

staUstical Detail: 
Base Scheme(+/ - 010) 
M:45 .. r: 680, WL: 510, CL: 612 

f'M: 34-0 PN: 34-0 MM:20 
MMCap: 12 

MMrow: 5 

MMSpd: 3 

MR: 25 
MRCap: 13 

MRrow:8 
MRSpd:4 

f'MCap: 156 PNCap: 156 

f'Mrow: 40 PNrow: 40 
f'MSpd: 144• PNSpd: 144• 

• Dlvlde by 24 for effective rMSpd and rNSpd of 6. 
.. May be Mentally attacked. 

Armor Sc:hemei 

Area Pierce Cut Blunt Fire Chem. 

Ultra 8 12 24 o· 0 

Super 6 9 18 o· 0 

Vital 4 6 12 o· 0 

Non 2 3 6 o· 0 

Average 5 7 15 o· 0 

• Animal In water - lnwlnerable. 

Commentary a DesaiptJon: 

Stun Blee. 
32 0 

24 0 

16 0 

8 0 

20 0 

Orcas. or 1dller whales, - have a distinctive black and whlte color. 

An adult male's black dorsal fin maybe upto68- long. Orcasllve In pods 

of z.a. but a group of 30-40 Isn't too uncommon. Isolated Individuals 

are always male. Orcas swim up to 35 mph (513 yds/81). They are not 

normally aggressive but not afraid, even of shlps. They are rarely 

threatened by predators. for they attack with great teeth and determJna.. 

tJon. They feed on seals, walruses. shams. fish, etc. If assailed by 

humans. they will fight back. 

O xctuck 
mustrations rage 172 
ldentiften Animal. Mammalia Marsuplalla Dlprotodont 

Habitat: exterior~ Magmur 
Interior ~rth. Outer Band, Southern Region 

Size: 6xhurnan-&ze 

(10' L. 2,000+#) 

Numbtt' Appearing: 2-4 (103+1) 

Modes a Rates "'Movement: 
Walk: 70 yds/8T 

Trot: 140 yds/8T 

Run: 210y~/8T 
Initiative Mocllllena Human Standard 

outstanding K/S Areas/Sub-Areas a sreu: Nil 
J os.s Factors: o 
Dodging/Avoidance: Nil and-/16/­
Atuactivenesss NII 
InwlnaabllltJess NII 

SU5ceptlbllitiesa NU 
Average Armor Frotectlom 4 

Qubb: Nll 
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Attacks 
Claws (x2) 
Bite 

Powers: Nil 

BAC 
20 
15 

Damage Type Base 
c 103 
p 3D3 

Bonus 
20 
20 

Statistical Detaib 
Base Scheme (+/- D5) 
M (Cunning): 1 O 
MM:5 

P:320, WL:240,C~282 
PM: 180 f'N: 140 

MMcap: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRcap: 2 
MRPow: 1 
MRSpd: 2 

PMcap: 88 f'Ncap: 60 
PMPow:32 f'NPow:40 
PMSpd: 60• f'NSpd: 40• 

• Divide by 6 for effective PMSpd of 10 and f'NSpd of 6. 

.Armor Schemes 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 4 4 8 0 8 12 0 
Super 3 3 6 0 6 9 0 
Vital 2 2 4 0 4 6 0 
Non 1 1 2 0 2 3 0 
Average 2 2 5 0 5 7 0 

Commentary 8f Descriptions 
Inhabiting mostly drier dimes' plalns and pralrles, this herbl· 

vore Is a grazing marsupial resembling a wombat the size of a small 
rhinoceros. It has a tremendous body with an enormous head and 
neck. Although Its limbs are Incredibly strong, It has flat feet, and 
thus moves slowly for Its size. It feeds on plants scraped from the 
ground with Its claws. 

Essentially passive, this monstrous animal will defend Itself 
against attackers with its claws, and by biting with its large mouth. 

Panda (Giant) 
Illustrations See light 
JdenUften Animal, Mammalia. Camlvora, Alluropodld 
Habitat: exterior !Erth, Azir 
Sizes 2xhuman-slze 

(4'·5' L; 2'·3' T; 225-400#) 
Number Appearing: 1 or 1·3 (103) 
Modes 8f Rates of Movement: 

Crawl: 40 yds/BT 
Walk: 60 yds/BT 
Run/Charge: 160 yds/BT and 24 yds/CT (1 CT only) 

Initiative Modifters: Human Standard 
Outstanding K/S Areas/Sub-Areas 8f STEEF: Nil 
Joss Factorss 0 
Dodging/Avoidances Nil and -/19/­
Attractivenesss Nil 
lnvulnerablllties: Nil 
Susceptibllltless Nil 
Average Armor Frotectlon: 5 
Quirks: Nil 

Attacks 
Claws (x2) 
Bite 

Powers: Nil 

BAC 
30 
35 

Statistical Details 
Base Scheme (+/- 03) 
M (CUnnlng): 16 
MM:8 MR:8 

MRcap: 4 
MRPow: 2 
MRSpd: 2 

MMcap: 4 
MMPow: 2 
MMSpd: 2 

Damage Type 
c 
p 

Base 
106 
206 

Bonus 
15 
15 

P: 180, WL: 135, Cu 162 
PM: 100 f'N: 80 
PMcap:51 f'Ncap:43 
PMPow: 27 f'NPow: 21 
PMSpd: 22• f'NSpd: 16• 

• Divide by 2 for effective PMSpd of 11 and PNSpd of 8 . 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun ~lee. 

Ultra 4 8 12 0 0 12 0 
Super 3 6 9 0 0 9 0 
Vital 2 4 6 0 0 6 0 
Non 1 2 3 0 0 3 0 
Average 2 5 7 0 0 7 0 

Commentary 8f Descriptions 
Though these creatures are not truly bears, they are usually 

Identified as such. The coat of a panda Is white with black markln~ 
around the eyes and ears, the front and hind legs, a stripe aaoss the 
shoulder; and sometimes the tip of the tall. 

Pandas are nearsighted, but have a highly developed sense of 
hearing. They do not have a permanent den. choosing Instead to take 
shelter In hollow trees or In rock fissures. 

Their diet Is ~ on bamboo shoots and other plant matter. but 
they also ea small mammals. as well as birds and ft.sh. Active from 
twilight to dawn, pandas are usually solitary, except for female and 
young. If molested. they are quite aooressve and fight ferodously. 
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Pandacoon 
lllustratJoni Page 171 
ldentlden Animal, Mammalia, Camlvora, Procyonld 
Habitat: exterior IErth, Amaz.onla 

Interior IErth, Outer Banet Southern Region 
Size: 2xhuman-slze 

(6+" L; 300450#) 
Number Appearing: 1or2-4 (103+1) 
Modes lt Rates ol Movement: 

Walk/frot: 75 yds/BT and 150 yds/BT 
Run/Charge: 225 yds/BT and 300 yds/BT (1 BT only) 

lnitJatlve Jllodifters: Human Standard 
outstanding K/S Areas/SUb-Areas ar smBP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and -/24/­
At:Uactlvenessi Nil 
Inwlnerabillties: Nil 
SUsceptlbUitlesi Nil 
Average Armor f'rotectJoni 4 
Quirks: Nil 

Attacu BAC Damage Type Base Bonus 
Claws (x2) 
Bite 

f'owersi Nil 

25 
30 

Statistical Detail: 
Base Scheme (+/- D3) 
M (CUnnlng): 10 
MM: 5 MR: 5 
MMcap: 2 
MMPow: 1 
MMSpd: 2 

MRcap:2 
MRPow: I 
M.RSpd: 2 

c 2D3 20 
p 306 20 

P: 220, WL: 165, CL: 198 
PM: llO fTi: 110 
PMcap: 54 mcap: 54 
PMPow:32 fTiPow:32 
PMSpd: 24 • fTiSpd: 24 • 

• Divide by 2 for effective PMSpd and PNSpd of 12. 

Armor Schemei 
Area Pierce Cut Blunt l"ire Chem. Stun Elec. 
Ultra 4 8 8 0 0 12 0 
Super 3 6 6 0 0 9 0 
Vital 2 4 4 0 0 6 0 
Non 1 2 2 0 0 3 0 
Average 2 5 4 0 0 7 0 

Commentary lt DescriptJon: 
This creature Is a black bear~lzed raccoonold omnivore which 

appears to be a giant panda crossed with a raccoon. It lives on steep 
mountainsides, subsisting on a diet of plants and small animals. It 
Is not likely to act aggressively toward a human lntruderunless It feels 
threatened or Is protecting Its young. 

Pandapir 
lllustratiom Page 172 
ldentlften Animal, Mammalia. Notoungulate, Homalodot.herild 
Habitat: exterior IErth. Magmur 

Interior /Erth, Outer Banet Northern Region 
Size: 3xhuman-slze 

(7 .5' L; 700-000#) 
Number Appearing: 2-4 (103+ 1) 
Modes !r Rates ol Movement: 

Walk/I'rot: 120 yds/BT and 240 yds/BT 
Run: 360 yds/BT 

InitJatlve Jllodifters: Human Standard 
OUtstandlng K/S Areas/SUb-Areas lt smEPi Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and-/21/­
At:Uactlvenessi Nil 
Inwlnerabillties: Nil 
SUsceptlbilltlesi Nil 
Average Armor FrotectJoni 6 
Quirbi Nil 

Atta cu BAC Damage Type Base 
Bite 10 p 103 
Claws (x2) 20 c 2D3 

f'owersi Nil 

Stati9tkal Detalli 

Bonus 
16 
16 

Base Scheme(+/- D5) 
M. (Cunning): 10 P:260, WL: 195,CL:234 
MM: 5 
MM.cap: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRcap: 2 
MRPow: 1 
MRSpd:2 

PM: 140 PN: 120 
PMcap:76 mcap:69 
PMPow:28 PNPow:24 
PMSpd: 36• PNSpd: 27• 

• Divide by 3 for effective PMSpd of 12 and PNSpd of 9. 

Armor Schemei 
Area Pierce Cut Blunt l"ire Chem. Stun Elec. 
Ultra 4 8 16 0 0 20 0 
Super 3 6 12 0 0 15 0 
Vital 2 4 8 0 0 10 0 
Non 1 2 4 0 0 5 0 
Average 2 4 8 0 0 10 0 

Commentary lt Description: 
Pandaplrs are blcolored herbivores that look something like a 

mixture of panda and tapir. The forelimbs of a pandaplr are longer 
and heavier than their hind l~. thus they are taller at the shoulder 
than at the hips. The hind feet are plantlgrade (flat.footed), but their 
forefeet are dlgltlgrade, and equipped with Impressive claws. 

Pandaplrs are as large as a small horse and quite fleet They are 
partly bipedal, and browse on fruit and leaves from low tree 
branches. 
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Panther 
DlustraUon: Page 172 
JdenUften Animal, Mammalia, Cmnlvora, relld 

Habitatz Exterior t'Erth, .iEropa, Afrik. Azlr, Vargaard 
Size: 2xhuman-slze 

(3'-5' L; up to 225#) 

Number Appearing: 1 
Modes tit Kates of Movementz 

Stalk: 45 yds/BT• 
Walk(frot: 90 yds/BT and 135 yds/BT 
Run/Charge: 180 yds/BT and 360 yds/BT ( l BT only) 
Climb: 90 yds/BT 

Swim: 45 yds/BT 
• Thls mode enables the animal to move sllentJy 
JniUaUve Modifters: -10 to Initial Surprise 
Outstanding K/S Areas/Sub-Areas tit SIEEF1 Nil 
Joss Factors: O 
Dodging/Avoidance: 25 and -/56/­
AttracUveness: Nil 
lnvulnerablUUes: Nil 
Susceptibilities: Nil 
Average Armor FrotecUon: 3 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Claws (x2) 

Bite 
Rake 

50 
35 

c 
P 
c 

203 

203+2 
303 

10 (12)". 

10 
10 

• Automatic applicable only when opponent has been hit by both 
forepaws. Indicating hold and in position which exposes It to 
rear legs kicking to rake, I.e., bipedal opponent prone. 

••The number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Fowers: Nil 

Statistical Detail: 
Base Scheme (+/- 03) 
M (CUnnlng): 20 

MM: 10 MR: 10 
MMCap: 4 

MMrow: 3 
MMSpd: 3 

Armor Scheme: 
Area Pierce 
Ultra 4 
Super 3 
Vital 2 
Non l 
Average 2 

MRCap: 4 

MRrow: 3 
MRSpd: 3 

Cut .Blunt 
4 8 
3 6 
2 4 
1 2 
2 5 

P: 164, WL: 123, CL: 147 
PM: 82 PN: 82 
PMCap:32 PNcap:32 

PMPow:22 PNPow:22 
PMSpd: 28 PNSpd: 28 

r/re Chem . Stun Blee. 
0 0 8 0 
0 0 6 0 
0 0 4 0 
0 0 2 0 

0 0 5 0 

Conunentary tit DescripUom 
The panther Is another version of the leopard, which for 

purposes of this work Is treated separately because of Its range and 
habitat. The basic color of an adult panther Is black. Young panthers 
have a speckled coat and ringed tall, but these markings blend with 
maturity. 

Panthers are solitary and territorial. Range Is broad and habitat 
Is basically temperate woodlands. They are adlve both day and night 
unless man Is near. then they are-nocturnal. 

They are powerfully muscled, and can jump up to 20 feet In a 
single leap. The preferred food of panthers Is deer. but they will take 
other large prey If It Is available. 

Panther, Chiset'T oothed 
DlustraUon: Page 170 
ldenUfters Animal, Mammalia. Marsuplalla. Thylacoleonld 
Habitat: exterior t'Erth. Magmur 
Size: 2xhuman-slze 

(5'.0' L. 350+#) 
Number Appearing: 1 
Modes tit Rates of Movementz 

Stalk: 45 yds/BT• 
Walk(frot: 90 yds/BT and 135 yds/BT 
Run: 180 yds/BT and 360 yds/BT (1 BT only) 

almb: 45 yds/BT 
Swim: 45 yds/BT 

• 1'hls mode enables the animal to move sllentJy 

lniUaUve Modifters: -1 O to ln!Ual Surprise 
Outstanding K/S Areas/SUb-Areas tit STEEPi Nil 
Joss Factors: 0 
Dodging/Avoidance: 5 and -/36/­
AttracUveness: NII 
lnwlnerabWUes: Nil 

SusceptiblllUes: NII 
Average Armor FrotecUom 3 
Quirkss NII 

Attacks BAC Damage Type 
aaws (x2) 

Bite 
45 

35 

c 
p 

Base Bonus 
203 12 (13)" 

303+3 12 

•Tue number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Fowers: Nil 
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StatJstical Detail: 
Base Scheme (+/- 03) 
M(CUnnlng):20 P: 200, WL: 150, CL: 180 

MM: 10 PM: 104 PN: 96 
PMcap: 44 mcap: 36 
PMPow:24 fNPow:24 

MMcap: 4 
MMfow: 3 

MMSpd: 3 

MR: 10 
MRcap: 4 
MRfow: 3 

MRSpd: 3 fMSpd: 36• fNSpd: 36• 

• Divide by 2 for effectJve PMSpd and fNSpd of 18. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun ~Jee. 

Ultra 4 4 8 0 0 8 0 

Super 3 3 6 0 0 6 0 

Vital 2 2 4 0 0 4 0 

Non 1 1 2 0 0 2 0 
Average 2 2 5 0 0 5 0 

Commentary a Description: 
These carnivores are similar to chisel-toothed lions. but are 

smaller in size and more akin to panthers In their hunting methods 
and the manner In which they take prey. Dining on larger beasts. the 
chisel-toothed panther will stalk creatwes suclt as dullheads or 
kangaroo.5 until they can spring onto their backs and drive their 
wedge-shaped fangs deep Into their victims. Once the prey has dled 

from blood loss. the great cats dine on the carcass. 

Peccaricom 
Dlustratiom Page 172 
ldentlften Animal, Mammalia, Artlodactyla. Tuyassuld 

Habitat: exterior /&th, Magmur 
Interior JErth. Outer Band, Southern Region 

Size: 2xhuman-slze 
(4' T; 240-360#) 

Number Appearing: 11-20 (1010+10) 
Modes a Rates of Movement: 

Walk/Trot: 70 yds/BT and 140 yds/BT 
Run/Charge: 210 yds/BT and 280 yds/BT (l BT only) 

lnit1ative Modiften: Human Standard 

outstanding K/S Areas/SUb-Areas a sreu: Nil 
Joss factors: O 
Dodglng/Avoldancei Nil and -/28/­

AttracUveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: NII 
Average Armor Protection: 6 
Qu.lrks:Nll 

Attac:U RAC Damage Type Base Bonus 
Bite 10 p 102 10 
Hom 20 p 103 10 

Powers: NII 

Statistical Detail: 
Base Scheme (+/- 03) 
M (Cunning): 10 

MM:5 

P: 160, WL: 120. CL: 144 

MMcap: 2 
MMfow: 1 
MMSpd: 2 

MR: 5 
MRcap:2 
MRfow: 1 

MRSpd: 2 

PM:90 
PMcap: 36 
PMPow:22 
fMSpd: 32° 

PN:70 
mcap:2s 
fNPow: 21 
fNSpd:24• 

•Divide by 2 for effective PMSpd of 16 and fNSpd of 12. 

Armor Scheme: 
Area Plerce Cut Blunt Fire Chem. Stun ~Jee. 

Ultra 4 8 12 0 0 16 0 

Super 3 6 9 0 0 12 0 

Vital 2 4 6 0 0 8 0 

Non 1 2 3 0 0 4 0 
Average 2 5 7 0 0 10 0 

Commentary a Description: 
Peccaricor:ns are herbivorous creatures the size of large peccar­

ies, with a single, forward-pointing horn above their eyes. They look 
somewhat similar to a little rhino, but have more teeth. They are not 
as aggressive as rhinos, nor are they solitary. Peccarlcorns tend to 
gather In small herds of 11 to 20 Individuals led by a single male. 

Penguin, Giant 
Dlustration: Page 166 
ldentlften Animal. Aves, Sphenisclform, Sphenlscldae 
Habitat: exterior JErth, South Polar 

Size: lxhuman-Sze 
(4' T; 100#) 

Number Appearing: 50-100 
Modes a Rates of Movement: 

Walk: 60 yds/BT 
Run: 180 yds/BT 
Swim: 300 yds/BT 

Initiative Jllodifters: Human Standard 
outstanding K/S Areas/SUb-Areas a sreu: Nil 
Joss factors: 0 
Dodging/Avoidance: Nil and-/19/­
AttracUveness: Nil 
lnvulnerabWtles: Nil 

Susceptibilftfes: NII 
Average Armor Protection: 2 
Quirks: Nil 

80 GDW The Mythu."'i Bestiary 



Attacks 
Bite (peck) 

BAC 
30 

Damage Type Base Bonus Outstanding K/S Areas/Sub-Areas a STU.Fa 

Powersa Nil 

P 102 o Combat, Hand Weapons at 36-45 (1010+35) 
Combat. Hand Weapons. Ml.Wle at 51-60 (1010+50) 
Criminal AdJvitles, Physical at 51-60 (1010+50) 

Statistlcal Detail: 
Base Scheme (+/- 03) 
M (Cunning): 1 O P: 60, WL: 45. CL: 54 
MM: 5 MR: 5 PM: 35 1'1"1:25 
MMcap: 2 MRcap: 2 PMcap: 13 mcap: 9 
MMPow: 1 MRPow: 1 PMPow: 11 PNPow: 8 
MMSpd: 2 MRSpd: 2 PMSpd: 11 l'NSpd:8 

Armor Schemea 
Area Pierce Cut Blunt l'lre Chem. Stun flee. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 

Non 1 1 1 0 0 1 0 
Average 2 2 2 0 0 2 0 

Commentary a Descriptlon: 
This odd-looking bird walks upright on very short legs. They 

cannot fly but are excellent swimmers, using their wedge-shaped 
wings as flippers In coqjundJon with their webbed feet. Penguins 
have short, thick feathers on their stocky bodies, and are white on 
the belly. with black or bluish-black coloration on their backs. Some 
have crests of long feathers on the sides of their heads, while others 
have brightly colored feathers on their short, thick necks. 

All penguins subsist on a diet made up exdusively of fish. The 
largest penguins are the emperor penguins (4' T. 100 pounds). They 
are typically unafraid of humans, and are usually not dangerous. 
However, any predator who disturbs their nests are subject to attack 
by all nearby birds. This can certainly prove fatal, as penguin 
rookeries may have a million birds! 

Pony 
(see Mounts) 

Pygmy 
Illustration: Page 171 
ldenUfter: Animal, Mammalia, Primate, Hominid 
Habitat: exterior /'Erth, Afrik (Sapient) 
Size: 0.5xhuman-slze 
Number Appearing: 2-6 (203) hunting party, 5-15 (503) raiding 
party. 4-0-120 (403xl0) tribe 
Modes a Kates of Movement: 

Walk: 56 yds/BT 
Trot: 112 yds/BT 
Run: 168 yds/BT 
Olmb: 20 yds/BT 
Swim: 30 yds/BT 

Initiative Modlfters: Human Standard 

Hunting/Tracking at 42-60 (2010 +40) 
Nature Attunement at 31-40(1010+30) 

Joss F'actorsa 103 
Dodging/Avoidance; 5 and 18/36/14 
Atuactlveness: Human norm 303+2 
lnwlnerabWtles: Nil 
SUsceptlbUltlesa Nil 
Average Armor Protection: O 
Quirks: Nil 

At tacks Ave. BAC Damage Type Base 
Axe, Hand 
Spear (5') 
Bow. short. self 

41 
41 
56 

c 306 
p 306 

P 206+Polson* 

Bonus 
0 (1) .. 

0 (1) .. 
0(1) .. 

• Polson-coated darts: S1R 40 (delivered 40/40/20 In 1 BT delays) 
•*The number In parentheses ls the damage bonus with the 

damage bonus due to high BAC added. 

Powersa Nil 

Statistical Detaila 
Base &.heme (+/- 03, females - 2 PMcap and PMPow penalty) 
M: 56, &.; 44 P: 56, WL: 42, Cu 50 S: 54. l!L: 43 
MM: 28 MR: 28 PM: 25 l'N: 31 SM: 28 SP: 26 
MMCap: I 0 MRCap: I 0 PMCap: 9 l'NCap: 11 SMCap: 11 SPCap: 12 
MMPCM. 9 MRPow: 9 PMPow: 8 l'NPCM. 10 SMPow: 9 Sl'fow: 8 
MMSpd: 9 MRSpd: 9 PM.Spd: 8* l'NSpd: 10* SMSpd: 8 Sl'Spd: 6 

•Multiply by 2 to find effectJve PMSpd of 16 and PNSpd of 20. 

Armor Scheme: 
Area Pierce Cut Blunt /'Ire Chem. Stun flee. 
Ultra 0 0 0 0 0 0 0 
Super 0 0 0 0 0 0 0 
Vital 0 0 0 0 0 0 0 

Non 0 0 0 0 0 0 0 
Average 0 0 0 0 0 0 0 

Commentary a Descriptlona 
These dark-skinned, diminutive people dwell throughout the 

continent of Afrik. living off the land and hunting In groups of 2-6 
Individuals. They are well adapted to their environment. and are 
quite effedlve at hiding/stalking their animal prey. Such prey ls often 
caught by surprise. brought down rapidly through the hunters' use 
of polson-<:Oated darts and spears. 
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Quagga 
llluatraUom See below 

IdentJfter1 Animal, Mammal. Perissodactyl, Equld 

Habitats 1!.xterior .IErth, Afrlk, Azlr 
Sizes 6xhuman-size 

(5'·5.6' Tat wlUters: 800-12001) 

Number Appearing: 50-100 ((106+4)xl00) 

Modes at Kates ol Movements 

Walk: 120 yds/BT 

Trot: 240 yds/BT 
canter: 360 yds/BT 
Gallop: 480 yds/BT 

InJtJative Modlfters: Human Standard 

Outstanding K/S Areas/SUJ>.Areu a smus Nil 

Joss Factors: O 
Dodging/Avoldancei Nil and - /14/­

AttractJveness: NU 
lnvu.lnerabWties: NU 
SUsceptiblllties: NU 
Average Armor Protection: 4 
Quirks: Ml 

Attacks BAC Damage Type Base Bonus 

Bite 25 p 106 

Kick (forehoof) or 15 B/I• 203 

Kick (hlndhooves} 20 B/I• 306 

Trample .. 20 B/I• 406 

• Impact damage can not be absorbed by any type of armor 

except l''Ull Plate armor. 

12 
12 
12 

12 

• • Applicable only when opponent Is at Ute Quagga's feet and Is 
under 1.5 feet In height. or has been knocked down so as 

not to exceed Utat height. 

Powers: NU 

StatJstlcal Detail: 
Base &:heme (+/· 105) 
M (Cunning): 20 P: 210, WL: 157, CL: 189 

MM: 10 PM: 108 PN: 102 

MMCap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap:4 
MRPow: 3 
MRSpd:3 

PMcap:42 PNC-ap: 42 
PMPow: 24 PNPow: 18 

PMSpd: 42• PNSpd: 42• 

• Divide by 6 for effective PMSpd and PNSpd of 7. 

Armor Sc.heme: 
Area Pierce Cut Blunt /"Ire Chem. Stun £/ec. 
Ultra 4 8 12 0 0 12 0 

Super 3 6 9 0 0 9 0 

Vital 2 4 6 0 0 6 0 

Non 1 2 3 0 0 3 0 

Average 2 5 7 0 0 7 0 

Commentary a Description: 

The quama Is a large cousin of Ute zebra. Its head and neck are 

striped similar to zebra's, but Ute remainder of Ute body Is tan or buff· 

colored. Qq~ Inhabit Ute same regions as do i.ebras. Qu~ 

gather In smaller herds. but Utey too often mix wlUt oUter grazers 
such as wildebeests and antelopes. rast runners. quaggM remain In 

a dose-knit group when fleeing. They are better candidates for 

domestication Utan i.ebras, alUtough Utey are still quite stubborn 

andl~ble. 

Rapt or 
llluatratiom Page 172 
ldendflert Animal, Aves, falconlformes/Ooonllfonnes, var. 

Habitats exterior A!rth. general 
Size: 0.25xhuman.sli.e 
Number Appearlng1 
~odes at Kates ol Movements 

Walk: 32 yds/BT 
1'1y: 640 yds/BT 
Dive: 700 ydsjBT 

InJtJative Jllocl.lftasi Human Standard 
Outstanding f(/S Areas/SUJ>.Areu a SIEU: Nil 

JON Factons 0 
Dodging/Avoldancei 9 and -/40/­
Attractiveness: Nil 
1Dvu1naabllities1 NU 
SUsceptibiUties: NU 
Average Armor Protect1on1 2 

Qulrks1 Nil 
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Attacks BAC Damage Type Base Bonus 
Talons (><2} 

Bite (beak) 

3&. 

20 
C l point• 
p 103 

0 
0 

• BAC Increases to 70 and PD Increases to 103 plus 3 bonus (9 

with BAC bonus added) If plummetlng to strike. 

l'oweni NU 

Statlstlcal Detail: 
Base Scheme (+/- 02) 
M (Cunning): 20 
MM: 10 
MMCap: 4 
MMPow: 3 
MMSpd: :5 

MR: 10 
MRCap: 4 
MRPow: 3 

MRSpd: :5 

P: 00, WL: 22, CL: 27 
PM: 15 f'N: 15 
PMCap:5 f'NCap:5 
PMPow:5 f'NPow:5 
PMSpd: 5• f'NSpd: 5• 

• Multiply by 4 for effective PMSpd and PNSpd of 20. 

Armor Scheme: 
Area Pierce Cut Blunt Fire OJem. Stun Elec. 
Ultra 4 4 4 0 0 4 0 

Super 3 3 3 0 0 3 0 

Vital 2 2 2 0 0 2 0 
Non 1 1 1 0 0 1 0 
Average 2 2 2 0 0 2 0 

Commentary & Desc:riptloni 
Raptors are birds of prey. 1llls dass includes several different 

species, but typically refers to eagles, hawks, and owls (which fly 
silently). These are not normally a threat to man. of course. albeit If 
they are motivated through some sort of casting or Heka Power, they 
can be. 

Rat Sewer or Graveyard 
ruustratloni Page 172 
ldentlften Animal. Mammalia, Rodent. Mudd 
Habltau exterior IErth. general 
Slzei O.lxhuman-slze 

no·-16· L Body; I.5-3#) 
Number Appearfng i 5-00 (506) up to 200-1200 (2D6xl00) 

Modes & Rates of l'lovemenu 
Walk: 00 yds/BT 
Scamper: 60 yds/BT 
Run: 120 yds/BT 
Climb: 00 yds/BT 

Swim: 00 yds/BT 
lnftlatlve l'lodlftersi Human Standard 
Outstanding K/S Areas/Sub-Areas & SIEEl'i Nil 
Joss Factorsi 0 

Dodglng/Avoldancei 9 and - /40/­
AttractlvenesM 2 on human-norm scale 
lnwlnerabilltles: Nil 
SUsceptlbilltiesi Nil 
Average Armor Protection: O 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite exceptional P 103· 

• N. the gamemaster's option. rats can cany some form of 
disease conveyed by biting. 

l'owen: Nil 

StatlsUcal Detalli 
Base Scheme (+/- 02) 
M (CUnning): 20 
MM: 10 
MMCap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRCap: 4 
MRPow: 3 
MRSpd:3 

P: 12. WL: 9, CL: 10 
PM:6 f'N:6 
PMCap: 2 f'NCap: 3 
PMPow: 2 f'NPow: 1 
PMSpd: 2• f'NSpd: 2• 

• Multiply by 10 for effective PMSpd and PNSpd of 20. 

Armor Scheme: 

0 

Area Pierce Cut Blunt Fire OJem. Stun Elec. 
Ultra 0 0 0 0 0 4 0 
Super 0 0 0 0 0 :5 0 
Vital 0 0 0 0 0 2 0 
Non 0 0 0 0 0 1 0 
Average 0 0 0 0 0 2 0 

Commentary & Description: 
There are many species of rats, but this listing considers those 

particularly large ones found on ~rth. Adapted to nearly every 
habitat where humanity can be found, these omnivorous scavengers 
are can be deadly when enoountered In huge packs or when one Is 
Incapacitated and unable to defend against their attadG. They are 
furtive and fast. good dlmbers, and excellent swimmers. Rats 
reproduce frequently, with each female producing 2-3 Utters per 
year. each litter consisting of 6-12 young each. 

When encountered In a horde, their attack should be treated as 
an Exceptional one. f.ach persona ls subject to simultaneous attadG 
by 203 of these rodents and will suffer 10:5 points of Piercing 
Physical damage thus. If there are fewer than 4 rats available for any 
subject, that Individual will suffer 1 point of PD. The atta<:M will 

continue as long as there are living rats to assail the subjects. 
each subject, regardless of total Physical damage suffered 

might also be Infected with a disease whose Strength and Con~ 
glousness will be discovered by rolling 5010 for each factor (thus 
finding the S'IR and the CON ratings) 7 hours after being bitten. This 
ls optional to the gamemaster. 
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Ray 
mustratJon: See below 
ldeotlften Animal. Pisces. Chondrichthyes, Rajlform 
Habit.ab exterior JErth Marine fauna 
Size: lxto 6xhuman-slze 

(5'·10+' L) 

Numbe.r Appearing: 2-6 (203) 
Modes a Rates of Movementi 

Swim: 150-300 yds/BT 
Initiative Modifters: Human Standard 
Outstanding K/S Areas/Sub-Areas a SIEEP: Nil 
Joss factors: O 
Dodging/Avoidance: Nil and -/23/­
AttractJveness: NU 
InvulnerabllltJes: NII 
SUsceptibilltles: Nil 
Average Armor ProtectJon: 5 
Quhb: Nil 

Attacks BAC Damage Type Base 

Bite p 203 

Tail Sting 
Smash•• 

10 
40 
20 

P 103+Poison• 
B 106 

• Polson S1'R 00 (delivered 00/00/15 In I BT delays) 
• • Manta rays only 

Powers: Nil 

G 
c 

0 

Bonus 
0 
0 
24 

Statlstkal Detalh 
Base Scheme(+/- 03) (Triple for the manta ray) 
M (Cunning): 5 f: 75, WL: 56. CL: 67 
MM: 3 MR: 2 PM: 35 PN: 40 
MMCap: 1 MRcap: 1 PMcap: 13 PNCap: 14 
MMPow: 1 MRPow: 1 PMPow: 12 PNPow: 13 
MMSpd: 1 MRSpd: 0 PMSpd: 10 PNSpd: 13 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 4 4 8 0 0 16 0 
Super 3 3 6 0 0 12 0 
Vital 2 2 4 0 0 8 0 
Non 1 1 2 0 0 4 0 
Average 2 2 5 0 0 10 0 

Commentary a DesafptJoni 
This aquatic creature has a flattened. streamlined body, with the 

"face" and mouth on Its underside. and a long. whip-like tall. There 
are spines near the eyes. on the fins. and on the tall. The coloratlon 
of a typical ray Is olive or yellowish. with dark spots throughout. This 
serves to camouflage the ray as It partlally buries Itself on the sandy 
or muddy sea bottom that Is Its home. 

The mouth of a ray Is filled with many sharp teeth. though Its 
most fearsome attack consists of a tall stJng capable of paralyzing 
opponents for 2-6 CTs If they fall a roll versus their PN CA'IOOORY (at 
DR "Hann. 

Qlant rays such as the manta deliver blows with their great. 
powerful "wing;." They have no poison but have the triple Physical 
11WT shown above. 

RhirK>Ceros 
IDustratJoni Page 171 
ldeotJften Animal. Mammalia Perissodactyla Rhinocerotld 
Habit.ab exterior JErth. Afrik. Azlr, Magmur (northern jungle) 
Size: 12xhuman-sl.ze 

(13'·19' L; 5'-6' T; 200().8800#) 
l'hunbu Appearing: 1 or 2 or 2-4 (103+1) 
Modes a Rates of Movement: 

Walkfl'rot: 75 yds/BT and 150 yds/BT 
Run: 225 yds/BTand 440 yds/BT (1 BT only) 

Initiative Modlftersi Human Standard 
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Out.standing K/S Areas/Sub·Areas a STEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and - /11/­
Attractlvenes.si Nil 
l.nvulnerabllitlesi Nil 
SUsceptlbllitlesi Nil 
Average Armor FrotectJon: 13 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 
Horn 
Trample·· 

10 
35 
15 

r 106 16 
r· 406 16 
It 306 16 

• Plus 406 Impact damage if charging. 
• • Applicable only when opponent Is at the rhino's feet and Is 

under 3 feet In height. or has been knocked down so as not 
to exceed that height. 

t Impact damage cannot be absorbed by any type of armor 
except Full Plate armor. 

Powers: Nil 

Statistical Detalh (Assumes Black spedes) 
Base Scheme (+/- 05) 
M (Cunning): 1 O 
MM: 5 
MMCap: 2 
MMPow: 1 
MMSpd: 2 

MR:5 
MRCap: 2 
MRPow: 1 
MRSpd: 2 

P: 380, WL: 285, CL: M2 
PM: 210 PN: 170 
PMCap: 110 PNCap: 86 
PMPow: 28 PNPow: 24 
PMSpd: 72• PNSpd: 60• 

• Divide by 12 for effective PMSpd of 6 and PNSpd of 5. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. stun eJec. 
Ultra 16 16 24 16 16 32 12 
Super 12 12 18 12 12 24 9 
Vital 8 8 12 8 8 16 6 
Non 4 4 6 4 4 8 3 
Average 10 10 15 10 10 20 7 

Commentary a Description: 
There are five species of this animal on exterior Jerth: 
ff/NDIC (+4 bonus (20) to Physical damage, and add 24 to P 

'IRAIT (404)): This creature has a single horn. Its hide Is covered with 
bumps and has many folds. There Is no hair on the hide except for 
a tuft on the tall and at the base of the ears. The legs of this animal 
are short and powerful. Of the five types, this species has the be.st 
armor (Average Protection: 18, add 3 to base layer for each damage 
type). Males frequently exhibit terrible wounds from fights with their 
gender. but they seem to heal and recover In two or three weeks Ume. 

Indian rhinos are generally solitary In feeding areas but may 
share wallows and bathing places. They like to be near water and are 
known to bathe frequently. females are usually aocompanled by a 
single offspring for several years. 

Feeding on grass, shoots, and tender plants. this rhino Is both 
nocturnal and diurnal. This species Is very likely to attack, and add 
+20 to chances If encountering a male or a female with a calf. 

SffRIVJA VTAN(- 2 bonus (14) to Physical damage, and subtract 
12 from r 1RAIT (368)): This Is essentially a smaller version of the 
Hindle, one-horned rhino. 

BLACK: This Afrikkan species has two horns. with the front horn 
measuring up to 53"'. This horn may point forward rather than 
upwards. The black rhino Is highly aggressive, and charges (som& 
Umes for no apparent reason) at considerable speed. 

This rhino has weak vision. but highly developed senses of 
smell and hearing. The upper lip Is very flexible and prehensile. 

l1A0!1URIAN (-4 bonus (12) to Physical damage, and subtract 
24 from r 'IRAIT (356)): This Is the smallest of the rhinos. and for all 
Intents and purposes can be treated as a small version of the black 
species. 

WffITe (+6 bonus (22) to Physical damage. and add 36 tor 
'IRAIT (416)): This Afrikkan species Is the largest and heaviest, but 
It Is less aggressive and rarely charges. Males engage In combat only 
In mating season. 

The white rhino has a hump on the nape of Its neck, and two 
horns, longer and thinner (up to 65"') than the others. The ears are 
broad and have hairs on edges. It has poor eyesight. but acute 
hearing. These creatures are active day and night 
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Salamander, Giant 
Wustration: Page 170 

ldentJden Animal, Amphibian, Caudate, Salamandrine 

Habitat: f.Xterior .iErth, all continents except IEropa 
Size: 3xhuman-slze 

(12'-14' L) 

Number Appearing: 1 or 60-100 ((203+4)xl0) 

Modes a Rates cl Movement: 
Crawl: 30 yds[fIT 

Swim: 300 yds/BT 
Initiative Modfften: Human Standard 

Out.standing K/S Areu/SUb-Areas a SJEU: Nil 
Joss factors: 0 
Dodging/Avoidance: NII and -/16/­

AttractJvenes.s: Nil 
lnwlnerabllities: Nil 
SUsceptibillties: Nil 
Average Armor l"l"otectJon: 3 
Quirks: Nil 

Attacks SAC Damage Type Bue Bonus 

Bite P 206+Poison• 8 

• Polson: S1R 20 (damage of 20/20/10 In 2 BT delays) 

Powers: Nil 

Statl.stkal Detail: 
~Scheme (+/- 03) 

M (Cunning): O P: 160, WL: 120, CL: 144 

MM: 0 MR: 0 
MMCap: 0 
MMf'ow: O 
MMSpd: 0 

MRCap: 0 
MRfow: O 
MRSpd: 0 

PM: 80 PN: 80 
PMCap: 36 PNCap: 36 
PMPow: 20 PNPow: 20 
PMSpd: 24 • PNSpd: 24 • 

• Divide by 3 for effectlve PMSpd and PNSpd of 8. 

Armor Scheme: 
Area Pierce Cut Blunt !'Ire Chem. Stun elec. 
Ultra 4 4 8 4• 0 8 0 

Super 3 3 6 3 • 0 6 0 

Vital 2 2 4 2· 0 4 0 

Non I 1 2 1· 0 2 0 

Average 2 2 5 2· 0 5 0 

• Animal In water • Invulnerable 

Commentary a Desaiption: 
This amphibian ls a large. semi.aquatic carnivore. It has a long 

fin that runs the Jen~ of the tall. and moist, scaleless skin that 

exudes poison with a S1R rating of 20. Any being coming In contact 

with the salamander will automatJcally suffer the effects of this toxin. 

The giant salamander never strays far from water, for It has an 

awkward, sprawling gait on land. When swimming. however. It ls a 

most effectlve predator. Tue strong. finned tall propels It rapidly In 

water, where It hunts for fish In the large streams and ponds where 

It ls typically found. 

Salamander, Hellbender 
Wustration: Page 170 

ldentJda-i Animal, Amphibian, Caudate, Cryptobranchld 

Habitat: Exterior /Erth, Vdrgaard 
Size: 3xhuman-slze 

(8'-10' L) 

Number Appearing: 1 or lo-60 (1006) 

Modes a Rates cl Movement: 
Crawl: 30 ycls/BT 
Swim: 300 yds/BT 

Initiative lllocllftus: Human Standard 

Out.standing K/S Areu/SUb-Areas a SIEU: NII 
Joss Padors: O 
Dodging/Avoidance: Nil and-/16/­

Attractiveness: Nil 
lnwlnerabllities: NII 
SUsceptlbilltfes: NII 
Average Armor l"l"otection: 3 
Quirks: NlJ 

SAC Damage Type Bue Bonus 

Bite 35 P 206+Polson• 10 

• Polson: S1R 30 (damage of 30,3//15 In 3 BT delays) 

Powus: Nil 

StatJstk:al Detail: 
~Scheme (+/- 0 3) 

M (CUnnlng): 0 P: 160, WL: 120, CL: 144 

MM: 0 MR: 0 PM: 80 PN:80 

MMCap: 0 MRCap: 0 PMCap: 34 PNCap: 34 

MMf'ow: 0 MRfow: O PMPow: 22 PNPow: 22 

MMSpd: 0 MRSpd: 0 PMSpd: 24• PNSpd: 24• 

• Divide by 3 for effective PMSpd and PNSpd of 8. 
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Armor Scheme: 
Area Pierce Cut Blunt l'lre Cl>em. Stun /!lee. 
Ultra 4 4 8 4• 0 8 0 
Super 3 3 6 3• 0 6 0 
Vital 2 2 4 2· 0 4 0 
Non 1 1 2 1· 0 2 0 
Average 2 2 5 2· 0 5 0 

• Animal In water - Invulnerable 

Commentary at Desafptlon: 
The hellbender Is a large, flabby salamander, almost bloated In 

appearance. Despite their looks, these creatures are strong. They 
spend their entire life in the large, rapid streams and rivers of 
Vargaard, preying on fish and whatever animals come to the water to 
drink. The larvae, as well as some adults, are aquatic and breathe by 
gills. 

Hellbenders have moist scaleless skin that Is exceptionally 
resistant to fire and exudes poison with a SIR rating of 30. Any being 
coming In contact with the salamander will automatically suffer the 
effects of this toxin. 

Sasquatch 
lllustratloni Page 166 
ldentlften Animal, Mammalia, Primate 
Habitat: exterior IErth (see text) 
Size: 3xhuman-slze 

(7'..9' T., 650-900#) 
Number Appearing: l, 4-12 (4D3) In a family group 
Modes at Rates of Movement: 

Walk/LOpe: 212 yds/BT and 313 yds/BT 
Run: 414 yds/BT ( 1 BT only) 

Initiative Modlftus: Human Standard 

Outstanding K/S Areas/SUb-Areas at STEEP: 
Criminal Activities, Physical at 5~0 (3Dl0+50) . 
Huntingtrracklng (sans Traps S-A) at 52-70 (2010+50) 

Mountain Climbing at 61-70 (1010+60) 
Survival at 71-80 (1Dl0+70) 
Swimming/Diving at 41·50 (1Dl0+40) 
Nature Attunement at 71-80 (1010+70) 

Joss Factors: Nil 
Dodging/Avoidance: 2 and base 7 /33/8 or by Individual 
Attractiveness: 3D3 on human norm scale 
lnvulnerablUtles: Cold 
SUsc:eptibilities: NU 
Average Armor Protection: 6 

Quirks: extremely shy; wlll avoid other humanoids If poosible 

Attacks 
ftst (x2) 

Bite 

BAC 
25 
20 

Damage Type Base Bonus 

B 3D3 24 
p 106 24 

Powers: 
Sense lfuman(old) Thought Activity 

Range: 100.yard radius 
Time: Always active 
Duration: While concentrating 
l'Tequency: 3/day 
Desaiptlon: This power simply alerts the concentrating 

Individual that there Is some human or humanoid 
creature nearby. 

l"leld of Unlnterest In 100.yard range 
Area of fifed: All sentient creatures 
Delivered by: Concentration 
Range: SO-yard radius 
Time: 1 CT 

Duration: While concentrating 
l'Tequency: 3/day 
Desaiptlon: This power causes all those not succeed­

ing In a K/S check against MM Power al DR •Moder· 
ate• to tum away and do something else. 

Wave of rear In 10 yard diameter 
Area of effect: All humans and animals In range 
Delivered by: sound of call 
Range: I-chain radius 
Time: 1 CT 
Duration: Instantaneous 
l'Tequency: I/day 
DesaiptJon: This power forces all Individuals not 

succeeding In a check against MRPow at DR '"Hard• to 
flee at their fastest possible movement rate directly 
away from the sound for 1 BT's time duration. 

Statl.stlcal Detail: 
Base Scheme(+/-D3) 
M: 36, fl..: 28 

MM: 18 MR: 18 
MMC'.ap: 8 MRC'.ap: 9 
MMPow: 6 MRPow: 6 

MMSpd:4 MR.spd:3 

f: 252, WL: 189, Cl 226 S: 6.5, fl..: 51 

PM: 132 l'N: 120 SM: 14 sr: so 
PMCap: 48 PNCap: 45 SMCap: 6 SPCap: 26 
l'MPow: 36 l'NPOW: 30 SMPow: 4 SPl'ow: 20 

l'M.SIXf: 45• PNSIXf: 45 • SMSIXf: 4 Sf'SIXf: 4 

•Divide by 3 to find effective PMSpd of 18 and PNSpd of 15. 

Armor Sdtemei 
Area Pierce Cut Blunt rlre Chem. Stun /!lee. 
Ultra 4 8 12 0 4 16 4 
Super 3 6 9 0 3 12 3 
Vital 2 4 6 0 2 8 2 
Non 1 2 3 0 1 4 1 
Average 2 5 7 0 2 10 2 
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Commentary 8f Descriptlom 
lheSasquatch ( Olgantoplthecus black/) must not be confused 

with the Yeti. for although the latter Is a related species. It Is a pale­

haired, Phaeree-dwelllng. malign, and man-eating creature which 
only enters to ~rth from a permanent Gate somewhere In the 

eastern portions of the Himalaya Mountains. 
A Sasquatch Is a large humanoid that Inhabits dense wilderness 

areas. lhese creatures are nearly covered by long and shaggy. dark 

hair. Tuey have ruddy skin, and the hair coloration usually ranges 

from red-brown to near black. Tuey are peaceful and extremely shy 
beings. who will seek to avoid other humanoids If at all possible. If 
cornered or forced Into a situation where they cannot escape. 

however. they will vigorously defend themselves. 

Sea Lion 
Wustratloni Page 166 
ldentJften Animal. Mammalia. Cernlvora, Otarlld 

Habltab exterior ~rth. North Polar 

Interior ~rth. OUter Banet Northern Region 

Size: 3xhuman-slze 
(up to 10' L; 24-001) 

rlumbtt Appearlngi 10.15 (106+9) 

Modes 8f Rates of Movement: 
Crawl: 65 yds/BT 
Swim/Burst: 260 yd.s/BT and 315 yds/BT (1 BT only) 

Initiative Modfftena Human Standard 
outstanding K/S Areu/SUb-Areas 8f SIUFi Nil 

Joss Factorsi 0 
Dodglng/Avoldancei Nil and -/31/­

Attractlvenessi Nil 
lnvulnerabWUesi NII 
Su.sc:eptibllltiesa Nil 
Average Armor .,...otectJoni 2 
Qulrk.si Nil 

Attacks· BAC Damage Type Base Bonus 
Bite 25 
Flipper 10 

l"owers: Nil 

StatJstlcal Detalh 
Base Scheme (+/- 05) 
M (Cunning): 20 
MM: 10 
MMCap: 4 
MMPow:4 
MMSpd: 2 

MR: 10 
MRCap:5 
MRPow:3 
MRSpd:2 

p 203 12 

B 103 12 

P: 240, WL: 180. CL: 216 
PM: 130 l'N: 110 

PMCap: 58 l'NCap: 50 
PMPow: 24 l'NPow: 15 
PMSpd: 48• l'NSpd: 45• 

• Divide by 3 for effective PMSpd of 16 and PNSpd of 15. 

·~·· 
Armor Sc:hemei 

Area Pierce Cut Blunt rlre Chem. Stun ~lee. 

Ultra 4 4 4 0 0 4 0 

Super 3 3 3 0 0 3 0 

Vital 2 2 2 0 0 2 0 
Non 1 1 1 0 0 1 0 

Average 2 2 2 0 0 2 0 

Commentary 8f DesaiptJoru 
The sea lion Is the largest of the eared seals. Tuey have a dark 

brown coat with a mane. Sea lions live In large groups during the 

breeding season. Such a group will typically consist of one male and 
a harem of about 15 females. They live on a diet exclusively of fish 

and mollusks. 

Sea Lion Southern 
mustratJom Page 166 
ldmtiflen Animal, Mammalia. Cernlvora, f.naliarctld 

Habltab exterior ~rth. South Polar 

Shel 3xhuman-slze 
Number Appearlngi 10.20 (503+5) 

Modes 8f Rates of Movement: 
Crawl: 60 yds/BT 
Swim/Burst: 240 yd.s/BT and 300 yds/BT ( 1 BT only) 

Initiative Modfftena Human Standard 

OUtstandlng K/S Areu/SUb-Areas 8f SIUF: Nil 
Joss Pactorsi 0 
Dodgtng/Avoldancei NII and -/15/­

Attractfveaessi Nil 
lnvul.aaabllltJesi NII 
Su.sc:eptibllltfess Nil 
Average Armor .,...otectJoni 2 
Qulrk.si Nil 

Attacks BAC Damage Type Base Bonus 
Bite 25 

Smash/Kick 10 

l"owers: Nil 

stat1sdcal Detalh 
Base Scheme (+/- 03) 
M (Cunning): 10 

MM: 5 MR: 5 
MMCap: 2 
MMPow: 1 
MMSpd: 2 

MRCap: 2 
MRPow: 1 
MRSpd:2 

r 203 12 

B 203 12 

P: 160, WL: 120, CL: 144 

PM:90 
PMCap: 39 
PMPow: 24 
PMSpd: 27* 

l'N:70 
l'NCap:37 
PNPow: 15 
PNSpd: la· 

• Divide by 3 for effective PMSpd of 9 and PNSpd of 6. 
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Armor Schemei 
Area Pierce Cut Blunt Fire Chem. Stun £lee. 
Ultra 4 4 4 0 0 4 0 

Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 

Non I 1 I 0 0 I 0 

Average 2 2 2 0 0 2 0 

Commentary at Description: 
Tue southern sea lion Is a seal-shaped creature with sea lion 

habits. Its body is streamlined and otter-like, with distinct leg.s. 
paddle feet, and a tall. 

This marlne carnivore lives in and out of water. feeding on fish 
and mollusks. Tuey have large eyes. and an inner ear that is 
speclallz.ed to detect direction of sound under water. 

Seal 
mustratlon: Page 166 
ldentl.flers Animal, Mammalia, camlvora, Phocld 
Habitat: exterior .t'Erth, North Polar 

Exterior .t'Erth, South Polar 
Interior IErth, Outer Ban<l. Northern Region 
Interior /Erth, Outer Band, Southern Region 

Size: 3xhuman-slze 
(9'·12' L; 550-880#) 

Number Appearlngs 42-60 (2010+40) 
Modes at Kates of Movement: 

Crawl: 35 yds/BT 
Swim/Burst: 280 yds/BT and 35 yds/CT (1 CT only) 

Initiative Modlfters: Human Standard 
Outstanding K/S Areas/SUb-Areas at SIEEP: Nil 
Joss Factors: O 
Dodging/Avoidances NII and -/15/­
Attractlveness: Nil 
lnwlnerabllltles: NII 
SUsc:eptibllltles: NII 
Average Armor Protection: 2 
Quirks: NII 

Attacks BAC Damage Type 
Bite 20 P 
Smash/flipper 15 B 

Powers: NII 

Base 
2D3 
2D3 

Bonus 
8 
8 

Statistical Details 
Base Scheme (+/- D3) 
M (Cunning): I 0 P: 140, WL: 105, CL: 126 
MM: 5 MR: 5 
MMCap: 2 
MMPow: I 
MMSpd: 2 

MRCap: 2 
MRPow: 1 
MRSpd: 2 

PM: 80 PN: 60 
PMCap: 33 PNCap:24 
PMPow:20 PNPow: 18 
PMSpd: 27* PNSpd: IS• 

• Divide by 3 for effective PMSpd of 9 and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun £lee. 
Ultra 4 4 4 o· 0 4 0 
Super 3 3 3 o· 0 3 0 
Vital 2 2 2 o· 0 2 0 
Non 1 I I o· 0 I 0 
Average 2 2 2 o· 0 2 0 

• Animal In water - Invulnerable 

Commentary at Description: 
These semi-aquatic mammals Inhabit the cold polar regions of 

both Interior and exterior IErth. Their breeding ground Is called a 
·rookery,• and may consist of up to 150.000 seals. These creatures 
have defined territories, and each male, or bull, must constanlly vie 
for It among the others In the rookery. A typical bull has a harem of 
3-4-0 cows. but some bulls could have as many as 100 cows. 

SeaL Giant 
mustratlon: Page 166 
ldentl.flen Animal, Mammalia, Carnlvora. Phocld 
Habitat: exterior IErth. South Polar 
Size: l 2xhuman-slze 

(21 ' L; 7700#) 
Number Appearing: 21-30 (1010+20) 
Modes at Kates of Movement: 

Crawl: 40 yds/BT 
Swim: 320 yds/BT 

lnlUatlve Modlfters: Human Standard 
Outstanding K/S Areas/SUJ>..Areas at smus Nil 
Joss Factors: O 
Dodging/Avoidances Nil and -fl/­
Attractiveness: NII 
Invulnerabilities: Nil 
SUsc:eptlbllltless Nil 
Average Armor Protection: 5 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 25 P 206 16 
Smash/Flipper 15 r 206 16 

• Impact damage cannot be absorbed by any type of armor. 

Powers: Nil 

Statlstlcal Detafb 
Base Scheme (+/- D5) 
M (CUnnlng): 1 o 
MM:5 MR: 5 

MRCap: 2 
MRPow: 1 
MRSpd: 2 

MMCap: 2 
MMPow: 1 
MMSpd: 2 

P: 290, WL: 217, CL: 261 
PM: 150 Pr!: 140 
PMCap: 74 PNCap: 74 
PMPow: 28 PNPow: 30 
PMSpd: 48• PNSpd: 36• 

• Divide by 12 for effective PMSpd of 4 and PNSpd of 3. 
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Armor Sc:hemei 
Area Pierce Cut Blunt Fire Chem. Stun eJec. 
tntra 8 8 8 o· 0 8 0 

Super 6 6 6 o· 0 6 0 
Vital 4 4 4 o· 0 4 0 

Non 2 2 2 o· 0 2 0 
Average 5 5 5 o· 0 5 0 

• Animal In water - Invulnerable 

Commentary a Desaiption: 
The giant seal gathers In less numerous groups than Its smaller 

cousin. These rookeries are typically In more remote beaches, and 
any creature other than the giant seals will be harried and attacked 
until they leave the area. 

Shark 
mustration: Page 174 
Identlften Anlmal, Pisces, Chondrichthyes, Squaliform 
Habitat: exterior ...-Erth Marine fauna 

Interior ./Erth, Outer Band, Marine. Cold Waters 
Interior ./Erth, Outer Band, Marine. Temperate Waters 
Interior JErth, Intermediate Band, Marine, Tropical Waters 

Size: 3xhuman-slze 
(6'·12' L) 

Number Appearing: 1or2-12 (206) or 3-30 (3010) (or morel) 
Jllodes a Rates of Jllovement: 

Swim/Rush: 300 yds/BT and 36 yds/CT (1 CT only) 
InltJative Jlloclifters: Human Standard 
Outstanding K/S Areas/SUb-Areas a smEI': Nll 
Joss factors: 0 
Dodglng/Avoidancei Nil and-/18/­
Attractiveness: NII 
Inwlnerabllltles: Nil 
SUsceptiblllties: Nil 
Average Armor l"rotectlon: 5 
Quirks: Nil 

Attacks MC Damage Type Base 
Bite 35 P 206+2 

Powers: Nil 

Statlstlcal Detail: 

Bonus 
15 

Base Scheme (+/- 03) 

M (Cunning): 20 P: 160, WL: 120, CL: 144 

MM: 10 
MMcap: 4 
MMPow: 3 

MMSpd: 3 

MR: 10 
MRcap:4 
MRPow: 3 
MRSpd: 3 

PM: 100 PN: 60 

PMcap:37 mcap:24 
PMPow: 27 PNPow: 18 
PMSpd: 36• PNSpd: 18• 

• Divide by 3 for effective PMSpd of 12 and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun e/ec. 
tntra 4 12 8 o· 0 12 0 
Super 3 9 6 o· 0 9 0 
Vital 2 6 4 o· 0 6 0 
Non 1 3 2 o· 0 3 0 
Average 2 7 5 o· 0 7 0 

• Animal In water • Invulnerable 

Commentary a Desaiption: 
Note that only really dangerous-61zed sharks are considered 

here. Some of the various species of sharks covered under this 
general heading tend to be solitary unless there ls blood In the water. 
Others, such a5 reef and hammerheads, school. Once present, it will 
attract a group within l AT or so. These beasts are killing machines 
and once they become excited, they will attack anything moving that 
presents It.self. 

Shark. Giant 
mustration: Page 17 4 
ldentiften Animal, Pisces, Chondrichthyes. Squallform 
Habitats exterior IErth Marine Fauna (Great White) 

Interior IErth. Outer Band. Marine. Cold Waters 
Interior IErth, Outer Band, Marine, Temperate Waters 

Interior IErth, Intermediate Band Marine, Tropical Waters 
She: 12xhuman-slze 

(26'·33+' L; up to 10,000#) 
Number Appearing: 1 
Jllodes a Rates of Jllovemenb 

Swim/Rush: 300 yds/BT and 36 yds/CT (1 CT maximum) 
Initiative Moclifters: Human Standard 
outstanding K/S Area.s/SUb-Areas a smu: Nil 
Joss factors: O 
Dodging/Avoidance: Nil and - / 15/­
Attractiveness: Nil 
InwlnerabWties: Nil 
SUsceptibllft1es: Nil 
Average Armor l"rotect1on1 8 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 35 

Powen1 Nil 

Stat1st.k:al Details 
Base Scheme (+/- 06) 
M (Cunning): 20 
MM: 10 
MMCap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 

MRSpd:3 

p 406 20 

P: 420, WL: 315, CL: 378 

PM: 225 PN: 195 
PMcap:97 mcap:84 
PMPow: 32 PNPow: 27 
PMSpd: 96 • PNSpd: 84 • 

• Divide by 12 for effective PMSpd of 8 and PNSpd of 7. 
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Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 8 12 16 o· 0 20 0 
Super 6 9 12 o· 0 15 0 
Vital 4 6 8 o· 0 10 0 
Non 2 3 4 o· 0 5 0 
Average 5 7 10 o· 0 12 0 

• Animal In water - Invulnerable 

Commentary at DescripUom 
This monstrous killer Is always solitary. silently gliding through 

the water looking for Its next meal. Incredibly aggressive towards 
anything splashing on the surface or moving underwater. the giant 
shark never passes up prey It can attack and eat. 

Great white sharks are considered under this heading. with 
some specimens attaining over 20" length. In the warm waters of the 
Inner world, there are monstrous sharks whose mouths are so large 
as to be able to swallow whole prey as large as 6' or 7' In diameter! 

Sloth, Giant 
mustraUon: See rlgnt 
ldentlften Animal. Mammalia, Edentate, Mylodont 
Habitat: exterior iErth, Amazonia 

Interior /Erth, Outer Band, Southern Region 
Size: 6xhuman-slze 

(13' L; up to 3000#) 

Number Appearing: 1 
Modes at Rates of Movement: 

Walk: 30 yds/BT 
InJUative Modifiers: Human Standard 
Outstanding K/S Areas/Sub·Areas at SlEEP: NH 
Joss Factors: 0 
Dodging/Avoidance: NII and - /9/­
AttcacUvenes.s: Nil 
lnwlnerabllfUes: NII 
SuscepUbllltles: Nil 
Average Armor Protection: 3 
Quirks: Nil 

Attacks BAC Damage Type 
Claws (x2) 20 c 
Bite 10 p 

Smash 20 B 

Powers: NII 

StaUsUcal Detail: 

Base 
306 
303 
606 

Bonus 
20 
20 
20 

Base Scheme (+/- 05) 
M (Cunning): 1 O P: 280. WL: 210. CL: 252 
MM:5 
MMcap: 2 
MMPow: I 
MMSpd: 2 

MR: 5 
MRcap: 2 
MRPow: 1 
MRSpd: 2 

PM: 160 PN: 120 
PMcap:98 mcap:66 
PMPow:32 PNPow:30 
PMSpd: 30• PNSpd: 24* 

• Divide by 6 for effective PMSpd of 5 and PNSpd of 4. 

Armor Scheme: 
Area Pierce Cut Blunt f'fre Chem. Stun Elec. 
Ultra 4 4 8 0 0 8 0 
Super 3 3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 
Non I 1 2 0 0 2 0 
Average 2 2 5 0 0 5 0 

Commentary at Description: 
This Mylodon. or great ground sloth. ls a larger-than-brown-bear· 

sized herbivore. with a big head and thick tall. Because of Its bulk. 
It ls unable todlmb. and instead walks on Its knuckles, with ltsslckle­
dawed feet turned Inward. It can rear up on hind legs, supported by 
Its tall, and It eats In this position. While slow and dumsy appearing. 
It Is very dangerous to provoke one of these creatures. 

Snake, Anaconda 
mustratlon: Page 178 
ldentlften Animal, Reptilia. Squamata. Serpentes (Boa) 

Habitat: exterior IErth. Amazonia 
Interior /Erth, Outer Band, Southern Region 

Size: 6xhuman-size 
(l l '-4-0+' L (see below)) 

Number Appearing: 1 
Modes at Rates of Movemenu 

Slither: 30 yds/BT 
Climb: 3 yds/BT 
Swim: 90 yds/BT 

InJtlatfve Modifiers: Human Standard 
outstanding K/S Areas/Sub-Areas at smEP: Nil 
Joss Factors: O 
Dodging/Avoidance: NII and-/14/­
Jlttractlvenes.sz NII 
lnvulneral>Uitles: NII 
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SUsceptibllltiesi Nil 
Average Armor Protection: 6 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 
Constrict 

20 
35 

p 

B/I" 
103 
203 

16 
16 

• A constricting attack will Inflict normal damage on the initial 
strike, then continue to do damage to the victim automatl· 
caliy each CT after that until the victlm dies. the attacker 
takes over his CL In Physical damage, or the attacker decides 
to release the defender. subsequent damage will always be 
Impact and not absorbed by any type of armor other than 
Full Plate armor. 

Powers: Nil 

StatistJcal Detail: 
Base Scheme (+/- 05) 
M (Cunning): 20 
MM: 10 
MMcap: 4 
MMfow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 

P: 260, WL: 195. CL: 2:34 
PM: 140 PN: 120 
PMcap: sa mcap: 66 
PMPow: 28 PNPow: 24 
PMSpd: 54• PNSpd: :30• 

• Divide by 6 for effectlve PMSpd of 9 and PNSpd of 5. 

Armor Scheme: 
Area Pierce Cut Blunt rlre Chem. Stun ~lee. 

Ultra 4 8 12 0 0 16 0 
Super 3 6 9 0 0 12 0 
Vital 2 4 6 0 0 8 0 
Non 2 3 0 0 4 0 
Average 2 5 7 0 0 10 0 

Commentary 8t Description: 

The anaconda is the largest and heaviest living snake of l&th • s 
exterior. The creature's head Is quite large, its eyes are small with a 
vertical pupil. and Its nostrils open on top of its snout. The snake's 
massive body is covered with small glossy scales. The tali portion is 
actually falrty short .. The backside cl a typical specimen Is ollve-giay or 
brownish-green. with one or two rows cl large ovoid black spas across 
the back A longitudinal serles cl large yellow ocelli runs along the flanks. 

Strongly tied to aquatic habits. the anaconda Is an excellent 
swimmer. One can remain submerged for Jong periods. Typically 
these snakes spend the day hidden among the plants on the beds of 
rivers or basking on a snag over water; and go forth at night In search 
of prey. One big meal a month will suffice to sustain an anaconda. 
These snakes eat fish, birds. and mammals. Large specimens will eat 
capybara, small tapir, and even caymen and crocodiles. The cap­
tured prey is suffocated by the coils and swallowed head-first. 

Interestingly, anacondas are live bearers. giving birth to 10-50 
2~3' long babies. 

Rare Amazonian anacondas attain a length of up to 60 feet, and 
in the inner world, these snakes grow even larger; some reportedly 
attaining a length of 110 feet! To allow for such great size, use the 

following: 

Length 
50~0· 

70:.00 ' 
90 '+ 

Bite PD 
203 
303 
403 

Illustration: Page 178 

Constriction PD 
303 
403 
503 

Snake, Asp 

Bonus 
20 
24 
:30 

IdenWler: Animal, Reptilia, Squamata. Serpentes (Viper) 
Habitat: exterior l&th, .t'Eropa 
Size: O.lxhuman-size 

(2'·3' L) 

Number Appearing: 1 or 4-24 (406) 
Jllodes 8t Rates of Jllovement: 

Slither: :30 yds/BT 
Rush: 60 yds/BT 

InitJative Jllodl.fters: Human Standard 

outstanding K/S Areas/SU.b-Areas a sreu: Nil 
Joss Factors: 0 
Dodging/Avoidance: 9 and -/40/­
AttractJveness: Nil 
Invulnerabilities: Nil 
SusceptJbllitJes: Nil 
Average Armor ProtectJon: O 
Quirks: Nil 

PTRAIT 
+36 
+72 

+144 

Attacks BAC Damage Type Base Bonus 

Bite 40 p 1 point+Poison• O 

• Poison: STR 60 (delivered 60/60/30 in 2 BT delays) 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/ - 02) 
M (Cunning): 8 
MM: 4 MR: 4 
MMcap:2 MRcap:2 

MMfow: 1 
MMSpd: 1 

MRPow: 1 

MRSpd: 1 

P: 16, WL: 12, CL: 14 
PM: 8 PN: 8 
PMcap:3 PNcap:3 
PMPow:3 
PMSpd:2" 

PNPow: 3 
PNSpd: 2• 

• MutUply by 10 for effectlve PMSpd and PNSpd of 20. 

Armor Scheme: 

Area Pierce Cut Blunt Fire Chem. stun ~Jee. 

Ultra 0 0 0 0 0 0 0 

Super 0 0 0 0 0 0 0 

Vital 0 0 0 0 0 0 0 

Non 0 0 0 0 0 0 0 

Average 0 0 0 0 0 0 0 
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Commentary tJt Descrlptlona 
The asp's maln habitat Is temperate woodlands. scrub, and 

rocky or mountainous areas. They are mostacUve In the morning and 

late afternoon. and at night In warm. muggy weather. The asp has a 

broad triangular head. Its coloration ranges from reddish-brown to 
gray or black with dark alternating blotches or crossbands. 

Snake &ishmaster 
Olustratloni Page 178 

ldentlften Animal. Reptilia. Squamata. Serpentes (Viper) 

Habltab Exterior IErth. Amazonia 

51.zei O.Sxhuman-slze 
(to 12'+ L) 

Number Appearing: 1 
Modes tJt Rates of Movemenb 

Slither: 45 yds/BT 
Rush: 90 yds/BT ( 1 BT only) 

lnltlatlve Modifiers: Human Standard 

Out.standing K/S Areas/SUJ>.Areas tJt SJEUi Nil 

Joss hctorsi O 
Dodging/Avoidances 5 and -/36/­
Attractlvenessi Nil 
Inwlnerabllltlesi Nil 
Susceptlbllltlesi Nil 
Average Armor ProtecUona 0 

Qulrks1 Nil 

Commentary tJt Descrlptloni 

This large snake may be found throughout the tropical regions 

of the Kanibean and Amazonia. Bushmasters have rough skin with 

large black blotches. Their fangs are 1 • long. and their bite delivers 

a cardlo-toxlc poison with a S1R rating of 50. 

Snake Con.5trictor 
Olustratloni Page 178 

Identlften Animal, Reptilia. Squamata. Serpentes (Boe or Python) 

Habltab exterior ~rth. Afrlk. Amawnla. Azir 
51.zei 1-6xhuman-slze 

(Boas up to 40' L. Pythons up to 50' L.) 

Number Appearlngi 1 (sometimes 1·3) 

Modes tJt Rates of Movemenb 

Sllther: 40 yds/BT 
Cllmb: 4 yds/BT 
Swim: 80 yds/BT 

Inltlative Modifiers: Human Standard 

out.standing K/S Areas/SUJ>.Areas tJt SJEUi Nil 
Joss hctorsi 0 
Dodging/Avoidances Nil and -/15/­

Attractlvenessi Nil 
Invulnerabllltlesi Nil 
5usceptibllltlesi Nil 
Average Armor ProtecUoni 4 

Qulrks1 Nil 

Attacks 
Bite 

BAC 
35 

Damage Type 
p 

Base Bonus _A_tta_cks _____ BA_C __ D_ama_ g=e_Type;;..::... __ Ba.se ___ Bo_n_us_ 

103+Poison• O Bite 20 P 103 15 

• Polson: S1R 50 (delivered 50/50/25 In 4 BT delays) 

Statlstlcal Detail: 
Base Scheme (+/- 03) 
M (Cunning): 10 
MM: 5 MR: 5 

MMCap: 2 
MMPow: 2 
MMSpd: .1 

MRCap: 2 
MRF'ow: 2 
MRSpd: 1 

P: 44. WL: 33, CLe 39 
PM: 22 f'N: 22 
PMCap: 9 PNCap: 9 
PMPow:4 f'NPow:4 

PMSpd: 9• f'NSpd: 9• 

Multiply by 2 to find effective PMSpd and PNSpd of 18. 

Armor Scheme: 
Area Pierce Cut Blunt /fire CJJem. Stun /!lee. 
Ultra 0 0 0 0 0 0 0 

Super 0 0 0 0 0 0 0 

Vital 0 0 0 0 0 0 0 

Non 0 0 0 0 0 0 0 

Average 0 0 0 0 0 0 0 

Constrict 30 B/I 203· 15 

• A constricting attack will Inflict normal damage on the lnlUal 
strike. then continue to do damage to the victim automati­

cally each er after that until the victim dies. the attacker 

takes over his CL In Physical damage. or the attacker decides 

to release the defender. SUbsequent damage will always be 

Impact and not absorbed by any type of armor other than 

fUII Plate armor. 

Statlstlcal Detail: 
Base Scheme (+/- 06) 

M (Cunning): 20 

MM: 10 
MMCap: 4 
MMPow: 3 

MMSpd: 3 

MR: 10 
MRcap: 4 
MRF'ow: 3 

MRSpd: 3 

P: 160. WL: 120, Cu 144 

PM: 90 PN: 70 
PMCap: 36 f'NCap: 32 

PMPow: 27 PNPow: 20 

PMSpd: 27• PNSpd: 18• 

• Divide by 3 for effective PMSpd of 9 and f'NSpd of 6. 
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Armor Sdleme: 
Area Pierce cut Blunt rire Chem. Stun £lee. 
Ultra 4 4 8 0 0 12 0 

Super 3 3 6 0 0 9 0 
Vital 2 2 4 0 0 6 0 
Non 1 1 2 0 0 3 0 

Average 2 2 5 0 0 7 0 

Commentary a DesaiptJona 
For general details of how these reptiles behave, see the Snake, 

Anaconda ·commentaJy Be Description• above. Of course, some of 
the various species considered under this general heading Inhabit 
drier places, but all are typically forest-dwelllng snakes. To properly 
treat larger specimens, use the following adjustments: 

Length Bite PD COnstrlctlon PD Bonus P TRAIT 
21 ~30· 

31~' 

41 '+ 

103 

103+1 
203 

203 

203+1 
303 

17 +12 

19 +36 
22 +72 

Snake, Coral 
mustratJona Page 178 
ldentlftera Animal, Reptllla, Squamata, Serpentes (l!Japld) 

Habitat: exterior IBrth, ~d 
Size: 0. lxhuman-slze 

(2'·3' L) 
l'fu.mbu Appearing: 1or4-12 
Modes a Rates of Movement: 

Slither: 30 yds/BT 
Rush: 60 yds/BT (1 BT only) 

Initiative Modifters: Human &andard 
outstanding K/S Areas/Sub-Areas a smu: NII 
Joss flactorsa 0 
Dodging/Avoidance: 9 and-/40/­
AttractJvenessa NU 
lnwlnerabWtJesa Nil 
SUsceptibldtiess Nil 
Average Armor Protection: 0 
Quirks: NII 

Attacks BAC Damage Type Base Bonus 
Bite 40 P 1 point+Poison• O 

• Polson: 5ra 40 (delivered 40/40/20 In 2 BT delays) 

l'owers: Nil 

Statlst.fcal Detail: 
Base Scheme (+/- 02) 
M (Cunning): 8 
MM: 4 
MMcap: 2 
MMf'ow: 1 

MMSpd: 1 

MR: 4 
MRcap: 2 
MRPow: 1 

MRSpd: 1 

P: 12, WL: 9, CL: 10 

PM: 6 PN: 6 
PMcap: 2 mcap: 2 
f'MPow:2 PNPow:2 
f'MSpd: 2• PNSpd: 2• 

• Multiply by 10 to find actual f'MSpd and f'NSpd, I.e .. 20. 

Armor Sdleme: 
Area Pierce Cut Blunt rire Chem. Stun £lee. 
Ultra 0 0 0 0 0 0 0 
Super 0 0 0 0 0 0 0 
Vital 0 0 0 0 0 0 0 
Non 0 0 0 0 0 0 0 
Average 0 0 0 0 0 0 0 

Commentary a Desaiptlona 
Poisonous snakes are found all over the world. If this were a kralt 

rather than a coral snake, the poison would be stronger and act In 
In but 1 crs tJme. 1be venom of this snake Is sufficient for a 
maximum of 1 successful biting attack In any 1 hour tJme period. 
Note that a snake such as this will attack large creatures only If 
disturbed; they do not seek to molest humans. 

The coral snake Is tricolored with broad bands of red and black 
rings separated by narrower bright yellow rings. Its snout Is com· 
pletely black. the top of head has a transverse yellow band. The 
small, rounded head Is hardly distinguishable from the neck and a 
cylindrical body. Secretive by nature, this kind of snake Is rarely 
seen. It Is most active on the swface In the spring and autumn, 
moving about In early morning and late afternoon. 

Snake Fer-de'"'Lance 
mustratlona Page 178 
ld entiften Animal, Reptilia. Squarnata. Serpentes (Pit Viper) 
Habitat: exterior .IErth, Amazonia. Vargaard 
Size: .25xhurnan-slze 

(8' L) 
l'fu.mbu Appearing: 1or10-30 (1003) 
Modes a Rat.es of Movement: 

Slither: 40 yds/BT 
Rush: 80 yds/BT (lBT only) 

Initiative Modifteni Human &andard 
outstanding K/S Areas/Sub-Areas a smu: NII 
Joss Factors: 0 
Dodging/Avoidance: 9 and -/40/­
Attractivenessa NII 
lnwlner.tbWtles: Nil 
SUsceptiblUtiesi NU 
Average Armor Protection: 0 
Quirb: Nil 

Attacks BAC Damage Type 
Bite 45 p 

Base Bonus 
lD3+Polson• o (l)" 

• Polson: sra 70 (delivered 70/70/35 In 2 BT delays) 
• ·nie number In parentheses Is the damage bonus with the 

damage bonus due to high BAC added. 

l'owers: Nil 
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Statistical Detail: 
Base SCheme (+/- 02) 
M (Cunning): 1 O 

MM:5 MR: 5 
MRc.ap: 2 
MRPow: 2 
MRSpd: 1 

MMc.ap: 2 
MMPow: 2 

MMSpd: 1 

P: 28, WL: 21. CL: 25 
PM: 14 PN: 14 
PMc.ap: 5 fTlcap: 5 
PMPow:4 PNPow:4 
PMSpd: 5 • PNSpd: 5 • 

•Multiply by 4 to find effective PMSpd and PNSpd of 20. 

Armor Scheme: 
Area Pierce Cut Blunt l'fre Chem. Stun t;lec. 
Ultra 0 0 0 0 0 0 0 

Super 0 0 0 0 0 0 0 

Vital 0 0 0 0 0 0 0 

Non 0 0 0 0 0 0 0 

Average 0 0 0 0 0 0 0 

Commentary a Desaiptlon: 
The habitat of this serpent ranges from tropical Vargaard to 

Amazonia. It lives In forests as well as open countty, wet and dry 

areas. The fer-<le-lance Is brown and gray, with velvety scales. A nest 

may contain 30 or more young (l' long with fully formed fang.s). 

Snake, Gaboon Viper 
ntustratlon: Page 178 
ldentlfter: Animal. Reptilia. Squamata. Serpentes (Viper) 
Habitat. Exterior &Ith, Afrik 
Size: 0.25xhuman-slze 
Number Appearing: 1or3-30 (3010) 

Modes a Rates of Movement. 

Slither: 30 yds/BT 
Rush: 60 yds/BT (1 BT only) 

Initiative Modlfters: Human Standard 

Outstanding K/S Areas/Sub·Areas It S1EEP: Nil 

Joss Factors: O 
Dodging/Avoidance: 9 and -/40/­
Attractlveneu: Nil 
Invulnerabilities: Nil 
SusceptiblUtles: Nil 
Average Armor Protection: 0 
Qulrks1 Nil 

Attacks BAC Damage Type 
Bite 40 P 

Base Bonus 
103+PoJson• O 

• Polson: S'JR 60 (delivered 60/60/30 In 4 BT delays) 

P'owers: NU 

Statistical Detail: 
Base SCheme (+/- 02) 
M (CUnnlng): 20 

MM: 10 
MMc.ap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRc.ap: 4 
MRPow: 3 

MRSpd: 3 

P: 28, WL: 21, CL: 25 
PM: 14 fTI: 14 
PMc.ap: 5 fTlcap: 5 
PMPow: 4 PNPow: 4 
PMSpd: 5• PNSpd: S • 

• Multiply by 4 for effectlve PMSpd and PNSpd of 20. 

Armor Scheme: 
Area Pierce Cut Blunt l'fre Chem. Stun t;Jec. 
Ultra 0 0 0 0 0 0 0 

Super 0 0 0 0 0 0 0 

Vital 0 0 0 0 0 0 0 

Non 0 0 0 0 0 0 0 

Average 0 0 0 0 0 0 0 

Commentary a Desaiptlon: 
Th1s Afri}(xan snake ls a true viper. m opposed to those with hea· 

sensing pits between their eyes. It tm a broad grB¥. trlarJ9l)ar head. a1d 

a thick body with a short tan. The c::oloratlon a a Qaboon viper Is made 

up of way and brown triangular markings along thelr sides. The deadly 

venom of this snake ls ne~and cardlowxlc. aff~ bah the blood 
and nezvous systems of Its targets. Neutrallzalon of this toxin requires 
double treatmett because of the dual poison conremed. 

Snake King Cobra 
lliustratlom Page 178 
ldentlften Animal. Reptllla. Squamata. Se.rpentes (fJapld) 

Habit.ab Exterior £rth. Afrik. Azir 
Siu: O.Sxhuman-slze 

(Azirian spedmlns to c. 20' lengthl) 

Number Appearing: 1or3-18 (306) 

Modes a Rates of Movemenb 

Slither: 90 yds/BT 
Rush: 180 yds/CT (1 CT only) 

CJlmb: 3 yds/BT 
Swim: 30 yds/BT 

lnltlatlve Modifiers: Human Standard 

outstanding K/S Areas/Sub-Areas a SJEP.Ps Nil 
Joss Factors: 0 
Dodging/Avoidance: 5 and -/36/­
Attractlveneu: NU 
lnvulnerabllitles: Nil 
SusceptlblUtles: Nil 
Average Armor Protection: 2 
Quirk.si Nil 

Attacks BAC Damage Type Base Bonus 

Bite 
Spit (10' range) 

40 
30 

P 103+PoJson• 0 
Special Polson• 0 

• Polson: S'JR 60 (delivered 60/60/30 In 1 AT delays) 
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Powers: Nil 

StatlstJcal DetaU: 
Base Scheme (+/- 02) 
M (Cunning): 12 
MM:6 

P: 44, WL: :3:3. CL: :39 
PM: 20 PN:24 

MMcap: :3 
MMPow: 1 
MMSpd: 2 

MR: 6 
MRCsp: :3 
MRPow: I 
MRSpd:2 

PMcap: 8 
PMPow: 4 
PMSpd: 8• 

PNcap: 10 
PNPow: 4 
PNSpd: 10• 

• Multiply by 2 to find actual PMSpd of 16 and PNSpd of 20. 

Armor Scheme: 
Area Pierce Cut Blunt !"i re Chem. Stun Blee. 
Ultra 4 4 4 0 0 4 0 

Super :3 :3 :3 0 0 :3 0 

Vital 2 2 2 0 0 2 0 

Non 1 0 0 1 0 

Average 2 2 2 0 0 2 0 

Commentary a Description: 
The broad flattened head covered by large. &ymmetrlcal plates 

allows the cobra (Op/1loplJEgus hamah) to spread open a "hood. 
when It Is aroused. The snake has smooth scales which cover its 
body. these scales being tan. olive-brown. or black. with or without 
numerous light crossbands. Bands are clearly visible on young 
specimens. The belly Is cream or yellowish with various dark 

markings. The king cobra Is the largest living venomous snake. 
Although this reptile Is fa.st. agile, and actlve almost only by day 

when people are abroad, It ls generally not seeking victims other than 
snakes, its principal prey. It Is a sight hunter and a good climber and 
will follow prey Into trees without hesitation. Despite its size. It Is not 
particularly aggressive. and usually retreats when disturbed. If 
pressured, It will ·hood· and strike. 

This listing also applies to the~ (NEJ/a /JiVel and Azirlan 
(N£Ua IJltial Cobra species~ well. Lower Polson STR to 50. however. 
for both. 

Snake, Krait 
mustratJon: Page 178 
ldent1fter1 Animal. Reptilia. Squarnata. Serpentes (elapld) 

Habitat: Exterior ~rth. Azir 
Size: 0 .25xhuman-81ze 

(4-7' L) 

Number Appearlnga 1 or 7-12 (106+6) 

Modes a Kates ol Movement: 
Slither: :30 yds/BT 
Rush: 60 yds/BT (lBT only) 

lnltJatlve JllodJfters: Human Standard 
outstanding K/S Areas/SUb-Areas a SIEEP1 Nil 
Joss Factors: 0 
Dodging/Avoidance: 9 and -/40/-

Attractiveness: Nil 
Inwlnerabllities1 Nil 
SUsceptlbllltlesa Nil 
Average Armor Protection: O 
Quirb1 Nil 

Attacks HA.C Damage Type Bonus 
Bite 45 p 1 point• 0 (1) .. 

• Polson: STR 90 (delivered 90/90/45 In 1 CT delays) 
• •111e number ln parentheses Is the damage bonus with the 

damage bonus due to high BAC added. 

l'owers1 Nil 

Statlstk:al DetaU1 
Base Scheme (+/- 02) 
M (CUnnlng): 8 

MM: 4 MR: 4 

MMcap: 2 
MMPow: 1 
MMSpd: 1 

MRCsp: 2 
MRPow: 1 
MRSpd: 1 

P: 24, WL: 18, CL: 21 
PM: 8 PN: 14 
PMcap: 4 PNCap: 6 
PMPow:2 PNPow: 2 
PMSpd: 4• PNSpd: 6. 

• Multiply by 4 to find effective PMSpd 16 and PNSpd of 24 . 

Armor Scheme: 

Area Pierce Cut Blunt !"ire Chem. Stun Blee. 
Ultra 0 0 0 0 0 0 0 

Super 0 0 0 0 0 0 0 

Vital 0 0 0 0 0 0 0 

Non 0 0 0 0 0 0 0 

Average 0 0 0 0 0 0 0 

Commentary a Description: 
The deadly kmlt has a small flat head, and smooth glossy scales 

with wide yellow and black bands. Most prefer a forest habitat, but 
some varltles Jive In open terrain. grassy fields, and meadows near 
streams or pools. This serpent Is actlve at night. Is not aggressive. but 
if molested, will strike. Because kralts have a highly toxic venom. 
many people are slain each year by coming too close to them. 

Snake, Mamba 
Wustratlon: Page 178 
ldentlften Animal, Reptilia, Squarnata, Serpentes (Viper) 

Habitat: exterior AMh. Afrlk 
Sizei 0 .5xhurnarHifze 

(6'-14' L) 
Numba' Appearing: 1or20-70 (1006+10) 
Modes at Rates ol Movement: 

Slither: 50 yds/BT 
Rush: 100 yds/BT (1 BT only) 

lnltJatlve JllodJftet"llS Human Standard 
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outstanding K/S Areas/SUb-Areas a SIEEFz NU 

Joss Factorsz 0 
Dodglng/Avoldanc:ez 3 and -/'54/­
AttracUvenessz NII 
lnwlnerabllfUesz Nil 
SU5ceptibil1Uesi Nil 
Average Armor FrotectJonz 0 
Quirksz NU 

Outstanding K/S Areas/SUb-Areas at smEPz NU 
Joss Factors: O 

Dodglng/Avoldancez 5 and -/36/­

AtuacUvenessz NII 
lnvulnerablllUesz Nil 
SU5cept1b1lld~ Nil 

Average Armor Fro tec:Uonz 0 
QulrkszNU 

Attacks 
Bite 

MC 
4-0 

Damage Type Base Bonus Attacks MC Damage Type Base Bonus 
P ID3+Poison• 0 ,.....B,....ite-----.,.40----~P----=---1-o-3-+~-o-lso-n-· --0-

• Polson: SIR 50 (delivered 50/50/25 In 2 BT delays) 

Powersz Nil 

StaUst!cal Detallz 
Base Scheme (+/- 02) 
M (Cunning): 20 
MM: 10 
MMC8p: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRC8p: 4 
MRPow: 3 
MRSpd: 3 

P: 40, WL: 30, CL: 36 
PM: 18 PN: 22 
PMC8p: 8 

PMPow:2 
PMSpd: 8• 

PNC8p:9 
PNPow: 4 
PNSpd:9• 

• MuJUply by 2 for effective PMSpd 16 and PNSpd of 18. 

Armor Schemei 
Area Pierce Cut Blunt l'lre Chem. Stun flee. 
Ultra 0 0 0 0 0 0 0 
Super 0 0 0 0 0 0 0 
Vital 0 0 0 0 0 0 0 
Non 0 0 0 0 0 0 0 
Average 0 0 0 0 0 0 0 

Commentary a DescripUonz 
The mamba of Afrik has a long narrow head and a slender body 

covered with smooth glo.56)' scales. Dark gray (almost black) Is the 

most common cotoraUon, although some varieties range to a light 

brown. These snakes are terrestrial, active by day, and highly 

aggressive. One will deliver repeated bites to a vlctlm. 

Snake Puff Adder 
DlustraUonz Page 98 

ldenUfterz Animal, RepUlla, Squamata, Serpentes (Viper) 

Hab itat: exterior JErth, Afrik 
Slzet 0.25xhuman-slze 

(2'-6' L) 

Number Appearing: 1 
Modes at Rates of Movement: 

Slither: 30 yds/BT 
Rush: 60 yds/BT (1 BT only) 

lnlUaUve Modlfters: Human Standard 

• Polson: SIR 40 (delivered 40/40/20 In 3 BT delays) 

Powersz NH 

StaUst!cal Detallz 
Base Scheme(+/- 02) 
M (CUrmlng): 20 
MM: 10 
MMC8p: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRC8p: 4 
MRPow: 3 
MRSpd: 3 

P: 24, WL: 18, CL: 21 
PM: 11 PN: 13 
PMC8p: 4 PNcap: 5 
PMPow:3 PNPow:3 
PMSpd: 4• PNSpd: s· 

• MulUply by 4 for effectJve PMSpd 16 and PNSpd of 20. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun tlec. 
Ultra 0 0 0 0 0 0 0 
Super 0 0 0 0 0 0 0 

Vital 0 0 0 0 0 0 0 
Non 0 0 0 0 0 0 0 

Average 0 0 0 0 0 0 0 

Commentary a DescripUonz 
The puff adderlsan<Xherofthe deadlyv~sniWslnhabltlng 

the Afrikkan savannahs. ~.scrub, and fcrest.s. Actlveat twlllght 
and at nlg)1t. they lie In wait to ambush prey. Thelr movementls!ll;)w a1d 
Jaz)'--adted to their thick. ~ body, which ls <X>lored In shades o( 

brown with V.Qlaped mlSSbands. The ~ of their tlfarlJL1lar hea1 
deliver a bite of mixed ~and cardk>toxlcvenan. Thus, to neutrallz.e 
their poison. double measures mU!t be taken. 

Snake Rattle 
Olustrat!onz Page 98 
l denUften Animal, RepUlla. Squamata. Serpentes (Pit Viper) 

Habltalt exterior JErth. \largaard 

Slzet .25><hwnan-slze 
Number Appearlngz 1 or l(}-30 (1003) 

Modes at Rates of Movement: 

Sllther: 40 yds/BT 
Rush: 80 yds/BT (1 BT only) 

lnlUadve Modlftersz Human Standard 
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Outstanding K/S Areas/Sub-Area a SJ'U.P: Nll 
Joss hctors: 0 
Dodglng/Avoldanc:ei 9 and -/40/­
AttncUveness: Nil 
lnvulnaablUties: Nll 
SWJcleptibllltlesi Nil 
Average Armor Protection: O 
Quhtm: Nil 

BAC Bue Bonus 

Bite 45 F 103.+fobon' 0 (l}" 

· Folson: S'IR 30 (delivered 30/30/15 In 4 Irr delays) 
'The number In parentheses Is the damage bonus with the 

damage bonus due to high BAC added. 

Powers: Nil 

StatJstk:al Detaih 
Base Scheme (+/- 02) 
M (CUnnlng): 10 F: 28, WL: 21. CL: 25 

MM: 5 MR: 5 FM: 14 fN: 14 

MMcap: 2 MRcap: 2 FMC'.ap: 5 fNCap: 5 
MMPow:2 MRfow:2 FMFow: 4 fNfow: 4 
MMSpd: l MRSpd: 1 fMSpd: 5' fNSpd: 5' 

'Mu!Upty by 4 to find effedlve FMSpd and fNSpd of 20. 

Armor Schemei 
Area Pierce Cut Blunt l'ire Chem. Stun Blee. 
Ultra 0 0 0 0 0 0 0 
Super 0 0 0 0 0 0 0 

Vital 0 0 0 0 0 0 0 

Non 0 0 0 0 0 0 0 

Average 0 0 0 0 0 0 0 

Commentary Ir Desatpdon: 
1h1s Is a cacMllJ listing to cover soch varied animals 11'3 the 

ooppezhead and the dlanondbackald sidewinder~ Habit.al 
varies from woodland through praireandplalmtothedestert(sldewlndez). 

All are pit vipers. and In most C89eS they deliver a waning ~ 
neivous tea movemem which causes a rattling sound before striking. 
f.acil can ~ up to three times In en hour and deliver toxin before 
exha~ poison sacs. Neu that the most conunon eaU1Tl pit viper ls 
the copperhead, but It has venom of only one-half Indicated S'1R. 

Snake Sea 
DJustratJon: Fage 174 
ldmtlften Animal. Reptilia, Squamaa, Serpentes 

Habitat: Exterior ~rth Marine fauna 
She: 0.25xhuman-Qze 

(2'-6' L} 

rtumba' Appearing: 2-6 (20:5) 

lllocles Ir Rates of Movement: 
Swim: 120 yds/BT 

lnltlaUve Modlftawa Human Standard 

outstanding K/S Areas/Sub-Areas Ir smEI': Nil 
JON Pac:tors: 0 
Doclglng/Avoldancei Nil and -/28/­
Attractlvenees: NII 
lnwlnaabbWes: Nll 
SU9ceptlbi11Uesi Nll 
Average Armor Protection: O 
QulrU; Nll 

BAC 
Bite :55 r 102+Folson• 0 

• Folson: S'1R. 100 (delivered 100/100/50 In 2 AT Intervals} 

l'owen: ND 

statJsdcal Ddalh 
Base Scheme (+/- 02) 
M (Cunning}: 20 F: 24, WL: 18, CL: 21 
MM: 10 MR: 10 FM: 11 fN: 1:5 
MMCap: 4 MRC3p: 4 FMC'.ap: 4 fNCap: 5 
MMPow: :5 MRfow: :5 fMfow: 4 fNFow: 4 
MMSpd: :5 MRSpd: :5 fMSpd: :5 fNSpd: 4 
Mu!Upty by 4 to find effedlve FMSpd of 12 and fNSpd of 16. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 0 0 0 0 4 0 

super 0 0 0 0 :5 0 

Vital 0 0 0 0 2 0 
Non 0 0 0 0 1 0 
Average 0 0 0 0 2 0 

• Animal In water - Invulnerable 
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Commentary It Descrfptlom 
Sea snakes Include all the various species of poisonous marine 

snakes which Inhabit the tropical seas and oceans of IErth. rortu­
nately, despite their deadly poison, these oolorful reptiles are quite 
docile and nonagwesslve. One would virtually have to grasp and 
harm such a creature to cause It to bite, for their Interest Is only In 
small prey such as fish which oonstltute their normal diet. Of oourse. 
their heads are narrow and mouth small. so biting large targets Is 
difficult. Tales have been bandied about of sea snake auioslty, a 
most reptilian trait. Reputable sages discount these stories. 

Snake Spitting Cobra 
mustraUon: Page 178 
ldentlften Animal, Reptllla, Squamata. Serpentes (f'Japid) 
Habitat: exterior .IErth, Afrlk. Azir 
Size: 0.25xhuman-size 
Number Appearing: 1 
Modes It Rates of Movement: 

Slither: 90 yds/BT 
Rush: 18 yds/CT (1 CT only) 

lniUaUve Modifters: Human Standard 
Outstanding K/S Areas/Sub-Areas It STEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: 5 and -/36/­
AttracUveness: Nil 
lnwlnerablliUes: Nil 
Susceptlbllltles: Nil 
Average Armor Protection: 2 
Q:ulrks: NII 

Attacks BAC Damage Type Base Bonus 
Bite 4-0 
Spit (10' range) 30 

p 

Special 
10:3+Polson• O 

Polson•• 0 

• Polson: STR 50 (delivered 50/50/25 In 1 AT delays) 
•• Polson one-half SIR b\.t pennanently blinds target victim In 1 CT'S 

d1.11'3Ion unless a succe.ssful Avoidance. Physical roll Is made. 

Powers: NII 

StatisUcal Detail: 
Base Scheme (+/- 02) 
M (Cunning): 12 
MM:6 MR: 6 

MRcap: :3 
MRPow: 1 
MRSpd: 2 

MMcap: :3 
MMPow: 1 
MMSpd: 2 

P: :32, WL: 24. CL: 28 
PM: 16 PN: 16 
PMcap: 6 PNcap: 6 
PMPow: 6 PNPow: 5 
PMSpd: 4 • PNSpd: 5• 

• Multiply by 4 to find effective PMSpd 16 and PNSpd 20. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun ~Jee. 

Ultra 4 4 4 0 0 4 0 
Super :3 :3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 1 1 0 0 l 0 
Average 2 2 2 0 0 2 0 

Commentary It Descrfptlon: 
Spitting oobras (Naja nlgrlcolls) can strlke with their f~ or 

squirt their venom as far as l O feet, doing so with considerable 
accuracy. In most respects, these snakes are similar to other cobras, 
being not partJculary aggressive In regards to non prey anlrnals unless 
they perceive a threat In such. When disturbed these snakes will 
"hood. and strlke or spit, of course. 

Snake Water Moccasin 
mustraUon: Page 178 
ldentlften Animal, Reptilia. Squamata. Serpentes (Pit Viper) 
Habitat: exterior IErth, Vargaard 

Size: .25xhuman-slze 
Number Appearing: 1 or 10-30 (100:3) 
Modes It Rates of Movement: 

Slither: 4-0 yds/BT 
Rush/Swim: 80 yds/BT (l BT only for rush) 

InlUatlve Modiftusi Human Standard 
outstanding K/S Areas/SUb-Areas It sreu: Nil 
Joss Factors: 0 
Dodging/Avoidance: 9 and - /4-0/­
Attractlveness: Nil 
lnwlnerablllUes: NII 
SUsceptlbllitles: Nil 
Average Armor Protection: 0 
Q:ulrks: NII 

Attacks BAC Damage Type Base Bonus 
Bite 45 ' P 103+Polson• 0 (l)" • 

/ 
•Polson: SIR 20 (delivered 20/20/10 In 4 BT delays) 
•The number In parentheses ls the damage bonus with the 

damage bonus due to high BAC added. 

Powers: Nil 

StatisUcal Detail: 
Base SCheme (+/- 02) 
M (Cunning): 10 
MM: 5 MR: 5 

MMcap: 2 
MMPow: 2 
MMSpd: 1 

MRcap: 2 
MRPow: 2 

MRSpd: 1 

P: 28, WLc 21. CU 25 
PM: 14 PN: 14 

PMcap: 5 PNcap: 5 
PMPow: 4 PNPow:4 
PMSpd: 5• PNSpd: 5• 

•Multiply by 4 to find effective PMSpd and PNSpd of 20. 

Armor Scheme: 
Area Pierce Cut Blunt I' ire Chem. Stun flee. 
Ultra 0 0 0 0 0 0 0 

Super 0 0 0 0 0 0 0 

Vital 0 0 0 0 0 0 0 

Non 0 0 0 0 0 0 0 

Average 0 0 0 0 0 0 0 
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Commentary 8t Descriptioni 
Tue water moccasin, or cottonmouth, Is a semi-aquatic snake 

dwelling In the warm temperate to semi-tropical portions ofVargaard. 
Water moccasins are territorial, and If disturbed the snake can be 
quite aggres.slve. Because they are quite at home In the water, these 
snakes can be a danger to those In boats or canoes, for they will 
aggress and enter such craft. Because they have relatively weak 
venom, few humans find the bites of these reptlles to be fatal. 

Squid Giant 
mustratlon: Page 17 4 
Identifter: Animal, Mollusc, Cephalopoda. Decapod 
Habitat: exterior ~rth Marine Fauna 
Size: 24xhuman-size 

(110~2()()' L.) 

Number Appearing: 1 
Modes 8t Rates of Movements 

Swim: 70 yds/BT \ 
Burst (backwards): 350 ydS/BT (1 BT only) 

Initiative Modiflen: Human Standard 
outstanding K/S Areas/SUb-Areas flt smui NU 
Joss Factorss O 
Dodging/Avoidance: Nil and - {7 /-
AttractlveneM: Nil 
Jnwlnerabllitless Nil 
SUsceptibiUties: Nil 
Average Armor ProtectJoni 8 
Qu.irkss Nil 

Attacks BAC Damage Type Base Bonus 
Bite 20 c 503 20 
Whlp.s (x2) or 40 B&C 303 20 
Constrict (X4) 25 B/I" 103 20 
Ink 60 Special See below 0 

• A constricting attack will Inflict normal damage on the Initial strike, 
then continue to do damage to the victim automatically each CT 
after that until the victim dies. the attacker takes over his CL In 
Physical damage. or the attacker decides to release the de­
fender. SUbsequent damage will always be Impact and not 
absorbed by any type of armor other than f'ull Plate armor. 

f'owerss Nil 

StatJstlcal Details 
BaseSCheme (+106/lO'L. over 110) 
M (CUnning): 20 P: 430, WL: 322. CL: 387 
MM: 10 MR: 10 PM: 230 PN: 200 
MMCap: 4 MRCap: 4 PMCap: 102 PNCap: 98 
MMPow:3 MRPow:3 PMPow:32 PNPow:30 
MMSpd: 3 MRSpd: 3 PMSpd: 96" PNSpd: 72• 

• Divide by 24 to get effective PMSpd of 4 and PNSpd of 3. 

Armor Schemei 
Area Pierce cut Blunt fire Chem. Stun ~Jee. 

Ultra 8 8 16 0 0 32 0 
Super 6 6 12 0 0 24 0 
Vital 4 4 8 0 0 16 0 
Non 2 2 4 0 0 8 0 
Average 5 5 10 0 0 20 0 

Commentary 8t DescriptJons 
SquldS are marine life forms lla are slmDar to the octopus. but are 

more~ 1be9e cephalopodS have elglX tertacles plus a pair cl 
tonger ooes with spa:nlate end portions. and UleSe speda1 members are 
called "whips.· AlsoslmDartotheoctopus. thesquld'stm.ocles. lncludlrlJ 
whips, havesuc&?.rs. bt.t thoseofthesquldatso Include a claw-like growth 
whldl wounds ax! holds f5 prey. Glart ttE3llreS cl this sort can have 

suckers a1mOLst two feet In dlaneter. ftnally, the kmJ, tapered ~ 
portion cl the squid has a tou{#l hide ~It. WhDe smaller ooesare 
oft.en found atornearthesurface, huntingforflshandsmall prey, the~ 
squids Inhabit the depthS seeking vast life fortm to devour. Who koows 
whatltanlcbatleshavetaken plarelnthe~watersfarbelowwhen 
the mlgt1y sperm whale has encountered a gm squid? 

Stag (Giant Deer) 
Wusb'atloni Page 172 
ldentlfW.n Animal. Mammalia. Artlodactyla, Cervfd 
Habltab exterior &rth., &<>pa, Azlr; 

Interior ~rth. Outer Band, Northern Region 
Sizes 6xhuman-slze 

(10 ' L; 6' T; up to 1600#) 
Number Appearingi 1 or 2-6 (203) 
Modes 8t Rates of Movement: 

Walk: 90 yds/BT 
Trot: 180 yds/BT 
Run/Charge: 270 yds/BT and 36 ydS/CT (1 CT only) 

Initiative Modldasa Human Standard 
outstanding K/S Areas/SUb-Areas a smus Nll 
Jou Factorsi 0 
Dodging/Avoidance: Nil and-/16/­
Attrac:tlvenesss Nil 
InwlnerabllitJess Nil 
SUKeptibiUtiess Nil 
Average Armor Protectloni 4 
Quhbs Nil 

Attacks BAC Damage Type Base Bonus 

Antlers 
Forehoof 
Trample 

20 
25 
10 

p 200· 16 

C/B 103 16 
B/1°• 203 16 

• Double Base damage If charging and striking opponent. 
• • No bonus and Blunt Physical damage only unless the opponent Is 

under 2 ·tall or else low/prone so as to be subject to full force 
and weight, In which case damage Is Impact and bonus Is added. 
Impact damage cannot be absorbed by any type of armor except 
f'uil Plate armor. 

100 GDW The Mylhtl'-; l'Sest.iciry 



Powerss Nil 

StaUstlcal Details 
Base Scheme (+/- 05) 
M (Cunning): 10 P: 250, WL: 187, CL: 225 

MM: 5 PM: 125 PN: 125 
PMcap: 49 PNCep:49 
PMPow:28 PNPow:28 

MMcap: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRcap: 2 
MRPow: 1 
MRSpd: 2 PMSpd: 48• PNSpd: 48• 

• Olvfde by 6 for effective PMSpd of PNSpd of 8. 

Armor Schemes 
Area Pierce Cut Blunt Fire Chem. Stun ~lee. 

Ultra 4 4 8 0 0 12 0 

Super 3 3 6 0 0 9 0 

Vital 2 2 4 0 0 6 0 

Non 1 1 2 0 0 3 0 

Average 2 2 5 0 0 7 0 

Commentary at Descriptions 
This animal Is an evolved deer whlch Is known on Earth as the 

now-extinct "Irish Deer" or ·1rish tlk• (Neomega/oceros). While It Is 
rare In most parts of .teropa, there are still numbers of them In the 
northern forests of Azlr. Its antlers spread nearly 11 ', and It Is about 
the size and weight of a moose. All male stags have the Impressive 
palmate antlers, with points of varying length, each year of life adding 
to the size of these weapons. 
S~ are shy and generally avoid confrontation by fleeing, save 

during the rut when males become very territorial and agvesslve. 
These animals have a varied habitat, though they are primarily 

found in woodland or forest areas. Their coat is coarse and brown to 
tawny in color. 

Swine, Boar 
Dlustratlon: Page 172 
ldentlften Animal, Mammalia, Artlodactyla. Suld 
Habitats exterior ./erth, IEropa. Azlr, Vargaard 

Size: 2xhuman-slze 
(5+' L: 3+' T: 250-500#) 

Number Appearings 1or2-4 (103+1) or 5-30 (506) 

Modes a Rates of Movement: 
Walk: 70 yds/BT 
Trot: 140 yds/BT 
Run/Charge: 280 yds/BT and 35 yds/CT (1 CT only) 

lnltlatJve Modfftersi Human Standard 
Outstanding K/S Areas/SUb-Areas a 5mEPs NII 
Joss Factorsa 0 
Dodging/Avoidance: NII and -/30/­
Attractlveneua Nil 
lnvulnerabllltlesi NII 
SusceptJbllltJes: NII 
Average Armor Protection: 8 
Quhks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 
Tusks 

25 
40 

• Double PD If charging and striking 

Powersa NII 

p 203 
c 203• 

10 
10 

StaUstJcal Details 
Base Scheme (+/- 03) 
M (Cunning): 30 P: 180, WL: 135, CL: 162 

MM: 15 MR: 15 PM: 90 PN: 90 
PMCap: 38 PNcap: 38 
PMPow: 22 PNPow: 22 

MMcap: 6 
MMPow: 5 
MMSpd: 4 

MRcap:6 
MRPow: 5 
MRSpd: 4 PMSpd: 30• PNSpd: 30• 

• Olvfde by 2 to find effective PMSpd and PNSpd of 15 

Armor Schemes 
Area Pierce Cut Blunt l'Jre Chem. Stun ~lee. 

Ultra 4 12 16 0 0 20 0 

Super 3 9 12 0 0 15 0 

Vital 2 6 8 0 0 10 0 

Non 1 3 4 0 0 5 0 

Average 2 7 10 0 0 12 0 

Commentary a Descrlptlons 
Wiid swine are generally found in woodland habitat. The coat of 

a great boar Is coarse, bristly, and brownish to black and tends to tum 
gray with age. The upper canines form distlnctlve tusks, or tushes, 
which curve outward and upward. The lower canines are extremely 

sharp from rubbing against the uppers. When enraged. swine will 
champ their teeth, threatening and at the same time sharpening 

these wicked weapons. 
These are very hardy, powerful, and dever animals which are 

basically herbivorous but can adapt easily to an omnivorous diet. 
Boors, especially lone old ones, are very aggressive, even more 

especially so are females with young (which range up to 10 or more 
In number). 

Swine, F crest Giant 
Wustratloni Page 172 
ldentiften Animal, Mammalia, Artlodactyla. Suld 

Habitat: exterior .terth, Afrik 

Size: 3xhuman-slze 
(5+' L; 3.5+' T; 350-650#) 

Number Appearing: 1or2-4 (103+1) or 4-20 (405) 
Modes a Rates of Movement: 

Walk:75 yds/BT 
Trot: 150 yds/BT 
Run/Charge: 225 yds/BT and 300 yds/BT (1 BT only) 

Initiative Modlftersi Human Standard 

Animalia and Unique Flora/ E x te rio r ..IErth GDW 101 



Outstanding K/S Areas/SUb-Areas 8t STEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and -/24/­
Attl'activeness: Nil 
Invulnerabilities: Polson not deeply Insinuated. 
Susceptibilities: Nil 
Average Armor Protection: 8 
Quhb: Nil 

Outstanding K/S Areas/SUb-Areas 8t STEEP: NII 
JOM Factors: 0 
Dodging/Avoidance: NII and -/26/­
Attl'actJvenesss NII 
Invulnerabilities: NII 
Susceptibilities: Nil 
Average Armor Protection: 6 
Quirbs Nil 

Attacu BAC Damage Type Base Bonus Attacb BAC Damage Type Base Bonus 
-Bl-te~~~~-2-5~~~~~P~~~~-2-06~~~~-l-3~ -B-ite~~~~~~40~~~~---'=r~=-=-~-l-D-3-+3~~-o~ 

Tusks 45 C 203· 13 (14) .. 

• Double PD If charging and striking 
• 'The number In parentheses Is the damage bonus with the 

damage bonus due to high BAC added. 

Powers: Nil 

StatJstical Detail: 
Base Scheme (+/- 03) 
M (Cunning): 24 P: 220, WL: 165, CL: 198 
MM: 12 MR: 12 PM: llO PN: 110 

PMCsp:49 PNCsp:49 
PMPow:25 PNPow:25 

MMCsp: 4 
MMPow: 4 
MMSpd: 4 

MRCsp: 4 
MRPow: 4 
MRSpd: 4 PMSpd: 36' PNSpd: 36' 

• Divide by 3 for effective PMSpd and PNSpd of 12. 

Armor Schemes 
Area Pierce Cut Blunt Fire Chem. Stun eJec. 
lfltra 4 12 16 0 0 20 
Super 3 9 12 0 0 15 
Vital 2 6 8 0 0 10 
Non 1 3 4 0 0 5 
Average 2 7 10 0 0 12 

Commentary 8t Desalption: 
See the listing above for Swine, Boar for this data. 

Swine, Peccary 
mustration: See right 
ldentifter: Animal, Mammalia Artlodactyla, Tuyassuld 
Habitat: Exterior ~h. Amazonia. Vargaard (extreme south) 
Size: 0.5xhuman-slze 

(3.3' L, 1.8' T; up to 661) 

0 
0 
0 
0 
0 

Number Appearings 12-22 (206+10) (40%), 14-50 (4010+10) 
(40%), or 100.300 (20%) 
Modes 8t Rates of Movement: 

Walk: 70 yds/BT 
Trot: 140 yds/BT 
Run/Charge: 210 yds/BT and 35 yds/CT (1 CT only) 

Initiative Modifters: Human Standard 

Powerss NII 

Statlstical Detail: 
Base Scheme(+/- 03) 
M (Cunning): 16 
MM:7 MR: 9 

MRCsp: 4 
MRPow: 3 
MRSpd: 2 

MMCsp: 3 
MMPow: 2 
MMSpd: 2 

~60, WL:45,CL:54 
PM: 32 PN: 28 
PMCsp: 15 PNCsp: 13 
PMPow: 10 PNPow:9 
PMSpd: 7• PNSpd: 6' 

• Multiply by 2 for effective PMSpd of 14 and PNSpd of 12. 

Armor Schemes 
Area Pierce Cut 
tntra 4 8 
Super 3 6 
Vital 2 4 
Non 1 2 
Average 2 5 

Blunt 
12 
9 
6 
3 
7 

fire Chem. Stun e/ec. 
0 0 16 0 
0 0 12 0 
0 0 8 0 
0 0 4 0 
0 0 10 0 
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Commentary a Descriptlom 

Peccaries gather In groups of varying size depending on species 
and oondltion.s. They resemble the SUldae (swine) family. but their 

tall ls vestigial, and hind feet are 3-toed rather than 4-toed. The coat 
of a peccary Is bristly, blacklsh, and has a yellowish white band or 
collar on the shoulders. On the back there is a glandular area that 

seaetes an oily substance with a strong smell of musk. This is used 
to mark territory, as herds of these animals stake out and defend 

areas. These creatures are omnivores but prefer seed.5, nuts. roots 
and so forth as food. They aren't pwtlcularly aggressive. but will fight 
when forced to defend themselves. If surprised. the herd will 

typically scatter as they send forth grunts signaling alarm. while one 
adult individual confronts the predator to allow the others to escape. 
However. if angered and threatened, a herd will attack. savagely 

biting and fearlessly continuing. until their foe Is routed. Peccaries 

have been known to tree jaguars and keep them so cornered for days 

on end. 
There have been reports of giant peccarf es. twice the size of 

normal ones. forest-<lwelllng herds numbering 4-12. whose statistics 
are e.x.actJy twice normal (except armor which Is as shown), and thus 

with Physical attack damage figures of 403 and a bonus of 8. 

Swine, Warthog 
Dlustrationz See below 

ldenUfter: Animal, Mammalia, Artlodactyla. Suld 

Habitat: exterior .iErth, Afrik 

Size: l xhuman-slze 

(3.3' L; 2'·2.5' T; 170..220#) 
Number Appearing: 4-6 (103+3) or 16-24 (205+14) In herd 

Modes 8r Rates of Movement: 
Walk: 70 yds/BT 

Trot: 140 yds/BT 
Run/Charge: 210 ydsfBT and 35 yd.5/CT (l CT only) 

Initiative Modifters: Human Standard 
Outstanding K/S Areas/SUb-Areas a SIUP: Nil 

Joss Factors: O 
Dodging/Avoidance: Nil and -/22/­
Attractlvenessa Nil 

1.uvulnerabWtJes: Nil 
SU.sceptJbUlties: Nil 
Average Armor FrotectJon: 5 
Qulrksa Nil 

Atta.cb BAC Damage Type Bonus 

Bite 

Tusks 

Powers: Nil 

StatlstJcal Detail: 

25 
30 

Base Scheme (+/- 03) 
M (CUnnlng): 1 O 
MM: 5 MR: 5 
MMC.ap: 2 
MMPow: 1 
MMSpd: 2 

MRCsp: 2 
MRPow: 1 
MRSpd: 2 

Armor Schemea 

Area Pierce Cut Blunt 
Ultra 4 8 12 
Super 3 6 9 
Vital 2 4 6 
Non 1 2 3 
Average 2 5 7 

Commentary Br DescriptJow 

p 
p 

103+1 
203 

~ 100, WL:75,CL:90 
PM: 54 PN: 46 
PMCsp: 24 PNC&p: 20 
PMPow: 18 PNPow: 16 
PMSpd: 12 PNSpd: 10 

6 
6 

Fire Chem. Stun !!Jee. 
0 0 12 0 
0 0 9 0 
0 0 6 0 
0 0 3 0 
0 0 7 0 

While the young are pinkish. the coloration of adult warthogs is 
blackish, brownish. or grayish. The hide of these animals is almost 

hairless. with only a few hairs present on the cheeks and on the back 
where they form a mane. Their 

tufted tails are long. and are 
canied In a distinctive vertical 

po.sltion when the animals are 
moving. A warthog's head Is 
disproportionately large and 
hastwopalrofwarts. The tusks 
form a semlclrde between 
them, pointing forward and 

upward. Their lower canines 
are extremely sharp. 

Warthogs typically gather 

in small family groups. but 
several families will band to­
gether temporarily to form 

larger herds. They are strictly 

vegetarian. and can often be 

seen grazing in a kneeling po­
sition characteristic of the spe­

cies. 
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Tapir 
IDustrationiPagel71 
ldentJften Animal, Mammalia Perissodactyla. Taplrid 
Habitat: exterior AMh. Amazonia Azlr (extreme southeast), 
Vargaard (extreme south) 
Size: 3xhuman-51ze 

(6.5' L; 500-660#) 
Number Appearing: 1 or 2 
Modes at Rates of Movement: 

Walk: 70 yds/BT 
Trot: 140 yds/BT 
Run: 280 yds/BT (1 BT only) 
Swim: 70 yds/BT 

Initiative Modlftus: Human Standard 
Outstanding K/S Areas/SUb-Areas at smEPi Nil 
Joss Factors: 0 ' 
Dodging/Avoidance: NII and-/14/..!._ 
Attractiveness: Nil 
lnvulnerabillties: Nil 
Susceptibilities: Nil 
Average Armor Protection: 3 
Quirbi Nil 

Attacb BAC Damage Type Base Bonus 

Bite 
Trample* 

10 
15 

p 203 
B/I** 206 

7 
7 

• Applicable only when opponent ls at the tapir's feet and Is 
under 2 feet In height, or has been knocked down so as not 
to exceed that height. 

• • Impact damage if charging. Impact damage cannot be ab­
sorbed by any type of armor except Pull Plate armor 

l"owers1 Nil 

Statistical Detail: 
Base Scheme (+/- D3) 
M (CUnnlng): 10 
MM: 5 
MMC.ap: 2 
MMPow: I 
MMSpd: 2 

MR: 5 
MRcap: 2 
MRPow: 1 
MRSpd: 2 

P: 160, WL: 120,CL: 144 
PM: 80 PN: 80 
mcap: 40 mcap: 40 
PMPow: 19 PNPow: 19 
PMSpd: 21 • PNSpd: 21 • 

• Divide by 3 for effective PMSpd and PNSpd of 7. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun ~Jee. 

Ultra 4 4 8 0 0 8 0 
Super 3 3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 
Non I I 2 0 0 2 0 
Average 2 2 5 0 0 5 0 

Commentary at oe..aiptloni 
This mostly nocturnal herbivore ls mainly solitary, but some­

times lives In pairs. The forward part of the body and hind legs are 
black. the rest of the body Is white. Young tapirs are brown with 
longitudinal white markings. The hide ls not thick and Is covered by 
just a few scattered hairs. Tapirs have a tall that Is no more than a 
large stump. The nose Is extended as a short proboocls. 

Tapirs live only In the thickest part of the forest, where they can 
move about at considerable speed and with very llWe difficulty. They 
will often follow the same tracks for years. These creatures need 
water nearby, and like to remain submerged for hours on end. 

Tapirephant 
Dlustrat.loni Page 170 
ldent.lflal Animal, Mammalia Astrapothere, Astrapotherlld 
Habitat: exterior AMh. Amaronla 

Interior /Brth, Outer Band, Southern Region 
Size: 12xhuman-51ze 

(9+' L, 4,000#) 
)'(umber' Appearing: 1 or Z-4 ( 103+ 1) 
Modes at Rates of Movement: 

Walkfl'rot: 50 yds/BT and 100 yds/BT 
Run/Charge: 150 yds/BT and 200 yds/BT (1 BT only) 
Swim: 50 yds/BT 

Initiative Jllodldersi Human Standard 
Outstanding K/S Areas/SUb-Areas at smEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and -/19/­
AttractJveness: Nil 
lnvulnaabWties: Nil 
Susceptibilities: NII 
Average Armor Protect.Ion: 7 
Quirlmi Nil 

Attacb BAC Damage Type Base Bonus 
Tusks 
Trunk 
Trample* 

25 
15 
10 

p 203 18 
B 103 18 

B/I** 406* 18 

• Plus 406 Impact Physical damage applicable only when an 
opponent Is at the taplrephant's feet and Is under 3 feet In 
height, or has been knocked down so as not to exceed that 
height. 

• • Impact damage If charging. Impact damage cannot be 
absorbed by any type of armor except Pull Plate armor 

rowers: NII 
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Statlstlcal Detail: 
Base Scheme (+/- 06) 
M (Cunning): 10 P:280, WL:210,CL:252 
MM: 5 MR: 5 PM: 150 PN: 130 
MMCep: 2 
MMPow: 1 
MMSpd: 2 

MRCep: 2 
MRPow: 1 
MRSpd: 2 

PMcap:60 PNcap:64 
PMPow:30 PNPow: 18 
PMSpd: 60" PNSpd: 48" 

• Divide by 12 for effective PMSpd of 5 and PNSpd of 4. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun ~Jee. 

Ultra 4 8 16 0 0 20 0 
Super 3 6 12 0 0 15 0 

Vital 2 4 8 0 0 10 0 

Non 1 2 4 0 0 5 0 
Average 2 5 10 0 0 12 0 

Commentary 8t Desc:riptlon: 
The tapirephant Is an evolved Astrapotherium-a weird looking 

herbivore of near elephant size with a tapir-like body and a short, 
elephantine probo5cls. Taplrephants have a long. low body with 
relatively weak back and legs. The feet of this largely aquatic animal 
are small and plantlgrade 

The head of the tapirephant is short, with a dome over Its 
forehead. The canine teeth form four tusk.s, and It uses these or a 
slap from Its short trunk to atack and defend Itself from attacking 
predators. 

Tiger 
lllustratlon: Pages 165 and 171 
ldentlfler: Animal, Mammalia. Carnlvora, Feild 
Habitat: Exterior ~rth. Azir 
Size: 3xhuman-slze 

(5' -9' L; 600#) 
Number Appearing: 1or24 (103+1) 
Modes 8t Rates of Movement: 

Stalk: 50 ydsjBT" 
Walk(l'rot: 110 yds/BT and 165 yds/BT 
Run/Charge: 220 yds/BT and 330 yds/BT ( 1 BT only) 
Olmb: 50 yds/BT 
Swim: 55 yds/BT 

• This mode enables the animal to move silently 
lnitlatJve Modifiers: - 10 to Initial Surprise 
Out.standing K/S Areas/SUb-Areas 8t smEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: 5 and - /36/­
Attractlveness: Nil 
lnvulnerabilitles: Nil 
SUsceptJbUitles: Nil 
Average Armor Protectlon: 3 
Quirks: Nil 

Attacks BAC Damage Type Bonus 
roreclawsx2 
Bite 
Rake 

40 c 
55 p 

c 

2D3 
206+2 

3D3 

18 
18 (21,. . 

18 

• Automatic applicable only when opponent has been hlt by both 
forepaws. Indicating hold. and In position which exposes it to 
rear legs kicking to rake, I.e .. bipedal opponent prone. 

• •111e number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: NII 

Statistlcal Detail: 
Base Scheme (+/- D5) 
M (Cunning): 30 
MM: 13 
MMCep: 5 
MMPow: 4 
MMSpd: 4 

MR: 17 
MRCep: 6 
MRPow: 6 
MRSpd: 5 

P:280, WL:210,CL:252 
PM: 142 PN: 138 
PMcap: 56 PNcap: 56 
PMPow: 30 PNPow: 26 
PMSpd: 56• PNSpd: 55• 

• Divide by 3 for effective PMSpd and PNSpd of 18. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun ~lee. 

Ultra 4 4 8 0 0 8 0 

Super 3 3 6 0 0 6 0 

Vital 2 2 4 0 0 4 o. 
Non 1 1 2 0 0 2 0 

Average 2 2 5 0 0 5 0 

Commentary 8t Descriptlon: 
Tigers are silent, fast, and deadly. the Siberian and big male 

Bengal ones the large.st of the great predator cats of the outer surface 
of ~rth. They are found from the frozen tundras to the tropical rain 
forests of Azir. The usual ones are easily rerognizable by their orange 
coat and black stripes. There are, however, pale. almost white ones, 
and some very dark. In harsh dlmates, a tiger can accumulate up to 
2 inches of fat below its skin. 

tssentlally solitary, tigers hunt by night, lying In ambush In order 
to strike when the prey Is off.guard. Thus. they typically attack the 
back of their Intended vldlm. Tigers have a clearly staked-Out 
territory of up to 400 square miles that they patrol regularly. They are 
agile and swim well. 

The Shrivjavtlan sub-species tends to be the smallest of tigers, 
males weighing only around 350 or so pounds. For such animals. 
reduce P TRAIT-by 30 and remove Bite Physical damage addition of 
+2, but otherwise treat the animal the same. 
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T1ger, DaggerT oothed 
lllmtratlon: Page 107 
ldentJften Animal, Mammalia, camlvora, f'elld 
Habitat: exterior .tBrth, Amaronla (extreme north), \Srgaard (south) 

Interior /Brth, OUter Ban<1. Northern Region 
Size: 2xhuman-slze 

(6'~' L; 325-4501) 
Number Appearing: 1-3 (103) 
Modes at Kates ol Movemenb 

Stalk: 50 yds/BT" 
Walk{l'rot: 110 yds/BT and 165 yds/BT 
Run/Charge: 220 yds/BT and 330 yds/BT (1 BT only) 
Climb: 25 yds/BT 
Swim: 50 yds/BT 

• This mode enables the animal to move silently 
Init1atfve Modlftersa -1 O to lnltlal Surprise 
outstanding K/S Areas/SUJ>.Areas at SIEUa Nil 
Joss Factors: O 
Dodging/Avoidances Nil and -/30/­
AUractlvenessa Nil 
InvulnerabWtlesa Nil 
SUsceptibllltfesi Nil 
Average Armor Protection: 3 
Quhksa Nil 

Attacks BAC Damage Type Base Bonus 
f'oreclawsx2 35 c 203 12 
Bite 50 p 403 12 (14)· · 

Hindclaws rake• 40 c 403 12 

• Automatic applicable only when opponent has been hit by both 
forepaws, Indicating hold and In posltlon which exposes It to 
rear leg.g kicking to rake, I.e .. bipedal opponent prone. 

··nie number In parentheses ls the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

StatistJcal Detalh 
Base Scheme (+/- 05) 
M (CUnnlng): 20 
MM: 10 
MMC.ap: 4 
MMPow:3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 

P:200, WL: 150,CL: 180 
PM: 100 PN: 100 
f'Mcap: 46 PNcap: 43 
PMPow: 24 PNPow: 27 
f'MSpd: 30• PNSpd: 30• 

• Divide by 2 for effective PMSpd and PNSpd of 15. 

Armor Scbemei 
Area Pierce cut Blunt /'Ire Chem. Stun eiec. 
Ultra 4 4 8 0 0 8 0 
Super 3 3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 
Non 1 1 2 0 0 2 0 
Average 2 2 5 0 0 5 0 

Commentary at DesaiptJom 
This creature Is an evolved Machalrodl, a great cat. sized larger 

than a big jaguar but not as large~ a lion. It ls a long.toothed cat, 
with four-Inch-long upper canines. Its coloration ls that of a sabre.­
toothed tiger, though the ooet. ls slightly more pale and the stripes are 
much thinner. It has a ferocious dlsposltlon, and Is quite adept with 
Its long fangs. It hunts forests and scrub but dislikes open terrain. 

T-.ger, Pike--T oothed 
lllmtratiom Page 181 
ldentJften Animal, Mammalia. Marsuplalla. Thylaoosmllld 
Habitat: exterior JErth. Amawnla 
Size: 3xhuman-slze 

(8'-10' L; 6501) 
l"hunba' Appeadnga 1 
Modes at Kates ol Movemenb 

Stalk: 50 yds/BT• 
Walk{l'rot: 110 yds/BT and 165 yds/BT 
Run/Charge: 220 yds/BT and 330 yds/BT (1 BT only) 
Qlmb: 20 yds/BT 
Swim: 50 yds/BT 

• This mode enables the animal to move silently 
Initiative Modlftersa - 10 to lnltlal Surprise 
outstanding K/S Areas/SUJ>.Areas at SJUP: Nil 
Joss Pac:torsa 0 
Doclglng/Avoldanc:e: Nil and-/22/­
Attract1venessa Nil 
Invuinerabllltles Nil 
SUscep tfbllltfesi Nil 
Average Armor Protectiom 3 
Quirtm: Nil 

Attacks BAC Damage Type Base 
f'oreclawsx2 
Bite 
Hlndclaws rake 

35 c 203 
45 r 403+4 

c 403 

Bonus 
14 

14 (15) .. 

14 

• Automatic applicable only when opponent ha<> been hit by both 
forepaws, Indicating hold, and In posltlon which exposes It to 
rear leg.g kicking to rake, I.e .. bipedal opponent prone. 

• •nie number In parentheses ls the damage bonus with the 
damage bonus due to high BAC added. 

Powaa:Nll 
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StatJstlcal Detail: 
Base Scheme(+/- D5) 
M (Cunning): 20 
MM: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 

P:200, WL: 150,CL: 180 
PM: 100 PN: 100 
PMcap: 41 PNcap: 4 I 
PMPow: 26 PNPow: 26 
PMSpd: 33• PNSpd: 33• 

• Divide by 3 for effective PMSpd and PNSpd of 11. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 4 4 8 0 0 8 0 
Super 3 3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 
Non 2 0 0 2 0 
Average 2 2 5 0 0 5 0 

Commentary & Description: 
The pike-toothed tiger is an adapted thylacosmilus-marsupial 

cat of lion-like size and disposition, with canine teeth larger than 
those of the sabre-toothed tiger. It isn't as strong as that true feline, 
though. nor quite as fierce. However. In their Amazonian habitat 
these animals have managed to adapt and survive as principal 
predators. 

Toradillo 
Illustration: Page 170 
Identifier: Animal, Mammalia, Edentate, Olyptodont 
Habitat: E.xterior .iErth, Magmur 

Interior IErth, Outer Band, Southern Region 
Size: 6xhuman-slze 

(12' L; 4'-5' T) 

Number Appearing: l 
Modes & Rates of Movement: 

Walkfl'rot: 30 yds/BT and 60 yds/BT 
Run: 90 yds/BT (1 BT only) 
BWTOW: 3 yds/BT 

Initiative Jllodifters: Human Standard 
Outstanding K/S Areas/Sub-Areas & sreEPa Nil 
Joss Factors& O 
Dodging/Avoidance& Nil and -/9/­
Attractlvenes.s: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 29 
Quhks: Nil 

Attacks BAC Damage Type 
Claws (x2) 
Bite 

Powel'S& Nil 

StatJstical Detail: 

15 
5 

c 
p 

Base 
2D3 
103 

Bonus 
20 
20 

Base Scheme(+/- D5) 
M (CUnnlng): S P: 230, WL: 172, CL: 207 
MM: 3 
MMcap: 1 
MMPow: l 
MMSpd: 1 

MR: 2 
MRcap: l 
MRPow: 1 
MRSpd: 0 

PM: 120 PN: 110 
PMcap: 56 PNcap: 62 
PMPow: 32 PNPow: 24 
PMSpd: 32 • PNSpd: 24 • 

• Divide by 6 for effective PMSpd of S and PNSpd of 4. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 40 40 48 12 12 60 4 
Super 30 30 36 9 9 45 3 
Vital 20 20 24 6 6 30 2 
Non 10 10 12 3 3 15 1 
Average 25 25 30 7 7 37 2 

Commen tary a Description: 
The toradlllo Is an herbivorous creature of massive size which 

somewhat resembles an armadillo of giant size. However; the 
toradlllo possesses a heavier carapace rather like a turtle's shell and 
a dub-ended tall which It can employ In self defense. This very heavy 
creature prefers marshy areas and utilizes Its trunk-like proboscis to 
feed on water plants and nearby vegetation. 
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Turtle 
Dlustration: Page 174 
ldentJden Animal. Reptilia. Chelonian, Te!tudlnld 

Habitat: exterior IErth Marine Fauna 
Size: lxhl1Jll8n-Slze 

(5'-7 ·Shell; to 350#) 

Number Appearinga 24 (103+1) 

Modes 8r Rates al Movement: 
Crawl: 15 yds/8T 
Swim: 90 yds/8T 

lnltlative Modlfta"Sa Human Standard 

outstanding K/S Area/SUJ>.Areas ar sreua Nil 
Joss Pactorsa 0 
Doclglng/Avoldancei Nil and - /30/­
Attractlveness: Nil 
lnwlnenbllitiesa Nil 
SUsceptibllitfesi Nil 

Average Armor ProtectJon: 10 

Quhks: Nil 

Attacks BAC Damage Type Bonus 

Bite 

Fowersa Nil 

StatJstlcal Detaib 
Base Scheme (+/- 03) 
M (CUnning): 10 

MM: 5 

MMCap: 2 
MMPow: 1 
MMSpd: 2 

Armor Schemei 
Area Pierce 
Ultra 16 
Super 12 
Vital 8 
Non 4 
Average 10 

MR: 5 
MRCap:2 
MRPow: 1 
MRSpd:2 

Cut Blunt 
16 20 
12 15 
8 10 
4 5 
10 12 

p 303 8 

P: 110, WL: 82. CL: 99 

PM: 60 PN: 50 

PMCap:25 PNCap:20 

PMPow: 20 PNPow: 15 

PMSpd: 15 PNSpd: 15 

l'lre Chem. Stun Elec. 
0 0 20 0 
0 0 15 0 

0 0 10 0 
0 0 5 0 

0 0 12 0 

Turtle, Snapping 
Illustration: Page 170 

ldentilla1 Animal, Reptile, atelonlan. Te&udlnid 

Habitat: r:xtertor IErth. Amazonia. Yargaard 

Size: 0.25xhurnan&ze to 2 • L..; 0.5><hurnan&ze 2.5 '; l xhuman si7.e 3+ • 

(1 '-3+' L .• up to 100+#) 

Numbu Appearinga 1 
Modes ar Rates al Movementi 

Crawl: 15 yds/8T 
Swim: 50 yds/BT 

Initiative Modlfta"Sa Human Standard 

outstandlng K/S .Area/SUJ>..Area a SIU.Fa Nil 
Jou Pactona 0 
Doclging/Avoldancei Nil and -/28/­
At:tracdvenessa Nil 
lnwl.naablJltiesa Nil 
SUsceptibllitfesi Nil 
An.rage Armor ProtectJon: 8 
Qulrksa Nll 

Attacks BAC Damage Type Bue Bonus 

C/P 203 

C/P 203+2 
0 
2 

Bite 
Bite• 
Bite .. 

25 
35 
45 C/P 303+3 4 (5)t 

• Specimen of 2.5' length 

• • Specimen of 3' or greater 
tThe number in parentheses is the damage bonus with the 

damage bonus due to high BAC added. 

FowenaNll 

Statist1cal Detalh 
Base Scheme (+ 12 P TRAIT for each .5 ·over 1.5 • L) 

M (CUnnlng): 10 P: 36, WL: 27, CL: 32 

MM: 5 MR: 5 PM: 19 PN: 17 

MMCap: 2 MRCap: 2 PMCap: 8 PNCap: 7 

MMPow: 1 MRPow: 1 PMPow: 8 PNPow: 6 

MMSpd: 2 MRSpd: 2 PMSpd: 3• PNSpd: 4 • 

• Multiply by 4 for effect.Ive PMSpd of 12 and PNSpd of 16. 

Commentary a Desafptlon: Armor Schemea 

These large and graceful marine creatures are found in nearly 

all of the r:xtertor sea<J, and feed on jellyfish and sea grass. They have 

thick shells, strong flippers and powerful round jaws. 
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Area Pierce cut Blunt fire Chem Stun /!lee. 

Ultra 12 12 16 0 0 16 0 

Super 9 9 12 0 0 12 0 

Vital 6 6 8 0 0 8 0 

Non 3 3 4 0 0 4 0 

Average 7 7 10 0 0 10 0 

Commentary a Descriptlon: 
The solitary, lurklng alllgator snapping turtle Is the princlpal sort 

actually considered here. Although unlikely to attack an actJve 

hwnan. these reptiles are dangerous, for once they dose their jaws 

they will not release their hold untll dead. Large ones might be a 

threat to an unwary person. 

Walrus 
Wu.stratlon: Page 166 

ldentlftera Anlmal, Mammalia, Carnlvora. Odobenld (Alvucus) 

Habitat: 1!.xterlor iErth, North Polar 

Interior .iErth, Outer Ban<t Northern Region 

Sizes 12xhwnan-slze 
(12' L: up to 2,7501) 

Number Appearing: 50-100 ((104+4)xl0) 

Modes a Rates of Movement: 

Crawl: 20 yds/BT 

Swim/Burst: 200 yds/BT and 30 yds/CT (1 CT only) 

lnltlatfve Mod.lfters: Human Standard 

outstanding K/S Areas/SUb-Areas 8r SJEEl'a Nil 

Joss Factorsa 0 

Dodglng/Avoldancea Nil and - /8/-
Attractlvenessa Nil 

lnwlnerabWtlesa Nil 

SUsceptJbllltlesa Nil 
Average Armor Frotectlon: 8 

Quirks: Nil 

Attacks BAC Damage Type Base Bonus 

Bite 
Body slam 

15 
20 

p 306 12 

B/I* 406 12 

• Impact damage cannot be absorbed by any type of armor 

except full Plate armor. 

Powersa Nil 

Statistlcal Detalh 
Base Scheme (+/- 05) 
M (Cunning): 10 P: 300, WL: 225. CL: 270 

MM:5 MR: 5 PM: 150 PN: 150 

MMCap: 2 MRCap:2 PMCap: 78 PNCap:78 

MMPow: 1 MRPow: 1 PMPow: 24 PNPow: 24 

MMSpd: 2 MRSpd: 2 PMSpd:48* PNSpd: 48* 

• Divide by 12 for effective PMSpd and PNSpd of 4. 

Armor Schemes 

Area Pierce cut Blunt l'lre Chem. Stun ~lee. 

Ultra 8 12 16 0 0 20 0 

Super 6 9 12 0 0 15 0 

Vital 4 6 8 0 0 10 0 

Non 2 3 4 0 0 5 0 

Average 5 7 10 0 0 12 0 

Commentary ar Desatptloni 

The walzus has stlfT whiskers on Its snout, and a thin brown coat 

(with bare skin In older Individuals). All walruses have an lmulatlng 

fat layer 2" ·3" thick. The upper canines form tmks up to 3 feet long. 

over 1 · on average. 
This marine mammal Is gregarious and lives In large groups. 

While they will usually flee If attacked, bulls have been known to 

attack boats during mating season. when they are establishing 

territory. A cow, In particular; will vigorously defend her young. 

though this would Indicate that an Intruder has ac:tually gone near the 

calves. 

Walru.s, Antarctic 
DlustraUon: Page 166 

ldentlften Animal, Mammalia. Carnivore. Odobenld, Alvuais 

Habltab l!.xterlor .iErth, South Polar 

Interior .iErth, Outer Band, Southern Region 

Slza 12xhurnan-slze 
l'lwnber Appearing: 50-100 ((106+4)xl0) 

Modes a Rates of Movement. 

Crawl: 20 yds/BT 

Swim/Burst: 200 yds/BT and 30 yds/ CT (1 CT only) 

lnltlatlve Mocllftusi Human Standard 

outstanding K/S Areas/SUb-Areas a SIU.Pa Nil 

Joss Pactorsa 0 
Dodglng/Avoldancea Nil and -/8/-
Attractlvenessa Nil 

lnwlnerabWtlesa Nil 

SUsceptfbllltlesa Nil 

Average Armor Protection: 8 

Qulma Nil 
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Attacks BAC Damage Type Bue Bonus Attacks BAC Damage Type Bue Bonus 
=5~1te~~~~~----.,2~o~~~~=r~"-"-~-3-05~~~1-2~ ~B~lte~t~~~~~60-=-~~~~P~.---=-:..._~5D6=-=-+~5,---36__::_(40.:..::.:.)=tt_t_ 

Body slam 30 BJI• 4D3 12 Smashtt 20 B/I.. lODtt 36 
c.ap.s1re 

• Impact damage cannot be absorbed by any type of armor 
except l'ull Plate armor. 

Powersz Nil 

StatJstJcal Detalb 
Base Scheme (+/- D5) 
M (CUnning): 10 P: 280, WL: 210, CL: 252 
MM: 5 PM: 140 PN: 140 
MMCap: 2 
MMfow: 1 
MMSpd: 2 

MR:S 
MRC.sp: 2 
MRfow: 1 
MRSpd: 2 

PMC.sp: 68 PNcap: 68 
PMPow:24 PNPow:24 
PMSpd: 48• PNSpd: 48• 

• Divide by 12 for effective PMSpd and PNSpd of 4. 

Armor Schemei 
Area Pierce Cut Blunt f'ire Chem. Stun !!lee. 
Ultra 8 12 16 0 0 20 0 
Super 6 9 12 0 0 15 0 
Vital 4 6 8 0 0 10 0 
Non 2 3 4 0 0 5 0 
Average 5 7 10 0 0 12 0 

Commentary a DescriptJonz 
Other than noting the somewhat reduced Physical damage 

potential from this animal's shorter tusks (maximum 2.25' length), 
the reader Is referred to Walrus, above. 

Whale 
Dlustratlonz Page 17 4 
ldentlfterz Animal, Mammalia, Cetacean, var. 
Habitat: exterior ~rth Marine fauna 
Size: 24xhuman-slze 

(80'-100' L; 286,000#) 
Number Appearingi l, 1·3 (103), 2-12 (206), or 5-50 (5Dl0) 
Modes It Rates ol Movement: 

Swim/Burst: 180 yds/BT and 30 yds/CT (1 CT only) 
Initiative lllodiftasi Human Standard 
outstanding K/S Areas/SUb-Areas a smui Nil 

Joss Factorsz 0 
Dodging/Avoldancei NU and -/12/­
Attzadivenessz Nil 

lnwlnerabWtlesz Nil 
Smceptibllities: NU 
Average Armor Protect.ionz 25 

QulrUz Nil 

• Any prey up to and lncludlrYJ 12xhuman-51zed can be swallowed after 
sustaning ~· 

• • Impact damage cannot be absorbed by any type of annor In this 
case, lnduding ruu Plate armor. 

• • • Chance to capsize boat/ship by size: Large-65%/0%; Medlum-
80%/0%; &nail 95%/10%. 

t Sperm whales only. 

tt If body/head, lODlO, If tall or head ram, 1006. 
t t tTue number In parentheses Is the damage bonus with the 

damage bonus due to high BAC added. 

Powersz rill 

StatJstJcal Detalb 
Base Scheme (+/- DlO) 
M (CUnning): 20 P: 950, WL: 712, CL: 855 
MM: 10 MR: 10 PM: 520 PN: 430 
MMCap: 4 MRC.sp: 4 PMC.sp: 328 PNcap: 238 
MMfow: 3 MRfow: 3 PMPow: 48 PNPow: 48 
MMSpd: 3 MRSpd: 3 PMSpd: 144• PNSpd: 144• 
• Divide by 24 for effective PMSpd and PNSpd of 6. 

Armor Schemet 
Area Pleree Cut Blunt f'Jre Chem. Stun !!Jee. 
Ultra 8 16 60 o· 16 80 40 
Super 6 12 45 o· 12 60 30 
Vital 4 8 30 o· 8 40 20 
Non 2 4 15 o· 4 20 10 
Average 5 10 37 o· 10 50 25 

• Animal In water - invulnerable 

Commentary a DescriptJom 
All the major sorts of whales are considered under this heading. 

Sperm whales are most likely to be encountered singly, although a 
pair with a calf of from 40% to 90% maturity might also be 
encountered. These whales eat many sorts of marine life forms, 
lndudlng even giant squid. The sperm whale Is very large, and Is 
dangerous If provoked. 

for blue whales and their ilk. increase PTRAIT by 120. 
for moderately large whales, reduce P TRAIT total by 60 to 100 

points depending on sire. These whales travel In groups of 2-12. 
The smaller whales (reduce P TRAIT by 120 to 360 points) travel 

In groups (pods) of 30-50. Typical spedmens will have bodies of 
grayish blue with paler spots. The tJps and underside of fins are 
white. The dorsal fin Is very small, and ventral grooves extend to the 
belly. 

Most of these creatures are non-aggressive unless attacked, and 
then the largest sort are capable of capsizing even the largest of 
boats and even small ships. 
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Wolf 
Wmtratlom rage 172 
ldentlften Animal. Mammalia. c.amivora. canld 

Habitat.a ~or .£rth, H.ropa. Afrlk. Amazonia. Azir. Yargaard. 

North Polar 
Interior .£rth, Outer Band. Northern Region 

Shea 0.5 to lxhuman-slze 

(4' L; 4-0-1751) 

Nwnbel" Appearlnga 5-15 (503) 

Modes a Rates of Movement: 
Walk: 80 yds/BT 

Trot: 160 yds/BT 
Run: 400 yds/BT 

Dodging/Avoidances 23 and -/54/-
lnlUatfve Modlfters: Human Standard 
outstanding K/S Areas/Sub-Areas a smua NII 

Joss Factorsa O 
Attractlvenessa ND 
JnwlDerabllltlesa NO 
SU5ceptfb1Utlesa Nil 

Average Armor ProtectJona 3 

Quirks• Nil 

Attacks BAC Damage Type Base Bonm 
Bite• 50 p 203+2· 8 (10)". 

• Due to the muscular jaws. a wolf's bite has a-10 on the Strike 

Location dice roll. 
· ·Tue number In parentheses Is the damage bonus with the 

damage bonus due to high BAC added. 

Powers: Nil 

StatJstlcal Details 
Base Scheme(+/- 03) 
M (Cunning): 26 
MM: 12 
MMCap: 4 
MMPow: 4 
MMSpd: 4 

MR: 14 
MRCap: 5 
MRPow: 5 
MRSpd: 4 

P: 112. WL: 84. CL: 100 

PM: 52 PN: 60 
PMCap: 20 PNCap: 23 
f'MPow: 20 PNPow:22 
PMSpd: 12° PNSpd: 15• 

• Multiply by 2 to find actual PMSpd and PNSpd, I.e .. 24/30. 

Armor Schemea 

Area Pierce cut Blunt !"ire Olem. Stun !!lee. 
Ultra 4 4 8 0 0 8 0 

Super 3 3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 

Non 1 1 2 0 0 2 0 
Average 2 2 5 0 0 5 0 

Commentary a Descriptlona 
This canine predator Is similar In build to a dog. but wolves are 

typically larger, more able In the attack. and have a higher killer 

Instinct. 1b1s species comprises the common. or tlmbet wolf. red 

wolf. painted wolf. maned wolf, and the arctfc wolf. Most wolves are 

grayish In color; while the an:tlc wolf Is white. 

Wolves are powerful animals. with great endurance. They 

typically lair In caves or dig dens located In hilly or forested re.glons. 

They Uve In packs of 5-15 lndlviduals .based around a dominant pair 
and governed by strict domestic hierarchies for both sexes. Usually 

only one female per pack reproduces. HWltlng Is performed by the 

entire pack. Their preferred prey Is large herbivores, elk. deer. and 

bison. The noted philosopher Martey rowat tim reported that the 

sub-artlc wolf Is an accomplished mouser. 

Sub-Arctic and plains species ('Vargaard •buffalo wolves•) are 

the largest, and adult males will typically exceed 1501. 

Wolf, Shaggy 
Ohwtratlona Page 166 
ldentlften Animal, Mammalia, Marsuplalla, ~orld 

Habitat.a exterior .£rth, South Polar 

Shea lxhuman-slze 
(5' L) 

Number Appearfngs 3-8 (106+2) 
Modes a Rates of Movement.a 

Walk: 90 yds/BT 
Trot: 180 yds/BT 
Run: 360 yds/BT 

lnlUatfve Modlfte:rsa Human Standard 
outstanding K/S Areas/Sub-Areas a sml!.Pa Nil 

Joss Factorss 0 
Doclglng/Avoldan<lel 5 and-/36/­
Attractlvenessa Nil 

lnwlnerablUtlesa Nil 
Susc:eptfblUtfesa Nil 

Average Armor Protectlom 3 
Quirkss Nil 

Attacks BAC Damage Type Base Bonus 

Bite 45 p 403 6 (7)" 

01be number In parentheses Is the damage bonus with the 

damage bonus due to high BAC added. 

Powers: Nil 
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StatJstkal Detail: 
B&'3e Scheme (+/- 03) 
M (CUnnlng): 24 P: 128. WL: 96. CL: 115 
MM: 12 MR: 12 PM:66 PN:62 
MMCap: 4 MRCap: 5 PMCap: 30 PNCap:26 
MMPow: 4 MRPow: 4 PMPow: 18 PNPow: 18 
MMSpd: 4 MRSpd: 3 PMSpd: 18 PNSpd: 18 

Armor Scheme: 
Area Pierce Cut Blunt l"ire CJJem. Stun /Slee. 
Ultra 4 8 4 0 0 8 0 
Super 3 6 3 0 0 6 0 
Vltal 2 4 2 0 0 4 0 
Non 1 2 1 0 0 2 0 
Average 2 5 2 0 0 5 0 

Commentary a Description: 
This creature Is an Antarctic version of the Thylaclnus. which is 

actually a marsupial. They appear as a long-tailed. shaggy-<X>ated 
wolf. with short grayish-brown fur and long sharp noses. The shaOO,y 
wolflairs in caves and deep clefts In rocky terrain. Uke all marsupials. 
they have abdominal pouches. The pouch. however. opens back· 
ward compared to other marsupials. 

Wolf, Striped 
Wustratlon: Page 171 
ldentlften Animal. Mammalia. Marsuplalla. Dasyorid 
Habitat: exterior~ Magmur 
Size: lxhuman-slze 

(5+' L 150-200+#) 
Number Appearing: 7·12 (106+6) 
Modes a Kates of Movement: 

Walk: l 00 yds/BT 
Trot: 200 yds/BT 
Run: 300 yds/BT 

lnitlative Modifters: Human Standard 

outstanding K/S Areas/SUb-Areas a STEEP: NII 
Joss Factors: O 
Dodging/Avoidances 5 and -/36/­
Attnlctlveness: NII 
lnwlnerabilitles: NII 
SusceptibUftfes: NII 
Average Armor Protection: 4 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 45 r 403 

*The number in parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

8 (9)* 

StatJstk:al Detail: 
B&'3e Scheme (+/- 03) 
M (CUnnlng): 24 P: 120, WL:90,CL: 108 
MM: 12 MR: 12 PM:60 PN:60 
MMCap: 4 MRCap: 5 PMCap: 22 PNCap:22 
MMPow: 4 MRPow: 4 PMPow:20 PNPow: 20 
MMSpd: 4 MRSpd:3 PMSpd: 18 PNSpd: 18 

Armor Scheme: 
Area Pierce Cut Blunt rt re Chem. Stun /Slee. 
Ultra 4 4 8 0 0 12 0 
Super 3 3 6 0 0 9 0 
Vltal 2 2 4 0 0 6 0 
Non I 1 2 0 0 3 0 
Average 2 2 5 0 0 7 0 

Commentary a Descriptlon: 
This predator Is an evolved Tuylaclnu.s-e carnivorous marsu­

pial wolfold as large as a Great Dane dog and which hunts in packs. 
They have short ~-brown fur with chocolae-brown stripes like 
a tiger. These carnivores have wolf-like faces with a long. sharp n<>-Se, 
and long. dog.like tails. 

Wolverine (Gutton> 
mmtratlom Page 172 
ldentlften Animal, Mammalia. Carnlvora, Mustelld 
Habitat: Exterior ~rth: ~pa. Azlr. Vargaard 
Size: 0.5xhuman-slze 

(3'-4' L; 40-50#) 
rfumba" Appearing: l or 2-6 (203) 
Modes a Rates of Movement: 

Walk{frot: 84 yds/BT and 168 yds/BT 

Run: 252 yds/BT 
Olmb: 40 ydsj8T 

Swim: 30 yds/BT 
Initiative Modifiers: Human Standard 
OUtstanding K/S Areas/SUb-Areas a STEEP: NII 
Joss Factors: O · 
Dodging/Avoidances 7 and -/38/­
Attnlctlveness: Nil 
lnwlnenbilit.ies: Nil 
Susceptibilities: Nil 
Avenge Armor Protection: 3 
Quirks: Nil 
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Attacks BAC Damage Type Base Bonus Yak 
~c=1a=w=s=(x~2-)~~~~2~0::..::....~-=-.:.=~C,.-::.!.-~-=-20~3=-~--:5:-- Wusb'aUon:Page l 66 

Bite 4-0 P 303 5 Identlften Animal, Mammalia, Artlodactyla, Bovld 
Habitat: exterior ~rth. Azlr 

Powers: Nil 

StatlsUcal Detaih 
Base Scheme (+/- 03) 
M (CUnnlng): 20 
MM: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 

MRSpd: 3 

P: 84, WU 63, CL: 75 

PM: 50 PN: 34 
PMcap:23 PNcap: 14 
PMPow: 17 PNPow: 11 
PMSpd: 10* PNSpd: 9• 

• Multiply by 2 for effective PMSpd of 20 and PNSpd of 18. 

Armor Scheme: 

Area Pierce Cut Blunt /'Ire Chem. Stun flee. 
Ultra 4 4 8 0 0 8 0 

Super 3 3 6 0 0 6 0 

Vital 2 2 4 0 0 4 0 

Non I I 2 0 0 2 0 

Average 2 2 5 0 0 5 0 

Commentary a Description: 
The wolverine has a Jong. soft, dense coat of dark brown with 

a white mark on Its forehead. Two broad yellowish stripes run from 
the animal's shoulders to its tall. Active day and night, wolverines are 
solltruy unless a female Is encountered with her 1-5 young. 

These creatures are very agile, and can run at considerable 
speed. They are also good at swimming and dlmblng. A wolverine 
typically hunts small rodents. but also feeds on birds, frog.5, and plant 
matter. It sometimes manages to catch larger prey su~ as reindeer. 
Its favorite hunting method Is by ambush. 

Once the animal gains a hOld through a successful biting attack. 
It will not let go until It receives am Ultra-Vital hit or else has taken 
damage equal to Its Critical Level. Meanwhile, its damped-fast jaws 
continue to deliver damage with no need to determine success, only 
Strike Location multiplier additional damage. (Compare Amazonian 
Devil.) 

Sizes 6xhurnan-slze 
(8' L; 5' T to shoulder; 12001) 

Nwnba' Appearing: I or l<).12 (103+9) 
Modes a Rates of Movement: 

Walk{l'rot: 70 yds/BT and 14-0 yds/BT 
Run/Charge: 210 yds/BTand 280 yds/BT (1 BT only) 

Inltlatlve Modiftena Human Standard 
Outstanding K/S Areas/SUb-Areas a smEPa Nil 
J oss Factors: o 
Dodging/Avoidance: Nil and-/15/­
Attractiveness: Nil 
InvulnerabWtJes: Nil 
SU.sceptlbllitfes: Nil 
Average Armor Protection: 5 

Quirks: Nil 

Attacks BAC Damage Type Base Bonus 

Homs 
Trample ... 

20 
10 

B/I* 206* * 
B/I* 206 

10 
10 

• Impact damage cannot be absorbed by any type of armor 
except Full Plate armor. 

• • Double PD If charging and striking 
• • • Applicable only when opponent Is at the yak's feet and ls 

under 2 feet In height, or has been knocked down so as not 
to exceed that height. 

Powers: Nil 

StatlsUcal Detail: 
Base Scheme (+/- 05) 
M (Cunning): I 0 

MM: 5 
MMcap: 2 
MMPow: 1 

MMSpd: 2 

MR: 5 
MRcap: 2 
MRPow: 1 

MRSpd: 2 

P: 24-0, WL: 180, CL: 216 

PM: 110 PN: 130 
PMcap: 46 PNcap: 58 
PMPow:22 PNPow:24 

PMSpd: 42* PNSpd: 48* 

• Divide by 6 for effective PMSpd of 7 and PNSpd of 8. 
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Armor Schemes 
Area Pierce Cut Blunt f"Jre Chem. Stun ~Jee. 

Ultra 4 8 12 0 0 12 0 

Super 3 6 9 0 0 9 0 

Vital 2 4 6 0 0 6 0 

Non 1 2 3 0 0 3 0 

Average 2 5 7 0 0 7 0 

Commentary a Deeaiptlom 
The yak's dark brown ooet Is long, dense, and woolly. It has a 

broad and bulky head. with a.uved horns tlut grow from the side of 
the head. These horns are slender and pointed upward, oft.en over 

3 ' In length. Yaks are extremely nimble In the rocky terrain where 
they live, and so well adapted to cold, they cannot survive In a 

warmer climate. females and young live In herds of 10-12 lndlvidu· 

als. while males are solitary except during mating season. 

Zebra 
lllustraUom See below 

ldent.tftui Animal. Mammalia, Perlssodactyla. f,quld 
Habitat.a l!Jrt.erior ~. Afrlk. Azir 
Slzea 3xhurnan.Qze 

(6 '·7' L; 4'·5' Tat shoulder; 5S0-7501) 

Number Appearinsi 2004-00 ((103+l)Xl00) 

Modes a Rates "'Movement.a 
Walk: 90 yds/8T 
Trot: 180 yds/8T 

canter: 270 y~/8T 

Run/Charge: 360 y~/8T 
lnltJative Jllodlftasi Human standard 
outstanding K/S Areas/SUJ>.Areas a STUP: NII 

Joss flilc:torar 0 
Dodging/Avoidances NII and -/18/­

A.UracUvenessr Nil 
InwlnerabWUesr NU 
5uaceptibldtiesi Nil 

Average Armor Protections 2 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 10 p 103 

Kick (forehoof) 15 B/I• 106 

Kick 20 B/I· 206 

(hind hooves) 
Trample•• 10 B/I• 31>6 

• Impact damage cannot be ab.sorbed by any type of armor 

except full Plate armor. 

9 
9 
9 

9 

• • Applicable only when opponent Is a the zebra's feet and Is 
under 2 feet In height. or has been knocked down so as not 

to exceed tJut height. 

Powerss Nil 

Statistical Detalh 
Bme Scheme (+/- 03) 
M(CUnnlng): 10 P: 180, WL: 135, CL: 162 

MM: 5 MR: 5 PM: 80 fTi: 100 

MMCap: 2 MRC8p: 2 PMcap: 32 mcap: 46 
MMfow: 1 MRfow: 1 fMfow: 21 fTifow: 27 

MMSpd: 2 MR.Spd: 2 PMSpd:27• fTiSpd: 21· 

• Divide by 3 for effective PMSpd and fTiSpd of 9. 

Armor Schemes 

Area Pierce Cut Blunt l'lre Chem. Stun ~lee. 

Ultra 4 4 4 0 0 4 0 

Super 3 3 3 0 0 3 0 

Vital 2 2 2 0 0 2 0 

Non l l 1 0 0 l 0 

Average 2 2 2 0 0 2 0 

Commentary a Deeaiptlonr 
It Is Interesting to note tlut the black and white striped ooet Is 

different on each Individual zebra. This cousin to the horse grazes on 
short WMS· eas leaves and shoots, and Is always near a water 
supply. Zebras gather In large herds, oft.en of several hundred 
animals, and these too then mix with other grazers sudl as wilde­

beests and antelopes. fast runners. zebras remain In a close-knit 

group when fleeing. These creatures are Incredibly dlfflcult to 
domestJcate. 

Zebromega 
See Mounts section 

\V{fil\'fl 

i.-11&....'''l-'-\l~\I 
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Albie ("Subterranean") 
lllustraUon: Page 177 
Identifier: Animal, Mammalia, Primate. Hominid 
Habitat: Subterranean IErth (Sapient) 
Size: lxhuman-size 

(5.6' T; 150#) 
Number Appearing: 5-15 (503); 30()..900 in communities 
Modes 8t Rates of Movement: 

Walk: 74 yds/BT 
Run: 222 yds/BT 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas 8t 5reEP: 

All adult prime, active Individuals have: 
Appraisal at 32-50 (2010+20) 
Combat. Hand Weapons at 25 to 45 (5D5+20) 
Combat. Hand Weapons. Missile at 35 to 55 (505+30) 
Criminal Activities, Mental at 41-50 (1010+40) 
Criminal Activities, Physical at 43-55 (305 +40) 
Huntingtrracking at 25-45 (505+20) 
Influence at 41-50 (1010+40) 
Subterranean IErth at 51-60 (1010+50) 
Subterranean Orientation at 66-75 (1010+65) 
Zoology at 23-50 (3010 +20) 

Heka Users also have: 
Dweomercrreft elemental at 23-50 (3010+20) or 
Dweomercrreft. Gray at 35-60 (506+30) 
Magick at Dweomercrreft S'IBEP 
Priestcrreft. Shadowy Darkness at 33-60 (3010+30) 
Religion at Priestcrreft STBEP 

Additional K/S Areas/Sub-Areas 8t S'IEEP: 
Cortjuration at 26-35 (1010+25) 
Necromancy at 31-40 (1010+30) 
Sorcery at 26-30 (1010+25) 

Joss Factors: 1-10 
Dodglng/Avoldancei Assume 2 and 18/28/24 (or by Individual) 
Attractiveness: -1 on human norm scale 
lnvulnerabilltles: Nil 
Susceptiblllties: Bright light blinds for D3 CTs after cessation. 
Direct sunlight on expo.sed skin Inflicts Physical damage of D3 per 
AT of exposure. 
Average Armor Protection: 24 (Chain. full) or 20 (Metal ~ 
Leather. full) 
Quirks: By Individual only 
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Attacks 
Short Sword 

Hand Crossbow 

Dagger 

Ave.SAC 
47 
52 
47 

Damage Type 
c 
r 

C/P 

306 

206 
206 

Bonus 
0 (2). 
0 (3)• 

0 (2)' 

'The number in parentheses Is the damage bonus with the 

damage bonus due to high BAC added. 

Powers: 
Sense Auras of living Creatures 
Area of Meet: Centered on Individual 

Delivered by: Oaze 

Range: M 1lWT in feet 

Time: I CT 
Duration: While concentrating 

frequency: At will 

Description: With the exception that this power fund.ions 

only for living creatures. It Is otherwise the same as the 

Aural Sight Csntrlp. 

Statistical Detail: 
Base Sdleme (+/- 106 per ATTRIBl.!Te. +2 PN bonus) 
M: 60, EL: 48 P: 74. WL: 55, Cu 66 S: 80, EL: 64 

~~ ~~ m~ m~ ~w ~M 

MMcap: 12 MRcap: 11 l'MCap: 12 PNCap: 16 SMCap: I 0 Sl'Cap: 20 

MMPow: 9 MRPow: I 0 f'MPow: 8 PNPow: I 0 SMPow: 8 SPPow: 18 

MMSpd: 9 MRSpd: 9 Pn.Spd: 12 PNSpd: 16 SM.Spd: 8 Sl'Spd: 16 

Armor Scheme: ChainmaiL FUll 
Area Pierce Cut Blunt rire Chem. Stun Elec. 
Average 24 42 28 12 14 28 -22 

Armor Scheme: !'let.al 8t Leather, Full 
Area Pierce Cut Blunt fire Chem. Stun Elec. 
Average 20 31 27 12 12 22 - 13 

Commentary 8t Description: 
Albles, or ·subterraneans.· as they call themselves. are pale 

human mercenaries who migrated from the surface world. They are 

quite neutral. and will deal with anyone who pays them well enough. 

These well-ermed travellers often have several Heka-users in their 

small bands. and will usually be found escorting or bearing goods 

between the surface and subterranean regions. 

Albies frequently dWell in the Shallowshadow. but they may be 

found in any of the other two regions. Rarely. a group of them will 

come to the surface, and then only when the sun is low or at night. 

Albie communities have a typical population range of 300..900. 

They have normal Heka use and possess the following sensory 

abilities: rn. HH. su. TH. XA. Their maglck casting ab!lltles are often 

In the following areas: 
Oweomercrreft (Gray and elemental Schools) 

Prlestcrreft (Shadowy Darkness and Ethos of Balance) 

Cortjuratlon 

Necromancy 

Sorcery 

A Umouth 
WustratJon: Page 177 

ldentlftec: Plant, Tracheophyta Anglospermae. Ambulophyta 

Habitat: SUbterranean AMh 
She: lxhuman-slze 

(2'·3' T; 4' diameter) 
Number Appearing: 4-12 (4D3) 

Modes 8t Rates of Movement: 

Crawl: 5 yds/BT 

Initiative Modifters: See below 
Outstanding K/S Areas/Sub-Areas 8t sreEP: NII 

Joss Factors: O 
Dodging/Avoidance: Nil 
AttractJveneM: Nil 
lnvulnerabllltJes: Nil 
SUscep tibillties: Direct sunllght inflicts D3 Physical damage 

points per CT of exposure. 

Average Armor P'rot.ec:tJon: 5 
Quhi<s: Nil 

Attacks BAC Damage Type Base Bonus 

Bite 50 r 206 2 (4)' 

'The number In parentheses Is the damage bonus with the 

damage bonus due to high BAC added. 

Powers: Nil 

Stat1stkal Detail: 
Base Scheme (+/- 106) 

M (Cunning): 0 
MM:O 
MMCap: 0 
MMPow: 0 

MMSpd: 0 

Armor Scheme: 
Area Pierce 
Ultra 

Super 

Vital 

Non 

Average 

MR: 0 

MRCap: 0 
MRPow: 0 
MRSpd: 0 

Cut Blunt 
8 8 
6 6 
4 4 
2 2 

5 5 

• Invulnerable 

P: 90, WL: 67. CL; 81 

PM: 45 PN: 45 
PMCap: 17 PNCap: 17 
PMPow: 14 PNPow: 14 

PMSpd: 14 PNSpd: 14 

l'ire Chem. Stun Elec. 
0 0 0 

0 0 0 

0 0 0 

0 0 0 

0 0 0 
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Commentary l!l Description: 
The all mouth ls a large, slow predatory species of mobile bush. 

It resembles a ston~ay bear trap surrounded by a thick, concealing 
growth of cabbage-like leaves. They typically lurk in ambush scat­
tered between larger bushes, where they await unwary prey. 

Unless their intended prey is specifically searching for them, 
they gain automatically an Initiative modifier of -50 for determina­
tion of Natural Surprise. If they win the roll, they will snap shut with 
great strength Cclamping themselves onto the le~ of their victims. 
Even if actively searched for, their camouflaging leaves provide them 
with a-25 modifier, and those searching for them may be attacked 
while moving aside the undergrowth. 

The allmouth reproduces by budding. once every 1 O months. 
The buds attach themselves to wandering creatures, then eventually 
fall off. They begin to grow where they fall. first subsisting off carrion 
or even dung; then, as they grow larger, Jive prey. 

The all mouth uses the fV sense to detect the presence of living 

things within a range of about l 00 feet. 

Archerbush 
Illustration: Page 177 
Identifier: Plant, Tracheophyta Angiospermae, Dicotyledonae 
Habitat: Subterranean IErth 
Size: lxhuman-slze 

(4'-6' T; 3' diameter) 

Number Appearing: 2-4 (1 D3+ l) 

Modes l!l Rates of Movement: Nil 
Initiative Modifiers: Human Standard 

Outstanding K/S Areas/SUb·Areas l!l SffiEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil 
Attractiveness: Nil 
lnvulnerabiUtles: Nil 
SU.sceptlblllties: Direct sunlight inflicts 103 Physical damage 
points per CT of exposure. 
Average Armor Protection: 5 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Missiles (206) 65 p 106 0 (5). 

·Tue number in parentheses is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistlcal Detail: 
Base Scheme(+/- D3) 
M (Cunning): 0 
MM: 0 
MMC3p: 0 
MMPow: 0 
MMSpd: 0 

MR: 0 
MRC3p: 0 
MRPow: 0 
MRSpd: 0 

P: 60, WL: 45, CL: 54 
PM: 30 PN: 30 
PMC3p: 12 PNC3p: 12 

PMPow: 9 PNPow: 9 
PMSpd: 9 PNSpd: 9 

Armor Scheme: 
Area Pierce Cut Blunt Fire a>em. stun IS.lee. 
Ultra 8 8 0 0 0 

Super 6 6 0 0 0 
Vital 4 4 0 0 0 
Non 2 2 0 0 0 

Average 5 5 0 0 0 

• Invulnerable 

Commentary l!l Description: 
These bushes have many thick, supple branches, sparse leaves, 

and small, pale buds of golden or purple hue. Interspersed along the 
branches are 6 · long thorns, which are hard and very sharp. The 
archerbu.sh has fV sensory capacity, and can detect movement within 
a 1 O' radius. Any creatures that come within this range are subject to up 
to 12 volleys of its needl~ike missiles. Each volley contains 1-6 thorns, 
and these are fired In a tight vertical pa.tern. To determine the effects on 
targets which have been hit, first roll 206 to find the number of volleys 
fired, followed by a l D6 damage roll for each one. 

Armadillug 
Illustration: Page 176 
Identifier: Animal, Arthropoda, lnsecta Hemiptera 
Habitat: Subterranean IErth 
Size: 0.25xhuman-size 

(2'·3' L; 15-25#) 
Number Appearing: 3-18 (3D6) 
Modes 8t Rates of Movement: 

Crawl: 88 yds/BT 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas 8L' SIEEP: N.ii 
Joss Factors: 0 
Dodging/Avoidance: 25 and -/56/­
Atlractiveness: Nil 
InvulnerabiUUes: Nil 
Susceptibilities: Direct sunlight inflicts D~ Physical damage 
points per CT of exposure. 
Average Armor Protection: 12 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 50 p 103 0 

Powers: Nil 
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Statistical Detail: 
Base Scheme (+/- 02) 
M (Cunning): O 
MM: 0 MR: 0 
MMCap: 0 
MMPow: O 
MMSpd: 0 

MRCap: 0 
MRPow: o 
MRSpd: 0 

P: 44, WL: 33, CL: 39 
PM:22 
PMCap:8 
PMPow: 7 
PMSpd:7• 

PN:22 
PNCap:8 
PNPow: 7 
PNSpd:7• 

• Multiply by 4, as the armadillug Is 0.25xhuman sized, to find 
actual (comparative) Speeds-in this case a PMSpd and 
PNSpd of 28. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 20 20 20 4 4 20 0 
Super 15 5 15 3 3 15 0 
Vital 10 0 10 2 2 10 0 
Non 5 5 5 l l 5 0 
Average 12 12 12 2 2 12 0 

Commentary & Description: 
This herbivorous species of Insect exists throughout Subterra­

nean .t'Erth. They are daJk gray to black and are covered by bands of 
plated armor. They have oval-6haped bodies, propelled by four short 
front legs and two long rear legs. They see (Sensory electromagnetic) 
with two pairs of shiny, multifaceted black eyes on the front and sides 
of their plated heads. Armadill~ feed chiefly on plants such as 
archerbush and gritleaf. Their heavily carapaced body protects them 
from atacks by these otherwise dangerous plant forms. 

A wf ulgutbag 
Illustration: See right 
Identifier: Animal, Protozoa, Amoebidae, Magnamoebld 
Habitat: Subterranean IErth 
Size: 3xhuman-size 

(2'-10' diameter) 

Number Appearing: 1 
Modes & Rates of Movement: 

Crawl: 14 yds/BT 
Initiative Modifters: Human Standard 
Outstanding K/S Areas/SUb-Areas & STEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nii and-/14/­
Attractivenes.s: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 11 
Quirks: Nil 

Attacks 
Pincers (x2-12) 
Tentacles (><2-6) 

BAC 
40 

50 

Damage Type Base Bonus 
c 106 9 

Constrict• 203 9 (11) .. 

• A constricting attack will inflitt normal damage on the initial 
strike, then continue to do damage to the victim automati­
cally each er after that until the victim dies, the attacker 
takes over his CL In Physical damage, or the attacker 
decides to release the defender. Subsequent damage will 
always be Impact and not absorb any type of armor except 
l"Ull Plate armor. 

• ·Tue number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 06) 
M (Cunning): 0 
MM:O 
MMCap: 0 
MMPow: 0 
MMSpd: 0 

MR:O 
MRCap: 0 
MRPow: 0 
MRSpd: 0 

P: 140, WL: 105, CL: 126 
PM: 70 PN: 70 
PMCap: 28 PNCap: 28 
PMPow: 21 PNPow: 21 

PMSpd: 21 • PNSpd: 21 • 

• Divide by 3 to find actual Speeds-In this case a PMSpd and 
PNSpd of7. 

118 GDW The Mythus &.,tiary 



Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 12 12 24 8 8 24 8 
Super 9 9 18 6 6 18 6 
Vital 6 6 12 4 4 12 4 
Non 3 3 6 2 2 6 2 
Average 7 7 15 5 5 15 5 

Commentary & DescripUom 
The sages above ground are still heatedly debating the originat· 

ing species of this strange. carrion-eating creature. In appearance, It 
resembles a disgusting mixture of slug. starfish. and octopus. with 
a mixture of Insect parts. When encountered. they look like a 
flattened hemisphere with a ring of starfish-like legs and tentacles. 
Insect-like claws and pincers tip some of the latter. while the main 
tentacles have barbs and suckers. The size of an awfulgutbag varies 
from about 2 ·to 1 O ·in diameter, with short leg.s doubling their body 
diameter and tentacles as long as the entire body-leg diameter (4 'to 
20 ' length per tentacle). 

Awfulgutbags are typically found in refuse areas where they 
subsist on all manner of garbage, sewage. and waste. Such materials 
are often human castoff. deposited from fissures and sinkholes 
leading to the surface. 

Their sensory abilities include SI and TH. 

Badger Devil 
Illustration: Page 177 
l denlifter: Animal. Mammalia .• Carnivora, Mustelid 
Habitat: Subterranean /Erth 
Size: 0.5xhuman-size 

(2'·3' L; 31-40#) 
Number Appearing: 5-9 (203+3) 
Modes & Rates of Movement: 

Walk: 40 yds/BT 
Run: 120 yds/BT 

lniUatlve Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas & 5reEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and-/48/­
AltracUveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type 
Claws (x2) 
Bite 

~5 
45 

c 
p 

Base 
103 
106 

Bonus 
2 

2 (3)* 

*The number in parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

StaUsUcal Detalh 
Base Scheme (+/- 03) 
M (Cunning): 20 P: 80. WL: 60, CL; 72 
MM: 10 MR: 10 PM:40 PN:40 
MMcap: 4 MRcap:4 PMcap: 14 PNcap: 14 
MMPow: 3 MRPow: 3 PMPow: 14 PNPow: 14 
MMSpd: 3 MRSpd: 3 PMSpd: 12* PNSpd: 12* 

• Multiply by 2 for effective PMSpd and PNSpd of 24. 

Armor Schemes 
Area Pierce Cut Blunt Fire OJem. Stun Elec. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 1 0 0 l 0 
Average 2 2 2 0 0 2 0 

Commentary & Description: 
These subterranean carnivores are semi-Intelligent and hunt In 

small packs of 5 to 9 Individuals. They are ferocious and persistent. 
driving their prey before them with vicious bites and sharp daws. 
When hunting. badger devils will seemingly never give up pursuit of 
prey until it succeeds In combat or Is slain. 

Sensory abilities Include HH. SI. and TH. 

Barber 
UlustraUon: Page 177 
ldenliften Plant. Tracheophyta. Anglospermae, Dlcotyledonae 
Habitat: Subterranean /Erth 
Size: 0.5xhuman-slze 

(3'-4' T; 6' diameter) 
Number Appearing: 5-10 (106+4) 
Modes & Rates of Movement: Nil 
lniUatlve Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas & 5reEPs Nil 
Joss f actors: O 
Dodging/Avoidance: NII 
AttracUvenes.s: Nil 
lnvulnerablllUes: Nil 
SuscepUbllltles: Direct sunlight inflicts 03 Physical damage 
points per CT of exposure. 
Average Armor ProlecUon: 5 
Quirks: Nil 

At tacks BAC Damage Type Base Bonus 
flail (xl 2) 50 p 203 0 (2)* 

*The number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powerss Nil 
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Statistical Detail: 
Base Scheme (+/- D2) 
M (Cunning): 0 P:44, WL: 33,CL: 39 
MM:O MR: 0 PM: 22 PN:22 
MMC3p: 0 MRcap: 0 PMC3p:8 PNC3p:8 
MMPow: 0 MRPow: 0 PMPow: 7 PNPow: 7 
MMSpd: 0 MRSpd: 0 PMSpd:7· PNSpd:7· 

• Multiply by 2 for effective PMSpd and PNSpd of 14. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. stun Blee. 
Ultra 8 8 0 0 0 
Super 6 6 0 0 0 
Vital 4 4 0 0 0 
Non 2 2 0 0 0 
Average 5 5 0 0 0 

• Invulnerable 

Commentary at Description: 
Growing in loose proximity to one another, this stationary bush 

is supple, heavily barbed, and covered with thick. pale ivory-hued 
leaves. It possesses a sensory capacity allowing it to detect the 
slightest touch. Anything which passes Is attacked by its wildly flailing 
branches. It survives by feeding on the remains of Its victims. 

Bide Forever 
Illustration: Page 177 
Identifier: Plant, Tracheophyta Angiospermae, Ambulophyta 

Habitat: Subterranean .tt:rth 
Size: 0.25xhuman-size 

{l' T; 2'·3' diameter.) 

Number Appearing: 1-3 {103) 
Modes at Rates of Movement: 

Creep: 2 yds/BT 
Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas at SIEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and - /56/­
Attractiveness: Nil 
Invulnerabilities: Nil 

Susceptibilities: Direct sunlight inflicts D3 Physical damage 
points per er of exposure. 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Gas 

Acid 

Powers: Nil 

Special 

50 
See below See below 

Chemical 2D3 
0 
0 

Statistical Detail: 
Base Scheme (+/- D2) 
M (Cunning): o P: 44, WL: 33, CL: 39 
MM:O MR: 0 PM:22 PN: 22 
MMcap: 0 MRcap: 0 PMcap: 8 PNC3p:8 
MMPow: O MRPow: O PMPow: 7 PNPow: 7 
MMSpd: 0 MRSpd: 0 PMSpd:7· PNSpd:7• 

• Multiply by 4 for effective PMSpd and PNSpd of 28. 

Armor Scheme: 
Area Pierce Cut Blunt l'ire Chem. stun Blee. 
Ultra 4 4 0 0 0 
Super 3 3 0 0 0 
Vital 2 2 0 0 0 
Non 1 I 0 0 0 
Average 2 2 0 0 0 

• Invulnerable 

Commentary at Description: 
The large blooms of this beautiful mobile plant are typically a 

midnight blue color. sprinkled with tiny gold or silver flecks. evi­
denUy, such hues are visible to certain subterranean insects and 
other small flying creatures there. Though the perfume Is heady and 
sweet, It is also a strong narmtk: to most life fonn.s, and this perfume 
causes uncomclousness In any creature not a pollinator species, 
breathing the gas. The effect Is potent within a I O'radius. Those creatures 

which fall comct.ose to the narcotic emissions are subsequently assimi­
lated by adds dispensed by the exposed, motive rocts of the plant. 

Blackledge 
IUustration: Page 177 
ldentifter: Fungus, Basidiomycetes, Pseudolithite, Pseudolithica 
Habitat: SUbterranean .tt:rth 
Size: 24xhuman-slze 

{600-1000 square feet) 
Number Appearing: 1 
Modes 8t Rates of Movement: Nil 
Initiative Modifters: -20 to Surprise roll 
Outstanding K/S Areas/SUb·Areas at SI'EEF: Nil 
J oss Factors: 0 
Dodging/Avoidance: Nil 
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Direct sunlight inflicts D3 Physical damage 
points per er of exposure. 
Average Armor Protection: 0 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Tentacles {x(lD6+4)) so· Chemical 206 0 

• Automatic if persona falls PMPow roll (see below) 
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Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 05) 
M (Cunning): O ~ 240, WL: 180,Cu216 
MM: 0 MR: 0 PM: 120 PN: 120 

PMcap:52 PNcap:54 
PMPow: 20 PNPow: 24 

MMcap: 0 
MMPow: 0 
MMSpd: 0 

MRcap: 0 
MRPow: 0 
MRSpd: 0 PMSpd: 48• PNSpd: 48• 

• Divide by 24 for effective PMSpd and PNSpd of 2. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 0 0 0 
Super 0 0 0 
Vital 0 0 0 
Non 0 0 0 
Average 0 0 0 

• Invulnerable 

Commentary 8t Description: 
A blackledge is an immense, dark gray-to black-colored shelf fungi 

ilia is nearly Indistinguishable from the subterranean rock where It 
grows. Though non-intelligent. it is sensitive to heat and vibration 

If the presence of a potential victim is detected below its location, 
it will spill a large quantity of viscous, adhesive liquid down upon the area 
by relaxing Its cupped outer edge. If a successful roll versus PMPow is 
made (at DR "Hard"), the potential victim will be able to move a one.­
fourth normal movement rate, otherwise he or she will be held fast. 

Within moments of trapping prey, the blackledge will begin to 
send down 5-1 O tentacle-like rhizomes to inject its caustic digestive 
acids. Those who fall victim to the blackledge will be totally 
consumed within a matter of hours, absorbed as nutrients. 

Blind worm 
Illustration: Page 176 
Identifier: Animal, lnsecta Coleoptera Phengodid 
Habitat : Subterranean IErth 
Size: Miniscule 

(l.25'-1.75' L) 
Number Appearing: 30-50 
Modes 8t Rates of Movement: 

Crawl: 15 yds/BT 
Initiative Modlfters: Human Standard 
Outstanding K/S Areas/SUb·Areas 8t SIEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: 29 and-/60/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Salt (1 ounce delivers 206 +4 P damage) 
Average Armor Protection: Nil 
Quirks: Nil 

A ttacks 
Bite 
Light 

BAC 
65 

Special 

Damage Type 
p 

See below 

Base 
103 

0 

Bonus 
3 (8). 

0 

•nie number in parentheses is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 03) 
M (Cunning): 10 
MM:5 MR: 5 

MRcap: 2 
MRPow: 1 
MRSpd: 2 

MMcap: 2 
MMPow: 1 
MMSpd: 2 

P: 45, WL: 33, Cu 40 
PM: 33 PN: 12 
PMcap: 15 PNcap: 5 
PMPow: 15 PNPow: 4 
PMSpd:3• PNSpd:3• 

• Multiply by IO for effective PMSpd and PNSpd of 30. 

Armor Schemei 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 0 0 0 0 0 0 0 
Super 0 0 0 0 0 0 0 

Vital 0 0 0 0 0 0 0 
Non 0 0 0 0 0 0 0 
Average 0 0 0 0 0 0 0 

Commentary 8t Description: 
These Insects are somewhat similar In appearance to very large 

glowworms, having a light-producing chemical In their tall segments. 
They are usually encountered in hive-like structures In the walls or 
floor. When prey Is detected, the worms emit bright flashes of light, 
attempting thus to blind their Intended prey, and possibly causing 
Physical damage due to light radiation exposure as well. With their 
target(s) thus Incapacitated, the worms crawl to attack with large, 
piercing mandibles. Victims subject to blinding will be so affected for 
2-6 Critical Tums after the flashing stops. 

There Is an 80% chance that any creatures orpersonas sensitive 
to light In the Infrared to ultraviolet spectrums will be blinded unless 
they make a successful Physical Avoidance roll. Note that vulnerable 
Surprised targets will be rendered sightless automatically. 
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Borewonn 
mustratlon: Page 176 
ldenUften Animal, Annelida, Uthophagldae, Uthophagla 
Habitat: Subterranean /Erth, Deepdark 

Size: 24xhwnan-slze 
(56'-60' L; 9'-15' dlameter) 

Number Appearing: 1 
Jllodes a Rates of Movement: 

Crawl: 36 ycls/BT 
Bore: 56 yds/day 

Initiative JllodJfters: Human Standard 
Outstanding K/S Areas/SUb-Areas a smu: Nil 
Joss Factors: 0 
Dodging/Avoidance; Nil and -/8/­
Attractlveness: Nil 
Invulnerabilities: NII 
SU.sceptibllitfes: Direct sunlight Inflicts DI O Physical damage 

points per CT of exposure. 
Average Armor Protection: 20 

Quirb: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 65 p 406 2l+Swallow• 

·(See Commentary et Description) 

Powers: Nil 

Statlstlcal Detail: 
Base Scheme(+/- 06) 
M (Cunning): 5 
MM: 3 MR: 2 
MMCap: 1 
MMPow: I 
MMSpd: 1 

MRCap: I 
MRPow: 1 
MRSpcl:O 

P:480, WL:560,CL:432 
PM: 240 PN: 240 
PMCap: 111 PNCap: 111 
PMPow:33 PNPow:33 
PMSpd: oo· PNSpd: oo· 

• Divide by 24 for effective PMSpd and PNSpd of 4. 

Armor Scheme: 

Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 20 32 40 20 40 40 4 
Super 15 24 30 15 30 30 3 

Vital 10 16 20 10 20 20 2 

Non 5 8 10 5 IO IO 
Average 12 20 25 12 25 25 2 

Commentary a Description: 
Boreworms are huge reddlsh-brown worms found In the lowest 

regions of the Deepdam. They are usually 60' to 90' In length and 
between 9' and 15' In diameter. feeding by preference on certain 
types of Igneous stone, this massive animal actually subsists on solid 
rock. Boreworms grind their way slowly through the layers of such 
rock, moving outwards from the hot layers bordering the magma 
where they are spawned. feeding as they travel, the mineral nutri­
ents enable them to grow at a rapid pace. Aft.er a certain point. they 
once again return to the hotter sections. 

Any creature (up to 3xhwnan-slze) which gets In the way of one 
of these m~Ive monsters has a 35% chance of being swallowed If 
It makes a successful bite attack. 

Bumstem 
mustratfon: Page 177 
ldenUften Plant, Tracheophyta. Anglospermae, Pyrophyta 
Habitat: &lbterranean .£rth 
Size: 0.25xhuman-sfze 

(l '-3' T; 5' diameter roots) 
Number Appearing: 2-6 (2D3) 

Modes a Rates of Movement: Nil 
lnlt1atfve JllodJfters: Human Standard 
Outstanding K/S Areas/SUb-Areas a smu: Nil 
Joss Factors: 0 
Doclglng/A.voldanc:e: Nil 
A.tuactlveness: NII 
lnvulnerabWtles: NII 
SU.sceptfbllitfes: Direct sunlight inflicts 103 Physical damage 
points per CT of exposure. Also: 

Contact: Cold (x2), Water (1 point PD/gallon) 

Average Armor Protectlon: 2 
Quirks: NII 

Attacks MC Damage Type Base Bonus 
Roots See below fire Special o 

Powers: NII 

Statistical Detail: 
Base Scheme (+/- D2) 
M(Cunnlng):O 
MM:O 
MMCap: 0 
MMPow: O 
MMSpd: 0 

MR: 0 
MRCap: 0 
MRPow: O 
MRSpcl:O 

P: 44. WL: 33, CL: 39 
PM: 22 PN: 22 
PMCap: 8 PNCap: 8 
PMPow: 7 PNPow: 7 
PMSpd:7• PNSpd:7• 

• Multiply by 4 for effective PMSpd and PNSpd of 28. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 4 4 0 0 0 

Super 3 3 0 0 0 

Vital 2 2 0 0 0 

Non 1 l 0 0 0 

Average 2 2 0 0 0 

• Invulnerable 
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Commentary & Description: 
This small, brownish plant Is seldom found In regions other than 

arid subterranean ·wastelands.· They have lighter. serrated leaves 
and stiff branches. Because of the extensive. stem-like root system 
radiating from their base, these plants usually grow four or five feet 
apart. Close inspection of the bare and dusty ground surrounding 
each plant often reveals the bleached bones of many small and 
medium..sized creatures lying among the roots. 

The roots themselves are capable of generating temperatures 
of approximately 1000° f, and any creature or substance harmed by 
such heat will suffer the effects as soon It comes In contact with 
them. Those who come within five feet of the burnstem will 
automatically suffer SD 1 O points of •fire• Physical damage. even If 
the roots are avoided. Actually touching the roots (500/o chance 
within five feet, with the chance increasing by 200/o for every foot 
closer to the plant) confers lOD 10 points of Physical damage. Such 
damage disregards any non·magickal armor. 

These plants are actually harmed by water. suffering 1 point of 
Physical damage per gallon directly applied to the plant or its roots. 
Cold-based attacks cause double damage. 

Burrbear 
Illustration: Page 177 
Identifier: Animal, Mammalia, Carnivora, Ursid 
Habitat: Subterranean IErth, Shallowshadow 
Size: 2xhuman-size 

(5' L; 350-500#) 
Number Appearing: 1-3 (lD3) 
Modes & Rates of Movement: 

Walk: 60 yds/BT 
Trot: 120 yds/BT 
Run/Charge: 180 yds/Bi 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas & SIEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and-/30/­
Altractlveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 8 
Quirks: Nil 

Attacks BAC Damage Type 
Claws (x2) 
Bite 
Spines 

Powers: Nil 

25 
30 

contact 

c 
p 
p 

Base 
106 
206 
103 

Bonus 
15 
15 
nil 

Statistical Detail: 
Base Scheme (+/- D3) 
M (Cunning): 20 P: 200, WL: 150, CL: 180 
MM: 10 MR: 10 PM: 100 PN: 100 

PMCap: 43 PNcap: 43 
PMPow: 27 PNPow: 27 

MMCap: 4 
MMPow: 3 
MMSpd: 3 

MRCap:4 
MRPow: 3 
MRSpd: 3 PMSpd: 30• PNSpd: 30• 

• Divide by 2 for effective PMSpd and PNSpd of 15. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun ~Jee. 

Ultra 12 12 16 4 4 16 4 
Super 9 9 12 3 3 12 3 
Vital 6 6 8 2 2 8 2 
Non 3 3 4 1 4 1 
Average 7 7 10 2 2 10 2 

Commentary & Description: 
Found only In the Sha/lowshadow region, this large, ursine 

omnivore Is curious and ag;iresslve. The now pale-colored fur of the 
burrbear has developed into spine-like protection similar to that of 
a hedgehog. 

These creatures dislike bright light. and will avoid such If 
possible, retreating to Its stony lair. Their senses Include HH, SI (short 
range of approx. 80 '), and HT. 

Burrowburr 
Illustration: Page 177 
ldentifter: Plant. Tracheophyta. Anglospermae. Xanthlomldae 
Habitat: Subterranean IErth 
Size: O. lxhuman-size 

(9·-15· T; 50'·100' square foot patch) 
Number Appearing: Patch 
Modes & Rates of Movement: NII 
Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub·Areas & SIEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil 
Attractiveness: Nil 
Invulnerabilities: NII 
SU.scepUbilities: Direct sunlight Inflicts D3 Physical damage 
points per CT of exposure. 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Burrs (x4D3) 
Acid 

Powers: NII 

35 
See below 

p 

Chem 
1 point 

See below 
0 
0 
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StaUstJcal Detail: 
Base Scheme (+/- 103) 

M (Cunning): O 
MM: 0 MR: 0 

MMCap: 0 

MMPow: O 
MMSpd: 0 

MRCap: 0 

MRPow: O 
MRSpd: 0 

P: 26, WL: 19, CL: 23 

PM: 13 

PMCap:6 

PMPow:4 
PMSpd: 3• 

PN: 13 

PNCap:6 

PNPow: 4 

PNSpd:3' 

• Multiply by 10 for effective PMSpd and PNSpd of 30. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun flee. 

Ultra 4 4 0 0 0 

Super 3 3 0 0 0 

Vital 2 2 0 0 0 

Non l 0 0 0 

Average 2 2 0 0 0 

• Invulnerable 

Commentary a DescrlptJon: 
These thin, yellowish.gray vines grow In loosely arranged patches 

in all types of subtenanean soil, rapidly overcoming any nearby 

plants. The plant produces small. spiky burrs which, when attached, 

dig their way Into plant or animal flesh. Once the skin is pierced, the 

burrs may not be dislodged, and they quickly root and proceed to 

grow, emlWng acids in the process. Any unfortunate host so affected 

will die a slow and painful death within a 5- to 1 Q.day period. 

The acid damage is considered ·eontinuing'" Physical damage, 

inflicting 1 point per hour. 

Cave Ape ("Vanblarg") 
lllustratJon: Page 177 
ldentlften Animal, Mammalia, Prlmate, Anthropoid 

Habitat: Subterranean /Erth (Sapient) 

Size: lxhumal'l-size 

(4.5' T; 200#) 

Number Appearing: 5-15 (503), 100-300 (103xl00) in commu­

nities 

Modes a Rates of Movement: 
Walk: 80 yds/BT 

Trot: 160 yds/BT 

Run: 240 yds/BT 

Climb: 80 yds/BT 

lnitJatJve Modifiers: Human Standard 

Out.standing K/S Areas/Sub-Areas a STEFP: 
Combat, Hand Weapons at 35-60 (506+30) 

Combat, Hand Weapons, Missile at 13-40 (3010+10) 

Criminal Activities, Physical (Ambushing. Hiding. 

Sneaking) at 31-40 (1010+30) 

Huntingfl'racKlng at 41-50 (1010+40) 

Subterranean Orientation at 60 

Joss Factors: 103 

Dodging/Avoidance: 2 and 16/25/10 or by Individual 

AttractJveness: 06 (human norm scale) 

lnvulnerabWtJes: NII 
Su.9c:eptiblllties: NII 
Average Armor Pro tectJon: 2 

Quirks: Nil 

Ave.BAC Damage Type 
Claw (x2) 

Bite 

Club 

Rock (x2) 

30 
25 

48 
26 

c 
r 
B 

B 

103 

106 

106 

203 

Bonus 
2 
2 

2 (4)• 

2 

•111e number In parentheses Is the damage bonus with the 

damage bonus due to high BAC added. 

Powers: Nil 

StatJstkal Detail: 
Ba9e Scheme(+/- 03, -2 M penalty, +2 r bonus, -3 s penalty) 
M: 50, fl.: 40 P: 80, WL: 60, CL: 72 S: 42, el-: 33 

MM: 25 MR: 25 PM: 41 PN: 39 SM: 22 SP: 20 

MMCap: 9 MRCap: 9 PMCap: 15 PNCap: 13 SMCap: 9 SfCap: 10 

MMPow: 8 MRPow: 8 PMPow: 14 PNPow: 13 SMPow: 7 Sl'Pow: 6 

MMSpd: 8 MRSpd: 8 PM5pd: 12 PNSpd: 13 SMSpd: 6 SPSpd: 4 

Armor Scheme: 
Area Pierce Cut Blunt f'lre Chem. Stun flee. 

Ultra 4 4 4 0 0 4 0 

Super 3 3 3 0 0 3 0 

Vital 2 2 2 0 0 2 0 

Non l 1 0 0 1 0 

Average 2 2 2 0 0 2 0 

Commentary a DescrlptJon: 
These anthropoid creatures have developed speech and refer 

to their kind as "Vantilargs. • They are organized on a very primitive 

tribal order; and Heka use ls of minor sort only as performed by their 

tribal shamans. Sensory abilities Include: FN. HH, Sl-lJ, TH, XX. They 

are half-blinded by bright light in the human normal spectrum. 

The cave apes are basically omnivores, although moot prefer 

a vegetable diet generally, and some tribes are principally carnivo­

rous and man-eating. The temperament of this species must be 

regarded as neutral at be.st, malign all too frequently, for these are 

savage, Intelligent creatures! 
Long ago-mlillons of years back-certainly, these simian 

bipeds began dwelilng In caves, evidentially moving deeper and 

deeper Into the underground maze to escape predation and comp& 

titian from developing hominids as time progressed. In the subter­

ranean environment they managed to develop and become viable. 

Now the cave apes are an active factor. They have relatively large 

communities and might be likened to humans of ancient, paleolithic 

sort. 
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Centaurant ("Snappie") 
Illustration: Page 177 
ldentlften Animal, Anthropoda, Insecta, Formicldian 
Habitat: Subterranean /Erth (5apient) 
Size: lxhuman-slze 

(3' T; 100#) 
Number Appearing: !HO (106+4), 300-500 (1D3+2xl00) in 
colony 
Modes Bt Rates of Movement: 

Walk: 100 yds/BT 
Trot: 200 yds/BT 
Run: 300 yds/BT 

lnltiatlve Modl.fters: Human Standard 
Outstanding K/S Areas/Sub·Areas Bt S'reFP: 

Combat, Hand Weapons at 25-50 (506+20) 
Combat, Hand Weapons, Missile at 35-60 (506+30) 
Construction at 60 
Engineering at 55 
Subterranean Orientation at 80 

Joss Factors: 103 
Dodging/Avoidance: Nil and 12/27/12 or by individual 
Attractiveness: Not applicable 
Invulnerabilities: Nil 
Susceptlbllltles: Bright light In the human normal spectrum 
blinds for 203 CTs time after expo.sure ceases. 
Average Armor Protection: 9 
QuirkS: Nil 

Attacks Ave.BAC Damage Type Base Bonus 
Pincers (x2) 

Axe, Hand 
Spear 
Spear. Thrown 

50 
37 
37 
47 

p 

c 
r 
r 

106 
306 
306 
306 

•Tue number In parentheses is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: 
Fellow Summoning 
Area ofEffect: 5-15 (503) subjects 
Delivered by: Thought 
Range: 1 /l mile radius 
Time: 103 BTs/furtong 
Duration: Instantaneous 
Frequency: At will 

4 (6). 

4 
4 

4(6)" 

Description: This power Is a pheromone emission, one 
which enables the individual to call others of his kind to 
his presence. 

Statistical Detail: 
Base Scheme(+/-03, -4 M penalty, +6 PM bonus, +2 PN bonus, -2 s 
penalty) 
M: 38, EL: 30 
MM: 19 MR: 19 
MMCap: 7 MRCap: 7 
MMPow: 6 MRPow: 6 
MMSpd:6 MRSpd:6 

Armor Scheme: 
Area Pierce Cut 
Ultra 16 16 
Super 12 12 
Vital 8 8 
Non 4 4 
Average 10 10 

P: 86, WL: 64, CL: 77 S: 48, EL: 38 
PM: 49 PN: 37 SM: 25 Sf: 23 
PMCap: 17 PNCap: 14 SMC.ap: l 0 Sl'Cap: 11 
PMPow: 16 PNPow: 12 SMPow: 8 SPl'ow: 7 
PM.Spd: 16 PNSpd: 11 81"5pd: 7 SfSpd: 5 

Blunt f'ire Chem. Stun ~lee. 

8 8 12 20 4 
6 6 9 15 3 
4 4 6 IO 2 
2 2 3 5 1 
5 5 7 12 2 

Commentary Bt Description: 
There is no translatable term for the non-vocalized Identifier 

used by this race when referring to themselves. Possibly the rasping 
and clicks sometimes voiced are mere adjuncts to a chemical scent 
pattern which seems to serve as their principal mode of communi­
cation. Antenna touching and movements also seem to convey 
Information between members of this species. The Mental and 
Spiritual power of Centaurants seems to be greater in the sum of the 
colony than In any given Individual, even the brightest. In human 
terms. these creatures rate about a 4 In Attractiveness. The Heka use 
of Centaurants Is limited to the colony as an entity, and then minimal. 
It is if as a group they fonn a shaman or witch doctor (or both). These 
creatures are generally omnivorous. but occaslonaJ colonies of strict 
herbivores or carnivores have been encountered. In temperament 
they are of neutral disposition. resent unwarranted Intrusion, and 
generally desire to be left alone. One or two friendly, benign colonies 
have been reported. as well as several malign and agvesslvely 
ho.stile colonies being reported. The latter are probably far more 
frequent, with survivors to cany the news rare. 

Sensory abiliUes include: l'H, HX, SN·U. TD, XX. Chemical 
pheromones. 

Moving hexapedally when travelling for Jong distances or rap­
idly, Centaurants generally are quadrupedal centaurolds and use 
their foremost pair of limbs as arms and hands. They have done, and 
continue to do, extensive tunneling work. Their passages are hewn 
to a near-unlfonn IO-foot width and 12-foot height so that two-way 
traffic bearing burdens Is possible. This typically enables two flies of 
traffic In one direction (inwards with burdens) and opposlte-Olrectlon 
flow overhead (he.xapedally). Nests are built In cavems/cavern~ike 
areas. •farming• Is usual and extensive. Centaurants are partici­
pants In the subterranean trade. Most colonies of Centaurants are In 
the upper (Shallowshadow) region. Only about 20% of them will be 
found In the Hidglooms of central Subterranean Jerth. 
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Oiainworm 
Illustration: Page 176 
Identifier: Animal. Insect. Lepldopter. Lasiocampld 
Habitat: Subterranean ...erth 
Size: 2xhuman-size 

(6'-18' L; 100-250#) 
Number Appearing: 7-12 (106+6) 
Modes & Rates of Movement: 

Crawl: 15 yds/BT 
Initiative Modifiers: Human Standard 
Outstanding K/S Areas/SUJ>..Areas & sreEF: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and - /24/­
Att.racUveness: Nil 
Invulnerabilities: Nil 
SUsceptibiUties: Direct sunlight Inflicts D3 Physical damage 
points per CT of exposure. 
Average Armor Protection: 6 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 
Sting 

30 
25 

p 206 

P 2D3+Poison• 
4 
4 

• Polson: STR 20 (damage of 20/10/10 in IBT delays) 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- D3) 
M (Cunning): 5 
MM: 3 
MMcap: 1 
MMPow: 1 
MMSpd: 1 

MR: 2 
MRcap: 1 

MRPow: 1 

MRSpd: 0 

P: 128. WL: 96. CL: 115 
PM:64 PN:64 

PMcap: 24 PNcap:24 
PMPow: 16 PNPow: 16 
PMSpd: 24 • PNSpd: 24 • 

• Divide by 2 for effective PMSpd and PNSpd of 12. 

Armor Scheme: 
Area Pierce cut Blunt !'ire Chem. Stun Elec. 
Ultra 12 12 8 8 8 8 8 
Super 9 9 6 6 6 6 6 
Vital 6 6 4 4 4 4 4 
Non 3 3 2 2 2 2 2 
Average 7 7 5 5 5 5 5 

Commentary & Description: 
Slivery scaled caterplllars as large as boas, the chalnworms are 

active predators In the subterranean mazes. These creatures work In 

cooperation, spinning a web of near-metal-strength strands to seal 
off an area. They feed on whatever plant and animal life is trapped 
In the web. l"rom 7 to 12 chalnwonns will operate together. closing 
an area In minutes. Such groups might work to seal both ends of an 
area. These creatures seem to have a community Intelligence and 
limited telepathic communication ability. They have strong man­
dibles and poisonous stings used to overcome prey. 

Sensory abilities Include: l'V. HN. SX, TI1. XX. 

Chokejet 
Wustratlon: Page 169 
ldentlften fungus, Basldlomycetes, Monophysltae, Monophysltid 

Habitat: SUbterranean ...erth 
Size: 0.5xhuman-size 

(2.5'·5' T; 2' diameter) 
Number Appearing: 4-6 (103+3) 
Modes & Kates of Movement: Nil 
Initiative Modifiers: Human Standard 

Outstanding K/S Areas/SUb·Areas & sreEF: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil 

Attractiveness: Nil 
Invulnerabilities: NII 
SUsceptibiUties: Direct sunlight Inflicts D3 Physical damage 

points per CT of exposure. 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Spores 50 Chemical 103+Special 0 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- D2) 
M (Cunning): 0 
MM: 0 MR: 0 
MMCap: 0 
MMPow: O 
MMSpd: 0 

MRcap: 0 
MRPow: O 
MRSpd: 0 

P: 44. WL: 33. CL: 39 
PM: 22 PN: 22 
PMcap: 8 PNCap: 8 
PMPow:7 PNPow:7 
PMSpd:7• PNSpd:7 · 

• Multiply by 2 for effectlve PMSpd and PNSpd of 14. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 4 4 0 0 0 

Super 3 3 0 0 0 

Vltal 2 2 0 0 0 
Non 1 1 0 0 0 

Average 2 2 0 0 0 

• Invulnerable 
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Conunentary a Description: 
Choktjet Is a form of normal-looking fungus which spurts oi.t. a 

deadly stream of spores. Rlpe plants are from 2.5' to 5 ·In height. with 
bulbous caps rontalning sensory cells which enable them to detect the 
presenceoflife formswithinarangeof 3'to 12 '.This seems to be through 
posses;ion of sense somewhere between feeling and sight of electro­
magnetic fields. An orifice In the cap Is opened In the direction of the 
nearby life form and a jet of spores Is blown forth. These spores enter 
the body ofthe unwilling ho& through nasal passages. molt.h, etc., feed 
on It and as they multiply. and cause a slow, palnful death In 1 to 6 dl:\YS. 

Damage from the multiplying spores is 1-3 Physical damage 
points per hour. 

Oamp 
Illustration: Page 169 
Identifier: Animal, Mollusca. Pelecypoda. Lamellibranchia 
Habitat: Subterranean /Erth (Aquatic) 

Size: 2xhuman-siie 
(4'-5' L; 3'-4' W) 

Number Appearing: 1 
Modes a Rates of Movement: Nil 
Initiative ModlJtecs: Human Standard 
Outstanding K/S Areas/Sub-Areas a Sl'EEF: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil 
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Physical damage to body not protected by shell. 
All such hits are at Super-Vital Strike Location multiplier. 
Average Armor Protection: 20 
Quirks: Nil 

Attacks BAC Damage Type 8ase Bonus 
Snap (Clamp) 30 
Snap (Shark Clamp) 30 

Fowers: Nil 

Statistical Detail: 
Base Scheme(+/- D3) 
M (Cunning): O 
MM: 0 MR: 0 
MMcap: 0 
MMPow: O 
MMSpd: 0 

MRcap: 0 
MRPow: O 
MRSpd: 0 

B 2D3 
c 206 

15 
15 

P: 180, WL: 135, CL: 162 
PM: 90 PN: 90 

PMcap: 33 PNcap:35 
PMPow: 27 PNPow: 27 
PMSpd: 30• PNSpd: 28• 

• Divide by 2 for effective PMSpd of 15 and PNSpd of 14. 

Armor Schemes 
Area Pierce Cut Blunt Fl re Chem. Stun ~lee. 

Ultra 40 40 16 40 40 32 0 
Super 30 30 12 30 30 24 0 
Vital 20 20 8 20 20 16 0 
Non 10 10 4 10 10 8 0 
Average 25 25 10 25 25 20 0 

Commentary a DescripUom 
Clamps are a dangerous variety of freshwater mollusks Inhab­

iting bodies of water In Subterranean IErth. There are two forms 
which grow to giant size. the common clamp, and a larger version 
known as the shark Clamp. The Clamp Is a huge dam reaching 4 ·to 
5 ' in length. It wlll Close fast on anything which disturbs or Is detected 
by it. The second has a serrated shell edge (thus the name Shark 
Clamp). Tue sharp-edged shell of the Shark Clamp tends to sever 
whatever It Closes upon. 

Corpseberry 
Illustrations Page 168 
Identiften Plant. Tracheophyta Anglospermae, Dlcotyledonae 
Habitat: Subterranean IErth 
Size: O.lxhuman-slie 

(3'•5' T; 4' diameter) 
Number Appearing: I or I ·5 ( IDS) 
Modes a Rates of Movements 

Creep: 1 yd/BT 
lniUaUve ModiJters: Human Standard 
Outstanding K/S Areas/SUb·Areas a SI'EEPs NU 
Joss Factors: 0 
Dodging/Avoidances 49 and -/80/­
AttracUveness: Nil 
Invulnerabilities: Nil 
SU.sceptibilitles: Direct sunlight inflicts D3 Physical damage 
points per er of exposure. 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Benies (x1D3) 50 Chemical Polson• 0 

• Poison: S1R 60 (damage of 60,60,30 In lBT delays) 

Fowers: Nil 
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StatJstJcal DetalJ: 
Base Scheme (+/- 02) 
M (Cunning): O 

MM:O 
MMcap: 0 
MMPow: 0 
MMSpd: 0 

MR: 0 
MRcap:O 
MRPow: o 
MRSpd: 0 

P: 44. WU 33, CL: 39 

PM:22 
PMcap: 10 
PMPow:8 
PMSpd: 4• 

PN:22 

PNcap:9 
PNPow: 9 
PNSpd:4• 

' Multiply by IO for effective PMSpd and PNSpd of 40. 

Armor Sdteme: 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 4 4 0 0 0 
Super 3 3 0 0 0 

Vital 2 2 0 0 0 

Non 1 0 0 0 

Average 2 2 0 0 0 

• Invulnerable 

Commentary lt Description: 
Corpseberry plants are a variety of plant that produces fruit 

containing a poison similar to cyanide. The decomposing remains of 
victims feed these plants. These subterranean plants resemble holly 
bushes. with somewhat larger red berries growing in thick clusters. 
Varieties of this plant are known to have sufficient mobility to fling 
their fruit (up to three dusters at a time) at passing life forms. The 

berries explode in a small burst on contact. producing a doud of 
poison gas within a 5' diameter area. The poison has a SIR of 60. 

Coshtree 
mustration: See right 

Identifier: Plant. Tracheophyta Gymnospermae. Pseudoconifera 
Habitat: Subterranean /Erth 
Size: lxhuman-size 

(4'.-6' T; 3'-5' branch diameter) 
Number Appearing: 4-12 (403) 

Modes lt Rates of Movement: 
Creep: I yd/BT 

Initiative Modifters: Human standard 

outstanding K/S Areas/SUb-Areas tt SIEEF: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and - /24/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Direct sunlight inflicts 03 Physical damage 
points per CT of exposure. 
Average Armor ProtectJon: 10 
Quirks: Nil 

Attack.s BAC 
Branches (x203) 35 

Powers: Nil 

StatistJcal DetalJ: 
Base Scheme (+/- 03) 
M (Cunning): O 
MM: 0 MR: 0 

MMcap: 0 
MMPow: o 
MMSpd: 0 

MRcap: 0 
MRPow: O 
MRSpd: O 

Armor Sdteme: 
Area Pierce Cut Blunt 
Ultra 20 12 20 
Super 15 9 15 
Vital 10 6 10 

Non 5 3 5 
Average 12 7 12 

• Invulnerable 

Commentary lt Description: 

Damage Type Base Bonus 
B 203 

P: 80, WL: 60, CL: 72 
PM: 50 PN: 30 
PMcap: 18 
PMPow: 17 
PMSpd: 15 

PNcap: 12 
PNPow: 9 
PNSpd: 9 

5 

l'Jre Chem. Stun Blee. 
0 0 0 
0 0 0 
0 0 0 

0 0 0 
0 0 0 

The coshtree Is a tree-like plant which has a number of blunt. 
hard cones at the ends of each branch. These plants have sufficient 
sensory ability (fV) to note the proximity of other moving life forms. 
Anything which moves near enough to the tree will be attacked by the 
tlafllng branches. Once Its victim has been disabled or killed. the 
coshtree will sense it. When it falls. the plant uses its mobile roots 
to entwine and ingest Its prey. 
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Craw bad 
Illustration: Page 176 
Identifier: Animal, Anthropoda, Crustacea, Astacld 
Habitat: Subterranean .IErth (Aquatic) 
Size: 6xhuman-size 

(15'-20' L; 500-950#) 
Number Appearing: 1 
Modes 8t Kates of Movement: 

Crawl: 40 yds/BT 
Swim: 160 yds/BT (1 BT only) 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas 8t 5mEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and-/9/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 20 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Pincers (x2) 45 c 5D3 16(17). 

•Tue number in parentheses is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- D5) 
M (Cunning): 5 
MM: 3 
MMcap: 1 
MMPow: 1 
MMSpd: 1 

MR: 2 
MRcap: 1 
MRPow: 1 
MRSpd: 0 

P:240, WL: 180,Cu 216 
PM: 140 PN: 100 
PMcap:82 PNcap:54 
PMPow:28 PNPow: 20 
PMSpd: 30• PNSpd: 26• 

• Divide by 6 for effective PMSpd of 5 and PNSpd of 4. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 40 40 20 8 4 32 8 
Super 30 30 15 6 3 24 6 
Vital 20 20 10 4 2 16 4 
Non 10 10 5 2 8 2 
Average 25 25 12 5 2 20 5 

Commentary 8t Description: 
Crawbads are a form of giant crayfish reaching a length of 15' 

to 20". While they can subsist on vegetable matter, these huge 
crustaceans prefer carrion or even Hve animal prey. They are highly 
dangerous to anyone entering water where they lurk. On the other 
hand, crawbads are considered delicious by many other life fonns, 
so they are as often hunted as they are the hunters. 

Crocodile, Cavecroc 
Illustration: Page 168 
Identifier: Animal, Reptilia, Crocodylla, Crocodylld 
Habitat: Subterranean .IErth (Aquatic) 
Size: 6xhuman-size 

(up to 25' L; 900-2000#) 
Number Appearing: 1-10 
Modes 8t Kates of Movement: 

Walk: 50 yds/BT 
Run/Rush: 150 yds/BT ( 1 BT only) and 30 yds/CT (1 CT only) 
Swim: 100 yds/BT 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub·Areas 8t 5mEP: Nil 
Joss f'actorsy> 
Dodging/Avoidance: Nil and-/14/­
Attractiveness: Nil 
Invulnerabilities: Nil 
SuscepUblUUes: Nil 
Average Armor Protection: 9 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite p 

Tail Smash 1·. 
300· 

2D6t 
10 
10 

• Any successful strike indicates the crocodile has closed Its jaws 
on the subject, the victim is then held fast and each CT 
thereafter he suffers an automatic 3D3 PD untll the crocodile 
Is slain or the subject Is dead. 

• • Impact damage cannot be absorbed by any type of annor 
except Full Plate armor. 

t Anyone hit by this attack If knocked down and must spend next 
CT gettlng back up and can't do anything other than that. 

Powers: Nil 

Statistical Delaih 
Base Scheme (+/- 06) 
M (Cunning): 20 
MM: 10 MR: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MRcap: 4 
MRPow: 3 
MRSpd: 3 

P: 220, WL: 165, CL: 198 
PM: llO PN: llO 
PMcap: 46 PNcap: 46 
PMPow: 22 PNPow: 22 
PMSpd: 42* PNSpd: 42• 

• Divide by 6 for effective PMSpd and PNSpd of 7. 
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Armor Scheme: 
Area Pierce Cut Blunt Fire OJe/11. Stun .t:lec. 
Ultra 12 12 16 8 8 20 4 
Super 9 9 12 6 6 15 3 

Vital 6 6 8 4 4 10 2 
Non 3 3 4 2 2 5 1 

Average 7 7 10 5 5 12 2 

Commentary a Description: 

Cavecrocs are long-legged crocodllians that lurk near subterra­

nean lakes and waterways. They are only partially aquatic In nature 

and frequently hunt for their prey on solid ground, although there 

they lurk In ambush rather than attempt to pursue. They are 

carnivorous and very fast. Older specimens may exceed 20' In length 

and have greater P TRAIT (+010/1' length over 20) and Physical 

damage. Bonus (+1/1 'length over 20). Once the jaws clamp shut, 

prey is not released until it, or the crocodile. is dead. 

Cutleaf 
Illustration: Page 176 

Identifier: Plant, Tracheophyta. Anglospermae, Monocotyledonae 

Habitat: Subterranean /Erth 
Size: (Miniscule individual, patch 24xhuman size) 

W-3- T; 300 square foot patch) 

Number Appearing: Patch 

Modes a Rates of Movement: Nil 

Initiative Modifiers: Human Standard 

Outstanding K/S Areas/Sub-Areas a SIEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance; NU 

Attractiveness: Nil 
lnvulnera.biliUes: Nil 
SU.sceptibilities: Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type 
Leaves See below C 

f'owers: Nil 

Statistical Detail: 
Base Scheme(+/- 3010) per patch 

Base 
103 

Bonus 
6 

M (Cunning): 0 p• ; 300, WL: N/A. CL: N/A 

MM: 0 
MMCap: 0 
MMPow: O 
MMSpd: 0 

MR: 0 

MRCap: 0 
MRPow: O 
MRSpd:O 

PM: 60 PN:60 

PMCap: N/A PNCap: N/A 
PMPow: (18) PNPow: (18) 

PMSpd:N/A PNSpd: N/A 

'The cutleaf has 1 point of Physical TRAIT for each square foot in 

area. PMCap and PNCap are 1/5 of Physical TRAIT. 

Armor Scheme: 
Area Pierce Cut Blunt Fire OJe/11. Stun .t:lec. 
Ultra 4 4 0 0 0 

Super 3 3 0 0 0 

Vital 2 2 0 0 0 
Non 1 1 0 0 0 

Average 2 2 0 0 0 

• Invulnerable 

Commentary a Description: 

The cutleaf Is a low-growing plant species with hard, very sharp 

grass-like leaves. These leaves are sufficient to cause severe bleed­

ing In unprotected flesh or sap loss In any less-than-ironwood-like 

vegetable substance pressing down upon them. The plants then use 

such fluids for nourishment. It otherwise grows very slowly from 

mineral nutrients. l"or each 1 point of Physical damage sustained, 

one square foot of a patch of these plants Is destroyed. 

Cuttlefiend 
Wustrailons Page 169 

Identifier: Animal, Mollusc, Cephalopoda Decapod 

Habitat: Subterranean /Erth (Aquatic) 

Size: 12xhurnan.size 
(40'·50' L) 

Number Appearing: l 
Modes a Rates of Movement: 

Swim: 180 yds/BT 

Burst: 38 yds/CT (l CT only) 
Initiative Modifiers: Human Standard 

Outstanding K/S Areas/Sub-Areas a SIEEP: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil and -/20/­
Attractivenes.s: Nil 
Invulnerabilities: Nil 
SU.sceptfbilities: Nil 
Average Armor Protection: 15 

Quirks: Nil 

Attacks BAC Damage Type 

Bite 35 p 

Whips (x2) 50 Cf +Constriction 
(tentacles) 

Base 

306 
200· 

Bonus 
18 

18 (20)°' 

• A constricting attack will Inflict normal damage on the Initial 

strike, then continue to do damage to the victim automatically 

each CT after that until the victim dles, the attacker takes over 

his CL In Physical damage. or the attacker decides to release 

the defender. SubseqUent damage will always be Impact and 

not absorbed by any type of armor except l"ull Plate armor. 

•Tue number in parentheses Is the damage bonus with the 

damage bonus due to high BAC added. 

f'owerss Nil 
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Statistical Detail: 
Base Scheme(+/- 06) 

M (Cunning): 20 P:560, WL:420,C~504 

MM: 10 PM: 280 PN: 280 
MMCap: 4 
MMPow: 5 
MMSpd: 5 

MR: 10 
MRCap: 4 
MRPow: 5 
MRSpd: 5 

PMCap: 130 PNCap: 150 
PMPow:50 PNPow: 30 
PMSpd: 120• PNSpd: 120• 

·Divide by 12 for effective PMSpd and PNSpd of 10. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun tlec. 
Ultra 24 12 52 o· 4 52 40 
Super 18 9 24 o· 5 24 30 

Vital 12 6 16 o· 2 16 20 

Non 6 5 8 o· 1 8 10 

Average 15 7 20 o· 2 20 25 

• Animal in water = invulnerable 

Commentary & Description: 
This freshwater cephalopod Is a relative of the squid. Inhabit· 

Ing the large, warmer bodies of subterranean water, vast lakes and 
small seas, this semi-Intelligent monster hunts through the deeps 
or lurks near places where other creatures enter the water or stop 
to drink. As Its prey draws close, the cuttleflend springs forth to 
attack with its two longest tentacles, or whips, dragging its victim 
underwater. 

Sensory abilities: ff, HH. SI. 1li, XX. 

Dangler 
Illustration: See right 
Identifier: Animal, Arthropoda, Arachnida Araneid 
Habitat: Subterranean IErth 
Size: 0.5xhuman•size 

(2'·5' L; 2040#) 
Number Appearing: 3-8 (106+2) 
Modes & Rates of Movement: 

Crawl: 50 yds/BT 
Run: 200 yds/BT 
In web: 250 yds/BT 

Initiative Modifiers: -10 to Surprise 
Outstanding K/S Areas/Sub·Areas & SffiEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: 1 and-/32/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Exposure to bright light In the human normal 
spectrum blinds and continues for 105 CTs after the light is 
extinguished. 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 45 p ID3+Poison' 0 (I)" 

• Poison: S1R 40 (damage of 40/40/20 In lBT delays) 
• •nie number In parentheses Is the damage bonus with the 

damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 05) 
M (Cunning): 20 ~50. WL:57,C~45 

MM: 10 MR: 10 PM:22 PN:28 
MMCap: 4 MRCap: 4 PMCap:8 PNCap: 11 
MMPow: 5 MRPow: 5 PMPow: 7 PNPow: 8 
MMSpd: 5 MRSpd: 5 PMSpd:7 • PNSpd: g• 

• Multiply by 2 for effective PMSpd of 14 and PNSpd of 18. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun tlec. 
Ultra 4 4 4 0 0 4 0 
Super 5 3 5 0 0 5 0 

Vital 2 2 2 0 0 2 0 
Non 1 1 0 0 1 0 
Average 2 2 2 0 0 2 0 

Commentary & Description: 
These are large, nearly invisible spiders with a highly toxic 

poison. Danglers hang down from above, or drop to such position 
in order to attack prey. Creatures with infrared visual capacity will 
be likely to detect them. Otherwise, danglers' near-transparency 
makes them almost impossible to notice before they attack (Percep­
tion DR-2). The poison from a dangler's bite is STR 40 (damage of 
40,40,20 In 1 BT delays) and the attack should ignore armor If a 
successful attack ls indicated after the initial Surprise roll. 

Sensory abilities are primarily FV and SU. 
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Deathblob 
Illustration: See below 
Identifier: Animal, Protozoa, Amoebidae, Lithamoebid 
Habitat: Subterranean .IErth 

Size: 12xhuman-size 
(25'-35' diameter) 

Nu.mber Appearing: 1 
!llodes 8t Rates of Movement: 

Creep: 25 yds/BT 
Initiative l"lodifiers: See below 
Outstanding K/S Areas/Sub-Areas 8t SIEEP: Nil 
Joss factors: 0 
Dodging/Avoidance: Nil 
Attractiveness: Nil 
lnvulnerabiUties: lnvuJnerable to normal hand weapons or 
magickal hand weapons. 
SusceptibiUties: Direct sunlight inflicts DIO Physical damage 
points per CT of exposure. 
Average Armor Protection: N/A 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Acid See below 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- D5) 
M (Cunning): 0 
MM: 0 MR: 0 
MMCap: 0 
MMPow: 0 
MMSpd: 0 

MRCap: 0 
MRPow: 0 
MRSpd: 0 

Chemical 406 0 

P:280, WL:210,Cu 252 
PM: 140 PN: 140 
PMCap: 64 PNCap:64 
PMPow: 28 PNPow: 28 
PMSpd: 48• PNSpd: 48• 

• Divide by 12 for effective PMSpd of 4 and PNSpd of 4. 

Armor Schemes 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 0 0 0 
Super 0 0 0 
Vital 0 0 0 
Non 0 0 0 
Average 0 0 0 

• Invulnerable 

Commentary 8t Descriptions 
Deathblobs are large to glant~ized amoeboid omnivores found 

near pools or large bodies of water. They range from transparent to 
opaque, and the latter are of nearly any hue. 

Some secrete paralytic substances (which render prey Immo­
bile for 1-2 ATs, unless a successful roll versus PNPow is made at DR 
•ttard·), but most rely upon their strong dige.stlve acids for success 
in overcoming prey. Damage from the acid is 4-24 points of 
Continuing Physical damage, once per CT for 1 BT after contact Is 
broken. unless the acid is neutralized. 

One variety Is known to use mutable form and chameleon 
ability to mimic other things, from rocks to other life forms, thus 
deceiving prey Into approaching and contacting It. This particular 
type of deathblob receives an adjustment of -1 5 to the Initial roll for 
surprise. 

Sensory ability is principally l'V. 
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Illustration: Page 169 
Identifier: Animal. Mammalia. Chiroptera. Megachiroptera 
Habitat: Subterranean IErth 
Size: 6xhuman-size 

(35' L; 50' wingspan) 
Number Appearing: I 
Modes 8t Rates or Movement: 

Crawl: 44 yds/BT 
fly: 44-0 yds/BT 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub·Areas 8t STEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/22/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 2 
Quirks: High frequency (ultrasonic) sound ·bnncts• the sonar capacity 
of these creatures. making them virtually powerless to fly. 

Attacks BAC Damage Type Base Bonus 
Bite 
Tongue 

60 
40 

p 

Chemical 
4D6 

Special 
18 (22). 

0 

·111e number In parentheses ls the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- D6) 
M (Cunning): I 0 
MM: 5 MR: 5 
MMcap: 2 
MMPow: l 
MMSpd: 2 

MRcap: 2 
MRPow: l 
MRSpd: 2 

~ 340, wu255.Cu 306 
PM: 150 PN: 190 
PMcap:60 PNcap: 82 
PMPow: 30 PNPow: 36 
PMSpd: 60. PNSpd: 72· 

• Divide by 6 for effective PMSpd of 10 and PNSpd of 12. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun E/ec. 
Ultra 4 4 4 0 0 4 0 
Super .3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non I 0 0 0 
Average 2 2 2 0 0 2 0 

Commentary 8t Description: 
These horrid creatures are huge batoid carnivores which have 

developed great physical strength and ability to take punishment. 
They lock themselves on the roofs of the largest of underground 
caverns and "fish• for passing prey with their leathery. sticky 
tongues. They secrete a narcotic saliva that causes victims to 
become lethargic and easily overcome. Beings so affected wlll 
become "Dazed" in all TRAITS for 2D3 ATs. moving at one-fourth 
normal movement rate. Once caught by the tongue, small prey Is 
drawn up into the mouth. but deathfishers must descend to devour 
any victims of human•size or greater. 

Sensory abilities: FN. HS, SL TN. XX. 

Devilmen ("Chittersquee") 
Illustration: Page 168 
Identifier: Animal, Mammalia. Chiroptera. Megachiroptera 
Habitat: Subterranean IErth (Sapient) 
Size: 0.5xhuman·size 

(3.5' T; 50#) 
Number Appearing: :>9 (3D3) or 200-600 (203x100) in average 
community 
Modes 8t Rates or Movement: 

Walk: 60 yds/BT 
Glide: 90 yds/BT (I AT only) 
Trot: 120 yds/BT 
Run: 180 yds/BT 
Fly: 270 yds/BT (l BT only) 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub·Areas 8t SffiEP: 

Appraisal at 52·70 (2D l 0+50) 
Combat. Hand Weapons at 2240 (2Dl0+20) 
Combat. Hand Weapons. Missile at 32-50 (2Dl0+30) 
Gemology at 3645 ( lD l 0+35) 
Influence at 53-80 (3Dl0+50) 
Subterranean /Erth at 35-QO (5D6+30) 
Subterranean Orientation at 75 
(Dweomercrreft, Black at 36·45 (ID10+35)) 
(Magid< at Dweomercrreft STEEP) 
(Priestcrreft, Gloomy Darkness at 3140 (1010+30)) 
(Religion at Priestcrreft STEEP) 

Joss Factors: 103 
Dodging/Avoidance: 9 and /20/40/18 or by individual 
Attractiveness: -3 (Horrid. Dazing and fleeing at DR "easy-) 

Invulnerabilities: Nil 
Susceptibilities: Bright light causes pain which effectively 
causes "Dazing" in subject individuals for l D6 crs after initial 
exposure. Thereafter. further bright light will have no effect, 
except after l BT of full darkness. 
Average Armor Protection: 2 
Quirks: Nil 
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Attacks AveBAC Damage Type 
Bite 
Long Knife 
Javelin 

60 
31 
41 

Powers: 
fear 
Area of Effect: I Subject 
Delivered by: Gaze 
Range: Sight 
Time: 1 CT 
Duration: :3-9 ATs 
Frequency: I/day 

p 

c 
p 

Base 
103 
3D3 
306 

Bonus 
0 
0 
0 

Description: This power is otherwise the same as the 
fright Charm. 

Shadow Cloaking 
Area of Effect: Self 
Delivered by: Thought 
Range: N/A 
Time: 1 CT 
Duration: 5 BTs 
Frequen•::y: 3/day 
Description: Thls power otherwise works the same as the 

Shadowve/ls Spell. 

Statistical Detail: 
Base Sdleme (+/-03, -2 MR penalty, +l MM bonllS, -3 PM penalty, +3 
PN bonus, + l SP bonllS) 
M: 42, EU 33 P: 64, WL: 48, CL: 57 S: 66, EL: 52 
MM: 37 MR: 25 PM: 24 PN: 40 SM: 31 SP: 35 
MMcap: 13 MR.cap: 9 PMCap: 9 PN(ap: 14 SMCap: 12 SPCap: 15 
MMPow: 12 MR.Pow: 8 PMPow: 8 PNPow: 13 SMPow: l O SPPow: 11 
MMSpd: 12 MRSpd: 8 f'1'1Spd: 7• PNSpd: lY SMSpd: 9 SPSpd: 9 

• Multiply by 2 for effective PMSpd of 14 and PNSpd of 26. 

Armor Scheme: 
Area Pierce Cut Blunt fire Olel11. Stun Elec. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 1 1 0 0 l 0 
Average 2 2 2 0 0 2 0 

Commentary 8t Description: 
This weird subterranean race call themselves the ·chittersquee. • 

Regarding mankind, they must be deemed as malign, for they have 
a propensity towards vampirism and human-flesh eating, take 
human slaves, and would rule where humans do. 

These bipedal batoids have long arms and rudimentary wing 
membranes still attached to them, so that they are capable of very 
limited flight and less-restricted gliding flight. Manipulative hands 
allow human-&andard operations. Devilmen are communal and 
highly excitable. Their dark skin and fur coupled with their gr<>s.5. bat· 
like visages, make them visually repugnant to typical humans. These 
creatures actively seek goods from ·outside·: slaves (for labor and 
as food), alcohol, and essences and perfumes being most in 
demand. Originally, the Devilmen Inhabited the upper region of 
Subterranean .iErth, even making forays from great caverns to hunt 
the night of the exterior world. As the human-humanoid races grew 
stronger and more numerous, this brought a cessation to such 
activity, as they forced the Devilmen deeper below the surface. Now 
these sapients will typically foray from their Deepdark strongholds 
Into the Midgloom region to attack their foes, but are seldom 
encountered In the Shallowshadow. They have made a foul alliance 
with the Yilyissith (see Wiggleheads) to attempt a resurgence. 

Sensory Abilities: l'N, HH-S, SU. 1T'i, XH(?). 

Drekker 
Olustratlon: Page 176 
ldentlfter: Animal, Anthropoda, Insecta. Coleoptera 
Habitat: Subterranean .iErth, Shal/owshadow 
Size: 2xhuman-slze 

(6'-8' L) 

Number Appearing: 5-10 (106+4) 
Modes 8t Rates of Movement: 

Crawl: 45 yds/BT 
Initiative Modifiers: Human Standard 
Outstanding K/S Areas/SUl>-Areas 8t SIEU: Nil 
J oss Factors: 0 
Dodging/Avoidance: Nil and -/20/­
Attractlvenes.5: Nil 
Invulnerabilities: Nil 
SusceptibiUties: Nil 
Average Armor Protection: 18 
Quirks: Nil 
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Attacks BAC Damage Type Base Bonus 
Mandibles• 45 C/P 306 9 (IO)•• 

• Once clo.sed. the creature continues to hold fast and inflict 
damage at Base plus bonus until its victim is dead or else it Is 
forced to loo.se its grasp. 

••Tue number in parentheses is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 05) 
M (Cunning): 5 P: 140. WL: 105, CL: 126 
MM: 3 MR: 2 
MMcap: 1 
MMPow: l 
MMSpd: 1 

MRcap: l 
MRPow: 1 
MRSpd: 0 

PM: 70 PN: 70 
PMcap: 28 PNcap: 28 
PMPow: 21 PNPow: 21 
PMSpd: 21 • PNSpd: 21 • 

• Divide by 2 for effective PMS pd and PNSpd of l O. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun flee. 
Ultra 40 40 20 12 24 20 12 
Super 30 30 15 9 18 15 9 
Vital 20 20 IO 6 12 IO 6 
Non 10 10 5 3 6 5 3 
Average 25 25 12 7 15 12 7 

Commentary & Description: 
Drekkers are a fonn of giant scavenger beeUe. They are of big 

size for their sort of monstrously enlarged insect, even in the 
subterranean milieu. with adults being about 6 ·to 8 ·Jong. Although 
they typically feed on dung. offal, and carrion, drekkers will attack 
live prey if given the opportunity. They are found mainly in areas 
where refuse from above is dumped underground. Because they 
tend to burrow into refuse heap.s. it is dangerous to approach any 
such found in the subterranean mazes. 

Sensory abilities: fV. HX. SX TI1. XX. 

Drown weed 
Illustration: Page 169 
Identifier: Plant. Thallophyta, Phaeophyta. Macrocystld 
Habitat: Subterranean JErth (Aquatic) 
Size: Various 

(2'-30' T) 
Number Appearing: 24 (103+1) 
Modes & Rates of Movement: Nil 
Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas & STEEP: Nil 
Joss Fact.ors: 0 
Dodging/Avoidance: Nil 
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 5 
Quirks: Nil 

Attacks BAC Damage Type 
fronds (xlO) 
Bite 

20 
30 

Constriction 
c 

Base 
103" 
306 

Bonus 
8 
8 

• A constricting attack will inflict normal damage on the initial 
strike. then continue to do damage to the victim automatically 
each CT after that until the victim dies. the attacker takes over 
his CL in Physical damage. or the attacker decides to release 
the defender. Subsequent damage will always be Impact and 
not absorbed by any type of armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 06) 
M (Cunning): 0 
MM: 0 
MMcap: 0 
MMPow: 0 
MMSpd: 0 

Armor Scheme: 
Area Pierce 
Ultra 
Super 
Vital 
Non 
Average 

• Invulnerable 

MR:O 
MRcap: 0 
MRPow: 0 
MRSpd:O 

Cut Blunt 
8 8 
6 6 
4 4 
2 2 
5 5 

P: 200, WL: 150, CL: 180 
PM: 100 PN: 100 
PMcap: 60 
PMPow: 20 
PMSpd: 20 

Fire Chem. 

0 0 
0 0 
0 0 
0 0 
0 0 

PNcap:60 
PNPow: 20 
PNSpd:20 

.Stun flee. 
0 
0 
0 
0 
0 
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Commentary a Description: 
Drownweed is a species of carnivorous plant with mobile, 

constricting fronds of great strength and elasticity. When oontacted, 
these fronds grasp and oonstrlct around prey. dajng it down to the 
base portion of the plant where mouth-like openings with saw-like 
edges cut it into pieces and consume lt. The drownweed grows from 
small size of about 2 ·to 4' all the way to giant specimens with fronds 
of 30 · length. Because lt typically seeks surface prey. the plant ls 
known as drownweed, for the fronds drag victims below. and 
drowning occurs before actual devouring ln most cases. This plant 
also employs ultralucidisynthesis to survive and grow. It has a 
sense of pressure change (FP) It uses to detect prey. 

Echoer 
Illustration: See below 
Identifier: Plant. Tracheophyta Anglospermae, Monocotyledonae 
Habitat: Subterranean /Erth 
Size: 3xhuman-size 

(individual 6'-10' T: 1()().600 square foot colonies of l plant 
per 25 square feet) 

Number Appearing: Colony 
Modes fr Rates of Movement: NII 
Initiative Modifters: -10 to Initial Surprise 
Outstanding K/S Areas/Sub-Areas fr SIEEP: Nil 
Joss factors: 0 
Dodging/Avoidance: Nil 
Attractiveness: Nil 
Invulnerabilities: Nil 
SUsceptibilities: Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type Base 
Leaves (x6) 80 p 206 

Bonus 
0 (10)* 

*The number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistk:al Detail: 
Base Scheme (+/- 03) 
M (Cunning): O 
MM: 0 MR: 0 
MMcap: 0 
MMPow: 0 
MMSpd: 0 

MRcap: 0 
MRPow: 0 
MR.spd: 0 

P: 120. WL: 90, CL: 108 
PM: 60 PN: 60 
PMcap:26 PNcap:26 
PMPow: 10 PNPow: 10 
PMSpd: 24* PNSpd: 24• 

• Divide by 3 for effective PMSpd and PNSpd of 8. 

Armor Scheme: 
Area Pierce Cut Blunt !'ire Chem. Stun JS/ec. 
Ultra 4 4 0 0 0 
Super 3 3 0 0 0 
Vital 2 2 0 0 0 
Non I 0 0 0 
Average 2 2 0 0 0 

• Invulnerable 

Commentary a DescriptJoni 
&hoers are carnivorous plants which use their ability to mimic 

sound waves In the ranges of hwnan-eudlble to sub- and ultrasonic 
so as to lure prey to them. As the echoers' prey try to peer through 
their dense foliage to lder.Ufy the source of the ·sounds· on the other 
side, the plant grasps the unwitting vlctlm(s) with Its flexible branches, 
and strikes with long. splk~haped and hard leaves. These are 
colony growths and are usually found with harpoonhedge or slap­
stick shrubs (qq. v.) living In companionship and cooperation with 
the colony of echoers. 
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Fash, Subterranean 
lllustration: Page 169 
Identifier: Animal. Pisces. Teleost. var. 
Habi tat: Subterranean .iErth (Aquatic) 
Size: Various (0.5xhuman size usually) 

(7 ~12'+ L) 

Number Appearing: 1 
Modes & Rates of Movement: 

Swim: 1:35 yds/BT 
Initiative Modlfters: Human Standard 
Outstanding K/S Areas/Sub·Areas & S'reEP: Nil 
Joss Factors: O 
Dodging/Avoidance: I and -/:32/­
AUractiveness: Nil 
lnvulnerablUUes: Nil 

Suscep tiblllties: Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Base Bonus 
Bite 45 p :30:3 0 (1). 

·Tue number in parentheses is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 0:3) 
M (Cunning): 5 P: 46, WL: :34. CL: 4 1 
MM: :3 MR: 2 PM: 22 PN: 24 
MMcap: 1 MRcap: 1 PMcap: 8 PNcap: 8 
MMPow: 1 MRPow: 1 PMPow: 6 PNPow: 8 
MMSpd: 1 MRSpd: 0 PMSpd: a· PNSpd: a· 
·Multiply by 2 to find effective PMSpd and PNSpd of 16. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Cilem. Stun Blee. 
Ultra 4 8 4 o· 0 4 0 
Super :3 6 :3 o· 0 3 0 
Vital 2 4 2 o· 0 2 0 
Non 1 2 1 o· 0 1 0 
Average 2 5 2 o· 0 2 0 

• Animal In water - Invulnerable. 

Commentary & Description: 
There are more than a dozen species of unremarkable sort 

lnhablUng subterranean waters. Many grow to great size, but only 
those which are dangerous wlll be detailed herein. 

Thefustlsthesubtenanean version of the stargazer, who buries Itself 
In the muddy murJw bottoms of underground waterways. This ft.sh (who 
Is usually between 7 and 12 feet In length) has a retractlle tent.acJe Joc:aed 
over its mouth. It uses this appendage as a lure. to draw victims near. Once 
prey Is. dose enough. the stargazer strlkes with amazing quickness. 

Another example of dangerous subterranean fish Is the bullfish. 
This fish has huge, broad, and flattened head, with an enormous 
mouth that Is directed upward. It possesses strong canine teeth which 
are parUally visible even when the mouth Is closed. There are 
numerous spines on the back and flanks. and the dorsal fin extends 
nearly the length of the body. The bullflsh Is grayish overall, with 
purple reflections on the back and flanks and a white underbelly. This 
fish Is very aggressive. attacking creatures that enter its domain. 

Fasheye/Scalie/F eeler-Face ("Goolgoopu") 
Illustration: Page 138 
Identifier: Animal. Pisces. Teleost. SemlonoUform 

Habitat: Subterranean .iErth. Sha/lowshadow and Midglooms, 
(Sapient) 
Size: lxhuman-slze 

(4.5'-6' T: 125-250#) 
Number Appearing: 4-12 (40:3) or 150-200 (1006+140) 
Modes & Rates of Movement: 

Walk: 70 yds/BT 
Run: 140 yds/BT 
Swim: 280 yds/BT 

Initiative Modlfters: Human Standard 
Outstan ding K/S Areas/Sub-Areas & S'reEP: 

Agriculture at 45 
Appraisal at 52·70 (2010+50) 
Combat. Hand Weapons at 27-45 (2010+25) 
Gemology at 56-65 (1010+55) 

Influence at 46-55 (1010+45) 
Subterranean .iErth at 41-50 (1010+40) 
Subterranean Orientation at 70 

Joss Factors: 103 

Dodging/Avoidance: Nil and 16/20/12 
AUractiveness: 0 (Horrid. oanng l!c l'teelng at DR 'T.asy") 
lnvulnerabillties: NII 

Susceptibilities: Nil 
Average Armor Protection: 5 
Quirks: Nil 

A t tacks Ave. BAC Damage Type Base 
Claws (x2) 25 c 103 
Bite 40 p 1D6+Polson• 
Fin Special p 203 
Spear 36 p 306 

• Polson: STR 40 (damage of 40/40/20 in 4 BT delays) 

Bonus 
0 

0 
0 
0 
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Powers: 
Regenerate Cell Damage 
Area of Effect: Self 
Delivered by: Thought 

Range: N/A 
Time: l CT 
Duration: Permanent 
Frequency: l/day 
Description: This power enables the Individual to heal up 

to 206 points of Physical damage. 
Waterwall 
Area of Meet: 500 cubic feet+lOO cubic feet/additional 
participant 
Delivered by: Word and gesture 
Range: 10 yards/participant 
Time: I BT 
Duration: 1 AT/participant 
Frequency: I/week 
Description: This power ls achieved through group effort 

and requires at least five participants to create. The 
effect of the Waterwall creates the appropriate amount 

of water. suspended magickally. i.e .• requiring no 
container. When the duration is complete. the water so 
created vanishes as it appeared. 

Statistical Detail: 
Base Scheme (+/-106, -1 M penalty. +l P bonus. -1 S penalty) 
M: 50. EL: 40 P: 64. WL: 48, CL: 57 S: 48, EL: 38 
MM: 25 MR: 25 PM: 33 PN: 31 SM: 25 SP: 23 
MMC'.ap: 9 MRC'.ap: 9 PMCap: 12 PNC'.ap: 11 SMCap: I 0 Sf'Cap: 11 
MMPow: 8 MRPow: 8 PMPow: 11 PNPow: IO SMl'ow: 8 Sf'Pow: 7 
MMSpd: 8 MRSpd: 8 PM.Spd: 10 PNSpd: 10 SM.Spd: 7 Sl'Spd: 5 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun eJec. 
Ultra 8 8 8 0 0 8 0 
Super 6 6 6 0 0 6 0 
Vital 4 4 4 0 0 4 0 
Non 2 2 2 0 0 2 0 
Average 5 5 5 0 0 5 0 

Commentary lt Description: 
This sapient pisclan race of subterranean creatures call their 

kind NGoolgoopu, # but humans have many other names for them­

fisheyes, Scalies (although they don't have scales) and Feeler-faces 
most commonly. By whatever name. this species is quite bright, 
strong, and spirited. Despite this. their weird appearance makes 
them distasteful to most humans, especially those not accustomed 
to seeing such creatures .. Heka use Is Individually very limited. but 
greater capacity Is attained In group ca5ting attempts led by a sort of 
shaman (female). 

Height: 4.5' males 6' females, Weight: 125 pounds males; 250 
pounds females. 

The race Is omnivorous, about 40% of Its diet being aquatic 
vegetation and the balance aquatic flesh ranging from fish and 
crustaceans to mollusks. They seldom eat warm-blooded creatures, 
seemingly having a distaste for such flesh. 

This race Is of neutral disposition. They do. however; dislike 
unexpected visitors, and unless some gifts are presented, they can 
be indifferent or even ho.stile. 

Sensory abilities are: fE.P. HX, SN, 111-0 ('IT-X), XI (immediate 
actions In life-threatening situations). 

The race of S<Xalled Flsheyes has short limbs and moves 
bipedally on land. Extremities are webbed, and in water they swim 
with hands, feet and finned tall. They return to water to breed. and 
spawn ln water. but otherwise spend mo& of their time In air. 
Fisheyes farm crustaceans and culture (freshwater) pearls which 
they trade for goods from #outside." From the appearance of these 
creatures, It Is probable that they evolved from some ancestral form 
of catfish. for all have the broad, feeler-fringed mouth. Furthermore. 
the mucous secretion from these feeler-like appendages Is quite 
toxic, which ls similar to catfish feelers. Flsheyes Inhabit the lowest 
portions of the Sha/lowshadowregion and some upper areas of the 
Midgloom. They are not m.unerous in either place. 
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Flashby 
Illustration: Page 168 
Identifier: Animal, Mammalia, Crunivora, canld 
Habitat: Subterranean /Erth 
Size: O.Sxhuman-slze 

(3' T; 40-70#) 
Number Appearing; 10...15 (106+9) 
Modes 8t Rates of Movement: 

Walk: 90 yds/BT 
Trot: 180 yds/BT 
Run/Charge: 360 yds/BT and 450 yds/BT (1 BT only) 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas 8t STEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: 9 and-/40/-
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 3 
Quirks: Nil 

Attacks BAC Damage Base Bonus 
Bite 60 p 403 0 (4)• 

' The number in 'parentheses is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 03) 
M (Cunning): 20 
MM: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 

~56. Wu42.Cu5o 
PM:28 
PMcap: 10 
PMPow:8 
PMSpd: 10· 

PN:28 
PNcap: 10 
PNPow: 8 
PNSpd: 10* 

• Multiply by 2 for effective PMSpd and PNSpd of 20. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun Blee. 
Ultra 4 4 8 0 0 8 0 
Super 3 3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 
Non I I 2 0 0 2 0 
Average 2 2 5 0 0 5 0 

Conunentary lt Description: 
Relying on speed and vicious bites, these canines are able to 

overtake and bring down even the largest of prey. Typical coloration 
is pale gray to colorless tan. These thin and wiry carnivores have long. 
muscular legs and large, snarling mouths. They are extremely 
successful pack·hWlters, who will pursue until they catch their 
victims, or are (in rare instances) outdistanced. If the prey somehow 
succeeds In escaping. the pack will look for other. easier, prey 
instead of attempting to track the original target 

Sensory abilities indude extremely acute hearing and ultra­
sonic emissions and feedback (HH and HU). 

Floater 
Illustration: Page 168 
Identifier: Fungus, Basidiomycetes. Pyroclastlae, Pyroclastld 
Habitat: Subterranean /Erth 
Slze: 0.5 to l xhuman-slze 

(2'-4.5' diameter.) 
Number Appearing: I 
Modes lt Kates of Movement: 

float: 5 • yds/BT 
• or by wind speed 
Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub·Areas lt STEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil 
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 0 
Quirks: Nil 

Attacks BAC Damage Base Bonus 
Explosion Special 1· 306+Special* * 0 

• Impact damage cannot be absorbed by any type of armor other 
than Full Plate armor. 

• • Any being withln the blast area possessing a respiratory system 
will have a base 50% chance of inhaling the poisonous spores 
(STR 20, onset Instantaneous). 

Powers: Nil 

Statistical Detaih 
Base Scheme 
M (Cunning): O P: 10, WL: 7, CL: 9 
MM: 0 MR:O PM: 6 PN:4 
MMcap: 0 MRcap: 0 PMcap:6 PNcap:4 
MMPow: 0 MRPow: 0 PMPow:O PNPow: O 
MMSpd: 0 MRSpd: 0 PMSpd:O PNSpd:O 
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Armor Scheme: 
Area Pierce• Cut• Blunt Fire Chem. Stun /!lee. 

Ultra 0 0 0 0 0 0 0 

Super 0 0 0 0 0 0 0 

Vital 0 0 0 0 0 0 0 

Non 0 0 0 0 0 0 0 

Average 0 0 0 0 0 0 0 

• Any successful attack with a cutting or piercing weapon will 

puncture. 

Commentary at DescriptJoni 
This species of fungus Is similar to the puffball mushroom. 

These plants grow to a diameter of 2 'to 4.5 ·. At maturity, the Interior 
dissolves, and In the process, hydrogen gas fills the void. The plant 

then floats upward and Is moved around by air currents for several 

days. f'ully ripe, the plant bursts from internal pressure, and spores 

are sent in all directions. The immediate spore cloud can be 
dangerous to the respiration system of any life form e~ to It. 

The gamemaster should treat spores as Polson with a STR rating of 

20, with the exception that all such damage is applied at once. 
The explosion's blast radius Is equal to 5 times the floater's 

diameter. Because the gas Is flammable, all within the area of the 

explosion will suffer an additional 306 points of l'1re Physical 

damage if open flames are present or a spark ignites the gas. 

Fountain Fungus 
Illustration: Page 168 
Identifier: fUngus, Basidlomycetes, dassificatlon undetermined 

Habitat: Subterranean .tErth 

Size: 2xhuman-size 
(10' diameter) 

Number Appearing: 1-3 (103) 

Modes at Rates of Movement: 
Crawl: 5 yds/BT 

Initiative Modifta'l!N Human Standard 

outstanding K/S Areas/SUb-Areas at STEEP: Nil 

Joss Factors: O 
Dodging/Avoidance: Nil 
Attractiveness: Nil 
lnwlnerabillties: Nil 
Susceptibilities: Nil 
Average Armor ProtectJon: 2 
Qulms: Nil 

Attac:U BAC Damage 
Acid Gush Chemical Special• 

• Acid damage - Exposure rollxlD3 +Continuing 5 CTs 

P'owers: Nil 

Bonus 
0 

Stat1stkal Detalh 
Base Scheme (+/- 02) 
M (Cunning): O 

MM: 0 MR: 0 
MMcap: 0 
MMf'ow: O 
MMSpd: 0 

MRcap: 0 
MRf'ow: 0 

MRSpd: 0 

P: 66, WL: 49, CL: 59 
PM: 40 PN: 26 
PMcap: 14 PNC8p:9 
PMf'ow: 13 f'Nf'ow: 8 
PMSpd: 13• PNSpd: 9• 

• Divide by 2 to find effective f'MSpd of 6 and f'NSpd of 4 

Armor Scheme: 
Area Pierce Cut Blunt rlre Chem. Stun /!lee. 

Ultra 4 4 0 0 0 
Super 3 3 0 0 0 
Vital 2 2 0 0 0 

Non 1 1 0 0 0 

Average 2 2 0 0 0 

• Invulnerable 

Commentary 8t Description: 
The fountain fungus Is a large, mobile form of carnivorous 

fungoid growth which uses a gush of acid to kill and liquify its prey. 
This acid can be sprayed up to five times per day, for 103 points 

times 106 Exposure roll Initial and Continuing Physical damage for 

a total of 6 Critical Tums time. These creatures are slow, moving 
along on small rootUke tendrils at their base. They prefer meat 

proteins from animals, though they can sustain themselves on 

vegetable matter if necessary. 
Sensory abilities are primarily of the fV sort. 

Garpike 
Illustration: Page 168 
ldentiften Animal, Pisces, Teleost, Sllurid 

Habitat: Subterranean A:rth (Aquatic) 

Size: lXhuman-slze/various 
(6'-8' L; up to 21 • L) 

Numbe.r Appearing: 1·3 (103) 

Modes 8t Rat.es of Movement: 
Swim: 400 yds/BT 

Inltlative Modifters: Human Standard 

Outstanding K/S ~/SUb-Areas 8t STEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: 9 and -/40/­
AttractJveness: Nil 
Invulnerabilities: NU 
SUsceptibilities: Nil 

Average Armor ProtectJon: 5 
Quirk.9: Nil 
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Attacks BAC Damage Type 
Bite 45 p 

Base 
2D3· 

Bonus 
2 (3) •• 

Average Armor Protection: 5 
Quirks: Nil 

• Per 7 ·of length, damage progressive: 8 · L = 4D3+4 (6), 15 · = 8D3+6 _A_tta_c_ks _____ B_A_C ___ D_a_ma_g=e_Typ.=....::....e __ Bas
2
_D_; __ Bo_n_us_ 

(9). etc. Talons (x2) 50 C <J 6 (8). 
··Tue number in parentheses is the damage bonus with the Bite 30 P 206 6 

damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- D3) 
M (Cunning): 1 O 
MM: 5 MR: 5 
MMCap: 2 
MMPow: 1 
MMSpd: 2 

Armor Scheme: 

MRCap: 2 
MRPow: 1 
MRSpd: 2 

P: 120. WL:90,CL: 108 
PM: 60 PN: 60 
PMCap: 26 PNCap: 26 
PMPow: 14 PNPow: 14 
PMSpd: 20 PNSpd: 20 

Area Pierce Cut Blunt fire Chem. Stun Elec. 
Ultra 8 12 8 o· 0 8 0 
Super 6 9 6 o· 0 6 0 
Vital 4 6 4 o· 0 4 0 
Non 2 3 2 o· 0 2 0 
Average 5 7 5 o· 0 5 0 

• Animal In water - invulnerable. 

Commentary & Description: 
These subterranean fish resemble a cross between an alligator 

gar and a pike. They are active predators and grow to 4-24 · long. 
covered by thick. rounded scales. A specimen recently brought up 
from the underground waters was a record 21 · long. its snout 
measuring 1 yard! Garplke over 14' in length have a terrible bite 
indeed and are fearless and aggressive hunters. Although blind (SX), 
these creatures use pressure sensitivity (FP) and smell (Tii) to hunt. 

Gibbat 
Illustration: Page 168 
Identifier: Animal, Mammalia, Chiroptera, Megachiroptera 
Habitat : Subterranean IErth 
Size: 2xhuman-size 
Number Appearing: 5-10 (ID6+4) 
Modes & Rates of Movement: 

Crawl: 50 yds/BT 
Fly: 250 yds/BT 

lnitlaUve Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas & S'IEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and - /26/­
Attractlveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 

·Tue number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail : 
Base Scheme(+/- D3) 
M (Cunning): 30 P: 150, WL: 112, CL: 135 
MM: 10 PM: 60 PN: 90 

PMCap: 24 PNCap: 37 
PMPow: 18 PNPow: 27 

MMCap: 4 
MMPow: 3 
MMSpd: 3 

MR: 20 
MRCap: 10 
MRPow: 7 
MRSpd: 3 PMSpd: 18• PNSpd: 25• 

• Divide by 2 for effective PMSpd of 9 and PNSpd of 13. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 8 8 8 0 0 8 0 
Super 6 6 6 0 0 6 0 
Vital 4 4 4 0 0 4 0 
Non 2 2 2 0 0 2 0 
Average 5 5 5 0 0 5 0 

Commentary & Description: 
These horrible, carnivorous creatures are monstrous batolds 

with both long, razor-sharp claws and teeth. When attacJQng their 
prey, these flying predators emit a welter of confusing sounds to disorient 
their victims. The noise generated by glbbats resembles gibbering 
and shouting to human ears. and requires a successful K/S roll 
versus M TRAIT (at DR HHardH) to avoid confusion and inability to act 
save at a twice-normal HDazedH penalty. 

Sensory abilities of gibbats include HH and HS. 

Glowgrave 
Illustration: Page 175 
Identifier: Plant, Tracheophyta, Anglospermae, Dlcotyledonae 
Habitat: Subterranean /Erth 
Size: Individual Small, Patch Gigantic 

(2' T; 1500 sq. ft. patch) 
Number Appearing: Patch 
Modes & Rates of Movement: Nil 
Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas & S'IEEP: Nil 
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Joss Factors: 0 
Dodging/Avoidance: Nil 
Attractiveness: NII 

lnvulnerabillties: NII 
Susceptibilities: NII 

Average Armor Protection: 2 

Qulm: NII 

Attacks BAC Damage Type Bonus 

Constrict B/I• 20 3 Polson• • 

• A constricting attack will Inflict normal damage on the Initial 

strike. then continue to do damage to the victim automatically 

each CT after that until the victim dies, the attacker takes over 

his, CL in Physical damage, or the attacker decides to release 

the defender. Subsequent damage will always be Impact and 

not absorbed by any type of armor. 

• • Poison: STR 30 (damage of 30/ 30/ 15 in 3 BT delays) 

Powers: Nil 
Statlstical Detail (Individual plant): 

Base Scheme(+/- 03) 
M (Cunning): O 
MM:O MR: 0 
MMcap: 0 MRcap: 0 

MMPow: 0 MRPow: 0 

MMSpd: 0 MRSpd: 0 

Armor Scheme: 

P: 60, WL: 45, CL: 54 

PM: 30 PN: 30 

PMcap: 12 PNcap: 12 

PMPow: 10 PNPow: 10 

PMSpd: 8 PNSpd:8 

Area Pierce Cut Blunt Fire Chem. Stun tlec. 
Ultra 4 4 0 0 0 

Super 3 3 0 0 0 

Vital 2 2 0 0 0 

Non 1 0 0 0 

Average 2 2 0 0 0 

• Invulnerable 

Commentary at Description: 
This species of scrub-like plant grows only where there is at least 

a minimal water source. It develops into communities (patches) and 

uses phosphorescence to lure animal or vegetable prey into its 

patch. Once such victims are in Its midst, it attacks with grasping 

roots and venomous rootlets. Glowgrave plants tend to be brighter 

in the center of the patch, as plants which have fed become passive 

in their light production. Because of this. many victims will be well 

inside the patch before they realize It. Otherwise the growth main­

tains Itself through water and mineral nutrients and ultra, 

Jucidisynthesls. 
The principal operative sense of glowgraves seems to be akin 

to the sensing of heat and cold (fH, temperature) ln a range of about 

6 ·. Change in this data Indicates to them some potential food source 

is nearby or within their grasp. 

Wustration: Page 173 
ldentilkr: Plant, Tracheophyta Angiospermae, Dicotyledonae 

Habitat: Subterranean Jerth 
Size: 2xhurnan-slze 

(6'-9' T; 4' diameter) 

Number Appearing: 3-9 (303) 

Modes at Rates of Movement: Nil 
Initiative Modlfttni Human Standard 

outstanding K/S Areas/Sub-Areas at smu: Nil 

Joss Factors: O 
Dodging/Avoidance: Nil 
Attractiveness: NII 

Invulnerabilities: Nil 
Susceptibilities: Nil 

Average Armor Protection: 2 

Quirks: Nil 

Attacks BAC Damage Type Base Bonus 

Leaves (flail) 65 c 206 6 (11). 

•The number In parentheses is the damage bonus with the 

damage bonus due to high BAC added. 

Powers: NII 

Statlstical Detail: 
Base Scheme (+/- 03) 
M (Cunning): 0 
MM: 0 MR: 0 

P: 116, WL: 87, CL: 104 

PM: 58 PN: 58 

PMcap: 20 mcap: 20 

PMPow: 18 PNPow: 18 
MMcap: 0 

MMPow: O 
MMSpd: 0 

MRcap:O 

MRPow: O 
MRSpd:O PMSpd: 20· PNSpd: 20· 

• Divide by 2 for effective PMSpd and PNSpd of 10. 

Armor Scheme: 
Area Pierce Cut Blunt nre Chem. Stun tlec. 

Ultra 4 4 0 0 0 

Super 3 3 0 0 0 

Vital 2 2 0 0 0 
Non 1 0 0 0 

Average 2 2 0 0 0 

• Invulnerable 

Commentary at Desaiption: 
Using Its abrasive leaves to attack and digest other plants and 

animals, this species Is a development of plants which abrade rock with 

their leaves to gain mlneral nutrients. The gritleaf Is a large, giant-leafed 

specimen with rough. leathery leaf.fronds that It whl~ and flails at 

J>$Sing life Corms. The spatulat.e, serrated leaves are Ivory to olive 

brown, up to 18" long. The target suffers Injury or death, as the gritleaf 

draws nutrients from Its blood, juices, skin. bark. whatever. They grow 

where there is moisture and their roots can gain a firm hold. 

Sensory ability Is that of detect.Jon of vibrations (f'V). 
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Hagnymph 
Illustration: Page 169 
Identifier: Animal, Arthropoda, Insect.a. Neuroptera 
Habitat: Subterranean IErth (Aquatic) 
Size: 2xhuman-slze 

(10' L) 

Number Appearing: 1 
Modes ~ Rates of Movement: 

Crawl: 40 yds/BT 
Swim: 160 yds/BT 

lnltiatlve Modifters: Human Standard 
Outstanding K/S Areas/Sub-Areas & SIEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and-/25/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptlbilitles: Nil 
Average Armor Protection: 16 
Quirks: Nil 

Attacks BAC Damage Type 
Claws (x4) 
Bite 

50 
40 

c 
p 

Base 
2D3 
206 

Bonus 
15 (17). 

15 

·Tue number In parentheses is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- D3) 
M (Cunning): 20 
MM: 10 
MMGap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRGap: 4 
MRPow: 3 
MRSpd: 3 

P: 160, WL: 120, CL: 144 
PM:90 
PMGap: 35 
PMPow: 27 
PMSpd: 28' 

PN:70 
PNGap: 27 
PNPow: 21 
PNSpd: 22· 

•Divide by 2 for effective PMSpd of 14 and PNSpd of 11. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 40 40 20 a· 4 20 4 
Super 30 30 15 6. 3 15 3 
Vital 20 20 10 4· 2 10 2 
Non 10 10 5 2· I 5 
Average 25 25 12 5• 2 12 2 

• Animal in water - invulnerable. 

Commentary ~ Description: 
Thought to be a larval form of one of the giant subterranean 

insects, the hagnymph is a hideously ugly aquatic predator. fortu­
nately, they aren't frequently encountered. They get their name from 
the vague resemblance of their heads to those of the hag species of 
Phi£ree origination. They have two pairs of large pincers for grasping 
and holding their prey, and a body protected by a thick carapace. The 
creature itself is propelled by paddle-like hind legs. These monsters 
are about IO' long and exceptionally dangerous. Habitat is In any 
large body of subterranean water. 

Sensory abilities: ff'. HX. SX. TOH. EX. 

Harpoonhedge 
Illustration: Page 173 
ldentiften Plant. Tracheophyta. Angiospermae, Dlcotyledonae 
Habitat: Subterranean IErth 
Size: 2xhuman-size 

(6~' T. 10 ~12' diameter) 
Number Appearing: 6-16 (206+4) 
Modes & Rates of Movement: Nil 
lnitlatlve Modifters: Human Standard 
Outstanding K/S Areas/Sub·Areas ~ SIEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil 
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptlbilitles: Nil 
Average Armor Protection: 5 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Vines (x2D3) 20 p 3D3+Speclal. 0 

• Moderate Acid: 306 PD (Continuing) 2D3 CTs 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 02) 
M (Cunning): 0 
MM:O 

MMGap: 0 
MMPow: O 
MMSpd: 0 

MR: 0 

MRGap: 0 
MRPow: O 
MRSpd: 0 

P: 50. WL: 37, CL: 45 
PM: 25 PN:25 
PMGap: 9 PNGap: 9 
PMPow: 8 PNPow: 8 
PMSpd:a• PNSpd:8' 

• Divide by 2 to get effective PMSpd and PNSpd of 4. 
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Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun ~lee. 

Ultra 8 8 0 0 0 
Super 6 6 0 0 0 
Vital 4 4 0 0 0 
Non 2 2 0 0 0 
Average 5 5 0 0 0 

• Invulnerable 

Commentary a Description: 
This is a fairly tall plant with strong, highly flexible vines amidst 

its thickly clustered leaves. The vines are from 20' to :30' Jong and 
have Iron-hard. barbed tips at their ends, while the leaves them· 
selves are narrow, needle-like and silvery-gray. Through its senses of 
feeling (fV), the harpoonhedge is able to detect moving life forms 
within 40·. As potential prey oomes within range, It shoots Its 
harpoon-like vines to secure and drag back victims for dissolution 
and digestion. (Note: This plant Is grown and so pruned as to provide 
a highly effective defense by some subterranean sapient races.) 

ttarpoonhedge requires rooting. regular moisture, and moder­
ate ultralucidisynthesis to exist and grow. Without animal proteins 
the plant cannot reproduce, however. 

Harvestman 
Illustration: See right 
ldentifien Plant, Tracheophyta Angiospermae. Ambulophyta 
Habitat : Subterranean ~rth 
Size: 3xhuman-size 

(10-15' T; 5' diameter) 
Number Appearing: 4-12 (4D:3) 
Modes lt Rates of Movement: 

Crawl: 10 yds/BT 
Initiative Modifia s: Human Standard 
Outstanding K/S Areas/SUb·Areas lt SI'EU: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil 
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Direct sunlight inflicts 10:3 points of Physical 
damage per Critical Tum of exposure. 
Average Armor Protection: 5 
Quirks: Nil 

Attacks SAC Damage Type Base Bonus 
Branches (x2D:3) :30 c 206 :3 

Powers: Nil 

Statlstical Detail: 
Base Scheme(+/- D:3) 
M (Cunning): O f: 100, WL:75,CL:90 
MM: O MR: 0 PM:SO PN:SO 
MMcap: 0 MRcap:O PMcap: 20 mcap: 20 
MMPow: O MRfow: 0 PMPow: 15 PNPow: 15 
MMSpd: 0 MRSpd: 0 PMSpd: 15 * PNSpd: 15* 

• Divide by :3 for effective PMSpd and PNSpd of 5. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun ~lee. 

Ultra 8 8 0 0 0 
Super 6 6 0 0 0 
Vital 4 4 0 0 0 
Non 2 2 0 0 0 
Average 5 5 0 0 0 

• Invulnerable 

Commentary a Description: 
Tue harvestman Is a species of mobile bush, not swift, but large 

and strong. These plants have low-growing, movable branches with 
scythe-like edges that are used to chop at the I~. trunk, stem. etc. 
of any moving object that oomes within range. Victims of the 
harvestman's scythe attacks are then gathered up by prehensile 
roots and fed Into a trunk orifice for digestion. 

Senses include fV and se. 
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Heathedge 
Illustration: Page 17'5 
Identifier: Plant, Tracheophyta Angiospermae, Pyrophyta 
Habitat: Subterranean ./Erth 
Size: lxhuman-size 

(5-6' T; 2' diameter) 
Number Appearing: 5-10 (106+4) 
Modes 8t Rates of Movement: Nil 
Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub·Areas 8t SIEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil 
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptlbilitles: Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Sap (if cut) 60 Fire 3D6. 0 

• Continuing damage 1 AT duration. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- D2) 
M (Cunning): O 
MM: 0 
MMcap: 0 
MMPow: 0 
MMSpd: 0 

Armor Scheme: 
Area Pierce 
Ultra 8 
Super 6 
Vital 4 
Non 2 
Average 5 

• Invulnerable 

MR:O 
MRcap: 0 
MRPow: 0 
MRSpd: 0 

Cut Blunt 
4 0 
3 0 
2 0 
l 0 
2 0 

Commentary 8t Description: 

P:40, WL: 30,Cu36 
PM: 20 PN: 20 
PMcap:20 PNcap:20 
PMPow: 0 PNPow: 0 
PMSpd: 0 PNSpd: 0 

f"ire Chem. Stun .Blee. 
40 20 20 
30 15 15 
20 10 10 
10 5 5 
25 12 12 

The grayish stalks of this large bush are brittle, and the small 
leaves are a deeply veined crimson and black. This plant develops 
high internal heat in its roots to aid in its ingestion of minerals, for 
it exists by chemosynthesis. If the upper portions are broken, the 
heathedge plants squirt forth a sticky, extremely hot sap which 
inflicts severe damage to the molesting life form. (Again. similar to 
harpoonhedge, this species of plant is utilized for protection by 
intelligent life forms.) If untended, the heathedge will grow into a 
gnarled. spreading. and open treelike shrub. 

Hissard ("T hee.5is.s'honz") 
Illustration: Page 173 
ldenUfler: Animal, Reptile, Lacertilian 
Habi tat: Subterranean .t'Erth (Sapient) 
Size: lxhuman-size 

(5' T; 175#) 
Number Appearing: 7-12 (106+6), 70-120 ((106+6)xl0) in clan 
Modes 8t Rates of Movement: 

Walk: 65 yds/BT 
Trot: 130 yds/BT 
Run: 195 yds/BT 
Swim: 240 yds/BT 

lnitiatlve Modifiers: Human Standard 
Outstanding K/ S Areas/Sub-Areas 8t SIEEP: 

Combat, Hand Weapons at 33-60 (3Dl0+30) 
Combat, Missile Weapons (clubs, spears, stones) at 33-60 

(3Dl0+30) 
HuntinWfracking at 41-50 (1010+40) 
Subterranean Orientation at 70 
Survival at 50 

Joss Factors: 103 
Dodging/Avoidance: Nil and 16/21/13 
Attractiveness: 0 (Horrid-Dazing and Fleeing at DR ·f.asy") 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: I (plus worn protection) 
Quirks: NU 

Attacks AveBAC Damage Type Base Bonus 
Bite p 106 
Claws (x2) or 
Weapon 

40 
50 
47 

c 103 
by weapon by weapon 

0 
0 
0 

Powers: 
Regenerate Body Parts 
Area of Effect: Self 
Delivered by: Thought 
Range: N/A 
Time: U5 days 
Duration: Permanent 
Frequency: I /month 
De.saiptlon: This power enables the subject to completely 

regenerate lo.st appendages within a U5 day period. 
Note that while conscious thought Is required to begin 
the regeneration, the effect continues automatically until 
the body part has regrown. 
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Statistical Detail: 
Base Scheme(+/- 03, -2MRpenalty,+1 fTI bonus, -2 SM penalty, -1 SP 

penalty) 
M: 50, EL: 40 
MM: 28 MR: 22 

MMCsp: 10 MR<:ap: 8 
MMPow: 9 MRPow: 7 

MMSpd:9 MR.spd: 7 

Armor Scheme: 

P: 65, WL: 48, CL: 58 

l'M.: 31 fT!: 34 
l'MCap: 11 PNC.ap: 12 
l'MPow: 10 fT!Pow: 11 

l'l"lSJXI: I 0 l'NSJXI: 11 

S:47,EL:37 
SM: 22 SP: 25 

SMCap: 9 SPCap: 10 
SMPow: 7 SPl'ow: 8 

SMSJXI: 6 SPSJXI: 7 

Area Pierce Cut Blunt !'ire Chem. Stun £lee. 

Ultra 4 4 0 4 4 0 12 

Super 3 3 0 3 3 0 9 

Vital 2 2 0 2 2 0 6 

Non 1 0 1 0 3 

Average 2 2 0 2 2 0 7 

Commentary a Description: 
Tue subterranean race is known to mankind as "Hlssards" 

because of their sibilant speech. In fact, these creatures refer to 

themselves as -nteeslss'honz, • the final •z• SOWlding as a buzzing 

"thzs.· 
Althougl'l they prefer dry cond.itlons, these bipedal, scaled, fiat­

tailed creatures can abide damp and are very able and rapid 

swimmers. Hlssards dwell together In small bands and gather 

periodically in clan-like enclaves. While they can survive for a time 

on vegetable matter, Hissards are primarily carnivorous, have a 

distinct fondness for warm-blooded flesh, and relish human meat. 

Hissards are foWld in the Shallowshadow, Hidg/oom In some 

numbers. and down In the Deepdark as well. Because they would as 

soon dine on Devilmen as Albies, for In.stance, they seem to have few 

friends amongst the other sapient species dwelling in Subterranean 

!Erth. 
These creatures employ primitive weapons perforce, and when­

ever they can, the Hlssards acquire better weapons. for their 

foreclaws can grasp and wield swords. axes. etc. Tuey use any 

available armor as well, but seem to prefer padded and leather 

protection because of Its relative noiselessness. 

Hissards are not particularly able in channeling Heka. although 

some few individuals develop modest ability in partial practice. 

Clans sometimes have a shaman or •sorcerer" or both. 

Sensory abilities are: l'N, Htt, SN-U. TI1. xx. 

Hoo tie 
Wustratlon: Page 173 
ldenUfter: Animal. Aves, Strigiformes. Anthroavid 

Habitat: Subterranean !Erth (Near Sapient) 

Size: 0.25xhuman-slze 
(2.5' T; 251) 

Number Appearing: 4-24 (406) 

Modes a Rates of Movement: 

Run: 120 yds/BT 
Climb: 40 yds/BT 
fly: 600 yds/BT 
Burrow: 5 yds/ AT 

Initiative Modiftas: Human Standard 

Outstanding K/S Areas/Sub-Areas a SIEEP: Nil 

Joss Factors: 1 
Dodging/Avoidance: 9 and 11/40/14 

Attractiveness: 9 
Invulnerabilities: Nil 

Susceptibilities: Nil 
Average Armor Protection: 3 
Quirks: Nil 

Attacks BAC Damage Type Base 

Talons (x2) 

Bite 
60 
40 

• Triple PD if swooping to strike. 

C/P 103• 

P 1 Point 

Bonus 
0 (4) • • 

0 

• •111e number In parentheses is the damage bonus with the 

damage bonus due to higl'l BAC added. 

Powers: Nil 

StatlstJcal Detail: 
~Scheme(+/- 103) 

M: 3.5 •, r:L: 28 
MM: 16 MR: 19 
MMCap: 6 MR<:ap: 7 

MMPow: 5 MRPow: 6 
MMSpd:5 MR.spd:6 

P: 49, WL: :56, CL: 44 S: 100. f.L: 80 

l'M: 25 PN: 24 SM: 50 SP: 50 

l'MCap: 10 PNC.ap: 10 SMCap: 40 SPCap: 40 

l'MP™': 10 fT!Pow: 9 SMPow: :S SPl'ow: 3 

l'l"lSJXI: 5 .. l'NSpd: 5 .. SMSJXI: 7 SPSJXI: 7 

• Can be mentally attacked. 
• • Multiply by 4 for effective PMSpd and PNSpd of 20. 
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Armor Scheme: 
Area Pierce Cut Blunt l'ire Chem. Stun Elec. 
Ultra 4 4 4 0 0 8 0 
Super 3 3 3 0 0 6 0 
Vital 2 2 2 0 0 4 0 
Non 1 1 1 0 0 2 0 

Average 2 2 2 0 0 5 0 

Commentary & Descriptlon: 
Burrowing owls who became adapted to pennanent subterra­

nean existence evidently were the origination of the Hootles species. 
In this dark environment they evidentially developed considerable 
power of intellect .. Lack of any manipulative limbs seems to have 
arrested further evolution, but these creatures have a rudimentruy 

language and can speak and understand a limited number of human 
words (300· to 50()..word vocabulary). 

If there ls a particular term by which this avian race calls itself, 
the name Is unknown to mankind. In fact, very litile indeed Is known 
about Hootles, Including If they can or ever do employ Heka. No 
known potential. What we can say is that these Intelligent owls are, 
like their primitive cousins, carnivores, that they are quite friendly 
towards humans, and they appreciate meeting and learning from 
men. 

Hooties can run quite swiftly on the ground .. climb, and fly very 

swift.ly and silently in conditions which allow them sufficient space 
to so do. Because these creatures hunt pests and are prone towards 
friendliness. many subterranean humans and humanoid communi­
ties have established cooperative associations with Hooties, the 
latter keeping down pest species and serving as sentinels. the former 
providing shelter and food to the Hooties as needed. 

Sensory abilities of this race are: Normal sense of touch (FN), 
normal hearing-which for owls is far keener than the best of human 
ears-but ability to hear far into the ultrasonic range (HN-U), eyesight 
Into the infrared and ultraviolet spectrums as well as capacity to see 
electromagnetic radiation (SE.-1-N-U), owl-nonnal sense of taste and 
smell (1Ti). and potentially some intuitive power as to the Immediate 
future XI. Regarding the latter, there have been Instances of Hooties 
warning of impending attack or similar danger, or where to go to find 
something. and so on. 

Hydra worm 
lllustratlon: Page 169 
ldenliften Animal, Coelenterata (Cnidaria), Hydrozoa Hydroid 
Habitat: Subterranean ~rth (Aquatic) 
Size: 3xhuman-slze 

(12+' L, 4' diameter) 
Number Appearing: l 
Modes & Rates of Movement: 

Swim: 20 yds/BT (when not rooted) 
lnitlatlve Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas & 5mEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and - /12/­
Attcactlveness: Nil 
Invulnerabllltles: Nil 
SUsceptlbllltles: Nil 
Average Armor ProtecUon: 3 
Quirks: Nil 

Attacks BAC Damage Type Base 
Bite 
(11-20 Stalks) 

Bite (Trunk) 

30 P 106+Polson• 

25 p 406+swallow 

· Poison: STR 10 (damage of 10/10/5 In l CT delays) 

Powers: Nil 

Statlstlcal Detail: 

Bonus 
8 

8 

Base Scheme (+/- 03) 
M (Cunning): 6 P: 160, WL: 120. CL: 144 
MM: 3 MR: 3 
MMcap: 1 
MMPow: 1 
MMSpd: 1 

MRcap: l 
MRPow: l 
MRSpd: l 

PM:80 PN:80 
PMcap: 42 PNCap: 42 
PMPow: 20 PNPow: 20 
PMSpd: 18. PNSpd: 18. 

• Divide by 3 for effective PMSpd and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun flee. 
Ultra 8 8 4 o· 0 4 8 
Super 6 6 3 o· 0 3 6 
Vital 4 4 · 2 o· 0 2 4 
Non 2 2 l o· 0 2 
Average 5 5 2 o· 0 2 5 

• Animal in water - invulnerable. 
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Conunentary a Description: 
This aquatic predator is shaped like a cylinder with tentacles on 

one end. The base of the hydraworm attaches to rocks or another 
surface on the bottom of a body of water. They feed on all manner 
of other living things they catch with their branched upper portion. 
The head of these thlng.s has from 11 to 20 separate stalks. Each ls 
a snake-like growth with sensory organs and mouth and ranges from 
6 ·to 12·1ength (depending on the size of the main body). The hydra. 
stalks search for and seize passing prey In their mouth. The victims 
are bitten and possibly paralyzed by poison secreted by stalk 
mouths. Once grabbed by the tentacles. the victim Is then pulled 
down to where the main trunk can engulf and swallow them. 

Typical specimens of hydraworms are about 12' tall and 4 ' in 
diameter. These creatures reproduce by budding. Any tentades lost 
are regenerated in a matter of days. 

The poison from a hydraworm is designed to Incapacitate. not 
kill . It has a S1'R rating of 10. and an Effect Rate of 3 Critical Tums. 
Mer the Effect Rate has expired. the victim will beoome paralyzed 
unless a successful roll is made versus the persona's PN CA'IBGORY 
(at DR "Moderate"). Bites from more than one mouth do not inflict 
further damage. but the additional poison effect will serve to 
increase the Difficulty Rating by one factor for every two bites beyond 
the first. 

Sensory abilities include heightened feeling (fH) and height­
ened taste (111) . 

Impaler 
Illustration: Page 173 
Identifier: Plant. Tracheophyta Angiospermae. Anthrophyta 
Habitat: Subterranean .terth 
Size: I xhuman-size 

(5-7' L) 

Number Appearing: ~ (106+2) 
l'todes a Rates of Movement: 

Walk: 60 yds/BT 
Initiative Modifiers: - 10 to Surprise roll 
outstanding K/S Areas/Sub-Areas a SJEU: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and-/ 18/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: I 
Quil'Xs: Nil 

Attacks BAC Damage Type 8ase Bonus 
Thorns (203 l 35 p 206 0 

Powers: Nil 

Statlstical Detail: 
Base Scheme(+/- 03) 
M (Cunning): 0 
MM: 0 MR: 0 
MMCap: 0 
MMPow: O 
MMSpd: 0 

Armor Scheme: 

MRCsp: O 
MRfow: O 
MRSpd: 0 

P: 60, WL: 45. CL: 54 
PM: :30 PN: :30 
PMCsp: 12 PNCsp: 12 
PMPow: 9 PNPow: 9 
PMSpd: 9 PNSpd: 9 

Area Pierce Cut Blunt f'lre Chem. Stun Blee. 
Ultra 4 0 0 8 0 
Super 3 0 0 6 0 
Vital 2 0 0 4 0 
Non l 0 0 2 0 
Average 2 0 0 5 0 

• Invulnerable 

Commentary a Description: 
This strange creature is a mobile species of plant life found 

underground. Impalers are bipedal, man-shaped. and have long. 
spike-like thorns oovering them. They attack prey by moving and 
graspiowpressing. Impaled victims are then digested by a sap 
secretion. and the nutrients absorbed by rootlets or base roots. The 
sap does l 06 Continuing Add Physical damage. with a Bum Duration 
of20 crs. 

In color. they are pale ochre to Ivory. Because water Is neces­
sary. impalers will never be more than about one mile from some 
underground pool or stream. They are often found along subterra­
nean passages or beside other bushes or tall plants. where they 
stand motionless. waiting for prey. When still. they appear to be thick 
thorn bu.shes, and gain a-10 adjustment to their Initial surprise roll. 

Sensory ability seems to be limited to air pressure change 
detection (fl'P) and heightened touch (fH). 

Kick et 
mustration: Page 176 
ldentifter: Animal .• Arthropoda. Insect.a Orthoptera (Gryllid) 
Habitat: SUbterranean /Erth 
Size: lxhuman-size 

(3'·~r L) 
Number Appearing: 3-9 (3D3) 
Modes a Rates of Movement: 

Crawl: 25 yds/BT 
Hopping: 150 yds/BT 

Initiative Modiftersi Human Standard 
Outstanding K./S Areas/Sub-Areas a smu: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/18/­
Atuactiveness: Nil 
Invulnerabilities: Nil 
Su.sceptlbnitJes: Nil 
Average Armor Protection: 5 
QuJl'Xs: Nil 
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Attacks BAC Damage Type Base Bonus 

Kick 25 B 203 8 

Powers: Nil 

Statlstlcal Detail: 
Base Scheme (+/- 03) 
M (CUnnlng): 5 P: 80, WL: 60, CL: 72 

MM: 3 MR: 2 PM:49 PN:31 

MMcap: 1 MRcap: 1 PMcap:20 PNcap: 13 

MMPow: 1 MRPow: 1 PMPow: 20 PNPow: 9 

MMSpd: 1 MRSpd: 0 PMSpd:9 PNSpd: 9 

Armor Scheme: 

Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 8 16 4 0 0 8 0 

Super 6 12 3 0 0 6 0 

Vital 4 8 2 0 0 4 0 

Non 2 4 1 0 0 2 0 

Average 5 10 2 0 0 5 0 

Commentary tlt Descriptlon: 
Kickets are large insects related to normal crickets that grow to 

a length of 3 ' to 8'. They have Ivory-colored. very hard shells and 
strong hind leg.s. They feed on plants, and the klcket's hind leg.s are 
used to break. knock down, or disable large or heavily defended 
plant life forms. Note that the staUsticaJ detail above assumes a 
mature klcket of some 6 • length. 

Killercat 
Dlustratlon: Page 168 
JdenUJter: Animal. Pisces, Teleost, Semlonotlform 
Habitat: Subterranean .!Brth (Aquatic) 
Size: lxhuman-slze 

(5-<>' L; 200-250#) 
Number Appearing: 1-10 (1010) 

Modes tlt Rates of Movement: 
Swim: 160 yds/BT 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/SUb·Areas tlt SI'EEP: Nil 
Joss Factors: 0 

Dodging/Avoidance: 5 and -/36/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protectlon: 5 
Quirks: Nil 

Attacks BAC Damage Type 
Bite 40 P 
Spines 35 P 

Base 
106+Polson• 

303 

• Polson: STR 20 (damage of 20/20/1 O in 1 AT delay) 

Bonus 
6 
6 

Powers: Nil 

Statlstlcal Detail: 
Base Scheme (+/- 03) 
M (Cunning): 5 
MM: 3 MR: 2 
MMcap: 1 
MMPow: 1 
MMSpd: 1 

Armor Scheme: 

MRcap: 1 
MRPow: 1 
MRSpd: 0 

P: 120, WL:90,CL: 108 

PM: 60 ri:'.f: 90 
PMcap: 24 PNcap: 24 
PMPow: 18 PNPow: 18 
PMSpd: 18 PNSpd: 18 

Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 8 8 8 o· 16 8 8 

Super 6 6 6 o· 12 6 6 

Vital 4 4 4 o· 8 4 4 
Non 2 2 2 o· 4 2 2 

Average 5 5 5 o· 10 5 5 

• Animal In water - Invulnerable. 

Commentary tlt Desaiptlon: 
Killercats are a giant form of catfish with large teeth in additior 

to their poisonous feelers. They both scavenge and hunt, and whilf 
they usually feed on the bottom, klllercats will occasionally rise tc 
attack prey moving above. Their poison has a S1R rating of 20 anc 
an Effect Rate of 1 AT. The spines In the fins of the catfish are alsc 
capable of terrible damage, but these are used primarily In defense 
and not when attacking. 

Lizard Lion6zard 
Dlustratlon: Page 173 
JdenUJter: Animal, Reptile, Lacertllian. Varanld 
Habitat: Subterranean /'Erth 
Size: 2xhuman-size 

(12-14' L) 
Number Appearing:. l or 2-4 (103+1) 
Modes tlt Rates of Movement: 

Crawl: 60 yds/BT 
Run/RUsh: 120 yds/BT and 24 yds/CT ( 1 CT only) 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/SUb·Areas tlt SI'EEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and-/18/­

AttracUveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 10 
Quirks: Nil 

Attacks BAC Damage Type 
Talons (x2) 20 c 
Bite 40 P 

Base 
303 
503 

Bonus 
8 
8 
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rowers: Nil 

Statistical Detail: 
Base Scheme (+/- 03) 
M (Cunning): 20 P: 120, WL: 90,CL: 108 
MM: 10 PM: 70 PN: 50 
MMCap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRCap:4 
MRPow: 3 
MRSpd: 3 

PMCap: 50 PNCap: 19 
PMPow: 20 PNPow: 15 
PMSpd: 20• PNSpd: 16 . 

• Divide by 2 for effective PMSpd of l 0 and PNSpd of 8. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun Elec. 
Ultra 12 16 20 4 16 20 12 
Super 9 12 15 3 12 15 9 
Vital 6 8 10 2 8 10 6 
Non 3 4 5 1 4 5 3 
Average 7 10 12 2 10 12 7 

Commentary 8t Desc:rfptiom 
These lizards have large heads and powerful jaws full of shark· 

like teeth. heavy bodies supported by muscular limbs. raror-llke, 
claws, and long laterally compressed tails. 

Uonllzards are skillful predators, whether hunting In small 
groups or alone. They hunt by ambushing prey. A group may stalk 
prey, or prey may may be killed by a lone lizard that kills with slashing 
foreclaws and flesh-tearing bites. The kill may be shared, but only the 
bigger Lionlizards get the choicest parts. 

Lobber /Lob.stennan ("( dick'"'click) Klqk") 
Illustration: Page 169 
ldentifter: Animal. Anthropoda. Crustacea. Reptantla 
Habitat: Subterranean .t"Erth (Sapient) 
Size: 1 xhuman-slze 

(7' T; 250-300#) 
Nwnbtt Appearing: 2-7 (106+1), 50-300 (5D6xl0) in communities 
Modes 8t Rates of Movement: 

Walk: 90 yds/BT 
Run: 180 yds/BT 
Swim: 270 yds/BT 

Initiative Modifiers: Human Standard 
Out.standing K/S Areas/SUb-Areas 8t SJEFP: 

Agriculture at 55 
Combat. Hand Weapons at 28-55 (3010+25) 
Endurance at 36-45 (1010+35) 

Subterranean Orientation at 65 
Survival at 60 

Joss Factors: 103 

Dodging/Avoidance: Nil and 16/20/11 or by individual 
Attractivenes..: Human standard -1. but no Extreme Attractive­
ness roll required. 

lnvulnerabWtles: Nil 
SUsc:eptibillties: Nil 
Average Armor Protection: 12 

Quims: Nil 

Attacks Ave.BAC Damage Type Bonus 
Pincers (x2) 

Fork 
50 
41 

c 
p 

106 
306 

·Tue number in parentheses Is the damage bonus with the 
damage bonus due to h igh BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/-03, · l M penalty, +l P bonus. ·2 S penally) 
M: 50. fl.: 40 P: 64, WL: 48, Cu 57 S: 42, EL: 33 

0 (2). 

0 (I)" 

MM: 25 MR: 25 PM: 33 PN: 31 SM: 22 Sf: 20 
MMcap: 9 MRcap: 9 PMCap: 12 PNCap: 11 SMCap: 9 SR::.ap: 9 
MMPow: 8 MRPow: 8 PMPow: 11 PNJ>ow: 1 O SMl'ow: 7 Sffow: 6 
MMSpd: 8 MRSpd: 8 flll')pd: 10 PNSpd: 10 SM.Spd: 6 Sl'Spd: 5 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun Elec. 
Ultra 24 24 16 4 4 12 12 
Super 18 18 12 3 3 9 9 
Vital 12 12 8 2 2 6 6 
Non 6 6 4 l l 3 3 
Average 15 15 10 2 2 10 10 

Commentary 8t Desaiption: 
Although these creatures refer to their race as ·cclick<lickl 

Klqk, ·humans call them ·Lobbers.· These Intelligent creatures dwell 
In small communities by large bodies of subterranean water, existing 
on a diet of vegetable and animal material. 

Lobbers are semi-aquatic, but can and do spend some time 
outside the water for various reasons. For locomotlon on land, they 
stand upright on six of their eight palrs of legs for locomotion. Front 
leg.s and the long but largish clawed legs are used as arms for 
manipulation. carrying. etc. The Lobbers are basically not 111-0ls­
posed to other sapient creatures not bent on harming them. They 
would be far friendlier towards humans. but past experiences have 
made them wary and hostile, for unscrupulous and wicked humans 
have a distinct propensity to attack and kill Lobbers for eating! These 
creatures have been wiped out from the Shallowshadow region. but 
they have large, well-defended communities In the Midg/ooms and 
upper portions of the Deepdarl<. 

Some few Individuals have been known to possess Heka 
channeling ability. Thus, In a normal community of these creatures 
there will be some shaman-like member and posslbly an apprentice. 

Sensory abilities are: FX, HN, SN-U. TD, XD. 
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Mica man 
Illustration: Page 17'3 
Identifier : Mineral. classification undetermined 
Habitat: Subterranean JErth (Sapient) 
Size: Various 

(2.5'-8.5' T; 500-5000#) 
Number Appearing: 3-18 (3D6) 
Modes & Rates of Movement: 

7 yds/BT (smooth ground) 
3 yds/BT (rough ground) 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas & SffiEP: 

Dweomercrrefi.. Elemental at 58-85 (3Dl0+55l 
Magick at 58-85 (3Dl0+55) 
Gemology at 57-75 (2Dl0+55) 
Geology/ Mineralogy at 61 -70 (1Dl0+60) 
Multiversal Planes & Spheres at 41 -50 ( l D 10+40) 
Phreree flora & Fauna at 51-60 (l D 10+50) 
Subterranean JErth at 61-70 (lD10+60) 
Subterranean Orientation at 70 

Jo.ss Factors: I D6 
Dodging/Avoidance: Nil and 24/20/23 or by individual 
Attractiveness: 6 on the human-norm scale 
Invulnerabilities: 

Fire 
Electricity 

Susceptibilities: 
Exposure: 

Cold (X2) 

Average Armor Protection: 37 
Quirks: Nil 

Attacks BAC Damage Type Base 
Nil 

Powers: 
/Erth Alteration 

Area of Effect: l 00 cubic feet 
Delivered by: Thought 
Range: l 00 yards 
Time: 5 CTs 
Duration: Permanent 
Frequency: I/day 

Bonus 

Description: Through use of this power. the individual is 
able to melt and shape rock. stone. mud or dirt. 

/Erth Walking 
Area of Effect: Self 
Delivered by: Thought 
Range: N/A 
Time: 5 CTs 
Duration: 5 ATs 
Frequency: At will 
Description: This power functions like the 

Dweomercrreft Pass Through Stone Spell. 

Create Qate 
Area ofEffect: 5-IO square yards 
Delivered by: Word and gesture 
Range: IO yards 
Time: 5 BTs 
Duration: 20-60 ATs 
Frequency: I/week 
Description: This power is otherwise the same as the 

General Dweomercrrefi. Create Portal Ritual. 
Blectrical Field Qeneration 

Area of Effect: I 00 cubic feet 
Delivered by: Thought 
Range: I 00 yards 
Time: I CT 
Duration: 5 ATs 
Frequency: At will 
Description: This power is similar in all other respects 

to the Elemental Dweomercrreft Electrify Cantrip. 
except the area of effect Is a fixed location rather 
than an Item. 

Fire ProducUon 
Area of Effect: I OO cubic feet 
Delivered by: Thought 
Range: I 00 yards 
Time: I CT 
Duration: 5 ATs 
Frequency: At will 
Descript.ion: The effects of this power are similar to the 

Elemental Dweomercrreft F'irebarrier cantrip, though 
the area of effect may be in any shape the creator 
desires. 

Rust /''errous Metal 
Area of Effect: 100 cubic feet 
Delivered by: Thought 
Range: 100 yards 
Time: 5 CTs 
Duration: Permanent 
Frequency: I/day 
Description: This power works In a manner similar to 

the Witchcrreft Rustmetal Spell. However, its effects 
may apply to more than one object in an area, if the 
creator so desires. 
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StatlsUcal Detall: 
Ba9e &heme(+/-D3. +2 M bonus. +6PM bonus, -4 PN penalty. +2 S 
bonus) 

M: 80. &.: 64 P: 64. WL: 48. CL: 57 
MM: 40 MR: 40 PM: 42 PN: 22 
MMCap: 15 MRCap: 15 PMCap: 15 PNCap: 8 
MMPow: 13 MRPow: 13 PMPow: 14 PNPow: 7 
MMSpd: 12 MRSpd: 12 PM.Spd: 13 PNSpd: 7 

Armor Scheme: 
Area Pierce Cut Blunt Fire 
Ultra 60 60 60 

Super 45 45 45 
Vital 30 30 30 
Non 15 15 15 

Average 37 37 37 

• Invulnerable 

Commentary a Description: 

S: 72. &.: 57 
SM:38 SP: 34 
SMCap: 14 Sf'Cap: 12 

SMPow: 12 SPPow: 11 
SM.Spd: 12 Sf'Spd: 11 

Chem. Stun Blee. 
40 60 

30 45 
20 30 
10 15 

25 37 

Micamen have no vocalization. How they communicate with 
each other is a mystery (mental relay or information of some sort is 
suspected by sages). and they totally Ignore humans and others. 
save if they are molested. Heka use of some fair extent seems to be 
practiced by these creatures, and they have powers of known and 
unfamiliar sort too. 

A typical specimen of a Mlcaman looks rather as If It were a con~ 
shaped rock with crystals growing from Its upper portion. Locomo­
tion seems to be some form of minute levitation. followed by a slow 
gliding movement with a rate of about on~half mile per hour. These 
sapiens evidentially have spent extensive energy In smoothing the 
sides and floors of a few of the underground passageways of the 
Hidglooms and extensively In areas of the Deepdark In order to 
enable their travel thus. for in rough and Irregular areas they can 
move at slower rate only. Micamen are disinterested in most other 
forms of llfe. but they will allow dearance of their wastes by any other 
species. Typical discard products of Micamen nourishing them­
selves by ingesting rocks are castoff materials which contain chemi­
cals, mineral crystals, and metals desired by humans. Rarely seen in 
the upper regions of subterranean /Erth, Micamen seem to dwell 
mostly in the far reaches of the Deepdark. This fact Is quite 
unpalatable to human-humanoid traders seeking to acquire castoff 
wealth furnished by these strange. mineral beings. 

Sensory abilities are: rv. HX, sx. TX. XA·H. 

Moldie ("Whoon") 
ruustratlon: Page 173 

Identifters Animal/Plant (?). dasslfication undetermined 
Habitat: Subterranean /Erth (sapient) 
Size: lxhuman-slze 

(6'T; 300#) 
Number Appearing: 4-9 (106+3) or 30-180 (3D6xl0) In colony 
Modes a Rates of Movement: 

Walk: 45 yds/BT 
Run: 180 yd.s/BT 

lniUatlve Modifters: Human Standard 
Outstanding K/S Areas/SUb-Areas a smr.F: 

Agriculture at 75 
Botany at 65 
Dweomercrreft, Green at 27-45 (2Dl0 +25) 
Herbalism at 42-60 (2Dl0 +40) 
Maglck at 27-45 (2Dl0 +25) 
Subterranean Orientation at 60 

Joss factors: O 
Dodging/Avoidance: Nil and 18/23/22 or by individual 
Atuactlvenes.s: -5 in human-norm terms. but no extreme 
Attractiveness check required (they are just dlsgustJng In appear­
ance). 
InwlnerablliUes: Nil 

Susc:eptlbllltles: Nil 
Average Armor l"rotecUon: 5 
Quirk.91 Nil 

Attacks BAC Damage Type Base Bonus 
Nil 

Powers; 

Accelerate Natural Process 
Area of effect: 1 living subject 

Delivered by: Word and gesture 
Range: Touch 
Time: 1 CT 

Duration: 1-10 (lDlOJ days 
frequency: I/week 
Descrlptlon: A subject under the effects of this power 

will age and/or grow at 10 times the normal rate. 
Thus. wounds heal. plants grow. and creatures age. 

Shape Change to Other Vegetable Fonn 
Area of effect: Self 
Delivered by: Thought 

Range: N/A 
Time: 1 CT 
Duration: 5 ATs 

frequency: At will 
Descrlptlon: This power ls comparable to the Priest· 

crreft, Moonlight F1oraform Charm. 
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Vegetation Alteration 
Area of Effect: 1 Uving plant/patch 
Delivered by: Thought 
Range: Touch 
Time: 1 CT 
Duration: Permanent 
Frequency: 3/week 
Description: The effects of this power duplicate those of 

the Spellsong f'lorachange Pastoral Spell. 

Statistical Detail: 
Base Scheme (+/-03, -2 M penalty,+ 4 PM bonus, -2 PN penalty, +l S 
bonus) 
M: 56, EL: 44 P: 7 L WL: 53, CL: 63 
MM: 28 MR: 28 PM: 46 PN: 25 
MMCap: 10 MRCap: 10 PMCap: 16 PNCap: 9 
MMl'ow: 9 MRl'ow: 9 PMl'ow: 15 PNPow: 8 
MMSpd: 9 MRSpd: 9 PMSpd: 15 PNSpd: 8 

Armor Scheme: 

S:70,EL:56 
SM: 35 SP: 35 
SMCap: 13 SPCap: 13 
SMPow: 11 SPPow: 11 
SMSpd: 11 Sl'Spd: 11 

Area Pierce Cut Blunt Fire Chem. Stun ~lee. 

Ultra 8 8 0 0 0 
Super 6 6 0 0 0 
Vital 4 4 0 0 0 
Non 2 2 0 0 0 
Average 5 5 0 0 0 

• Invulnerable 

Commentary 8t Description: 
Using their eerie, muffied earthy vocalization, these vegold folk 

speak of themselves as the ·Whoon. ·They exist by consuming dead 
vegetable and animal matter, lngestlng It slowly while atop it, 
possibly using rootlets or rhizomes to help accomplish this. 

Moldles are quadrupedal but vaguely humanoid in appearance. 
Their thermosynthetic cells resemble fuzzy mold, and thus the term 
·Moldles, • for they are covered In such ugly stuff. (There Is a sub­
species of this life form adapted to ultraviolet light synthesis 
(ultralucidisynthesis), and when they are receiving high emissions 
of such radiation, they phosphoresce a pallid grayiJreen. These 
specimens are called ·Moldy Ghosts.•) Most of these creatures live 
near sources of warm, moist heat. Some also cultivate gardens and 
compost for food source to supplement their nouristunent. Moldies 
are equally at home in any of Subterranean /Erth's three regions, but 
they are most frequently encountered In the mid portions, I.e., lower 
Sha/lowshadow, Midglooms, and upper Deepdark. 

They are neither friendly nor hosUle. They are not averse to 
trade, but their particular mental processes and customs are so far 
different from human that offense Is easlly given to them. This can 
be dangerous, for about one in 50 or so Is a partial practitioner of 
Heka use. 

Sensory abilities: fX. HN. S&l-U, TX. XI 

Moving Mound 
IUustration: Page 169 
ldentlfter: Plant, Chlorophyta, Slphonea, fritschelllid 
Habltati Subterranean .t'erth 
Size: 2xhurnan-slze 

(4~7' T; 250-500#) 
Number Appearing: 3-8 (106+2) 
Modes 8t Rates of Jllovementi 

Crawl: 5 yds/BT 
RUsh: 10 yds/BT (1 BT only) 

Initiative Jllodifters: Human Standard 
Outstanding K/S .Areas/Sub-Areas 8t Sl'EEP: NU 
Joss Factors: O 
Dodging/Avoidance: NII and-/14/­
Attractivenes.s: Nil 
Invulnerabilities: Nil 
SUsceptiblllties: Nil 
Average Armor Protection: 13 
Quirks: Nil 

Attacks BAC Damage Type 
Branches (2 or 4) 25 P /Constriction 

Powers: Nil 

StaUsticaJ Detalh 
Base Scheme (+/- 03) 

106/206 

M (Cunning): O P: 80, WL: 60, CL: 72 
MM: 0 MR: 0 PM: 50 PN: 30 

Bonus 
1 

MMcap: 0 
MMPow: O 
MMSpd: 0 

MRC3p: 0 
MRPow: 0 
MRSpd: 0 

PMC3p: 21 PNcap: 12 
PMPow: 13 PNPow: 6 
PMSpd: 16• PNSpd: 12· 

• Divide by 2 to find effective PMSpd of 8 and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun !!lee. 
Ultra 16 16 24 0 32 0 
Super 12 12 18 0 24 0 
Vital 8 8 12 0 16 0 
Non 4 4 6 0 8 0 
Average 10 10 15 0 20 0 

• Invulnerable 

Commentary 8t Description: 
Moving mounds are omnivorous, predatory plants which re­

semble a heap of wet seaweed and slime, as typically found near 
water, although these creatures are taller than one might expect a 
natural pile of such stuff to ~· They are mobile and utilize a pair of 
thick, trunk·like limbs to move about, and attack vegetable or animal 
prey through grasping and suffocation (body slime clogging respira­
tory orifices), as well Piercing damage Inflicted by sharp-tipped root· 
like branch endings on their upper portlons. Each moving mound 
has two or four pairs of such arm·llke tentacles. 
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Muckdevil 
lllustration: Page 169 
Identifier: Animal, Platyhelminthes. Turbellarla. Ticladld 

Habitat: Subterranean ...erth (Aquatic) 

Size: 6xhuman-slze 
(20'·30' L; 800-1000#) 

Number Appearing: 1 
Modes lt Rates of Movement: 

Crawl: 8 yd.s/BT 

Swim: 40 yds/BT 
Initiative Modifiers: -10 to Surprise roll 
Outstanding K/S Areas/SUJ>.Areas lt SIEU: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil and -{7 /­

Attractivenes.s: Nil 
Invulnerabilities: NII 
Susceptibilities: Nil 
Average Armor Protection: 6 
Quirk.s: Nil 

Attacks 8AC Damage Type Base Bonus 

Nailgrass 
Wustration: Page 177 
Idmtlfter: Plant, Tracheophyta Anglospermae. Monocotyledonae 

Habitat: SUbterranean ~ 
Size: Minlscule (patch Oigantlc) 

c2·4·; 2000-3000 square foot patch) 

Number Appearing: Patch 
Modes lt Rates of Movement: NII 
Initiative Modiften: Nil 

outstanding K/S Areas/SUJ>.Areas a Sl'UI': Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil 
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 12 

QulrU: Nil 

Attacks BAC Damage Type 

Leaves/Blades Special p 206' 
Bonus 

0 

Mandibles 45 C/P 406 21 (22) • • Always Non-Vital In humans as long as feet are concerned. 

'The number in parentheses ls the damage bonus with the 

damage bonus due to high BAC added. 

Fowers: Nil 

Statistical Detail: 

Base Scheme (+/- 05) 
M (Cunning): 7 

MM: 5 
MMCap: 3 
MMPow: 1 
MMSpd: 1 

MR: 2 
MRCap: 1 
MRPow: 1 
MRSpd: 0 

P: 210, WL: 165. CL: 198 
PM: 110 PN: 100 
PMCap: 53 PNCap: 52 
PMPow: 33 PNPow:30 
PMSpd: 24' PNSpd: 18 ' 

• Divide by 6 for effec:tlve PMSpd of 4 and PNSpd of 3. 

Armor Scheme: 
Area Pierce Cut Blunt l"lre Chem. Stun ~lee. 

Ultra 8 8 12 16 16 12 0 

Super 6 6 9 12 12 9 0 

Vital 4 4 6 8 8 6 0 

Non 2 2 3 4 4 3 0 

Average 5 5 7 10 10 7 0 

Commentary a Description: 
These monstrous predatoiy flatworms inhabit the muddy bot· 

toms of subterranean bodies of water. Concealed in the oo:ze of the 

bottom. muckdevils strlke outwards or upwards at any unwaiy 

passerby. using their large mandlbles to sel:ze and devour the 

luckl~ prey thus captured. Their form of camouflage provides 

them with a -10 adjustment to their lnitJal roll for surprise. They 

range in size from 20' to 30' In ten~ and can actually take prey as 

large as half their own length. 

Fowers: NII 

Statistical Detail: 
Base Scheme ( + /- 2010) per 100 square feet of a patch. 

M (Cunning): 0 P: 200. WL: 150. CL: 180 

MM: 0 MR: 0 PM: 100 PN: 100 

MMCap: 0 MRCap: 0 PMCap: 100 PNCap: 100 

MMPow: 0 MRPow: 0 PMPow: O PNPow: O 

MMSpd: 0 MRSpd: 0 PMSpd: 0 PNSpd: 0 

Armor Scheme: 
Area Pierce Cut Blunt Plre Chem. Stun E/ec. 

Ultra 20 16 16 0 

Super 15 12 12 0 

Vital 10 8 8 0 

Non 5 4 4 0 

Average 12 10 10 0 

• Invulnerable 
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Commentary & Description: 
~ form of plant is very similar to normal grass, growing in 

beds and consisting of individual blades. Instead of being soft and 
flexible, however, nailgrass blades are iron-hard and needle sharp at 
the ends. Any creature moving across a patch of nailgrass without 
armor in the contact region will be punctured and shed sap or blood 
from the wounds so inflicted. The nailgrass uses such nutrients and 
moisture for sustenance. 

Note that the Physical statistics given above are for the patch, 
not each blade. A single blade may broken or pried up without too 
much effort, but the thousands of blades which make up a patch 
cannot be so dealt with in any reasonable time. 

Damage is inflicted per step onto the patch of nailgrass. A 
creature moving at normal speed will take from 2 to 6 such steps 
before reaction enables cessation and retreat. Stupid or unfeeling 
life forms might not even notice the damage at all ... until too late. 
Dazed subjects, or those who stumble and fall, are virtually doomed. 

Octoplant 
Illustration: See below 
Identifier: Plant, Tracheophyta, classification undtermined 
Habitat: Subterranean JErth (Aquatic) 
Size: 6xhuman-size 

(12' L; 6' diameter) 
Number Appearing: l 
Modes & Rates of Movement: 

Crawl: 39 yds/BT 
Swim: 45 yds/BT 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas & STEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and-/14/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 
Constrict (xl05) 

40 
20 

C/P 
B/I ' 

306+3 
2D6 

16 
16 

• A constricting attack will inflict normal damage on the initial 
strike, then continue to do damage to the victim automati­
cally each CT after that until the victim dies, the attacker 
takes over his CL in Physical damage, or the attacker decides 
to release the defender. Subsequent damage will always be 
Impact and not absorbed by any type of non-enchanted 
armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 05) 
M (Cunning): 20 
MM: 10 MR: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MRcap: 4 
MRPow: 3 
MRSpd: 3 

P: 260, WL: 195, CL: 234 
PM: 140 PN: 120 
PMcap: 58 PNcap: 66 
PMPow: 28 PNPow: 24 
PMSpd: 54' PNSpd: 30' 

• Divide by 6 for effective PMSpd of 9 and PNSpd of 5. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 4 4 4 0 0 0 
Super 3 3 3 0 0 0 
Vital 2 2 2 0 0 0 
Non 1 1 1 0 0 0 
Average 2 2 2 0 0 0 

• Invulnerable 

Commentary & Description: 
This form of plant life seems to have evolved to mimic the 

marine octopus. It looks very much like a large octopus, uses its 
tentacles to seize prey. and moves as does that creature. Octoplants 
lurk near the shore of subterranean bodies of water and seize 
whatever prey they can, whether in the water or at its verge. They 
grow to a body size of about 12·1ong and 6 ·in diameter. with 6 to 1 O 
tentacles of varying length between 25' and 30 ·. Octoplants even 
have a beaked mouth similar to that of an octopus. 

These near~nimal creatures have sensory abilities which in· 
elude ff, fV. and SU. or a very limited sort more or less like the ability 
to sense the difference between light and darkness. 

~' (\ 
(., .. . /A~ 
j 
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Offalgut 
Illustration: Page 173 
ldentiften Animal, Protozoa. Amoebldae, Metamoebld 

Habitat: SUbterranean iErth 
Size: 3xhuman-size 
Number Appearing: 24 (103+1) 

Modes a Rates of Movement: 
Crawl: 52 yds/BT 

Initiative Modifta-s: Human Standard 

Outstanding K/S Areas/Sub-Areas a SIEUi Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil and-/15/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Su.scepUblllties: Nil 
Average Armor Protection: 4 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Mandibles (x4) 
Tentacles (xlO) 

20 
30 

p 

B/I· 
3D3 9 

2D3+Poison• • 9 

• A constrictlng (tentacle) attack wlll Inflict normal damage on the 

Initial strike, then continue to do damage to the victlm 
automatically each CT after that unUI the victlm dies, the 

attacker takes over his CL In Physical damage. or the attacker 

decides to release the defender. Subsequent damage will 
always be Impact and not absorbed by any type of armor 

other than Full Plate armor. 

• • Poison: STR 40. effectlve in 2D3 CTs time, paralytic. no P 

damage. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- D3) 
M (Cunning): 5 

MM: 3 
MMCap: 1 
MMPow: 1 
MMSpd: 1 

MR: 2 
MRcap: 1 
MRPow: 1 
MRSpd:O 

P: 140. WL: 105, CL: 126 
PM: 70 PN: 70 
PMcap: 25 PNCap: 28 
PMPow: 21 PNPow: 21 
PMSpd: 24 • PNSpd: 21 • 

• Divide by 3 for effectlve PMSpd of 8 and PNSpd of 7. 

Armor Scheme: 
Area Pierce Cut Blunt /'ire Chem. Stun .Blee. 
Ultra 4 8 16 16 16 0 16 

Super 3 6 12 12 12 0 12 

Vital 2 4 8 8 8 0 8 
Non 1 2 4 4 4 0 4 
Average 2 5 10 10 10 0 10 

Commentary a Description: 
These scavenging amoeboid creatW'es evolved from the waste 

dumpsofSubterraneaniErth, consumlnganythlngallveordead that 

they find. They resemble short, fat. semi-gelatinous worms with 

spindly legs and a pair of hooked mandibles fringed by a mass of 

writhing tentacles. Their mandibles are capable of causing deadly 

wounds. and the touch of their writhing tentacles delivers a poison 

that paralyzes any creature for 1·5 ATs. 
Sensory abllltles are: Hf'. HX. SH. T<>H, xx. 

Ohoh 
Illustration: Page 168 
ldentiftut Plant, Tracheophyta Anglospermae. Dlcotyledonae 

Habitat: SUbterranean iErth 

Size: 0.5xhuman-slze 
(3' T; 4'·5' diameter) 

Numl>a" Appearing: 10-30 (406+6) 

Modes a Rates of Movement: 
Crawl: 30 yds/BT 
Swim: 60 yds/BT 

Initiative Modlften: Human Standard 

outstanding K/S Areas/Sub-Areas a sreu: Nil 

Joss Factors: O 

Dodging/Avoidance; Nil and -/20/­

AttractiveneM: Nil 
lnvulnerabilltJesi Nil 
SWlceptiblUtiesz Nil 
Average Armor Protection: I 
Quirks: Nil 

Atta cu BAC Damage Type Bonus 
Digestive Juices 30 

Powers: Nil 

Stat1stkal Detail: 
Base Scheme (+/- D2) 
M (Cunning): 5 

MM: 3 MR: 2 

MMCap: 1 
MMPOW: 1 
MMSpd: 1 

MRcap: 1 
MRPow: 1 
MRSpd: 0 

Chem 103 

P: 30, WL: 22, CL: 27 
PM: 19 PN: 11 
PMcap: 7 PNCap: 4 
PMPow: 6 PNPow: 3 
PMSpd: 6 • PNSpd: 4 • 

• Multiply by 2 for effectlve PMSpd of 12 and PNSpd of 8. 

Armor Scheme: 

0 
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Area Pierce Cut Blunt Fire OJe.m. Stun flee. 
Ultra 4 4 0 0 0 0 
Super 3 3 0 0 0 0 

Vital 2 2 0 0 0 0 

Non 1 0 0 0 0 

Average 2 2 0 0 0 0 

• Invulnerable 

Commentary 8t DescripUon: 
These short plants look like water lilies. with large white-petaled 

flowers. Besides gaining some nourishment from ultralucldlsyn­
thesls, ohohs are mobile scavengers. coming on land to feed on 

dead plant or animal material. They have keen senses, and if 

disturbed emit a sound like ·ohl Ohl. as they flee back towards 

safety In the water. 1llls Is qulte loud, and may attract the attention 

of any others In the general area. If roughly contacted. Ohohs secrete 

their d igestive juices causing the damage Indicated above. 

Pixie Dog 
Illustration: Page 177 
ldentlfter: Animal, Mammalia, C3mlvora, Canld 

Habitat: Subterranean l'Erth (Near Sapient) 

Slze1 O.Sxhuman-size 
(1.5' T; 50# or 2.5' T; 100#) 

Number Appearing: l or 'S-7 (105+2) 
Modes 8t Kates of Movement: 

Walk: llO yds/BT 

Trot: 220 yds/BT 

Run: 440 yds/BT 
lnlUaUve Modifiers: Human Standard 

Outstanding K/S Areas/Sub-Areas 8t STEU1 

Speech at 25 (see below) 

Criminal Activities. Physical at 70 
HuntlnWfracking at 65 
Subterranean Orientation at SO 

Joss Factors: 2 
Dodging/Avoidance: 17 and 15/ 48/ 13 
AttracUveness: 12 on the human-norm standard 

lnvuJnerablliUes: Nil 
Susceptlbllities: Nil 

Average Armor Protection: 2 
Quirks: Nil 

At tacks BAC Damage Type 

Bite 60 p 

• Bite and bonus due to strong jaw muscles 

Base 
203· 

Bonus 
4· 

Powers1 
Telepathic Communication 

Area of Effect: 1 Subject 

Delivered by: Thought 

Range: M TIWT in feet 
Time: Instantaneous 

Duratlon: While concentratlng 
frequency: A1 will 

Description: Through this power, Pixie Dogs are able to 
send Information as though they were utilizing the 

Dweomercrreft. General Thought Hes.sage Charm. 

Note. however. that these messages are limited to 

visual Images. 

Statistical Detail: 
Base Scheme (+/- 03) 
M: 48, &.: 38 
MM: ~ MR: 25 

MMcap: 8 MRcap: 9 

MMP~ 8 MRPow: 8 
MMSpd:7 MRSpd:8 

P: 74, WL: 55, CL: 6 S: 42, &.: 33 
PM: 36 PN: 38 SM: 12 Sf: 30 
PMCap: 18 PNcap: 18 SMCap: 6 SPCap: 14 
l'MPow: 6 PNP~ 8 SMPow: 3 Sl'l'ow: 6 

PM.Spd: 12.PNSpd: 12• SM.Spd: 3 Sl'Spd: 10 

• Multiply by 2 for effective PMSpd and PNSpd of 24. 

Armor Scheme: 

Area Pierce Cut Blunt fire OJe.m. Stun flee. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non l 1 1 0 0 0 
Average 2 2 2 0 0 2 0 

Commentary 8t DescrlpUon: 

Pixie dogs have a language of sorts, and they seem to be able 

to communicate telepathically as well. Although these near._c;aplent 

creatures are able to employ language, they do not seem to have a 

name for their species. Pixie dogs are probably an evolution of the 

fox. They are basically carnivores and have a neutral disposition. 

However, It Is not unusual to find domesticated (cooperative) pixie 

dogs In subterranean communities of human-humanoid species. 

Domesticated specimens can manage some human speech and will 

send mental images to their human associates. 

These creatures are encountered alone or as a mated pair with 

1-5 young. They typically dwell in small caves and burrows. They are 

qulck and agile, and are often able to elude predators. When facing 

an enemy with no available means of escape. a pixie dog may throw 

Itself to the ground and feign death. 

There are two varieties of these animals. The larger is less 

Intelligent and has less dexterity In Its forepaws. while the smaller 

sort have dexterity greater than that of a raccoon (and thus tend to 
be more intelligent). The statistics shown above are for an amalgam 

of the two sorts. Lower M and S TIWT by 100/o for the larger variety, 

lower P TRAIT by 200/o for the smaller. 

Sensory abilities: FH. HH-U. Sl-N..lJ. nt xx. 
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Illustration: Page 167 
Identifier: Animal, Protozoa. Amoebldae, Megamoebid 
Habitat: SUbterranean IErth 
Size: :3xhuman-slze 

(1 o· diameter) 
Number Appearing: 1·:3 (10:3) 
Modes a Rates of Movement: 

Creepfl'low: 5 yds/BT 
Initiative Modifius: Human Standard 
Outstanding K/S Areas/SU.b-Areas a STEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and -/15/­
Attractlveness: Nil 
Invulnerabilities: Nil 
SWJceptibillties: Nil 
Average Annor Protection: 0 
Quirks: Nil 

Attacks BAC Damage Type 
Secretion Chem; Contln. 

Powers: Nil 

Statistical Detail: 

Base 
206 

Bonus 
0 

Base Scheme(+/- 0:3) 
M (Cunning): 0 P: 1:30, WL: 97, CL: 117 
MM: 0 
MMcap: 0 
MMPow: 0 
MMSpd: 0 

MR:O 
MRcap: 0 
MRPow: 0 
MRSpd: 0 

PM: 70 PN: 60 
rncap: 26 PNcap: 21 
PMPow: 20 PNPow: 18 
PMSpd: 24* PNSpd: 21 * 

• Divide by :3 for effective PMSpd of 8 and PNSpd of 7. 

Annor Scheme: 
Area Pierce Cut Blunt l'ire Chem. Stun .Blee. 
Ultra 0 0 0 20 24 16 
Super 0 0 0 15 18 12 
Vital 0 0 0 10 12 8 
Non 0 0 0 5 6 4 
Average 0 0 0 12 15 10 

• Invulnerable 

Commentary a Description: 
This carnivorous form of slime derives its name not from its 

movement speed, but from the rapid destruction caused by the 
highly alkaline secretion it uses to destroy and ingest its food. This 
secretion causes Continuing damage of 2--12 PD points, with a Bum 
Duratlon of 5 BTs. Note that the Bum Duratlon will come into play 
once the victims disengage themselves from the qulcksllme, but 
they are usually unable to get very far before the effects overcome 
them (if the material pows onto a victim from above, it Is highly 
probable they will be blinded and unable to see where they are 
going). 

Qulckslime Is slow-moving. but can creep from place to place. 
It Is typically found In pools on the floor or ledges and other llkely 
places where It can pour out or down to cover victims. Relying mainly 
on vegetable prey, It does very well In Its habitat. 

Sensory abilities: rv and l'T (temperature-in 10' radius), HX. 
SX. TX. XX. 

Rat Subterranean 
Illustration: Page 167 
Identifier: Animal. Mammalia. Rodentla, Murld 
Habitat: SUbterranean IErth 
Size: 0.25xhuman-slze 

(2'-4' L; 5-10#) 
Number Appearing: 5-:30 (506) up to 4-0-24-0 (4D6xl0) 
Modes a Rates of Movement: 

Walk: 4-0 ydsjBT 
Scamper: 80 yds/BT 
Run: 160 yds/BT 
Climb: 4-0 yds/BT 
Swim: 4-0 yds/BT 

Initiative Modifia"Si Human Standard 
outstanding K/S Areas/SUl>-Areas a STEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: 9 and -/4-0/­
Attractlveness: Nil 
Invulnerabilities: Nil 
SUsceptiblllties: Nil 
Average Annor Protection: 0 
Quirks: Nil 

Attacks BAC Damage Type 
Bite exceptional p 

Powers: Nil 

Base Bonus 
20:3+Dlsease 0 
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Statistical Detail: 

Base Scheme (+/- 02) 
M (Cunning): 20 
MM: 10 
MMCap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRCap: 4 
MRPow: 3 
MRSpd: 3 

P: 26, WL: 19. CL,: 23 
PM: 13 PN: 13 
PMCap:S 
PMPow: 3 
PMSpd: 5• 

PNCap: 5 
PNPow: 3 
PNSpd: 5• 

• Multiply by 4 for effective PMSpd and PNSpd of 20. 

Armor Scheme: 

Area Pierce Cut Blunt Fire Chem. Stun flee. 

Ultra 0 0 0 0 0 4 0 

Super 0 0 0 0 0 3 0 

Vital 0 0 0 0 0 2 0 

Non 0 0 0 0 0 I 0 

Average 0 0 0 0 0 2 0 

Conunentary lt Description: 

Having migrated into the underground, the common terrestrial 

rat has done well. Subterranean rats range In size from normal for 

sewer rats to several types which are as large as small dog.s. They are 

commonly encountered in areas where refuse from above is dumped 

down into the subterranean spaces. 

except for the difference in size. number appearing, and 

damage capacity. subterranean rats should be treated the same as 

their exterior cousins in terms of attacks and the possibility for 

conveying disease. 

Sensory abilities: rn. HH. SI. 1l1, xx. 

Ratoid 
Illustration: See above 

Identifier: Animal. Mammalia. Rodentia 

Habitat: Subterranean .IErth 
Size: 0.5 / l xhuman-slze 

(4' L; 2' T; 31·55#) 
(5' L; 3' T; 120-180#) 

Number Appearing: 
10-30 (406+6) 
10-20 (206+8) 

Modes lt Rates of Movement: 

Walk: 80 yds/BT 

Scamper: 160 yds/BT 

Run/Charge: 320 yds/BT (I BT only) 

Initiative Modifters: Human Standard 

Outstanding K/S Areas/Sub-Areas lt 5mEP: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil and - /26/­
Altractlveness: NII 

Invulnerabilities: Nil 

Susceptibilities: Nil 

Average Armor Protec:tlon: 3 
Quir1<s: Nil 

A t tacks 
Claws (x2) 

Bite 

BAC 

:so 
40 

Damag e Type 
c 
p 

Base 
102 
103· 

Bonus 
0 
0 

• Add 103+ 1 to Base for Ratoids of l xhuman-size. 

Powers: Nil 

Statistical Detail: 

Base Scheme (+/- 03) 
M (Cunning): 20 
MM: 10 

MMCap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRCap: 4 
MRPow: 3 
MRSpd: 3 

P: 40, WL: 30, CL: :56 
PM: 19 
PMCap: 7 
PMPow: 6 
PMSpd: 5 • 

PN:21 
PNCap:7 
PNPow: 7 
PNSpd:7 • 

• Multiply by 2 for effective PMSpd of 12 and PNSpd of 14. 

Armor Scheme: 

Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 4 4 8 0 0 8 0 

Super 3 3 6 0 0 6 0 

Vital 2 2 4 0 0 4 0 

Non 2 0 0 2 0 

Average 2 2 5 0 0 5 0 

Conunentary lt Description: 

Similar to rats. these are larger and more dangerous than the 

regular species or subterranean version. There are two varieties of 

ratoids: the more common beaver.sized scavenger-predator and the 

small pig.sized predator. which has twice the P stats shown. Both 

forms hunt ln packs and are very aggressive. preferring live prey to 

garbage. 
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Rattie ("Chucksquee") 
mu.stration: See below 
ldenUfter: Animal, Mammalia, ROdentla, Murid 
Habitat: Subterranean /Brth (Sapient) 
Size: lxhuman-slze 

(5' T; 1001) 
Number Appearing: 4-12 (4D3) or 15~00 (15D4xl0) 
Modes a Rates ol lllovement: 

Walk: 100 yds/BT 
Scamper: 200 yd.s/BT 
Run: 300 yd.s/BT 
Swim: 100 yd.s/BT 

Initiative Modiften: Human Standard 
Outstanding K/S Areas/SUb-Areas a smFP: 

Appraisal at 3:>60 (3Dl0 +30) 
Criminal Activities, Mental at 42-60 (2Dl0+40) 
Criminal Activities, Physical at 43-70 (3Dl0+40) 
Combat, Hand Weapons at 41-50 (1010+40) 
escape at 46-55 (1010+45) 
Influence at 41-50 (1Dl0+40) 
Subterranean /Brth at 41-50 (1010+40) 
Subterranean Orientation at 65 
Toxicology at 31-40 (1010+30) 

Joss Factors: 103 
Dodging/Avoidance: Nil and 24/20/14 or by Individual 
Attractiveness: -4 on human-nonn scale, but no extreme Attrao 
tiveness roll necessary 
lnwlnerabWties: Nil 
5u.9ceptiblllties: Nil 
Average Armor Protection: 3 
Quirks: Nil or by individual 

Attacks SAC Damage Type Base Bonus 
c D3 0 Claws (x2) 

Bite 
40 
50 p 2D3 0 (2). 

(by weapon) 

•111e number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: 
Converse with Animals 

Area of effect: All animals of one type 
Delivered by: Word and gesture 
Range: 20' radius 
Time: 1 CT 
Duration: While concentrating 
frequency: 3/day 
Desa1ptlon: Tu.ls power Is similar In nature to the 
Dweomercrreft, Green casting /'auna Te/empathy 

Csntrlp. 

0 

/!motion Reading 
Area of Effect: 1 subject 
Delivered by: Touch 
Range: Touch 
Time: Instantaneous 
Duration: 1 BT 
frequency: I/day 
Desa1ptlon: The effects of this power are comparable 

to the Divination casting /!mpat./7J' Csnt:rip. 
Pellow Swnmonlng 

Area of Effect: 5-15 (5D3) subjects 
Delivered by: Thought 
Range: 1/z-mlle radius 
Time: 103 BTs 
Duration: Instantaneous 
frequency: At wlll 
Description: Tu.ls power enables the being to call others 

of his kind to his presence. 
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StaUstical Detail: 
BaseSdleme(+/-D:S.+2Mbonus,-l l'Mpenalty,+2PNbonus,-2Spenalty) 
M: 74, fL: 59 P:: 62, WL: 46, CL: 55 S: 44, fL: 55 
m~ ~~ m~ m~ ~n ~n 

MM(ap: l :S MRcap: l :S PMCap: 9 PNcap: l :S SMCap: 8 SPCap: 8 
MMPow: 12 MRPow: 12 PMPow: 8 PNPow: 12 SMPow: 7 Sl'Pow: 7 

MMSpd: 12 MRSpd: 12 Pr'1Spd: 8 PNSpd: 12 SM.Spd: 7 Sl'Spd: 7 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun ~lee. 

tntra 4 4 8 0 0 8 0 

Super :s :3 6 0 0 6 0 

Vital 2 2 4 0 0 4 0 

Non 1 1 2 0 0 2 0 

Average 2 2 5 0 0 5 0 

Commentary & Description: 
This race of intelligent rodents call themselves #Chucksquee, • 

but humans always refer to them as Rallies. These creatures are 
omnivore-carnivores and scavengers, too. This certainly helps to 
assure their survival In the underground world. Humans view them 
as quite malign, because Rattles very much ertjoy devouring hu­
mans, and they acquire captives for just that purpooe. 

Rodentla and humanity seem to have been at war always, and 
the Rattles of Subterranean /Erth are no different In that regard­
from their own perspective and from that of humans, too. These 
bipedal creatures have a culture similar to humanity's own In the 
underground, and they compete with humans In particular. Rattles 
can use Heka nearly as well as humans, although Full Practitioners 
are not as common amongst their kind. When it comes to trading, the 
Rattles use renegade humans to front for them when relations with 
other humans are required. The Rattles manage to have some 
enclaves everywhere, from Shallowshadowto the depths of Deepdark. 

Sensory: fH, HH, Sl-N-U, 1l1, XO. 

Rock Gator 
Dlustration: Page 169 
IdenUften Animal, Reptilia, Crocodylla, Crocodylld 
Habitat: Subterranean /Erth (Aquatic) 
Size: :3xhuman-slze 

(12' L, 6()()..750#) 

Number Appearing: 4-24 (406) 
Modes & Rates of Movement: 

Crawl: 60 yds/BT 
Charge: 240 yds/BT (1 BT only) 

Swim: 180 yds/BT 
Initiative Modiflus: Human Standard 
Outstanding K/S Areas/SUb-Areas & SIEEP: Nii 
Joss Factors: O 
Dodging/Avoidance: Nil and -/17 /­

Attractiveness: Nii 
Invulnerabilities: Nil 
Susceptlbilltles: Nil 
Average Armor Protection: 11 
Quirks: Nii 

Attacks BAC Damage Type Base 
Bite 40 P :soo· 

Bonus 
15 

• Any successful strike indicates the crocodile has dosed its jaws 
on the subject, the vlctlm is then held fast and each CT 
thereafter he suffers an automatic :30:3 PD until the crocodile 
Is slaln or the subject Is dead. 

Powers: Nil 

StaUsUcal Detaih 
Base Scheme(+/- 0:3) 
M (Cunning): 20 
MM: 10 
MMcap: 4 
MMPow: :3 
MMSpd: :3 

MR: 10 
MRcap: 4 
MRPow: :3 
MRSpd: :S 

P: 160, WL: 120, CL: 144 
PM:90 PN: 70 

PMcap::3:3 PNcap:28 
PMPow: 27 PNPow: 21 
PMSpd: :30* PNSpd: 21 * 

• Divide by :3 for effectlve PMSpd of 10 and PNSpd of 7. 
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Armor Scheme: 

Area Pierce Cut Blunt fire Chem. Stun ~lee. 

Ultra 12 12 24 8 8 24 8 

Super 9 9 18 6 6 18 6 

Vital 6 6 12 4 4 12 4 

Non 3 3 6 2 2 6 2 

Average 7 7 15 5 5 15 5 

Commentary a DesaiptJon: 
These crocodlllans are wide-bodied and quick on land, but slow 

swimmers because of their shortened tall. Size Is usually 12 'Jong and 
4 ·wide, with the tall being only about 4 ' In length. These reptiles have 

a hide that closely resembles the wet subterranean rock of their 
habitat, so they are not easily detected. When hunting, they lurk near 

shore awaiting prey. 

Sensory abilities Include vision into the infrared and ultraviolet 

light spectrums (SI and SU). 

Rock Scorpion 
Illustration: See right 
Identifier: Animal, Arthropoda. Arachnida. Scorpionid 

Habitat: Subterranean ~ 

Size: 0.25xhuman-slze 
(l '-2' L) 

Number Appearing: 1-3 (103) or 20-40 ((103+l)xl0) 

Modes a Kates of Movement: 
Crawl: 140 yds/BT 

lnltJative Modlftas: Human Standard 

Outstanding K/S Areas/SUb-Areas a S'TEEP: Nil 

Joss Factors: 0 
Dodging/Avoidance: 9 and -/40/­
AttractJveness: Nil 

lnvulnerablUtJes: Nil 

SusceptiblUties: Nil 

Average Annor ProtectJona 5 
Quirks: Nil 

Attacks BAC Damage Type Base 
Pincers (x2) 

Sting 
25 
35 

c 102 

P I point+Poison' 

• Poison: STR 60 (damage of 60/60/30 in 4 BT delays) 

Powers: Nil 

Bonus 

0 
0 

StatJstJcal Detail: 
Base Scheme (+/- 02) 
M (Cunning): 5 
MM: 3 MR: 2 

MMCap: 1 
MMPow: 1 
MMSpd: 1 

MRCap: 1 
MRPow: 1 
MRSpd:O 

P: 30, WL: 21. CL: 27 

PM: 15 PN: 15 

PMCap: 5 PNCap: 5 
PMPow:S PNPow:S 
PMSpd: 5' PNSpd: 5 • 

• Multiply by 4 for effective PMSpd and PNSpd of 20. 

Annor Scheme: 

Area Pierce Cut Blunt fire Chem. Stun ~Jee. 

Ultra 8 8 8 0 0 8 0 

Super 6 6 6 0 0 6 0 

Vital 4 4 4 0 0 4 0 

Non 2 2 2 0 0 2 0 

Average 5 5 5 0 0 5 0 

Commentary a Description: 
A scorpion's body has two parts. The short and thick forward 

part Is the "cephalothorax· (head and chest joined together). The 
hind part Is the long abdomen. The last six segments of the abdomen 

form a slender tall. The "sting"' is in a curved organ at the end of the 

tall. Two gland.5 at Its base give out poison that flows from two pores. 

All scorpions have six pairs of jointed appendages. The first pair 
are tiny pincers; the second pair, also a mouth part, have large claws, 

and are used to seize and aush prey. The last four pairs are l~. 

Rock scorpions have 6 eyes, and breathing pores on the abdomen. 

They produce live young. If encountered ln their ne.st (25% chance), 

there will be 20-40 scorpions, the majority being young. 

This type of scorpion Is larger than most of their kind, growing 

to over a foot In length. Their stone-coloration provides these 
subterranean creatures with great camouflage. They are very venom­

ous, capable of delivering a STR 60 poison with their sting. 

Sensory abilities: fV, HX. SI. 1T'f. XX. 
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I Eagle 
2 Woolly Mammoth 

Elephant 
caribou (Reindeer) 
Long-Tailed 

Polar Bear 
Polar Bear 
Brown (Grizzly) Bear 
Vargaardian Bison 
/Eropan Bison 
Dogs (Small) 
Giant Nylle catfish 
Dolphin 
Eel 
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l Condor 
2 Afrikkan Elephant 
5 Wild Ass 
4 Antelopes 
5 Afrikkan Buffalo 
6 Betuhuru 
7 Warhound 
8 Cougar 
9 Warhound 
10 Giant, Flightless 

Bird (Ostrich) 
11 Giant, Flightless 

Bird (Rhea) 
12 Giant, Flightless 

Bird (Rhea) 
15 Giant, Flightless 

Bird (cassowary) 
14 Giant, Flightless 

Bird (Emu) 
15 Baboon (Male) 
16 BabOOn (Female) 
17 Plantifrons Elephant 
18 Azir ian Buffalo 
19 Long.Tailed Bear 
20 Wild Dog (Dhole) 
21 Wild Dog 

(Cape Hunting Dog) 
22 Wild Dog (Jackal ) 
2.3 Cheetah 
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... 

T iger 
Azirian Elephant 
Black Bear 
Azirian Elephant 
Ape (Gorilla) 
Ape (Orang-Utan) 
Ape (Chimpanzee) 
Deer 
Atlantlan Pygmy 

Elephant (Pygmyphant) 
SambarDeer 

Guar Buffalo 
Giant Crocodile 
Crocodilian 
Electric Eel 
Arapaima (Giant) 
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1 Sasquatch 
2 Shagg_y Wolf 
3 Muskox 
4 Yak 
5 Ice Horse 
6 Giant Penguin 
7 Southern Sea Uon 
8 Gint Seal 
9 Seal 
10 Sea Lion 
11 Antarctic Walrus 
12 Walrus 
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/ l Slapstick 

I 2 Smotherslug 
.3 Silent Whistler 
4 Arrowsnake 
5 Subterranean Rat 
6 Caveasp 
7 Quickslime 
8 Shrewolf 
9 Shockshrub 
lO Slime Creeper 
l l Slugbellie/Devole 
12 Snakevine 
l.3 Snapper 
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l Corpseberry 
2 Gibbat 
3 Flashby 
4 Devilman 
5 Floater 
6 Fountain Fungus 
7 Ohoh 
8 Garpike 
9 Cavecroc 
10 Killercat 
11 Spined Salamander 
12 Cave Snail 
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I 

l Moving Mound 
2 Chokejet 
3 Deathfisher 
4 Rock Gator 
5 Hagnymph 
6 Drownweed 
7 Cuttlefiend 
8 Hydrawonn 
9 Camp 
10 Lobber/Lobstennan 
11 Subterranean Fish 
12 Muckdevil 
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1 Tapirephant 
2 Toradillo 
3 Chisel-Toothed 

Panther 
4 Hairy Hippoceros 
5 Giant Salamander 
6 Snapping Turtle 
7 Hellbender 

Salamander 
8 Megadile 
9 Hippophant 
10 Hippopotamus 

--, -
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1 Herd Animals 
2 Giraffe 
3 Rhinoceros 
4 Pike-Toothed Lion 
5 Jaguar 
6 Lion 
7 Gazelles 
8 Gnu (Wildebeest) 
9 Tiger 
10 Pandacoon 
11 Striped Wolf 
12 Gorilla 
13 Pygmy 
14 Pike-Toothed Tiger 
15 Tapir 
16 Leopard 
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1 Raptor 
2 Sewer Rat 
3 Panther 
4 Colositor Lizard 
5 Monitor Lizard 
6 Oxchuck 
7 Kangaroo 
8 Hart 
9 Stag (Giant Deer) 
10 Wild Horse 
11 Wolf 
12 Moose 
13 Peccaricorn 
14 Giant Forest Swine 
15 Wolverine (Glutton) 
16 Pandapir 
17 Boar 
18 Onaxeresian (Amazon) 
19 Leech Lizard 
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1 Impaler 
2 Llonlizard 
3 Hootle 
4 Offalgut 
5 Moldle 
6 Hissard 
7 Harpoonhedge 
8 Heathhedge 
9 Micaman 
10 Orltleaf 
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I Orea 
2 Turtle 
3 Whale 
4 Armored Fish 
5 Shark 
6 Giant Squid 
7 Dangerous Fish 
8 SeaSnake 
9 Octopus 
10 Eel 
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1 Wally 
2 Whipslime 

- -- 3 Starweed 
4 Stones pear 

-~ 5 Spitslug 

~-
6 Toppi er 

-~ 7 Sweetend 
8 Warth ill 
9 Glowgrave 
10 Trog 
11 Stickycloak 
12 Un life 
13 Stinkplant 
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1 Blindworms 
2 Webber 
3 Chainworm 
4 Scavenger Worm 
5 Boreworm 
6 Crawbad 
7 Drekker 
8 Kicket 
9 Trapbeetle 
10 Cutleaf 
11 Armadillug 
12 Vampbug 

----
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1 Archerbush 
2 Burr bear 
3 Blackledge 
4 All mouth 
5 Badger Devil 
6 Cave Ape 
7 Centaurant 
8 Pixie Dog 
9 Bide Forever 
10 Nail grass 
11 Albie 
12 Burrow burr 
1:5 Bumstem 
14 Barber 
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1 Mamba 
2 Constrictor 
3 Bushmaster 
4 Spitting Cobra 
5 Krait 
6 Asp 
7 Water Moccasin 
8 Fer-de-Lance 
9 Oaboon Viper 
10 Anaconda 
11 Coral Snake 
12 King Cobra 
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Sabre--Toothed 
Tiger 

2 cave Bear 
5 DogBear 
4 Giant camel 
5 DemonUon 
6 Y-Horned 

Rhinoceros 
7 Giant Bison 
8 Giant Boar 
9 Weasel Bear 
IO Devil Wolf 
11 Tiger Bear 
12 Dirk-Toothed 

Cougar 
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1 Juggler 
2 Horntooth 
:3 Homed Hunter 
4 Finback Dragon 
5 Gorgonophant 
6 Juggernaught 
7 Yowler 
8 Tuskfang 
9 Giant Centipede 
10 Leech Uzard 
11 Gray Streaker 
12 Swarm Snake 

I 
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l Elephant Bird 
2 Dullhead 
3 Homed-Mouth 

Elephant 
4 Titanalo 
5 Serpentsanke 
6 Rhinocom 
7 camelephant 
8 Pike-Toothed Tiger 
9 Tapirat 
10 Giant Kangaroo 
11 Megasloth Sloth 
12 Ape Bear 
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l True Sea Serpent 
2 Baryonyx 
3 Sea Mugger 
4 Sword-Mouthed Fish 
5 Serpent Fish 
6 Sea Dragon 
7 Whale Croc 
8 Eel Whale 
9 Ichthyosaurus 
10 Serpent Whale 
11 Pike Squid 

0 

0 0 c-
o --

0 
c 
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Tree-Topper Lizard 
Masterall Rhinoceros 
Giant Four-Horned 

Rhinoceros 
Nightrunner 
Axe-Beaked Ostritch 
Cutlass-Toothed Lion 
Four-Horned Moose 
Six-Horned Rhinoceros 
Woolly Rhinoceros 
Lope-Hound 
Quadralope 
cave Lion 
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1 Death Archer 
2 Hippocom 
3 Burrowing Toad 

11 4 Crocodragon 0 
5 Gallopogator 0 
6 Giant Beaver 

~ 7 King Croc 
0 8 Serpent Turtle < 0 9 Giant Turtle 0 0 

10 Spiked Croc 
11 Legged Whale 
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Four-Tusker Elephant 
Mammoth Elephant 
Pike-Tusker Elephant 
Emperor 

(Imperial Mammoth) 
Elephant 

Down-Tusker Elephant 
Streaked Giraffe 
Pithicanthropoid 

Human 
Hound bear 
Giant Hyena 
Giraffamel 
Neanderthal Human 
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1 Tyrannosaurus 
2 Saltasaurus 
3 Pachycephalosaurus 
4 Spinosaurus 
5 Parasaurolophus 
6 Triceratops 
7 Styracosaurus 
8 Torosaurus 
9 Stegoceras 
10 Psittacosaurus 
11 Silvisaurus 
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l Brachiosaurus 
2 Camarasaurus 
3 Iguanodon 
4 Diplodocus 
5 Baraposaurus 
6 Allosaurus 
7 Kentrosaurus 
8 Ceratosaurus 
9 Megatosaurus 
10 Deinonychus 
11 Hylreosaurus 
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l Nemegtosaurus 
2 Ouranosaurus 
3 Alamosaurus 
4 Albertosaurus 
5 Camotaurus 
6 Dromc:eosaurus 
7 Omithomimus 
8 Anatosaurus 
9 Centrosaurus 
l O Chasmosaurus 
l l Dravidosaurus 

. -.;.J.).J;/.,, , ,, . 
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1 Quetzalcoatlus 
2 Pteranodon 
3 Rhamphorhynchus 
4 Plateosaurus 
5 Pterodactyl 
6 Mauler 
7 Dilophosaurus 
8 Scelidosaurus 
9 Theriopodid 
IO Coelophysis 
11 Gila Monstrous 
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l Bactro-Dromedary 
2 Bactrian Camel 
3 Dromedary Camel 
4 Dromedary Camel 
5 Pony (True) 
6 Jade 
7 Ass/Donkey 
8 Racer 
9 Cart Horse 
10 Dray 
l l Mule 
12 Zebromega/Xaquagl 
13 Garron 
14 Genet 
15 Destrier 
16 Charger 
17 Pony 
18 Courser 
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Salamander, Spined 
Illustration: Page 168 
ldenUfter. Animal, Amphibia. Caudate, Salamandrine 

Habitat: Subterranean Jt:rth (Aquatic) 

Size: 3xhuman-slze 
(7'-10' L) 

Number Appearing: l or lo-60 (1006) 

Modes a Kates of Movement: 

Crawl: 30 yds/BT 
Swim: 300 yds/BT 

Initiative Modifiers: Human Standard 

Outstanding K/S Areas/Sub-Areas a Sl'EEP: Nil 

Joss Factorsz O 

Dodging/Avoidance: Nii and -/14/­

Attractiveness: NII 
lnwlnerablllties: Nii 
Susceptibilities: Nil 
Average Armor Protection: 3 

Quirks: Nil 

Attacks BAC Damage Type Base 

Bite 
Spines 

30 
10 

P 206+Poison· 
P 3D3+Poison • 

• Poison: STR 40 (damage of 40/40/20 In 5 BT delays) 

Powers: Nil 

Bonus 
5 
5 

Statistical Detail: 

~Scheme (+/- 03) 
M (Cunning): 0 ~ 120, WL:90,CL: 108 

MM:O 

MMCap: 0 
MMPow: 0 
MMSpd: 0 

MR: 0 
MRCap: 0 
MRPow: O 
MRSpd: 0 

PM:60 

PMCap: 22 
PMPow: 17 
PMSpd: 21" 

• Divide by 3 for effective PMSpd and PNSpd of 7. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. 

Ultra 4 4 8 0 

Super 3 3 6 0 
Vital 2 2 4 0 
Non 1 1 2 0 

Average 2 2 5 0 

• Animal In water • Invulnerable 

PN:60 

PNCap:22 
PNPow: 17 
PNSpd: 21 • 

Stun £Jee. 
8 0 
6 0 
4 0 
2 0 
5 0 

T 

Commentary a Descriptiom 
Spined salamanders dwell at the bottom of underground rivers. 

They range from 7 ·to 10 'In length and have short, poisonous spines 

running down their backs and wide, bone-ridged jaws. In addition, 

their moist. scaleless skin provides complete resistance to fire 

damage and exudes a deadly poison that enables the splned 

salamanders to kill their prey by touch. The toxin on their skin and 

spines has a STR rating of 40, and affects any creature who so much 

as touches the amphibian. 
Sensory abilities: rr. HH. sx. TN, xx. 

Scavenger Worm 
lllustratiom Page 176 
ldenUfter: Animal, Annelid, Polychaeta, ertantia 

Habitat: Subterranean Jt:rth 

Size: 2-24xhuman-size 
(10'-80' L; 2'·16' diameter) 

Number Appearing: 5-30 (506) 

Modes a Kates of Movement: 

Crawl: 40 yds/BT 
Burrow: 2 yds/BT 

Initiative Modlfters: Human Standard 

outstanding K/S Areas/Sub-Areas a Sl'EEP: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil and-/15/­

Attractiveness: NII 
lnvulnerablllties: NII 

Susceptiblllties: Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 

Bite 25 

Powers: Nii 
StaUstlcal Detail (Smallest form): 

~Scheme (+/-03) 
M (Cunning): 7 
MM: 5 MR: 2 
MMCap: 3 
MMPow: 1 
MMSpd: 1 

MRCap: 1 
MRPow: 1 
MRSpd: 0 

c 106 2 

P: 120, WL: 90, CL: 108 
PM: 70 PN: 50 
PMCap: 29 PNCap: 21 
PMPow: 14 PNPow: 11 
PMSpd: 27" PNSpd: 18" 

• Divide by 3 for effective PMSpd of 9 and PNSpd of 6. 
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Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 4 4 4 0 0 8 0 
Super 3 3 3 0 0 6 0 
Vital 2 2 2 0 0 4 0 
Non 1 1 1 0 0 2 0 
Average 2 2 2 0 0 5 0 

Commentary & Descriptlon: 
The scavenger worm Is a true worm that Inhabits refuse dumps 

and other areas where there are large quantities of garbage. It has 
developed mas.slve shearing and grinding teeth for feeding on all 
manner of such waste products. Including wood. bone. etc. 

Typical specimens range from 10' ln length and 2 ' In diameter 
all the way up to 80' In length and 16' In diameter. Because such a 
wide variation In si:ze Is possible. the statistics above are presented 
to show specimens which are the smallest. Add the following to 
obtain larger'\Sl:ze wonn statistics: 

Length & effective effective 
Diameter PD Bonus f' TRAIT Total f'MSpd f'NSpd 

20' &4' 5 140 8 6 
:30' & 6' 9 190 7 5 
40' &8' 14 230 6 4 
50' & 10 ' 20 280 5 3 
60 &' 13' 27 340 4 2 
70'& 16' 35 400 3 1 

Shockshrub 
Dlustrationi Page 167 
ldentlfter: f'lant. Tracheophyta. Anglospermae. e1ectrophyta 
Habitat: Subterranean ~ 
Size: l xhuman-sl:ze 

(2'-6' T; 3'-8' diameter) 
Number Appearing: 3-9 (303) 
Modes & Rates of Movement: NII 
Initiative Modiftena Human Standard 
outstanding K/S Areas/ SUb-Areas & SIUP: NII 
J oss F'actors: O 
Dodging/Avoidance: Nil 
Attractlveness: NII 
lnvulnerabilitles: NU 
Susceptibilities: Nil 
Average Armor ProtectJon: 5 
Quirks: Nil 

Attacks BA.C 
Leaves Touch 

Powers: Nil 

Stathtlcal Detail: 
Base Scheme (+/- 03) 
M (Cunning): 0 
MM: 0 MR: 0 

MMcap: 0 
MMf'ow: O 
MMSpd: 0 

Armor Scheme: 
Area Pierce 
Ultra 
Super 
Vital 
Non 
Average 

• Invulnerable 

MRcap: 0 
MRf'ow: O 
MRSpd: 0 

Cut Blunt 
8 8 
6 6 
4 4 
2 2 
5 5 

Commentary & Descriptlon: 

Damage Type Base Bonus 
f:ledrlcal See below 0 

f': 40. WL: :30, CL: 36 
PM: 19 l'N: 2 1 
PMcap: 8 l'NCsp: 8 
f'Mf'ow:3 l'Nf'ow: 5 
f'MSpd: 8 l'NSpd: 8 

/"Ire Chem. Stun Blee. 
0 0 
0 0 
0 0 
0 0 
0 0 

This species of plant Is brownish-black and has thick dusters of 
spiky leaves that point toward the ground. The shockshrub grows in 
Isolated areas. and generates a natural charge of high-voltage 
eledrldty. This charge Is released whenever contact Is made with a 
specimen. Victims slain thus become fertlll:zer to sustain the plant, 
which otherwise ekes out survival through ultralucldlsynthesls. 

The shock from small specimens Is sufficient to stun a person; 
large ones are capable of killing a dozen people. To determine the 
amount of damage generated by a shock.shrub multiply 1006 times 
the plant's height In feet. Thus. a l ' tall plant Is capable of delivering 
10-60 points of Stunning Physical damage. and a 5 · tall specimen 
could cause 50-300 points of Stunning damage. with a Strike 
LocatJon multiplier for contact used to determine actual damage 
sustained by an Individual. f'ersonas striking these plants with metal 
weapons are j ust as vulnerable to the eledrlcal attack as If they had 
touched the plants themselves. of course. Nothing needs be said 
regarding conducting metallic armor. Note that If a person Is 
grounded when touchlnga shock.shrub the damage becomes regular 
rather than Stunning. I.e .. instead of a mere 10% of points accruing 
to the f' 'IBA1T loss, all damage Is counted. 
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Shrewwolf 
Illustration: Page 167 
ldentJJten Animal, Mammalia lnsec:tlvora, Upotyphla 
Habltau Subterranean /Erth 
Sizes O.Sxhuman-slze 

(3'-4' L; 3545#) 
Number Appearing: 5-10 (106+4) 
Jllodes a Rates of Jllovementi 

Walk{frot: 45 yds[& and 90 yds/BT 
Run/Charge: 180 yds/BT and 270 yds/BT (1 BT only) 
Burrow: 1 yd/BT 

Initiative Jllodifters: Human Standard 
Out.standing K/S Areas/Sub·Areas ft SIEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and -/26/­
Altractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type Bonus 
0 Claws (x2) 

Bite 
30 
50 

c 
P 

1 point 
103 0 (2). 

•Tue number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Fowers: Nil 

Statistical Detail: 
Base Scheme (+/- 03) 
M (Cunning): 20 
MM: 10 MR: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MRcap: 4 
MRPow: 3 
MRSpd: 3 

P: 40, WL: 30, CL: 36 
PM: 18 PN: 22 
PMcap:6 
PMPow: 6 
PMSpd:6• 

PNcap:8 
PNPow: 7 
PNSpd:7• 

• Multiply by 2 for effective PMSpd of 12 and PNSpd of 14. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun £1ec. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 1 1 0 0 1 0 
Average 2 2 2 0 0 2 0 

Commentary a Descriptions 
These carnivorous, rat-like animals are subterranean shrews 

that are the size of ooyotes. They have adapted to hunting in family 
packs, and are ferocious predators. Once on the track of prey, the 
pack will oontinue for hours If their intended victim still leaves a 
strong scent. 

Sensory abilities: l'tl. rv. HH, SX. m. XX. 

Silent Whistler 
Illustration: Page 167 
ldentJJten Plant, Tracheophyta Anglospermae, Olootyledonae 
Habltau Subterranean IErth 
Size: 0 .5xhuman-slze 

(2' T; 3'·5' diameter) 
Number Appearing: 4-12 (403) 
Jllodes a Rates of Jllovemenu NU 
lnltlative Jllodifta"S: Human standard 
Out.standing K/S Areas/Sub-Areas a SI'UP: Nil 
Joss Factors: O 
Dodging/Avoidance: NU 
Attractiveness: Nil 
lnwlnerabllitles: Nil 
Susceptibilities: Nil 
Average Armor Protection: 2 
Qubks: Nil 

Attacks BAC Damage Type Base Bonm 
NII 

l'owers: Nil 

Statistical Detail: 
Base Scheme (+/- 03) 
M (CuMlng): 0 
MM:O 
MMcap: 0 
MMPow: O 
MMSpd: 0 

MR: 0 
MRcap:O 
MRPow:O 
MRSpd:O 

P: 30, WL: 22, CL: 27 
PM: 13 PN: 17 
PMcap: 5 PNcap: 6 
PMPow: 3 PNPow: 5 
PMSpd: 5• PNSpd: 5• 

• Multiply by 2 for effective PMSpd of 10 and PNSpd of 12. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 4 4 0 0 0 
Super 3 3 0 0 0 
Vital 2 2 0 0 0 
Non 1 0 0 0 
Average 2 2 0 0 0 

• Invulnerable 

Commentary a DescripUon: 
The silent whlsUer Is a varlety of plant that drives off many forms 

of predators by emitting ultrasonic sound when approached within 
a range of about 30 ·(base range Is 25 ', and D 1 o Is rolled to find actual 
range of emission of from 26 ~35 ). For creatures able to hear this 
range of the audible spectrum, these plants also work well as 'silent' 
alarms. The silent whistler frequently grows In conjunctlon with 
whistler plants (q.v.). 
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Slapstick 
Illustration: Page 167 
ldentlfter: Plant. Tracheophyta Anglospermae. Olcotyledonae 

Habitat: Subterranean IErth 

Size: 3xhuman-slze 
(10'-12' T; 3' diameter) 

Number Appearing: 4-12 (403) 
Modes a Rates of Movement: Nil 

Initiative Jllodifters: Human Standard 
outstanding K/S Areas/Sub-Areas a Sl'EEP: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil 

Atuactlveness: NII 
lnvulnerabWtles: Nil 
SUsceptlbilitles: Nil 
Average .Armor Protection: 3 
Quirk.9: Nil 

Slime Creeper 
mustratlon: Page 167 
ldentlften Plant. Tracheophyta Anglospermae. Ambulophyta 

Habitats subterranean IErth 

Size: 0.25xhuman-slze 
Number Appearing: 2-20 (2010) 

Modes a Rates ol Movements 

Crawl: 26 yds/BT 
Initiative Jl'lodJflers: Human Standard 
outstanding K/S Areas/Sub-Areas a sreu: Nil 

Joss Factors: 0 
Dodging/Avoidance: 1 and -/32/­
Atuactlveness: Nil 
lnwlnerabilitles: Nil 

SUsceptiblllties: NII 
Average Armor Protection: 2 
Quirk.s: Nil 

Attack.s BAC Damage Type Base Bonus _A_tta_cu _____ B_A_c __ D_ ama_ g=-e_ Type"""'----Base ____ Bo_ n_us_ 

P 206 6 filaments (20) 10 Chem 206 0 Branches (x203) 20 

Powers: Nil 

StatlstJcal Detail: 
Base Scheme (+/- 05) 
M (Cunning): O 
MM: 0 MR: 0 
MMC3p: 0 
MMPow: O 
MMSpd: 0 

MRcap: 0 
MRPow: O 
MRSpd: 0 

~210. WL: 157.CL: 189 
PM: 110 PN: 100 
PMcap: 50 PNcap: 4-0 
PMPow: 18 PNPow:24 
PMSpd: 42• PNSpd: 36• 

• Divide by 3 for effective PMSpd of 14 and PNSpd of 12. 

Armor Scheme: 
Area Pierce Cut Blunt f'lre Chem. Stun £Jee. 

Ultra 4 8 0 0 0 

Super 3 6 0 0 0 

Vital 2 4 0 0 0 

Non 1 2 0 0 0 
Average 2 5 0 0 0 

• Invulnerable 

Commentary a Daicriptlon: 

This Is a very dangerous form of plant. with low-gowing, 
dangerously spiked branches radJatJng outward from the central 

trunk. Above, at 3 ·to 5 • height are thick. succulent fruits and fresh 

foliage. Any creature near the trunk of a slapstick will be attacked as 
these plants release their lower limbs. The projections spring up and 
in to pierce and trap the victim for digestion. The fruit is, however. 

both spectacular In taste and high In complete nutritional value. 

Powers: Nil 

Statistlcal Detail: 
Base Scheme (+/-03) 
M (Cunning): O 
MM: 0 MR: 0 
MMcap: 0 
MMPow: O 
MMSpd: 0 

MRcap: 0 
MRPow: O 
MRSpd:O 

P: 26, WL: 19. CL: 23 
PM: 10 PN: 16 
PMC3p:4 PNC3p:6 
PMPow:3 PNPow:5 
PMSpd: 3• PNSpd: 5• 

• Multiply by 4 for effective PMSpd of 12 and PNSpd of 20. 

.Armor Scheme: 
Area Pierce Cut Blunt f'lre Chem. Stun £Jee. 

Ultra 4 4 0 0 0 

Super 3 3 0 0 0 

Vital 2 2 0 0 0 

Non 1 1 0 0 0 

Average . 2 2 0 0 0 

• Invulnerable 
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Commentary & Description: 
Slime creepers are a mobile form of predatory plant life. The 

species Imitates normal plants and then strikes at prey as It comes 

within range (approximately 6' radius). Microscopic filaments (which 
negate normal armor) from the attacking tendrils of the slime 

penetrate the victim's body. begin digesting it, and grow with such 
rapidity that they literally change the subject to a slime creeper In 

seconds-a few minutes in the case of resistant or large victims such 

as humanoids. 
Sensory abilities: fV and FE(?), HX, SX, TX, XX. The principal 

sense of this plant seems to be the ability to feel vibrations in the 

ground made by nearby movement. although there is speculation it 

might also be able to detect magnetic fields. 

Sfimeworm 
Illustration: See right 
Identifier: Animal, Aschelminthes, Metanematomorpha. Meta­

nectonematoid 
Habitat: Subterranean .tErth (Aquatic) 

Size: :3xhuman-size 
(12'·14' L) 

Number Appearing: 2-4 (10:3+ 1) 

Modes & Rates of Movement: 
Crawl: 90 yds/BT 
Swim: 120 yds/BT 

Initiative Modiftecs: Human Standard 
Outstanding K/S Areas/Sub-Areas & SffiEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and-/16/­
Attractlveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Entwine/Secretion 25 Chem. Add Special· 12" 

' Poison STR :30 (:30/:30/15 1 BT delay) and Acid, 206 PD per CT 
( 1 AT duration once contact broken). 

• • Basic constricting damage. A constricting attack will inflict 
normal. Blunt damage on the Initial strike, then continue to 
do damage to the victim automatically each CT after that 
until the victim dies, the attacker takes over his CL in 
Physical damage, or the attacker decides to release the 
defender. Subsequent damage will always be Impact and not 

absorbed by any type of armor other than f'ull Plate armor. 

Powers: Nil 

Base Scheme (+/- 03) 
M (Cunning): 5 
MM: 3 
MMcap: 1 
MMPow: 1 
MMSpd: 1 

MR:2 
MRcap: l 
MRPow: 1 
MRSpd: 0 

P: 160, WL: 120, CL: 144 
PM: 80 PN: 80 

PMcap: :32 PNcap:32 
PMPow: 24 PNPow: 24 
PMSpd: 24' PNSpd: 24' 

• Divide by :3 for effective PMSpd and PNSpd of 8. 

Armor Scheme: 
Area Pierce Cut Blunt fire Olem. Stun ~lee. 

Ultra 4 4 4 0 0 4 0 

Super :3 :3 :3 0 0 :3 0 
Vital 2 2 2 0 0 2 0 
Non 1 0 0 1 0 

Average 2 2 2 0 0 2 0 

Commentary & Description: 
These creatures are giant worms with a poisonous, acidic 

secretion. They will attack and entwine, thus causing damage or 

death to their vlctlms. Omnivorous, these creatures are either semi· 

aquatic or aquatic and are seldom encountered far from water. 
The poison from their secretion Is only :30 S'I'R, but the acid 

component Is (as usual) Continuing damage, causing 206 PD points 

per Critical Turn for 1 AT after contact is broken. Also note that 

sllmeworms will continue to secrete even after they are dead, so 

killing them does not stop the effects of the acid or poison damagel 

Sensory abilities: FE, HX, SX, TD, xx. 
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SugbeDie/Devole ("Noblest") 
Illustration: Page 167 
ldentifter: Animal, Mammalia, Primate, Hominid 
Habitat: Subterranean IErth (Sapient) 
Size: Ixhuman-slze 

(4'-4.5'T; 100-150#) 

Number Appearing: 10-30 (505+5) or 150-450 in community 
Modes a Rates of Movement: 

Walk: 60 yds/BT 
Trot: 120 yds/BT 
Run: 180 y~/IIT 

Initiative Moclifters: Human Standard 
Out.standing K/S Areas/&Jb.Areas a STU.f': 

Combat, Hand Weapons at 42-60 (2010+40) 
Combat, Hand Weapons, Missile at 32-50 (2010+:30) 
Oweomercrreft, Black at 35-60 (506+:30) 
Magick at Oweomercrreft S'IBEP 
Influence at 42-60 (2010+40) 

Language: Rattle at 70 
Language: Trade Phonician at 4:3-70 (3010+:30) 

Joss Factors: 103 
Dodging/Avoidance: Nil and 22/18/17 
At.tractiven~: Human norm scale, 40:3-3 to find Individual 
score 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 0 
Quirks: Nil 

Attacks Ave. BAC Damage Type 
Hand Weapon 
Missile Weapon 

51 
4I 

By weapon 
By weapon 

Base Bonus 
By weapon 0 (3)" 
By weapon 0 (l)" 

"The number in parentheses is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme ( +/-03, +I M bonus, -2 PM penalty, +I PN bonus, -I SM 
penalty, +3 SP bonus) 
M: 68, EL: 54 f: 56, WL: 42, CL: 50 
MM: 34 MR: 34 PM: 22 PN: 34 
MM<:ap: 12 MR<:ap: 12 PMCap: 8 PN<:ap: 12 
MMPCM': 11 MRPow: 11 PMfCM': 7 fNPCM': 11 

MMSpd: I I MRSpd: I I fMSpd: 7 fNSpd: l I 

S:57,eL:45 

SM: 22 Sf: 35 
SMCap:8 Sf'Cap: 13 
SMPCM': 7 Sffow: 12 
SMSpd: 7 Sl'Spd: I 0 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun /!,Jee. 
Ultra 0 0 0 0 0 0 0 
Super 0 0 0 0 0 0 0 
Vital 0 0 0 0 0 0 0 
Non 0 0 0 0 0 0 0 
Average 0 0 0 0 0 0 0 

Commentary a Description: 
In the pidgin Trade fhonecian, these humanol~ claim that their 

racial name translates to the "Noblest.• or~ of Mankind. •They are 
anything but. Slugbellles, as they are called by those dwelling on the 
world's surface, are humans who reentered caves and began 
dwelling In the subterranean realms only a few centuries ago. They 
quickly adapted, and now they are amongst the most successful 
inhabitants of the place. Most do not like any other form of humans, 
even those who also dwell below ground save as slaves or worse. 
There Is considerable interaction and cooperation between these 
people and the Ratt.les, and most Intermediaries for the latter are 
mercenary Slugbellles. They are found In all three regions of 
Subterranean IErth. but their stronghol~ are said to be In the lower 
Hidgloom and Immediately below In the Deepdark, because others 

from above (Albles and ~ In combination) have had some 
considerable success warring upon the Slugbeliies of late. 

Unfortunately, despite their subterranean existence, this race 
has the full Heka-channellng potential of normal humans. Thus they 
are dangerous Indeed, for the vast majority of them have nothing but 
enmity for mankind. 

Slugbellles tend to be endomorphlc. with grayish complexions 
and wide-set. goggling eyes. 

Sensory abilities: FN, HN-U, SN-R, TN. SA X?. 

Sugbug 
lliustratJon: Page 197 
ldentifter: Animal. Arthropoda, Insecta Proturid 
Habitat: Subterranean IErth 
Size: 6xhumarH>ize 

(6'-8' L; 3'-4' diameter) 
Number Appearing: 4-9 (106+3) 
Jllocles at Rates of Movement: 

Crawl: 24 y~/BT 
Initiative Jllocliftas: Human Standard 
Out.standing K/S Areas/&Jb.Areas ar sreu: Nil 
Joss Factors: o 
Dodging/Avoidance: Nil and-/12/­
AttractJveness: Nil 
lnvulnerabilitJes: Nil 
Susceptibilities: Nil 
Average Armor Protection: 9 
Quilb: Nil 

Attacks BAC Damage Type Base 
Pincers (x2) 20 c 206 

Powers: Nil 

Bonus 
12 
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StatisUcal Detail: 
Base Scheme (+/- 06) 
M (Cunning): 1 O 
MM:5 MR: 5 

MRcap:2 
MRPow: 1 
MRSpd: 2 

MMcap: 2 
MMPow: 1 
MMSpd: 2 

~200. WL: 150.C~ 180 
PM: 100 PN: 100 
PMcap: 40 PNcap: 40 
PMPow: 24 PNPow: 24 
PMSpd: 36 • PNSpd: 36 • 

• Divide by 6 for effective PMSpd and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt l'/re Chem. Stun .elec. 
Ultra 8 8 16 0 12 28 0 
Super 6 6 12 0 9 21 0 
Vital 4 4 8 0 6 14 0 
Non 2 2 4 0 3 7 0 
Average 5 5 10 0 7 17 0 

Commentary 8t Desaiption: 
These are monstrous, herbivorous Insects which resemble 

slug.s bloated to the size of the largest of bears. Their legs are 
vestigial, and only the foremost set, pincer-equipped. ls used for 
feeding. Movement ls by a creeping flow resembling that of an actual 
slug. although no slime trail ls laid down. Because they are herblv<> 
rous. they will leave personas alone unless molested In some way. 
It ls noteworthy that these common creatures. despite their defen­
sive weapons, are a food source to many of the predators of the 
underground labyrinth. 

Sensory abilities: l'tl, HX. SX. TD. XX. 

Smotherslug 
Illustration: Page 167 
ldentifter: Animal, Mollusca, Gastropoda, Prosobranchld 
Habitat: Subterranean IErth 
Size: 24xhwnan-size 

(40'-~>0' L; 10'-30' diameter) 
Number Appearing: 1 
Modes It Rates of Movemenb 

Crawl: 45 yds/BT 
Initiative Modlflers: Human Standard 
Outstanding K/S Areas/Sub-Areas a SlEEPi Nil 
Joss Factors1 O 
Dodging/Avoidance: Nil and - /8/­
Attractiveness: NII 
Invulnerabilities: Nil 
Susceptlbilltles: Nil 
Average Armor Protection1 6 
Qulr1's: Nil 

Attacks BAC Damage Type 
Smother/Constrict 30 B/I• 

Base 
406 

Bonus 
38 

• A constricting attack wlll Inflict normal damage on the lnlUal 
strike, then continue to do damage to the vlctlm automati­
cally each CT after that untJI the vfctlm dies, the attacker 
takes over his CL In Physical damage, or the attacker decides 
to release the defender. Subsequent damage will always be 
Impact and not absorbed by any type of armor other than 
run Plate armor. 
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Powers: Nil 

Statistical Detail: 
Ba5e Scheme (+/- DlO) 

M (Cunning): 5 

MM: :3 

P:560, WL:420, C~504 

PM: :300 l'N: 260 

MMGap: l 
MMPow: l 
MMSpd: 1 

MR:2 

MRGap: l 
MRPow: 1 

MRSpd: 0 

PMGap: 1:30 l'NGap: 1:38 

PMPow: 50 l'NPow: 50 

PMSpd: 120• l'NSpd: 72• 

• Divide by 24 for effective PMSpd of 5 and l'NSpd of :3. 

Armor Sdteme: 

Area Pierce Cut Blunt Fire Chem. Stun eJec. 

Ultra 0 4 12 16 12 28 0 

Super 0 :3 9 12 9 21 0 

Vital 0 2 6 8 6 14 0 

Non 0 :3 4 :3 7 0 

Average 0 2 7 10 7 17 0 

Commentary 8t Description: 
Smotherslugs are gigantic omnivores that search througt10ut 

the subtenanean world for food. Any actlve prey is overcome by 

these creatures through a rising up and falling down attack. Any 

victim trapped under the slug is suffocated by the slime and weight 

of the thing. 

Sensory abilities: FP. HX. SX. ID. XX. 

SnaiL Cave, Giant Coneshell 
Illustration: Page 168 

ldentlfter: Animal. Mollusca. Gastropoda, Prosobranchid 

Habitat: Subterranean /Erth (Aquatic) 

Size: I xhuman-slze 
(4:.Q.L) 

Number Appearing: 1 

Modes 8t Rates of Movement: 
Crawl: 10 yds/BT 

Initiative Modlftersa Human Standard 

Out.standing K/S Areas/SUb-Areas 8t STEU: Nil 
Joss factors: 0 
Dodging/Avoidance: Nil and-/10/­

Attractiveness: Nil 
Invulnerabilities: Nil 

SUsceptlbilities: Nil 

Average Armor Protection: 17 

Quirks: Nil 

Attacks BAC Damage Type Bonus 
Tentacle 

Bite 

40 
25 

P+Polson• 

C/P 
4D6 

:3D:3 

• Poison STR 70 (delivered 70/70/:35 In 2BT delays) 

Powers: Nil 

Statist1cal Detail: 
Ba5e Scheme (+/- D:3) 

M (Cunning): 5 
MM: :3 

MMGap: 1 

MMPow: 1 

MMSpd: 1 

Armor Sdtemei 

MR: 2 

MRGap: 1 

MRPow: 1 
MRSpd: 0 

P: 60, WL: 45, CL: 54 
PM: :30 l'N: :30 

PMGap: 1:3 

PMPow: 12 
PMSpd: 5 

l'NGap: 1:3 

l'NPow: 12 

l'NSpd: 5 

0 
0 

Area Pierce Cut Blunt Fire Chem. Stun !!Jee. 

Ultra 40 40 12 16 12 20 0 

Super :30 :30 9 12 9 15 0 

Vital 20 20 6 8 6 10 0 

Non 10 10 :3 4 :3 5 0 

Average 25 25 7 10 7 12 0 

Commentary 8t Desaiptlon: 
The marine coneshell snail has existed for many mlllennla In the 

underground waters of /Erth. It has developed now Into a man'51ze4 

killer which can and does leave the waters of the subtenanean realm 

to hunt on land. The giant cave coneshell snail crawls silently along 

In or out of the water, seeking prey with lts questing sensory tentacle, 

an organ which uses odor to discern the location of food. This 

creature is stealthy in the extreme! Once located the snail extrudes 

Its attack tentacle. a six-foot-long member tipped with a barbed 

lance-like head. In cortjunctJon with the sensory tentacle, the 

creature then seeks any opening In the prey's armor through which 

to drive Its weapon and stab and poison the victim to death. Once 

done, It sends forth lts expandable tubed mouth to begin devouring 

its prey. 
Note that there are two varieties of this creature, and one preys 

exduslvely on the other! Telling which is which, however, Is very 

di fficult however. (Biology K/S check. DR ·~ry Difficult.·) 

Sensory abil!tJes: FN, HX. SX. 1ll-O. XX. 
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Snake, Arrowsnake 
Illustration: Page 167 
IdenUfien Animal, Reptilia, Squamata, Serpentes 
Habitat: Subterranean l'Erth 
Size: O. lxhuman-size 
Nwnber Appearing: Z.12 (206) 
Modes 8f Rates of Movement: 

Slither: 200 yds/BT (see also commentary below) 

Initiative Modifte.rs: Human Standard 
Outstanding K/S Areas/SUb-Areas lt Sl'EEP: Nil 
Joss Factors: O 
Dodging/Avoidance: 24 and -/60/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type 
Bite 45 p 

Base 
1D3+Polson' 

• Poison: STR 40 (delivered 40/40/20 In 5 BT Intervals) 

Bonus 
0 (I)" 

•'The number In parentheses Is the damage bonus with the damage 
bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 02) 
M (Cunning): 20 
MM: 10 

MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 

MRcap: 4 
MRPow: 3 
MRSpd: 3 

P: 30, WL: 22, CL: 27 
PM: 15 

PMcap: 7 
PMPow: 5 
PMSpd: 3' 

PN: 15 

PNcap:7 
PNPow: 5 
PNSpd:3' 

• Multiply by 10 for effective PMSpd of 30 and PNSpd of 30 
applicable only when uncoiling and attacking. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun l!lec. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 1 1 0 0 1 0 
Average 2 2 2 0 0 2 0 

Commentary lt Desaiption: 
These small, highly poisonous snakes are found In warmer 

places of the subterranean realms. They hunt prey by lying coiled in 
wait, then springing out, flying through up to 20 ·of air to strike. While 
they normally attack only animals small enough for them to devour, 
they will strike at any passing creature which they believe Is a threat. 
Note that the attack of an arrowsnake, like many other small. 
poisonous snakes, ls treated as an exceptional Attack. as covered in 
the introduction to this book. 

Sensory abilities: FN, HX. SR, TI-H, XX. 

Snake, Caveasp 
Illustration: Page 167 
Identifier: Animal. Reptilia, Squamata, Serpentes (Viper) 

Habitat: Subterranean l'Erth 
Size: 0.25xhuman-size 

(2'·3' L) 
Nwnber Appearing: 1 or 3-9 
Modes 8f Rates of Movement: 

Slither: 200 yds/BT 
Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas a Sl'EEP1 Nil 
Joss Factors: 0 
Dodging/Avoidance: 9 and -/40/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil -, 
Average Armor Protection: 0 
Quirks: Nil 

> -Attacks BAC Damage Type Base Bonus 
~~~~~~~~~~~~~~~~~~~~ 

Bite 45 P 103+Polson• 0 (l)" 

• Poison: STR 80 (delivered 80/80/40 in 6 BT intervals). 
• ' The number In parentheses is the damage bonus with the 

damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 02) 
M (Cunning): 20 P: 28, WL: 2 1. CL: 25 
MM: 10 MR: 10 PM: 14 PN: 14 

MMcap: 4 MRcap: 4 PMcap:5 PNcap:5 
MMPow: 3 MRPow: 3 PMPow:4 PNPow: 4 

MMSpd: 3 MRSpd: 3 PMSpd: 5' PNSpd:5' 

• Multiply by 4 for effective PMSpd and PNSpd of 20. 
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Armor Scheme: 
Area Pierce Cut Blunt l'/re Chem. Stun £lee. 
Ultra 0 0 0 0 0 4 0 
Super 0 0 0 0 0 3 0 
Vital 0 0 0 0 0 2 0 
Non 0 0 0 0 0 1 0 

Average 0 0 0 0 0 2 0 

Commentary a Description: 
Although small and relatively weak. the caveasp Is a deadly 

danger In the underground, for It Is a very poisonous adder common 
to all regions of SUbterranean/Erth. While they prey mainly on small 
mammals, Insects, and the like, to come near one of these snakes 
Is to Invite a strike and almost certain death If the fangs of the repUle 

sink into flesh. for the toxin of the caveasp, like that of the Gaboon 
viper, is one which works both on the blood and nerves ofthe victim. 

Sensory abilities: f'H, HX. SH-I. TO-H. XX. 

Snake, Drop.5110ke 
mustratfon: See below 
ldentfften Animal, Reptilia, Squamata, Serpentes 
Habitat: SUbterranean IErth 

She: l-3xhuman-slze 
(6' or 10~18'L.) 

Numba' Appearlngs 1 or 5-10 (106+4) 
Modes a Rates of' Movement: 

Slither: 75 yds/BT 
Climb: 5 yds/BT 
Swim: 50 yds/BT 

Initiative Modifters: Human Standard 
outstanding K/S Areas/SUb-Areas a smEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/23/­
Attractlveness: Nil 
lnvulnerabilltJes: Nil 
Susceptibilities: Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attac:U MC Damage Type Base Bonus 
Bite 50 r ID2+Pofson• 1 (3)t 
Constrict 30 B/I .. 103 1 
Bite 40 p 2CX3 5 
Constrict 40 B/J• • 3D3 5 

• Polson: STR 30 (delivered 30/30/15 In 7 BT Intervals) 
• • A constricting attack will Inflict normal damage on the Initial 

strike. then continue to do damage to the victim automati­
cally each er after that until the victim dies. the attacker 
takes over his CL In Physical damage, or the attacker decides 
to release the defender. Subsequent damage will always be 
Impact and not absorbed by any type of armor other than 
f'ull Plate armor. 

fThe number in parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: NII 

Statlstfcal Detail: 
Base Scheme (+/- 03) 
M (cunning): 20 
MM: 10 
MMCap: 4 
MMPow: 3 
MMSpd: 3 

Armor Scheme: 

MR: 10 
MRCep: 4 
MRPow: 3 
MRSpd:3 

P: 75. WL: 56. CL: 67 
PM: 35 PN: 40 
PMCep: 13 PNCep: 14 
PMPow: 13 PNPow: 12 
PMSpd: 9 PNSpd: 14 

Area Pierce Cut Blunt /'Ire Chem. Stun £Jee. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 1 1 0 0 0 
Average 2 2 2 0 0 2 0 

Commentary a Description: 
As the name implies, these are large snakes which lurk over­

head and drop upon prey. They stay on ceilings through use of 
suction rups on their backs, similar to those of remora.s. The 
poisonous variety of this reptile ls mainly considered. The second 
species. that which relies upon constriction and non-venomous 
fangs to take prey. is much larger but can be treated the same as the 
poisonous sort except as regards its attack. noted In Italics. and a 
higher PlRAlT. In this regard. double the total to 150. and assume 
a PMPow of 18. 
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Snakevine 
Illustration: Page 167 
ldentlften l'lant. Tracheophyta. Angiospermae. Ambulophyta 

Habitat: Subterranean .terth 
Size: 3xhurnan-slze 

(10'·20' L; 3'·5' T) 

Number Appearing: 1 
Modes lt Rat.es of Movement: 

Slither: 50 yds/BT 
Initiative Modifiers: Human Standard 

Outstanding K/S Areas/SW>.Areas lt SIEEP: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil and-/10/­

Altractlveness: Nil 
Invulnerabilities: Nil 
Su.sceptJblUties: Nil 
Average Armor Protection: 5 
Quirks: Nil 

Attacks BAC Damage Type 
Vines (x6) B/l• 

Base Bonus 

• A constricting attack will Inflict normal damage on the Initial 

strike. then continue to do damage to the victim automati­
cally each CT after that until the victim dies, the attacker 

takes over his CL In Physical damage. or the attacker decides 

to release the defender. subsequent damage will always be 
Impact and not absorbed by any type of armor other than 
full l'late armor. 

f"owers: Nil 

Statistical Detail: 
Base Scheme (+/- D3) 
M (Cunning): 0 

MM: 0 MR: 0 
MMCap: 0 
MMPow: 0 
MMSpd: 0 

MRCap: 0 
MRPow: O 
MRSpd: 0 

P: 100, WL: 75,CL:90 

PM: 50 PN: 50 
PMCap:20 PNCap:20 
PMPow: 15 PNPow: 15 
PMSpd: 15' PNSpd: 15· 

• Divide by 3 for effectlve PMSpd and PNSpd of 5. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun £lee. 
Ultra 8 8 0 0 0 
Super 6 6 0 0 0 
Vital 4 4 0 0 0 
Non 2 2 0 0 0 
Average 5 5 0 0 0 

• lnvulne.rable 

Commentary lt Desc.rlptlon: 

The snakevlne Is a mobile form of plant which attacks by 

constriction as does a python. These plants are as large as the largest 
of ordlnazy constricting snakes, and their hrud, fibrous trunks are 
very difficult to remove once entwined and constricting. 

Sen.wry abilities: rv and fT (thermal sensitivity), HX. sx. TX. 
xx. 

Snapper 
Wustratlon: Page 167 
l dentlfter: l'l~t. Tracheophyta. AngJospermae. Ambulophyta 
Habitat: SUbterranean .terth 

Size: 6xhurnan-slze 
(10' L; 6' T) 

Number Appearing: 1 
Modes lt Rates of Movement: NII 

lnltlatlve Modifters: Human Standard 

Outstanding K/S Areas/SUb·Areas lt SIEEP: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil 
Attractiveness: Nil 

Invulnerabllltles: Nil 
Susceptlblllties: Nil 
Average Armor Protection: 7 
Quirks: Nil 

Attacks BAC Damage Type Base 

Jaws (see text) C/P 306 

Powers: Nil 

Statlstlcal Detail: 

Bonus 
12 

Base Scheme (+/- D3) 
M (Cunning): O P: 200, WL: 150, CL: 180 
MM:O 

MMCap: 0 

MMPow: O 
MMSpd: 0 

MR: 0 
MRCap: 0 
MRPow: 0 
MRSpd: 0 

PM: 100 PN: 100 
PMCap: 46 PNCap: 46 

PMPow: 24 PNPow: 24 
PMSpd: 30• PNSpd: 30• 

' Divide by 6 for effective PMSpd and PNSpd of 5. 

Animalia and Unique Flora/Subterranean .A::rth GDW 201 



Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun ~Jee. 

Ultra 8 16 0 0 0 
Super 6 12 0 0 0 
Vital 4 8 0 0 0 
Non 2 4 0 0 0 
Average 5 10 0 0 0 

• Invulnerable 

Coounentary 8t Description: 
This thing ls a form of vegetable predator which has developed 

jaw-like growths at the ends of main roots In one species. at vine-like 
branch ends in a second fonn. When prey contacts the fronds hiding 
the jaw-like portions. the plant responds by snapping them shut. the 
serrated edges thus either severing nutrient material or holding the 
whole life form fast. In the latter case, other portions of a specimen 
will be moved so as to be able to also snap upon the victim. Thus. 
within 503 CTs time after being held fast. a victim will begin to be 
assailed by other jaw-like portions. the third and subsequent attacks, 
up to 203+ 1 in number. coming at 503 CT Intervals. 

Tue snapper will root just about anywhere it can manage. as 
long as there is moisture and some form of ultralucidity available for 
it to maintain itself until it captures prey. 

Sensory abilities: flt HX. sx, TX, XX. 

Spitslug 
Illustration: Page 175 
Identifier: Animal. Mollusca. Gastropoda, Nudibranchid 
Habitat : Subterranean .tErth 
Size: 24xhuman-size 

(30'45' L; 15' diameter) 
Number Appearing: l 
Modes 8t Rates of Movement: 

Crawl : 30 yds/BT 
Initiative Modlfters: Human Standard 
Outstanding K/S Areas/SUJ>..Areas 8t smEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and - /8/­
Attractiveness: Nil 
lnwlnerabilities: Nil 
SUsceptibillties: Salt: l oz. = l point Physical damage. Full 
sunlight inflicts 103/CT Physical damage 
Average Armor Protection: 6 
Quirks: Nil 

At tacks 
Spit acid 
Bite 

Powers: Nil 

SAC 
35 
25 

Damage Type Base 
Chem 606 

c 506 

ISonu.s 

Statlstical Detaih 
Base Scheme(+/- 0 10) 
M (CUnnlng): 5 ~480. WL:360,CL:436 
MM: 3 MR: 2 PM:300 l'N: 180 
MMCap: 1 MRCap: 1 PMCap: 135 l'NCap:72 
MMPow: 1 MRPow: 1 PMPow:45 l'NPow: 36 
MMSpd: 1 MRSpd: 0 PMSpd: 120* l'NSpd: 72* 

• Divide by 24 for effective PMSpd of 5 and PNSpd of 3. 

Armor Scheme: 
Area Pierce Cut Blunt f'ire Chem. Stun Blee. 
Ultra 0 4 12 0 12 28 0 
Super 0 3 9 0 9 21 0 
Vital 0 2 6 0 6 14 0 
Non 0 3 0 3 7 0 
Average 0 2 7 0 7 17 0 

Commentary 8t Description: 
Corpse-white spitslug.s are another species of subterranean 

giant slug which utilize their digestive acids as a weapon of preda­
tion. A typical specimen can release a stream of juice from its 
stomach which will reach 30' to 45~ depending on the size of the 
individual, i.e .. range equals body length. Prey killed thus Is then 
slurped up or else bitten into digestible pieces and swallowed. 
fortunately. being large, slow. and not very numerous, these mon· 
strous creatures aren't a constant menace. In fact, some other 
underground life forms hunt these things and find them delicious. 

Starweed 
Illustration: Page 175 
Identifier: Plant. Tracheophyta. Angiospermae. Monocotyledonae 
Habitat: Subterranean .tErth 
Size: 2xhuman-slze 

(4'-6' T; 3' diameter) 
Number Appearing: :>5 (103+2) 
Modes 8t Rates of Movement: Nil 
Initiative Jllodlfters: Human Standard 
Outstanding K/S Areas/SUJ>..Areas 8t smEP: Nil 
\ 

J~ss Factors: O 
DOdglng/Avoldance: Nil 
Attractiveness: Nil 
ln~erabiUties: Nil 
Susceptibilities: Nil 
Average Armor Protection: 2 

Qui"": Nil 

Attacks SAC Damage Type Base Bonus 

Seed Case 40 P 303 in 30' radius 9 
(12-24 per volley) 

Powers: Nil 
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Statistical Detail: 
Base Scheme(+/- 03) 

M (Cunning): 0 P: 130, WL: 97, CL: 117 

MM: 0 MR: 0 PM:65 PN:65 

MMcap: 0 MRcap: 0 PMcap: 24 mcap: 24 

MMPow: O MRPow: O PMPow: 21 PNPow: 21 

MMSpd: 0 MRSpd: 0 PMSpd: 20* PNSpd: 20* 

• Divide by 2 to find effective PMSpd and PNSpd of 10. 

Armor Schemes 
Area Pierce Cut Blunt Fire Chem. Stun t:lec. 

Ultra 4 4 0 0 0 

Super 3 3 0 0 0 

Vital 2 2 0 0 0 

Non 1 0 0 0 

Average 2 2 0 0 0 

• Invulnerable 

Conunentary & Description: 

Starweed grows just about anywhere It can put down roots, get 

moisture, and there Is some source of ultralucidlty available to It for 

growth. This tree-like plant species Is dangerous when It has seeds 

ripening, for it Is sensitive to movement within a range of about 30' 

from its trunk. It will blast a dozen or two (305+9) sharp-edged seed 

cases at anything moving In that 30' radius. The mlsslle.41ke seeds 

often Inflict sufficient lrtjury to kill. and they then grow In the rolling 

remains of the victim. 
Sensory ability: fV to 1010+24 feet diameter. 

Steelback 
Illustration: See right 
ldentifter: Animal, Arthropoda, Chllopoda. Lithobiomorph 

Habitat: Subterranean .iErth 

Size: lxhuman-slze 
(6'+ L; 2' diameter) 

Number Appearing: 3-5 (103+2) 

Modes & Rates of Movement: 

Crawl: up to 210 yds/BT 

Burrow: 1 yd/BT 

Initiative Modlfte.rss Human Standard 

Outstanding K/S Areas/Sub-Areas & SIEEP: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nll and -/22/­

Attractiveness: Nil 
Invulnerabilities: Nil 

Susceptibilities: Nil 
Average Armor Protection: 18 
Quirks: Nil 

Attacks BAC Damage Type 

Bite 35 p 
Base Bonus 

106+Poison* 1 

• Polson: STR 50 (Physical damage of 50/50/25 In 5 BT delays) 

Powers: Nil 

Statistical Detaih 
Base Scheme (+/- 03) 
M (Cunning): 1 O P: 70, WL: 52, CL: 63 

MM:5 MR: 5 PM:40 PN:30 

MMcap: 2 MRcap: 2 PMcap: 14 PNcap: 12 

MMPow: 1 MRPow: 1 PMPow: 13 PNPow: 9 

MMSpd: 2 MRSpd: 2 PMSpd: 13 PNSpd:9 

Armor Schemes 
Area Pierce Cut Blunt l"Jre Chem. Stun ~lee. 

Ultra 20 20 40 16 16 40 16 

Super 15 15 30 12 12 30 12 

Vital 10 10 20 8 8 20 6 

Non 5 5 10 4 4 10 4 

Average 12 12 25 10 10 25 10 

Commentary ~ Description: 
The steel back Is a species of huge centipede which grows up to 

at least 6' long. They are extremely poisonous and actively hunt all 

regions of Subtenanean .iErth. They are called steelbacks because 

of their metallic color and exceptionally tough exQSkeleton. 

Uke other centipedes. they are segmented. each segment has 

a pair of legs ( 15-170 pairs total). There Is one pair of antennae on 

the head and two pair on the jaws. The first pair of legs behind the 

head have claws and are used for fighting, not walking. 1llese are 

called •poison claws· because there Is a gland In the head that fills 

the claws with poison (STR rating: 50). 

Sensory abilities: rn. liX. SI. TH, XX. 
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Stickydoak 
Illustration: Page 175 
Identifier. Plant, Tracheophyta. Angiospermae. Oicotyledonae 
Habitat: SUbterranean IErth 
Size: 12xhwnan-size 

(15' T; 25' diameter) 
Number Appearing: 1 
Modes & Rates of Movement: Nil 
lnJUative Modlftasi Human Standard 
outstanding K/S ~/SUb-Areas & STEEP: Nil 
Joss Factors: 0 
Dodging/Avoldancei Nil 
Attractiveness: Nil 
lnvulnerablllties: Nil 
SU.sceptibilities: Nil 
Average Armor Protection: 2 
Quirk.s: Nil 

Attacks BAC Damage Type Bue 
Leaves (><303) 
Resin 

20 
so·· 

B/I• 306 
Chem 606+Special 

Bonus 
18 
0 

• A constricting attack (leaves) will Inflict normal damage on the 
initial strike, then continue to do damage to the victim 
automatically each CT after that until the victim dies, the 
attacker takes over his CL In Physical damage. or the attacker 
decides to release the defender. Subsequent damage wlll 
always be Impact and not absorbed by any type of armor 
other than l"ull Plate armor. 

• • Automatic hit on trapped victim. 

Powers: NU 

Statistical Detaib 
Base Scheme (+/- 05) 
M (Cunning): O 
MM: 0 MR: 0 
MMcap: 0 
MMPow:O 
MMSpd: 0 

MRcap: 0 
MRPow: 0 
MRSpd: 0 

P: :360, WL:270,C~324 
PM: 180 PN: 180 
PMcap:1a PNcap:7a 
PMPow: 30 PNPow: 30 
PMSpd: 72• PNSpd: 72' 

• Divide by 12 for effective PMSpd of 6 and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt l'lre Chem. Stun f;/ec. 
Ultra 4 4 0 0 0 
Super 3 3 0 0 0 
Vital 2 2 0 0 0 
Non 1 1 0 0 0 
Average 2 2 0 0 0 

• Invulnerable 

Commentary a Desaiptlon: 
Stickycloak.s are a form of omnivorous plant which use their 

blanket-5lzed leaves to attack and smother prey. The leathery leaves 
have a resinous exudation which both holds fast and dissolves the 
victim for digestion. They grow In locations which are well-watered, 
whether from condensation or a still or flowing body nearby. Once 
rooted, they can employ chem06)'l'lthesls or ultraluc/d/synthesls to 
survive until more direct sources of proteins are available. 

Sensory abilities: 1'11-P. HX, SX, TX. XX. 

Stinkplant 
Olmtration: Page 175 
ldentiften Plant. Tracheophyta. Anglospermae. Oicotyledonae 
Habitat: SUbterranean IErth 
Size: lxhwnan-slze 

(3' T; 2' diameter) 
l'fumbu Appearing: 3-30 (30 l 0) 
Modes & Rates of Movement: Nil 
Initiative Modifiers: Human Standard 
outstanding K/S Areas/SUb-Areas a STEEP: NII 
Joss Factors: O 
Dodging/Avoidance: Nil 
Attracdvenas: Nil 
lnwlnerabWties: NII 
SU.sceptfblUtfes: NII 
Average Armor Protection: 2 
Quirks: NJ( 

Attacks BAC Damage Type 
Seeds 100 Special, see text 

Powers: Nil 

Special 
Bonus 

0 
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Statistical Detail: 
Base Scheme (+/- 03) 
M (Cunning): o 
MM: 0 
MMC9p: 0 
MMPow: 0 
MMSpd: 0 

Armor Scheme: 

MR: 0 
MRcap: 0 
MRPow: O 
MRSpd: 0 

P: 90, WL: 67, CL: 81 
PM: 45 PN: 45 
PMcap: 16 PNcap: 16 
PMPow: 13 PNPow: 13 
PMSpd: 16 PNSpd: 16 

Area Pierce Cut Blunt f'lre Chem. Stun Blee. 
Ultra 4 4 0 0 0 
Super 3 3 0 0 0 
Vital 2 2 0 0 0 

Non 1 1 0 0 0 
Average 2 2 0 0 0 

• Invulnerable 

Commentary lit Description: 
Stlnkplants are a variety of plant which has a foul odor. When 

contacted, a specimen wlli exude even more of the sap with the 
repeilant odor. When In seed, these plants will cause their limbs to 

move so as to toss their seed pods short distances away. The pods 
are full of the stench~mlWng stuff, and burst upon falling. spreading 

a stink In a 5 ·radius. Natives call them •stJnk-throwers· at such time 

In the growth cyde. This smell causes nausea, effectively •0azing• 

personas In the area of the stench, unless a successful roil Is made 

vs. PNPow (at DR •Hard·). 

Stoatie/Ferretf olk 
Illustration: See right 

Identlfter: Animal, Mammalia, Carnivora, Mustelld 

Habitat: Subterranean /Brth (Sapient) 

Size: lxhuman-slze 

(5' T; 125#) 
(6' T; 175#) 

Number Appearing: 3-9 (303) or S0.150 In communities 

Modes lit Rates of Movement: 
Walk: 70 yds/BT 

Lope: 210 yds/BT 

Run: 350 yds/BT 

Inltlatlve Modifters: Human Standard 

Outstanding K/S Areas/SUb·Areas lit S'reEP: 
Crlmlnal Actlvitles. Mental a 32-50 (2010+30), Stoaties only 

Criminal Actlvltles, Physical at 34-70 (4010+30) 
Ambush 
Hiding 

Sneaking 

Combat, Hand Weapons at 32-50 (2010+30) (Stoatles) and 
33-60 (3010+30) (Ferretfolk) 

Combat, Hand Weapons, Missile at 26-35 (2010+25) 
(Stoatles) and 28-55 (3010+25) (Ferretfolk) 

Escape at 56-65 (1010+55) 
Huntlng & Tracking at 38-65 (3010+35) 
Subterranean Orientation at 71-80 (1010+70) 
(Oweomercrreft, Gray at 2045 (506+ 15)) 
(Magi~ at Dweomercrreft STEEP) 

Joss Factors: 103 (Stoatles) and 106 (Ferretfiolk) 

Dodging/Avoidance: 3 and 17/22/13 or by individual 

Attractiveness: Human standard with 303+2, -4 (and - 2) 
lnvulnerabillties: Nil 
SUsceptlbllitles: Nil 

Average Armor Protection: 2 
Quhks: Nil 
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Attacks Ave. BAC Damage Type Base Bonus 
Bite 50 r 103 by Individual 
by weapon 41/ 
(spear) /46 r 306 by Individual 
(lasso) /60 See below Special by individual 

l"owers: Nil 

St.atistlcal Detail: 
Base Scheme ( +/- 03 (+03 P ATIRIBUT'fS for ferretfol.k), -1 MM penalty, 
+I PM bonus. +3 PN bonus, -3 SM penalty, -1 SP penalty) 
M: 53, EL: 42 P: 69, WL: 51. CL:, 62 S: 4 1 .. FL: 32 
MM: 25 MR: 28 PM: 3 1 PN: 38 SM: 19 SP: 22 

MM<:ap: 9 MR<:ap: I 0 PMCap: II PNc.ap: 14 SMCap: 7 Sf'Cap: 8 
MMPow: 8 MRPow: 9 PMPow: I 0 PNPow: 12 SMPow: 6 Sf1'ow: 7 
MMSpd: 8 MRSpd: 9 f'M.Spd: IO PNSpd: 12 SM.Spd: 6 Sl'Spd: 7 

Armor Sdteme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 4 4 4 0 0 4 0 

Super 3 3 3 0 0 3 0 

Vital 2 2 2 0 0 2 0 

Non 1 1 0 0 1 0 

Average 2 2 2 0 0 2 0 

Commentary a Description: 
Tue language of the Stoaties names their klnd as the "Yeor 

Rurr-- "Yeor Thurr" In the dialect of the Ferretfolk. 
Although from a oommon ancestral stock, certain divergence is 

evident amongst the Stoatles, and the sub-species which Is both 
larger and friendlier Is known as Ferretfolk. Both are bipedal and 
have a distinctly weasel-like appearance, but Ferretfolk tend to 
appear -cute- In the way a friendly, tame ferret does, while the more 
common Stoatles are feral and aggressive towards humans. In fact, 
they are very fond of dining on humans raw or rooked. after drinking 
their blood. The Ferretfolk are not so given to manslaughter. Stoatles 
inhabit all three regions of the underground labyrinth, warring 
continually with the human-humanoid populations and the Rattles 
indiscriminately. 

Stoaties oft.en equip themselves with light leather armor and 
small shields, favoring javelins propelled by a throwing stick (atlatl) 

and short swords as weapons. 
The Ferretfolk usually dwell In the Shallowshadow, although 

some few groups are known to Inhabit the Midgloom. A typical 
Ferretfolk warrior employs a spear of 7 ·or so length and a harness 
which can be quickly undone to serve as a lasso of some 36 ' or so 
length. While worn as a harness, It crosses the back and chest in an 
X pattern and wraps several times around the waist. Thus the lariat 
serves to hold pouches and so forth. The lasso's range is about 30· 
(short range to 15', long thereafter) and the target encircled is 
strangled, held fast. hampered, or possibly upset. As a guide, a U-V 
Strike Location means a neci<fstrangulatlon hit, an SV location 
indicates held fast, a V location indicates possible position to be 
upset, and N-V indicates probable hampering of movement/attack. 

Sensory:f11, HU,SU, 111.XX. 

Stone.spear 
Wustration: Page 175 
Id entifier: Animal, Mollusca, Scaphopoda. Morsabaltold 
Habit.at: SUbterranean IErth 
Size: lxhwnan-size 

(4'-5' L; 100#) 
Number Appearing: 10-30 (1003) 
Modes a Rates of Movement: 

Crawl: 1 yd/BT 
InitJatlve Modifters: - 15 to SUrprise roll. 
out.standing K/S Areas/SUb-Areas a sreu: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil 
AttractJ.veness: Nil 
InwlnerabilltJ.es: Nil 

SUsc::eptibillties: Nil 
Average Armor ProtectJ.on: 18 
Quhb: Nil 

Attacks BAC Damage Type 
Tentacles (BitexlO) 20 r 

Base 
103 

Bonus 
1 

Drop 25 r 403 1/1' fallen 

Powers: Nil 

St.atlstJ.cal Detail: 
Base Scheme (+/- D3i 
M (Cunning): 0 
MM: 0 
MMCap: 0 
MMPow: O 
MMSpd: 0 

Armor Scheme: 
Area Pierce 
Ultra 20 
Super 15 
Vital 10 
Non 5 
Average 12 

MR: 0 

MRCap:O 
MRPow: O 
MRSpd: 0 

Cut Blunt 
20 40 
15 30 
10 20 

5 10 
12 25 

P: 80, WL: 60, CL: 72 
PM:40 PN:40 

PMCap: 14 f'NCap: 14 
PMPow: 13 f'NPow: 13 
PMSpd: 13 f'NSpd: 13 

f'ire Chem. Stun Elec. 
16 16 40 16 
12 12 30 12 
8 8 20 8 
4 4 10 4 
10 10 25 10 
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Commentary at Descriptlon: 
Whether these predatory creatures are snails with tentacles or 

some strange form of cephalopod Is not certain. They resemble Jong. 

thin cones (as do ammouites). and they attach themselves to the 

ceilings of underground spaces. When they sense prey passlng 

beneath. they loose their sucker-grip and drop. Their weight Is great, 

so the pointed end of their shell Impales their victims. Lodged thus, 

the Stonespears then send forth mouthed tentacles to bite the prey 

to pieces and swallow It. A miss Is unlikely to do more than chip the 

hard calcium point of the shell's end, although a Special Failure 

means the creature has fractured its shell and will die in due course. 

Unharmed stonespears having missed their prey will seek to attack 

any living thing. save others of their kind within reach, for such are 

typically wounded victims of other stonespear's assaults. 

Sensory abilities: f'P and f'V, HN, SI. TX. xx. 

Stoolie/ Shrooman ("HcxrvOO"'shush") 
Dlustration: See right 
Identifier: Animal/Plant/fungi, classification undetermined 

Habitat: Subterranean IErth (Sapient) 

Size: l-2xhuman•slze 
(5'-10' T; 1()()..600#) 

Number Appearing: 7-12 (106+6) 

l'fodes at Rates of l'fovement: 
Walk: 15 yds/BT 

lnftlative l'fodifters: Human Standard 

Outstanding K/S Areas/Sub·Areas at STEE'P: 
Agriculture at 75 (disregard M IBAIT limit to STEEP) 

Botany at 75 (disregard M IBAIT limit to STEEP) 

Nature Attunement at 52-70 (2010+50) 
(Dweomercrreft, Green at 16-25 (1010+15)) 

(Herbalism at 58-85 (3010+55)) 
(Magid< at Dweomercrreft STEEP) 

(Mysticism 28-55 (3010+25)) 

Joss Factors: 103 

Dodging/Avoidance: NII and 12/14/23 or by Individual 

Att.ractlvenes.s: 4 
lnvulnerabilitles: NII 
SusceptiblUties: Nil 
Average Armor Protectlon: 6 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
NII 

Powers: 
Telepathy 

Area of Effect: 1 subject 
Delivered by: Thought 
Range: M 1RAIT In feet 
Time: Instantaneous 
Duration: While concentrating 

Frequency: At will 
Desaiptlon: This power functions as the Dweomercrreft 

White Charm of the same name. 
Vegetation Orowth Stimulation 

Area of Effect: 1 Uvlng plant/patch 

Delivered by: Thought 
Range: Touch 
Time: l CT 
Duration: Permanent 

Frequency: 3/week 
Description: The function of this power causes accelerated 

growth In the subject plant. It somewhat resembles the 

florachange Pastoral Spell though only the size may be 

altered, however. 
Vegetation Volition 

Area of effect: l living plant/patch 
Delivered by: Thought 
Range: Touch 
Time: 5 CTs 
Duration: 5 ATs 
Frequency: l/week 

Desaiptlon: Similar in nature to the Heka Forging Ritual of 

the same name. this power enables the subject to move 

at the mental direction of the possessor. 
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Statlstical Details 
~Scheme (+/-03,-3 M penalty,-2PMpenalty.-3PN penalty, +4S bonus) 
M: 38., f.L: 30 f : 42. WL: 31 , CL:, 37 S: 71,, f.L: 56 
MM: 19 MR: 19 PM: 22 PN: 20 SM: 37 SP: 34 
MMcap: 7 MRcap: 7 PMCap: 8 fNCap: 7 SMCap: 13 SPCap: 12 
MMf<:1N: 6 MRfow: 6 PMfow: 7 PNPC1N: 6 SMfow: 12 Sl'fow: 11 
MMSpd: 6 MRSpd: 6 PMSpd: 7 PNSpd: 7 Sf1Spd: 12 Sl'Spd: 11 

Armor Scheme: 
Area Pierce Cut Blunt rlre Chem. Stun ~lee. 

Ultra 4 16 0 0 0 
Super 3 12 0 0 0 
Vital 2 8 0 0 0 
Non 1 4 0 0 0 
Average 2 10 0 0 0 

• Invulnerable 

Commentary a DesalptJon: 
In their own speech, the ·Stoones· or •sttroo(m)men· name 

themselves the ·Hoo-v~hush.· Hwnans ignore that preferring to 
call these Intelligent creatures by appellations more suited to 
appearances. There can be no doubt that Stoolles look llke slender, 
broad<apped toadstools or mushrooms with a spray of short 
tentacles radlatlng from the base of their stem. 

These appendages are both their means of locomotion and the 
means for their feeding on composted vegetable and mineral 
nutrients. Stoolies are found only in cool, damp regions of Subterra­
nean /Erth, but these are plentiful, so It Is common In any consider­
able sojourn below ground to encounter a community of small to 
moderate size. This sapient life form seems to be f~ated with 
humans-Interested in everything about them-and because they 
are themselves fatally toxic to humans If Ingested, humans seem 
prone to be kindly disposed to these Mlconldlan folk. 

Originally an upper species. the Shroomen have spread down­
wards In the underworld as more and more oases have been 
established there, thus providing them with means of sustenance. It 
seems that they tend to prefer the depths but remain In the 
Shallowshadowand /'lldg/ooms regions because of their fascination 
with hwnanlty, for more encounters are to be had In sueh places. 
Speculation as to the motive for sueh contact might be In order. 

Fortunately for this sentient species, their flesh contains a 
substance whleh ls highly toxic to hwnans, so the Shroomen aren't 
taken and slaughtered by hungry humans. However, some un.scrupu· 
lous people have discovered that if properly treated, the flesh of 
these creatures can be dried and used as a powerful hallucinatory 
drug whleh ls popular in certain large cities amongst wicked folk 
patronizing dens of Iniquity there which provide Illicit pleasures and 
addicting substances. 

Sensory abilities: rr:-r-v. HH, sx. TO-O (TI·XJ, xo. 

Stranglevine 
mustration: See above 
ldentJfter: Plant, Tracheophyta Anglospermae, Olcotyledonae 
Habitab Subterranean IErth 
Size: 6xhuman-slze ( 1 ><human-size vine only) 

(10' L; 15' T) 

Numba' Appearing1 4-12 (403) 
Modes a Rates of Movemenb NU 
lnitlatlve Modiftas: Human Standard 
outstanding K/S Areas/SUb-Areas a SIEEP: Nil 
Joss Fac:tors1 O 
Dodging/Avoidance: Nil 
Atb'activenas1 NU 
lnwlnerabWt1es1 Nil 
Susceptibilities: Nil 
Average Armor Frotectlon: 8 
Quirks1 NII 

Attacks BAC Damage Type Base 
Constrict (x203) 25 B/I• 203 

Bonus 
4 

• A constricting attack will inflict normal damage on the initial 
strike, then continue to do damage to the victim automati­
cally eaCh CT after that until the victim dies, the attacker 
takes over his CL In Physical damage, or the attacker decides 
to release the defender. subsequent damage will always be 
Impact and not absorbed by any type of armor other than 
run Plate armor. 

Powen1 Nil 
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Statistical Detail: 
Base Scheme (+/- D3) (single vine. total multiply by 4 for main 
plant) 
M (Cunning): O 
MM: 0 
MMcap: 0 
MMPow: 0 
MMSpd: 0 

Armor Scheme: 

MR: 0 
MRcap: 0 
MRPow: 0 
MRSpd: 0 

P: 96, WL: 72, CL: 86 
PM: 48 PN: 48 
PMcap: 16 
PMPow: 16 
PMSpd: 16 

PNcap: 16 
PNPow: 16 
PNSpd: 16 

Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 8 20 0 0 0 

Super 6 15 0 0 0 

Vital 4 10 0 0 0 

Non 2 5 0 0 0 

Average 5 12 0 0 0 

• Invulnerable 

Commentary lit Desaiption: 
This thing is a rooting. tree-like vine which utilizes mobile vine 

branches to attack anything contacted-whether prey contacts It or 
vice versa. The very tough, elastic creepers then wrap tightly around 
the victim and crush It. Dead material Is then dramed to the main 
stem for digestion. Note that the Physical statistics above are for 
contact with a single vine. and when one has received PD totaling 86 
or more points, it Is Inoperative. To kill the main stem of the vine 
requires in excess of 420 points damage. 

Sensory ability: rn. 

Sweet end 
Illustration: Page 175 
Identifier: Plant. Tracheophyta Angiospermae. Dicotyledonae 
Habitat: Subterranean IErth 
Size: 12xhuman-slze 

(40' L; 10' T) 

Number Appearing : !HO (106+4) 
Modes lit Kates of Movement: Nil 
Initiative Modifters: Nil 
Outstanding K/S Areas/Sub·Areas lit SIBEi': Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil 

A ttractiveness: Nil 
Invulnerabilities: Nil 

Susceptlbilitles: Nil 
Average Armor ProtectJon: 7 
Quirks: Nil 

Attacks 
Roots (x3D3) 
Scent 

BAC 
30 

Special 

Damage Type 
B/I• 

Special 

Base 
306 

Special 

Bonus 
18 
0 

• A constricting attack will inflict normal damage on the initial 
strike, then continue to do damage to the victim automati­
cally each CT after that unUl the victim dies. the attacker 
takes over his CL in Physical damage. or the attacker decides 
to release the defender. Subsequent damage will always be 
Impact and not absorbed by any type of armor other than 
Full Plate armor. 

Powers: NU 

StatistJcal Detail: 
Base Scheme (+/- 06) 
M (Cunning): 0 
MM:O 
MMcap: 0 
MMPow: O 
MMSpd: 0 

MR: 0 
MRcap: 0 

MRPow: 0 
MRSpd: 0 

P: 400. WL: 300, CL: 360 
PM: 200 PN: 200 
PMcap: 90 PNCap: 110 
PMPow:30 PNPow:30 
PMSpd: 80* PNSpd: 60* 

• Divide by 12 for effective PMSpd of 6 and PNSpd of 5. 

Armor Scheme: 

Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 4 20 0 0 0 
Super 3 15 0 0 0 

Vital 2 10 0 0 0 
Non 1 5 0 0 0 
Average 2 12 0 0 0 

• Invulnerable 

Commentary lit DesaiptJon: 
Sweetend Is a rooting form of plant life which exhales a very 

alluring scent from its large, flower-like growths. It also emits a potem 
narcotlc which poisons any creature close enough to breathe the 
stuff (5-10 feet). The scent causes affected creatures to become 
"Dazed" or unconscious If they fall a IVS roll versus their PNPow at 
DR "Moderate.· A check must be made each time one enters odor 
range and for each BT's time one remains therein. Shallow roots then 
move upwards, cut the victim to shreds. and drag the morsels down 
to fertilize the soil and feed the plant. 
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Toppler 
Dlustration: Page 175 
Identifier: Plant, Tracheophyta. Anglospermae, Dicotyledonae 
Habitat: Subterranean l'Erth 
Size: 6xhuman-size 
Nwnber Appearing: 3-9 (303) 
Modes « Rates of Movement: 

Crawl: l 0 yds/BT 
Initiative Modiftersi Human Standard 
Outstanding K/S Areas/SUb-Areas « STEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil 
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor f'rotection: 7 
Quirks: Nil 

Attacks BAC Damage Type Bonus 

Smash 
Digestive Sap 

30 
Auto 

B/I• 
Chem./Contin. 

506 
206 

20 
0 

• Impact damage cannot be absorbed by any type of armor 
except plate armor. 

l"owers: Nil 

Statistical Detail: 
Base Scheme(+/- 06) 
M (Cunning): o 
MM: 0 
MMcap: 0 
MMPow: 0 
MMSpd: 0 

MR: 0 

MRcap: 0 
MRPow: 0 
MRSpd: 0 

~ 260, WL: 195,Cu234 
PM: 160 PN: 100 
PMcap: 96 PNcap: 60 
PMPow: 32 PNPow: 20 
PMSpd: 32• PNSpd: 20' 

• Divide by 6 for effective PMSpd of 5 and PNSpd of 3. 

Armor Scheme: 
Area Pierce Cut Blunt f'/re Chem. Stun Elec. 
Ultra 8 8 16 0 0 0 
Super 6 6 12 0 0 0 
Vital 4 4 8 0 0 0 
Non 2 2 4 0 0 0 
Average 5 5 10 0 0 0 

• Invulnerable 

Commentary« Description: 
This heavy, woody plant has only thick. short roots which serve 

as both its means of slow locomotion and braces to hold itself upright 
at a slight angle. Then, when prey passes within range, the plant 
topples over as would a deadfall, crushing the victim and pinning it 
beneath the toppler's weight. Openings then appear In the trunk for 
digestive sap to seep forth and break the material down into 
digestible form, then hollow tubules suck the resulting ooze. The 
specimen then grows a branch which gradually rights it. The main 
trunk then separates itself, and the branch becomes a new, young 
toppler. which must move away from the parent within a few hours 
or else be cannibalized. 

Sensory abilities: f"P and l'VHX. SX, TX. XX. 

Trapbeetle 
Dlustration: Page 176 
Identifier: Animal, Arthropoda, Insecta Coleoptera 
Habitat: Subterranean IBrth 
Size: lxhuman-size 

(4'-6' L) 

Number Appearing: 1 
Modes « Rates of M~vement: 

Crawl: 60 yds/BT 
Burrow: 2 ydsfBT 

Initiative Modiftersi Human Standard 

Outstanding K/S Areas/SUb-Areas « SIUP: Nil 
Joss Factors: O 
Dodging/Avoidance: NII and -/20/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: NII 
Average Armor Protection: 11 
Quirb: Nil 

Attacks BAC Damage Type 
Bite (Mandibles) 60 C/P 406 

Bonus 
8 (12)' 

'The number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

l"owers: Nil 

Statistical Detail: 
Base Scheme (+/- 03) 
M (Cunning): 10 
MM: 5 
MMcap: 2 
MMPow: l 
MMSpd: 2 

MR:5 
MRcap:2 
MRPow: 1 
MRSpd: 2 

P:80, WL:60,Cu72 
PM: 50 PN: 30 
PMcap: 21 PNCap: 12 
PMPow: 18 PNPow: 9 
PMSpd: 11 PNSpd: 9 
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Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun flee. 
Ultra 20 20 16 4 4 20 4 
Super 15 15 12 3 3 15 3 
Vital 10 10 8 2 2 10 2 
Non 5 5 4 1 l 5 1 

Average 12 12 10 2 2 12 2 

Commentary a Description: 
Tue trapbeetle Is a barrel-like Insect which grows up to 6 'length. 

It has a huge head armed with double mandibles set at right angles 
to each other. A giant beetle of this sort will work its way down so as 
to be in a position as near to perpendicular as possible, and, hidden 
thus, open Its jaws and wait for unwruy prey to blunder Into this 
mandibular deathtrap. Once successfully fastened, the trapbeetle's 
mandibles remained locked to the victim and inflict automatic 
damage each Critical Tum thereafter until the prey is dead or the 
trapbeetle itself Is slain. 

Trog 
Illustration: Page 175 
Ide.nUfler: Animal, Mammalia, Primate, Hominid 
Habitat: Subterranean IErth (Sapient) 
Size: l xhuman-slze 

(4.5' T; 150#) 
Number Appearing: 5-15 (503) or 200-600 In communities 
Modes a Rates of Movement: 

Walk: 65 yds/BT 
Trot: 130 yds/BT 

Run: 195 yds/BT 
Initiative Modifiers: Human Standard 
Outstanding K/S Areas/SUb·Areas a STEEP: 

Agriculture at 4 1·50 (1010+40) 
Combat, Hand Weapons at 42-60 (2010+40) 
Combat. Hand Weapons, Missile at 37·55 (2010+35) 
HuntlnWfracking at 61-70 (1010+60) 
Influence at 36-45 (1010+35) 
Subterranean Orientation at 60 

Joss Factors: 103 

Dodging/Avoidance: 2 and 16/21/16 or by Individual 
A ttractiveness: - 3 but no extreme Attractiveness roll required 
Invulnerabilities: Nil 

Susceptibilities: Nil 
Average Armor Protection: 1 
Quirks: Nil 

Attacks Ave. BAC Damage Type Base Bonus 
Hand Weapon 

Missile Weapon 
51 
46 

By weapon By weapon O (3)" 
By weapon By weapon O (2)" 

"The number In parentheses is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: 
Sense Danger 

Area of effect: 20-120' radius 
Delivered by: Thought 
Range: Centered on subject 
Time: Instantaneous 

Duration: Instantaneous 
frequency: A1 will 
Description: When the subject concentrates on this 

power, he or she Is able to detect the presence of 
danger in any form per the XD Sensoiy ability, at 
base 50 STEEP. 

StaUstlcal Detail: 
Base Sc.heme (+/-03, +I MM bonus, -3 MR penalty, +2 PM bonus, +I 
PN bonus, -3 SM penalty, +2 SP bonus) 
M: 50, &.; 40 P: 65, WL: 48, CL: 58 S: 50, f.L: 40 
MM: 31 MR: 19 PM: 34 PN: 31 SM: 19 SP: 31 
MMcap: 11 MRcap: 7 PMCap: 12 PNcap: 11 SMCap: 7 Sl'Cap: 11 
MMPow: 10 MRPow: 6 PMPow: 11 PNPow: 10 SMPow: 6 Sl'l'ow: 10 
MMSpd: IO MRSpd: 6 PMSpd: 11 PNSpd: 10 Sr-15pd: 6 Sl'Spd: 10 

Armor Scheme: 
Area Pierce Cut Blunt l"ire Chem. Stun flee. 
Ultra 0 0 4 0 0 4 8 
Super 0 0 3 0 0 3 6 
Vital 0 0 2 0 0 2 4 
Non 0 0 1 0 0 1 2 
Average 0 0 2 0 0 2 5 

Commentary a Description: 
This sub-species of humans happily accept the name "Trog" for 

their kind wearing it, as it were, as a badge of honor, for they seem 
to have contempt for mankind dwe111ng on the outer surface. 

It is probable that, due to survival needs, ancient Neandertha­
loids retreated further Into the caves which are the exits from the 
subterranean complex. Adapting gradually, they established them· 
selves tenuously In a handful of oasis areas, but as the oases 
developed. the Trogs began to flourish In the Shallowshadow. They 
are now numerous there and in the middle region (Mldglooms) as 
well. The Trogs are quite similar to humans of subterranean sort, 
more like Alb I es than Slugbellles. They tend to be on good tenns with 
the former and veiy much oppooed to the latter, for the Devol es often 
rald Trogs for slaves and loot. Trog villages are most frequently found 
in the Sha/lowshadow portion of Subterranean IErth. There are some 
in the upper Midglooms, but it Is doubtful that any dwell or even 
venture Into areas below there. 

Villages are crude affairs, and the Trogs have few practitioners 
of any sort, save a few shaman and an occasional Individual with 
some limited power. 

Sensoiy abilities: FN, Htt SN·U, n t XO. 
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Unfif e 
Dlusb'atlon: Page 175 
ldentlfter: Fun9. Qymnomycota, Acraslomycetes, MorimyceUd 
Habitat; SUbterranean IBrth 
Size: Minlscule Individual, 24xhuman-size In colony 

(200-400 square foot colony) 

Number Appearing: Colony 
Modes a Rates of Movement: Nil 
Initiative Modifters: Human Standard 
out.standing K/S Areas/SUJ>.Areas a smu: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil 
Attractiveness: Nil 
lnvuJnerabillties: Nil 
SUsceptlbilities: Nil 
Average Armor Protection: Nil 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Spores Automatic Chemical 206 0 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- DlO) assumes colony of 400 square feet• 
M (Cunning): 0 P: 400, WL: 300, CL: 360 
MM: 0 MR: 0 PM: 200 PN: 200 
MMcap: 0 MRcap: 0 PMcap: 140 PNcap: 140 
MMPow: 0 MRPow: 0 PMPow: :30 PNPow: 30 
MMSpd: 0 MRSpd: 0 PMSpd: 30 PNSpd: 30 

• Each 1 point of Physical damage delivered destroys 1 square 
foot of the colony. 

Armor Scheme: 
Area Pierce Cut Blunt f'Jre Chem. Stun Elec. 
Ultra 0 0 0 

Super 0 0 0 
Vital 0 0 0 
Non 0 0 0 
Average 0 0 0 

• Invulnerable 

Commentary a Descriptions 
Unlife Is a species of mold growing In any damp place which 

seems not to be alive as we think of the term. In any event, If unlife 
contacts any form of living flora or fauna. It withers and kills It, 
growing to an obscene mass of worm-like stuff even as the host 
shrivels and turns Into powder. 1llls process takes only a few minutes 
(503 BTs time). The mass ofunllfe · wormlets• then breaks apart, and 
each little segnent wiggles off to lie dormant somewhere for an 
Indeterminate period of time. 

Anyone contacting the stuff will suffer 206 PD per Critical Tum 
as long as contact continues. SUch damage causes permanent lrtjury 
and scarring. fire Is the best W'ifi to kill or purge It. 

Vampbug 
Dlustntion1 Page 176 
Identlften Animal, Arthropod. Arachnid. Acarid 
Habitat: SUbterranean IBrth 
Size: O. lxhuman-slze 

W-12·+ L) 
Number Appearing: 3-8 (106+2) 
Modes a Rates of Movement: 

Crawl: 2 yds/BT 
Initiative Jllodifteni Human Standard 
outstanding K/S Areas/SUJ>.Areas a smu: Nil 
Joss Factors: 0 
Dodging/Avoidance: 9 and -/40/­
Attractivenesss NII 
InvuJnerabilltJess Nil 
Susceptibilities: Nil 
Average Armor Protection: 5 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 
Blood Drain 

Powerss NII 

30 
Automatic 

Statistical Detail: 
Base Scheme (+/- 02) 
M (cunning): 5 
MM: 3 MR: 2 
MMcap: 1 
MMPow: 1 
MMSpd: 1 

MRcap: 1 
MRPow: 1 
MRSpd: 0 

p 

Special 
Nil 

Special 

P: 16, WL: 12, CL: 14 
PM: 8 PN: 8 
PMcap: 3 PNcap: 3 
PMPow: 3 
PMSpd: 2· 

PNPow: 3 
PNSpd:2" 

• Multiply by 1 O for effective PMSpd and PNSpd of 20. 

0 
0 
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Armor Scheme: 
Area Pierce Cut Blunt Fire Cllem. Stun Blee. 
Ultra 8 8 8 0 0 8 0 

Super 6 6 6 0 0 6 0 

Vital 4 4 4 0 0 4 0 

Non 2 2 2 0 0 2 0 

Average 5 5 5 0 0 5 0 

Commentary at Description: 
These oval-shaped. tlcl<-Uke b~ range In size from only a few 

Inches to over a foot long. They are vamplric and subsist on plant 

juices and animal blood whlch they draw through a beak In the head. 

The beak has strong teeth which are bent backward to help the 

vampbug cling to Its host. They have eight le~ that stick out of the 

sides of their body. If a vampbug Is pulled forcefully from Its host, Its 

beak may break off and cause a festering sore. The best way to 

remove a vampbug Is to place a drop of oil or chloroform on the 

head, or to touch something very hot against It. 

Vampb~ have an anesthetic In their saliva which makes the 

puncture wound of their proboscis almost painless. An average 

Vamp bug will take a pint of blood before being satiated. so a few can 
prove fatal to their victim. Shock and loss of con.sclousness In a 

victim may occur from the rapid loss of as Jillie as a quart of blood. 

A 160-pound adult has 5 quarts ( 1 o pints) of blood, while an 8~ 

pound child has but 2.5 quarts (5 pints) of blood. A person who lives 

at high altitude may have up to 2 quarts more. The body can replace 

the lost fluid at a rate of one pint per day, but It takes 4-6 weeks to 

replace the blood cells. Thus, for each pint of blood lost. lower f 

TRAIT proportionately, and even when fluid loss Is negated, only one­

half f TRAIT lost Is immediately restored, the remainder being 

replaced at a rate of 13%-25% of remaining lost PTRAIT for the blood 

cell loss per week. example: An Individual with 120 PD points loses 

2 p ints of blood. Immediate f TRAITloss Is 24 points. When fluid loss 

Is repl.aced f TRAIT Is stlll -12, and over each the next four weeks 3 

points will be restored. 

Wally 
Illustration: Page 175 
ldentlfters Animal, Mammalia, Olyptodonta. Uthotherid 

Habitat: Subterranean .IErth 
Size: 6xhuman-size 

Number Appearing: I 
Modes at Rates of Movement: 

Walk: 70 yds/BT 

Run/Charge: 140 yds/BT and 21 O yds/BT ( l BT only) 

lnlUatlve Jllodlfters: Human Standard 

Outstanding K/S Areas/SUb·Areas at STEEP: NU 

Joss Factorsi 0 
Dodging/Avoidance: NU and - / IO/­
Attractiveness: Nil 

lnvulnerabllJUes: Nil 

SUsceptJbllltJes: NU 

Average Armor Protection: 10 

Quirks: Nil 

Attacks 
Claws (x2) 

Butt 
Trample•• 

BAC 
15 
25 
10 

Damage Type 
c 
B/r 
B/l• 

Base 
206 

206 

206 

Bonus 
20 
20 
20 

• Plus 206 Impact damage If charglng, Impact damage carmot be 

absorbed by any type of armor other than ruu Plate armor. 

• ·on1y If opponent ls less than 2' tall or has been knocked down 

so as not to exceed that height. 

StaUsUcal Detaih 
Base Scheme (+/- 06) 

M (Cunning): 10 

MM: 5 MR: 5 

MMCsp: 2 
MMPow: I 
MMSpd: 2 

MRCsp: 2 
MRPow: I 
MRSpd: 2 

P: 250, WL: 187, CL: 225 
PM: 140 PN: 110 
PMCsp: 72 PNCap: 62 
PMfow: 32 PNPow: 24 
PMSpd: 36 • PNSpd: 24 • 

• Divide by 6 to find effective PMSpd of 6 and PNSpd of 4. 

Armor Schemer 
Area Pierce Cut Blunt fire Chem. Stun £/ec. 

Ultra 12 16 20 16 16 20 12 

Super 9 12 15 12 12 15 9 
Vital 6 8 10 8 8 10 6 

Non 3 4 5 4 4 5 3 

Average 7 10 12 10 10 12 7 

Commentary at DesaipUom 
Wallies are hard'5!<1nned. camouflaged herbivores with slab-I Ike 

bodies and short legs hldden by drooping folds of leathery hlde. It 

Is almost Impossible to detect them when they press themselves 

against the sides of underground walls (thus their name). These ox­

sized creatures will defend themselves with sickle-clawed forellm bs, 

otherwise used to scrape free lichens, cut down dangerous flora. 

etc.; and by devastating butts from their rock-hard .• knobbed heads 

If they are threatened or attacked. 

Sensory abilities: f'N (dull), HH. SU, 1Ti, XX. 
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Warthill 
lllustratJon: Page 175 
ldentJfter: Animal. Amphibia. Anura. Bufonid 
Habitats Subterranean ~rth 
Size: 6xhuman-size 

(12'·15'L., legs extended) 
rlumber Appearing: 1 
Modes tit Rates of Jllovementi 

Hop: 80 yds/BT 
lnJtlative lllodifters: Human Standard 
out.standing K/S Areas/SUb-Areas tit SIUP: Nil 
Joss Factors: o 
Dodging/Avoidance: Nil and-/10/­
Att.ractJveness: Nil 
lnwlnerabllltJes: Nil 
Susceptibilities; Nil 
Average Armor Protection: 6 
QuirU: NII 

Attacks BAC Damage Type Base 
4-0 p 306+3 

Bonus 
8 Bite 

or 
Bite 4-0 p 303+Polson• 8 

• Poison: STR 20 (damage of 20/20/10 In 4 BT delays) 

Fowers: NII 

StatJstJcal Detail: 
Base Scheme (+/- 05) 
M (Cunning): 20 
MM: 10 

MMcap: 4 
MMPow: 3 

MMSpd: 3 

MR: 10 

MRcap: 4 
MRPow: 3 
MRSpd: 3 

P: 180, WL: 135,CL: 162 
PM: 90 PN: 90 
PMcap: 4-0 PNcap: 4-0 
PMPow: 20 PNPow: 20 
PMSpd: 30• PNSpd: 30• 

• Divide by 6 for effective PMSpd and PNSpd of 5. 

Armor Scheme: 
Area Pierce Cut Blunt f ire Chem. Stun ~lee. 

Ultra 8 8 12 0 0 12 0 
Super 6 6 9 0 0 9 0 
Vital 4 4 6 0 0 6 0 
Non 2 2 3 0 0 3 0 
Average 5 5 7 0 0 7 0 

Commentary tit Desaiptlon: 
These monstrous toads are called warthills because of their 

exceptionally warty skin and great size. They have small, backward­
pointing teeth. and some varleties are poisonous. The nonpoison­
ous varlety have somewhat longer teeth and greater jaw strength. a<1 

noted above. All varleties of these toads feed on steelbac:l<.s. 
scorpions. spiders. and In.sects. and just about any other fonn of llve 
prey they encounter and can eat A good.Qzed warthill can swallow 
prey up to about two-thirds Its own body size. I.e .• 9 ' long/tall and up 
to about 600 or so pound.51 Although dangerous In the extreme, 
these giant batrachlans are seldom molested by sapient races of 
Subterranean .IBrth because of the number of other even more 
deadly life forms they prey upon. 

Webber 
mustratJon: Page 176 
ldentJften Animal. Arthropoda. Arachnida. Araneid 
Habitat: Subterranean .IBrth 
Size: 6xhuman-slze 

(12' 14' (noosing) L. or 16'·24' (netting) L.) 
Number Appearing: 1-3 (103) 
Modes tit Rates of Jllovementi 

Crawl: 90 or 60 yds/BT 
Run: 270 or 180 yds/BT 
Run In webs: 36 or 24 yds/CT 

lnltlatlve Jllodifters: Human Standard 
out.standing K/S Areas/SUb-Areas tit SJEEF: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and -/14/ ­
AttractJveness: Nil 
Invulnerabilities: Nil 
SusceptlbiUtles: Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attacks 
Bite 

Webs 

BAC 
50 
30 

Damage Type Base 
P 3D6+Poison• 

Nil Nil 

Bonus 
8 (IO)"• 

0 

• Poison: STR 30. 4-0. or 50 (damage of 30/ 30/15 in 2 BT delays. 
4-0/4-0/20 In 5 BT delays. or 50/50/25 In 8 BT delays) 

• ·The number In parentheses ls the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 
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StatJstical Detail: 
Base Scheme(+/- 06) 
M (Cunning): 64 P: 240, WL: 180, CL: 216 
MM: 30 MR:M PM: 100 PN: 140 
MMC8p: 13 
MMfow: 9 
MMSpd: 8 

MRC8p: 16 
MRPow: 10 
MRSpd: 8 

PMC8p: 40 PNC8p: 64 
PMPow:20 PNPow:28 
PMSpd: 40• PNSpd.: 48• 

• Divide by 6 for effective PMSpd of 6 and PNSpd of 8. 

Armor Scheme: 
Area Pierce Cut Blunt f'ire Chem. Stun Elec. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 1 1 0 0 1 0 
Average 2 2 2 0 0 2 0 

Commentary lJt Description: 
Certain large. semi-intelligent arachnids evolved in the under· 

world utilize their web-making ability to literally net or lasso prey. The 
smaller noosing Webbers are up 12 ·or more long and shoot out their 
sticky strands to lasso prey at ranges as great as 60 ·. The larger. 
heavier netting Webbers use their huge splnnerettes to send a mesh 
of webs of as much as 30 ·diameter out and/or down to trap victims 
as far distant as 30' (verUcal distance not a factor). Reports of neWng 
webbers as large as 24 · have been made. but typical sped mens 
range from 16' to 20' long. All species tend to either build nests of 
webs or else huge webs In which they live when not out seeking prey. 

Welcome Lamp 
ruustration: See right 
Identifier: Plant and/or fungi, classification uncertain 
Habitat: Subterranean .tt:rth 
Size: O. lxhuman-size 

(8-12# diameter) 
Number Appearing: 4-40 (4010) 
Modes lJt Rates of Movement: Nil 
Initiative Modifters: Human Standard 
Outstanding K/S Areas/Sub·Areas lJt S'reEF: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil 
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: O 
Quirks: Nil 

Attacks BAC 
Nil 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 03) 
M (CUnnlng): 0 
MM: O 
MMC8p: 0 
MMfow: O 
MMSpd: 0 

Armor Scheme: 
Area Pierce 
Ultra 0 
Super 0 
Vital 0 
Non 0 
Average 0 

MR: 0 
MRC8p:O 
MRPow: O 
MRSpd: 0 

Cut Blunt 
0 0 
0 0 
0 0 
0 0 
0 0 

Commentary lJt Description: 

Damage Type Base Bonus 

P: 20. WL: 15. CL: 18 
PM: 15 PN: 5 
PMC8p: 0 PNcap: 0 
PMPow: O PNPow:O 
PMSpd: 0 PNSpd: 0 

l'lre Chem. Stun l!lec. 
0 0 0 0 
0 0 0 0 
0 0 0 0 
0 0 0 0 
0 0 0 0 

There are several forms of phosphorescent plants called we!· 
come lamps. All are cultivated by the various subterranean races 
able to see light In human-normal visible spectrum. in order to add 
these plants' light to their dwelling and working areas. and to disturb 
the sight sense of those enemies to whom such radlation Is a 
detriment to vision. In some places welcome lamps are grown along 
frequentiy travelled passages. The most common varieties of these 
plants are of ultraluc/d/synthetlc plant. fungoid types. and lichen. 
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Illustration: Page 175 
Identifier: Animal, Protozoa, Amoebidae, Flagellamoebid 
Habitat: Subterranean /Brth 
Size: Ixhuman-size 

(6'-81) 
Number Appearing: I-:3 (I0:3) 
Modes 8t Rat.es of Movement: 

Crawl: 20 yds/BT 
Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub·Areas 8t SIEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil 
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Tentacle (xl06) 15 Chemical 206+Poison• 0 

• Poison: S1R :30 (damage of 30/:30/15 in 2 BT delays) 

Powers: Nil 

Statistical Detaih 
Base Scheme(+/- 03) 
M (Cunning): 0 
MM: 0 MR: 0 
MMcap: 0 
MMPow: 0 
MMSpd: 0 

Armor Scheme: 

MRcap: 0 
MRPow: O 
MRSpd: 0 

P: IOO, WL: 75, CL: 90 
PM: 50 PN:50 
PMcap: 20 
PMPow: IO 
PMSpd: 20 

PNcap: 20 
PNPow: IO 
PNSpd: 20 

Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 4 4 4 0 0 
Super :3 :3 :3 0 0 
Vital 2 2 2 0 0 
Non 1 0 0 
Average 2 2 2 0 0 

• Invulnerable 

Commentary 8t Description: 
This deadly predator has both considerable sensory ability and 

mobility. If movement within a radius of IO' to 12' (105+9) is 
detected by a whipslime growth, it lashes out from one to six 
tentacle-like strands of its main body. The slime strands are acidic 
and poisonous: they break off upon contact, adhere to the victim, 
and enter the body through the openings caused by their acid. Even 
if the initial wounding and poison falls to kill a victim, the slime's 
growth and production of digestive enzymes (acidic and poisonous) 
will kill an afflicted life form in 6 to 60 minutes' time. 

Sensory abilities: FH-V, HX, SI. TX. xx. 

Whistler 
Illustration: See Silent Whistler illustration, page 167 
Identifier: Plant, Tracheophyta, Angiospermae, Oicotyledonae 
Habitat: Subterranean /Brth 
Size: Ixhuman-size 

(2' T: 3'·5' diameter) 
Number Appearing: 3-18 (:306) 
Modes 8t Rates of Movement: Nil 
Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas 8t SIEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil 
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: :3 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Nil 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 02) 
M (Cunning): 0 P: :36, WL: 27, CL: :32 
MM:O MR:O PM: 14 PN:22 
MMcap: 0 MRcap: 0 PMcap:O PNcap:O 
MMPow: 0 MRPow: 0 PMPow:O PNPow: 0 
MMSpd: 0 MRSpd: 0 PMSpd:O PNSpd:O 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun Elec. 
Ultra 4 8 0 0 0 
Super 3 6 0 0 0 
Vital 2 4 0 0 0 
Non I 2 0 0 0 
Average 2 5 0 0 0 

• Invulnerable 
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Commentary lt Desaiptiom 
Similar to silent whistlers (q.v.), this larger, branching plant 

species has developed sensory organs. If there Is movement within 
30 ·to 60 ·of whistlers, they usually emit a loud whistling noise In the 
human-norm range. This sound tends to drive off many sorts of 
predators, as the noise Is painful to their hearing organs. Although 
they have no Intelligence, It has been noted that whistlers will not 
react to movement of a sort familiar to them and which has proven, 
over a long period of time, to be non-harmful to them. Thus, certain 
subterranean sapient races cultivate them, and silent whistlers, too, 
as a defense and warning system for cultivated areas and domiciles 
alike. 

Sensory ability: re. 

Wigglehead ("Yilyissith") 
lllustraUon: See right 
ldenUfter: Animal, Mollusca, Cephalopoda Decopoda 
Habitat: Subterranean IErth (Sapient) 
Size: lxhuman-size 

(6' T; 175#) 
Number Appearing: 24- (103+1) or 50-150 In communities 
Modes lt Rates of Movement: 

Walk: 45 yds/BT 
Swim: 135 yds/BT 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas lt STEEP: 

Construction at 51-60 (1010+50) 
Combat, Hand Weapons at 15-40 (506+10) 
Combat, Hand Weapons, Missile at 5-50 (5D 10) 
Criminal Activities, Mental at 38-65 (3D10+35) 
Engineering at 5 1-60 (1 D10+50) 
Influence at 48-a5 (4D10+45) 
MulUversaJ Planes & Spheres at 4 1·50 (1010+4-0) 
Phreree flora l!t fauna at 31-4-0 (1010+30) 
Subterranean IErth at 42-60 (2D 10+40) 
Subterranean Orientation at 80 
(Dweomercrreft, Black at 28-75 (5010+25)) 
(Magid< at Dweomercrreft STEEP) 
(Priestcrreft, Gloomy Darkness at 28-55 (3Dl0+25)) 
(Religion at Priestcrreft STeeP) 

Joss Factors: 103 
Dodging/Avoidance: O and 25/14/16 or by Individual 
Attractiveness: -3 but no Extreme Attractiveness roll required 
Invulnerabilities: Nil 
Susceptibilities: 

exposure: 
Cold (x2) 

Average Armor Protection: 0 
Quirks: Nil 

Attacks 
Hand 
Missile 

Ave. BAC 
35 
27 

DT 
By weapon 
By weapon 

Base 
By weapon 
By weapon 

Bonus 
By Individual 
By individual 

Powers: 
Affed Sensory Organs 

Area of Effect: 1 subject 
Delivered by: Word and gesture 
Range: 100 yards 
Time: 1 CT 
Duration: 5 ATs 
frequency: 1/day 
Description: This power affects the subject's natural 

sensory abilities, reducing them to minimal range. 
Note, however, that this power only affects Physical 
senses, and not those of extra-sensory nature. 

Forcefield 
Area of Effect: 5 cubic yards 
Delivered by: Word 
Range: 100 yards 
Time: 1 CT 
Duration: 5-10 ATs 
frequency: l/week 
Descrlptlon: This power Is otherwise the same as the 

F'orcewall cantrlp. 
Create Oate 

Area of Effect: 5-1 O square yards 
Delivered by: Word and gesture 
Range: 1 O yards 
Time: 1 BT 
Duration: 10-30 ATS 
frequency: l / week 
Description: This power is otherwise the same as the 

General Dweomercrreft Create Portal Ritual. 
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Illusory Form 
Area of Effect: Self 
Delivered by: Word 

Range: N/A 
Time: 1 CT 
Duration: While concentrating 

Frequency: A1 will 
Description: The effects of this power mimic those of 

the Dweomercrreft:, Gray Doppleganger Csntrlp. 
Phase Shift 

Area of Effect: Self 
Delivered by: Word and gesture 

Range: N/A 
Time: 5 CTs 
Duration: 7·12 (106+6) ATs 
Frequency: 3/day 
Description: This power duplicates the effects of the 

General Dweomercrreft: casting Phase Shifting Spell. 
Thought Reading 

Area of Effect: 1 Subject 
Delivered by: Thought 
Range: M 1RAIT in feet 
Time: Instantaneous 
Duration: 2-6 (203) BTs 

Frequency: l/day 
Description: This power operates like the Pr!estcrreft:, 

Shadowy Darkness Mind Reading Spell. 

Statistical Detail: 
Ba<>eScheme(+/-03, +2 MM bonus, +5 MRbonus,-3 PM penalty,-1 fN 

penalty, +2 SM bonus, -1 Sf penalty) 
M: 77, EL: 61 f: 44, WL: 33, CL: 39 S: 50, EL: 4-0 
MM: 34 MR: 43 l'M: 19 fN: 25 SM: 31 Sf: 19 

MMcap: 12 MRcap: 15 PMCap: 7 PNcap: 9 SMCap: 11 Sf'Cap: 7 

MMfow: 11 MRfow: 14 PMPow: 6 fNfow: 8 SMfow: 10 Sffow: 6 
MMSpd: 11 MRSpd: 14 PMSpd: 6 fNSpd: 8 SMSpd: 10 Sf'Spd: 6 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 

Ultra 0 0 0 0 0 0 0 

Super 0 0 0 0 0 0 0 

Vital 0 0 0 0 0 0 0 

Non 0 0 0 0 0 0 0 

Average 0 0 0 0 0 0 0 

Commentary & Description: 
Although thls intelligent race of subterranean creatures refer to 

themselves as "Yllyissith, • humanity has named them Wiggleheads 
because of the many small tentades which sprout from their 
humanoid heads. 

The bipedal race of Wlggleheads seems to have developed from 
cephalopods, possibly some species of squid. aeons ago. Tuey walk 
on two tentade-llke limbs, use a shorter pair with branched ends for 
manipulation, and have a clu&er of smaller ones stlll sprouting from 
the front of their head. These appendages surmount the laiye 
beaked and toothed mouth. The race Is highly Intelligent, organized. 
and advanced In some aspects as compared to the highest of 
exterior civilizations. Its members are as likely to be practitioners as 
are humans. Fortunately the wlggleheads are relatively few In 
number and Inhabit the lowest regions of the underworld. the 
Deepdark. They hate humans (and most other forms of life as well), 

considering them as flt only for work and to be eaten. 
Sensory abilities: f"E.f. HX. SN-U, 1Ti, XH. Base Heka (before K/S 

calculatlon): 200 points 

Wolf spider, Subterranean 
ruustratfoni Page 219 
ldentffterz Animal, Arthropoda, Arachnida. Araneid 

Habltab Subterranean IErth 
Size: lxhuman.slze 
Number Appearing: 1 
Modes & Rates of Movement: 

Crawl: 60 yds/BT 
Run: 180 yds/BT (l BT only) 
Jump: 20 yds 

Initiative Modlftersz -1 O on attack actJons 
outstanding K/S Areas/SUb-Areas & smu: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and -/'50/­
Attractfvenessz Nil 
lnwlnerabllitfes: Nil 
SU5c:eptibUlties: Nil 
Average Armor Frotectfon: 2 
Quirks: Nil 

Attacks BAC Damage Type 

Bite 35 p 
Base Bonus 

2D3+Poison· 3 

• Polson: STR 20 (damage of 20/20/10 In 1 BT delays) 

Powers: Nil 
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Statistical Details 
Base Scheme (+/- 0 3) 
M (Cunning): 20 
MM: 10 
MMCap: 4 
MMPow: 3 

MMSpd: 3 

Armor Scheme: 
Area Pierce 
Ultra 4 
Super 3 
Vital 2 
Non 1 
Average 2 

MR: 10 
MRCap: 4 
MRPow: 3 

MRSpd: 3 

Cut Blunt 
4 4 
3 3 
2 2 
1 l 
2 2 

Commentary a Description: 

P: 90. WL: 67. CL: 81 
PM: 45 PN: 45 
PMCap: 15 PNCap: 15 
PMPow: 15 PNPow: 15 
PMSpd: 15 PNSpd: 15 

Fire Chem. Stun flee. 
0 0 4 0 
0 0 3 0 
0 0 2 0 
0 0 l 0 
0 0 2 0 

This subterranean species of common wolf spider has grown to 
gigantic size and terrible poison vlrulency in the sunless realms. This 
is the smallest variety. roughly as large as a big dog. 

All forms are deadly hunters. lurking on floors. walls. and 
ceilings awaiting unsuspecUng prey. These arachnids are able to 
jump forward In an arc with an apogee of l O'and a distance of 30 '. 
Reduce height of arc as distance covered is diminished. i.e .• 27 ·• g · 
apogee. 24' • 8 ' apogee. etc. They hunt primarily by sight (Sf..N-U) 
and touch (FV). 

Wolfspider, Large Subterranean 
OlustratJon: See below 
ldentlfter: Animal. Arthropoda. Arachnida. Araneid 
Habitat: Subterranean ~rth 
Sizei 3xhwnan-slze 

Number Appearing: 1 
Modes a Rates of Movement: 

Crawl: 90 yds/BT 
Run: 270 yds/BT (1 BT only) 
Jump: 15 yds 

Initiative Modifiers: Human Standard 
Ou tstanding K/S Areas/Sub·Areas a SI'EEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and -/26/­
AttractJvenesss Nil 
lnvulnerabllitless Nil 
Susceptlbllitles: Nil 
Average Armor ProtectJons 3 
Quirks: Nil 

Attacks BAC Damage Type Base 
Bite 35 P 205+Poison* 

• Poison: STR 30 (damage of 30/ 30/15 in 1 BT delays) 

l"owers: Nil 

Bonus 
12 

Animalia and Unique Flora/Subterranean ./Erth · GDW 219 



Statlstlcal Details 
Base Scheme (+/- 06) 
M (Cunning): 20 ~ 224, WL: 168, CL: 201 

MM: 10 
MMcap: 4 
MMPow: 3 

MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 

PM: 112 
PMcap:49 
PMPow:24 
PMSpd: 39• 

l'N: 112 
PNcap:49 
l'NPow: 24 
l'NSpd: 39• 

• Divide by 3 for effective PMSpd and l'NSpd of 13. 

Armor Scheme: 
Area Pierce Cut Blunt l'lre Chem. Stun e/ec. 
Ultra 4 4 4 0 0 8 0 

Super 3 3 3 0 0 6 0 

Vital 2 2 2 0 0 4 0 

Non 1 1 l 0 0 2 0 

Average 2 2 2 0 0 5 0 

Commentary a Desc:rlptlon: 
This subterranean species of common wolf spider has grown to 

gigantic size and terrible poison vfrulency In the sunless realms. This 

variety Is the size of a tiger. 

All forms are deadly hunters, lur1Ung on floors, walls. and 

ceilings awaiting unsuspecting prey. They are able to jump forward 

in an arc wiUt an apogee of 10' and a distance of 30'. Reduce height 

of arc as distance covered Is diminished. I.e .• 27' - 9 ' apogee. 24 · -

8 ·apogee. etc. They hunt primarily by sight (SB-N-U) and touch (l"V). 

Wolfspider, Great Subterranean 
Dlustratloni Page 219 

ldentlften Animal, Arthropoda, Arachnida. Araneid 

Habitat: subterranean .N.lth 
Shes 6xhuman«ze 

Number Appearing: l 
Modes a Rates of Movement: 

Crawl: 60 yds/BT 

Run: 180 yds/BT (1 BT only) 

Jump: 10 yds 
Initiative Modifiers: Human Standard 

Outstanding K/S Areas/SUb-Areas a S'IUF: NII 

Joss Factors: O 
Dodging/Avoidances Nil and -/20/­

Attractivenesss Nil 
lnvulnerabWtlesz Nil 
SUsc:eptibilltiesi Nil 
Average Armor Protecdons 4 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 45 p 2DIO+Poison• 22 

• Polson: SIB 4-0 (damage of 4-0/4-0/20 In l BT delays) 

Powers: Nil 

StatJstlcal Details 
Base Scheme (+/- 06) 
M (CUnnlng): 20 

MM: 10 
MMCap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 

MRPow: 3 
MRSpd: 3 

P: 308, WL: 231. CL: 277 

PM: 154 PN: 154 
PMcap: 60 PNcap: 60 

PMPow:34 PNPow:34 
PMSpd: 60• PNSpd: 60• 

• Divide by 6 for effective PMSpd and PNSpd of l 0 . 

Armor Schemes 
Area Pierce Cut Blunt fire Chem. Stun e1ec. 

Ultra 4 4 8 0 0 12 0 

Super 3 3 6 0 0 9 0 

Vital 2 2 4 0 0 6 0 

Non l 1 2 0 0 3 0 

Average 2 2 5 0 0 7 0 

Commentary a Desc:rlptlonz 
This subterranean species of common wolf spider has grown to 

gigantic size and terrible poison vlrulency ln Ute sunless realms. The 

great wolf spider attains a size slightly larger than a brown bear. 

All forms are deadly hunters, lurking on floors. walls. and 

ceilings awaiting unsuspecting prey. They are able to jump forward 

In an arc w!Ut an apogee of 10' and a distance of 30'. Reduce height 

of arc as distance covered ls diminished. I.e .• 27' - 9 ' apogee, 24 · -

8 ' apogee, etc. They hunt primarily by sight (SB-N-U) and touch (l'V). 
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Bear, Ape 
lllustraUon: Page 181 
ldenlitten Animal, Mammalia. Perisoodactyia, Chalicothere 
Habitat: Interior /Erth, Outer Band, Southern Region 
Size: 6xhuman-size 

(10' L; 850-1100#) 
Number Appearing: 2-6 (203) 
Modes a Kates of Movement: 

Walk: 40 yds/BT 
Run/Charge: 120 yds/BT 
Climb: 20 yds/BT 

lniUalive Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas a sreEI': Nil 
Joss Factors: 0 
Dodging/Avoidance: NU and -/12/­
AttracUven~: Nil 
lnvulnerabiliUes: Nil 
SuscepUbiUUes: Nil 
Average Armor Protec:Uon: 6 
Quirks: Nil 

Attacks 
aaws (x2) 

Bite 
Smash 

BAC 
15 
20 
30 

Damage Type Base 
c 303 
p 206 
1· 306 

Bonus 
16 
16 
16 

• Impact damage cannot be absorbed by any type of armor 
except run Plate armor. 

Powers: Nil 

StaUsUcal Detall: 
Base Scheme (+/- 05) 
M (Cunning): 20 
MM: 10 MR: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MRcap: 4 
MRPow: 3 
MRSpd: 3 

P: 220, WL: 165, CL: 198 
PM: 110 PN: 110 
PMcap: 46 PNCap: 46 
PMPow:28 PNPow:28 
PMSpd: 36• PNSpd: 36• 

• Divide by 6 to find actual (comparative) Speeds-In this case a 
PMSpd and PNSpd of 6. 
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Armor Schemes 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 8 8 12 0 0 16 0 
Super 6 6 9 0 0 12 0 
Vital 4 4 6 0 0 8 0 
Non 2 2 3 0 0 4 0 
Average 5 5 7 0 0 10 0 

Commentary & Description: 
This massive creature, although herbivorous, is quite danger­

ous--especlally if disturbed or provoked. A forest browser, the large.­
limbed ape bear has a strong back that slopes upward from heavy 
hips. Its long forelimbs end In paws with three Jong daws. The three 
toes on each hind foot have shorter claws, but these are used for 
climbing. not attacking. 

Bear. Cave 
Illustration: Page 179 
Identlfter: Animal, Mammalia, Carnlvora, Ursid 
Habitat: Interior IErth, Outer Band, Northern Region 
Size: 6xhurnan-slze 

(7'·12+' L; 4'-5' T; 500-1800#) 
Number Appearlngs 1 

Modes & Rates of Movement: 
Walk: 80 yds/BT 
Run/Charge: 240 yds/BT and 42/CT 1 CT maximum 

Initiative Jllodiftasi Human Standard 

Outstanding K/S Areas/Sub-Areas & Sl'UP: Nil 
Joss Factorsi 0 

Dodging/Avoidance: Nil and -/16/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 8 
Quhks: Nil 

Attacks BAC Damage Type Base Bonus 
Claws (x2) 25 c 403 30 
Bite 30 f 406 30 
Smash 35 1· 406 30 
Hug 40 B/I• • 306 30 

• Impact damage cannot be absorbed by any type of armor except 
Full Plate armor. 

•• A hug (constricting attack) will inflict normal damage on the 
Initial strike, then continue to do damage to the victim automatlcally 
each CT after that until the victim dies, the attacker takes over his CL 
in Physical damage, or the attacker decides to release the defender. 
Subsequent damage will always be Impact and not absorbed by any 
type of armor except ruu Plate armor. 

l"owers: Nil 

StatJstical Details 
5a5e Scheme (+/- 05) 
M (Cunning): 20 f: 340, WL: 255, CL: 306 
MM: 10 MR: 10 PM: 190 PN: 150 
MMCap: 4 MRcap:4 PMcap:88 PNCap:80 
MMfow: 3 MRPow: 3 fMfow:42 l'Nfow: M 
MMSpd: 3 MRSpd: 3 fMSpd:6o· PNSpd:36• 

• Divide by 6 for effective Speeds-a fMSpd of 1 O and a 
PNSpd of6. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 8 12 16 0 0 20 0 
Super 6 9 12 0 0 15 0 
Vital 4 6 8 0 0 10 0 
Non 2 3 4 O 0 5 O 
Average 5 7 10 0 0 12 O 

Commentary & Description: 
The cave bear is the largest and most aggressive of the ursine 

family. Being mostly carnivorous, the cave bear is a powerful 
creature. A cave bear Is one of the few animals capable of going toe 
to toe with an adult bull aurochs, and they occasionally do so when 
driven by extreme hunger. 

cave bears inhabit cold mountainous regions where suitable 
lairs can be found. Unlike other bears, cave bears need not hibernate 
during the winter, and If the fall hunting was poor; they will remain 
awake and hungry during the winter. They are very territorial about 
their lair-intruders who encounter this bear In Its cave will be 
attacked as soon as the bear senses they have entered. 

Males and females do not stay together after mating. Females 
bear 1·3 live young once per year. The cubs are usually able to fend 
for themselves between 6 months to 1 year after birth and leave at 
that point. Young bears are at half PTRAIT until 2 years old, when the.y 
reach sexual maturity. 

Bear, Dog 
mustratJon: Page 179 
ldentlfter: Animal, Mammalia. Tillodont. &thonychld 
Habitat: Interior IErth, Outer Band, Northern Region 
Size: 3xhurnan-slze 

(4' L; 3' T; 200-400#) 

Number Appearing: 2-4 (103+1) 
Modes & Rates of Movement: 

Walk: 60 yds/BT 

Run/Charge: 180 yds/BT and 240 yds/BT (lBT only) 
Initiative Modfftas: Human Standard 
Outstanding K/S Areas/Sub-Areas & Sl'Ul'i Nil 
Joss Factorsi O 
Dodging/Avoidance: Nil and -/22/­
Attractlveness: NII 

Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 3 
Quhks: Nil 
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Attacks 
Claws (x2) 
Bite 

BAC 
20 

50 

Damage Type Base Bonus Attacks BAC Damage Type Base Bonus 
c 203 10 ~C~la_w_s7(X~2~)~~~~2~5~~~~~c=----'o..:.....~-2=0~3=--~~2~4,...-

P 403 10 (12)• Bite 40 P 206 24 

•The number In parentheses ls the damage bonus with the 

damage bonus due to high BAC added. 

Powers: NU 

StatJstlcaJ Detail: 
Base Scheme (+/- 06) 
M (Cunning): 20 P: 200, WL: 150, CL: 180 

MM: 10 PM: 100 PN: 100 
PMCap:45 PNCap:45 
PMPow:22 PNPow:22 

MMCap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRCap: 4 
MRPow: 3 
MRSpd: 3 PMSpd: 33• PNSpd: 33• 

• Divide by 3 to find effective Speeds-PMSpd and PNSpd of 11. 

Armor Scheme: 
Area Pierce Cut Blunt l'lre Chem. Stun ~lee. 

Ultra 4 4 8 0 0 8 0 

Super 3 3 6 0 0 6 0 

Vital 2 2 4 0 0 4 0 

Non 1 l 2 0 0 2 0 

Average 2 2 5 0 0 5 0 

Commentary a Desaiptlon: 
The Trogosuc;, or dog bear, has a squat body and short head. An 

herbivore, It has chiseHike ln~rs, adaJXed for gnawing. The chief diet 

consLst.s of abrasive platt materials like rocX.s and b.lbeJS. Dog bears a-e 
found In family groups--e maed pair, and any cubs. While not normally 

amres9ve, the dog bear Is easily disturbed, and may attack any creature 

foolish enough to wander too dose, espedally If cubs are present. 

Bear, Tiger 
lllustratlon: Page 179 
ldentlften Animal, Mammalia. Camlvora. Amphlcyonid 

Habitat: Interior /Erth, Outer Band, Northern Region 

Size: 3xhuman-slze 
(6.5 ' L; 400-000#) 

Number Appearing: l 
Modes a Rates of Movement: 

Walk: 90 yds/BT 
Run/Charge: 270 yds/BT and 360 (1 BT only) 

JnltJative Modifiers: Human Standard 

Outstanding K/S Areas/SUb·Areas a smu: Nil 
Joss Factors: 0 
Dodglng/Avoldanc:e: 5 and -/36/­
Attractlveness: Nil 
lnvulnerabllltles: Nil 
Susceptfbllltles: Nil 
Average Armor Protectlon: 3 
Quirks: Nil 

Powers: Nil 

StatJstJcaJ Detail: 
Base Scheme(+/- 06) 
M (Cunning): 20 P: 310, WL: 232, CL: 279 

MM: 10 PM: 180 PN: 140 

MMCap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRCap: 4 
MRPow: 3 
MRSpd: 3 

PMCap: 74 PNCap: 50 
PMPow: 36 PNPow: 42 
PMSpd: 60• PNSpd: 48• 

• Divide by 3 to find effective Speeds-e PMSpd of 20 and a 
PNSpd of 16. 

Armor Scheme: 

Area Pierce Cut Blunt l'lre Chem. Stun ~lee. 

Ultra 4 4 8 0 0 8 0 

Super 3 3 6 0 0 6 0 

Vital 2 2 4 0 0 4 0 

Non 1 1 2 0 0 2 0 

Average 2 2 5 0 0 5 0 

Commentary a Desaiptlon: 
The Amphlcyon, or Uger bear, ls an omnivore with strong. sharp 

teeth, a thick neck, and heavy tall. resembling a aoss between a bear 

and a Uger (thus the name). The creature hm very strong legs, 

enabling le~ pursuit and massive damage; It ls capable of killing 

very large prey with blows from Its forepaws. 

Beaver, Giant 
Dlustratlon: Page 184 
ldentJJter: Animal, Mammalia. RodenUa. Castorld 

Habitat: Interior /Erth, Outer Band, Northern Region 
Size: 2xhurnan-&ze 

(7 .5' L; c. 400#) 

l'fwnber Appearing: 4-12 (403) 

Modes tt Rates of Movement: 

Walk: 35 yds/BT 
Run: 105 yds/BT (1 BT only) 
Swim: 140 yds/BT 

Jnltlatlve Modifiers: Human Standard 

Outstanding K/S Areas/SUb-Areas Br SJEU: Nil 

Joss Factors: O 
Dodging/Avoidance: Nil and -/22/­

Attractlveness: Nil 
lnvulnerabllltles: Nil 

5u.sceptJblllties: Nil 
Average Armor Protectlon: 5 
Quirks: Nil 
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Atta cu MC Damage Type Base Bonus 
Bite IO 
Tail Smash 20 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 03) 
M (Cunning): 10 
MM: 5 MR: 5 

p 

B 
106 
203 

P: 130. WL: 97, CL: 117 

PM:62 PN:68 
PMC3p: 22 PNC3p:24 
PMPow: 20 PNPow: 20 

8 
8 

MMcap: 2 
MMPow: l 
MMSpd: 2 

MRcap: 2 
MRPow: l 
MRSpd: 2 PMSpd:20* PNSpd: 24* 

• Divide by 2 for effective PMSpd of 10 and PNSpd of 12. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun ~lee. 

Ultra 8 8 8 0 0 8 0 

Super 6 6 6 0 0 6 0 

Vital 4 4 4 0 0 4 0 
Non 2 2 2 0 0 2 0 

Average 5 5 5 0 0 5 0 

Commentary 8r Descriptioiu 
Uke its smaller relative. the giant beaver's coat Is long and thick. 

ranging from black to yellowish-brown. The wide tail Is almost 
hairless, and is covered with scales. The hind feet are webbed, while 
the front feet are relatively small, with all of the front toes clawed. 

A giant beaver colony has 4-12 individuals who build massive. 
elaborate dams and houses out of mud, tree trunks, and branches. 
There are two or more entrances below the water level, and an 
internal chamber above the water level. 

Qlant beavers are herbivorous, feeding on aquatic plants or 
leaves and bark from trees on the nearby banks. females typically 
bear 24 young. who will remain with their parents for a year or more. 

Bison, Giant 
Illustration: Page 179 
Identifier: Animal, Mammalia, Artlodactyla, Bovld 
Habitat: Interior .IErth, Outer Band, Northern Region 

Size: l 2xhuman-size 
(12' L; 8' T; 1·2 tons) 

Number Appearing: 10-100 (10010) (see below) 

Modes 8r Kates of Movement: 
Walk: 90 yds/BT 
Run/Charge: 270 yds/BT and 360 yds BT (1 CT only) 

Initiative Modiftus: Human Standard 

outstanding K/S Areas/SUb-Areas 8r SIEU: Nil 
Joss Factors: o 
Dodging/Avoidance: Nil and -/14/­
Atb'actJveness: Nil 
Invulnerabilities: Nil 
SU.sceptiblUties: Nil 
Average Armor Protection: 8 
Quirks: Nil 

Atta cu MC Damage Type 
Bite 15 p 

Horns (x2) 20 p• 

Trample•• 10 It 

• Plus 406 Impact damage if charging. 

Base Bonus 
403 30 
206 30 
406 30 

• • Applicable only when opponent Is at the bison's feet and Is 
under 2 feet in height, or has been knocked down so as notto exceed 
that height. 

t Impact damage cannot be absorbed by any type of armor except 
Full Plate armor. 

Powers: Nil 

StatistJcal Detail: 
Base Scheme (+/- 06) 
M (Cunning): 10 
MM: 5 
MMCap: 2 
MMPow: l 
MMSpd: 2 

MR: 5 
MRC3p: 2 

MRPow: 1 
MRSpd: 2 

P: 410, WL: 307, CL: 369 
PM:210 
PMcap:84 
PMPow:42 
PMSpd: 84* 

PN:200 
PNcap:84 
PNPow: 32 
PNSpd: 84* 

• Divide by 12 for effective PMSpd and PNSpd of 7. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun ~lee. 

Ultra 12 12 16 4 4 16 4 
Super 9 9 12 3 3 12 3 
Vital 6 6 8 2 2 8 2 
Non 3 3 4 1 1 4 1 

Average 7 7 10 2 2 10 2 

Commentary 8r Description: 
These animals (Bison Iatifrons) are ponderously huge (6-8' at 

the shoulder, 1-2 tons) herbivores distantly related to their smaller 
brethren, the .IEropan and Vargaardlan bison, as well as more 

distantly still to all caWe In general. 
Olant bison travel In herds of 10-100 adults, with calves and 

immature young totaling an additional 25% of that number. They are 
generally docile unless provoked, the exception being during their 
ruWng season. If either Is the case, they will attack intruders with very 
llWe provocation. As with most caWe, when threatened. they form 
a circle, with adults In the outer ring. and bulls aggr-es$vely attacking 

foes who approach within about 30 yards or so. 
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CameL Giant 
llluslratlon: Page 179 
ldentlfters Animal, Mammalia Artlodactyla. camelld 
Habitats Interior ~rth. Outer Band, Northern Region 
Sizes 12xhuman-slze 

(11.5' Tat shoulder; 22()(}27001) 
Number Appearlngs 2--12 (206) 
Modes a Rates of Movements 

Walk: 100 yds/BT 
Pace: 200 yds/BT 
Run/Charge: 300 yds/BT and 4-00 yds/BT (1 BT only) 

Jnitiatlve Modlfters: Human Standard 
Outstanding K/S .Areas/Sub·Areas a Sl"EEPs NII 
Joss Factorss 0 
Dodging/Avoidance: NII and-/14/­
AttractJveness: NII 
lnvulnerabWtJes: NU 
SusceptJbllltless Nil 
Average Armor Protection: 4 
Quirks: Nil 

Attacks BAC Damage Type Bonus 
Bite 
Spit 

Powers: NII 

25 

65 

StatlstJcal Detail: 
Base Scheme (+/- 06) 
M (Cunning): 10 
MM: 5 
MMC3p: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRcap: 2 
MRPow: 1 
MRSpd: 2 

p 

Chemical 
406 

Special 
21 
0 

P: 420. WL: 315. CL: 378 
PM:210 PN:210 
PMcap: 93 PNCap: 93 
PMPow:33 PNPow:33 
PMSpd: 64 • PNSpd: 64 • 

• Divide by 12 for effective PMSpd and PNSpd of 7 . 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun ~lee. 

Ultra 4 8 12 0 0 12 0 
Super 3 6 9 0 0 9 0 
Vital 2 4 6 0 0 6 0 
Non 2 3 0 0 3 0 
Average 2 5 7 0 0 7 0 

Commentary a Descriptions 
This giant specimen Is the ancestor of the camels of ~·s 

exterior surface. The giant camels of the northern region need no 
hump to store fat. for the climate Is colder than the deserts on the 
outer world. They are, however. easily dlstlngulshed ~ camels by 
their narrow snouts, long neck.s. and splayed, two-toed feet. M with 
others of their kind. giant camels have highly flexible upper Ups. and 
can (and dol) spit a foul-smelling glob at any who annoy them within 
1 O feet. Such expectoration causes blindness and nausea for 2D3 
crs. They are easily annoyed. 

Camelephant 
DlustratJons Page 181 
Jdentlfters Animal. Mammalia. Utoptemla. Macrauchenld 
Habitats Interior ~rth. Outer Band. Southern Region 
Slzei 6xhuman-slze 

(10' L; 8©10001) 
Number Appearlngs 2--12 (206) 
Modes a Rates of Movements 

Walk: 75 yds/BT 
Run/Charge: 150 yds/BT and 225 yds/BT (l 8T only) 

Jnltiatlve Modifters: Human Standard 
Outstanding K/S .Areas/SUb-Areas a Sl"EEPs NU 
Joss Factorss O 
Dodging/Avoid ances Nil and-/10/­
AttractJvenesss NII 
lnwlnerabWtless Nil 
Su.sceptlbllltless NU 
Average Armor Protections 6 
Quilbs Nil 

Attacks BAC Damage Type Bonus 
Bite 
Spit 
Trample 

25 
80 

15 

p 

Chemical 
B/I• 

306 
Special 

106 

24 
0 
24 

• Applicable only when opponent Is at the animal's feet and Is 
under 2 feet In height. or ~ been knocked down so as not 
to exceed that height Impact damage cannot be absorbed by 
any type of armor except full Plate armor. 

Powerss NU 

Statistical Detail: 
Base Scheme (+/- D5) 
M (Cunning): 10 
MM: 5 MR: 5 
MMC3p: 2 
MMPow: 1 
MM.Spd: 2 

MRC3p: 2 
MRPow: 1 
MRSpd:2 

P: 300. WL: 225, CL: 270 
PM: 180 PN: 120 
PMC3p: 108 PNCap: 72 
PMPow: 36 PNPow: 24 
PMSpd: 36• PNSpd: 24• 

• Divide by 6 for effective PMSpd of 6 and PNSpd of 4 . 
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Armor Scheme: 
Area Pierce Cut Blunt ffre Chem. Stun ~Jee. 

Ultra 8 8 12 0 0 12 0 

Super 6 6 9 0 0 9 0 

Vltal 4 4 6 0 0 6 0 

Non 2 2 3 0 0 3 0 

Average 5 5 7 0 0 7 0 

Commentary a DesaiptJon: 
The cam elephant Is an herbivore of camel-like body with a long. 

elephant~lke probo5cls. It has a long neck topped with a small head, 

making the •trunk• look all the more ridiculous. Large. three-toed, 

hoofed feet at the end of the creature's long legs provide very good 

balance, although this Is at the expense of gracefulness. Because the 

animal's front legs are longer below the knees, and Its hind legs are 
the opposite, the camelephant Is not a fast runner, although It can 

manage a higher rate of movement for a short time. 

The trunk Is prehensile, and the animal can use It to spit like a 

camel with great accuracy. Spit from a camelephant Is capable of 

causing blindness and nausea for 203 CTs. 

Centipede, Giant 
WustratJon: Page 180 
ldentlften Animal, Arthropoda. Chllopoda. Scolopendromorphld 

Habitat: Interlor ~. Intermediate Band 

Size: l xhuman-slze 
(6'+ L; 2' diameter) 

Number Appearing: U (20 3) 

Modes a Rates ot Movemenb 
Crawl: up to 210 yds/BT 

Burrow: l yd/BT 

Initiative lllocWlers: Human Standard 

Outstanding K/S Areas/ SUb-Areas a SIEEI": Nil 

Joss Factors: O 
Dodging/Avoidance: Nil and -/22/­

AUl'actJveness: Nil 

lnwlnerabWtJes: NII 
SUsceptfbllltfesi Nil 

Avenge Armor r.otectlon: 18 
Quirks: Nil 

StatlstkaI Detall: 
Base Scheme (+/- 03) 
M (Cunning): 10 r: 10. WL: s2. CL: 63 

MM:S MR: 5 rM:4-0 PN:30 

MMCap: 2 MRCap: 2 rMCap: 14 PNCap: 12 

MMFow: 1 MRrow: l rMPow: 13 mrow: 9 

MMSpd: 2 MRSpd: 2 rMSpd: 13 PNSpd: 9 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun ~/ec. 

Ultra 20 20 4-0 16 16 4-0 16 

Super 15 15 30 12 12 30 12 

Vltal 10 10 20 8 8 20 8 

Non 5 5 10 4 4 IO 4 

Average 12 12 25 10 10 25 10 

Commentary a DaafptJ01U 
Theglant centipede oflnterlor .iErth grows to a length of 6 ·. They 

are very poisonous and forage throughout the forests and woodlands 

of the Intermediate Band. They are thought to be a species similar 

to the steelbacks found In the llghUess realms of the subterranean 

world. 
Uke all centipedes, their bodies are segmented. E'.ach segment 

has a pelr of legs (15-170 pairs total). There Is one pair of antennae 

on the head and two pair on the jaws. The fir& pair of legs behind the 

head have claws and are used for fighting. These are called ·poison 

claws· because there Is a gland In the head that fills the claws with 

poison (S'TR rating: 40). 

Cougar, Dirk ... T oothed 
DJustratJolU rage 179 

ldentlften Animal, Mammalia, Camivora. felld 

Habitab Interior ~rth. Outer Band, Northern Region 

Size: 2xhuman-slze 
(3'·5' L: up to 300#) 

Number Appearing: 1-3 (103) 
Modes a Rates ol lllovemenb 

Stalk: 4-0 ydsfJIT° 
Walk: 80 yds/BT 

Trot: 160 yds/BT 

Run/Charge: 24-0 yds/BT and 320 yds/BT C 1 BT only) 

Attacks BAC Damage Type Base Bonus Olmb: 20 yds/BT 
,,,.,.----------,,...,..--------":,.-----...--------...,,.-.,..-------~ 

Bite 4-0 r 203+Folson• I Swim: 40 yds/BT 

Claws (t2) 30 C 103+Folson· 

• Folson: S1R 4-0 (f'hysical damage of 4-0/ 4-0/20 in I BT delays) 

rowers: NII 

• This mode enables the animal to move silently 

Initiative lllodlften: Human Standard 

Outstanding K/S Areas/ SUb-Areas a SJE!P: Nil 

Joss Factors: o 
Dodging/Avoidance: Nil and -/30/­
AttractJveneM: Nil 

lnwlnaabWtJess Nil 

SUsceptfbllltfesi Nil 
Average Armor Frotectlom 3 
Quhks:NU 
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Attacks BAC Damage Type Base Bonus 
Claws (x2) 

Bite 
40 
60 

c 
p 

106 15 
206+2 15 (19)** 

Rake c 206 15 

• Automatic, but only if both daw attacks succeed. 
•*The number in parentheses is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistlcal Detail: 
Base Scheme (+/- D3) 
M (Cunning): 20 P: 180. WL: 135, CL: 162 
MM: 10 PM: 90 PN: 90 

PMcap:33 PNcap:33 
PMPow:27 PNPow:27 

MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 PMSpd: 30' PNSpd: 30* 

•Divide by 2 for effective PMSpd and PNSpd of 15. 

Armor Sdteme: 

Area Pierce Cut 
Ultra 4 4 
Super 
Vital 
Non 

3 
2 
1 

Average 2 

3 
2 

2 

Blunt 
8 
6 
4 
2 

5 

Commentary 8t Description: 

/'/re Chem. 
0 0 
0 0 
0 0 
0 0 

0 0 

stun e1ec. 
8 0 
6 0 

4 0 
2 0 
5 0 

Dirk-toothed cougars (Megantherlon) are prehistoric versions 
of the cougar. differing primarily in their manner of bringing down 
prey. 

The typical prey of these beasts are thlck..skinned grazing 
animals. These predators usually leap from above, using the weight 
of their bodies to drive their long teeth deep Into their prey. They then 
dislodge themselves and wait for their prey to die of blood loss. 

Crocodile, King Croc 
Dlustratlon: Page 184 
Identlfter: Animal, Reptilia, Crococtylla. Crocodylld 
Habitat: Interior .IErth, Intermediate Band 
Size: l 2xhuman-slze 

(up to 50' L; 2500-5500#) 
Number Appearing: l 

Modes 8t Rates of Movemenb 
Crawl: 70 yds/BT 
Olarge/RUSh: 210 yds/BT (1 BT only) and 28 yds/CT (1 CT only) 

Swim: 280 yds/BT 

Initlative Modiflen: Human Standard 

Outstanding K/S Areas/Sub-Areas 8t smEPt NII 
Joss Factors: O 
Dodgfng/Avoldancei Nil and-/12/­
Attractiveness: Nil 
lnvulnerabllltlesa Nil 

SUsceptibUlties: Nil 
Average Armor Protections 18 
Quirk.9: Nil 

Attacks BAC Damage Type Bonus 
Bite 

Tull Smash 
35 
35 

p 

B/I** 
406* 

306t 
28 
28 

• Any successful strike indicates the crocodlle has closed Its jaws 
on the subject, the victim ls then held fast and each CT 
thereafter he suffers an automatic 4D3 PD until the crocodile 
ls slain or the subje<i ls dead. 

• • Impact damage cannot be absorbed by any type of annor 
except run Plate armor. 

t Anyone hit by this attack If knocked down and must spend next 
CT geWng back up and can't do anything other Utan that. 

Powersa Nil 

Statistical Delaib 
Base Scheme (+/- 06) 
M (Cunning): 20 
MM: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 

P: 500. WL: 375, CL: 450 
PM:260 PN:240 
PMcap: 148 PNcap: 132 
PMPow: 40 PNPow: 36 
PMSpd: 72* PNSpd: 72* 

• Divide by 12 for effective PMSpd and PNSpd of 6. 

Armor Sdtemei 
Area Pierce Cut Blunt l'lre Chem. stun e1ec. 
Ultra 24 28 32 8 8 32 12 
Super 18 21 24 6 6 24 9 
Vital 12 14 16 4 4 16 6 
Non 6 7 8 2 2 8 3 
Average 15 17 20 5 5 20 7 

Commentary 8t Description: 
This massive 50' long carnivore ls semi-aquatic. and is capable 

of rushing Its prey on land. The thick hide of a king aoc Is near to 
plate mall In strength. making this monstrous predator one of the 
most dangerous creatures In the Intermediate Band. The species 
preys on any living thing. Including unwary saurians which approach 
too close to where these huge reptiles lurk In waiting. Once the jaws 
clamp shut, prey ls not released until It, or the crocodile, Is dead. 
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Crocodile, Spiked Croc 
lliustratJon: Page 184 
ldentlftera Animal, Reptilia. Crooodylla. Crocodylld 
Habitats Interior )Erth, Intermediate Band (Aquatic) 

Size: 12xhuman-slze 
(30' L. 2500+#) 

Number Appearing: 2-6 (203) 
Modes a Rates of Movement: 

Crawl: 50 yds/BT 
Walk/Ru.sh: 150 yds/BT ( 1 BT only) and 30 yds/CT ( 1 CT only) 

Swim: 200 yds/BT 
Initiative Modifters: Human Standard 
outstanding K/S Areas/SUb-Areas a smu: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and -/12/­

AttracUveness: NU 
lnvulnerabilltJes: NU 
SUsceptibllities: Nil 
Average Armor ProtectJon: 18 
Quirks: NU 

Attacks BAC Damage Type Base Bonus 
Bite 
Tail Smash 

35 
20 

p 
B/I •• 

306. 

206t 
18 
18 

• Any successful strike Indicates the crocodlle has closed Its jaws 
on the subject, the victim Is then held fast and each CT 
thereafter he suffers an automatic 303 PD until the crocodlle 
Is slain or the subject Is dead. 

• • Impact damage cannot be absorbed by any type of armor 
except run Plate armor. 

t Anyone hit by this attack Is knocked down and must spend the 
next CT getting back up and can't do anything other than that 

Powers: Nil 

StatlstJcal Detail: 
Base Scheme(+/- 06) 
M (Cunning): 20 

MM: 10 

MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRCap: 4 
MRPow: 3 
MRSpd: 3 

P: 400, WL: 300, CL: 360 
PM: 200 f'N: 200 

PMcap: 98 PNcap: 98 
PMPow: 30 f'NPow: 30 
PMSpd: 72 • f'NSpd: 72 • 

• Divide by 12 for effective PMSpd and PNSpd of 6. 

Armor Sdteme: 
Area Pierce Cut Blunt Fire Chem. Stun eiec. 
Ultra 20 20 40 8 8 40 8 
Super 15 15 30 6 6 30 6 
Vltal 10 10 20 4 4 20 4 
Non 5 5 10 2 2 10 2 

Average 12 12 25 5 5 25 5 

Commentary a Desaiptlon: 
This 30' long carnivore is an aquatic, swamp-Owelling night· 

mare. Lurking In the boggy, rush.filled water. It waits for Its prey to 
get dose enough before ru.shlng forth. It is armored and spiked, and 
able to take prey twice its own size within instants. Once the jaws 
clamp shut, prey Is not released until It, or the crocodile, Is dead. 

Crocochlian 
See Exterior JErth section 

Crocodragon 
mustratlon: Page 184 
ldentlfte.n Animal, Reptilia. Crooodylia. Crocodylld 
Habltab Interior IErth. Intermediate Band 
Sizes 12xhumarrsize 

(40'+L) 
Number Appearing: 1 
Modes a Rates of Movements 

Walk: 60 yds/BT 
Trot: 120 yds/BT 
Run/Rush: 240 yds/BT and 30 yds/CT (1 CT only) 
Swim: 90 yds/BT 

Initiative !llodlftus: Human Standard 
out.standing K/S Areas/SUb-Areas a smu: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and-/14/­
AttractJveness: Nil 
lnvulnerabilltles: Nil 
SUsceptibllities: Nil 
Average Armor Protectlon: 10 

Quirks: Nil 

BAC Damage Type 
Claws (x2) 
Bite• 

35 
50 

c 
p 

Base 
306 
406 

Bonus 
20 
20 

• Any sucoes&ul strike Indicates the crocodlllan has closed Its jaws 
on the subject: The victim Is then held fast, and each CT 
the.reafter he suffers an automatic 303 PD until the aocodragon 
Is slain or the subject is dead. 

Powers: Nil 
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Statistical Detail: 
Base Scheme(+/- 06) 
M (Cunning): 20 P:46o. Wu345.Cu414 

MM: 10 PM: 230 PN: 230 
MMC3p: 4 
MMPow: 3 

MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 

PMcap: 114 mcap: 114 
PMPow:32 PNPow:32 
PMSpd: 84 • PNSpd: 84 • 

• Divide by 12 for effective PMSpd and PNSpd of 7. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun £lee. 
Ultra 12 16 20 8 8 20 12 

Super 9 12 15 6 6 15 9 
Vital 6 8 10 4 4 10 6 

Non 3 4 5 2 2 5 3 
Average 7 10 12 5 5 12 7 

Conunentary lJt Description: 
This savage carnivore Is a swift runner, and Is only partially 

aquatic by nature. The crocodragon Is short-tailed, and has strong 
legs capable of extended chase. Coupled with Its tough hide and 
fierce teeth. It Is a terror within Its habitat. It Is another ferocious 
hunter of all living things, and as with others of Its kind once the jaws 
clamp shut. prey Is not released until it. or the Crocodragon, is dead. 

Demonbear 
Illustration: See above 

Identifier: Animal. Mammalia. Pantodont. Coiyphodont 
Habitat: Interior .IErth. Outer Band. Northern Region 
Size: 3xhuman-slze 

(7-9' L; 4-5' T; 500-1000#) 
Number Appearing: 1 
Modes lJt Rates of Movement: 

Walk: 60 yds/BT 

Trot: 90 yds/BT 
Run/Charge: 120 yds/BT and 180 yds/BT ( l BT only) 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub·Areas lJt smu: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and -/19/­
Attractiveness: Nil 
Invulnerabilities: NII 

Susceptibilities: NII 

Average Armor Protection: 5 
Quirks: NII 

Attacks BAC Damage Type Base Bonus 
Claws (x2) 
Bite 

30 
45 

c 203 24 
p 306 24 (25). 

·111e number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: NII 

Statistical Detail: 
Base Scheme(+/- 05) 
M (Cunning): 20 P: 280, WL: 210, CL: 252 
MM: 10 PM: 130 PN: 150 

PMcap: 10 mcap: a 1 
PMPow: 36 PNPow: 36 

MMC3p: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 PMSpd: 24• PNSpd: 33• 

• Divide by 3 for effective PMSpd of 8 and PNSpd of 11. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun £lee. 
Ultra 8 8 8 0 0 8 0 
Super 6 6 6 0 0 6 0 
Vital 4 4 4 0 0 4 0 
Non 2 2 2 0 0 2 0 
Average 5 5 5 0 0 5 0 

Commentary lJt Descriptiom 
Demonbears are very large carnivores that dwell In swamps and 

marshes. These predators have canine tusk.s slmllar to hippos (which 
are larger In males). The upper portion of a demonbear's legls longer 
than the lower sectlon, and there Is little flexlblllty. This results In a 
falriy slow running speed. but these beasts seem to do quite well In 
their hunting In spite of this fact. This Is probably because they are 
very clever at hiding to attack from ambush. 

Demon Lion 
Dlustratlom Page 179 
ldentifter: Animal, Mammalia. Aaeodl. Mesonychld 
Habitat: Interior .terth. Outer Band, Northern Region 
Size: 6xhuman-slze 

(13' L. 800-1200#) 
Number Appearing: 3-9 (303) 
Modes lJt Rates of Movement: 

Walk: 60 yds/BT 
Trot: 120 yds/BT 
Run/Charge: 180 ydsfBT and 240 yds/BT ( l BT only) 
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Initiative Modlftusi Human Standard 
outstanding K/S Areas/SUb-Areas a smu: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and -/20/­
Attractlveness: Nil 
lnvulnerabWtles: Nil 
SU.sceptibilitJes: Nil 
Average Armor Protection: 3 
Quil'U: Nil 

Attacks BAC Damage Type Base Bonus 
Claws (x2) 

Bite 

30 
50 

c 
p 

2D3+2 

4D3+4 

12 
12 (14)• 

·Tue number In parentheses ls the damage bonus with the 
damage bonus due to high BAC added. 

Powers: NII 

Statistical Detail: 
Base Scheme(+/- D5) 
M (Cunning): 20 P: 300, WL:225,Cu270 

MM: 10 MR: 10 PM: 150 PN: 150 
PMcap: 66 PNC3p: 66 
PMPow: 24 PNPow: 24 

MMC3p: 4 
MMPow: 3 

MMSpd: 3 

MRcap: 4 
MRPow: 3 

MRSpd: 3 PMSpd: 60• PNSpd: 60• 

• Divide by 6 for effectlve PMSpd and PNSpd of 10. 

Armor Sdtemei 
Area Pierce Cut Blunt Fire Chem. Stun /!Jee. 
Ultra 4 4 8 0 0 8 0 
Super 3 3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 
Non 1 2 0 0 2 0 
Average 2 2 5 0 0 5 0 

Commentary a Description: 
This ferodou.s.{ookfng creature Is principally a scavenger, but Is 

also a predator when given the opportunity. It has a gigantic, 
elongated skull, and very large teeth for crushing and tearing. like the 
hyena. Although this carnivore prefers fresh meat, it typically has to 
seWe for carrion because of its slow speed. Its size and aggressive-­
ness allow it to take prey away from many other predators, lnduding 
even the giant hyena. 

Devil Wolf 
Illustration: Page 179 
ldentlfter: Animal, Mammalia, camivora, C3nld 

Habitat: Interior .iErth, Outer Band, Northern Region 
Size: 2xhuman-slze 

(6'~' L) 

Number Appearing: 4-9 (106+3) 

Modes lt Rates of Movement: 
Walk: 90 yds/BT 
Trot: 180 yds/BT 
Run/Charge: 270 yds/BT and 360 yds/BT ( 1 BT only) 

lnitlatJve Modlftusi Human Standard 
Outstanding K/S Areas/SUb-Areas a smu: NII 
Joss Factors: O 
Dodging/Avoldancei 5 and -/36/-
Attractlveness: Nil 

Invulnerabilities: Nil 
SU.sceptibilitJes: Nil 
Average Armor Protection: 3 
Quil'U: Nil 

Attacks BAC Damage Type Base Bonus 
Claws (x2) 
Bite 

20 
60 

c 
p 

102 
206+4 

8 
8 (12). 

•The number in parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

StatJstlcal Detail: 
Base Scheme (+/- D5) 
M (Cunning): 20 
MM: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 

MRPow: 3 
MRSpd: 3 

P: 240, WL: 180, CL: 216 
PM: 120 PN: 120 
PMcap: 64 PNC3p: 58 

PMPow: 20 PNPow: 26 
PMSpd: 36 • PNSpd: 36 • 

• Divide by 2 for effectlve PMSpd and PNSpd of 18. 

Armor Sdteme: 
Area Pierce Cut Blunt l'lre Chem. Stun /!Jee. 

Ultra 4 4 8 0 0 8 0 

Super 3 3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 

Non I 1 2 0 0 2 0 

Average 2 2 5 0 0 5 0 

Commentary a Description: 
This form of wolf Is often referred to as a ·dire wolf,· and its size, 

power, and pack hunting technique enable it to fight with even the 
larger Smilodons, or sabre-toothed cats. The heavy devil wolf Is not 
very bright, much to Its misfortune. Driven by hunger and hearing the 
strident trumpeting of mammoths mired In tarpits, it will track sudt 
prey until It too Is caught In the morass. 
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Dragon, Finback 
Illustration: Page 180 
Identifier: Animal, Reptllla, Thecodontld 

Habitat: Interior IErth, Intermediate Band 

Size: 24xhuman-size 
(50' L) 

Number Appearing: l 
Modes 8t Rates of Movement: 

Walk: 50 yds/BT 
Trot: l 00 yds/BT 
Run/Charge: 150 yds/BT and 30 yds/CT (1 CT only) 

lnitJatJve Modifiers: Human Standard 

Outstanding K/S Areas/Sub·Areas 8t sreEP: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil and -/12/­

Attractivenes.s: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 15 
Quirks: Nil 

Attacks BAC Damage Type Base 
Talons (x2) 

Bite 

Powers: Nil 

Statistical Detail: 

25 
45 

c 3D3 
p 606 

Bonus 
28 
28 

Base Scheme(+/- DlO) 
M (Cunning): 20 P: 740, WL: 555, CL: 666 

MM: 10 
MMC3p: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRC3p: 4 

MRPow: 3 
MRSpd: 3 

PM: 370 PN: 370 
PMcap: 170 PNcap: 170 

PMPow:40 PNPow:40 
PMSpd: 160• PNSpd: .160• 

• Divide by 24 for effective PMSpd and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt l'lre Chem. Stun tlec. 

Ultra 16 20 32 8 8 32 8 

Super 12 15 24 6 6 24 6 

Vital 8 10 16 4 4 16 4 

Non 4 5 8 2 2 8 2 

Average 10 12 20 5 5 20 5 

Commentary 8t Description: 
These seml'\Sailbacked, barrel· bodied reptiles are vicious earn I· 

vores that can attain lengths of 50 or more feet. They have huge 

heads and Incredibly large, toothed jaws capable of killing adversar· 

ies In a single bite. l'inback dragons have leg structure between that 

of a sprawling reptile such as a crocodile and a saurian. This limits 
their running speed somewhat, but their massive size tends to 

overcomes the dumsy, semi-erect gait. 

Dragon, Sea 
Illustration: Page 182 
ldenUfter: Animal, Reptllla, Pleslosaur, Pllosaur 

Habitat: Interior IErth, Intermediate Band, Marine, Tropical 

Waters 
Size: 12xhuman-slze 

(42' L) 

Number Appearing: l 
Modes 8t Rates ol l'lovementi 

Swim: 440 yds/BT 
Initiative Modifiers: Human Standard 
Outstanding K/S Areas/SUb·Areas 8t STEEP: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil and-/18/­
Attractivenes.s: Nil 
Invulnerabilities: Nil 

Susceptibilities: NII 
Average Armor Protection: 18 
Quirks: Nil 

Attacks BAC Dam:;ge Type Bonus 

Bite 
capsize 

45 
Special' 

p 406 27 

• Chance to capsize boat by size: Large-300/o; Medlum-50%; 
Small-70%. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 06) 

M (Cunning): 20 
MM: 10 MR: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MRC3p:4 
MRPow: 3 
MRSpd: 3 

P: 520, WL: 390, CL: 468 

PM:260 PN:260 
PMcap: 113 mcap: 113 
PMPow: 39 PNPow: 39 
PMSpd: 10s• PNSpd: 108* 

•Divide by 12 for effective PMSpd and PNSpd of 11. 

Armor Scheme: 
Area Pierce Cut Blunt nre Chem. Stun tlec. 
Ultra 20 20 32 o· 0 40 4 
Super 15 15 24 o· 0 30 3 

Vital 10 10 16 o· 0 20 2 

Non 5 5 8 o· 0 10 

Average 12 12 20 o· 0 25 2 

• Animal in water - Invulnerable. 

Commentary 8t Description: 
Also known as a Kronosaurus, the sea dragon has a large (9) 

head and a body which is streamlined for speed. This creature is a 

highly maneuverable swimmer, with the bulk to capsize even large 

vessels. Once this has been accomplished, the sea dragon snaps up 

prey easily with Its massive jaws filled with strong teeth. 
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WustratJon: Page 181 
ldenUften Animal, Mammalia, Artlodactyla, Bovld 
Habitat: exterior llMh, Ma@:llur 

Interior /Brth, Outer Band, Southern Region 
Size: 6xhurnan-size 

(10' L, 6 ' T; 1500#) 
Numbtt Appearing: 12-30 (2010+10) 
Modes lit Rates of Movement: 

Walk: 75 yds/BT 
Trot: 150 yds/BT 
Run/Charge: 225 yds/BT and 30 yds/CT ( 1 CT only) 

Initiative Modifters: Human Standard 
outstanding K/S Areas/SUb-Areas lit smel': Nil 
Joss Factors: 0 
Dodging/Avoidance: NII and -/8/-
AttractJveness: Nil 
Invulnerabilities: Nil 
SU5ceptibUltJes: Nil 
Average Armor Protection: 2 
Qulrk.s: NII 

Attacks MC Damage Type Base Bonus 
Bite 
Forehoof 
Trample·· 

10 
20 
10 

p 203 16 
Bµ• 206 16 
1· 306 16 

• Impact damage cannot be absorbed by any type of armor 
except Full Plate armor. 

• • Applicable only when opponent Is at the animal's feet and Is 
under 3 feet in height. or has been knocked down so as not 
to exceed that helghL 

Powers: Nil 

StatJstical Detail: 
Base Scheme(+/- 05) 
M (Cunning): 1 O 
MM: 5 MR: 5 
MMcap: 2 
MMPow: 1 
MMSpd: 2 

MRcap: 2 
MRPow: 1 
MRSpd: 2 

P: 260, WL: 195, CL: 2M 
PM: 140 m: 120 
PMcap: 84 mcap: 12 
PMPow: 28 mPow: 24 
PMSpd: 28• mSpd: 24• 

• Divide by 6 for effective PMSpd of 4 and mspd of 4. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun ~lee. 

Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 1 1 0 0 1 0 
Average 2 2 2 0 0 2 0 

Commentary lit Description: 
This buffalo-sized herbivore gathers In groups of 12 to 30 to 

graze. It has a small, oddly shaped head, similar to a kangaroo. While 
these beasts tend to have a moderate disposition, they dislike 
Interruption, and might attack any smaller creatures that provoke 
them sufficiently. 

Eel Whale 
WustratJon: Page 182 
ldenUftu: Animal, Mammalia, Cetacean, Ba.sllosaurld 
Habitat: Interior AMh. Outer Band, Marine rauna, Cold Waters 
Size: 24xhurnan-size 

(up to 82' L) 
Number Appearing: 1 
Modes lit Rates of Jllovement: 

Swim: 360 yds/BT 
Initiative Jllodifters: Human Standard 
outstanding K/S Ana/SUb-Areas lit smu: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nli and-/10/­
AttracUveness: Nii 
lnvulnerabUitJes: Nii 
SU5ceptibilities: Nil 
Average Armor Protection: 6 
Qulrk.s: Nil 

Attacks MC Damage Type Base Bonus 
Bite 
capsize 

50 p 806 26 (28) • • 
Special• 

• Chance to capsize boat by size: Large-50%; Medium-70%; 
Small-90%. 

··Tue number In parentheses is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

StatJstkal Detail: 
Base Scheme (+/- 010) 
M (CUnnlng): 10 
MM: 5 MR: 5 
MMcap: 2 
MMPow: I 
MMSpd: 2 

MRcap: 2 
MRPow: 1 
MRSpd: 2 

P: 680, WL: 510, CL: 6 12 
PM: 340 m: 340 
PMcap: 110 mcap: 110 
PMPow: 38 mPow: :38 
PMSpd: 132• mSpd: 132• 

• Divide by 24 for effective PMSpd and PNSpd of 5. 
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Armor Scheme1 
Area Pierce Cut Blunt Fire Chem. Stun flee. 
Ultra 8 8 12 o· 0 12 4 
Super 6 6 9 o· 0 9 3 
Vital 4 4 6 o· 0 6 2 
Non 2 2 3 o· 0 3 
Average 5 5 7 o· 0 7 2 

• Animal in water = invulnerable. 

Commentary 8t Description: 
These gigantic aquatic predators have snakelike bodles and 

swim In a sweeping. undulating motion. They are usually found 
hunting fish and squid In deep water, thol.1gh they have been seen 
near the surface after shoals of lruge fish and like prey. One of these 
creatures could capsize a moderate-sized ship without great diffi­
culty. 

Elephant Bird 
lllustratlon: Page 181 
Identifier: Animal, Aves. JEpyornithlformes. JEpyornithld 
Habitat: Interior JErth, Outer Band, Southern Region 
Size: 6xhuman·size 

(up to 12' T; 1000#) 
Number Appearing: 2-12 (206) 
Modes 8t Rates of Movement: 

Walk: 80 yds/BT 
Trot: 160 yds/BT 
Run: 240 yd.sf& 

Initlatlve Modiftus: Human Standard 
Outstanding KJS Areas/SUb-Areas 8t Sl'EE1'1 Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and - /16/­
AltracUvenes.s: Nil 
lnvulnerabllitles: Nil 
SU$Ceptlbilltles: Nil 
Average Armor Protection: 3 
Quirks: Nil 

Attacks BAC Damage Type Base 
Bite (beak) 

Kick 
15 
20 

p 206 

.. 306 

Bonus 
27 
27 

• Impact damage may not be absorbed by any type of armor. 

Powers: Nil 

Stat1sUcal Detail! 
Base Scheme (+/- 06) 
M (Cunning): 20 P: 280, WL: 210, CL: 252 
MM: 10 PM: 150 PN: 130 

PMC3p:63 PNC3p: 49 
PMPow: 39 PNPow: 33 

MMC3p: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRC3p:4 
MRPow: 3 
MRSpd: 3 PMSpd: 48• PNSpd: 48• 

• Divide by 6 for effective PMSpd and PNSpd of 8. 

Armor Scheme1 
Area Pierce Cut Blunt /"Ire Chem. stun flee. 
Ultra 4 4 8 0 0 8 0 
Super 3 3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 
Non 1 2 0 0 2 0 
Average 2 2 5 0 0 5 0 

Commentary a DescripUon1 
This massive bird has elaphantine legs with three stumpy toes 

and thick elongated thighs. Despite this. the animal Is not a runner 
(although its strong legs give It an Incredibly powerful kick). The 
female elephant bird lays huge eggs that are 1' long. 19 pints in 
capacity. and weigh 20 pounds. These are prized by egJ-steallng 

predators. and require constant vigilance by the mother. The avian 
has no special defenses other than size and strength. 

Elephant Big ... Tusker 
lllustraUon1 Page 234 
ldenUften Animal, Mammalia. Proboscldea. f.lephantld 
Habitat: Interior JErth, Outer Band, Southern Region 
Size: 24xhuman-slze 

(12' high. 4+ tons) 

Number Appearing: 13-24 (1012+12) 
Modes 8t Rates of Movemenll 

Walk: 130 yds/BT 
Trot: 260 yds/BT 
Run/Charge: 390 yds/BT (1 BT only) 

Initiative Modiftus: Human Standard 
Outstanding KJS Areas/Sub-Areas 8t Sl'EEP1 Nil 
Joss Factors1 O 
Dodglng/Avoldance1 Nil and-/14/­
AttracUveness: Nil 
lnvulnerabilltles: Nil 
SUsceptlbilltlesi NII 
Average Armor Protectlom 11 
Quirks: Nil 
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Attacks BAC Damage Type Base Bonus 
Tusks (><2) 

Trunk 
Trample••• 

:35 
:35 

20 

p· 800· 
B 200•• 

It :306 

• Plus 806 Impact damage If charging. 

24 
0 
24 

• • Constr!ctJng PD lastJng only 1 CT. An opponent up to :3xhuman­
slzed will bf>: caught fast and u.-:able to act effw.ively. then 
hurled away to suffer 2D 10 Impact Physical damage or thrown 
to the elephant's feet for trampling! 

• • • Applicable only when opponent Is at the elephant's feet and 
Is under 4 feet In height. or has been knocked down so as not 

to exceed that height. 
t Impact damage cannot be absorbed by any type of armor 

except fUll Plate armor. 

Powers: NII 

StaUsUcal Detail: 
Base SCheme (+/- DlO) 
M (Cunning): 10 P: 780, WL: 585. CL: 702 

MM: 5 PM::390 PN: :390 
PMCap: 186 PNCap: 186 
PMPow::36 PNPow: :36 

MMCap: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRCap: 2 
MRPow: 1 
MRSpd: 2 PMSpd: 168• PNSpd: 168• 

• Divide by 24 for effectJve PMSpd and PNSpd of 7. 

Armor Scheme: 

Area Pierce Cut Blunt Fire Chem. Stun e/ec. 
Ultra 12 12 24 8 8 24 8 

Super 9 9 18 6 6 18 6 

Vital 6 6 12 4 4 12 4 
Non :3 :3 6 2 2 6 2 

Average 7 7 15 5 5 15 5 

Commentary a Description: 
These long.legged elephants (t:lphas antiquus) Inhabit wood­

land regions In the Southern Outer Band. Their 
long tusks are straight, with steeply curved Ups 
that hook forward and thus extend some six 
feet before them. 

Elephant DowrrTusker 
Wustratfoni Page 185 
Identffteri Animal, Mammalia, Proboscldea, Delnotherid 
Habitat: Interior /Brth, Outer Band, Northern Region 
Sizes 24xhuman-size 

(1:3' T. 4+ tons) 
rlumbu Appearing: 11·20 (1010+10) 
Jllodes a Rates ol Movement: 

Walk: 120 yds/BT 
Trot: 240 yds/BT 
Run/Charge: :360 yds/BT (1 BT only) 

Initiative Jllodiftersi Human Standard 

outstanding K/S Areas/SUJ>.Areas a sreu: NII 
Joss Factors: O 
Dodging/Avoidance: Nil and -/12/­

Attractfvenes.9: NU 
Inwlnerabllltfes: Nii 
SUsceptiblllties: Nii 
Average Armor l"rotectlon: 11 
Quirks: NII 

Attacks BAC Damage Type Base Bonus 
Tusks (><2) 25 p• 400· 20 

Trunk :30 B 200·· 0 
Trample••• 20 It :306 20 

• Plus 606 Impact damage If charging. 
• • Constr!ctJng PD lastJng only l CT. An opponent up to :3xhuman­

slzed will be caught fast and unable to act effectJvely, then 
hurled away to suffer 2010 Impact Physical damage or thrown 
to the elephant's feet for trampling! 

• • • Applicable only when opponent is at the elephant's feet and 
is under 4 feet In height, or has been knocked down so as not 
to exceed that height. 

t Impact damage cannot be absorbed by any type of armor 
except fUll Plate armor. 

' 
,' · \ 
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Powers: Nil 

Statistical Detail: 

Base Scheme(+/- DlO) 
M (Cunning): IO ~660, WL:495,CL:594 
MM: 5 MR: 5 PM: 350 PN: 350 
MMC3p: 2 
MMPow: l 
MMSpd: 2 

MRC3p: 2 
MRPow: I 
MRSpd: 2 

PMC3p: 154 PNC3p: 154 
PMPow: 32 PNPow: 32 
PMSpd: 144• PNSpd: 144· 

• Divide by 24 for effective PMSpd and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun Blee. 
Ultra 12 12 24 8 8 24 8 
Super 9 9 18 6 6 18 6 
Vital 6 6 12 4 4 12 4 
Non 3 3 6 2 2 6 2 
Average 7 7 15 5 5 15 5 

Commentary & Description: 
Down-tuskers are among.st the smaller elephants of the interior. 

The tusks on the lower jaw of these animals have a downward curve. 
and are used to strip bark from trees and dig succulent tubers from 
the ground. 

Elephant Emperor 
(Imperial Mammoth) 

Illustration: Page 185 
Identifier: Animal, Mammalia, Probo.5cldea, Elephantld 
Habitat: Interior IErth, Outer Band, Northern Region 
Size: 24xhuman-size 

Height at shoulder 14-16' 

Weight 5-6+ tons 
Number Appearing: 5-30 (506) 
Modes & Rates of Movement: 

Walk: 150 yds/BT 
Trot: 500 yds/BT 
Run/Charge: 450 yds/BT (I BT only) 

Initiative Modifiers: Human Standard 

Outstanding K/S Areas/Sub-Areas & Sl"fEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and-/14/ ­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 

Average Armor Protection: 11 
Quirks: Nil 

Attacks 
Tusks (x2) 

Trunk 
Trample••• 

BAC 
25 
35 
25 

Damage Type Base Bonus 
p· 806. 58 
B 300•• 0 

lt 10010 58 

• Plus 806 Impact damage If charging. 
• • Constricting PD lasting 1 CT. An opponent up to 4xhtunan­

sized will be caught fast and unable to act effectively, then 
hurled away to suffer 2Dl0 Impact Physical damage or thrown 
to the mammoth's feet for trampllngl 

• • • Applicable only when opponent Is at the mammoth's feet and 
is under 6 feet In height, or has been knocked down so as not 
to exceed that height. 

t Impact damage cannot be absorbed by any type of armor 
except f'ull Plate armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/-010) 
M (Cunning): 24 

MM: 12 
MMC3p: 4 
MMPow: 4 
MMSpd: 4 

MR: 12 
MRC3p: 4 
MRPow: 4 
MRSpd: 4 

P: 860, WL: 645. CL: 774 
PM:450 PN:450 
PMcap: 180 PNcap: 160 
PMPow: 70 PNPow: 70 
PMSpd: 160• PNSpd: 1ao• 

• Divide by 24 for actual Speed, I.e .. PMSpd and PNSpd of 7. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun Blee. 
Ultra 12 12 24 8 8 24 6 
Super 9 9 18 6 6 16 6 
Vital 6 6 12 4 4 12 4 
Non 3 3 6 2 2 6 2 
Average 7 7 15 5 5 15 5 

Commentary & Description: 
The largest of all elephants (Mammuthus JmperaorJ, these 

pachyderms are protected by both thick hair and heavy hide. They 
are found singly only In the case of a bull, and even then It Is more 
likely that 1-6 such will be encountered. Herds of cows and calves 
number 4-12 adults and 2-6 sub-adults. When the herd Is threatened, 
the lead members will charge; sometimes the whole herd will In a 
panic situation. If charging Is not useful because of an opponent's 
threat or capacity for evasion, the herd will form a defensive ring. 
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Elephant F our-TU'Sker 
lliusb'atlon: Page 185 
Identifter: Animal, Mammalia. Probo.seldea. Qomphotherld 
Habitat: Interior /Erth, Outer Band, Northern Region 

Size: 24xhuman-size 
(8-1 o· tall at the shoulder) 

Number Appearing: 3!X>O (506+30) 
Modes a Rates of Movement: 

Walk: 120 yds/BT 
Trot: 240 yds/BT 
Run/Charge: 360 yds/BT (1 BT only) 

Initiative Mod.lfters: Human Standard 

Outstanding K/S Areas/SUb-Areas a Sl'EEF: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and-/14/­
Att.ractlvenes.s: Nil 
lnvulnerabllitles: Nil 
SU.sceptibUities: Nil 
Average Armor Protectlon: 11 
Quid<s: Nil 

Attacks BAC Damage Type Base Bonus 

Tusks (x2/target) 25 p• 200· 20 

Trunk 35 B 200•• 0 

Trample··· 20 I t 206 20 

• Plus 406 Impact damage/attack If charging. 
• • Constricting PD lasting only 1 CT. An opponent up to 3xhuman­

slzed will be caught fast and unable to act effectively, then 
hurled away to suffer 2010 Impact Physical damage or thrown 
to the elephant's feet for trampllngl 

• • • Applicable only when opponent Is at the elephant's feet and 
Is under 4 feet in height. or has been knocked down so as not 
to exceed that height. 

t Impact damage cannot be absorbed by any type of armor 
except Full Plate armor. 

Powers: Nil 

Statlstlcal Detail: 
Base Scheme (+/- 010) 
M (Cunning): 1 O 
MM: 5 
MMcap: 2 
MMPow: 1 

MMSpd: 2 

MR: 5 

MRcap: 2 
MRPow: 1 
MRSpd: 2 

P:740, WL:555,Cu666 
PM:370 PN:370 
PMcap: 170 PNcap: 170 
PMPow:32 PNPow:32 
PMSpd: 168• PNSpd: 168• 

• Divide by 24 for effective PMSpd and fNSpd of 7. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun eJec. 
Ultra 12 12 24 8 8 24 8 

Super 9 9 18 6 6 18 6 
Vital 6 6 12 4 4 12 4 

Non 3 3 6 2 2 6 2 

Average 7 7 15 5 5 15 5 

Commentary a Desatptlonz 
Also known asa Qomphothertum, this elephant has a long lower 

jaw with short (2 :..3) tusks as well as longer (3 !-4) upper ones. Uke 
all other elephants, It Is herbivorous, and prefers browsing leaves 
from bushes. 

Elephant Hairy Mammoth 
lliusb'atlon: See below 
Identiften Animal, Mammalia, Proboscldea. Mammutld 
Habitat: Interior /Erth, Outer Band, Northern Region 

Size: 24xhuman-size 
(10' tall at shoulder) 

Number Appearing: 45-70 (506+40) 
Modes ~ Rates of Movement: 

Walk: 120 yds/BT 
Trot: 240 yds/BT 
Run/Charge: 360 yds/BT (1 BT only) 

Initiative Mod.lfters: Human Standard 
outstanding K/S Areas/SUb-Areas a STEEF: Nil 
Joss Facton: O 
Dodging/Avoidance: Nil and-/14/­
Att.ractlveness: Nil 
lnvulnerabWtJes: Nil 
SU.sceptibillties: Nil 
Average Armor Protection: 11 
Quid<s: Nil 
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Attacks BAC Damage Type Base Bonus 
Tusks (x2) 

Trunk 
Trample· ·· 

30 
35 
25 

r· 806. 
B 206 .. 

I t 206 

• Plus 806 Impact damage if charging. 

32 
0 

32 

• • Constricting PD lasting only 1 CT. An opponent up to 3xhuman­
slzed will be caught fast and unable to act effectively, then 
hurled away to suffer 2010 Impact Physical damage or thrown 
to the mammoth's feet for trampling! 

• • • Applicable only when opponent Is at the mammoth's feet and 
ls under 4 feet In height. or has been knocked down so as not 
to exceed that height. 

t Impact damage cannot be absorbed by any type of armor 
except Full Plate armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 010) 
M (Cunning): 10 ~760, WL:570,C~684 

MM: 5 PM: 380 PN: 380 
MMcap: 2 
MMPow: 1 
MMSpd: 2 

MR:5 
MRcap: 2 
MRPow: 1 
MRSpd: 2 

PMcap: 168 PNcap: 168 
PMPow:44 PNPow:44 
PMSpd: 168• PNSpd: 168• 

• Divide by 24 for effective PMSpd and PNSpd of 7. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. stun Blee. 
Ultra 12 12 24 8 8 24 8 
Super 9 9 18 6 6 18 6 
Vital 6 6 12 4 4 12 4 
Non 3 3 6 2 2 6 2 
Average 7 7 15 5 5 15 5 

Commentary a Description: 
The hahy mammoth (Hammt.thus americanus) Inhabits spruce 

woodlands In the cold ell mate of the Northern Region of the Outer Ban<1. 
This species Is marked by its long. shaggy hair and massive, upward­
curving tusks. The sight of a herd of these animals Is Impressive 
Indeed. and they are quite adept at driving predators away. 

Elephant Hook-Tusker 
Illustration: See right 
Identifier : Anlmal, Mammalia. Proboscldea, Gomphotherld 
Habitat: Interior IErth, Outer Band, Northern Region 
Size: 24xhuman-size 

(8' + tall at shoulder) 
Number Appearing: 35-60 (506+30) 
Modes a Rates of Movement: 

Walk: 120 yds/BT 
Trot: 240 yds/BT 
Run/Charge: 360 yds/BT ( 1 BT only) 

lnltlatlve l'fodifitts: Human Standard 
Outstanding K/S Areas/SUb·Areas a STEEl"i NII 
Joss Factors: O 
Dodging/Avoidance: Nil and-/12/­
Attractivenes.5: Nil 
lnvulnerabllltles: NII 
SU.scep tlbflltlesa Nil 
Average Armor Protectlon: 11 
Quirb: NII 

Attacks BAC Damage Type Base Bonus 
Tusks (x2) 

Trunk 
Trample•• • 

25 
30 
20 

p• 406' 

B 206'' 
It 206 

• Plus 806 Impact damage If charging. 

21 
0 
21 

• • Constricting PD lasting only 1 CT. An opponent up to 3xhuman­
slzed will be caught fast and unable to act effectively, then 
hurled away to suffer 2010 Impact Physical damage or thrown 
to the elephant's feet for trampling! 

• • • Applicable only when opponent Is at the elephant's feet and 
Is under 4 feet In height, or has been knocked down so as not 
to exceed that height. 

t Impact damage cannot be absorbed by any type of armor 
except Full Plate armor. 

Powers: NII 
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Statistical Detail: 
Base SCheme (+/- 010) 
M (Cu nning): 10 P: 680. WL: 510. CL: 612 

MM: 5 PM: MO f'N: MO 
MMcap: 2 
MMPow: I 
MMSpcl: 2 

MR: 5 
MRcap: 2 
MRPow: 1 
MRSpd: 2 

PMcap: 163 mcap: 163 
PMPow: 33 f'Nfow: 33 
PMSpcl: 144• f'NSpd: 144· 

• Divide by 24 for effective PMSpd and f'NSpd of 6. 

Armor Scheme: 

Area Pierce Cut Blunt Fire Chem. Stun !!lee. 

Ultra 12 12 24 8 8 24 8 

Super 9 9 18 6 6 18 6 

Vital 6 6 12 4 4 12 4 

Non 3 3 6 2 2 6 2 

Average 7 7 15 5 5 15 5 

Commentary 8r Description: 
Hook-tuskers (Stegodon ganesha) are a smallish version of the 

Stegoma.st.odon. Unlike thelr relatives. the four-tuskers. these ani­

mals have a short lower jaw with no lower tusks. The pair of tusks are 
long. hook outwards at the ends. and are set so dose together that 

there is no room for the trunk between them. 

Elephant HomecrMouth 
mustration: Page 181 
Jdentlfter: Animal. Mammalia. Probo.scidea, Mammutid 

Habitat: Interior /Erth, Outer Band. Southern Region 

Size: 24xhuman-size 
(9' T) 

Number Appearingi 40-60 (1D3xl0+30) 
Modes 8r Rates of lllovemenb 

Walk: 100 yds/BT 
Trot: 200 yds/BT 
Run/Charge: 300 yds/BT (I BT only) 

Initiative lllodffters: Human Standard 
Outstanding K/S Areas/SU.b-Areas 8r SIEU: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and-/ 10/­
Attcactiveneu: Nil 
lnwlnerablllties: Nil 
SUsceptibilitJes: Nil 
Average Armor Protection: 11 
QlliJ'b: Nil 

Attacks 
Tusks (x2) 

Trunk 
Trample ... 

BAC 
20 
30 
25 

Damage Type Base Bonus 
p• 400· 23 
B 206.. 0 

It 206 23 

• Plus 806 Impact damage If charging. 
• • Constricting PO last.Ing only 1 CT. An opponent up to 3xhuman­

sl1.ed will be caught fast and unable to ad. effectively, then 

hurled away to suffer 2010 Impact Physical damage or thrown 

to the elephant's feet for trampllngl 
• • • Applicable only when opponent ls a. the elephant's feet and 

Is under 4 feet In height. or has been knocked down so as not 

to exceed that height. 
t Impact damage cannot be absorbed by any type of armor 

except f'ull Plate armor. 

l"owers: Nil 

Statistical Detaih 
Base SCheme (+/- 010) 
M (CuMlng): 10 

MM: 5 
MMcap: 2 
MMPow: 1 

MMSpcl: 2 

MR: 5 
MRcap: 2 
MRPow: 1 
MRSpd:2 

P: 640, WL: 480. CL: 576 
PM: 320 f'N: 320 
PMcap: 165 mcap: 165 
PMPow:35 f'Nfow: 35 
PMSpcl: 120* f'NSpd: 120• 

• Divide by 24 for effective PMSpd and f'NSpd of 5. 

Armor Schemez 

Area Pierce Cut Blunt Fire Chem. Stun !!lee. 
Ultra 12 12 24 8 8 24 8 

Super 9 9 18 6 6 18 6 

Vital 6 6 12 4 4 12 4 

Non 3 3 6 2 2 6 2 

Average 7 7 15 5 5 15 5 

Commentary 8r Description: 
The Cuvleronlus, or horned-mouth elephant. has a single pair 

of spirally twisted tusks which rather resemble horns hooking 

outwards from Its mouth. and thus its common name. It uses these 

to keep predators such as the dirk-toothed cats at bay. 
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Elephant Mammoth 
Illustration: Page 185 

ldentifter: Animal, Mammalia. Probo.scldea, Elephantid 

Habitat: Interior /Brth, Outer Band, Northern Region 

Size: 24xhuman-size 
( 13~15' T) 

Number Appearing: 40-00 (103x10+30) 

Modes & Rates of Movement: 
Walk: 120 yds/BT 

Trot: 240 yds/BT 
Run/Charge: 360 yds/BT (1 BT only) 

lniUatlve Modifters: Human Standard 

Outstanding K/S Areas/Sub·Areas & SIEEP: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil and-/14/­

AUracUvene$5: Nil 

Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protectlon: 11 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Tusks (x2) 

Trunk 
Trample• •• 

25 
35 
25 

p· 800· 44 
B 200·· 0 

It 206 44 

• Plus 806 Impact damage If charging. 

• • Constrlctlng PD lasting only 1 CT. An opponent up to 4xhuman­

slzed will be caught fast and unable to act effectlvely. then 

hurled away to suffer 2010 Impact Physical damage or thrown 

to the mammoth's feet for trampling! 

• • • Applicable only when opponent Is at the mammoth's feet and 

Is under 6 feet In height. or has been knocked down so as not 

to exceed that height. 

t Impact damage cannot be absorbed by any type of armor 

except Full Plate armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 010) 
M (Cunning): 20 

MM: 10 
MMcap: 4 
MMPow: 3 

MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 

MRSpd: 3 

P: 820, WL:615.C~738 

PM: 410 l'T'i: 410 

PMcap: 186 mcap: 186 

PMPow:56 PNPow:56 

PMSpd: 168• PNSpd: 168• 

• Divide by 24 for effectlve PMSpd and PNSpd of 7. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun £lee. 
Ultra 12 12 24 8 8 24 8 

Super 9 9 18 6 6 18 6 

Vital 6 6 12 4 4 12 4 
Non 3 3 6 2 2 6 2 

Average 7 7 15 5 5 15 5 

Commentary a Descriptlons 
Travelling In herds of 40 to 60, these mammoths (Manmr.thus 

trogemtherii) live on the steppes. Their tusks are spiral-shaped. and 

grow as long as 17 '. Only the emperor elephant Is larger and more 

fearsome. 

Elephant Pike-Tusker 
lllustratlon: Page 185 

ldentiften Animal, Mammalia. froboscldea. Gomphotherid 

Anancus arvemensls 
Habitat: Interior /Brth, Outer Band. Northern Region 

Size: l 2xhuman-slze 
(10' T) 

Number Appearing: 10-30 (103xl0or1003) 

Modes & Rates of Movement: 
Walk: 100 yds/BT 
Trot: 200 yds/BT 
Run/Charge: 300 yds/BT ( 1 BT only) 

Initiative Modiftezs: Human Standard 

Outstanding K/S Areas/SUb·Areas & SIEEFs Nil 
Joss Factors: O 
Dodging/Avoidance: NII and-/ 12/­

Attractlvene$5: NII 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 11 

Quirks: NII 

Attacks BAC Damage Type Base Bonus 
Tusks (x2) 

Trunk 
Trample••• 

25 
35 
20 

p• 806' 

B 206" 
It 206 

• Plus 806 Impact damage if charging. 

25 
0 
25 

• • Constrlctlng PD lasting only 1 CT. An opponent up to 3xhuman­

slzed will be caught fast and unable to act effectlvely, then 

hurled away to suffer 2010 Impact Physical damage or thrown 

to the elephant's feet for trampling! 

• • • Applicable only when opponent Is at the elephant's feet and 

Is under 2 feet In height, or has been knocked down so ~ not 
to exceed that height. 

t Impact damage cannot be absorbed by any type of armor 

except Full Plate armor. 

Powers: Nil 
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StatJstlcal Detail: 
Base Scheme (+/- 06) 
M (Cunning): 10 
MM: 5 
MMcap: 2 
MMPow: l 
MMSpd: 2 

MR:5 
MRcap: 2 
MRPow: l 
MRSpd: 2 

P:44-0, WL:330,CL: 396 
PM: 210 PN: 210 
PMcap: 111 mcap: 111 
PMPow: 37 PNPow: 37 
PMSpd: 72• PNSpd: 72• 

• Divide by 12 for effective PMSpd and fNSpd <:i 6. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun Blee. 
Ultra 12 12 24 
Super 9 9 18 
Vital 6 6 12 
Non 3 3 6 

Elephant Shovet Tusker 
fllustratlon: See right 
Identifier. Animal, Mammalia. f'roboscidea Oomphotherld 
Habitat: Interior /Erth, Outer Band, Northern Region 
Shes 24xhuman-size 

(7+' 1') 

Number Appearing: 3-18 (306) 
Modes ~ Rates of Movement: 

Walk: 90 yds/BT 
Trot: 180 yds/BT 
Run/Charge: 270 yds/BT (1 BT only) 

Initiative Jllodiftt"ZS: Human Standard 
Outstanding K/S Areas/SUb-Areas ~ SIUF: Nil 
Joss hctors: O 
Dodging/Avoidance: Nil and-/ 10/­
Atuactlvenes.s: Nil 
lnvulnerabllitles: Nil 
SU.sceptibilities: NU 
Average Armor Protection: 11 
Qulr1's1 Nil 

Attacks BAC Damage Type Base Bonus 
Horn/TUSk Oower) 25 p• 4D3 18 
Hom/TUSk (upper) 20 p•• 206 18 
()(2) 

Trample••• 20 It 206 18 
Trunk 25 B 206 0 

• Plus 606 Impact Physical damage If charging 
• • Cannot be used when charging 
• • • Applicable only when opponent Is ct the elephant's feet and 

Is under 3 feet In height, or has been knocked down so as not 
to exceed that height. 

t Impact damage cannot be absorbed by any type <:i armor 
except Full Plate armor. 

Powers: Nil 

Stat.lst1cal Detall1 
Base Scheme (+/- 06) 
M (Cunning): 1 O 
MM: 5 MR: 5 
MMCap: 2 
MMPow: 1 
MMSpd: 2 

MRcap: 2 

MRPow: 1 
MRSpd: 2 

P: 560, WL: 420, CL: 504 
PM: 280 PN: 280 
PMcap: 130 PNC-ap: 130 
PMPow: 30 PNPow: 30 
PMSpd: 120· PNSpd: 120* 

• Divide by 24 for effective PMSpd and PNSpd of 5. 
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Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun ~lee. 

Ultra 12 12 24 8 8 24 8 
Super 9 9 18 6 6 18 6 
Vital 6 6 12 4 4 12 4 
Non 3 3 6 2 2 6 2 
Average 7 7 15 5 5 15 5 

Commentary a DescripUon: 
The shovel-tusker (Platybelodon) ls almost comical In appear­

ance, with its elongated lower jaw and flattened side by side lower­
jaw tusks. Together. the tusks fonn a trough three feet long. with a 
spade-like culling edge. The shovef.tusker uses Its trunk to grip water 
plants as It pulls them up with Its tusks. Smail, fang-like tusks also 
protrude from its upper jaw. 

Elk, Giant 
UlustraUon: See below 
ldentlfter: Animal. Mammalia, Artlodactyla, Cervld 
Habitat: Interior ~rth. Outer Ban<1. Northern Region 
Size: 6xhuman-size 

(12' L, lO' T; 1600#) 
NumberAppearlng:S-30(506) 
Modes lt Rates of Movement.: 

Walk: 90 yds/BT 
Trot: 180 yds/BT 
Run/Charge: 360 yds/BT and 42 yds/CT (1 CT only) 

lnlUatlve Modlfters: Human Standard 
Out.standing K/S Areas/Sub-Areas lt sreEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and-/ 14/­
AttracUveness: Nil 
lnwlnerablllUes: Nil 
SusceptJblUtlesi Nil 
Average Armor ProtectJon: 2 
Quirks: Nil 

Attacks BAC Damage Type Base 
Horns (x2) 

~ont Hoof 
Trample·· 

30 
20 
10 

p• 403 

B 203 
If 306 

• Plus 406 Impact damage if charging. 
• • Applicable only when opponent is at the elk's feet and is under 

2 feet in height. or has been knocked down so as not to 
exceed that height. 

t Impact damage cannot be absorbed by any type of armor 
except f\111 Plate armor. 

Powers: Nil 

StatisUcal Detaib 
Base scheme (+/- 05) 
M (Cunning): 1 O P: 260, WL: 195, CL: 2M 
MM: 5 MR: 5 PM: 130 PN: 130 
MMcap: 2 MRcap: 2 PMcap:64 PNCap:64 
MMPow: 1 MRfow: 1 PMPow: 24 PNPow: 24 
MMSpd: 2 MRSpd: 2 PMSpd: 42• PNSpd: 42• 

• Divide by 6 for effective PMSpd and PNSpd of 7. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun ISlec. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 1 1 0 0 1 0 
Average 2 2 2 0 0 2 0 

Commentary a DescripUoni 
Also known as the Irish deer (Megaloceros), this giant species 

of elk Is typically found In herds nwnbering 5 to 30. The male has 
moose-like (elk-like in ~ropan parlance) antlers that span 10 to 16 
feet and weigh over 100 pounds. These are shed and regrown 
annually. 
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Fish, Sworct'Mouthed 
Wustration: Page 182 

ldenWler: Animal. Reptilia. lchthyosaur, lchthyosaurld 

Habitat: Interior &rth, Outer Band. Marine. Temperate Waters 

Size: l xhuman-slze 
(up to 6.5' L) 

Number Appearing: 1or3-5 (103+2) 

Modes lt Rates of Movement: 

Swim: 360 yds/BT 
Initiative Modiftus: Human Standard 
Outstanding K/S Areas/ SUJ>..Areas 8t sreu: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil and-/14/­

Attracilvenessi Nil 
lnvulnerabllliles: Nil 
SU.sceptibillties: NU 
Average Armor Protection: 3 
Quirks: Nil 

Attacks BAC Damage Base Bonus 

Bite 60 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 02) 

M (Cunning): 5 
MM: 3 
MMcap: l 
MMPow: 1 
MMSpd: 1 

Armor Scheme: 
Area Pierce 
Ultra 8 
Super 6 

Vital 4 
Non 2 

Average 5 

MR: 2 
MRcap: 1 
MRPow: 1 
MR.Spd: 0 

Cut Blunt 
8 4 

6 3 
4 2 
2 

5 2 

C/P 106 

P: 45, WL: 33. CL: 40 
PM: 20 PN:25 

PMcap: 7 
PMPow: 6 
PMSpd: 7 

PNcap: 10 
PNPow: 8 
PNSpd:7 

0 

fire Chem. Stun tlec. 
o· 0 0 0 
o· 0 0 0 
o· 0 0 0 
o· 0 0 0 
o· 0 0 0 

• Animal in water - Invulnerable. 

Conunentary a Description: 
These elongated predators have a long. sword-like beak with 

many small teeth for grabbing and culling their prey. Dark reddish 

brown in color, sword-mouthed fish have a high, stiff dorsal fln and 

a half-moon tail capable of propelling them with great speed through 

the water. These fish are solitary for the most part. but sometimes 

coiled in small groups. especially when spawning. 

Sword-mouthed fish have very keen hearing and sight for 

locating their prey In even murky or cloudy water. 

GaUopgator 
mustration: Page 184 
lcle:nlf8m Anlmal. Re¢11a 1hecodonta Rauisuchlanld 

Habitat: Interior ~h. Intermediate Band 

Size: 6xhuman-slze 
(15'-18 ' L. 1500-2000#) 

Number Appearing: 2-<5 (20 3) 
Modes 8t Rates of Movement: 

Walk: 120 yds/BT 
Trot: 240 yds/BT 
Run/Charge: 360 yds/BT and 48 yds/CT ( 1 er only) 

Initiative Modlftus: Human Standard 
Out.standing K/S Area.1/SUJ>.Areas at sreu: Nil 

Joss Factors: O 
Dodging/Avoidance: Nil and-/14/­

AttractJveness: Nil 
lnvulnerabllltJes: Nil 
SU.sceptibillties: Nil 
Average Armor ProtectJon: 8 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 

Claws (x2) 
Bite 

30 
50 

c 103+1 
C/P 403+4 

8 
8 (10). 

•The number In parentheses is the damage bonus with the 

damage bonus due to high BAC added. 

l"owers: Nil 

Statistical Detail: 
Base Scheme (+/- 05) 
M (Cunning): 20 
MM: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MR.Spd: 3 

P: 220, WL: 165, CL: 198 
PM: 110 PN: 110 
PMcap: 48 PNcap: 48 

PMPow: 20 PNPow: 20 
PMSpd: 42• PNSpd: 42· 

• Divide by 6 for effective PM.Spd and PNSpd of 7 . 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun flee. 
Ultra 4 12 16 16 16 20 4 

Super 3 9 12 12 12 15 3 

Vital 2 6 8 8 8 10 2 

Non 1 3 4 4 4 5 
Average 2 7 10 10 10 12 2 

Commentary a Description: 
This aggressive quadrupedal raulsuchlanld (Neorestosuchus) is 

a savage carnivore able to move Into a bipedal stance for running. 

rushing. and ettacklng. Balanced with Its tall held behind. the creature 

resembles a weird alligator suddenly having longer hind leg.s, an 

upright stance. and speed. Oallopgators hunt In small groups. prowl­

ing the interior wor1d seeking fresh meat. This species is in principal 

competition with the related rauisuchid, the juggler (q.v.). 
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Giraffamel 
IUustratlon: Page 185 
ldenUften Animal, Mammalia, Artlodactyla, camelid 
Habitat: Interior IErth, Outer Band. Northern Region 
Size: 6xhuman-size 

(10' T) 

Number Appearing: 6-24 (2010+4) 
Modes a Rates of Movement: 

Walk: 90 yds/6T 
Pacing: 180 yds/6T 
Run/Charge: :360 yds/6T and 450 yds/6T ( l BT only) 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas a Sl'EEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nii and - /12/­
Attractlveness: Nii 
lnvulnerabillties: NII 
Susceptibilities: Nil 
Average Armor Protection: 3 
Qu.lri<s: Nii 

Giraffe, Streaked 
Illustration: Page 185 
ldenUfter: Animal, Mammalia. Artlodactyla. Oiraflld 
Habitat: Interior IErth. Outer Band, Northern Region 
She: 12xhuman-size 

(12' Tat shoulder; up to 24' T to head; 180048001) 
Number Appearing: 440 (4010) 
Modes a Rates of Movementa 

Walk: 100 yds/6T 
Pacing: 200 yds/6T 
Run/Charge: 400 yds/6T and 500 yds/BT (1 BT only) 

Initiative lllodifters: Human Standard 
Outstanding K/S Areas/SUb·Areas a Sl'EEPa Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and - / 10/­
AUractiveness: Nil 
lnvulnerabillUes: Nil 
Susceptibilities: Nil 
Average Armor Protectlona 5 
Qu.IJ'ks: Nil 

Attacks BAC Damage Type Base Bonus Attacks BAC Damage Type Base Bonus 
-Bi-te~~~~~~2-5~~~~-=-p~~~~20-3~~~20~ ~Bi~te~~~~~~2~0:--~~~~f~~~~l~0~3+~1:--~~16-=--

Hind Kick 20 B 206 20 Smash/Kick 25 I* 306+1 16 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 05) 
M (Cunning): l 0 
MM: 5 
MMcap: 2 
MMPow: l 
MMSpd: 2 

MR: 5 

MRcap: 2 
MRPow: l 
MRSpd: 2 

P: 320, WL: 240, CL: 288 
PM: 160 PN: 160 
PMcap:92 PNcap:92 
PMPow: 32 PNPow: 32 
PMSpd: 36' PNSpd: 36' 

• Divide by 6 for effective PMSpd and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun ~lee. 

Ultra 4 4 8 0 0 8 0 
Super 3 3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 
Non 1 l 2 0 0 2 0 
Average 2 2 5 0 0 5 0 

Commentary a Description: 
This glralTe-like camel stands an amazing 10' high at the head. 

Its legs are long and stilt-like and end In very small running hooves 
Instead of the broad pads of the mundane camel. Able to reach a very 
fast running speed because of this, the glraffamel is also capable 
ofoovering great distances across open terrain using a method of 
travel known as.pacing. This method is unique to camels and giraffes 
and is performed by moving both legs on one side in sequence. 

• Impact damage may not be absorbed by any type of armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 05) 
M (Cunning): l 0 
MM: 5 MR: 5 
MMcap: 2 
MMPow: 1 
MMSpd: 2 

MRcap: 2 
MRPow: 1 
MRSpd: 2 

f : 320, WL: 240, CL: 288 
PM: 150 PN: 170 
PMcap:62 PNcap:78 
PMfow:28 PNfow:32 
PMSpd: 60* PNSpd: 60* 

• Divide by 12 for effective PMSpd and PNSpd of 5. 

Armor Schemea 
Area Pierce Cut Blunt fire Chem. Stun tlec. 
Ultra 4 8 12 0 0 12 0 
Super 3 6 9 0 0 9 0 
Vital 2 4 6 0 0 6 0 
Non l 2 3 0 0 3 0 
Average 2 5 7 0 0 7 0 

Conunentary a DescrlpUona 
This uncommon species of glrafTe is much the same as Its more 

common cousin found on the outer surface of IErth. except It Is 
larger and has a coat pattern made up of wide dark stripes that 
become lighter on Its underside. 
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Glutton Devil 
mustratlon: See below 
Identifier: Animal, Mammalia, Acreodi, Mesonychid 
Habitat: Interior .terth, Outer Band, Northern Region 
Size: 2xhuman-size 

(12' L) 
Number Appearing: 5-18 (306) 
Modes tit Rates of Movement: 

Walk: 70 yds/BT 
Trot: 140 yds/BT 
Run/Charge: 210 yds/BT and 35 yds/CT ( 1 CT only) 

Initiative Modifiers: Human Standard 
outstanding K/S Areas/Sub-Areas tit smu: NII 
Joss Factors: O 
Dodging/Avoidance: Nil and -/24/­
Attractlveness: Nil 
lnwlnerabllltles: Nil 
SUsceptibllities: Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attacks SAC Damage Base Bonus 
Bite 45 p 403 10 (l l)* 

*The number in parentheses is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: NII 

Statistical Detail: 
Base Scheme (+/- 03) 
M (Cunning): 35 
MM: 15 
MMcap: 8 
MMPow:4 
MMSpd: 3 

MR:20 
MRcap: 12 
MRPow: 5 
MRSpd: 3 

P: 140, WL: 105,CL: 126 
PM: 70 PN: 70 
PMcap: 24 PNcap:29 
PMPow: 22 PNPow: 17 
PMSpd: 24* PNSpd: 24* 

• Divide by 2 for effective PMSpd and PNSpd of 12. 

Armor Scheme: 
Area Pierce Cut Blunt f'ire Chem. Stun Blee. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 1 0 0 0 
Average 2 2 2 0 0 2 0 

Commentary tit Description: 
The omnivorous glutton devils are principally scavengers and 

carrion-eaters with savage fangs and initable temperament, much 
like the wolverine they vaguely resemble. They are often encoun­
tered feasting on the remalns of another predator's kill, having 
driven the competition off. While not particularly brave when alone 
or in groups under five or six. this hyena-like animal gains a pack 
mentality when gathered in greater numbers (add + l Oto Aggressive­
ness for every l O glutton devils present). Groups of 20 or more have 
even been known to actively hunt live prey of formidable size. 

Gorgonophant 
mustration: Page 180 
Identifier: Animal, Reptilia, Dicynodonta, Kannemeyerid 
Habitat: Interior .terth, Intermediate Band 
Size: 12xhuman-size 

(7' T) 

Number Appearing: 2-6 (203) 
Modes tit Rates of Movement: 

Walk: 60 yds/BT 
Trot: 120 yds/BT 
Run/Charge: 180 yds/BT and 24 yds/CT (1 CT only) 

Initiative Modifiers: Human Standard 
outstanding K/S Areas/Sub-Areas tit smu: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and -/6/-
Attractiveness: Nil 
lnvulnerabllltJes: Nil 
SUsceptibllities: Nil 
Average Armor Protection: 10 
Quirks: Nil 

Attacks SAC Damage Type 
Bite (beak) 

Tusks 
Trample•• • 

15 
20 
20 

c 
p• 

B/I* • 

206 
206* 
306 

• +406 Impact Physical damage if charging and striking 

Bonus 
18 
18 
18 

• • Impact damage cannot be absorbed by any type of armor. 
• • • Applicable only when opponent is at the animal's feet and is 

under 4 feet In height, or has been knocked down so as not 
to exceed that height. 
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Powers: Nil 

Statistical Detail: 
Base Scheme(+/- D5) 
M (Cunning): 10 P:240, WL: I80,Cu216 
MM: 5 MR:5 PM: 140 PN: 100 

PMC3p:74 PNC3p:36 
PMPow: 30 PNPow: 28 

MMcap: 2 
MMPow: 1 
MMSpd: 2 

MRC3p: 2 
MRPow: I 
MRSpd: 2 PMSpd: 36 • PNSpd: 36 • 

·Divide by 12 for effective PMSpd and PNSpd of 3. 

Armor Scheme: 

Area Pierce Cut Blunt Fire Chem. Stun £/ec. 
Ultra 12 16 20 4 4 20 4 
Super 9 12 15 3 3 15 3 
Vital 6 8 10 2 2 IO 2 

Non 3 4 5 5 1 
Average 7 10 12 2 2 12 2 

Commentary 8t Description: 
The gorgonophant Is a rather bulboUS-5haped evolution of the 

therapsids of the era we know as the Triassic. It Is a herbivore. The 
creature has a huge body which Is actually more hlpp<>like than 
elephantine, and a massive head with a slight shield. Both males and 
females have a pair of tusks some two to three feet In length 
projecting outwards and angled forward somewhat from their upper 
jaw, and heavy, flat beaks for grazing. These creatures are not 
normally aooressive, but they are easily disturbed by anything that 
comes too close, and females are very protective of their young. 

Gray Streaker 
Illustration: Page 180 
Identifier: Animal, Reptilia, Therapsida Cynodont 

Habitat: Interior .tErth, Intermediate Band 
Size: 2xhuman-size 

(5'T) 

Number Appearing: 15-40 (506+10) 
Modes 8t Rates of Movement: 

Walk: 75 yds/BT 

Trot: 150 yds/BT 
Run/Charge: 300 yds/BT and 375 yds/BT (1 BT only) 

Initiatlve Modifters: Human Standard 
Outstanding K/S Areas/Sub-Areas 8t Sl'EEP: Nil 
Joss Factors: 0 

Dodging/Avoidance: Nil and -/30/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 

Average Armor Protection: 5 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 
Tusks (x2) 

Trample 

20 
25 
10 

• Double PD If charging and striking 

p 106 
p 200· 

B 206 

3 
3 
3 

• • Applicable only when opponent Is at the animal's feet and is 
under 2 feet In height. or has been knocked down so as not 
to exceed that height. Impact damage cannot be absorbed by 
any type of armor other than fUll Plate armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- D3) 
M (Cunning): 10 P: 160, WL: 120, Cu 144 
MM: 5 MR: 5 PM:80 PN:80 

PMcap: 35 PNC3p: 35 
PMPow: 15 PNPow: 15 

MMcap: 2 
MMPow: 1 
MMSpd: 2 

MRcap: 2 
MRPow: 1 
MRSpd: 2 PMSpd: 30• PNSpd: 30• 

• Divide by 2 for effective PMSpd and PNSpd of 15. 

Armor Scheme: 

Area Pierce Cut Blunt Fire Chem. Stun £/ec. 
Ultra 8 8 8 0 0 8 0 
Super 6 6 6 0 0 6 0 
Vital 4 4 4 0 0 4 0 
Non 2 2 2 0 0 2 0 
Average 5 5 5 0 0 5 0 

Commentary 8t Description: 
The short striped and moWed gray coat of this 5 ·high herbivore 

provides excellent camouflage against predators. Qray streakers are 
very fast, boar-like quadrupeds with large tushes. They are excitable, 

though not necessarily aggressive. If given the chance, the group will 
scatter In the face of predators, especially when there is more than 
one. If however. a lone attacker falls to kill one of the group 
Immediately, there is a 70% chance that the entire group will attempt 
to drive It away In a combined counterattack of vicious sort. 

Green Racer 
Illustration: Page 246 
Identifier: Animal, Archosaurla Ovlraptoridae, Ovlraptorld 
Habitat: Interior /Erth, Intermediate Band 

Size: lxhuman-size 
(6' T) 

Number Appearing: 1-6 (106) 
Modes 8t Rates of Movement.a 

Walk: 100 yds/BT 
Trot: 200 yds/BT 
Run/Charge: 400 yds/BT 

Initiatlve Modifters: Human Standard 
Outstanding K/S Areas/Sub-Areas 8t Sl'EEP: NU 
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Joss Factors: O 
Dodglng/Avoldanciez 5 and - /'56/­
Attractiveness: Nil 
lnvulnerablliUes: NU 
SUsceptibllltiesz Nil 
Average Armor FrotecUon: l 
Quirks: Nil 

Attacks BAC Damage Type Bonus 

aaws (x2) 
Bite 

45 
35 

c 
p 

103 
106 

2 (3). 

2 

·The number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

StaUsUcal Detail: 
Base SCheme (+/- 03) 
M (Cunning): 20 
MM: 10 
MMCap: 4 
MMPow: 3 
MMSpd: 3 

Armor Scheme: 

MR: 10 
MRcap:4 
MRPow: 3 
MRSpd: 3 

P: 100. WL: 75,CL:90 
PM: 50 l'N: 50 
PMcap: 18 l'NCap: 18 
PMPow: 14 l'NPow: 14 
PMSpd: 18 l'NSpd: 18 

Area Pierce Cut Blunt rire Chem. Stun E/ec. 

Ultra 4 4 0 0 0 0 0 

Super 3 3 0 0 0 0 0 
Vital 2 2 0 0 0 0 0 
Non 1 0 0 0 0 0 

Average 2 2 0 0 0 0 0 

Commentary at DescrtptJon: 
Green racers are bipedal. ~teallng reptiles of gracile sort 

reminiscent of saurian oviraptors. These 6 ·tall creatures are quick 
as well as fast-running. and they have prehensile foreclaws. They are 

furtive. but can be aggressive If they are hungry. and are apt to attack 
larger prey If such Is the case. Green racers range In coloration from 
dark to bright green. and females tend to be darker and slightly 
smaller than males. Some have chameleon-like color alteration 
ability. 

Hairy Hippoceros 
See Exterior JErth section 

Herd Animals 
See Exterior JErth section 

Hippophant 
See Exterior JErth section 

f 

~ 

Hippo, King 
DlustratJon: Page 247 
ldenUften Animal. Mammalia. Artiodactyla. ffippopotamld 
Habitat: Interior lErth, Outer Band. Northern Regjon 
Size: 24xhuman-slze 

(20 '·30' L) 
rtumba" Appearing: 3--9 (303) 
Modes at Kates of Movement: 

Walk: 60 yds/BT 
Trot: 120 yds/BT 
Run/Charge: 220 yds/BT and 33 yds/CT ( l CT only) 
Swim/50t1om Walk: 60 yds/BT and 180 yds/BT 

Initiative Jllodiftus: Human Standard 
outstanding K/S Areas/SUb-Areas at SIUF: Nil 
Joss F'actors: O 
Dodging/Avoidance: NII and -/7 /­
AttracUveness: Nil 
lnvulnerablliUes: Nil 
SUsceptlbllltles: Nil 
Average Armor Protection: 11 
Quirks: Nil 

Attacks BAC Damage Type 
Bite 55 
Smash(Trample· 20 
capsize 

p 

B/I• 

Base Bonus 
406 30 (33)t 
206 30 

• If the attacker charges and strikes the opponent. then Blunt 
Physical damage accrues to the target subject; and If that subject 
Is under 3 'ln height or Is knocked prone. then damage Is Impact. 
Impact damage cannot be absorbed by any type of armor. 

• • Chanc.e to cap.size boat by size: Large-15%; Medium-50%; 
Small-80%. 

t The number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 
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Powers: Nil 

Statistical Detail: 

Base Scheme(+/- 06) 
M (Cunning): 1 O ~440, WL:330. CL:396 
MM: 5 PM: 240 PN: 200 

MMC3p: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRC3p: 2 
MRPow: I 
MRSpd: 2 

PMcap: I 02 PNcap: 96 
PMPow:42 PNPow:32 
PMSpd: 96 • PNSpd: 72 • 

• Divide by 24 for effective PMSpd 4 and PNSpd of 3. 

Armor Scheme: 

Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 12 12 24 8. 8 24 8 

Super 9 9 18 5• 6 18 6 

Vital 6 6 12 4• 4 12 4 

Non 3 3 6 2· 2 6 2 

Average 7 7 15 5· 5 15 5 

• Animal in water - Invulnerable. 

Commentary tt Description: 
The king hippo (Hippopotamus gorgops) Is similar in fonn to the 

smaller version except for Its eyes, which stick up above the skull on 
short stalks. These provide the animal with a very panoramic view of 
the surroundings while It Is Immersed in Its aquatic habitat. Wise 
navigators will always steer well dear of these lnaedlbly large beasts, as 
they are easily disturbed. and will capsize any vessel that draws near 
enough. Otheiwi.se, treat these creatures as nonnal hippopotaml. 

Homed Hunter 
Illustration: Page 180 
Identifier: Animal, Reptilia. Therapslda. Cynodont 
Habitat: Interior IErth. Intennediate Band 

Size: l 2xhuman-size 
(10' T) 

Number Appearing: 2-4 (103+1) 
Modes tt Rates of Movement: 

Walk: 60 yds/BT 
Trot: 120 yds/BT 
Run/Charge: 180 yds/BT and 240 yds/BT (1 BT only) 

Initiative Modlfters: Human Standard 
Outstanding K/S Areas/Sub·Areas tt SffiEP: NII 
Joss Factors: O 
Dodging/Avoidance: Nil and -/8/-

Attractivenes.s: Nil 
Invulnerabilities: Nil 
SusceptlbiUtles: Nil 
Average Armor Protection: 10 
Quirks: Nil 

A ttacks 
Claws (x2) 
Bite 
Horn (x4) 

BAC 
30 
20 
20 

Damage Type 
c 
P 
p 

Base 
4D3 
406 
200· 

Bonus 
9 
9 
9 

• Double PD if charging to strike. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- D5) 
M (Cunning): 20 
MM: 10 
MMC3p: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRC3p: 4 
MRPow: 3 
MRSpd: 3 

P: 240, WL: 180, CL: 216 
PM: 120 PN: 120 
PMC3p: 51 PNcap: 51 
PMPow: 21 PNPow: 21 
PMSpd: 48• PNSpd: 48• 

• Divide by 12 for effective PMSpd and PNSpd of 4. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun Elec. 
Ultra 12 16 20 8 8 20 12 
Super 9 12 15 6 6 15 9 
Vital 6 8 10 4 4 10 6 
Non 3 4 5 2 2 5 3 
Average 7 10 12 5 5 12 7 

Commentary tt Description: 
This vicious quadruped Is an aggressive carnivore who will eat 

any form of meat. alive or dead. If. during a hunting foray, It comes 
across other predators with their kill, It will attack. attempting to take 
the carcass for Itself. Homed hunters have a set of four sharp horns 
on their heads, which they use In a ferocious charge, followed by a 
standing. side-to-side slashing attack. 
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Homtooth 
DlustratJon: Page 180 
ldentJfter: Animal, Reptilia, Therapslda. Cynoclont 
Habitat: Interior AMh, Intermediate Band 
She: 12xhuman-slze 

(15' T) 

l'tumber Appearing: 5-10 (106+4) 
Modes a Kates of Movement: 

Walk: 70 yds/BT 
Trot: 140 yds/BT 
Run/Charge: 210 yds/BT and 280 yds/BT (1 BT only) 

lnltJative Modifters: Human Standard 
Out.standing K/S Areas/SUb-Areas a STEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and-/10/­
Atb'actJveness: Nil 
lnvulnerabilltJes: Nil 
SUsceptibiUties: Nil 
Average Armor Protection: 10 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Claws (x2) 
Bite 
Tusks (x2) 

25 
30 
35 

c 206 
P 406 
p· 206' 

12 
12 
12 

• 206+12 Impact damage If charging. Impact damage cannot be 
absorbed by any kind of armor except Full Plate armor. 

Fowers: Nil 

StatlstJcaJ Detail: 
Base Scheme (+/- 06) 
M (Cunning): 20 
MM: 10 
MMCap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRCap: 4 
MRPow: 3 
MRSpd: 3 

P: 300. WL:225,CL:270 
PM: 150 PN: 150 
PMCap: 66 PNCap:66 
PMPow:24 PNPow: 24 
PMSpd: 60' PNSpd:60' 

• Divide by 12 for effective PMSpd and PNSpd of 5. 

Armor Scheme: 
Area Pierce Cut Blunt l'/re CllmJ. Stun £/ec. 
Ultra 12 16 20 8 8 20 12 
Super 9 12 15 6 6 15 9 
Vital 6 8 10 4 4 10 6 
Non 3 4 5 2 2 5 3 
Average 7 10 12 5 5 12 7 

Commentary a DesaiptJon: 
The homtooth Is a 15 'tall omnivore that Is dosely related to the 

homed hunter, but It Is differentiated by Its size, massive head, and 
tusks Instead of head horns. Luckily, this larger creature Is slightly 
less ~ve, and will consume vegetation If prey Is not available. 

Houndbear 
DlustratJon: Page 185 
ldentJfter: Animal, Mammalia. Camlvora, Ursid 
Habitat: Interior IErth, Outer Band, Northern Region 
She: lxhuman-slze 

(5' L; 3'-4' T; 200-250#) 
l'tumber Appearing: 4-12 (403) 
Modes a Kates of Movement: 

Walk: 70 yds/BT 
Trot: 140 yds/BT 
Run/Charge: 280 yds/BT and 350 yds/BT (1 BT only) 

lnltJative Modlfters: Human Standard 
Outstanding K/S Areas/SUb-Areas a STEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: 4 and -/35/-
AtuactJveness: Nil 
lnvulnerabilltJes: Nil 
SUsceptibiUties: Nil 
Average Armor l"rotection: 3 
Quirks: Nil 

Attacks BAC Damage Type Bonus 
Bite 50 

Fowers: Nil 

StatlstJcal Detail: 
Base Scheme (+/- 03) 
M (Cunning): 20 
MM: 10 
MMCap: 4 
MMPow: 3 
MMSpd: 3 

Armor Scheme: 

MR: 10 
MRCap:4 
MRPow: 3 
MRSpd:3 

P 206 3 

P: 130, WL: 97, CL: 117 
PM: 70 PN: 60 
PMCap: 36 PNCap: 29 
PMPow: 15 PNPow: 15 
PMSpd: 19 PNSpd: 16 

Area Pierce Cut Blunt I' ire CllmJ. Stun £lee. 
Ultra 4 4 8 0 0 8 0 
Super 3 3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 
Non 1 1 2 0 0 2 0 
Average 2 2 5 0 0 5 0 

Commentary a DescrlptJon: 
Houndbears (ffemlcyon) are active hunters of the open plains. 

Bullt more like a heavy dog than a bear, they are relatively fast 
runners. They are tan to brown In color, with a darker face and paws. 
These successful predators are aggressive and roam In packs much 
as do wild dogs of the exterior. 

Humanoid Pithicanthropoid 
DlustratJon: Page 185 
ldentlder: Animal, Mammalia, Primate, Hominid 
Habitat: Interior IErth, Outer Band, Northern Region (Sapient) 
She: O.Sxhuman-slze 

(4' T; 701) 
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Number Appearing: 4-24 (406) 
Modes IJt Rates of Movement: 

Walk: 50 yds/BT 
Trot: l 00 yds/BT 
Run: 150 yds/BT 
Climb: 10 yds/BT 
Swim: 20 yds/BT 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/SUb·Areas IJt STEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: 13 and 12/44/8 or by individual 
Attractiveness: Human norm with 106 
Invulnerabilities: Nil 
Susceptlbllities: Nil 
Average Armor Protection: l 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Hands (x2) 

Bite 
30 
45 

B 203 
p 106 

·111e number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 

5 
5 (6)• 

Base Scheme(+/- 03, ·3 M penalty, +5 PM bonus, +2 PN bonus, -4 SM 
penalty. -2 sr penal!)? 
M (Cunning): 38, EL: 30 P: 80, WL: 60. CL: 72 S: SE>, EL: 28 
MM: 19 MR: 19 PM: 46 PN: 34 SM: 16 SP: 20 
MMcap: 7 MR.cap: 7 PMCap: 17 PNcap: 13 SMCap: 7 Sf'Cap: 10 
MMPow: 6 MR.Pow: 6 PMPow: 17 PNPow: 11 SMPow: 5 SProw: 6 
MMSpd: 6 MRSpd: 6 PM.Spd: 12· PNSpd: 10• SM.Spd: 4 Sf'Spd: 4 
·Multiply by 2 for effedlve PM.Spd cl 24 and PNSpd cl 20. 

Armor Scheme: 
Area Pierce Cut Blunt /'Ire Chem. Stun £lee. 
Ultra 0 0 4 0 0 4 0 
Super 0 0 3 0 0 3 0 
Vital 0 0 2 0 0 2 0 
Non 0 0 1 0 0 1 0 
Average 0 0 2 0 0 2 0 

Commentary IJt Descriptlom 
This a~ike humanoid creature Is small, about the size of an 

Exterior human child of 10 years or so age. They are very strong. very 
ugly and have bad tempers. They are the most southeriy of the 
sapient races of the Interior. dwelling In the forested regions. The 
lengthened thumbs of the l'lthlcanthropold enable them to cllmb 
easily, and they spend most of their tlme In the trees. 

Plthicanthropoids have a loosely organized. rudimentary cul­
ture that uses cooperative huntlng techniques to provide food. There 
ls some Indication that these hwnanolds are tool users, but this 
would be restricted to very basic weapons. Their communlcaUon Is 
mostly limited to grunts and gestures, although they might be trained 
to speak a few words or phrases. 

Human Cro-Magnon 
Illustration: Page 250 
Identifier: Animal. Mammalia, Primate. Hominid 
Habitat: Interior /Erth, Outer Band, Northern Region (Sapient) 
Size: lxhuman-size 

(5'-6'+ T; 150#+/-) 
Number Appearing: 6-36 (606) 
Modes IJt Rates of Movement: 

Walkfl'rot: 90 yds/BT and 180 ydsfBT 
Run: 270 yds/BT 
Climb: 20 yds/BT 
Swim: 45 yds/BT 

Initiative Modlfters: Human Standard 
Outstanding K/S Areas/SUb-Areas IJt STEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and 18/23/ 13 or by Individual 
Attractiveness: Human norm 
Invulnerabilities: Nil 
Susceptlblllties: Nil 
Average Armor Protection: 0 
Quirks: Nil 

Attacks BAC Damage Type 
Hands (x2) 4-0 8 
Club 60 8 
Spear 50 p 

Bow (short. self) 50 p 

Base 
103 
206 
306 
306 

Bonus 
0 

0 (4). 
0 (2)" 
0 (2)• 

•nte number in parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detaib 
Base Scheme(+/- 03, +2 PM bonus, +3 PN bonus, ·l SM penaly) 
M (Cunning): 56, EL: 44 P: 73, WL: 54, CL: 65 S: 51. f.L: 40 
m28 ~28 m~ mM ~~ ~w 
MMcap: 10 MR.cap: 10 PMCap: l :S PNCap: l:S SMCap: 10 SPCap: 12 
MMPow: 9 MR.Pow: 9 PMP<M: 12 f'NP<M: 12 SMP<M: 8 Sffow: 8 
MMSpd: 9 MRSpd: 9 PM.Spd: 11 PNSpd: 12 SM.Spd: 7 Sf'Spd: 6 
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Armor Scheme: 
Area Pierce Cut Blunt f'lre Chem. Stun t:Iec. 
Ultra 0 0 0 0 0 0 0 
Super 0 0 0 0 0 0 0 
Vital 0 0 0 0 0 0 0 
Non 0 0 0 0 0 0 0 
Average 0 0 0 0 0 0 0 

Commentary 8t Desaiption: 
Tue Cro-Magnon-llke race of the Interior wortd Inhabits the 

southern regions of the Northern Band. There are several Isolated 
groups that are based around a strong tribal system of dans and 
tribes. Together they hunt. fish, and herd animals, and there are even 
some limited farming communities. Fleet of foot, Cro-Magnons are 
able to trot and run alternately for extended periods of time so as to 
be able to exhaust animals hunted by chase. They also set up traps 
and drive quarry Into them or over cliffs. 

These are virtually Hano sap/ens In an early stage of develop­
ment, with large, developed brains and skulls whose Olbic centime­
ter capacity is larger than the average of humans living on the 
exterior. They have a well.<feveloped tool technology that Is utilized 
to build shelters and manufacture clothing. They even have a 
beginning religious culture, which promotes the burial of their dead. 
and where they revere the cave bear. Similar to f.arth's long-dead 
Cro-Magnon peoples, these folk decorate special caves with draw­

ings and paintings. 

Human Neanderthal 
Illustration: Page 185 
ldentlfter: Animal, Mammalia, Primate, Hominid 
Habitat: Interior ~rth. Outer Band, Northern Region (Sapient) 
Size: lxhuman-size 

(up to 5'+ T; 175#) 
Number Appearing: 5-30 (506) 
Modes 8t Rates of Movement: 

Walk: 60 yds/BT 
Trot: 120 yds,tBT 
Run: 180 yds/Irr 
Climb: 5 yds/BT 
Swim: 30 yds/BT 

lnltlative lllodifters: Human Standard 
Outstanding K/S Areas/SUl>-Areas 8t STEEP: Nil 
Joss Factors: o 
Dodging/Avoidance: Nil and 14/23/10 or by lndlvldual 
Atuactlveness: Human norm with 206-1 

lnwlnerabilitles: Nil 
Susceptibilities: Nil 
Average Armor Protection: 1 
Quirks: Nil 

Attacks BA.C Damage Type Base Bonus 
Hands (x2) 35 B 203 7 
Bite 40 P 106 7 
Club (2-h) 50 B 406 7 (9) • • 
Spear 40 P 303 7 
Stone 40 B 106 7 
Large Roel« 20 1· 406 7 
• Only when it can be hurled from above. Impact damage cannot 

be absorbed by any sort of armor other than fUll Plate armor. 
• ·111e number In parentheses Is the damage bonus with the 

damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base &heme (+/-03, ·2 M penally, +4 PM bonus, +l PN bonus, -3 SM 

penalty, ·I SF penal~ 
M0

: 44, l!L: 35 

MM: 22 MR: 22 
MMCap: 8 MR<:ap: 8 
MMPow: 7 MRPow: 7 
MMSpd: 7 MRSpd:7 

f: 90, WL: 67, CL: 81 S: 42, fL: 33 

PM: 54 PN: 36 SM: 19 SF: 23 
l'MCap: 22 PN<:ap: 14 SMCap: 8 SfCap: 11 
PMf™1: 19 Pl"!Pow: 12 SMf™1: 6 SPfow: 7 
~pd: 13 PNSpd: 10 SM.Spd: 5 Sl'Spd: 5 

0 May be Mentally attacked. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun t:Iec. 

Ultra 0 0 4 0 0 4 0 
Super 0 0 3 0 0 3 0 
Vital 0 0 2 0 0 2 0 
Non 0 0 1 0 0 l 0 

Average 0 0 2 0 0 2 0 

v r , 

/1' 
.. 

/; 
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Commentary tit DescripUon: 
Interior !Erth's Neanderthalold race Is made up of large. power­

fully built Individuals with big hands, and broad heads with prom!· 
nent occipital ridges and eyebrows. Although not fleet of foot, they 
are very strong and powerful. relying on surprise and brute force for 
success in their endeavors. They are somewhere in cultural develop­
ment between the Pithicanthropoid and the Cro-Magnon species. 
albeit closer to the latter than the fonner In regards development. 
These people are hunters and migrants who are organized around 
many small family groups and clans that compete with each other In 
their more northerty habitat In the Northern Band. They do not build 
permanent shelters and typically locate In caves. 

Hyena Giant 
Illustration: Page 185 
Identifier: Animal. Mammalia, Carnivora. Hyaenld 
Habitat: Interior !Erth, Outer Band. Northern Region 
Size: 2xhuman-size 

(5'-7' L; 3+' H at shoulder. 250-440#) 
Number Appearing: 1-20 (1020) 
Modes tit Rates of Movement: 

Walk: 80 yds/BT 
Trot: 160 yds/BT 
Run/Charge: 240 yds/BT and 320 yds/BT ( 1 BT only) 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas tit S1EEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/27 /­
Attractiveness: Nil 
Invulnerabilities: Nil 
SuscepUbiliUes: Nil 
Average Armor Protection: 3 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 

Armor Scheme: 
Area Pierce Cut Blunt l'/re Chem. Stun .e/ec. 
Ultra 4 4 8 0 0 8 0 
Super 3 3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 
Non I 1 2 0 0 2 0 
Average 2 2 5 0 0 5 0 

Commentary tit DescriptJon: 
This predator/scavenger(PachycrocrudaJ Is twice the size of a 

regular (spotted) hyena-nearty the size of a normal lion. In fact-but 
has nearly the same habits. Because It dwells In a place where there 
Is no night, the species has adapted to hunting In the light. Here, too, 
there Is an ongoing battle between hyena and lion. although the size 
of both combatants Is enlarged. 

lchthyosaurus 
Illustration: Page 182 
ldentifter: Animal. Reptilia. lchthyosaur. lchthyosaurld 
Habitat: Interior !Erth, equatorlal Band, Marlne. Tropical Waters 
Size: 2xhuman-slze 

(9~15 ' L) 
Number Appearing: 5-50 (5010) 
Modes ~ Rates of Movement: 

Swim/Burst: 360 yds/BT and 44 yds/CT (1 BT only) 
Initiative Modlfters: Human Standard 
Outstanding K/S Areas/Sub-Areas ~ S1EEf": NII 
Joss Factors: O 
Dodging/Avoidance: Nil and -/28/­
Attractiveness: Nil 
lnvulnerabiUties: Nil 
SuscepUbllit1es: Nil 
Average Armor Protection: 7 
Quirks: Nil 

Bite 45 p 503 8 (9)* Attacks BAC Damage Type Base Bonus 
-Bi-te~~~~~~40,....,,-~~~--'~p--'=-=--~---::c30~3=--~---=-10~ 

·Tue number in parentheses is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 03) 
M (Cunning): 10 
MM: 5 
MMcap: 2 
MMPow: 1 
MMSpd: 2 

MR:5 
MRcap: 2 
MRPow: 1 
MRSpd: 2 

P: 180. WL: 135. CL: 162 
PM: 95 PN: 85 
PMcap: 51 mcap: 37 
PMPow: 20 PNPow: 18 
PMSpd: 24• PNSpd: 30• 

• Divide by 2 to find effective PMSpd of 12 and PNSpd of 15. 

f"owers: Nil 

Statistical Detail: 
Base Scheme(+/- 03) 
M (Cunning): 10 
MM: 5 MR: 5 
MMcap: 2 
MMPow: 2 
MMSpd: 1 

MRcap: 2 
MRPow: 2 
MRSpd: 1 

P: 220, WL: 165, CL: 198 

PM: 120 PN: 100 
PMcap:53 PNCap:44 
PMPow: 22 PNPow: 17 
PMSpd: 45• PNSpd: 39• 

• Divide by 3 to find effective PMSpd of 15 and PNSpd ofl3 
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Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 

Ultra 4 8 16 o· 0 20 0 

Super :3 6 12 o· 0 15 0 

Vital 2 4 8 o· 0 10 0 

Non 1 2 4 o· 0 5 0 

Average 2 5 10 o· 0 12 0 

• Animal in water = invulnerable 

Commentary a Description: 
The lchthyosaur Is a large aquatic predator that travels the 

interior seas In groups of up to 50 In number. They are reddish-brown 
in color, and dolphin-like in form. Their elongated jaws contain sharp 
teeth which are used to take their normal prey of fish and cephalo­
pods. They will not hesitate to attack humans, or any victim up to 
twice their size. for that matter. Their front and rear flippers are 
shaped like hydrofoils, enabling agile. rapid movement. 

Ice Horse 
See Exterior JErth section 

Juggemaught 
Illustration: Page 180 
ldentiften Animal. Reptilia, lherapslda. Cynodont 
Habitat; Interior Jfrth. Intermediate Band 
Size: 24xhuman-size 

(15' L; 12' T) 

Number Appearing: 10-:30 (505+5) 
Modes a Rates of Movement; 

Walk: 60 yds/BT 
Trot: 90 yds/BT 
Run/Charge: 180 yds/BT and 24 yds/CT (I CT only) 

Initiative Modifiers: Human Standard 
outstanding K/S Areas/SUJ>.Areas a smu: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil and -/8/-
Attractiveness: Nil 
Invulnerabilities: NII 
SU.sceptibllities: Nil 
Average Armor Protection: 11 

Quirks: NII 

Attacu BAC Damage Type 
Bite 
Smash/Trample· 

15 
20 

p 

B/I• 
20:3 
503· 

Bonus 
12 
12 

• If the attacker charges and strikes the opponent, then Blunt 
Physical damage accrues to the target subject; and If that 

subject Is under :3' in height or is knocked prone. then 
damage Is Impact. Impact damage cannot be absorbed by any 
type of armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 010) 
M (Cunning): 10 P: 720, WL: 54-0. CL: 648 

MM: 5 MR: 5 PM:380 PN: :340 
MMCap: 2 MRCap: 2 PMCap: 260 PNCap:220 

MMPow: 1 MRPow: 1 PMPow: 24 PNPow: 24 

MMSpd: 2 MRSpd: 2 PMSpd: oo• PNSpd: oo• 

• Divide by 24 for effective PMSpd and PNSpd of 4. 

Armor Scheme: 
Area Pierce Cut Blunt !'ire Chem. Stun Blee. 
Ultra 12 12 24 8 8 24 8 

Super 9 9 18 6 6 18 6 

Vital 6 6 12 4 4 12 4 

Non :3 :3 6 2 2 6 2 

Average 7 7 15 5 5 15 5 

Commentary a Description: 
Because of its slow, plodding gait. this 12 • high herbivore has 

developed body armor to protect It from predators. This huge-bodied 
quadruped travels in small herds led by the largest and fastest male. 
When the herd ls confronted with danger. this Individual will face any 
threat head on, charging and trampling the offender beneath its 
Immense feet. 

Juggler 
Illustration: Page 180 
ldentiften Animal, Reptllla, lhecodonta. Raulsuchlanid 
Habitat; Interior /Erth, Intermediate Band 

Size: 12xhuman-size 
(25' L, 2500#) 

Number Appearing: 1 (75%) or 2 (25%) 

Modes a Rates of Movement; 
Walk: 100 yds/BT 
Trot: 200 yds/BT 
Run/Charge: :300 yds/BT and 40 yds/CT (1 CT only) 

Initiative Modifters: Human Standard 
outstanding K/S Areas/SUJ>.Areas a smu: Nil 
Joss Factors: O 
Dodging/Avoidance: NII and-/12/­
Attractiveness: Nil 
Invulnerabilities: Nil 
SUsceptibllities: Nil 
Average Armor Protection: 10 

Quirks: Nil 

Attacu BAC Damage Type 
Claws (x2) 

Bite 

:30 

50 

c 
C/P 

Base Bonus 
20:3 12 

60:3+6 12 (14). 

•The number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 
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Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 06) 

M (Cunning): 20 P: 400, WL:300.CL:360 

MM: 10 PM: 200 PN: 200 

MMC3p: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 

PMcap: 104 PNcap: 104 
PMPow: 24 PNPow: 24 
PMSpd: 72 • PNSpd: 72' 

• Divide by 12 for effective PMSpd and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt f'lre Chem. Stun ~Jee. 

Ultra 12 16 20 8 8 20 12 

Super 9 12 15 6 6 15 9 

Vital 6 8 10 4 4 10 6 

Non 3 4 5 2 2 5 3 
Average 7 10 12 5 5 12 7 . 

Commentary 8t Description: 
This vicious quadrupedal rauisuchianid (Neopostosuchus 

horriblis) is a very aggressive carnivore, able to move into a bipedal 

stance for rushing and attacking. Balanced with its tail held behind, 

the so<:alled •juggler" uses the long. rather crocodilian jaws set in its 

great head to seize and toss Its prey. Blood spurting. hapless victims 

ny about as if the repUle was. in fact, juggling. A rather grim play too 

on the jugular vein. Of course. larger prey Is bitten and hunks tom 

from it thus. as the juOO}er's backward-<:urving. nattened. conical 

teeth have serrated cutting edges. Typically a lone hunter. pairs of 

these creatures will occasionally be seen seeking prey. Other than 

intruding saurian carnivores, the major competitor of this species Is 

the related pack-hunting gallopgator (q.v.) 

Kangaroo, Giant 
Illustration: Page 181 
Identifier: Animal, Mammalia. Marsupialla. Macropodid 

Habitat: Interior /erth, Outer Band, Southern Region 

Size: 2xhuman-size 
(10' L; 275-450#) 

Number Appearing: 4-24 (406) 

Modes 8t Rates of Movement: 
Walk: 90 yds/BT 
Hop: 180 yds/BT 
Burst: 800 yds/BT (1 BT only) 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas 8t STfEP: Nil 

Joss Factors: 0 
Dodging/Avoidance: 1 and -/32/­
AltracUveness: Nil 
lnvulnerabiUUes: Nil 
Susceptibilities: Nil 
Average Armor Protection: 5 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 
Klei< 

Powers: Nil 

20 
30 

p 2D3 
B 4D3 

0 
10 

Statistical Details 
Base Scheme (+/- D5) 
M (Cunning): 10 P: 174. WL: 130. CL: 156 

MM: 5 MR: 5 PM: 90 fTi:84 
PMcap: 36 fTiCap: 32 
PMPow: 22 fTiPow: 20 

MMcap: 2 
MMPow: 1 
MMSpd: 2 

MRcap: 2 
MRPow: 1 
MRSpd: 2 PMSpd: 32' fTiSpd: 32' 

• Divide by 2 for effectlve PMSpd and PNSpd of 16. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun l!/ec. 

Ultra 4 4 8 0 0 8 0 
Super 3 3 6 0 0 6 0 

Vital 2 2 4 0 0 4 0 

Non 1 1 2 0 0 2 0 

Average 2 2 5 0 0 5 0 

Commentary 8t Desaiplion: 
This large creature has a shorter face and loogerfeetthan lts~ezior 

couc;in. Like the nonnal kangaroo. It ls herbivorous, though it ls primarily 

a browser, using Its height to reach up Into trees for leaves and fruit. Using 

its feet for its primary form of defense, this animal ls capable a kicking 

the sense out of a nonnal human"5lzed m:ature. 

Lion Cave 
Illustration: Page 183 
Identifier: Animal, Mammalia, camivora, l"elid 

Habitat: Interior /erth, Outer Band, Northern Region 

Size: 3xhuman-size 
(l l ' L, 475 • 700#) 

Number Appearing: 1 or 2-10 (2D5) 
Modes 8t Rates of Movement: 

Stalk: 50 yds/BT' 
Walk: 110 yds/BT 
Trot: 165 yds/BT 
Run/Charge: 220 yds/BT and 330 yds/BT (1 BT only) 

Climb: 5 yds/BT 
• This mode enables the animal to move silently 

Initiative Modlfters: Human Standard 

Outstanding K/S Areas/Sub·Areas 8t STfEP: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil and - /28/­
Attractiveness: Nil 
lnvulnerabiUties: Nil 
SuscepUblUUes: Nil 
Average Armor Protection: 4 
Quirks: Nii 
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Attacu BAC Damage Type Base Bonus 
aaws (x2) 45 C 2D3 
Bite SO P 3D3+3 
Smash 45 B 306+3 

20 (21)** 
20 (22)** 
20 (21)** t 

• Automatic applicable only when opponent has been hit by both 
forepaws, Indicating hold and In position which exposes It to 
rear legs kicking to rake, I.e., bipedal opponent prone. 

''The number in parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

tDouble damage If enraged. (See Uon, in the Exterior JErth section.) 

Powers: Nil 

Statistical Detalh 
Base Scheme (+/- 06) 
M (Cunning): 20 
MM: 10 
MMCep: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRCep: 4 
MRPow: 3 
MRSpd: 3 

P:230, WL: 172,CL:207 
PM: 120 PN: 110 
PMCep: 46 PNCap: 44 
PMPow:32 PNPow:24 
PMSpd: 42* PNSpd: 42* 

• Divide by 3 for effective PMSpd PNSpd of 14. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun /!Jee. 
Ultra 4 8 8 0 0 12 0 

Super 3 6 6 0 0 9 0 

Vital 2 4 4 0 0 6 0 
Non I 2 2 0 0 3 0 

Average 2 5 5 0 0 5 0 

lnitJative Mod.ifters: -10 to Initial Surprise 
outstanding K/S Areas/Sub-Areas a sreu: NU 
Joss Factors: O 
Dodging/Avoidance: NU and -/24/­
Attractiveness: NU 
lnvulnerabllitJes: NU 
Susceptiblllties: Nil 
An.rage Armor r.-otectlon: 4 
Qulrlm: Nil 

Attacu BAC Damage Type Base Bonus 
Foreciaws (x2) 45 c 2D3 18 
Bite 40 r 206+4 18 
Hindciaws rake c 3D3 18 
Claws (x2) 45 c 2D3 18 (19) ' . 

• Automatic applicable only when opponent has been hit by both 
forepaws, indicating hold and In position which exposes it to 
rear legs kicking to rake, i.e., bipedal opponent prone. 

· *The number in parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detall: 
Base Scheme (+/- D5) 
M (Cunnlng): 20 
MM: 10 
MMCap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap:4 
MRPow: 3 
MRSpd: 3 

P: 212, WL: 159, CL: 190 

PM: 100 PN: 90 
PMCep: 40 PNCap: 40 
PMPow: 30 PNPow: 30 
PMSpd: 36* PNSpd: 36* 

Commentary a Desaiption: • Divide by 3 for effectlve PMSpd and PNSpd of 12. 

Probably the largeSIMng cat. the cave lion (Padhera spelreaid) is also 
one oft.he most fierce. They live in r~regions, and lair in caves and cavems 

where they rest when not.hunting. They take theirpreyusingtheirstrongjaws 

and teeth with their powerful daws. Unlike their cousins on the exterior; cave 

lions have thick ooals with dark brown spots and little or no mane. 

Llon, Chi.set-Toothed 
See Exterior .IErth section 

Llon, wtlass-T oothed 
mustration: Page 183 

ldentifter: Animal. Mammalia. camivora. Feild 

Habitat: Interior ~rth. Outer Banet Northern Region 
Size: 3xhuman-size 

(4'-6' L; 375-5251) 

Number Appearing: l or 1-5 (1D5) 
!'lodes a Rates of Movement: 

Stalk: 50 yds/BT* 
Walk: 110 ydsjBT 
Run: 165 yds/Bt 
Charge: 220 yds/BT and 330 yds/BT (1 BT only) 
Climb: 5 yds/BT 

• Thls mode enables the animal to move silently 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun /!Jee. 
Ultra 4 8 8 0 0 12 0 
Super 3 6 6 0 0 9 0 
Vital 2 4 4 0 0 6 0 
Non l 2 2 0 0 3 0 

Average 2 5 5 0 0 7 0 

Commentary a Desaiptlon: 
The a.ilasstoothed lion (ffancthe.riwnkJJ Is actually related to the 

smllodon. It too has huge upper canine teeth. It Is just a bit larger than 
the sabrerooths. though. and Is one c::i the most frequertJy encountered 
great hunting cats of the inner worid of N.lth. It is a powerfully built 
carnivore. with a tawny coat and spotted. white underside, and a short 

tail. It has lo!YiJ. serrated teeth~ are u.900 to rip deep wounds In its prey. 
After the cat pounces upon its vidim and drives its f~ in, it holds fast 
or else stalks the wounded prey umJ it dies of blood loss. 

Lion, Pike-Toothed 
See Exterior .IErth section 
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Lizard Barbface 
Illustration: See below 
Identifier: Animal, Reptilia, Sqamata, Lacertlllid 
Habitat: Interior /Brth, lntennediate Band 
Size: 6xhuman-size 

(30' L) 
Number Appearing: 1-2 
Modes 8t Rates of Movement: 

Crawl: 50 yds/BT 
Run/Charge: 150 yds/BT and 30 yds/CT ( 1 CT only) 

Initiative Modifiecs: Human Standard 
Outstanding K/S Areas/Sub-Areas 8t SI'EEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and-/9/-
Attractivenes.s: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 1 :3 
Quirks: Nil 

Attacks BAC Damage Type Base 
Talons (x2) 
Bite• 

25 
4-0 

c :3D:3 
p :306 

Bonus 
20 
20 

·Once bite succeeds, the animal holds on until either it or the 
prey is dead. doing automatic damage each CT thereafter. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- D5) 
M (Cunning): 20 
MM: 10 
MMCsp: 4 
MMPow: :3 
MMSpd: :3 

MR: 10 
MRCsp: 4 
MRPow: :3 
MRSpd: :3 

P:300, Wu225.Cu 270 
PM: 160 PN: 14-0 
PMcap: 96 PNcap: 84 
PMPow: :32 PNPow: 28 
PMSpd: :32• PNSpd: 28' 

• Divide by 6 for effective PMSpd of 5 and PNSpd of 4. 

~RKER"l..J 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun t:lec. 

Ultra 16 20 24 4 4 24 4 

Super 12 15 18 :3 :3 18 3 
Vital 8 10 12 2 2 12 2 

Non 4 5 6 1 1 6 I 

Average 10 12 15 2 2 15 2 

Commentary 8t Description: 
This long, lean, and spike-skulled reptile is an active hunter in 

the savage lands of Interior /Brth. The frill of spikes serves to protect 
these creatures when they attack prey, Including any saurians who 
happen to enter the region Inhabited by them, for they are quite 
stupid and tend to go after anything alive and moving. Once its jaws 
are locked onto prey, it hangs on unUI either its prey or itself Is dead. 

Lizard Colositor 
See Exterior .IErth section 

Lizard Gila Monstrous 
Illustration: Pages 189 and 256 
Identifier: Animal, Reptilia, Lacertilian, Helodenn 
Habitat: Interior /Brth, lntennediate Band 
Size: 2xhuman-size 

(8' L) 
Number Appearing: 5-7 (10:3+4) 
Modes 8t Rates of Movement: 

Crawl: 40 yds/BT 
Run: 120 yds/BT 

Initiative Modifiecs: Human Standard 
Outstanding K/S Areas/Sub·Areas 8t SI'EEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and -/22/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protectlon: 4 
Quirks: Nil 

Attacks BAC Damage Type 
Talons (x2) 

Bite 

15 
30 

c 
p 

Base 
2D3 
206 ' 

Bonus 
11 
11 

• Plus paralytic poison always causing 10, 10, and 5 points of p 
damage In three Immediate successive BTs. Additionally, prey 
not succeeding a DR #Difficult* roll against PN CAT&lORY are 
immobilized the following CT and remain paralyzed for 6 BTs. 

Powers: Nil 
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Statistical Detail: 
Base Scheme(+/- D3) 
M (Cunning): 20 P: 180, WL: 135,CL: 162 
MM: 10 MR: 10 PM: 100 PN: 80 

PMcap:53 PNcap:40 
PMPow: 23 PNPow: 20 

MMGap: 4 
MMPow: 3 
MMSpd: 3 

MRGap: 4 
MRPow: 3 
MRSpd: 3 PMSpd: 24 • PNSpd: 20· 

• Divide by 2 for effective PMSpd of 12 and PNSpd of 10. 

Armor Scheme: 
Area l'lerce Cut Blunt Fire Chem. Stun flee. 
Ultra 8 12 4 0 0 4 0 
Super 6 9 3 0 0 3 0 
Vital 4 6 2 0 0 2 0 
Non 2 3 1 0 0 0 
Average 5 7 2 0 0 2 0 

Commentary & Description: 
This 8-foot long lizard is a huge Gila monster. It has a large, 

broad head with black beady eyes, a stocky body supported by short 
sturdy legs with large feet, big toes and strong claws. Its tail Is short 
and has a swollen appearance. Bead·like scales cover its body. Its 
muzzle ls black followed by a bright orange, pink, or yellow and black 
swirling pattern on the body itself. 

The Olla monstrous is venomous. Its venom is used primarily to 
immobilized prey. The venom Is dangerous to humans. The Gila 
monstrous is also pack-hunting. Packs of 4-6 lizards will hunt the 
young of small to medium creatures. They also ertjoy feasting on the 
eggs of other reptiles. They spend 95% of their time in underground 
lairs. When they are encountered on the surface, they are there 
because they are hungry, and therefore more aggressive. 

Llzard Leech 
Illustration: Pages 172 and 180 
ldentlften Animal, Reptilia, Squamata, Lacertillid 
Habi tat: Interior /Brth, Intermediate Band 
Size: lxhuman-slze 

(10' L) 

Number Appearing: 1-10 (lDlO) 
Modes & Rates of Movement: 

Crawl: 50 yds/BT 
Run/Charge: 150 yds/BT and 25 yds/CT ( l CT only) 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/SUb·Areas & SI'EEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and -/28/­
At tractiveness: Nil 
Invul nerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 5 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 45 p 103+Special. 2 (3)" . 

'lajects an anesthetic chemical. Target must make a Perception (Mental) 
roll at DR "Extreme• to notJce the attack if a51eep. lf awake, target 
must make a f'NPow roll at DR 11ard. to &ay awake. 

··The number in parentheses is the damage bonus with the damage 
bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- D3) 
M (Cunning): 20 
MM: 10 
MMGap: 4 
MMPow: 3 
MMSpd: 3 

Armor Scheme: 

MR: 10 
MRGap: 4 
MRPow: 3 
MRSpd: 3 

P: 90, WL: 67, CL: 81 
PM: 45 PN: 45 
PMcap: 17 PNcap: 17 
PMPow: 14 PNPow: 14 
PMSpd: 14 PNSpd: 14 

Area Pierce Cut Blunt Fire Chem. Stun flee. 
Ultra 8 8 8 0 0 8 0 
Super 6 6 6 0 0 6 0 
Vital 4 4 4 0 0 4 0 
Non 2 2 2 0 0 2 0 
Average 5 5 5 0 0 5 0 

Commentary & Descriptloni 
This so-called lizard Is a legged snake which usually slithers, using 

its four short legs when it wants speed. If on the surface, it will hunt at 
night seeking sleeping prey. It has an anesthetic chemical In Its saliva, 
so Its bite ls not noticed. The leech lizard then drinks Its prey's blood, 
and a hungry one can draln three quarts! In a human, this Is equal to 
sustaining Physical damage equal to the CL and results In Shock. If a 
large group of these attack, even gigantic anlmals are likely to be found 
as corpses In the morning. 

Lizard Mega0nia 
See Lizard Colasitor, Exteri:>r JErth section 
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Lizard Thug 
Illustration: See right 
Identifter: Animal, Reptilia, Lacertilian, Chameleon 
Habitat: Interior .IErth. Intermediate Band 
Size: 24xhuman-slze 

(60' L) 

Number Appearing: 1 
Modes It Rates of Movement: 

Crawl: 50 yds/BT 
Run/Charge: 100 yds/BT and 30 yds/CT (1 CT only) 

Initiative Modifiers: -15 to Surprise roll 
Outstanding K/S Areas/Sub-Areas It 5reEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and - /12/­
Attractiveness: Nil 
lnvulnerablUUes: Nil 
.suscepUbiliUes: Nil 
Average Armor Protection: 10 
Quirks: Nil 

Attacks BAC Damage Type Rase Bonus 
Bite' 45 p 606 24 (25)" 

' Once bite succeeds, hold is maintained until either the lizard or 
the target Is dead, with damage being inflicted automatically. 

' 'The number In parentheses is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 06) 
M (Cunning): 12 
MM: 6 MR: 6 
MMCap: 3 
MMPow: 2 
MMSpd: 1 

MRCap: 3 
MRPow: 2 
MRSpd: 1 

P: 460, WL: 345,CL:414 
PM: 240 PN: 220 
PMCap: 108 PNCap: 103 
PMPow: 36 PNPow: 33 
PMSpd: 96' PNSpd: 84' 

• Divide by 24 for effective PMSpd of 8 and PNSpd of 4 . 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 12 16 20 16 16 20 12 
Super 9 12 15 12 12 15 9 
Vital 6 8 10 8 8 10 6 
Non 3 4 5 4 4 5 3 
Average 7 10 12 10 10 12 7 

Commentary It Description: 
This is one of the largest carnivores found in the interior of .IErth. 

The thug lizard hides itself in rock.s or scrub, lying motionless, its skin 
color altered to mach whatever the bac.1«.Jround happens to be, from 
dark gray to ~nor brown. When prey approaches dose enough, the 
thug rushes out. bites, and holds fast. if the victim isn'tslaln immediately. 
Some titanic battles indeed occur when these monstrous lizards encoun­
ter others <:l llke size or some wandering saurian. 

Lizard Tree·Topper 
Illustration: Page 183 
Identiften Animal, Reptilia, Squamata Lacertillid 
Habitat: Interior .IErth, Intermediate Band 
Size: 3xhuman-size 

(15' L) 

Number Appearing: 3-18 (306) 
Modes & Rates of Movement: 

Crawl: 30 yds/BT 
Run: 90 yds/BT 
Climb: 90 yds/BT 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas & 5reEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/24/­
AttracUveness: Nil 
Invulnerabilities: Nil 
SusceptibiUties: Nil 
Average Armor Protection: 3 
Quirks: Nil 

Attacks BAC Damage Type 
Claws (x2) 
Bite 

Powers: Nil 

25 
20 

c 
p 

Rase 
403 
203 

Bonus 
8 
8 
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Statistical Detail: 
~Scheme (+/- 03) 
M (CUnnlng): 10 

MM:5 

P: 180. WL: 135. CL: 162 
PM: 90 PN: 90 

PMCsp: M PNCap: M 
PMfow:20 PNPow:20 

MMCap: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRCsp:2 
MRfow: 1 
MRSpd: 2 PMSpd: 36• PNSpd: 36• 

• Divide by 3 for effective PMSpd and PNSpd of 12. 

Armor Scheme: 
Area Pierce Cut Blunt !'ire Chem. stun £lee. 

Ultra 8 8 4 0 0 4 12 

Super 6 6 3 0 0 3 9 

Vital 4 4 2 0 0 2 6 

Non 2 2 0 0 l 3 

Average 5 5 2 0 0 2 7 

Commentary lJt Description: 
Roaming all manner of wooded areas of the Intermediate Band. 

treetoppers are known thus for two reasons. They generally dwell 
hig)'I up In trees, and being herbivores, they strip the foliage of the 

upper portions of these plants. Although not aggressive, they have 

very long and sharp daws for dlmbing and defense against preda­

tors. If they are disturbed, these lizards will certainly use their 

defenses to make certain they are safe, and that might mean attack. 

Lope-Hound 
Dlustration: Page 183 
ldenUften Animal. Reptilia. Therapslda. Cynodont 

Habitat: Interior IErth, Intermediate Band 

Size: 2xhuman-slze 
(6' Tat the shoulder. 4-00+#) 

Number Appearing: 3-7 (105+2) 

Modes lJt Rates of Movement: 
Walk: 80 yds/BT 
Lope: 160 yds/BT 
Run/Charge: 240 yds/BT and 320 yds/BT (l BT only) 

Initiative Mocliftus: Human Standard 

Out.standing K/S Area/Sub-Areas lJt S'IEU1 Nil 
Joss factors: O 
Dodging/Avoidance: Nil and -/26/­
Attractivenes.s: Nil 
lnvulnerabWties: NII 
SUsceptibiUties: Nil 
Average Armor ProtedJon: 8 
Quirks: Nil 

Attacks BAC Damage Type Base 
Bite 60 p 303+3 

Bonus 
6 (10)• 

·Tue number In parentheses Is the damage bonus with the 

damage bonus due to high BAC added. 

Powers: Nil 

Stat1stical Detail: 
~Scheme (+/- 03) 
M (Cunning): 20 P: 150. WL: 112, CL: 135 

MM: IO MR: 10 PM: 80 PN: 70 
PMCsp: 32 PNCap: 32 

PMfow: 18 PNPow: 16 
MMCap: 4 
MMPow: 3 
MMSpd: 3 

MRCsp:4 
MRfow: 3 
MRSpd: 3 PMSpd: 30• PNSpd: 22· 

• Divide by 2 to flnd effective PMSpd of 15 and PNSpd of 11. 

Armor Scheme: 
Area Pierce Cut Blunt l'lre Chem. stun £/e c. 
Ultra 8 12 16 0 0 16 0 

Super 6 9 12 0 0 12 0 

Vital 4 6 8 0 0 8 0 

Non 2 3 4 0 0 4 0 

Average 5 7 10 0 0 10 0 

Commentary lJt Description: 
These creatures appear to be bristle-haired. horribly misshapen, 

thick-bodied hyenas from nightmare. With their heavy tails held 

stlffiy behind. these pack-hunting predators and scavengers of the 

Inner world move constantly about the plains of the Intermediate 
Band searching for food. dead or alive. They have no fear of humans. 

of course, and pity the poor traveller caught In the open by lope.­

hounds. 

Mammoth, Woolly 
See Elephant. Woolly Mammoth 

Mauler 
Dlustration: Page 189 
ldenUften Animal, Reptilia, Therapsida. Cynodont 

Habitat: Interior ~rth. Intermediate Band 

Size: 3xhuman-slze 
(9' T; 600-800#) 

Number Appearing: l 
lllodes a Rates ol Jllovement: 

Walk: 70 yds/BT 
Trot: 140 yds/BT 
Run/Charge: 210 yds/BT and 280 yds/BT (1 BT Only) 

Initiative Mocl.lftus: Human Standard 

Out.standing K/S Areas/Sub-Areas lJt S'IEU: Nil 
Joss factors: O 
Dodging/Avoidance: NU and -/20/ ­
Attractlveness: Nil 
lnvulnerabWties: Nil 
SUsceptibiUties: NII 
Avaage Armor Protection: 5 
Qulrkss Nil 
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Attacks BAC Damage Type Base Bonus 
Claws (x2) 
Bite 

Powers: Nil 

Statistical Detail: 

4-0 
4-0 

c 
p 

3D3 
206 

I5 
15 

Base &heme (+/- 03) 
M (Cunning): 20 P: 200, WL: 150, CL: 180 

MM: 10 PM: 100 PN: 100 
PMcap: 43 mcap: 43 
PMPow: 27 PNPow: 27 

MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: IO 
MRcap: 4 
MRPow: 3 
MRSpd: 3 PMSpd: 30• PNSpd: 30• 

• Divide by 3 for effective PMSpd and PNSpd of I 0. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun ~Jee. 

Ultra 8 8 I2 0 0 8 0 
Super 6 6 9 0 0 6 0 
Vital 4 4 6 0 0 4 0 
Non 2 2 3 0 0 2 0 
Average 5 5 7 0 0 5 0 

Commentary lit Description: 
This large omnivore is 9 ' tall at the shoulder, with dark black scales 

and reddish-ember eyes. Its long fore!~ are heavily clawed with talons 
larger than the monster's fangs. This creature Ls alw~ solitary. and It 
hunts in the shadows of the gloomy forests d the interior wortd The 
mauler has a distinc11ve, bloockUJ'dling gowl when st.a1klng nearby prey, 
causing all but the most steadfast of herbivores to bolt in fear. 

Moose, Four-Homed 
Illustration: Page 183 
Identlfier: Animal, Mammalia. Artlodactyla, Olraffid 
Habitat: Interior /Erth, Outer Band, Northern Region 
Size: 6xhuman-size 

(8' Tat shoulder; 1600-2IOO+#) 

Number Appearing: 1-2 
Modes lit Rates of Movement: 

Walk: 90 yds/BT 
Trot: 180 yds/BT 

Run/Charge: 270 yds/BT and 360 yds/BT (I BT only) 
Initiative Modlfta-s: Human Standard 

Outstanding K/S Areas/Sub-Areas lit Sl"EEP: Nil 
Joss Factors: O 
Dodging/Avoidance: NlljBase IO 
Attractiveness: Nil 

Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 6 

Quirks: Nil 

Attacks 
Bite 
Horns 
Trample (hooves) 

BAC 

15 
25 

15 

Da.mage Type 
p 
p 

B/I*• 

103 
206+2· 

4D3 

Bonus 
8 
8. 
8 

• Double damage If charging and striking opponent. 
• • No bonus and Blunt Physical damage only unless the opponent 

Is under 3 ' tall or else low/prone so a.. to be subject to full 
force and weight, In which case damage ls Impact and bonus 
Is added. Impact damage cannot be absorbed by any type d 
armor except run Plate armor. 

Powers: Nil 

Statistical Detaih 
Base &heme (+/- D5) 
M (Cunning): 10 

MM: 5 MR: 5 
MMcap: 2 
MMPow: 1 
MMSpd: 2 

MRcap: 2 
MRPow: 1 
MRSpd: 2 

P: 300, WL: 225, CL: 270 
PM: 160 PN: 14-0 
PMcap: 92 PNcap: 76 
PMPow:20 PNPow:20 
PMSpd: 48• PNSpd: 44• 

• Divide by 6 for effective PMSpd of 8 and PNSpd of 7. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun ~Jee. 

Ultra 4 8 12 0 0 16 0 
Super 3 6 9 0 0 12 0 
Vital 2 4 6 0 0 8 0 
Non 1 2 3 0 0 4 0 
Average 2 5 7 0 0 10 0 

Commentary lit Description: 
These very large animals (Slvatherlum) have stout bodies and 

heavy shoulders. The male of the species has huge, branched 
osslcones on top of its skull. and smaller. conical osslcones near the 
eyes. Only the latter are present In females. In other respects, treat 
these creatures as If they were regular moose. 

Musk Ox 
See Exterior iErth section 
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Nightnmner 
Olusb'ation: Page 18:3 
Identlften Animal, Reptilia, Therapslda Cynodont 
Habitat: Interior ./Erth, Intermediate Band 
Size: :3xhuman-slze 

(8' T; 500#) 

Number Appearing: 6-10 (105+5) 
Modes lt Rates of Movement: 

Walk: 50 yds/BT 
Trot: l 00 yds/BT 
Run/Charge: 250 yds/BT and :30 yds/CT (I c:r only) 

Initiative Modifters: -10 to Surprise roll 
Outstanding K/S Areas/SUb·Areas lt SIEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/22/­
Attractiveness: Nil 
Invulnerabillties: Nil 
SUsceptibilities: NII 
Average Armor Protection: :3 
Quirks: Nil 

Attacks BAC Damage Type 
Bite 
Horns (x2) 

15 
25 

p 
p 

Base 
20:3 
106* 

• Double damage if charging and striking opponent. 

Powers: Nil 

Statistical Detall: 

Bonus 
16 
16* 

Base Scheme (+/- 05) 
M (Cunning): 20 P: 250, WL: 187, CL: 225 
MM: 10 
MMC3p: 4 
MMfow: :3 
MMSpd: :3 

MR: 10 
MRC3p: 4 
MRfow: :3 
MRSpd: :3 

PM: 1:30 PN: 120 
PMcap: 66 PNcap: 66 
fMPow: 28 PNPow: 24 
fMSpd: :36* PNSpd: :30* 

• Divide by :3 for effective PMSpd of 12 and PNSpd of 10. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun .elec. 
Ultra 4 4 8 0 0 8 0 
Super :3 :3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 
Non 1 1 2 0 0 2 0 
Average 2 2 5 0 0 5 0 

Commentary lt Description: 
This horn-mouthed, herbivorous cynodont Is 8 ·tall. and gathers 

in small herds. These herds inhabit only the depths of the gloomy 
Inner world forests where the light Is as near darlmess as can be 
imagined there. Nightrunners have a mottled coat that provides 
excellent camouflage in its environs, and this helps to hide members 
of the herd from nearby predators. If one of these creatures detects 
a potential threat nearby, it will stand completely stiU. Because 
reptilian eyesight detects movement better than shapes, this will foil 
many of the lacertllian predators. If the threatening creature moves 
as if to attack. the nightrunner will immediately turn its wicked horns 
toward the beast and bellow a cry of challenge, joining in battle If 
need be. Nlghtrunners have a moderate disposition, and may be 
approached successfully in a non-hostile manner. They have even 
been known to have served as temporary mounts, although they will 
never willingly leave their forest habitat. 

Ostrich, Axe--Beaked 
Dlusb'ation: Page 18:3 
Identlfter: Animal, Aves, Gruiformes, Ratite 
Habitat: Interior IErth, Outer Band, Southern Region 
Size: :3xhuman-slze 

(5'-7' T; 150-250#) 
Number Appearing:~ (106+2) 
Modes lt Rates of lllovement: 

Walk: 110 yds/BT 
Trot: :3:30 yds/BT 
Run/Charge: 580 yds/BT (1 Irr only) 

InltJative lllodifttrS: Human Standard 
outstanding K/S Areas/SUb-Areas a SIEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/22/­
Attractiveness: Nil 
Invulnerabilities: Nil 
SUsceptibillties: Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type Base 
Bite 
Kick 

45 
25 

p 40:3+4 
B 20:3 

Bonus 
9 (10)* 

9 

*The number in parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 
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Statistical Detail: 
Base Scheme(+/- 03) 
M (Cunning): l 0 P: 190. WL: 142. CL: 171 
MM: 5 MR: 5 PM: 90 PN: 100 

PMcap: 36 PNcap: 43 
PMPow:21 PNPow:24 

MMC3p: 2 
MMPow: l 
MMSpd: 2 

MRcap: 2 
MRPow: l 
MRSpd: 2 PMSpd: 33' PNSpd: 33' 

• Divide by 3 for effective PMSpd and PNSpd of 11. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun ~Jee. 

Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non l l l 0 0 l 0 
Average 2 2 2 0 0 2 0 

Commentary & Description: 
These carnivorous birds are heavily built. with stout legs and 

strong. dawed feet. They are incapable of flight, due to their small. 
useless wings. but are capable of briefly reaching a ground speed of 
nearly 40 mph. The axe-beaked ostrich has a large head and massive. 
eagle-like hooked beak enabling it to rend its prey. 

Ox chuck 
See Exterior JErth section 

Pandacoon 
See Exterior JErth section 

Pandapir 
See Exterior JErth section 

Peccaricom 
See Exterior JErth section 

Pike Squid 
Illustration: Page 182 
Identifier: Animal, Cephalopoda. Ammonoldea. Ammonld 
Habitat: Interior /Erth, Intermediate Band, Marine, Tropical Waters 
Size: 6xhuman-slze 

(20'-30' L) 

Number Appearing: 1 
Modes & Rates of Movement: 

Swim: 180 yds/BT 
Initiative ModiJia-s: Human Standard 
Outstanding K/S Areas/Sub-Areas & STEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/19/­
Att.racUveness: Nil 
lnwlnerabllltles: NII 
Su.sceptibilltles: Nil 
Average Armor Prot.e<:Uon: 10 
Quirks: Nil 

Attacks BAC Damage Type 
Bite 
Constrict (xz..4) 

Ink Secretion 

25 
30 
50 

f 

B/I' 
Special .. 

306 

103 
Special 

Bonus 
20 
20 
0 

• A constricting (tentacle) auack will Inflict nonnal damage on the 
initial strike, then continue to do damage to the victim 
automatically each CT after that unUI the victim dies, the 
attacker takes over his CL In Physical damage, or the attacker 
decides to release the defender. Subsequent damage will 
always be Impact and not absorbed by any type of non­
enchanted armor. 

" Ink blinds swimmers 11-20 (1010+10) CTs 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 06) 
M (Cunning): 10 
MM: 5 MR: 5 
MMcap: 2 
MMfow: 1 
MMSpd: 2 

MRC3p: 2 
MRPow: 1 
MRSpd: 2 

P: 320, WL: 240, CL: 288 
PM: 166 PN: 154 
PMcap: 74 PNcap: 68 
PMPow: 32 PNPow: 32 
PMSpd: 60' PNSpd: 54' 

• Divide by 6 for effective PMSpd of 10 and PNSpd of 9. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun ~lee. 

Ultra 12 16 20 16 16 20 0 
Super 9 12 15 12 12 15 0 
Vital 6 8 10 8 8 10 0 
Non 3 4 5 4 4 5 0 
Average 7 10 12 10 10 12 0 
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Commentary a DesaipUon: 
This great sea creature has an armored shell which Is oonlcal, 

with tentacles and a mouth equipped with a tooth-fll!ed beak. While 

unable to swim at any rapid pace, it is nonetheless able to rise from 

underneath Its prey or d~nd with quickness. If wounded badly, 

the pike squid will release a great burst of blinding Ink to facilitate Its 
escape. 

Quadralope 
mustraUon: Page 183 

ldentilla: Animal, Mammalia Artlodactyla Protoceratid 

Habltat.i Interior Jerth, Outer Band, Northern Region 

Sfze: 0.5xhuman-slze 
(3' L; 35-50#) 

Number Appearing: 2-20 (2010) 

Modes a Rates of Movement: 

Walk: 70 yds/BT 

Trot: 140 yds/BT 

Run/Charge: 350 yds/BT and 490 yds BT (1 BT only) 

Initiative Modiftasi Human Standard 

Outstanding K/S Areas/SUb-Areas a smu: NII 

Joss Factors: 0 
Dodging/Avoidance: 7 and -/38/-
Attractiveness: NU 
lnvulnaabWUes: Nil 
SUSceptibiUties: Nil 
Average Armor l"rotecUon: 2 
Quirtcs: Nil 

Attacks BAC Damage Type Base Bonus 

Bite 
Homs 

15 
20 

p 103 0 

B 403· 0 

• Double damage If charging and striking. 

Fowers: Nil 

StatJ.stical Detail: 
Base Scheme (+/- 03) 

M (Cunning): l 0 

MM: 5 MR: 5 

MMCep: 2 
MMPow: 1 
MMSpd: 2 

MRCep: 2 
MRPow: 1 
MRSpd: 2 

P: 50, WL: 37, CL: 45 

PM: 28 PN: 22 

PMCep: 11 PNCep:S 

PMPow:6 PNPow:6 

PMSpd: 11 • PNSpd: 8' 

• Multiply by 2 for effective PMSpd of 22 and PNSpd of 16. 

Armor Scheme: 
Area Pierce Cut Blunt Plre Chem. Stun ~Jee. 

Ultra 4 4 4 0 0 4 0 

Super 3 3 3 0 0 3 0 

Vital 2 2 2 0 0 2 0 

Non 1 1 1 0 0 l 0 

Average 2 2 2 0 0 2 0 

Commentary a Desaiption: 
A quadralope Is a small deer-like animal dwelling primarily in 

woodland areas. AU of these animals have bony outgrowths on their 

face. l"or males, these consist of three pair of knobs: one pair behind 

the no&rlls, one pair above the eyes, and one pair on top of the head. 

Females have only the top pair. 

Rhinoceros, Four-Homed 
Illustration: Page 263 

ldentiften Animal, Mammalia Perissodactyla. Embrithopodid 

Habltab Interior Jerth, Outer Band, Southern Region 

Size: 12xhuman-slze 
(11' L; 6' Tat shoulder) 

Number Appearing: I 
Modes a Rates of Movement: 

Walk/Trot: 75 yds/BTand 150 yds/BT 

Run/Charge: 225 yds/BT and 440 yds/BT ( 1 BT only) 

Initiative Modl.ftas: Human Standard 

Outstanding K/S Areas/SUb-Areas a smu: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil and -/l l /­

Attractiveness: Nil 
lnwlnaabWUes: NIJ 

SusceptiblUtiesi Nil 
Average Armor FrotecUon: l 0 
Qulms: Nil 

Attacks BAC Damage Type Base Bonus 

Bite 

Hom/Tusk 
Trample· · 

10 

30 
15 

p 203 

p 406' 

It 306 

• Plus 406 Impact damage if charging. 

16 
16 
16 

• • Applicable only when opponent Is at the rhino's feet and Is 

under 3 feet In height, or has been knocked down so as not 

to exceed that heighl 
t Impact damage cannot be absorbed by any type of armor 

except l'Ull Plate armor. 

Fowers: NII 

262 GDW The Mylhu-; Bestiary 



Statistical Detail: 
Base Scheme (+/- 05) 
M (Cunning): l 0 
MM: 5 MR:5 
MMCap: 2 
MMPow: l 
MMSpd: 2 

MRCap: 2 
MRPow: I 
MRSpd: 2 

P: 560, WL:270,CL: 324 
PM: 190 PN: 170 
PMCap: 90 PNCap: 90 
PMPow: 28 PNPow: 20 
PMSpd: 72' PNSpd: 60' 

• Divide by 12 for effective PMSpd of 6 and PNSpd of 5. 

Armor Scheme: 
Area Pierce Cut Blunt rire Chem. Stun ~lee. 

Ultra 12 16 20 16 16 20 12 
Super 9 12 15 12 12 15 9 
Vital 6 8 10 8 8 I O 6 
Non 3 4 5 4 4 5 3 
Average 7 IO 12 10 IO 12 7 

Commentary 8t Description: 
The four-horned rhinoceros(Arsinoitherium) has two massive, 

con~haped projections set between its nostrils and ears, with 
another liWe pair of knobby ones j ust behind the great ones. These 
knobs are possibly similar to the ossicones of the giraffe and are are 
not useful as horns for attack or defense. This creature is an 
herbivore which browses In riverside forests. Stupid and near­
sighted, they are likely to charge anything they detect nearby and 
can't identify as non-harmful. 

Illustration: Page 183 
ldentlftert Animal .• Mammalia. Per!ssodactyla. Embr!thopodld 
Habitat: Interior /Erth .• Outer Band, Southern Region 
Size: 24xhuman-size 

(15' L; 8 ' Tat shoulder) 
Number Appearing: l 
!'lodes 8t Rates of Movement: 

Walk/]'rot: 100 yds/BT and 200 yds/BT 
Run/Charge: 300 yds/BT and 400 yds/BT (1 BT only) 

Initiative l'lodifters: Human Standard 
Outstanding K/S Areas/SUl>-Areas 8t STEEPi Nil 
Joss Factorss 0 
Dodging/Avoidance: Nil and -/8/-
Attractlvenes.s: Nil 
lnvulnerabllitles: Nil 
Susceptibilities: Nil 
Average Armor Protection: 10 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 
Horn/Tusk 
Trample'' 

10 
30 
20 

p 

r 
If 

• Plus 606 Impact damage If charging. 

206 
203' 
306 

21 
21 
21 

• • Applicable only when opponent is at the rhino's feet and ls 
under 4 feet In height, or has been knocked down so as not 
to exceed that height. 

t Impact damage cannot be absorbed by any type of armor 
exc.ept fUll Plate armor. 

Powers: NII 
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Statistical Detail: 
Base Scheme (+/- 06) 

M (Cunning): 10 P: 480, WL: 360, CL: 432 

MM: 5 MR: 5 PM: 240 PN: 240 
MMC3p: 2 

MMPow: 1 

MMSpd: 2 

MRC3p:2 

MRPow: l 
MRSpd: 2 

PMcap: 111 mcap: 114 

PMPow:33 PNPow:30 
PMSpd: 96• PNSpd: 96• 

• Divide by 24 for effective PMSpd and PNSpd of 4. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 

Ultra 12 16 20 16 16 20 12 

Super 9 12 15 12 12 15 9 

Vital 6 8 10 8 8 10 6 

Non 3 4 5 4 4 5 3 

Average 7 10 12 10 10 12 7 

Commentary lt Description: 
This species is a larger and more aggressive variety of the four· 

horned rhino, listed above. It is a browser/grazer on the more open 

steppes. 

Rhinoceros, Hippocom 
lliustration: Page 184 

ldenWler. Animal. Mammalia Perissodactyla Rhinocerotid, 

Teloceras 
Habitat; Interior .tBrth, Outer Band, Southern Region 

Size: 12xhuman-size 

(10' L) 

Number Appearing: 1 
Modes lt Rates of Movement: 

Walk(l'rot: 80 yds/BT and 160 yds/BT 

Run/Charge: 240 yds/BT and 320 yds/BT (1 BT only) 

Initiative Modifters: Human Standard 

Outstanding K/S Areas/SUb-Areas lt SIEEP: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil and - / 11/ ­

Attractlvenes.s: Nil 

Invulnerabilities: Nil 

SUsceptibilities: Nil 

Average Armor Protection: IO 

Quirks: Nil 

Attacks BAC Damage Type Base Bonus 

Bite 
Horn/Tusk 
Trample·· 

20 
30 
10 

p 106 

p• 2D3 

It 306 

• f'lus 406 Impact damage if charging. 

16 
16 
16 

• • Applicable only when opponent Is at the rhino's feet and Is under 

2 feet in height, or has been knocked down so as not to exceed 

that height. 

t Impact damage cannot be absorbed by any type of armor except 

FUii Plate armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- D5) 
M (Cunning): 10 P: 420, WL: 315. CL: 378 

MM: 5 MR: 5 PM: 220 PN: 200 

MMcap: 2 

MMPow: l 
MMSpd: 2 

MRcap: 2 
MRPow: l 
MRSpd: 2 

PMcap: 120 mcap: 112 
PMPow: 28 PNPow: 28 
PMSpd: 72' PNSpd: 60. 

• Divide by 12 for effective PMSpd of 6 and PNSpd of 5. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun Blee. 

Ultra 12 16 20 16 16 20 12 

Super 9 12 15 12 12 15 9 

Vital 6 8 10 8 8 10 6 

Non 3 4 5 4 4 5 3 

Average 7 10 12 10 10 12 7 

Commentary lt Description: 
The hlppocorn. or Teleoceras. has a long. hippo-like body atop 

short, stumpy legs. (These legs are so short, its belly sometimes 

drags on the ground when heavily fed.) It has a short, conical horn 

on its nose. 
Hlppocorns prefer water, poling themselves along the bottom of 

lakes and rivers. They are often the prey of large crocodliians, and 

have only their horns and bite for defense in the water. 

Rhinoceros, Masterall 
ruustration: Page 183 

ldentifter. Animal, Mammalia. Perissodactyla. Hyracodont 

Habitat; Interior l'Erth. Outer Band, Southern Region 

Size: 24xhuman-size 
(26' L; 18' H. at shoulder. up to 66,000#) 

Number Appearing: I 
Modes lt Rates of Movement: 

Walk(l'rot: l 00 yds/BT and 200 yds/BT 

Run/Charge: 300 yds/BT and 500 yds/BT (l BT only) 

Initiative Modiften: Human Standard 

outstanding K/S Area.s/SUb-Areas lt sreu: Nil 

Joss Factors: O 
Dodging/Avoidance: Nil and - / 10/­

Attractlvenes.s: NU 
Invulnerabilities: Nil 
SUsceptibiUties: Nil 

Average Armor Protection: 15 

Quirks: Nil 
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Attacks BAC Damage Type Base Bonus 

Bite 
Smash{l'ramp1e• 

10 
25 

p 

It 
30 
30 

• Applicable only when opponent Is at the rhino's feet and Is 
under 8 feet in height. or has been knocked down so as not 
to exceed that height. 

• • Plus 806 Impact Physical damage if charging. 
t Impact damage cannot be absorbed by any type of armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 010) 
M (Cunning): l 0 
MM: 5 MR: 5 

P:640, WL:480,Cu576 
PM:340 PN:300 

MMcap: 2 MRcap: 2 PMcap: 178 PNcap: 138 

MMPow: l 
MMSpd: 2 

MRPow: l 
MRSpd: 2 

PMPow:42 PNPow:42 
PMSpd: 120· PNSpd: 120· 

• Divide by 24 for effective PMSpd and PNSpd of 5. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 

Ultra 12 16 32 16 16 40 12 

Super 9 12 24 12 12 30 9 

Vital 6 8 16 8 8 20 6 

Non 3 4 8 4 4 10 3 

Average 7 10 20 10 10 25 7 

Commentary a Description: 
Also known as an lndricotherium or Baluchitherium, these 

gigantic animals have no horn. Their immense weight is supported 

on elephantine, three-toed legs. They primarily inhabit dry, open 

woodlands in small family groups. 
The masterall has two front teeth on the top and two below. The 

upper teeth point downward like tusks. while the lower pair point 
forward. Their prehensile upper lip is used to pull leaves from the 

trees where they browse. If they charge and trample, any creature 

threatening them is likely to be in trouble unless it too is of massive 

size or agile indeed. 

Rhinoceros, Rhinocom 
Illustration: Page 181 
Identifier: Animal. Mammalia Perissodactyla Rhinocerotid, 

Elasmotherium 
Habitat: Interior .tErth. Outer Band, Southern Region 
Size: 24xhuman-size 

(16' L, 10,000+#) 
Number Appearing: l 
Modes a Rates of Movement: 

Walk{frot: 80 yds/BT and 160 yds/BT 
Run/Charge: 240 yds/BT and 400 yds/BT ( 1 BT only) 

lnlUatlve Modlftusi Human Standard 

Outstanding K/S Areas/ SUb·Areas a SIEEF: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/9/­
AttracUvenes.s: Nil 
lnvulnerabllltles: Nil 
SUsceptlbllltles: Nil 
Average Armor Protection: 15 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 

Hom 
Trample•• 

35 
20 

p• 6010 

I t 406 
24 
24 

• Plus 606 Impact damage if charging. 
• • Applicable only when opponent is at the rhino's feet and is 

under 3 feet in height, or has been knocked down so as not 
to exceed that height. 

t Impact damage cannot be absorbed by any type of armor 
except full Plate armor. 

Powers: Nil 

Statistical Detain 
Base Scheme (+/- 06) 
M (Cunning): 10 P: 540, WL: 405, Cu 486 

MM: 5 MR: 5 PM: 290 PN:250 

MMcap: 2 MRcap: 2 PMcap: 134 PNcap: 124 

MMPow: 1 MRPow: l PMPow:36 PNPow: 30 

MMSpd: 2 MRSpd: 2 PMSpd: 120· PNSpd: 96• 

• Divide by 24 for effective PMSpd of 5 and PNSpd of 4. 

Armor Scheme: 
Area Pierce Cut Blunt l'lre Chem. Stun Elec. 

Ultra 16 20 28 16 16 32 12 

Super 12 15 21 12 12 24 9 
Vital 8 10 14 8 8 16 6 

Non 4 5 7 4 4 8 3 

Average 10 12 17 10 10 20 7 

Commentary a Description: 
This huge grassland grazer, one of the largest of prehistoric 

rhinoceroses, is not swift, but Is heavily armored to discourage 

predators. They have no incisors to cut with, but use their lips to pick 

grass. These animals possess a 61/2' horn that is grown from the 

forehead. not the snout as in other rhinos. 
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Rhinoceros, Six--Horned 
mustratlon: Page 18:3 
ldentlfter: Animal, Mammalia Perissodactyla, Dinoceratld 
Habitat: Interior /Brth, Outer Band, Southern Region 
Size: 12xhuman-slze 

(10' L; 5' Tat shoulder) 
Number Appearing: 1 
Modes a Rat.r.!l of Movement: 

Walk/Trot: 75 yds/BT and 150 yds/BT 
Run/Charge: 225 yds/BT and 440 yds/BT ( l BT only) 

Initiative Modifiers: Human Standard 
outstanding K/S Areas/SUb-Areas a smu: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and-/11/­
Attractlvenes.s: Nil 
lnvulnerabllitles: Nil 
SU.sceptibilities: Nil 
Average Armor Protectlon: 11 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 
Horn 
Trample•• 

10 
:30 
20 

p 
p 

It 

• Plus 406 Impact damage If charging. 

4D:3 
20::s· 
:306 

16 
16 
16 

• • Applicable only when opponent ls at the rhino's feet and ls 
under :3 feet In height, or has been knocked down so as not 
to exceed that height. 

t Impact damage cannot be absorbed by any type of armor 
except run Plate armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- D5) 
M (Cunning): 1 O 
MM: 5 MR: 5 
MMCap: 2 
MMPow: 1 
MMSpd: 2 

MRCap: 2 
MRPow: 1 
MRSpd: 2 

P::'.580, WL:285,Cu:342 
PM: 210 PN: 170 
PMCap: 110 PNCap: 86 
PMPow: 28 PNPow: 24 
PMSpd: 72• PNSpd: 60• 

• Divide by 12 for effective PMSpd of 6 and PNSpd of 5. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 12 16 20 16 16 24 12 
Super 9 12 15 12 12 16 9 
Vital 6 8 10 8 8 12 6 
Non :3 4 5 4 4 6 :3 
Average 7 10 12 10 10 15 7 

Commentary a Descriptlon: 
The six -horns- on the head of this rhinoceros (Ulntatherlum) 

are blunt, bony projections and covered with skin. Its main weapons 
are Its sheer size and a pair of saber-like canine tusks on Its upper 
jaw. In general, treat this as a rhino as regards habits and attack. 

Rhinoceros, Trunked 
lliustration: Page 267 
ldentlften Animal, Mammalia Perissodactyla, Amynodontld 
Habitat: Interior ..erth, Outer Band, Southern Region 
Size: 12xhuman-slze 
Number Appearing: 1 
Jllodes a Rat.es of Jllovement: 

Walk/Trot: 75 yds/BT and 150 yds/BT 
Run/Charge: 225 yds/BT and :300 yds/BT ( 1 BT only) 

Initiative Jllodifters: Human Standard 
outstanding K/S Areas/SUb-Areas a smu: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and -/11/­
Attractlvenes.s: Nil 
Invulnerabilities: Nil 
SU.sceptibillties: Nil 
Average Armor Protectlon: 11 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 
Trample• 

10 
25 

p 

It 
10:3 16 
406.. 16 

• Applicable only when opponent is at the rhino's feet and Is 
under :3 feet In height. or has been knocked down so as not 
to exceed thoc height. 

• • Plus 406 Impact damage If charging. 
t Impact damage cannot be absorbed by any type of armor 

except run Plate armor 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- D5) 
M (Cunning): l O 
MM: 5 MR: 5 
MMCap: 2 
MMPow: 1 
MMSpd: 2 

MRCap: 2 
MRPow: 1 
MRSpd: 2 

~ 380, WL:285,Cu:342 
PM: 2 10 PN: 170 
PMCap: 110 PNCap: 86 
PMPow:28 PNPow:24 
PMSpd: 72• PNSpd: 60• 

• Divide by 12 for effective PMSpd of 6 and PNSpd of 5. 
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Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun £lee. 

Ultra 12 16 20 16 16 24 12 

Super 9 12 15 12 12 18 9 
Vital 6 8 10 8 8 12 6 

Non 3 4 5 4 4 6 3 

Average 7 10 12 10 10 15 7 

Commentary 8t DescripUon: 
This hornless rhino (Cadurcodon) has a foot-plus-long prehen­

sile nose which looks like a lit1le elephant's trunk. While it isn't as 

aggressive and fierce as many sorts of this creature, the trunked 

rhinoceros Is dangerous In that It will charge and trample. 

Rhinoceros, Woolly 
Illustration: Page 183 
Identifier: Animal, Mammalia Perissodactyla. Rhinocerotoid 

Habitat: Interior Jt:rth, Outer Band. Northern Region 

Size: 12xhuman-size 
(11' L) 

Number Appearing: l 
Modes 8t Rates of Movement: 

Walk{l'rot: 75 yds/BT and 150 yds/BT 
Run/ Charge: 225 yds/BT and 440 yds/BT ( l BT only) 

Initiative Modifte.rs: Human Standard 

Outstanding K/S Areas/Sub-Areas 8t STEEP: Nil 

Joss Factors: 0 

Dodging/Avoidance: Nil and-/11/­
Attracliveness: Nil 
Invulnerabilities: Nil 

Susceptibilities: Nil 
Average Armor Prote<:Uon: 13 
Quirks: Nil 

Attacks 
Bite 
Horns 
Trample·· 

BAC 
10 
35 
20 

Damage Type 
p 
p 

It 

Base 
203 
400· 
400• 

Bonus 
16 
16 
16 

• Plus 406 Impact damage if charging. 

• • Applicable only when opponent Is at the rhino's feet and Is 
under 3 feet In height. or has been knocked down so as not 

to exceed that height. 
t Impact damage cannot be absorbed by any type of armor 

except FUil Plate armor. 

Powers: Nil 

StaUsUcal Detalh 
Base Scheme (+/- 05) 
M (Cunning): l 0 
MM: 5 MR: 5 
MMCap: 2 
MMPow: 1 
MMSpd: 2 

MRCap: 2 
MRPow: 1 
MRSpd: 2 

P: 400, WL: 300. CL: 360 

PM:210 f'N: 190 
PMCap: 110 f'NCap: 106 
PMPow:28 PNPow:24 
PMSpd: 72• PNSpd: 60• 

• Divide by 12 for effective PMSpd of 6 and PNSpd of 5. 

Armor Scheme: 

Area Pierce Cut Blunt /'Ire Chem. Stun £/ec. 
Ultra 16 20 24 12 16 28 12 

Super 12 15 18 9 12 21 9 

Vital 8 10 12 6 8 14 6 

Non 4 5 6 3 4 7 3 

Average 10 12 15 7 10 17 7 

Commentary 8t DescripUon: 
The woolly rhino (Coelodonta anUqultatis) has a massive body 

with a shaggy coat. It is the thick coat which protects It In Its habitat 

on the frozen steppes 
and tundra near the 
polarglaclers. lt uses 
a pair of huge horns 
on Its snout In com­
bat-the front horn 
growing to more than 
3' length In old 

males. This Is an ag. 
gresslve and danger­
ous animal to oon­
front, let alone 
provoke. 
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Rhinoceros, Y ""Homed 
mustration: Page 179 
Identiften Animal, Mammalia, Perissodactyla, Tltanotherid 
Habitat: Interior /Erth, Outer Band, Northern Region 
Size: 24xhuman-slze 

(8' T at shoulder) 

Number Appearing: l 
Modes 8t Rates ol Movement: 

Walk/frot: 75 yds/BT and 150 yds/BT 
Run/Charge: 225 yds/BT and 300 yds/BT ( l BT only) 

Initiative Modiftus: Human Standard 
Outstanding K/S Areas/Sub-Areas 8t S'IEEP: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil and - /11/­
Attractivenes.s: Nil 
Invulnerabilities: Nil 
SUSceptiblUdes: Nil 
Average Armor ProtectJon: 13 

Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Horn 
Trampte• • 

40 
20 

B/l° 
It 

400· 
800· 

28 
28 

• Plus 406 Impact damage if charging. 
• • Applicable only when opponent Is at the rhino's feet and Is 

under 3 feet In height, or has been knocked down so as not 
to exceed that height 

t Impact damage cannot be absorbed by any type of armor 
except FUil Plate armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 05) 
M (Cunning): l 0 
MM: 5 
MMcap: 3 
MMrow: 1 
MMSpd: 1 

MR:5 
MRcap: 3 
MRrow: 1 
MRSpd: l 

~640, WL:480,Cu576 

PM: 350 PN: 290 
PMcap: 162 rncap: 134 
PMPow: 40 PNPow: 32 
PMSpd: 148• PNSpd: 124• 

• Divide by 24 for effective PMSpd of 6 and PNSpd of 5. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun eJec. 
Ultra 12 16 24 16 16 32 12 

Super 9 12 18 12 12 24 9 
Vital 6 8 12 8 8 16 6 

Non 3 4 6 4 4 8 3 

Average 7 10 15 10 10 20 7 

Commentary 8t Description: 
The Y-horned rhino (Brontotherium), an elephant-6ized animal, 

Is a plains browser whose mouth Is not as tough as that of a true 
rhinoceros. Though the bony knobs on the snout of this Tltanothere 
aren't used for piercing. the powerful charge of this great beast is 
capable of deHvering a bone-&lattering Impact. 

This species Is very stupid and aggressive, and there are 
frequent fights among males for dominance. Such combat Is often 
heard in the swampy woodlands where these creatures dwell. 

Rhino rat 
mustratiom See below 
ldentifter: Animal, Mammalia, RodenUa, Dinomyid 

Habitat: Interior /Erth, Outer Band, Southern Region 
Sizes 6xhuman-slze 

(7+' L; 1.500-2.000#) 
Number Appearing: 3-18 (306) 
Modes 8t Rates ol Movement: 

Walk/frot: 70 yds/BT and 140 yds/BT 
Run/Charge: 210 yds/BT and 280 yds/BT (1 BT only) 
Swim: 70 yds/BT 
Burrow: l yd/BT 

Initiative Modiftas: Human Standard 

Outstanding K/S Areas/Sub-Areas 8t S'IEEP: Nil 
Joss Factors: O 
Dodglng/Avoidancei Nil and -/16/­
AttractJveness: Nil 
Invulnerabilities: Nil 
SUsceptiblUties: NH 
Average Armor Protection: 6 
QWrk.s: Nil 
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Attacks BAC Damage Type Base Bonus 

Bite 25 p :306 8 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 0:3) 
M (Cunning): 20 P: 240, WL: 180, CL: 216 

MM: 10 MR: 10 PM: 120 PN: 120 

rMcap:s2 mcap:s2 
PMPow: 20 PNPow: 20 

MMcap: 4 
MMPow: :3 
MMSpd: :3 

MRcap: 4 
MRPow: :3 
MRSpd: 3 PMSpd: 48° PNSpd: 48° 

• Divide by 6 for effective PMSpd and PNSpd of 8. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun eiec. 

Ultra 8 8 12 4 0 16 0 

Super 6 6 9 3 0 12 0 

Vital 4 4 6 2 0 8 0 

Non 2 2 3 0 4 0 

Average 4 4 7 2 0 10 0 

Commentary 8t Description: 
This short-tailed rodent resembles a giant capybara the size of 

a small rhinoceros. It lives In great burrows that. It digs with Its hard 

claws. In combat. these daws are not used, as the rhinorat prefers 

to bile with its huge incisors. 
Rhinorats are omnivorous, and very dangerous if hunWY. 

Sea Lion 
See Exterior A::rth section 

Sea Mugger 
Illustration: Page 182 
Identifier: Animal, Reptilia, Eusuchla. Qavlalid 

Habitat: Interior .fErth. Intermediate Band .• Marine, Tropical Waters 

Size: 24xhuman-size 
(60~70' long) 

Number Appearing: 1 (80%) or 2 (200/o) 
Modes 8t Rates of Movement: 

Crawl: 40 yds/BT 
Swim/Surge: 200 yds/BT and 24 yds/CT ( l er only) 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub·Areas & SIBEP: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil and-/12/­

Atlractiveness: Nil 
Invulnerabilities: Nil 
Su.sceptibiUties: Nil 
Average Armor Protection: 15 
Quirks: Nil 

At tacks BAC Damage Type Base Bonus 

Bite 
Tall Smash 
caps1:ze 

35 
20 

p 

B/l• 
606 
506 

25 
25 

· impact damage cannot be absorbed by any type of armor. 

·· Chance to cap.size boat by size: Large-15%; Medlum-30%; 

Small-50%. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- DIO) 
M (Cunning): l 0 

MM: 6 
MMcap: 3 
MMPow: 2 
MMSpd: l 

MR:4 
MRcap: 2 
MRPow: l 
MRSpd: l 

P: 680, WL: 510, CL: 612 
PM:380 PN:300 
PMcap: 175 PNCep: 150 
PMPow:37 PNPow:30 
PMSpd: 168° PNSpd: 120° 

• Divide by 24 to find effective PMSpd 7 and PNSpd of 5. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun e/ec. 

Ultra 16 20 24 12· 8 32 4 

Super 12 15 18 9• 6 24 3 
Vital 8 10 12 5• 4 16 2 

Non 4 5 6 3• 2 8 l 
Average 10 12 20 7• 5 20 2 

• Animal In water - invulnerable. 

Commentary & Description: 
This monstrous marine repUle (Rhampho.suchus) Is almost 

never encountered on the shore, although sea muggers do return to 

land to lay their eggs. The creature Is solitary. haunting the relatively 
shallow depths of the seas seeking large prey. A sea mugger Is a 
raulschlan and appears much like some sort of long-jawed and long.­

tailed crocodilian. It lurks In the depths or else hides In seaweed. 

then rushes forth with a flick of Its powerful tail In order to capture 

fish, reptiles. etc .• swimming nearby. 
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Se.a Serpent True 
Illustration: Page 182 
Identifier: Animal, Reptilia, Lacertllia, Mosasaurid 
Habitat: Interior l'Erth, Outer Band, Marine, Temperate Waters 
Size: 12xhuman-size 

(24' L) 

Number Appearing: 1·3 (103) 
Modes 8t Rates of Movement: 

Swim: 400 yds/BT 
Initiative Modiflus: Human Standard 
Outstanding K/S Areas/SUl>-Areas 8t smEP: Nil 
Joss f'actors: 0 
Dodging/Avoidance: Nil and-/11/­
Attractiveness: Nil 
Invulnerabilities: Nil 
SU.sceptibilities: Nil 
Average Armor Protection: 8 
Quirks: Nil 

Attacks BAC Damage Type Base 
Bite 
Constrict 
capsize 

20 
40 

p 306 
B/I• 206 

Bonus 
20 
20 

• A constrlctlng attack will inflict normal damage on the initial 
strike, then continue to do damage to the victim automaU­
cally each CT after that unUI the victim dles. the attacker 
takes over his CL in Physical damage, or the attacker decides 
to release the defender. Subsequent damage will always be 
Impact and not absorbed by any type of armor. 

··Chance to capsize boat by size: Large-5%; Medium-15%; 
Small-30%. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 06) 
M (Cunning): 20 
MM: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 

P: 320, WL:240,Cu288 
PM: 170 PN: 150 
PMcap: 66 PNcap: 62 
PMPow:32 PNPow:28 
PMSpd: 72• PNSpd: 60• 

• Divide by 12 for effective PMSpd of 6 and PNSpd of 5. 

Armor Scheme: 
Area Pierce Cut Blunt Fire O!ern. Stun Blee. 
Ultra 4 8 20 0 24 0 
Super 3 6 15 0 18 0 
Vital 2 4 10 0 12 0 
Non 1 2 5 0 6 0 
Average 2 5 12 0 15 0 

• Animal in water - Invulnerable 

Commentary 8t Description: 
These very large marine lizards have tails as long as their bodies, 

flattened from side to side, With a broad vertical fin along the length 
above and below. The snakelike undulations of the sea serpents' 
long sinuous bodies combined with the finned tails serve to propel 
them forward at a rapid rate. They have only short legs With broad 
webbed feet for steering as they swim. These creatures take their 
prey with long. pointed jaws filled With sharp teeth. 

Se.al 
See Exterior IErth section 

Se.aL Southern 
Dlustratlon: Page 271 
Identifier: Animal, Mammalia, Carnlvora, l!.nallarctld 
Habitat: Interior /Brth, Outer Band, Southern Region 
Size: 3xhuman-size 

(5' L) 

Number Appearing: 42-60 (2010+40) 
Modes 8t Rates of Movement: 

Crawl: 60 yds/BT 
Swim/Burst: 240 yds/BT and 30 yds/CT ( 1 CT only) 

Initiative Modiflus: Human Standard 
outstanding K/S Areas/SUl>-Areas 8t smu: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and-/14/­
Attractiveness: Nil 
Invulnerabilities: Nil 
SU.sceptibilities: Nil 
Average Armor Protection: 2 
Quirks: Nil 
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0 

0 

Attacks 
Bite 
Smash/flipper 

Powers: Nil 

BAC 
20 
10 

Statistical Detail: 
Base Scheme (+/- D3) 
M (Cunning): 10 

MM: 5 
MMcap: 2 
MMPow: 1 
MMSpd: 2 

MR:5 
MRcap: 2 
MRPow: l 
MRSpd: 2 

·--- ...... _ 

Damage Type Base 
p 2D3 

B 106 

Bonus 
12 
12 

P: 140, WL: 105,Cu 126 
PM: 80 PN: 60 
PMcap:32 PNcap:24 
PMPow: 24 PNPow: 18 
PMSpd: 24• PNSpd: 1s· 

• Divide by 3 for effective PMSpd of 8 and PNSpd of 6. 

Armor Scheme: 
Area l'/erce Cut Blunt l"/re Chem. Stun flee. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 l 0 0 1 0 
Average 2 2 2 0 0 2 0 

Commentary lt DescripUon1 
The southern seal has a streamlined and otter-like body. with 

distinct legs. paddle feet and a tall. This marfnecamlvore lives In and out 
ofwaer. feedingonflshandmollu.sk.s. Theyhavelargeeyes,andanlnner 
ear thct Ls specialii.ed to detect dlrectlon of sound underwater. 

Serpent flsh 
mustraUon: Page 182 
ldentUien Animal, Reptilia. Pleslosaur, l'leslosaurfd 
Habitat: Interior~ Intermediate Band. Marine. Tropical Waters 
Size: 12xhurnan-slze (24xhurnan size) 

(30~35' L ( 40+' L) ) 
Number Appearing: 1·3 (103) 
Modes lt Rates of Movements 

Swim: 250 yds/BT (440 yds/BT) 
Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas lt Sl'EEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and-/ 10/­
Attzactivenes.s: Nil 
lnwlnerablllties: NII 
SuscepUblllties: Nil 
Average Armor Protection: 7 
Quirks: Nil 

Attacks BAC Damage Type Bonus 
Bite 
(Bite 

capsize 

40 

50 

p 
p 

2D3 
506 

10 
20) 

••Chance to capsize boat by size: Large-10%; Medlum-25%; 
Small--4-0%. 

Powers: Nil 

Statistical Detalll 
Base Scheme (+/-06 (or DlO)) 
M (CunnirYJ): 20 P: 300(560), WL: 225(420), CL: 270(504) 
MM: 10 MR: 10 PM: 150(280) PN: 150(280) 
MMCap: 4 MRcap: 4 PMCap: 68(128) PNCap: 68(128) 
MMPow: 3 MRPow: 3 PMPow: 22(32) PNPow: 22 (32) 
MMSpd: 3 MRSpd: 3 PMSpd: 60.(120) PNSpd: oo• (120) 

• Divide by 12 (24) to find effective PMSpd and PNSpd of 5. 
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Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun mec. 
Ultra 4 8 16 o· 0 20 0 

Super :3 6 12 o· 0 15 0 

Vital 2 4 8 o· 0 10 0 

Non 2 4 o· 0 5 0 

Average 2 5 10 o· 0 12 0 

• Animal In water ; invulnerable 

Commentary at Description: 

Serpent fish are of two sorts. Tue usual ls a long-necked (about 

50% of total length). barrel-bodied creature built for maneuverabil· 

ity, not speed. Using two pair of flippers to negotiate relatively 

shallow waters. these aquatic predators are capable of precise. rapid 

tu ms. With their long neck and small head, this creature catches fish 

and other prey by darting in and catching them at the last moment. 

A second variety, that whose staUstlcs are shown in parenthesis 

(pllosaur) ls larger. short-necked, and with a head nearly one-quarter 

of its bodY length (c. 40). These creatures hunt deep waters for large 

trilobites and cephalopods. 

Serpent Turtle 
Illus tration: Page 184 
ldenlifien Animal, Reptilia. Nothosaur. Nothosaurid 

Habitat: Interior /Erth, Intermediate Band. Marine. Tropical 

Waters 
Size: :3xhuman-size 

(12~15 ' L) 
Number Appearing: 2-20 (2010) 

Modes 8t Rates of Movement: 

Crawl: :30 yds/BT 
Swim/Burst: :300 yds/BT and 40 yds/CT (1 CT only) 

Initiative Modifiers: Human Standard 

Outstanding K/S Areas/Sub-Areas 8t STEEP: Nil 

Joss Factors: 0 

Dodging/Avoidance: Nil and-/22/­
Altractivenes.s: Nil 
lnwlnerabllltles: NU 

Susceptlbllltles: Nil 
Average Armor Protection: 11 

Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 25 

Powers: Nil 

Statlstlcal Detail: 
Base Scheme (+/- 0 :3) 

M (Cunning): 6 
MM: :3 MR: :3 

MMCap: 1 
MMPow: 1 
MMSpd: 1 

MRCap: 1 
MRPow: 1 
MRSpd: 1 

p :30:3+:3 6 

P: 180, WL: 1:35, CL: 162 

PM: 100 PN: 80 
PMCap: 46 PNCap: 38 
PMPow: 18 PNPow: 12 
PMSpd: :36. PNSpd: :30· 

• Divide by :3 to find effective PMSpd of 12 and PNSpd of 10 

Armor Scheme: 

Area Pierce Cut Blunt Fire Chem. Stun ~Jee. 

Ultra 12 16 20 4• 4 24 4 
Super 9 12 15 3 • :3 18 :3 

Vital 6 8 10 2· 2 12 2 
Non :3 4 5 1· 6 1 

Average 7 10 12 2' 2 15 2 

• Animal in water - invulnerable 

Commentary 8t Desaiptlon: 
Tue nothosaurids of the Inner world have prospered in the 

shallow seas. growing a bit and developing scale plates which armor 

them against larger predators. These serpent turtles, then. have 

large bodies. longish necks. and smallish heads armed with many 

sharp teeth with which to take prey such as fish. They do not hesitate 

to attack humans. of course. as these creatures take any victim up 

to about seven feet or so in size. Their flippers give them good 
movement speed underwater and allow them to crawl around on the 

shore too. much as do seals. 
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Serpent Whale 
Illustration: Page 182 
Identifier: Animal, Reptilia. l.acertilia. Mosasaurld 
Habitat: Interior l'Erth. Outer Band. Marine. Temperate Waters 
Size: 12xhuman-slze 

(33' L) 
Number Appearing: 1·3 (103) 
Modes 8t Rates of Movement: 

Swim: 300 yds/BT 
Initiative Modifters: Human Standard 
Outstanding K/S Areas/Sub-Areas 8t STf:EP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and-/12/­
Atlractiveness: Nil 
Invulnerabilities: Nil 
Susceptlbilltles: Nil 
Average Armor Protection: 8 
Quirks: Nil 

Attacks BAC Damage Type 
Bite 
capsize 

35 p 
Base 
406 

Bonus 
20 

·Chance to capsize boat by size: l.arge-10%; Medlum-20%; 
Small-30%. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 06) 
M (Cunning): 20 
MM: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 

P: 360. WL: 270. CL: 324 
PM: 180 PN: 180 
PMcap:76 PNcap:76 
PMPow:32 PNPow: 32 
PMSpd: 72• PNSpd: 72• 

• Divide by 12 for effective PMSpd and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun elec. 
Ultra 8 12 16 o· 0 20 0 
Super 6 9 12 o· 0 15 0 
Vital 4 6 8 o· 0 10 0 
Non 2 3 4 o· 0 5 0 
Average 5 7 10 o· 0 12 0 

• Animal in water - invulnerable 

Commentary 8t Description: 
This awesome marine predator has a long tail, the rear part of 

which expands into a vertical fin. Using its four flippers (the front pair 
being longer), this scaly monster cruises the coastal waters In search 
of small ichthyosaurs. sharks. fish. seals. sea lions. or other prey. 

Shark 
See Exterior .IErth section 

Shark, Giant 
See Exterior .IErth section 

Sloth, Giant 
See Exterior .IErth section 

Sloth, Megasloth 
Illustration: Page 181 
ldentifter: Animal. Mammalia, Edentate, Megatherid 
Habitat: Interior l'Erth. Outer Band. Southern Region 
Size: l 2xhuman-size 

(20' L; 6000#) 
Number Appearing: l 
Modes 8t Rates of Movement: 

Walk: 45 yds/BT 
Initiative Modifters: Human Standard 
Outstanding K/S Areas/Sub·Areas 8t STEEPi Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and -/5/­
Atlractiveness: Nil 
Invulnerabilities: Nil 
Susceptlbllitles: Nil 
Average Armor Protection: 4 
Quirks: Nil 

Attacks BAC Damage Type 
Claws (x2) 20 c 
Bite 15 p 

Smash 20 B 

Powers: Nil 

Statistical Detail: 

Base 
406 
4D3 
806 

Bonus 
24 
20 
20 

Base Scheme(+/- 06) 
M (Cunning): l O P: 400, WL: 300, CL: 360 
MM: 5 MR: 5 
MMcap: 2 
MMPow: l 
MMSpd: 2 

MRcap: 2 
MRPow: l 
MRSpd: 2 

PM: 220 PN: 180 
PMcap: 148 PNcap: 120 
PMPow:36 PNPow:30 
PMSpd: 35• PNSpd: 30• 

• Divide by 12 for effective PMSpd of 3 and PNSpd of 2. 
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Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 4 4 12 0 0 12 0 
Super :3 :3 9 0 0 9 0 
Vital 2 2 6 0 0 6 0 
Non 1 1 :3 0 0 :3 0 
Average 2 2 7 0 0 7 0 

Commentary 8t Desaiption: 
The Megatherium, or megasloth is an elephant•sized herbivore 

with sickle-like claws a foot long. It has a bear-like head and a heavy 
tail, which It uses to support Itself as It rears up on its hind leg.5 to 
browse the treetops. If attacked, one of these monstrous creatures 
can deliver mighty blows to discourage all but the quickest and 
largest predators. 

Snake, Anaconda 
See Exterior JErth section 

Snake, Death Archer 
lllustration: Page 184 
lde.ntiften Animal, Reptilia, Squamata, Serpentes 
Habitat: Interior IErth, Intermediate Band 
Size: :3xhuman-size 

(25' L) 

Number Appearing: 1 or 24 ( 10:3+ 1) 
l'todes 8t Rates of Movement: 

Slither: 60 yds/BT 
Climb: 2 yds/BT 
Swim: :30 yds/BT 

Initiative Jllodlftus: Human Standard 
Outstanding K/S Areas/SUb-Areas 8t smEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and-/14/­
AttractJveness: Nil 
lnvu.tnerabilltJes: Nil 
SUsceptiblllties: Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type 
Bite 
Spit (25'+ range) 

40 
40 

p 

Special 

Base Bonus 
2D:3+Poison• 8 

Polson• O 

• Poison: STR 50 (delivered 50/50/25 In Intervals of 5 BTs) 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 06) 
M (Cunning): 20 P: 24-0, WL: 180, CL: 216 
MM: 10 MR: 10 PM: 100 PN: 140 
MMCap: 4 MRCap: 4 PMCap:60 PNCap:84 
MMPow: :3 MRPow: :3 PMPow:20 PNPow: 28 
MMSpd: :3 MRSpd: :3 PMSpd:20• PNSpd: 28• 

• Divide by :3 for effective PMSpd of 6 and PNSpd of 8. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun elec. 
Ultra 4 4 4 0 0 4 0 
Super :3 :3 :3 0 0 :3 0 
Vital 2 2 2 0 0 2 0 
Non 1 I I 0 0 1 0 
Average 2 2 2 0 0 2 0 

Commentary 8t Desaiptlon: 
This very deadly snake grows up to a le~h of 25 ·and ls thus 

able to take prey up to the size of a human. It is a heavy-bodied, highly 
venomous reptile which hunts from ambush, strlklng, or else splWng 
its venom as far as 25 '. The range the snake can attain In this regard 
is equal to its body length. Because of Its size, the death archer's 
venom sacs contain sufficient poison for as many as six consecutive 
attacks. ~nom regenerates In about one hour's time. 

Snake, Giant Boa Constrictor 
Wustration: Page 27 5 
ldentifter: Animal, Reptilia. Squamata, Serpentes (Boa) 

Habitat: Interior /Erth, Outer Band, Southern Region 
Size: 6xhuman-size 

(70'.00' L) 

7he detal.ls for this creature are otherwise the same as for 
Snake, Anaconda (see Exterior Aith sectlon). Use the listing 
for tho.se specimens attalnlng the length lndlcat.ed (70'·801. 

Snake, King Python 
mustratlon: Page 275 
ldentifter: Animal, Reptilia Squamata, Serpentes (Boa) 
Habitat: Interior /Erth, Outer Band, Northern Region 
Size: 24x.human-size 

(90'·100' L) 
7he details for this creature are otherwise the same as for 

Snake, Anaconda (see &terior Aith sectlon). Use the listing 
for tho.se sped.meas attaining the length lndlc:ated (90'· 1001. 
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King Python 
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Consbictor 
Legged Snake 

Snake, Legged 
Illustration: See above 
lde-ntlfter: Anlmal, Reptilia, Therapslda. Cynodont 
Habitat: Interior .IErth, Intermediate Band 

Size: 12xhuman-slze 
(40' L) 

Number Appearing: 1 
Modes 8t Rates of Movement: 

Slither: 30 yds/BT 
Walk: 60 yds/BT 
Run: 180 yds/BT (1 BT only) 

Initiative Modifters: Human Standard 

Outstanding K/S Areas/Sub·Areas 8t Sl'£EP: Nil 
Joss Factors: 0 

Dodging/Avoidance: Nil and-/14/­
Attractlvenes.s: Nil 

Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 5 
Quirks: Nil 

Attacks 
Bite 
Constrict 

BAC 
35 
30 

Damage Type 
r 

B/I• 
406 
103 

Bonus 
12 
12 

• A constricting attack will Inflict normal damage on the lnltlal strike, 
then continue to do damage to the victim automatlcally each CT 
after that unUI the vlctlm dies, the at.tacker takes over his CL In 
Physical damage, or the attacker decides to release the de­
fender. Subsequent damage will always be •1mpaa• and not 
absorbed by any type of armor other than l"Ull Plate armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 06) 
M (Cunning): 20 

MM: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 

P: 400, WL: 300, CL: 360 
PM: 200 f'N: 200 
PMcap: 92 mcap: 92 
PMPow: 24 f'NPow: 24 
PMSpd: 54• f'NSpd: 84" 

• Divide by 12 for effective PMSpd and PNSpd of 7. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun ~lee. 

Ultra 4 4 12 0 0 16 0 
Super 3 3 9 0 0 12 0 
Vital 2 2 6 0 0 8 0 
Non I I 3 0 0 4 0 
Average 2 2 7 0 0 10 0 

Commentary 8t Description: 
The legged snake Is a 40' long carnivore. Coloration Is a gray 

green banded with alternate rlng.s of black and yellow.green, the 

belly area shading to tannish·white. With Its four short legs, this 
reptile Is able to walk as well as slither. It Is rat.her slow, however, as 
regards locomotion, so It tends to hunt from ambush. Its 6 'long head 

has a strong. heavily fanged jaw with which It seizes and holds on to 
prey. The creature then wraps Its body around the victlm and 
commences a constrictlve attack as It continues to bite. Prey of from 
man-sized to almost as large as Itself Is common for this snake. 
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Snake, Serpentsnake 
Illustration: Page 181 
ldenUfters Animal, Reptilia, Squamata, Serpentes 

Habitat: Interior .tErth, Intermediate Band 

Size: 24xhuman-slze 
(100'+ L) 

Number Appearing: 1 
Modes lt Rates of Movement: 

Crawl: 30 yds/BT 

Swim: 60 yds/BT 

Initiative Modiftus: Human Standard 

Outstanding K/S Areas/SUb-Areas lt Sl'EEP: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil and -/12/­
Attractiveness: Nil 

Invulnerabilities: Nil 

Susceptibilities: Nil 
Average Armor Protection: 8 
Quirks: Nil 

Attacks 
Bite 

Constrict 

BAC Damage Type 
p 

B/I .. 

Base 
306+Poison• 

206 

Bonus 
24 
24 

• Poison STR 20 delivered In 1 BT continuing over 15 more BT's time 

at a rate of20 for the initial 10 BTs, then 10 for 5 BTs (total 250 

Physical damage points). 
• • A constricting attack will inflict normal damage on the initial strike, 

then continue to do damage to the victim automatically each CT 

after that until the victim dies, the attacker takes over his CL in 

Physical damage, or the attacker decides to release the de­

fender. Subsequent damage will always be Impact and not 

absorbed by any type of armor other than f'ull Plate armor. 

f"owers: Nil 

Statistical Detail: 
Base Scheme(+/- 010) 
M (Cunning): 20 

MM: 10 MR: 10 
MMCap: 4 

MMPow: 3 
MMSpd: 3 

MRCap: 4 

MRPow: 3 
MRSpd: 3 

~650, WL:487,CL:585 

PM: 330 PN: 320 
PMCap: 150 PNCap: 152 

PMPow: 36 PNPow: 24 

PMSpd: 144' PNSpd: 144' 

• Divide by 24 for effective PMSpd and PNSpd of 6 . 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 4 12 16 0 0 20 0 

Super 3 9 12 0 0 15 0 

Vital 2 6 8 0 0 10 0 

Non l 3 4 0 0 5 0 

Average 2 7 IO 0 0 12 0 

Commentary a Description: 
Thick vegetaion is the favorite hunting place <i the serpent.snake. 

Measuring 100 or more feet In length. this thlck-Oodled monster uses 
both mild poison and constriction to kill Its prey. It can swallow a whole 
buffalo without difficulty and larger prey given time to dislocae its jaws 
and perform the difficult process. Although Its venom is only of a weaker 

sort. the quantity is so great as to make its bite truly deadly for nearly any 

creature, espedally when it is combined with the biting and constriction 

employed in cortjunction. Few even of the great saurians which wander 
into the domain of this creature survive Its ~ 

Snake, Shark 
Illustration: See below 
ldenUften Animal, Reptilia, Squamata, Serpentes 

Habitat: Interior !Erth, Intermediate Band 

Size: 12xhuman-size 
(45' L) 

Number Appearing: 1-6 (106) 

Modes lt Rates of Movement: 
Slither: 200 yds/BT 

Climb: 2 yds/BT 

Swim: 50 yds/BT 
Initiative Modiftus: Human Standard 

Outstanding K/S Areas/SUb-Areas lt Sl'EU: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil and-/10/­

Attractlveness: Nil 

Invulnerabilities: Nil 

Susceptibilities: NII 
Average Armor Protection: 4 
Qulrtcs: NII 
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Attacks BAC Damage Type Base Bonus 
Bite 55 P 18 (21). 

' The number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail : 
Base Scheme(+/- 06) 
M (Cunning): 20 P:300, WL: 225, C~270 

MM: 10 PM: 150 l'N: 150 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 

PMcap:6o PNcap:66 
PMPow:30 l'NPow: 24 
PMSpd: 60' l'NSpd: 60' 

• Divide by 12 for effective PMSpd and PNSpd of 5. 

Armor Scheme: 
Area Pierce Cut Blunt l'ire Chem. Stun Blee. 
Ultra 4 4 8 0 0 12 0 
Super 3 3 6 0 0 9 0 
Vital 2 2 4 0 0 6 0 
Non l 2 0 0 3 0 
Average 2 2 5 0 0 7 0 

Commentary lit Description: 
The shark snake Is a fearsome, huge-headed carnivore that 

grows up to 45 'long. It Is particularly vicious and aggressive, and will 
attack without any provocation. The teeth are like a shark's­
designed for shearing, and can cut through the strongest hide easily, 
even that of other great lizards or dinosaurs. It has relatively fast 
locomotion, so it will venture Into almost any sort of terrain seeking 
prey. Prey includes just about any sort of animal It can catch and kill. 

Snake, Swann 
Illustration: Page 180 
ldenlifier: Animal, Reptilia, Squamata, Serpentes 
Habitat: Interior IErth, Intermediate Band 
Size: 2xhuman-size 

(15' L) 
Number Appearing: 5-15 (5D3) 
Modes at Rates of Movement: 

Slither: 120 yds/BT 
Rush: 24 yds/BT ( l BT only) 

Initiative Modifiers: Human Standard 

Outstanding K/S Areas/Sub-Areas lit SIEEPi Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and - /22/­
Attractlvenes.s: Nil 
lnwlnerabillties: Nil 
Susceptlbllitles: Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type Base 

Bite 35 P 3D3+Potson• 

• Polson: STR 10 (delivered 10/10/5 In 1 BT delays) 

Powers: Nil 

Statistical Detail: 

Bonus 

Base Scheme (+/- D3) 
M (Cunning): 20 P: 130, WL: 97, CL: 117 
MM: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 

PM:55 l'N:75 
PMcap: 20 l'NCap: 27 
PMPow: 15 l'NPow: 24 
PMSpd: 20' l'NSpd: 24• 

· Divide by 2 for effective PMSpd of 10 and PNSpd of 12. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun Blee. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 0 0 1 0 

Average 2 2 2 0 0 2 0 

Commentary lit Description: 
Swarmsnakes inhabit almo& every open portion of the Interme­

diate Band on the Inner world. These pack-hunting snakes are fast 
and poisonous, with cutting teeth. Thus, even prey too large to 
swallow Is attacked, and when slain the victim Is bitten Into pieces 
for Ingestion. 

Stag (Giant Deer) 
See Exterior IErth section 
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Stag, Great-Homed 
Illustration: See right 
Identifier: Animal, Mammalia, Artiodactyla, Cervid 
Habitat: Interior IErth, Outer Band, Northern Region 

Size: 6xhuman-slze 
(8' L 850-1.250#) 

Number Appearing: 5-9 (303) 
Modes « Rates of Movement: 

Walk: 100 yds/BT 
Trot: 200 yds/BT 
Run/Charge: 400 yds/BT and 500 yds (1 BT only) 

Initiative Modifiers: Human Standard 

Outstanding K/S Areas/Sub-Areas « STEEi": Nil 
Joss factors: O 
Dodging/Avoidance: Nil and -/19/­
Attractivenes.s: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 4 
Quirks: Nil 

Atta<:U BAC Damage Type 
Horns (Antlers) 

Fore Hoof 
Trample (hooves) 

25 
:30 

10 

p 

C/B 
B/l• • 

Base 
503· 

206 
203 

• Double Base damage If charging and striking opponent. 

Bonus 
16 
16 
16 

• • No bonus and Blunt Physical damage only unless the opponent 
is under 2 · tall or else low /prone so as to be subject to full 
force and weight, in which case damage is Impact and bonus 
is added. Impact damage cannot be absorbed by any type of 
armor except Full Plate armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 05) 
M (Cunning): 10 
MM: 5 MR: 5 
MMcap: 2 
MMPow: 1 
MMS(Xl: 2 

MRcap: 2 

MRPow: 1 
MRSpd: 2 

~280, WL:210,Cu252 
PM: 160 PN: 120 

PMcap: 66 PNcap: 48 
PMPow: 28 PNPow: 24 
PMS(Xl: 66° PNS(Xl: 48° 

• Divide by 6 for effective PMS(Xl of 11 and PNSpd of 8 . 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun ~lee. 

Ultra 4 4 8 0 0 12 0 
Super 3 3 6 0 0 9 0 
Vital 2 2 4 0 0 6 0 
Non 1 1 2 0 0 3 0 
Average 2 2 5 0 0 7 0 

Commentary« Description: 
These very large deer (&ldadoceros) have antlers some six-feet 

wide and with about six or eight long points on each side. Being 
tenitorlal and somewhat aggressive herbivores, encounters can be 
dangerous. As with all deer. only the males have the great antlers 
which are shed and regrown annually. 

Swine, Giant Boar 
Illustration: Page 179 
Identifier: Animal, Mammalia Artiodactyla Entelodont 
Habitat: Interior IErth, Outer Band, Northern Region 

Size: 6xhuman-slze 
(10' L; 5' T; 1.750-2,500#) 

Number Appearing: 1 or2-4 (103+1) or 5-9 (303) 

Modes « Rates of Movement: 
Walk: 80 yds/BT 
Trot: 160 yds/BT 
Run/Charge: 24-0 yds/BT and 32 yds/CT (1 CT only) 

Initiative llfodiftus: Human Standard 
Outstanding K/S Areas/Sub-Areas « STEEi": Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and -/16/­
Attractivenes.s: Nil 
Invulnerabilities: Poison not deeply insinuated. 

Susceptibilities: Nil 
Average Armor Protection: 8 
QuirU: Nil 

Attacks BAC Damage Type 
Bite 
Tusks 

25 
45 

p 

c 

• Double PD if charging and striking 

Base 
206 
306° 

Bonus 
24 

24 (25) .. 

• 
0 The number in parentheses is the damage bonus with the 

damage bonus due to high BAC added. 

Powers: Nil 
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StaUsUcal Detail: 
Base Scheme(+/- D5) 
M (Cunning): 24 ~340. WL:255.CL: 306 
MM: 10 PM: 180 l'N: 160 

PMcap: 96 mcap: 80 
PMPow:36 l'NPow:32 

MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 14 
MRcap: 6 
MRPow: 4 
MRSpd: 4 PMSpd: 48• l'NSpd: 48• 

• Divide by 6 for effective PMSpd and l'NSpd of 8. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 4 12 16 0 0 20 0 
Super 3 9 12 0 0 15 0 
Vital 2 6 8 0 0 10 0 
Non l 3 4 0 0 5 0 
Average 2 7 10 0 0 12 0 

Commentary lt DescripUon: 
The reader Is referred to the Swine, Boar listing (see the Exterior 

.JErlh section) for general details. These animals (Dinohyus) of the 
Inner worid are very much larger versions of their kin on the outer 
surface. Their size makes them Incredibly dangerous! 

Swine, Giant Pig 
lllustraUon: See right 
ldentlfter: Animal. Mammalia Artiodactyla Entelodont 
Habitat: Interior .JErlh. Outer Band, Northern Region 
Size: 3xhuman-size 

(7' L; 3.5' T; 55()..8501) 
Number Appearing: Z.12 (206) 
Modes lt Rates of Movement: 

Walk: 80 yds/BT 
Trot: 160 yds/BT 
Run/Charge: 240 yds/BT and 30 yds/CT ( 1 CT only) 

Initiative Modifta-s: Human Standard 
Outstanding K/S Areas/Sub-Areas lt SffiEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and - /24/­
AttracUveness: Nil 
l nvulnerabiUUes: Poison not deeply insinuated. 
Susceptibilities: Nil 
Average Armor ProtecUon: 8 
Qu.irks: Nil 

Attacks 
Bite 
Tusks 

BAC 
20 
45 

Damage Type 
p 

c 

Base 
206 
3D3° 

Bonus 
14 
14 

• Double PD if charging and striking 

Powers: Nil 

StatlsUcal Detail: 
Base Scheme (+/- D5) 
M (Cunning): 24 
MM: 12 MR: 12 
MMcap: 4 
MMPow: 4 
MMSpd: 4 

MRcap: 4 
MRPow: 4 
MRSpd: 4 

P: 230. WL: 172, CL: 207 
PM: 115 l'N: 115 
PMcap:53 l'NC8p:53 
PMPow: 26 l'NPow: 26 
PMSpd:36• l'NSpd:36• 

• Divide by 3 for effective PMSpd and l'NSpd of 12. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 4 12 16 0 0 20 0 
Super 3 9 12 0 0 15 0 
Vital 2 6 8 0 0 10 0 
Non 1 3 4 0 0 5 0 
Average 2 7 10 0 0 12 0 

Commentary lt DescripUom 
The reader Is once again referred to the Swine, Boar listing (see 

the f.xterior .'Erth section) for general details. These animals of the 
Inner world are larger versions of their kin on the outer surface. 
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Swine, King Warthog 
Illustration: See right 

ldentiften Animal, Mammalia, Art.lodad:yla Suid 
Habitat: Interior .tErth. Outer Band, Northern Region 
Size: 6xhuman-slze 

(8' L; 5' T; 1,500-2,200#) 

Number Appearing: 1-2 (60%) or 2-10 (205) (40%) 
Modes St Rates of Movement: 

Walk: 75 yds/BT 

Trot: 150 yds/BT 
Run/Charge: 225 yds/BT and 30 yds/CT (1 CT only) 

Initiative Modifters: Human Standard 

Outstanding K/S Areas/SUb-Areas St Sl'EU: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and - /18/­
Attractivenes.5: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protectlon: 8 
Quirks: Nil 

Attacks BAC Damage Type 
Bite 
Tusks 

25 
35 

• Double PD if charging and striking 

Powers: Nil 

Statistical Detail: 

p 

c 
403 
403* 

Bonus 
14 
14 

Base Scheme(+/- 05) 
M (Cunning): 20 P: 290, WL:217,Cu 261 
MM: IO MR: 10 
MMC3p: 4 
MMPow: 3 

MMSpd: 3 

MRcap: 4 
MRPow: :3 
MRSpd: 3 

PM: 150 PN: 140 
PMcap:64 PNcap:66 
PMPow: 26 PNPow: 26 
PMSpd: 60* PNSpd: 48* 

• Divide by 6 for effective PMSpd of 10 and PNSpd of 8. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun flee. 
Ultra 4 12 16 0 0 20 0 
Super 3 9 12 0 0 15 0 
Vital 2 6 8 0 0 10 0 
Non 3 4 0 0 5 0 
Average 2 7 10 0 0 12 0 

Commentary a Description: 

This massive animal (Metridochcerus) Is nearly the size of a 
hippo, and even its head and jaws resemble that creature. It is. 
however, a member of the swine family, although It Is more a 
herbivorous grazer than an omnivorous rooter. The king warthog can 
and does root, though, and will feed on flesh too. It is massive, tough, 
and not to be trifled with. Only the largest carnivores will attack a full­
grown animal of this sort. 

If more than one or two are encountered, It will be a mated pair 
and their offspring, 30°/o-90% (303xl0) grown, numbering 1-8. 
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Tapirat 
Illustration: Page 181 
ldenUfteri Animal. Mammalia. Rodentla. focardlid 
Habitati Interior IErth. Outer Band. Southern Region 
Sizez 3xhuman-slze 

(6.5' L; 600#) 
Number Appearing: 5-15 (5D3) 
lllodes a Rates of lllovementi 

Walk(frot: 60 yds/BT and 120 yds/BT 
Run: 180 yds/BT 
Swim: :30 yds/BT 

Initiative lllodlftersz Human Standard 
Outstanding K/S Areas/Sub·Areas a SIEEPz Nil 
Joss Factors: 0 
Dodging/Avoidancez Nil and -/12/­
Attractivenessz Nil 
lnwlnerablllties: Nil 
SuscepUbilitles: Nil 
Average Armor Protection: 3 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Claws (x2) 
Bite 

Powers: Nil 

Statistical Detail: 

20 
25 

Base Scheme (+/- 03) 
M (Cunning): 20 
MM: 10 

c 
p 

103 
3D3 

~ 120. WL:90.CL: 108 
PM: 50 PN: 70 
PMCep: 20 PNCep: 28 
PMPow: 15 PNPow: 21 

3 
3 

MMCep: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRCep: 4 
MRPow: 3 
MRSpd: 3 PMSpd: ts• PNSpd: 21 • 

• Divide by 3 for effective PMSpd of 5 and PNSpd of 7. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Cilem. Stun £lee. 
Ultra 4 4 8 0 0 8 0 
Super 3 3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 
Non 1 1 2 0 0 2 0 
Average 2 2 5 0 0 5 0 

Commentary a Description: 
This rodent ls tapir-5ized. and resembles a cross between a giant 

guinea pig and capybara. They are omnivorous scavengers. nonnally 
not very aggressive unless very hungry or In packs larger than a 
dozen. 

Tapirephant 
See Exterior JErth section 

Theriopodid 
Illustration: Page 189 
ldenUfterz Animal, Reptilia. Theriopodldae, Theriopodld 
Habitati Interior /Erth, Bquatorial Band, All Regions (sapient) 
Slzez lxhuman-slze 

(51. 100#) 
Nwnber Appearing: 6-15 (1010+5) 
lllodes a Rates or lllovementi 

Walk: 80 yds/BT 
Trot: 240 yds/BT 
Run/Charge: 320 yds/BT and 480 yds/BT ( 1 BT only) 

Initiative lllodlfters: Human Standard 
Outstanding K/S Areas/Sub·Areas a SIEUi 

Combat. Hand Weapons at 41-50 (1010+40) 
Combat. Hand Weapons. Missile at :36-45 (1010+35) 
Herbalism at 540 (508) 
Hunting/Tracking at 61-70 (1010+60) 
Nature Attunement at 61-70 (1010+60) 

Joss Factors: 1 D3 
Dodging/Avoidance: 4 and 19/28/13 
Attractiveness: Nil 
lnvulnerabllities: Nil 
SU.sceptlbilitles: Nil 
Average Armor Protection: 5 
Quirks: Nil 
Attacks Ave. BAC Damage Type Base Bonus 
Claws (X2) 
Bite 
Hand Weapon 
Missile Weapon 

35 
50 
46 
41 

c 
p 

103 
203 

By weapon By weapon 
By weapon By weapon 

*The number In parentheses ls the damage bonus with the 
damage bonus due to high BAC added. 

Powers: 
Chameleon Coloration 

Area of Effect: Self 
Delivered by: Thought 
Range: N/A 
Time: Instantaneous 
Duration: Unlimited 
Frequency: At will 

2 
2 (4)* 
2 (4)* 
2 (3)* 

Description: When ooncentratlng upon this power. the 
subject can change Its coloration to any natural shade or 
pattern desired. just like a chameleon. 

Statistical Detail: 
Base Scheme(+/- 106+103 per MI'RIBlJre; +l MM bonus; -3 MR 
penalty; +2 PM bonus; +4 PN bonus; -4 S penalty) 
M: 60, EL: 48 P: 90, WL: 67, CL: 81 S: 42, fL: 33 
~~ ~n m~ m~ ~n ~w 

MMCap: 14 MRCap: 8 PMC.ap: 16 PNCap: 17 SMCap: 8 SPCap: 8 
MMPow: 12 MRPow: 7 PMPow: 14 PNPow: 15 SMPow: 7 Sl'Pow: 6 
MMSpd: 12 MRSpd: 7 PMSpd: 13 PNSpd: 15 SMSpd: 7 Sf'Spd: 6 
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Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. .stun .l!lec. 
Ultra 8 12 4 0 0 8 4 
Super 6 9 3 0 0 6 3 
Vital 4 6 2 0 0 4 2 
Non 2 3 l 0 0 2 l 
Average 5 7 2 0 0 5 2 

Commentary a L>eSCription: 
These sapient creatures are small bipedal dinosaurs, scaled but 

tailless. They are approximately 5 'tall. Theriopodid.s have humanoid 
facial features with large reptilian eyes, round nostrils, and a slightly 
protruding jaw with many teeth. They are fast and quick pack­
hunters, and tend to be aggressive In nature. 

Theriopodlds are found In small groups of loosely organized 
packs of 6-15 members (1010+5), Inhabiting rocky areas where 
large dinosaurs can't go. Uke P!thicanthropold.s, the Theriopodid 
race Is of family band organlmtlon and rudimentary culture. It would 
not be unreasonable to have these creatures developing earty metal 
working (copper) and wearing padded/leather armors. 

(We envision the dlno.saurian people as rather vicious, but 
individual journeymasters may alter that to suit their campaign.) 

Tiger, Dagger-Toothed 
See Exterior JErth section 

Tiger, Sabre-Toothed 
Illustration: Page 179 
Identifier: Animal, Mammalia, Csmivora, Feild 
Habitat: Interior ./Erth, Outer Band, Northern Region 
Size: 3xhuman-size 

(4'-6' L; 450-675#) 
Number Appearing: l or 1-5 (105) 
Modes a Rates of Movement: 

Stalk: 50 yds/BT' 
Walk/Trot: 110 yds/BT and 165 yds/BT 
Run: 220 yds/BT and 330 yds/BT (1 BT only) 
Climb: 25 yds/BT 
Swim: 50 yds/BT 

• This mode enables the animal to move silently 
Initiative Modifiers: -10 to Initial Surprise 
Outstanding K/S Areas/SUb-Areas a SIEU: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and - /30/­
AttractiveneM: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 4 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Foreclawsx2 
Bite 
Hindclaws rake 

40 
45 

c 
p 

c 

203 
403+2 

303 

18 
18 (19) .. 

18 

• Automatic applicable only when opponent has been hit by both 
forepaws, indicating hold and in position which exposes it to 
rear legs klcklng to rake, i.e., bipedal opponent prone. 

'The number in parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 05) 
M (Cunning): 20 P: 280, WL: 210, CL: 252 

MM: 10 PM: 140 PN: 140 
PMcap:65 PNC3p: 65 
PMPow: 30 PNPow: 30 

MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 PMSpd: 45' PNSpd: 45' 

• Divide by 3 for effective PMSpd and PNSpd of 15. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 4 4 12 0 0 12 0 
Super 3 3 9 0 0 9 0 
Vital 2 2 6 0 0 6 0 
Non 1 1 3 0 0 3 0 
Average 2 2 7 0 0 7 0 

Commentary a Description: 
The Smllodon, or sabre-toothed tiger, is one of the most plentiful 

predators in the family of great hunting cats. It Is a powerfully built 
carnivore, with a tawny coat or possibly the markings of a tiger, but 
with a short tail. It has long. senated teeth, that are used to rip deep 
wounds in its prey. After the tiger pounces upon its victim and drives 
its fangs in, It will either remain affixed or else release Its bite, and it 
stalks the target until it dies of blood loss. In Interior /Erth it has grown 
even larger than Its original. 

Tiger Dog 
Wustration: Page 283 
Identifier: Animal, Mammalia, Creodont, Hyaenodont 
Habitat: Interior IErth, Outer Band, Northern Region 
Size: lxhuman-size 

(up to 6 ' L) 
Number Appearing: 3-9 (303) 
Modes a Rates of Movement: 

Walk: 90 yds/BT 
Trot: 180 yds/BT 
Run/Charge: 270 yds/BT and 36 yds/CT (lCT only) 

Initiative Modiften: Human Standard 
Outstanding K/S Areas/SUb-Areas a smu: Nil 
Joss Factors: 0 
Dodging/Avoidance: 1 and-/32/-
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Attractiveness: Nil 
lnwJnerabllltles: Nil 
Susceptlbilitles: Nil 
Average Armor Protectlon: 2 
Quirks: Nil 

Illustration: Page 181 
Identifier: Animal, Mammalia. ArUodactyla. Bovld 
Habitat: Interior IErth. Outer Band. Southern Region 
Size: 12xhuman-slze 

(10' L, 2,200.3,300#) 
Number Appearing: 10-30 (505+5) 
Modes & Rates of Movement: 

Walk(I'rot: 80 yds/BTand 160 yds/BT 
Run/Charge: 240 yds/BT and 320 yds/BT ( 1 BT only) 

Initiatlve Modifiers: Human Standard 
Outstanding K/S Areas/SUb·Areas & SIEEP: NU 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/11/­
Attractiveness: NII 
lnvulnerabllitles: Nil 
SusceptJblUUes: Nil 
Average Armor Protection: 7 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 
Horns (x2) 
Trample .. 

15 
20 
10 

p 
p• 

It 

103 
206 
306 

24 
24 
24 

Attacks BAC Damage Type Base Bonus • Plus 206 Impact damage If charging. 
p 403 8 • • Applicable only when opponent Is at the animal's feet and Is Bite 40 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 03) 
M (Cunning): 20 
MM: 10 
MMCap: 4 
MMPow: 3 
MMSpd: 3 

Armor Scheme: 
Area Pierce 
Ultra 4 
Super 3 
Vital 2 
Non 1 
Average 2 

MR: 10 
MRCap: 4 
MRPow: 3 
MRSpd: 3 

Cut Blunt 
4 4 
3 3 
2 2 

1 
2 2 

Commentary & Description: 

P: 140, WL: 105. CL: 126 
PM: 70 PN: 70 
PMCap: 34 PNCap: 34 
PMPow: 20 PNPow: 20 
PMSpd: 16 PNSpd: 16 

Fire Chem. Stun Elec. 
0 0 4 0 
0 0 3 0 
0 0 2 0 
0 0 1 0 
0 0 2 0 

This creature. also known as a Hyrenodon. has long slim legs 
with digitigrade feet. The Uger dog Is a rust color. with thick black 
stripes and a dark mane. It has hyena-like habits-actively hunting 
animals but also scavenging dead ones. Again similar to the hyena 
of the outer surface. the Uger dog has massive jaw muscles and a 
bone-crushing bite. 

under 2 feet In height. or has been knocked down so as not 
to exceed that height. 

t Impact damage cannot be absorbed by any type of armor 
except Full Plate armor. 

Powers: Nil 

StaUstJcal Detail: 
Base Scheme(+/- 05) 
M (Cunning): 10 
MM: 5 
MMCap: 2 
MMPow: 1 
MMSpd: 2 

MR:5 
MRCap: 2 
MRPow: l 
MRSpd: 2 

P: 360, WL: 270, CL: 324 
PM: 200 PN: 160 
PMCap:92 PNCap: 70 
PMPow:36 PNPow:30 
PMSpd: 72• PNSpd: 60• 

• Divide by 12 for effective PMSpd of 6 and PNSpd of S. 

Armor Scheme: 
Area J'lerce Cut Blunt fire Chem. Stun erec. 
Ultra 8 8 12 0 0 16 0 
Super 6 6 9 0 0 12 0 
Vital 4 4 6 0 0 8 0 
Non 2 2 3 0 0 4 0 
Average 5 5 7 0 0 10 0 
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Commentary ar Desaiptlon: 
The Utanalo (Pe/orov/s) resembles the Afrlkkan buffalo, but It 

is far larger. It has a pair of enormous horns (6.5' each) that are 
outward· and downward-curving. It Is the usual prey of several of the 
long.toothed cats, and Its herds are kept to a reasonable size by such 
predators. However. due to Its size and ferocity. the taking of such 
animals by predators is a risky business indeed. 

T oacL Burrowing 
lllustratJon: Page 184 
ldentlfteri Animal, Amphibia, Anuran, Bufonld 

Habitat: Interior .IErth. Intermediate Band 
Size: O.Sxhuman-slze 

(3' L) 
Number Appearing: 24 ( 103+ 1) 
Modes 8t Rates of Movement: 

Crawl: 20 yds/BT 
Hop: 30 yds/BT 
Burrow: 2 yds/BT 

Initiative Modifters: Human Standard 
Outstanding K/S Areas/SUl>-Areas 8t SIEU: Nil 
Joss Factors: 0 
Dodging/Avoidance: NII and -/28/­
Attractiveness: NII 
lnvulnerabiUtles: Nil 
SUsceptibilities: Nil 
Average Armor l"rotectlon: 1 
QulrKs: NII 

Attacks MC Damage Type Base Bonus 
Bite 
Touch 

20 
40 

p 103 0 

Polson O 

• Poison: SlR 10 contact poison delivered 10/10/5 in intervals of 3 BT. 

Powers: Nil 

Statistical Detaih 
Base Scheme (+/- 02) 
M (Cunning): 10 
MM: 5 
MMCep: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRCep: 2 
MRPow: 1 
MRSpd: 2 

P: 48, WL: 36, CL: 43 
f'M: 24 f'N: 24 
f'MCep: 9 
f'MPow:8 
f'MSpd: 7 ' 

f'NCep:9 
f'NPow: 8 
f'NSpd: 7' 

• Multiply by 2 for effective PMSpd and PNSpd of 14. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 0 0 4 0 0 4 0 

Super 0 0 3 0 0 3 0 

Vital 0 0 2 0 0 2 0 

Non 0 0 1 0 0 1 0 

Average 0 0 2 0 0 2 0 

Commentary ar Desaiptlon: 
This 3 ' long ovlpore/omnlvore Is toad-bodied, with smooth, oily 

skin that produces a mild toxin. It Is a cunning egg-&ealer that uses 
burrowing In Its hunting. Uke most toads. this creature's tongue Is 
attached at the front of Its mouth. and has a sticky surfaoe for 
capturing prey. 

The poisonous liquid on its skin Is mostly secceted from the 
bumps behind Its eyes, though some Is released from Its legs and 
body. This poison ls produced when the toad Is attacked. and has a 
SlR rating of 10. 

Toradll.lo 
See Exterior JErth section 

Turtle, Giant 
mustratlon: Page 184 
ldentlfter: Animal, Reptilia, Chelonlan. Testudlnld 
Habitat: Interior .tErth. Intermediate Band, Marine, Tropical 
Waters 
Size: 6xhuman-slze 

(11·20' L) 

l"lumber Appearing: 1 
Modes at Rates of Movement: 

Crawl: 20 yds/BT 
Swim: 120 yds/BT 

Initiative Modifters: Human Standard 
Outstanding K/S Areu/SUl>-Areas at SIEU: Nil 
Joss Factors: O 
Dodging/Avoidance: NII and-/9/­
AttractJvenes.s: Nil 
lnvulnerabllltles: Nil 
SUsceptibilities: Nil 
Average Armor Protection: 11 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 40 C 406 15 

capsize 
·Chance to capsize boat by size: Large--10%; Medlum-20%, 

Smail-30%. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 03) 
M (Cunning): 10 
MM: 5 
MMcap: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRCep: 2 
MRPow: 1 
MRSpd: 2 

P: 300, WL: 225, CL: 270 
f'M: 170 f'N: 130 
f'MCep: 83 f'NCep: 57 
f'Mfow: 27 f'NPow: 25 
f'MSpd: 60' f'NSpd: 48' 

• Divide by 12 for effective PMSpd of 5 and f'NSpd of 4. 
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Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun flee. 
Ultra 12 16 20 o· 4 24 4 
Super 9 12 15 o· 3 18 3 
Vital 6 8 IO o· 2 12 2 
Non 3 4 5 o· l 6 I 
Average 7 10 12 o· 2 15 2 
·Animal in water % Invulnerable. 

Commentary tit Description: 
This animal Is a progenitor of the leather-back turtles. It Is very 

much like a much larger version of the sea turtle of the outer surface 
of the world. without a fully calcified shell. 

Tuskfang 
Illustration: Page 180 
ldentlfier: Animal, Reptilia. Therapslda Cynodont 
Habitat: Interior IErth, Intennediate Band 
Size: 6xhuman-size 

(12' T) 
Number Appearing: 1·5 (105) 
Modes tit Rates of Movement: 

Walk/Trot: 80 yds/BTand 120 yds/BT 
Run/Charge: 160 yds/BT and 240 yds/BT BT (I BT only) 

Initiative Modifiers: -5 to initial Surprise 
Outstanding K/S Areas/Sub-Areas tit SIEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and-/20/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 6 
Quirks: Nil 

Attacks BAC Damage Type 
Claws (x2) 
Bite 

Powers: Nil 

Statistical Detail: 

25 
35 

c 
P 

Base 
203 
406 

Bonus 
16 
16 

Base Scheme (+/- 05) 
M (Cunning): 20 ~ 270, WL:202.CL:243 
MM: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 

PM: 150 PN: 120 
PMcap:62 PNcap:48 
PMPow: 28 PNPow: 24 
PMSpd: 60• PNSpd: 48• 

• Divide by 6 for effective PMSpd of 12 and PNSpd of 8. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun flee. 
Ultra 4 8 12 0 0 16 0 
Super 3 6 9 0 0 12 0 
Vital 2 4 6 0 0 8 0 
Non 1 2 3 0 0 4 0 
Average 2 5 7 0 0 10 0 

Commentary 8t Description: 
The Tuskfang ls a 12 ·high bipedal carnivore that lurk.s In foliage 

or rocky areas. It has a large mouth with oversized fan~. and sharp, 
tearing claws. It hunts any moving thing which comes nearby, and It 
will not hesitate to attack even other larger carnivores If there are 
others with It, for In a pack the Tuskfang loses all fear. 

Walking Hedgerow 
Dlustration: See below 
Identifier: Animal. Reptilia, Therapsida Cynodont 
Habitat: Interior /Erth, Intermediate Band 
Size: 24xhuman-slze 

(17' T) 
Number Appearing: 1·3 (103) 
Modes tit Rates of Movement: 

Walk/Trot: 60 yds/BT and 120 yds/BT 
Run: 180 yds/BT 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas tit SIEEPa NII 
Joss Factors: o 
Dodging/Avoidance: Nil and -/8/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptlbllltles: Nil 
Average Armor Protection: 8 
Quirks: Nil 

Attacks BAC Damage Type 
Bite 
Tusks 
Spines• 

10 
35 
15 

C/P 
P 
P 

Base 
203 
306 
103 

• 106 per each lxhuman-slze of contactlng attacker 

Powers: Nil 

Bonus 
12 
12 
12 
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Statistical Detail: 
Base Scheme (+/- 06) 
M (Cunning): 20 ~440. WL:330,Cu396 
MM: 10 PM:270 PN: 170 
MMcap: 4 
MMfow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 

PMcap: 126 PNcap: 74 
f'MPow: 24 PNPow: 24 
PMSpd: 120• PNSpd: 72· 

• Divide by 24 for effective PMSpd of 5 and PNSpd of 3. 

Armor Scheme: 
Area Pierce Cut Blunt /'Ire Chem. Stun Blee. 
Ultra 8 12 16 0 0 20 0 
Super 6 9 12 0 0 15 0 
Vital 4 6 8 0 0 10 0 
Non 2 3 4 0 0 5 0 
Average 5 7 10 0 0 12 0 

Commentary 8t Description: 
This huge and lumbering form of herbivore roams the forests 

and plains of the middle band of the Interior. They grow up to 17 'tall. 
have boar4ike tusks growing from their jaws. and with hides covered 
with bristling spines. these herding animals are generally safe from 
most attackers, although some. lnduding encroaching dinosaurs 
will sometimes attack and slay them. They will flee prey, but do not 
actually defend by attempting to trample, although a panicked 
stampede might result in this. 

Walrus 
See Exterior .IErth section 

Walrus, Antarctic 
See Exterior .IErth section 

Water Horse 
Illustration: See right 
ldentifter: Animal, Mammalia Desmostylian, Paleoparadoxid 
Habitat: Interior .!Erth, Outer Band. Southern (polar) Region 
Size: 6xhuman-slze 

(6'-8' L; 4 '-5' T; 800-1000#) 
Number Appearing: 5-15 (503) 
Modes 8t Rates of Movement: 

Walk(frot: 40 yds/BT and 80 yds/BT 
Run: 120 yds/BT 
Swim/Blll'Sl: 120 yds/BT and 180 yds/BT (l BT maximum) 

Initiative Modiftus: Human Standard 
outstanding K/S Areas/SUb-Areas 8t STEEP: Nil 
J oss factors: O 
Dodging/Avoidance: Nil and-/10/­
Attractivenes.s: Nil 
lnwlnerablllties: Nil 
SUsceptibillties: Nil 
Average Armor Protection: 9 
Quirks: Nil 

Attacks BAC Damage Type 
Bite 15 p 

Base 
3D3 

Bonus 
20 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 05) 
M (CUnnlng): 1 O P:240, WL: 180, Cu216 
MM: 5 PM: 130 PN: 110 

PMcap: 66 PNcap: 46 
PMPow: 32 PNPow: 32 

MMcap: 2 
MMfow: l 
MMSpd: 2 

MR: 5 
MRcap: 2 
MRPow: 1 
MRSpd: 1 PMSpd: 32· PNSpd: 32· 

• Divide by 6 for effective PMSpd and PNSpd of 5. 

Armor Scheme: 
Area Pierce Cut Blunt l'ire Chem. Stun Blee. 
Ultra 8 12 16 o· 0 24 4 
Super 6 9 12 o· 0 18 3 
Vital 4 6 8 o· 0 12 2 
Non 2 3 4 o· 0 6 1 
Average 5 7 10 o· 0 15 2 

• Animal in water - Invulnerable 

Commentary 8t Description: 
The water horse Inhabits the coastal areas of the cold lakes and 

seas of Interior .!Erth. It is a strong swimmer and feeds underwater 
on mollusks and underwater vegetation. The front of the upper and 
lower jaws are elongated. and contain a grouping of shortish, 
forward-pointing tusks. It somewha. resembles a hippopotamus, and 
remains in waer most of the time, being slow and very dum~ on land. 

Weasel Bear 
lllustration: Page 179 
ldentiften Animal, Mammalia, Acreodl, Mesonychld 
Habitat; Interior /Erth, Outer Band, Northern Region 
Size: 3xhuman-size 
Number Appearing: 1-6 (106) 
Modes 8t Rates of Movement: 

Walk/l'rot: 60 yds/BT and 90 yds/BT 
Run/Charge: 120 yds/BT and 240 yds/BT ( 1 BT only) 
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Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub·Areas a STEEP: Nil 
Joss Paclors: 0 
Dodging/Avoidance: Nil and-/16/­
Attractlvenessi Nil 
Invulnerabilities: Nil 
Su.scepUbllltles: Nil 
Average Armor Protection: 5 
Quirks: Nil 

Attacks BAC Damage Type Rase Bonus 
Claws (x2) 
Bite 

Powers: Nil 

Statistical Detail: 

40 
30 

c 
p 

203 
303+3 

14 
14 

Base Scheme (+/- 03) 
M (Cunning): 20 P: 240, WL: 180, CL: 216 
MM: 10 PM: 130 f'N: 110 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 

PMcap: 80 f'Ncap: 62 
PMPow: 26 f'NPow: 24 
PMSpd: 24• f'NSpd: 24* 

• Divide by 3 for effective PMSpd and f'NSpd of 8. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun Elec. 
Ultra 4 8 12 0 0 12 0 
Super 3 6 9 0 0 9 0 
Vital 2 4 6 0 0 6 0 
Non l 2 3 0 0 3 0 
Average 2 5 7 0 0 7 0 

Commentary a Descrlptlom 
This bear~ized omnivore (lfarpagolestes) is an active scaven­

ger and will not hesitate to hunt as well. It is generally encountered 
alone or In a family group with two adults and one or more young of 
70% to 90% size. The elongated body of weasel bear gives it its 
name, and while it is capable of a burst of speed. this Is not a pursuing 
predator. The fangs are long and dangerous. and the molars are as 
powerful as any hyena's when It comes to bone-crushing. 

Weasel Lion 
Illustration: See right 
ldenUtlen Animal. Mammalia, Creodonta, Oxyaenid 
Habitat: Interior /Brth, Outer Band. Northern Region 
Size: 3xhuman-size 
Number Appearing: 1-6 (106) 
Modes a Rates of Movement: 

Walkfl'rot: 70 yds/BT and 105 yds/BT 
Run/Charge: 140 yds/BT and 280 yds/BT (1 BT only) 

Initiative Modifiers: -10 Hwnan standard 
Outstanding K/S Areas/Sub-Areas a STEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and -/24/­
Altlactlveness: Nil 
Invulnerabilities: Nil 
SusceptJbllltles: Nil 

Average Armor Protection: 5 
Quirks: Nil 

Attacks BAC Damage Type Rase Bonus 
Claws (x2) 
Bite 

20 
50 

c 
p 

203 12 
206+2 14 (16)* 

*The nwnber in parentheses is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- D3) 
M (Cunning): 20 
MM: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 

P:240, WL: 180,CL:216 
PM: 130 f'N: 110 
PMcap: 68 PNcap: so 
PMPow: 26 f'NPow: 24 
PMSpd: 36 • f'NSpd: 36 • 

• Divide by 3 for effective PMSpd and PNSpd of 12. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun £Jee. 
Ultra 4 8 12 0 0 12 0 
Super 3 6 9 0 0 9 0 
Vital 2 4 6 0 0 6 0 
Non 1 2 3 0 0 3 0 
Average 2 5 7 0 0 7 0 

Commentary a Description: 
This bear~ized. long-bodied carnivore (Patriofelis) Is an active 

predator which will follow prey for long distances. It is generally 
encountered alone or in a family group with two adults and one or 
more young of 70% to 90% size. The animal's fangs are lion-like. 
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Whale Croc 
lliustration: Page 182 
Idenwter: Animal, Reptilia Thalattosuchla, Metriorhyndtld 
Habitat: Interior .iErth, Intermediate Band, Marine, Tropical 
Waters 
Size: 12xhuman-slze 

(50' L) 

Number Appearing: 3-8 (106+2) 
Modes a Rates of Movement: 

Swim: 250 yds/BT 
Initiative l'lodifta-s: Human Standard 
Outstanding K/S Areas/SUb-Areas It sreEP: Nil 
Joss factors: 0 
Dodging/Avoidance: Nil and - /13/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 7 
Quirks: Nil 

Attacks BAC Damage Type Bonus 
Bite 40 p 406 16 

l"owers: Nil 

Statistical Detail: 
Base Scheme (+/- 06) 
M (Cunning): 20 ~560, WL:420,Cu504 
MM: 10 PM: 500 PN: 260 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: :5 

PMcap: 188 PNcap: 160 
PMPow:28 PNPow:28 
PMSpd: 84• PNSpd: 72• 

• Divide by 12 for effective PMSpd of 7 and PNSpd of 6. 

Armor Sdteme: 
Area Pierce Cut Blunt fire Chem. Stun Blee. 
Ultra 4 8 16 0 0 16 0 
Super 3 6 12 0 0 12 0 
Vital 2 4 8 0 0 8 0 
Non l 2 4 0 0 4 0 
Average 2 5 10 0 0 10 0 

Commentary a Description: 
The whale croc, or Metriorhyndtus, is a marine carnivore 

related to modern crocodilians. Unlike a crocodile, It has no heavy 
back armor, but has an extended, crocodile-type jaw filled with 
savage teeth. Its limbs are paddle-like flippers, and the tall has a fin 
like that of a fish. 

Whale, Legged 
Illustration: Page 184 
IdenUfter: Animal, Mammalia Cetacean, Protoceratid 
Habitat: Interior .iErth, Outer Band, Marine, Cold Waters 
Size: :5xhuman-size 

(15' L) 

Number Appearing: 4-24 (406) 
Modes a Rates of Movement: 

Crawl: 45 yds/BT 
Swim: 200 yds/BT 

Initiative Modifters: Human Standard 
outstanding K/S Areas/SUb-Areas a sreEP: Nil 
J oss factors: 0 
Dodging/Avoidance: Nil and -/27 /­
AttlactJveness: Nil 
Invulnerabilities: Nil 
SU.scep tibillties: Nil 
Average Armor Protectlonz 6 
Quirks: Nil 

Attacks BAC Damage Type Bonus 

Bite 45 p 206 18 (19). 

•nie number in parentheses is the damage bonus with the 
damage bonus due to high BAC added. 

l"owers: Nil 

Statistical Detail: 
Base Scheme (+/- 05) 
M (Cunning): 20, eL: 32 P:220, WL: 165,Cu 198 
MM: 10 MR: 10 PM: 120 PN: 100 
MMcap: 4 MRcap: 4 PMcap: 45 PNcap:40 
MMPow: 3 MRPow: 3 
MMSpd: :5 MRSpd: 5 

PMPow: 30 PNPow: 24 
PMSpd: 45 • PNSpd: 36 • 

• Divide by :5 for effective PMSpd of 15 and PNSpd of 12. 

Armor Sdteme: 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 4 8 12 o· 0 16 0 
Super 5 6 9 o· 0 12 0 
Vital 2 4 6 o· 0 8 0 
Non 1 2 3 o· 0 4 0 
Average 2 5 7 o· 0 10 0 

• Animal In water - invulnerable 

Commentary a Description: 
Slightly seal-like in appearance, this marine predator also 

spends a great deal of time on land, feeding off seals and other 
coostaJ animals. It will attack humans if hungJY. 

Wolf 
See Exterior .IErth section 

Wolf, Striped (Shaggy) 
Wustration: Page 289 
ldentifter: Animal, Mammalia, Marsuplalla, Dasyorid 
Habitat: Interior ~rth. Outer Band, Southern Region 
Size: lxhuman-size 

(6' L, up to 200#) 
Number Appearing: 7-12 (106+6) 
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·"· 

Modes at Rates of Movement: 
Walk: 60 yds/BT 
Trot: 120 yds/BT 
Run: 240 yds/BT 

Initiative Modlfters: Human Standard 
Outstanding K/S Areas/Sub-Areas at SIBEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: 5 and -/36/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilitles: Nil 
Average Armor Protection: 5 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 45 P 505+5 8 (9)" 

·oamage bonus with damage bonus for high BAC added. 

Powers: Nil 

Statistical Detail : 
Base &heme (+/· 05) 
M (Cunning): 24 P: 140, WL: 105, CL: 126 
MM: 12 
MMCap: 4 
MMPow: 4 
MMSpd: 4 

Armor Scheme: 

MR: 12 
MRCap: 5 
MRPow: 4 
MRSpd: 5 

PM: 70 PN: 70 
PMCap: 55 PNCap:55 
PMPow:20 PNPow:20 
PMSpd: 17 PNSpd: 17 

Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 4 8 8 0 0 12 0 
Super 5 6 6 0 0 9 0 
Vital 2 4 4 0 0 6 0 
Non l 2 2 0 0 5 0 
Average 2 5 5 0 0 10 0 

Commentary at Description: 
AnotherThylacinus, this animal looks like a Jong tailed, striped 

wild dog with a thick gray and black striped coat. 

Yowler 
Illustration: Page 180 
ldentlfte.r: Animal, RepUlia, Tuerapslda. Cynodont 

Habitat: Interior IErth, lntennediate Band 
Size: l 2xhuman-size 

(8'T., 24'L.) 
Number Appearing: 5-50 (506) 
Modes at Rates of Movement: 

Walk(frot: 60 yds/BT and 90 yds/BT 
Run/Charge: 120 yds/BT and 180 yds/BT (1 BT only) 

Initiative Modlfters: Human Standard 
Outstanding K/S Areas/Sub-Areas at SIBEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and - /9/-
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 8 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 
Trample" 

25 
10 

c 
B/I .. 

206 
406 

10 
10 

• Applicable only when opponent is at the yowler's feet and is 
under 5 feet in height, or has been knocked down so as not 
to exceed that height. 

• • Impact damage cannot be absorbed by any type of armor 
except full Plate armor. 

Powers: Nil 

Statistical Detail: 
Base &heme (+/- 06) 
M (Cunning): 20 
MM: 10 
MMCap: 4 
MMPow: 5 
MMSpd: 5 

MR: 10 
MRCap: 4 
MRPow: 5 
MRSpd: 5 

~280, WL:210,C~25 

PM: 160 PN: 120 
PMCap: 78 PNCap: 52 
PMPow: 22 PNPow: 20 
PMSpd: 60" PNSpd: 48" 

• Divide by 12 for effective PMSpd of 5 and PNSpd of 4. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 8 12 16 0 0 20 0 
Super 6 9 12 0 0 15 0 
Vital 4 6 8 0 0 10 0 
Non 2 5 4 0 0 5 0 
Average 5 7 10 0 0 12 0 

Commentary at Description: 
This 8' tall herbivore is a bulky, odd-looking creature, for it 

alternates between an erect and semi'ISprawling gate/posture as it 
feeds in the vegetaUon. With its parrot-beaked face, it is able to tear 
up large chunks of roots or grazes on leaves and branches. These 
beasts have a distinct cry that is a cross between a yell and a howl 
(and hence the name). Mostly passive, they are not afraid to defend 
themselves and the herd from predators, and their stampede can be 
directed at, as well as away, from threats. 
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Alamosaurus 
Illustration: Page 188 
ldentifter: Animal, Archosauria. Sauropoda, Titanosaurid 
Habitat: Interior IErth, Equatorial Band, Cretaceous Region 
Size: 24xhuman-slze 

(50'-70' L) 

Number Appearingi 2-6 (203) 
(lfodes a Rates of (lfovement: 

Walk: 80 yds/BT 
Run/Charge: 160 yds/BT and 240 yds/BT ( 1 BT only) 

Initiative llfodifters: Human Standard 
outstanding K/S Areas/SUI>-Areas a smu: NII 
Joss Factors: 0 
Dodging/Avoidancei Nil and - /8/-
Attractiveness: Nil 
Invulnerabilities: Nil 
SUsceptibilities: NII 
Average Armor Protection: 13 
Quirks: Nil 

BAC Damage Type Base Bonus 
Bite or 10 p 203 
Stamp or 20 r 306 
Trample 10 r 606 
Tail*• 20 r 806 

• Impact damage cannot be absorbed by any type of annor. 
··Rear or to the sides only. 

Powers: Nil 

StatJstJcal Detail: 

30 
30 
30 
30 

Base Scheme (+/- 010) 
M (Cunning): 10 P:800, WL:600,CL:720 
MM:5 PM: 400 PN: 400 
MMcap: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRcap:2 
MRPow: 1 
MF.Spd: 2 

PMcap:262 PNC3p:262 
PMPow:42 PNPow:42 
PMSpd: 96• PNSpd: 96• 

• Divide by 24 for effective PMSpd and PNSpd of 4. 

Armor Schemez 
Area Pierce Cut Blunt Fire Chem. Stun ~lee. 

Ultra 12 16 24 0 4 32 16 
Super 9 12 18 0 3 24 12 
Vital 6 8 12 0 2 16 8 
Non 3 4 6 0 1 8 4 
Average 7 10 15 0 2 20 10 

Commentary a Desaiptloni 
Alamosaurus is a llzaJ'd.hlpped quadruped, 50-70'1n length. rount­

lng the lo!ll neck and tail. By using its tail for balance, It can stand on its 
hind legs, stretching upward to a height of 304-0', browsirYJ on the tops 
of trees. Though Alamosaurus is a peaceful herbivore, It can use its huge 
tall to smash at.adQ!ll predaors. These dinosaurs travel In small herds. 

Albertosaurus 
Wustratlom Page 188 
ldentJflen Animal, Archosauria. Theropoda. Tyrannosaurid 
Habitat: Interior /Erth, Equatorial Band. Cretaceous Region 
Sizei 12xhuman-slze 

(30' L; 11' T; 6000#) 
Number Appearing: 1or1-2 
(lfodes a Kates of llfovement: 

Walk: 125 yds/BT 
Run/Charge: 250 ydsfBT and 375 yds/BT (1 BT only) 

Initiative Modifiers: Human Standard 
outstanding K/S Areas/SUI>-Areas a smu: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and-/14/­
Atb'ac:tivenessi Nil 
lnwlnerabilitlesi Nil 
SUsceptibllities: NU 
Average Armor Protectloni 11 
Qulrksi NII 
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Attacks 
Bite 
Claws (x2) 

BAC 
50 
20 

Damage Type 
p 

C/P 

Base 
406+4 

103 

Bonus 
24 (26). 

12 

·Tue number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers; Nil 

StaUsUcal Detaih 
Base SCheme (+/- 06) 
M (CUnnlng): 10 ~440. WL:330,CV.396 
MM: 5 MR: 5 PM: 230 PN: 210 
MMcap: 2 
MMPow: I 
MMSpd: 2 

MRcap: 2 
MRPow: I 
MRSpd: 2 

PMcap: 98 PNcap: 102 
PMPow: 36 PNPow: 36 
PMSpd: 96 • PNSpd: 72 • 

• Divide by 12 for effective PMSpd of 8 and PNSpd of 6. 

Armor Scheme; 
Area Pierce Cut Blunt Fire Chem. Stun .Blee. 
Ultra 12 16 24 0 4 28 4 
Super 9 12 18 0 3 21 3 
Vital 6 8 12 0 2 14 2 
Non 3 4 6 0 1 7 l 
Average 7 10 15 0 2 17 2 

Commentary Ir Desaiptlon: 
Also known as Gorgosaurus. this 30' long. mas.slvely built 

tyrannosawid Is a short bodied, lizard-hipped carnivore. Sharp teeth fill 
the mouth In the large head. It ha5 three-toed. spreading feet at the base 

of Its plllar·Uke hind legs. and walks u.slng Its long. strong tall for balance. 
Albertosaurus has a pair of small arms with two.flngered claws on each 
trut It uses for grasping and holding prey. $ well $ for tearing food. 

Allosaurus 
lllustratlon: Page 187 

ldenUften Animal. Archosaurla. Theropoda, Allosaurid 
Habitat; Interior /Erth, equatorial Band, Jurassic Region 
Size: 12xhuman-slze 

(35' L; 17' T; 8000#) 

Number Appearing: 1 
Modes &! Rates or Movement; 

Walkfl'rot: 90 yds/BT and 180 yds/BT 
Run/Charge: 270 yds/BT and 360 (1 BT only) 

InitlaUve Modiftecs: Human Standard 
Outstanding K/S Areas/Sub·Areas &! smEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and -/18/­
Attractlveness: NU 

lnvulnerabllitles: Nil 
Susceptlbllitles: Nil 
Average Armor Protection: 12 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Claws (x2) 

Bite 
30 
45 

c 
p 

3D3 
406 

24 
24 (25)• 

·Tue number in parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

StaUstlcal Detaib 
Base SCheme (+/- 06) 
M (Cunning): 20 P: 520. WL: 390, CL: 468 
MM: 10 MR: 10 PM:260 PN:260 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MRcap: 4 
MRPow: 3 
MRSpd: 3 

PMcap: 116 PNcap: 116 
PMPow: 36 PNPow: 36 
PMSpd: 108* PNSpd: 108• 

•Divide by 12 for effective PMSpd and PNSpd of 9. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun .Blee. 
Ultra 12 16 24 4 4 28 8 
Super 9 12 18 3 3 21 6 
Vital 6 8 12 2 2 14 4 
Non 3 4 6 1 1 7 2 
Average 7 10 15 2 2 17 5 

Commentary Ir Desaiptlon: 
This huge theropod Is a bipedal carnivore similar In form to the 

Tyrannosaurus. Whlle the Allosaurus Is smaller. Its clawed forelimbs 
are not as small as those of the Tyrannosaurus and thus are used as 
major weapons of assault. The Allosaurus can use Its hands to grasp 
and tear food. They are not used for the primary attack of this 
predator; it uses the many sharp teeth In Its large head to rip Its prey. 

Anatosaurus 
mustratlon: Page 188 
ldenUften Animal. Archosaurla. Omlthopoda. Hadrosaurid 
Habitat; Interior !Erth. equatorial Band, Cretaceous Region 
Size: l 2xhuman-slze 

(30'40' L; 14' T; 7000#) 
Number Appearing: 10.100 (lDlO) 
Modes &! Rates or Movement; 

Walk/frot: 100 yds/BT and 200 yds/BT 
Run/Charge: 300 yds/BT 

lnitlatlve Modifters: Human Standard 
Outstanding K/S Areas/Sub-Areas &! sreEPa Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/12/­
Attractlveness: Nil 

lnvulnerabllitles: Nil 
Susceptlbilitles: Nil 

Average Armor Protection: 12 
Quilks: Nil 
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Attacks BAC Damage Type Base Bonus 
Talons {x2) and 
Bite or 
Tall Smash 

15 
10 
10 

c 2D3 
p 3D3 

B/I• 306 

• Impact damage cannot be absorbed by any type of annor. 

Powers: Nil 

Statistical Detail: 

16 
16 
16 

Base Scheme (+/- 06) 
M {Cunning): 10 P:400, WL:300,Cu 560 

MM: 5 MR: 5 PM: 180 PN: 220 

MMcap: 2 
MMPow: 1 
MMSpd: 2 

MRcap: 2 
MRPow: l 
MRSpd: 2 

PMcap: 80 PNcap: l 08 
PMPow:28 PNPow:40 
PMSpd: 72* PNSpd: 72' 

• Divide by 12 for effective PMSpd and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 

Ultra 12 16 24 0 4 28 4 

Super 9 12 18 0 3 21 3 

Vital 6 8 12 0 2 14 2 

Non 3 4 6 0 7 1 

Average 7 10 15 0 2 17 2 

Commentary a Description: 
This many-toothed, duck-billed herbivore is bipedal, and has 

rough. pebbly textured skin. Also called Trachodon, this "duck 
lizard" can sprint on long hind legs, balanced by its tail. It has shorter 
forelegs with hoof-like nails, and it uses these nails when browsing 
on all fours. Anatosauruses are herding animals, and are found in 

groups of 10 to 100. 

Ankylosaurus 
Illustration: See right 
Identifier: Animal, Archosauria. Ankylosaur, Ankylosaurid 
Habitat: Interior ..-'Erth, equatorial Band, Cretaceous Region 

Size: 12xhuman-size 
(25'-35' L; 6' W; 4' T; up to 10,000#) 

Number Appearing: 5-15 (5D3) 
Modes a Rates of Movement: 

Walk: 50 yds/BT 
Run/Charge: 100 yds/BT (I BT only) 

lnltlative Modiftas: Human Standard 
Outstanding K/S Areas/SUb-Areas a STEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/6/­

Attract1venes5: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 

Average Armor Protection: 31 
Qui?U: Nil 

Attacks BAC Damage Type Base Bonus 
Tall Smash 25 I* 206 24 

• Impact damage cannot be absorbed by any type of annor 
except run Plate armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme {+/- 06) 
M {Cunning): l 0 
MM:5 MR:5 

MRcap: 2 
MRPow: l 
MRSpd:2 

MMcap: 2 
MMPow: l 
MMSpd: 2 

P: 280, WL: 210, Cu 252 

PM: 150 PN: 130 
PMcap:78 PNCap:66 
PMPow: 36 PNPow: 28 
PMSpd: 36 * PNSpd: 36 * 

• Divide by 12 for effective PMSpd and PNSpd of 3. 

Armor Scheme: 

Area Pierce Cut Blunt !'ire Chem. Stun Blee. 

Ultra 40 48 60 4 4 60 4 

Super 30 36 45 3 3 45 3 

Vital 20 24 30 2 2 30 2 

Non 10 12 15 l l 15 l 

Average 20 30 37 2 2 37 2 

Commentary a Description: 
The AnJ\Ylosaurus (which means "&iffened liz.ardj Ls a heavily 

armored, quadrupedal herbivore. This 30 'longarchasaur Ls bird-hipped, 
and hasasqwi:. broOO bcxlyand four stubby~ Its broad face and blunt 
snout ends in a toothless beak. while it uses a supple, dub-like tail for 
defense again.st predators. f'or its main form of protection, the 
AnJ\Ylosaurus Ls covered with bands of thick oval plaes, with spikes on 
the back of its head and cheeks and along the edge of its bcxly as well. 
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Apatosaurus (Brontosaurus) 
lllu.straion: See below 
ldenllfter: Animal, Archosaur, Saurlschian, Sauropod 

Habitat: Interior /Erth, Equatorial Band, Jurrasslc Region 

Size: 24xhuman-size (70' L) 
Number Appearing: 5-15 (503) 

Modes and Rates of Movement: 
Walk: 80 yards/BT 
Run/Charge: 160 yards/BT. 24-0 yards/BT 

Initiative Modifters: Human Standard 

Outstanding K/S Areas/Sub-Areas a SIEEP: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nii and -/8/­

Attractiveness: Nil 
Invulnerabilities: Nil 

SuscepUblUties: Nil 
Average Armor Protection: 13 
Quirks: Nil 

Attacks BAC Damage Type 

Stomp 10 B/l • 

or 
Tall 15 B/J• 

or 
Trample 10 B/l• 

Base 
306 

306 

506 

Bonus 
27 

27 

27 

• Impact damage cannot be absorbed by any type of armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme, (+/-1010) 
M(Cunnlng): 10 P: 700, WL: 525, CL: 630 

MM: 5 MR: 5 PM: 350 PN: 350 

MMcap: 2 MRcap: 2 PMcap: 167 PNCap: 167 
MMPow: l MRPow: l PMPow: 39 PNPow: 39 

MMSpd: 2 MRSpd: 2 PMSpd: 144• PNSpd: 144• 

·01vlde by 24 for effective PMSpd and PNSpd of 6 

Armor Scheme 
Area Pierce Cut Blunt l'fre Chem. Stun e/ec. 
Ultra 12 16 20 4 4 20 4 
Super 9 12 15 3 3 15 3 

Vital 6 8 10 2 2 10 2 

Non 3 4 5 l 5 l 

Average 7 10 12 2 2 12 2 

Commentary and Description: 
The bird-hipped Apatosaurus (also called Brontosaurus by 

some) is another huge herbivore, roughly 70' In total length. Able to 
defend Itself with a smash of Its enormous tall, or a stamp from one 

of Its great legs, this dlplodocid prefers to live In peace. Its slow 

defenses are not a certain deterrent to assualt by carnosaurs, 

though, and molestation by the large predators ls common. 

Barapasaurus 
Dlustration: Page 187 
ldenllften Animal, Archosaurla. Sauropoda, Cetlosaurld 

Habitat: Interior /Erth, Equatorial Band, Jurassic Region 

Size: 12xhuman-size 
(35'-50' L) 

Nwnber Appearing: 20-4-0 ((103+l)xl0) 

Modes lt Rates of Movement.a 
Walk: 90 yds/BT 
Run/Charge: 180 yds/BT and 270 yds/BT (1 BT only) 

Initiative Modiftus: Human Standard 

Outstanding K/S Areas/Sub-Areas lt SIEEP: Nil 

Joss Factors: O 
Dodging/Avoidance: Nil and-/14/­

Altractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 8 
Quirks: Nil 
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Attacks BAC Damage Type Base Bonus 
Tall 20 B/I" 406 20 
or 
Stamp 15 B/I" 306 20 
or 
Trample 10 B/I " 506 20 

• Impact damage cannot be absorbed by any type of rumor. 

Powers: Nil 

StatJstJcaI Detail: 
Base Scheme (+/- 06) 
M (Cunning): l O P: 440. WL: 330, CL: 396 
MM: 5 MR: 5 PM: 220 PN: 220 
MM<:ap: 2 
MMPow: 1 
MMSpd: 2 

MR<:ap: 2 
MRPow: l 
MRSpd: 2 

PM<:ap: 104 PNcap: 104 
PMPow: 32 PNPow: 32 
PMSpd: 84" PNSpd: 84" 

• Divide by 12 for effectlve PMSpd and PNSpd of 7. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 8 12 16 4 4 20 8 
Super 6 9 12 3 3 15 6 
Vital 4 6 8 2 2 ·10 4 
Non 2 3 4 l 1 5 2 
Average 5 7 10 2 2 12 5 

Commentary a DescriptJon: 
One of the principal sauropods of its region. this huge and 

relatively slender herbivore has the build of Dlplodocus, though at 
50' length. It Is a smaller version. The Barapasaurus Is a llmrd-hlpped 
browser who can reach the treetops merely by shifting its weight onto 
Its rear feet and tali and craning its neck. It too uses the rear-up-and­
stamp<Iown defense practiced by its bigger cousin. 

Bary onyx 
DlustratJon: Page 182 

ldentlfter: Animal, Archosauria, Theropoda, Baryonychid 
Habitat: Interior /Erth, Equatorial Band, Jurassic Region 
Size: 6xhurnan-size 

(20'-30' L; 12' T; up to 3000#) 

Number Appearing: 1-3 (103) 
Modes a Rates of Movement: 

Walk: 80 yds/BT 

Run/Charge: 160 yds/BT and 240 yds/BT ( l BT only) 
Swim: 240 yds/BT 

lnitJative lllodiftersi Human Standard 
out.standing K/S Areas/SUb-Areas a SJUP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and -/17 /­
Attractlveness: Nii 
lnvulnaabWties: Nil 
Susceptibilities: Nii 
Average Armor Protection: 10 
Quirks: Nii 

Attacks BAC Damage Type Base Bonus 
Claws (x2) 

Bite 
45 
40 

c 
r 

306 12 (13)" 
5D3+5 12 

"The number In parentheses is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- D5) 
M (Cunning): 20 

MM: 10 MR: 10 
MM<:ap:4 MR<:ap:4 
MMPow: 3 

MMSpd: 3 
MRPow: 3 
MRSpd: 3 

P:280, WL:210, CL:252 

PM: 150 PN: 130 
PM<:ap: 66 PN<:ap: 64 
PMPow: 24 PNPow: 24 

PMSpd: 60" PNSpd: 42" 

• Divide by 6 for effectlve PMSpd of I 0 and PNSpd of 7. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 12 12 20 o· 0 24 4 
Super 9 9 15 o· 0 18 3 
Vital 6 6 10 o· 0 12 2 
Non 3 . 3 5 o· 0 6 
Average 7 7 12 o· 0 15 2 

• Animal in water - Invulnerable. 

Commentary a Description: 
This lizard-hipped creature Is a quadrupedal carnivore that 

inhabits rivers and lakes. The Baryonyx has a long. narrow skull filled 
with sharp teeth, and a huge curved daw (l · long) on each foot. It 
preys on aquatic life forms from f1Sh to other reptiles of a size of 
about up to Its own. 
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Brachiosaurus 
Illusb'ations Page 187 

Identiften Animal, Archosauria. Sauropoda, Brachlosaurid 

Habitat: Interior IErth. tquatorial Band. Jurassic Region 

Size: 24xhuman-slze 

(75'-85' L: 4-0' T: 19' Tat shoulder: 70-80 tons) 

Number Appearing: 1-10 (1010) 
Modes a Rates of Movement: 

Walk: I 00 yds/BT 

Run: 200 ydsjBT and 300 ydsjBT ( 1 BT only) 

Initiative Modifters: Human Standard 

Outstanding K/S Areas/Sub-Areas a STEEP1 Nil 

Joss Factors: 0 
Dodging/Avoidances NII and -/IO/­
Attractiveness: Nil 
lnvulnerabiUties: Nil 
SUsceptibllities: Nil 
Average Armor Protection: 18 

Quirks: Nil 

Attacks BAC Damage Type Base Bonus 

Tail 15 B/I• 6Dl0 so 
or 
Stamp 10 B/I. 5Dl0 so 
or 
Trample 10 B/I• 1006 so 

• Impact damage cannot be absorbed by any type of annor. 

Powers: Nil 

Statistical Details 
Base Scheme(+/- DlO) 
M (Cunning): 1 O 

MM: 5 
MMC0p: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 

MRC0p: 2 
MRPow: I 
MRSpd: 2 

P: 930. WL: 697. CL: 837 
PM: 510 PN: 420 

PMC0p: 328 PNcap: 238 

PMPow:62 PNPow:62 
PMSpd: 120• PNSpd: 120• 

• Divide by 24 for effective PMSpd and PNSpd of 5. 

Annor Scheme: 
Area Pierce Cut Blunt l'lre Chem. Stun ~lee. 

Ultra 16 24 40 8 12 40 12 

Super 12 18 30 6 9 30 9 

Vital 8 12 20 4 6 20 6 

Non 4 6 10 2 3 10 3 

Average 10 15 25 5 7 25 7 

Commentary a Description: 
In addition to Brachlosaurus. two even larger related species are 

lnduded under this llstJng. The details of the larger ones are given 

hereafter. 
The Brachlosaurus ls a glgantlc. lizard-hipped herbivore that 

weighs up to 80 tons and can reach an overall length of 75 feet. It 

has a massive body with a long neck. topped by a deeply domed head 

with a broad. flat snout. Its equally long tall ls a massive weapon that 

can break the neck of a Tyrannosaurus If it manages a lucl<y hit. 

SUPeRSAURUS: 

Weight up to 100 tons. Damage bonus 60. P1RAIT addition 70. 

ULTRASAURUS: 
Welghtupto 130tons.Damagebonus70.P1RAITaddlUon 180. 

Camarasaurus 
Wusb'ationa Page 187 

ldentifter: Animal, Archosauria. Sauropoda, Camarasaurid 

Habitat: Interior .iErth, tquatorial Band, Jurassic Region 

Size: 24xhurnan-slze 
(60'L, 15' Tat hips) 

Number Appearing: 5-15 (5D3) 

Modes a Rates of Movement: 
Walk: 125 yds/BT 

Run: 2SO ydsjBTand 375 yds/BT (1 BT only) 

Initiative Modifters: Human Standard 

Outstanding K/S Areas/Sub-Areas a STEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and-/12/­

Attzactivenes.s: Nil 
lnvulnerabWties: NII 
SUsceptiblUtJes: Nil 
Average Armor Protection: 12 
Quirks: Nil 

Attacks BAC Damage Type 

Tail 15 B/I• 

or 

Stamp 10 B/I. 
or 

Trample 10 8/1. 

Base 
706 

506 

606 

Bonus 
30 

30 

30 

• Impact damage cannot be absorbed by any type of annor. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- DlO) 

M (Cunning): 10 P: 800, WL: 600, CL: 720 

MM: 5 MR: 5 PM: 400 PN: 400 

MMcap: 2 MRcap: 2 PMcap: 214 PNcap: 214 

MMPow: 1 MRPow: 1 PMPow: 42 PNPow: 42 

MMSpd: 2 MRSpd: 2 PMSpd: 144• PNSpd: 144• 

• Divide by 24 for effective PMSpd and PNSpd of 6. 
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Armor Scheme: 
Area Pierce Cut Blunt !'ire Chem. Stun ~lee. 

Ultra 12 16 24 8 12 28 12 
Super 9 12 18 6 9 21 9 
Vital 6 8 12 4 6 14 6 
Non 3 4 6 2 3 7 3 
Average 7 10 15 5 7 17 7 

Commentary a Description: 
This gigantic sauropod is a quadrupedal herbivore that gathers 

in small herds. With Its Jong neck and tall, thls lizard-hipped giant can 
reach a length 60 feet. Using its tail for balance, it often browses the 
tops of conifers. 

Camptosaurus 
IDustration: See above 
ldentiften Animal, Archosauria. Ornithopoda, Iguanodont 
Habitat: Interior ~rth. equatorial Band, Jurassic Region 
Size: 12xhuman-slze 

(20' L; 7' T. at hips) 
Number Appearingi 5-20 (504) 
!'lodes tt Kates of Movement: 

Walk: 100 yds/BT 
Run/ Charge: 200 yds/BT and :300 yds/BT ( 1 BT only) 

Initiative l'lodiften: Human Standard 
Outstanding K/S Areas/SUb-Areas tt SIEEF: Nil 
Joss Factorsi 0 
Doclgbtg/Avoidancei Nil and-/11/­
Attractiveness: Nll 
lnwlnerabilities: Nll 
Susceptibilities: Nil 
Average Armor f'rotection: 8 
Quirks: Nil 

Attacks BA.C Damage Type Base Bonus 
Bite 
Jr 

15 r 203 12 

Tull Smash 20 B/l• 206 12 

• Impact damage cannot be absorbed by any type of armor. 

Powers: Nil 

Statistical Details 
Ba5e Scheme (+/- 06) 
M (Cunning): 20 P: 320, WL: 240, CL: 288 
MM: 10 PM: 170 PN: 150 

PMcap:74 PNcap:66 
PMPow: 24 PNPow: 24 

MMcap: 4 

MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 

MRfow: 3 
MRSpd: 3 PMSpd: 72• PNSpd: 60• 

• Divide by 12 for effective PMSpd of 6 and PNSpd of 5. 

Armor Schemes 
Area Pierce Cut Blunt Fire Chem. Stun ~lee. 

Ultra 8 12 16 4 4 20 4 
Super 6 9 12 3 3 15 3 
Vital 4 6 8 2 2 10 2 
Non 2 3 4 l 5 l 
Average 5 7 10 2 2 12 2 

Commentary a DescriptJoni 
The Crunptosaurus Is a very large bipedal herbivore. Its arms are 

shorter than its hind legs, with small hoof-like nails that allow them 
to be used as feet. Crunptosaurus often grazes on all fours. The skull 
of this saurian is Jong. low, and broad .• forming a pronounced beak. 
They are usually found in herds. 

Camotaurus 
IDustratJoni Page 188 
ldentlften Animal, Archosauria. Theropoda, Carnosaurld 
Habitat: Interior ~. equatorial Band, Cretaceous Region 
Size: 24xhuman-slze 

(4-0' L; 15' T; 10,000-12,000#) 
Number Appearing: 1·2 
!'lodes tt Kates of Movement: 

Walk(l'rot: 90 yds/BT and 180 yds/BT 
Run/Charge: 270 yds/BT and 360 yds/BT (1 BT only) 

Initiative Modifters: Human Standard 
outstanding K/S Areas/SUb-Areas a SIEEF: Nil 
Joss Flilctors: 0 
Dodging/Avoidance: Nil and-/12/­
AttractJveness: Nil 
lnwlnerabilitles: Nil 
SUsceptibillties: Nil 
Average Armor f'rotection: 8 
Quirks: Nil 
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Attacks RAC Damage Type Base Bonus 
Talons (x2) 35 c 2D3 26 
and 
Bite 25 p 206 26 
or 
Horns (x2)• 25 B/I .. 4D3 26 

• can only be used versus creatures of the same size or larger. 
• • Impact damage cannot be absorbed by any type of armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 406) 
M (Cunning): 20 
MM: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 

~660. WL:495.CV.594 
PM: 335 PN: 325 
PMcap: 153 mcap: 151 
PMPow:38 PNPow:30 
PMSpd: 144 • PNSpd: 144 • 

• Divide by 24 for effective PMSpd and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun .Blee. 
Ultra 8 12 16 4 4 20 4 
Super 6 9 12 3 3 15 3 
Vital 4 6 8 2 2 10 2 
Non 2 3 4 l l 5 l 
Average 5 7 10 2 2 12 2 

Commentary a Description: 
The Carnotaurus ls a huge theropod with a short snout, a 

relatively weak jaw for its tooth-filled maw. and two large. bull-like 
horns on its forehead. It Is bipedal. and has pebbly textured sl<ln­
a unique feature for an archosaur. 

Centrosaurus 
mustratlon: Page 188 
ldentiften Animal, Archosauria. Ceratopslan. Ceratopsld 
Habitats Interior IErth. equatorial Band, Cretaceous Region 
Size: 12xhwnan-slze 

(20' L; 6' T; 7000#) 
Number Appearing: 110-200 (lODlO+lOO) 
Modes a Rates of Movements 

Walk: 100 yds/BT 
Run/Charge: 200 yds/BT and 300 yds/BT (1 BT only) 

Initiative Modlfters: Human Standard 
Outstanding K/S Areas/Sub-Areas a SIEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and-/12/­
Attractlveness: Nil 
lnvulnerabllltles: Nil 
SUsceptlbJUUes: Nil 
Average Armor Protectloni 13 
Quirks: Nil 

Attacks RAC Damage Type Base Bonus 
Horn 
Trample 

25 
10 

p 405• 
B/16• 3D3 

22 
22 

• Plus 406 Impact Physical damage if charging. 
• • Impact damage cannot be absorbed by any form of armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 06) 
M (Cunning): 10 
MM: 5 MR: 5 
MMcap: 2 
MMPow: l 
MMSpd: 2 

MRcap: 2 
MRPow: 1 
MRSpd: 2 

P: 400, WL: 300, CV. 360 
PM:200 
PMcap: 94 
PMPow:34 
PMSpd: 72• 

PN:200 
PNC8p:94 
PNPow: 34 
PNSpd: 72• 

• Divide by 12 for effective PMSpd and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun .e/ec. 
Ultra 16 20 24 4 4 28 4 
Super 12 15 18 3 3 21 3 
Vital 8 10 12 2 2 14 2 
Non 4 5 6 l l 7 
Average 10 12 15 2 2 17 2 
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Commentary ar DescrtptJom 
The Centrosaurus. or •centra1-horne.d lizard• is a frill.shlelde.d 

ceratopslan with up to a two-foot-long forwankurvfng horn on the 

end of Its beak-like snout (a.9 contrasted to Monoclonlus' backward· 
curving one). In the center of the back edge of this archosaur's frill 
are two long. hook-like projections. Centrosaurus carries its large 

head dose to the ground. and feeds on low plants. These great 
herbivores gather In herds numbering between 110 and 200 Indi­

viduals. 
As noted. the statistics for this dinosaur can be used for 

Monoclonlus as well. 

Ceratosaurus 
Illustratlons Page 187 
ldentiften Animal, Archosawia. Theropoda. Ceratosawid 

Habitat: Interior IErth. ~uat.orlal Band. Jurassic Region 

Sizes 12xhurnan-slze 
(20'·25' L) 

rtwnbtt Appearlngs 4-6 (103+3) 
Modes ar Rates ol Movement: 

Walk: 125 yds/BT 
Run/Charge: 250 yds/BT and 375 yds/BT (1 BT only) 

lnitJative Mod.lftus: Human Standard 
out.standing K/S Areas/SUb-Areas ar sreus NII 

Joss Factorss 0 
Dodglng/Avoldanc:es NU and-/14/­
Atuactlvenesss Nil 

lnvulnerabWUess Nil 
SUsceptibllltiest Nil 
Average Armor Protectlom 11 

QuirU: Nil 

Attacks BAC Damage Type Base Bonus 

Claws (x2) 

Bite 

Powerss Nil 

Statistlcal Details 

Base Scheme (+/- 06) 
M (Cunning): 20 
MM: 10 

MMCsp: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRCsp:4 
MRPow:3 

MRSpd: 3 

c 203 
p 306 

20 
20 

P: 400, WL: 300, CL: 360 
PM: 200 PN: 200 
PMCsp: 84 PNC&p: 84 
PMPow:32 PNPow:32 
PMSpd: 04• PNSpd: 84• 

• Divide by 12 for effectJve PMSpd and PNSpd of 7. 

Armor Schemei 
Area Pierce Cut Blunt nre Chem. Stun Blee. 

Ultra 12 16 20 4 4 24 4 

Super 9 12 15 3 4 18 3 
Vital 6 8 10 2 2 12 2 

Non 3 4 5 1 1 6 

Average 7 10 12 2 2 15 2 

Commentary ar DesaiptJom 
The lizard-hipped Ceratosauru.s. or ·oorne.d lizard,• ts another 

carnivore that walks on Its hind legs and uses the daws on Its smaller. 

four.fingered hands for grasping and tearing food. This pack-hunting 

predator has a serrated crest and a narrow row of bony plates down 

Its back and tall. There are also bony ridges above Its eyes and a 

single horn on Its snout. The horn Is too small to be use.d for a 

weapon. and the principal attack of this carnlvore Is Its bite and 

talons. 

Oiasmosaurus 
WustratJom Page 188 
ldmt:illen Animal, Archosawia. Ceratopslan. Ceratopsld 

Habitat: Interior IErth. ~rial Band. Cretaceous Region 

Sizet 6xhurnarwilze 
(15' L) 

rtw:nbtt Appearinga 6-36 (606) 
Modes ar Rates ol Movement: 

Walk: 100 yds/BT 
Run/Charge: 200 yds/BT and 300 yds/BT (1 BT only) 

lnitJatfve ModJftus: Human Standard 
OUt.standing K/S Anu/SUb-Areas ar SJEU: Nil 

Joss Factorss O 
Dodging/Avoidances Nil and-/20/­
Atuactlvenesss Nil 
lnvulnaabWtlas Nil 
SUsceptfbllltfest Nil 
Average Armor Protectlons 13 

QuirUs Nil 

Attacks BAC Damage Type Base Bonus 

Horns 
Trample 

25 
15 

p 206+2· 18 

B/I•• 303 18 

• Plus 406 Impact Physical damage if charging. 
• • Impact damage cannot be absorbe.d by any form ~armor. 

Powusi NU 
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Statistical Detail: 
Base Scheme (+/- 0 5) 
M (Cunning): 1 O ~300. WL: 225.C~270 

MM: 5 PM: 150 PN: 150 
MMcap: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRcap: 2 
MRPow: l 
MRSpd:2 

PMcap: 60 PNcap: 60 
PMPow: 30 PNPow: 30 
PMSpd: 60" PNSpd: 60" 

·Divide by 6 for effective PMSpd and PNSpd of 10. 

Armor Schemes 
Area Pierce Cut Blunt l'/re Chem. Stun ~lee. 

Ultra 16 20 24 4 4 28 4 
Super 12 15 18 3 3 21 3 
Vital 8 10 12 2 2 14 2 
Non 4 5 6 1 1 7 1 
Average 10 12 15 2 2 17 2 

Commentary 8t Descriptiom 
The bird-hipped Chasmosaurus Is a quadrupedal ceratopsian, 

sporting two long. upward-<:wving horns on Its brow, and a single 
shorter horn on its snout. Its long shield Is frill-edged, with bony 
spikes and knobs. With such an armament. the 15' long herbivore 
can do serious damage to a predator with Its 20 mph charge. This 
dinosaur Is one of the earliest of the ceratopslan kind. 

Coelophysis 
Illustration: Page 189 
ldenUfteri Animal, Archosaurla. Theropoda, Podokesaurid 
Habitat: Interior .iErth, Equatorial Band, Triassic Region 
Size: l xhuman-size 

(10' L; 3' T; <5(}-100#) 
Number Appearing: ~ (203+2) 
Modes at Rates of Movement: 

Walk{I'rot: 120 yds/BT and 240 yds/BT 
Run/Charge: 360 yds/BT 

Initiative Modifters: Human Standard 
Outstanding KIS Areas/SUb-Areas 8t SIEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: 13 and - /44/­
AU.ractiveness: Nil 
Invulnerabilities: Nil 
SU.sceptibllities: Nil 
Average Armor Protection: 4 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
aaws (x2) 35 c 103 8 
Bite 40 P 203 8 

Powers: NII 

Statistical Detail: 
Base Scheme(+/- 03) 
M (Cunning): 20 P: 140, WL: 105, CL: 126 
MM: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

Armor Schemes 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 

PM:63 
PMcap:23 
PMPow:20 
PMSpd:20 

PN: 77 
PNC8p:29 
PNPow:24 
PNSpd:24 

Area Pierce Cut Blunt /'ire Chem. Stun ~lee. 

Ultra 4 8 8 0 0 8 0 
Super 3 6 6 0 0 6 0 
Vital 2 4 4 0 0 4 0 
Non 1 2 2 0 0 2 0 
Average 2 5 5 0 0 5 0 

Commentary at DescrlptJom 
Another of the smaller carnivores, this thin, bipedal hunter Is 

built for speed. Only 1 O' long and 3 · tall, the Coelophysls weighs up 
to 100 pounds. The creature has small, manipulative clawed hands 
and a mouth full of sharp teeth. When hunting. thls ferodous animal 
sometimes gathers In packs to bring down larger prey. Uke many 
smaller predatory dinosaurs, they are cannibalistic. 

Deinonychu.5 
lllustratJom Page 187 
ldenUften Animal, Archosaurla. Theropoda. Dromaeosaurld 
Habitat: Interior .iErth, E'.qwlt.orial Band, Jurassic Region 
She: lxhuman-slze 

(10'-13' L; 5' T; 15(}-1751) 
Number Appearing: 2-6 (203) 
Modes at Rates of Movement: 

Walk: 125 yds/BT 
Track/Trot: 200 yds/BT and 250 yds/BT 
Run/Charge: 375 yds/BT and 500 yds/BT (1 BT only) 

lnitJatlve Modifters: Human Standard 
Out.standing K/S Areas/SUb·Areas 8t STEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: 29 and -/60/­
AttractJveness: Nil 
lnvulnerabllltJes: NII 
SUsceptJblliUes: Nil 
Avenge Armor Protection: 3 
Quirks: Nil 
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Attacb MC Damage Type Base Bonus 
Claw (x2) and 20 c 103 18 

Bite or 25 p 203 18 

Kick· (Talonx2)t 4-0 C/P 306+3 18 

• Creature can leap through the air. up to 6' high. with a 24' 
spring. to attack-kick with clawed feet. Double PD If leaping 
and striking the target (I.e .. 606+6 plus 36 PMPow damage 
bonus). 

t Providing target Is 3xhuman-slze or larger, one attack only 
otherwise. 

Powers: Nil 

Statistical Detail: 
Base Scheme ( +/- 106) 
M (Cunning): 30 P:200. WL: 150,CL: 180 

MM: 18 MR: 12 
MMCap: 6 
MMPow: 6 
MMSpd: 6 

Armor Sc.heme: 

MRCap: 4 
MRPow:4 
MRSpd: 4 

PM: 100 PN: 100 
PMCap: 4-0 PNCap: 4-0 
PMPow: 30 PNPow: 30 
PMSpd: 30 PNSpd: 30 

Area Pierce Cut Blunt Fire Chem. Stun Elec. 

Ultra 4 8 4 0 0 8 0 

Super 3 6 3 0 0 6 0 

Vital 2 4 2 0 0 4 0 

Non 2 1 0 0 2 0 

Average 2 5 2 0 0 5 0 

Commentary a Description: 
Although about 5 · tall and 12' long. these creatures are lightly 

built much as are birds and weigh only about 160 pounds. This 
means they are lightly annored but very fast Indeed. 

These dinosaurs hunt In packs up to six strong. They run to 
attack. kick-slash with their 5 • long second toe claw. then retreat as 
quickly. aiming to bleed their prey to death. Note that when running 
,the clawed toe Is held up and so the weapon Is vertlcal. 

Dilophosaurus 
mustration: Page 189 
ldentifter: Animal. Archosawia. Theropoda. Megalosaurid 

Habitat: Interior IErth, Equatorial Band, Triassic Re.gion 
Size: 3xhuman-slze 

(20' L) 

Number Appearing: 2-4 (103+1) 
lllodes a Rates of lllovement: 

Walk(l'rot: 80 yds/BT and 160 yds/BT 
Run/Charge: 24-0 yds/BT and 320 yds/BT (1 BT only) 

Initiative !llod.iftersi Human Standard 
Out.standing K/S A.mls/SUb-Areas a smEP: Nil 
Joss Factors: 0 

Dodging/Avoidance: Nil and -/26/­
Attractiveness: NU 
Inwlnuabldties: Nil 
SU5ceptlb1Utles: Nil 
Average Armor Protection: 8 
Quirb: Nil 

Attacb MC Damage Type 
aaws (x2) 30 c 
and 
Bite• 25 ctp· 
or 
Kick 35 B 

• See Commentary & Descrlptlon below. 

Powers: Nil 

Statistical Detail: 

Base Bonus 
103 15 

206 15 

203 15 

Base Scheme (+/- 03) 
M (Cunning): 20 P: 24-0, WL: 180, CL: 216 

MM: 10 
MMCap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRCap:4 
MRPow:3 
MRSpd: 3 

PM: 110 PN: 130 
PMCap: 44 PNCap: 61 
PMPow: 27 PNPow: 30 
PMSpd: 39• PNSpd: 39• 

• Divide by 3 for effective PMSpd and PNSpd of 13. 

Armor Sc.heme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 8 12 16 0 0 16 0 

Super 6 9 12 0 0 12 0 

Vital 4 6 8 0 0 8 0 

Non 2 3 4 0 0 4 0 

Average 5 7 10 0 0 10 0 

Commentary a Description: 
The Dllophosauru.s. or ·tw~ed lizard,· Is an agile and 

graclle bipedal carnivore. a cousin of the Baryonyx. With Its two 
distinctive semicircular crests of bone rising on either side of the 
skull. It Is unmistakable. These crests look somewhat like a V. and 
have a slight purplish coloration. compared to the rusty and tan 

colors of the rest of the animal. The sharp. small teeth are used to 
snap up small victims. slash. or on large prey after It jumps on the 
victims In a flash of talons. 
• As an altematlve, assume that this camosaur Is unique In that It 

Is poisonous. If this option Is employed. then: 
Reduce movement rate to 60/120/180. 
Remove •KJck• attack mode and reduce bitlng damage 

to Base 203. Add Polson STR 100 (100/100/50) to bite. and 
add ·sp1t poison· to a range of 10 yards. any ·v.ta1· or better 
Strike Location blinding the opponent and delivering 50 
points of Physical damage in the process. 
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Diplodocus 
Illustration: Page 187 
Identifier: Animal. Archosauria Sauropoda. Diplododd 
Habitat: Interior /Erth, equatorial Band. Jurassic Region 
Size: 24xhurnan-s!ze 

(90' L; 45' T. 13' Tat hips; 8-10 tons) 

Number Appearing: 1 o-60 ( 1006) 
Modes 8t Rates of Movement: 

Walk: 90 yds/BT 

Run/Charge: 180 yds/BT and 270 yds/BT (1 BT only) 
Initiative Modifttts: Human Standard 
Outstanding K/S Areas/SUb·Areas 8t SIEEPi Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil and-/14/­
Attractiveness: Nil 

lnvulnerablllUes: Nil 
Susceptibilities: Nil 
Average Armor Protection: 9 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 

Stamp or 
Tail or 
Trample 

10 
20 
10 

B/I• 706 
B/I• 606 
B/I• 806 

40 
40 
40 

• Impact damage cannot be absorbed by any type of armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- DlO) 
M (Cunning): 10 
MM: 5 MR: 5 
MMcap: 2 
MMPow: 1 
MMSpd: 2 

MRcap: 2 
MRPow: 1 
MRSpd: 2 

P: 800, WL: 600, CL: 720 
PM: 400 PN: 400 
PMcap: 180 PNcap: 180 
PMPow:52 PNPow:52 
PMSpd: 168• PNSpd: 168• 

• Divide by 24 for effective PMSpd and PNSpd of 7. 

Armor Scheme: 

Area Pierce Cut Blunt Fire Chem. Stun l!lec. 
Ultra 8 12 20 4 4 20 8 
Super 6 9 15 3 3 15 6 
Vital 4 6 10 2 2 10 4 
Non 2 3 5 1 5 2 
Average 5 7 12 2 2 12 5 

Commentary 8t Description: 
One of the longest of the gigantic sauropods. Diplodocus attains 

a length of 90 feet. but weighs around 20,000 pounds. The name of 
this Immense animal means ·0ouble Beam,• because of the Y· 
shaped protrusions on Its tall vertebrae. These allow for extra muscle 
attachments that allow Diplodocu.s to whip Its tall from side to side. 
Its main defenses are Its 45' long tall, bulk. and Its fore!~. which 
It effectively uses to stamp smaller predators. Because Dlplodocu.s 
feeds by rearing up supported by Its hind I~ and tall. It also likes 
to rear up thus and bring Its fore!~ crashing down on an it.tacker 
This rearing position allows Dlplodocu.s to browse on treetop leaves 
nearly 50 feet off the ground. It has a tiny head. only two feet long. 
Because the head Is so small, most of the food consumed by this 
herbivore (and many other herbivorous dinosaurs, as well) Is 
·chewed· In the animal's gizzard, similar to that of most birds. 

Dravidosaurus 
Illustration: Page 188 
ldentifteri Animal. Archosaurla Stego.saut Stego.saurid 
Habitat: Interior IErth. equatorial Band, Cretaceous Region 
Slzei 6xhurnan-size 

(15' L) 

Number Appearing: 5-30 (506) 
Modes 8t Rates of Movement: 

Walk: 80 yds/BT 
Run/Charge: 160 yds/BT and 240 yds/BT (1 BT only) 

lnlUatlve Modifiers: Human Standard 

Outstanding K/S Areas/SUb-Areas 8t SIEEPi Nil 
Joss Factorsi O 
Dodging/Avoidances Nil and-/17/­
Attractivenes.s: Nil 
lnvulnerabllltiesi Nil 
Susceptlbllitles: Nil 
Average Armor Protectloni 16 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Tall (spiked) 25 

Powers: Nil 

StaUstlcal Detail: 
Base Scheme (+/- D5) 
M (Cunning): IO 
MM: 5 
MMcap: 2 
MMPow: l 

MMSpd: 2 

MR: 5 
MRcap: 2 
MRPow: 1 
MRSpd: 2 

p 403+4 18 

P: 260, WL: 195. CL: 234 
PM: 150 PN: 110 

PMcap: 60 PNcap: 47 
PMPow: 30 PNPow: 21 
PMSpd: 60• PNSpd: 42• 

• Divide by 6 for effective PMSpd of IO and PNSpd of 7. 
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Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 16 24 32 4 4 32 4 
Super 12 18 24 3 3 24 3 
Vital 8 12 16 2 2 16 2 
Non 4 6 8 1 8 1 
Average 10 15 20 2 2 20 2 

Commentary & Description: 
This 15' long bird-hipped quadruped has a massive body with 

a small head. Between the double row of bony plates along either 
side of Its backbone and the spiked tail, the bird-hipped herbivore 
is able to put up quite a fight, for Its nervous system Is amply 
equipped to manage the use of Its deadly tall. 

Dromreosaurus 
lllustrationz Page 188 
ldentlfter: Animal, Archosaurla. Theropoda, Orom~urid 
Habitat: Interior /frth, equatorial Band .• Cretaceous Region 
Size: lxhuman-slze 

(6'-10' L; 100#) 
Number Appearing: ~ (203+2) 
Modes & Rates of lllovemenb 

Walk(frot: 90 yds/BT and 180 yds/BT 
Run/Charge: 360 yds/BT and 450 yds/BT (l BT only) 

Initiative lllodl.fters: Human Standard 
Outstandlng K/S Areas/SUb-Areas & STEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/42/­
Attractlvenes.s: Nil 
Invulnerabilities: NU 
SUS<leptiblllties: Nil 
Average Armor Protection: 8 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Foreclaws (x2) 25 c 102 9 
and 
Bite 25 p 203 9 
or 
Kick (Hindclaw) 50 C/f 203 9 (11)" t 

• Double bonus 18 (22) if charging and leaping to strike oppo­
nent. 

tThe number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 03) 
M (Cunning): 20, BL: 32 P: 140. WL: 105.CL: 126 
MM: 10 MR: 10 PM: 70 PN: 70 
MMcap:4 MRcap:4 PMcap: 28 PNcap: 28 
MMPow:3 MR.Pow:3 PMPow:21 PNPow:21 
MMSpd: 3 MRSpd: 3 PMSpd: 21 PNSpd: 21 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 8 12 16 0 0 16 0 
Super 6 9 12 0 0 12 0 
Vital 4 6 8 0 0 8 0 
Non 2 3 4 0 0 4 0 
Average 5 7 10 0 0 10 0 

Commentary & Description: 
The name of this 8 ·long bipedal theropod means #swift lizard.# 

It is a lizard-hipped carnivore that walks on Its hind legs balanced by 
its tail. The small, lightweight body Is topped with a big head full of 
razor..sharp teeth. Its main attack Is to kick with the 3' eagle-like 
talons it has on the Inner toe of each foot. Though the arms of the 
Orom~urus are small. the three-clawed hands can grasp prey 
and tear food. This dinosaur is fast, agile, and intelligent. and uses 
a pack·l'mntlng technique to bring down larger prey. 

Hylreosaurus 
Illustration: Page 187 
Identlften Animal, Archosaurla. Ankylosaur, Nodosaurid 
Habitat: Interior ~rth. equatorial Band, Jurassic Region 
Size: 3xhuman-size 

(15' L) 
Number Appearing: :>16 (306) 

Modes & Rates of Movement: 
Walk: 100 yds/BT 
Run/Charge: 300 yds/BT and 400 yds/BT (1 BT only) 

lniliatlve lllodl.fte.rs: Human Standard 
OUtstandJng K/S Areas/SUb-Areas & STEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and-/14/­
Attractivenes.s: Nil 
lnwlnerabllltles: Nil 
Susceptibilities: Nil 
Average Armor Protection: 26 
Quirks: Nil 
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Attacks BAC Damage Type Base Bonus 
Tall 30 C/B 206 9 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 03) 
M (Cunning): 1 O P: 140, WL: 105, CL: 126 
MM: 5 PM: 70 PN: 70 

PMCap: 28 PNcap: 28 
PMPow: 21 PNPow: 21 

MMCap: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRCap: 2 
MRPow: 1 
MRSpd: 2 PMSpd: 21 * PNSpd: 21 * 

• Divide by 3 for effective PMSpd and PNSpd of 7 . 

Armor Scheme: 
Area Pierce Cut Blunt l'ire Chem. Stun l!iec. 
Ultra 32 40 48 4 4 48 4 
Super 24 30 36 3 3 36 3 
Vital 16 20 24 2 2 24 2 
Non 8 10 12 1 1 12 1 
Average 20 25 30 2 2 30 2 

Commentary ar Description: 
This bird-hipped animal Is a nodosaurid, which Is an early type 

of Ankylosaur. The Hylaeosaurus has a narrow head, an armor-plated 
body and tail. and a series of sharp spikes and ridges on Its flank.s 
and tail for protection. This herbivorous grarer Is speedy for a 
quadrupedal dinosaur. especially one so effectively armored. 

lguanodon 
Illustration: Page 187 

ldenUfter: Animal. Archosaurla. Omithopoda. Iguanodontld 
Habitat: Interior IErth. Equatorial Band. Jurassic Region 
Size: 12xhuman-size 

(25'·35' L; 15' T; up to 10,0001) 
Number Appearing: 10-50 (1005) 
Modes 8r Rates of Movement: 

Walk{l'rot: 100 yds/BT and 200 yds/BT 
Run/Charge: 300 yds/BT 

Initiative Modlfters: Human Standard 

Outstanding K/S Areas/SUb-Areas 8r SIEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: NII and -/9/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: NII 
Average Armor Protection: 10 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Claw Spike (x2) 20 c 106 16 
and 
Bite 10 p 303 16 
or 
Tall Smash 10 B/I* 306 16 

• Impact damage cannot be absorbed by any type of armor. 

Powen: Nil 

Statistical Detail: 
Base Scheme (+/- 06) 
M (CUnnlng): 10 

MM: 5 MR: 5 
MMCap: 2 
MMPow: 1 
MMSpd: 2 

MRCap:2 
MRPow: 1 
MRSpd: 2 

P: 348, WL: 261, CL: 313 
PM: 180 PN: 168 
PMCap: 92 PNcap: 92 
PMPow:28 PNPow:28 
PMSpd: 60* PNSpd: 48* 

• Divide by 12 for effective PMSpd of 5 and PNSpd of 4. 

Armor Schemes 
Area Pierce Cut Blunt /'Ire Chem. Stun /!Jee. 
Ultra 12 16 20 4 4 20 4 
Super 9 12 15 3 3 15 3 
Vital 6 8 10 2 2 10 2 
Non 3 4 5 1 1 5 1 
Average 7 10 12 2 2 12 2 

Commentary a Description: 
The lguanodon Is a 30' long bipedal herbivore. This duck-billed 

omlthlschlan has three toes on Its feet, and flve fingers on Its hands 
that end In hoof·Uke nails, one of which, the thumb, Is a spike for 
defense. Uke the Anatosaurus. the lguanodon moves about on Its 
two hind I~. but browses on all fours. The Iguanodon Is a social 
animal. and lives In herds of 10 to 50. 

Animalia and Unique Flora/Interior ~rth-Dinosaurs GOW 303 



Kentrosaurus 
Dlustration: Page 187 
ldenUfter: Anlmal, Archosaurla. Stego.saur, Stego.saurid 
Habitat: Interior IErth, Equatorial Band, Jurassic Region 

Size: 12xhurnan-slze 
(16'·20' L; 2.500-4,000#) 

Number Appearingi 5-15 (5D3) 
Modes 8t Rates or Movements 

Walk: 90 yds/BT 

Run/Charge: 180 yards/BT and 270 yds/BT (1 BT only) 
Initiative Modifters: Human Standard 
Outstanding K/S Areas/SUb-Areas 8t smEF: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and - /8/-
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 16 

Quirks: Nil 

Attacks BAC Damage Type 

Tail (spiked) 25 P 
Back Rush• 15 P 

• Possible only If no tall attack Is attempted. 

Powers: Nil 

Statistical Detail: 

Base 

4D3 
406 

Bonus 
18 
18 

Base Scheme (+/- 06) 
M (Cunning): 1 O P: 320, WL: 240, CU. 288 
MM: 5 MR: 5 
MMCap: 2 
MMPow: 1 
MMSpd: 2 

MRCap: 2 
MRPow: 1 
MRSpd: 2 

PM: 160 PN: 160 
PMCap:82 PNCap:82 
PMPow: 30 PNPow: 30 
PMSpd: 48° PNSpd: 48° 

• Divide by 12 for effective PMSpd and PNSpd of 4. 

Armor Sdteme: 
Area Pierce Cut Blunt l"lre Chem. Stun Blee. 
Ultra 16 24 32 4 4 32 4 
Super 12 18 24 3 3 24 3 

Vital 8 12 16 2 2 16 2 

Non 4 6 8 1 1 8 1 
Average 10 15 20 2 2 20 2 

Commentary 8t Desaiption: 
This creature Is armored with a double row of narrow, triangular 

bony plates on either side of its spine. These plates are grouped In 
pairs along the neck. shoulders and back, then are replaced from the 
middle of the back to the tip of the tall by spikes up to 2 ' In length. 
The Kentrosaurus has a pair of extra-long spikes at hip level on both 
sides. This 16-20 foot long herbivore is found in herds of up to 15 

animals. 

Megalosaurus 
Dlustration: Page 187 
ldenUften Anlmal, Archosaurla, Theropoda, Megalo.saurid 
Habitats Interior IErth, Equatorial Band, Jurassic Region 
Size: 12xhurnan-slze 

(25~30' L; 9~10' T; 1-2 tons) 

Number Appearing: 1or1·2 
Modes 8t Rates or Movements 

Walk: 120 yds/BT 
Run/Charge: 240 yds/BT and 360 yds/BT ( 1 BT only) 

Initiative Modiftus: Human Standard 
outstanding K/S Areas/SUb-Areas 8t smui Nil 
Joss Flilctors: O 
Dodging/Avoidance: Nil and-/16/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 12 
Quirl(s: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 40 
Claws (x2) 25 

Powers: Nil 

Statistical Detaib 
Base Scheme(+/- 06) 
M (Cunning): 20 

MM: 10 
MMCap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRCap: 4 

MRPow: 3 
MRSpd: 3 

P 306 22 

C/P 203 11 

P:460, WL:345,CU.414 
PM:230 PN: 230 
PMCap: 100 PNCap: 100 
PMPow:34 PNPow: 34 
PMSpd: 96° PNSpd: 96° 

• Divide by 12 for effective PMSpd and PNSpd of 8 . 

Armor Sdteme: 
Area Pierce Cut Blunt fire Chem. Stun Blee. 
Ultra 12 16 20 4 4 24 4 

Super 9 12 15 3 3 18 3 

Vital 6 8 10 2 2 12 2 

Non 3 4 5 1 6 1 

Average 7 10 15 2 2 17 2 

Commentary a Desaiptioni 
This early predator Is another of the bipedal theropod carni­

vores. The mighty Me!Jllosaurus has strong. clawed fingers and toes. 
As typical of these creatures, Its primary attack is with Its large head 
and sharp teeth. 

MonodoniU5 
See Centrosaurus 
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Nemegtosaurus 
Ulustration: Page 188 
l denUften Archosaur, Saurlschlan, Sauropod 

Habitat: Interior IErth, Equatorial Band, Cretaceous Region 
Size: 24><.human-slze 

(60' L) 

Number Appearing: 5-15 
Modes tJt Rates of Movement: 

Walk: 60 yds/BT 
Run: 240 yds/BT 

·Initiative Modifte.rs: Human Standard 
Outstanding K/S Areas/Sub·Areas lJt SIEEPi Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil 
Attractiveness: Nil 
Invulnerabilities: Nil 
Susc:eptlbilitles: Nil 
Average Armor Protection: 10 

Quirks: Nil 

Attacks BAC Damage Type Base Bonus 

Stamp 10 B/I• 306 27 

or 
Tail 15 B/I• 306 27 

or 
Trample IO B/I• 506 27 

• Impact Damage can not be absorbed by any type of armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- DlO) 
M (Cunning): 10 
MM: 5 MR: 5 
MMcap: 2 
MMPow: 1 
MMSpd: 2 

MRcap: 2 
MRPow: 1 
MRSpd: 2 

~700, WL:525,C~630 

PM: 350 PN: 350 
PMcap: 167 mcap: 167 
PMPow:39 PNPow:39 
PMSpd: 144 • PNSpd: 144 • 

• Divide by 24 for effective PMSpd and PNSpd of 6. 

Armor Scheme: 

Area Pierce Cut Blunt I' ire Chem. Stun ~Jee. 

Ultra 12 16 20 4 4 20 4 

Super 9 12 15 3 3 15 3 

Vital 6 8 10 2 2 10 2 

Non 3 4 5 1 1 5 l 
Average 7 10 12 2 2 12 2 

Conunentary tJt Description: 
The bird-hipped Nemegtooaurus is another huge herbivore, roughly 

60' In tct.al lenglh. Able to defend Itself wlUt a smash c:i its enormous tail, 
or a stamp from one of Its great ~ this dlplododd prefers to live In 
peace. Its slow defenses are not a cert.aln deterrent to assault by 
camosaurs, Utough. and molestation by Ute large preditors is common. 

Omithomirrus 
Dlustratlon: Page 188 
ldenUften Animal, Archosawia. Theropoda. Omlthomlmld 
Habitat: Interior IErth, Equatorial Band, Cretaceous Region 

Size: 2x.human-slze 
(12' L; 8' T) 

Number Appearing: 4-12 (403) 
Modes tJt Rates of Movement: 

Walk/frot: 110 yds/BT and 220 yds/BT 
Run/Charge: 330 yds/BT and 44-0 yds/BT (1 8T only) 

lnltiat1ve Modifte.rs: Human Standard 
Outstanding K/S Areas/SUb-Areas lJt SIEEPi NII 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/20/­
Attractiveness: Nil 

Inwlnerabllitles: Nil 
SU.sceptibllitles: Nil 
Average Armor Protection: 8 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 

Kick 30 
Trample 10 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- D3) 
M (Cunning): l 0 

MM:5 MR: 5 
MRcap: 2 
MRPow: l 
MRSpd:2 

MMcap: 2 
MMPow: 1 

MMSpd: 2 

c 2D3 3 
B 2D3 3 

P: 160, WL: 120, CL: 144 

PM: 80 PN: 80 
PMcap: 45 PNcap: 45 
PMPow: 15 PNPow: 15 
PMSpd: 20· PNSpd: 20• 

• Divide by 2 for effective PMSpd and PNSpd of 10. 

Armor Scheme: 
Area Pierce Cut Blunt l'Jre Chem. Stun ~Jee. 

Ultra 8 12 16 0 0 16 0 

Super 6 9 12 0 0 12 0 

Vital 4 6 8 0 0 8 0 

Non 2 3 4 0 0 4 0 
Average 5 7 10 0 0 10 0 

Conunentary tJt Description: 
This long-leg;Jed sprinter ls completely bipedal. Its dextrous, 

clawed fingers are too small to do much more than grasp and tear 
food. The head of Utis 12' long Uteropod has no teeth. but a birdlike 
beak instead (and Utus Ute meaning of Ute name, which means "Bird 
Imitator"). Able to reach speeds of up to 30 mph. this omnlvore­
ovlraptor's speed and intelligence are Its best defenses as it steals 
oilier dinosaurs' eggs and flees. 
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Ouranosaurus 
Wu.stration: Page 188 
ldent.iften Animal. Archosauria. Omithopoda, lguanodontid 
Habitat: Interior /Erth, Equatorial Band. Cretaceous Rewon 
Size: 12xhuman-slze 

(23'-30' L; 16.5' T) 

Number Appearingi 5-30 (506) 
Modes a Kates of Jllovemenb 

Walk{I'rot: l 00 yds/BT and 200 yds/BT 
Run/Charge: 300 yds/BT 

Initiative Modifters: Human Standard 
out.standing K/S Areas/SUb-Areas a smu: Nil 

Joss Factors: 0 
Dodging/Avoidance: Nil and-/12/­
AttractiveneM: Nil 
Invulnerabilities: Nil 
SUsceptibillties: Nil 
Average Armor Protection: 10 

Quirks: Nil 

Attacks BAC Damage Type Base Bonu.s 
Bite 
and 
Tail 

20 

15 

p 203 

B/I• 306 

• Impact damage cannot be absorbed by any type of armor. 

l"owers: Nil 

Statistical Detail: 

12 

12 

Base Scheme (+/- 06) 
M (Cunning): 10 P: 340, WL:255.CL:306 

MM: 5 
MMcap: 2 
MMPow: 1 

MMSpd: 2 

MR: 5 
MRcap: 2 
MRfow: 1 
MRSpd: 2 

PM: 170 PN: 170 
PMcap:74 PNcap:74 
PMPow:24 PNPow:24 
PMSpd: 72• l'NSpd: 72• 

• Divide by 12 for effective PMSpd and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun Blee. 
Ultra 12 16 20 4 4 20 4 
Super 9 12 15 3 3 15 3 
Vital 6 8 IO 2 2 IO 2 

Non 3 4 5 1 l 5 
Average 7 10 12 2 2 12 2 

Commentary a Description: 
This bird-hipped herbivore Is bipedal when moving. but prefers 

Pachycephalosaurus 
ruu.stration: Page 186 
ldent.iften Animal, Archosauria. Omlthopoda. Pachycephalosaurid 
Habit.ab Interior IErth. Equatorial Band, Cretaceous Rewon 
Size: 12xhuman-slze 

(15'-25' L) 

Number Appearingi 5-30 (506) 
Modes a Rates of Movemenb 

Walk: 100 yds/BT 
Run/Charge: 200 yds/BT and 300 yds/BT 

Initiative Modifters: Human Standard 
out.standing K/S Areas/SUb-Areas a smu: Nil 

Joss Factors: O 
Dodging/Avoidance: Nil and-/12/­
AtuactiveneM: Nil 

Invulnerabilities: NII 
SUsceptibillties: Nil 
Average Armor l"rotection: 15 

Quirks: Nil 

Attacks BAC Damage Type Base Bonu.s 
Head butt 25 B/I• 403+4 8 
or 
Tail 10 B/I• 206 8 
or 
Trample 10 B/I• 306 8 

• Impact damage cannot be absorbed by any type of armor. 

l"owers: Nil 

StatJst1cal Details 
Base Scheme (+/- 06) 
M (Cunning): 10 
MM:5 MR: 5 

MRcap: 2 
MRfow: l 
MRSpd: 2 

MMcap: 2 
MMPow: l 
MMSpd: 2 

P: 350. WL: 262, CL: 315 
PM: 180 PN: 170 
PMcap: 88 PNcap: 7 4 
PMPow: 20 PNPow: 24 
PMSpd: 72 • PNSpd: 72 • 

• Divide by 12 for effective PMSpd and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt f'Jre Chem. Stun eJec. 
Ultra 12 16 32 4 4 40 4 

Super 9 12 24 3 3 30 3 

Vital 6 8 16 2 2 20 2 

Non 3 4 8 1 1 IO l 
Average 7 10 20 2 2 25 2 

to browse on all fours. It has a fin on Its back from shoulder to mid- Commentary a Description: 
tall. and Its long. low skull slopes to a wide. flat duck-billed snout. The most unusual feature of this duck-billed herbivore Is the 

306 

large, 9' thick bone plate covering its brain. Pachycephalosaurus Is 
20' long. bipedal. and has a long. heavy tall for balance. This creature 
gathers In herds of up to 30 In number. 
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Panoplosaurus 
Illustration: See below 
ldentlfter: Animal, Archosaurla. Ankylosaur, Nodosaurld 

Habitat: Interior /Erth, Equatorial Band, Cretaceous Region 
Size: 12xhuman-si:ze 

(15'-20' L; 6()()().8()00#) 

Number Appearing: 6-36 (606) 
Modes tr Kates of Movement: 

Walk: 80 yds/BT 

Run/Charge: 160 yds/BT and 240 yds/BT ( 1 BT only) 
Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas tr SIEEP: Nil 

Joss Factors: O 
Dodging/Avoidance: Nil and -/6/-
Attractlveness: Nil 
Invulnerabilities: NII 
Susceptlbllltles: Nil 
Average Armor Protection: 31 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 

Tail Smash 
Trample 

20 
15 

B/I* 
r 

206 15 
2D3+Speclal* * I5 

• Impact damage cannot be absorbed by any type of armor. 
• • 20% chance of Impaling the target (automatically causing Ultra­

Vital damage). 

Powers: Nil 

StatlsUcal Detail: 
Base Scheme (+/- 06) 
M (Cunning): 10 

MM:5 

P: 240, WL: 180, CL: 2I6 

PM: 120 PN: 120 
MMcap: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRcap: 2 
MRPow: 1 

MRSpd:2 

PMcap: 57 PNcap: 57 
PMPow: 27 PNPow: 27 
PMSpd: 36* PNSpd: 36• 

• Divide by 12 for effective PMSpd and PNSpd of 3 . 

Armor Scheme: 
Area Pierce Cut Bl unt rtre Chem. Stun £Jee. 
Ultra 40 48 60 4 4 60 4 
Super 30 36 45 3 3 45 3 
Vital 20 24 30 2 2 30 2 
Non IO 12 15 1 1 15 1 
Average 20 30 37 2 2 37 2 

Commentary tr Description: 
The Panoplo.saurus is a form of Ankylosaur called a nodosaurld. 

It has broad square plates with keels arranged In bands across its 
neck and shoulders, and the re.st of its back covered in smaller, bony 

studs. In addition. there are large spikes angled to the side and front 
guarding its flanks and especially its shoulders. When facing down 
a foe of equal or lesser size, Panoplosaurus can and will charge with 

Its shoulder spikes. If a successful trampling attack is made, the 
dinosaur has a 20% chance of Impaling the target (automatically 
causing Ultra-Vital damage). 

Parasaurolophus 
Olusb"ation: Page 186 
Identifier: Animal, Archosaurla. Omlthopoda. Hadrosaurid 
Habitat: Interior /Erth, Equatorial Band, Cretaceous Region 

Size: 12xhuman-sl:ze 
(30'L; 16'T;7000#) 

Number Appearing: 848 (806) 

Modes tr Kates of Movement: 
Walk; 100 yds/BT 
Run/Charge: 200 yds/BT and 300 yds/BT (I BT only) 

Initiative Modifters: Human Standard 
Outstanding K/S Areas/SUb-Areas tr SIEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and - /18/­
Attractiveness: NII 
Invuln erabilities: NII 
Susceptibilities: Nil 
Average Armor Protection: I I 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 

Tail or 
Trample 

15 
10 

B/I* 

B/I* 

306 
206 

• Impact damage cannot be absorbed by any type of armor. 

30 
30 
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Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 06) 
M (Cunning): l 0 P:500. WL:375,CL:450 
MM: 5 PM: 260 PN: 24-0 

MMcap: 2 
MMPow: l 
MMSpd: 2 

MR: 5 
MRcap: 2 
MRPow: l 
MRSpd: 2 

PMcap: ll 0 PNcap: ll 0 
PMPow:42 PNPow:22 
PMSpd: 108. PNSpd: 108. 

• Divide by 12 for effective PMSpd and PNSpd of 9. 

Armor Scheme: 

Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 12 16 20 4 4 24 4 

Super 9 12 15 3 3 18 3 

Vital 6 8 10 2 2 12 2 

Non 3 4 5 6 

Average 7 10 12 2 2 15 2 

Commentary lt Description: 
The Parasaurolophus is a 30' long bipedal herbivore with a 5' 

long crest that extends back over the animal's shoulders. This crest, 
which Is smaller in females, is a hollow tube that the duck-billed 
saurians use as a strident horn to send their mating call. 

Plateosaurus 
Illustration: Page 189 
Identifier: Animal, Archosauria, Sauropoda, Plateo.saurid 
Habitat: Interior /Brth, Equatorial Band, Triassic Region 

Size: l 2xhuman-size 
(25' L) 

Number Appearing: 1~100 (10010) 
Modes lt Rates of Movement; 

Walk: 60 yds/BT 
Run/Charge: 120 yds/BT and 24-0 yds/BT ( 1 BT only) 

Initiative Modifters: Human Standard 
Outstanding K/S Areas/SUb-Areas lt sreel': Nil 
J oss Factors: 0 
Dodging/Avoidance: Nil and-/ 12/­
Attractivenes.s: Nil 
lnwlnerabilities: Nil 

Susceptibilities: Nil 
Average Armor Protection: 8 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 

Bite 15 p 203 12 

or 
Stamp 10 B/I• 206 12 

or 
Trample 10 B/I• 306 12 

• Impact damage cannot be absorbed by any type of armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 06) 
M (Cunning): l 0 P: 34-0, WL: 255, CL: 306 
MM: 5 MR: 5 PM: 170 PN: 170 

PMcap:74 PNC3p:74 
PMPow:24 PNPow:24 

MMcap: 2 
MMPow: 1 
MMSpd: 2 

MRcap:2 
MRPow: l 
MRSpd: 2 PMSpd: 72• PNSpd: 72• 

• Divide by 12 for effective PMSpd and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 12 12 16 0 0 16 4 

Super 9 9 12 0 0 12 3 

Vital 6 6 8 0 0 8 2 

Non 3 3 4 0 0 4 l 
Average 7 7 10 0 0 10 2 

Commentary lt Description: 
The lizard-hipped Plateosauru.s, or •flat lizard.• ls a huge herbi­

vore. Uke most sauropodS. It has a long neck. and Its tall ls about half 
of the animal's length. It moves on all fours mo& of the Ume, but 
when browsing, It rears up on Its hind legs to reach the tops of the 
conifers and cycads upon which It normally feeds. This sauropod 
travels In herds of 1 O to 100 Individuals. 

Psittacosaurus 
m ustratlon: Page 186 
lde.ntifter: Animal. Archosaurla, Omlthopoda, Psittacosaurid 
Habitat: Interior /Erth, Equatorial Band, Cretaceous Region 

Size: l xhuman-size 
(6' L) 

Number Appearing: ~o (203xl0) 
Modes lt Rates of Movement: 

Walk: 80 yds/BT 
Run/Charge: 24-0 yds/BT and 320 yds/BT ( l BT only) 

Initiative Modifters: Human Standard 
Out.standing K/S Areas/SUb-Areas lt sreel': Nil 

Joss f'.actors: O 
Dodging/Avoidance: 5 and -/36/-
Attractlveness: Nil 
Inwlnerabllltles: NII 
Susceptibilities: Nil 
Average Armor l"rotectlom 8 
Quhks: Nil 

Attacks BAC Damage Type Bonus 
35 p 106 l 

Powers: Nil 
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Statistical Detail: 
Base Scheme (+/- 0:3) 
M (Cunning): 10 

MM: 5 MR: 5 
~ 100, WL: 75.CL:90 
PM: 50 PN: 50 
PMcap: 19 mcap: 19 MMcap: 2 

MMPow: 1 
MMSpd: 2 

MRcap: 2 
MRPow: 1 
MRSpd: 2 

PMPow: 13 PNPow: 13 

PMSpd: 18 PNSpd: 18 

Armor Scheme: 
Area Pierce Cut Blunt l'lre Chem. Stun ~Jee. 

Ultra 8 12 16 0 0 20 0 

Super 6 9 12 0 0 15 0 

Vital 4 6 8 0 0 10 0 

Non 2 :3 4 0 0 5 0 

Average 5 7 10 0 0 12 0 

Conunentary a Description: 
The ·parrot lizard," or Psittacosaurus. Is a bipedal. human-6ized 

herbivore. The name Is derived from the animal's square skull and 

parrot-like beak. These creatures are always found In herds. 

Pterancx:ion 
Illustration: Page 189 

ldentJfter: Animal, Archosauria. l'terosauria. l'terodactylld 

Habitat: Interior .IErth. Equatorial Band. All Regions 

Size: 2xhuman-slze 
(5'-8' L; 18'-23' wing.span) 

Number Appearing: Z..12 (206) 

Modes a Rates or Movemenu 

Walk: 30 yds/BT 
fly: 150 yds/BT 
Dive/Swoop: 450 yds/BT 

Initiative Modifters: Human Standard 

Outstanding K/S Areas/Sub-Areas a STEEP: Nil 

Joss Factors: 0 
Dodging/Avoidance: NII and -/30-
Attractiven~: Nil 
Invulnerabilities: Nil 

Susceptibilities: Nil 
Average Armor Protection: 2 

Quirks: Nil 

Attacks BAC Damage Type 
Talons (X2) or 
Bite 

30 
45 

• Double PD If a diving attack. 

c 
p 

Base 

103 
::s06· 

Bonus 

4 
4 (5)• 

''The number In parentheses Is the damage bonus with the 

damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 03) 
M (Cunning): 20 P: 150, WL: 112, CL: 135 

MM: IO MR: 10 PM: 75 PN: 75 
PMcap: 30 PNGap: 30 
PMPow: 15 PNPow: 15 

MMcap: 4 
MMPow: 3 
MMSpd: 3 

MRcap: 4 
MRPow: 3 
MRSpd: 3 PMSpd: 30• PNSpd: 30• 

• Divide by 2 for efTectlve PMSpd and PNSpd of 15. 

Armor Scheme: 
Area Pierce Cut Blunt !'ire Chem. Stun ~lee. 

Ultra 4 4 4 0 0 4 0 

Super :3 3 3 0 0 3 0 

Vital 2 2 2 0 0 2 0 

Non 1 1 1 0 0 1 0 

Average 2 2 2 0 0 2 0 

Commentary a Description: 

This large pterosaur has a short. lallless body. and a large crest 

on the back of Its head. It Is a highly maneuverable gJlder. utilizing 

the crest for steering and stabilization. Although Its jaws have no 

teeth. the sharply pointed end Is used for piercing enemies, and It 

often feeds upon fish by scooping them up and swallowing them 

whole. much like a pelican. 

This creature originates In the Cretaceous Region. though lt ls 

not restricted to this habitat by any natural barriers. The power of 

flight thus enables It to roam the extent of the Equatorial Band. 

Pterodactyl 
mustration: Page 189 

ldenU.lien Animal. Archosauria. l'terosauria. l'terodactylld 

Habitat: Interior .IErth, Equatorial Band, All Regions 

Size: 0.25xhuman-slze 
(l'-2' L; 3'-5' wing.span) 

Number Appearing: 4-24 (406) 

Modes a Rates or Jllovemenu 

Walk: 20 yds/BT 
fly: 200 yds/BT 
Dive/Swoop: 600 yds/BT 

Initiative Jllodifters: Human Standard 

Outstanding K/S Areas/SUb-Areas a STEEP: Nil 
Joss Factors: O 

Dodging/Avoidance: 9 and -/40/­
Attractiven~: NII 
InvulnerabWtJes: Nil 
Susceptibllltles: Nil 
Average Armor Protectlon: 2 
Quirks: NII 
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Attacks BAC Damage Type Base Bonus 
Talons (x2) 

or 
Bite (beak) 

35 c 103 0 

p 203 0 

• BAC Increases to 60 and PD Increases to 403 plus 3 (7) bonus 
If diving to attack. ('Ibe number In parentheses Is the damage 
bonus with the damage bonus due to h!gh BAC added.) 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 02) 
M (Cunning): 20 

MM: 10 
MMcap: 4 
MMPow: 3 

MMSpd: 3 

MR: 10 
MRcap:4 
MRfow: 3 
MRSpd: 3 

P: 30, WL: 22. CL: 27 
PM: 15 PN: 15 
PMcap:5 
PMPow:5 
PMSpd: 5 · 

PNcap:5 
PNPow: 5 
PNSpd:s· 

• Multiply by 4 for effective PMSpd and PNSpd of 20. 

Armor Scheme: 
Area Pierce Cut Blunt !'Ire Chem. Stun Elec. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 0 0 0 
Average 2 2 2 0 0 2 0 

Commentary a Description: 
Pterodactyls are the most oommon form of predatory flying 

archosaur. and are typical In feature for this type of flying reptile. They 
have a short tail. a long neck. and elongated hand bones. These 
hands. along with the long fourth fingers, are used to support the 
wings. Their sharp beaks have many small teeth that are used for 
catching and ripping prey. 

These creatures originate In the Jurassic Region, and are most 
often found there. The power of flight. however, enables them to 
travel throughout the equatorial Band. 

Quetzalcoatlls 
lliustration: Page 189 
Identifier: Animal. Archosauria Pterosauria. Pterodactylid 
Habitat: Interior .tErth, equatorial Band, All Regions 
Size: 3xhuman-slze 

(6'-9' L; 30'-40' wingspan) 
Number Appearing: 3-8 (106+2) 
Modes a Rates of Movement: 

Walk: 40 yds/BT 
fly: 200 yds/BT 
Dive/Swoop: 400 yds/frf 

Initiative Modifiers: Human Standard 
outstanding K/S Areas/SUl>-Areas a S'.l'EEP: Nil 
Joss Factors: o 
Dodging/Avoidance: Nil and -/24/­
AttractJveness: Nil 
lnvulnerabilltJes: Nll 
SuaceptibUities: Nil 
Average Armor l'ro tectlon: 2 
Quirks: Nil 

Attacks BAC Damage Type Base Bon.us 
Talons (x2) 

or 
Bite 

35 

50 

• Double PD If a diving attack. 

c 

p 

2D3 6 

300· 6 (8) .. 

••Tue number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

StatlstJcal Detail: 
Base Scheme(+/- D3) 
M (Cunning): 20 

MM: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRfow: 3 
MRSpd: 3 

P: 180, WL: 135, CL: 162 
PM: 90 PN: 90 
PMcap: 36 PNcap: 36 
PMPow: 18 PNPow: 18 
PMSpd: 36• PNSpd: 36• 

• Divide by 3 for effective PMSpd and PNSpd of 12. 

Armor Scheme: 
Area Pierce Cut Blunt !'Ire Chem. Stun E/ec. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 0 0 1 0 
Average 2 2 2 0 0 2 0 

Commentary a DesaipUon: 
This Immense predator/ scavenger has the largest wing.span of 

any pterosaur. Due to its large size. It Is capable of carrying even 
small-to-medium.Qzed (unarmored) creatures. e.g.. prey of about 
100 pounds or so weight. Quetzalcoatlus Is a skillful glider, able to 
soar high above the ground on thermal currents. With keen eyes. It 
Is able to spot prey or carrion from a great distance. 

Though Its origin Is from the Cretaceous Region. Its ability to fly 
enables It to travel throughout the entire equatorial Band. 
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Rhamphorhynchus 
Illustration: Page 189 
Identifier: Animal, Archosauria, Pterosauria, Rhamphorhynchid 
Habitat: Interior /Erth, Equatorial Band, All Regions 
Size: 0.5xhuman-size 

(4'-6' L; :3'-4' wingspan) 
Number Appearing: 11-20 (1010+10) 
Modes lJt Rates or Movement: 

Walk: 20 yds/BT 
fly: 220 yds/BT 
Dive/Swoop: 660 yds/BT 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas lJt SIEEF: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/28/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilitles: Nil 
Average Armor Frotection: 2 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Talons (x2) 

or 
25 c 1 point 0 

Bite 50 P 2D:3" 0 (2)'' 

• Double PD if a diving attack. 
"The number in parentheses is the damage bonus with the 

damage bonus due to high BAC added. 

Fowers: Nil 

Statistical Detail: 
Base &heme(+/- D2) 
M (Cunning): 20 
MM: 10 MR: 10 
MMCap: 4 
MMPow: :3 
MMSpd: :3 

MRCap: 4 
MRPow: :3 
MRSp<I: :3 

P: 50. WL: :37, CL: 45 
PM: 25 PN: 25 
PMCap: 10 
PMPow:8 
PMSp<l:7' 

PNCap: 10 
PNPow: 8 
PNSp<l:7' 

• Multiply by 2 for effective PMSp<I PNSpd of 14. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 4 4 4 0 0 4 0 
Super :3 :3 :3 0 0 :3 0 
Vital 2 2 2 0 0 2 0 
Non 1 1 0 0 1 0 
Average 2 2 2 0 0 2 0 

Commentary lJt Description: 
The Rhamphorhynchus is a small, highly agile flying reptile. I t 

has a long neck and tall, the latter p<)SSeSSing a flat, rudder-like end 
for aid in maneuvering. The long, narrow jaws are filled with outward­
pointing barbed teeth. 

These creatures are most often found In the Jurassic Region, 
from which they originate. Since they can fly, however, they are able 
to roam throughout the Equatorial Band. 

Saltasaurus 
Illustration: Page 186 
Identifier: Animal, Archosauria Sauropoda, Tltanosaurid 
Habitat: Interior /Erth, Equatorial Band, Cretaceous Region 
Size: 24xhuman-size 

(40' L; 20,000#) 
Number Appearing: 5-15 (5D:3) 
Modes lJt Rates or Movement: 

Walk/Trot: 60 yds/BTand 120 yds/BT 
Run/Charge: 180 yds/BT and 240 yds/BT (1 BT only) 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/SUb·Areas lt SIEEF: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and - /IO/­
Attractiveness: Nii 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 15 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Tail or 
Trample 

20 
10 

(' 406 
(' :306 

24 
24 

• Impact damage cannot be absorbed by any type of armor. 

Fowers: Nil 

Statistical Detail: 
Base Scheme(+/- Dl O) 
M (Cunning): 10 
MM: 5 MR: 5 
MMCap: 2 
MMPow: 1 
MMSpd: 2 

MRCap: 2 
MRPow: 1 
MRSp<I: 2 

P: 800, WL: 600, CL: 720 
PM: 400 PN: 400 
PMCap: 244 PNCap: 244 
PMPow: :36 PNPow: :36 
PMSpd: 120' PNSp<I: 120' 

• Divide by 24 for effective PMSp<I and PNSp<I of 5. 
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Armor Scbemei 
Area Pierce Cut Blunt Fire Chem. Stun £/ec. 
Ultra 12 16 32 4 4 40 4 

Super 9 12 24 3 3 30 3 
Vital 6 8 16 2 2 20 2 

Non 3 4 8 10 1 
Average 7 10 20 2 2 25 2 

Commentary & Desaiptlon: 
This huge. armored saurian Is a lizard-hipped herbivore. The 

animal has a long neck and tall, and an overall length of 40'. 

Scelidosaurus 
Dlustratlon: Page 189 
ldentJften Animal. Archosauria. Ankylosaur; Scelidosaurid 
Habitat: Interior ....erth .• equatorial Band, Triassic Region 
Size: 3xhurnan-slze 

(12' L) 

Number Appearing: 204-0 ((1D3+l)xl0) 
Modes & Kates of Movement: 

Walk: 70 yds/BT 
Run/Charge: 140 yds/BT and 280 yds/BT (1 BT only) 

Initiative Modifiers: Human Standard 
outstanding K/S Areas/SUb-Areas & smEP: Nil 
J oss Factors: O 
Dodging/Avoidance: Nil and-/16/­
Attractlveness: Nil 
Invulnerabilities: Nil 
SUsceptibilities: Nil 
Average Armor Protectlon: 10 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 

Commentary & Description: 
The Scelidosaurus Is a quadrupedal herbivore. Like all 

Ankylosaurs, these ·ribbed lizards· are bird-hipped ornlthlschians. 
Though Scelidosaurus have small heads with toothless beaks and 
weak jaws. their bodies are well armored. Their backs are covered 
in bony plates. studded with parallel rows of small spikes that run 
from the neck to the tips of their tails and over the upper flanlls. They 
are usually found In small groups of 204-0. grazing on plants and 
grasses along rivers and near forested regions. 

Sitvisaurus 
Dlustration: Page 186 
ldentJfter: Animal, Archosauria. Ankylosauria. Nodosaurid 
Habitat: Interior A':rth. equatorial Band. Cretaceous Region 
Size: 3xhurnan-slze 

(10'·15' L) 
Number Appearing: 6-18 (6D3) 
Modes & Rates of Movement: 

Walk: 40 yds/BT 
Run/Charge: 80 yds/BT and 120 yds/BT (1 BT only) 

Initiative Modifiers: Human Standard 
outstanding K/S Areas/SUb-Areas & smEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and - /17 /­
Attractlveness: NU 
lnwlnerabilitles: Nil 
SUsceptibillties: Nil 
Average Armor Protectlon: 17 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Tall C/P/B 203 12 

Tall C/P/B 3D3 12 Powers: Nil 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- D3) 
M (CUMing): 10 
MM: 5 
MMcap: 2 
MMPow: 1 
MMSpd: 2 

MR:5 
MRcap: 2 
MRPow: 1 
MRSpd: 2 

P: 180, WL: 135.Cu 162 
PM: 90 PN: 90 
PMcap: 42 PNcap: 42 
PMPow: 24 PNPow: 24 
PMSpd: 24• PNSpd: 24• 

• Divide by 3 for effective PMSpd and PNSpd of 8. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun £lee. 
Ultra 20 20 20 4 4 20 0 
Super 15 15 15 3 3 15 0 

Vital 10 10 10 2 2 10 0 
Non 5 5 5 1 1 5 0 
Average 10 10 10 2 2 10 0 

Statistical Detail: 
Base Scheme(+/- D3) 
M (CUMing): l 0 
MM: 5 
MMcap: 2 
MMPow: 1 
MMSpd: 2 

MR:5 
MRcap: 2 
MRPow: 1 
MRSpd: 2 

P: 200, WL: 150, CL: 180 
PM: 100 PN: 100 
PMcap:49 PNCap:52 
PMPow: 24 PNPow: 24 
PMSpd: 27" PNSpd: 24• 

• Divide by 3 for effective PMSpd of 9 and PNSpd of 8. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun £Jee. 
Ultra 20 20 32 4 4 40 4 
Super 15 15 24 3 3 30 3 
Vital 10 10 16 2 2 20 2 

Non 5 5 8 1 1 10 1 

Average 12 12 20 2 2 25 2 
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Commentary lt Desaiption: 
Another of the heavily armored nodosaurids. the Sllvlsaurus, or 

•forest lizard.· 1s a 13 'long quadrupedal herbivore with spiked flanks 
and tall. 

Spinosaurus 
Illustration: Page 186 
Identifier: Anlmal. Archosauria Theropoda. Spinosaurid 
Habitat: Interior .1£rth, Equatorial Band. Cretaceous Region 
Size: 24xhuman-slze 

(40' L; 14,000#) 
Number Appearing: l or 2 
Modes & Rates of Movement: 

Walk: 100 yds/BT 
Run/Charge: 200 yds/BT and 300 yds/BT (1 BT only) 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/SUb-Areas lt SIEEF: Nil 
Joss factors: O 
Dodging/Avoidance: Nil and-/12/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 10 
Quirks: Nil 

Attacks 8AC Damage Type Base Bonus 
Talons (x2) 

and 
Bite 45 

c 403 24 

p 406 24 (25)" 

·Tue number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- DlO) 
M (Cunning): 20 
MM: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 

~660. WL:495,Cu594 
PM: 330 PN: 330 
PMcap: 150 mcap: 150 
PMPow: 36 PNPow: 36 
PMSpd: 144• PNSpd: 144· 

• Divide by 24 for effective PMSpd and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt I' ire OJem. Stun £lee. 
Ultra 12 16 20 4 4 20 4 
Super 9 12 15 3 3 15 3 
Vital 6 8 10 2 2 10 2 
Non 3 4 5 1 1 5 1 
Average 7 10 12 2 2 12 2 

Commentary lt Desaiptlon: 
A principal carnivore, this huge (40' long) theropod ha.s a big 

head with many small. sharp teeth, and 6' spines down Its spine. It 
Is lizard-hipped and bipedal, with small front legs only used for 
grasping prey to it as well as for tearing food. 

Stegoceras 
Ulustratlon: Page 186 
Identlften Anlmal. Ardlosaurla Omlthopoda, Padtycephalosaurld 
Habitat: Interior /£rth, Equatorial Band, Cretaceous Region 
Size: lxhuman-slze 

(6' L; 2' T; 120#) 
Number Appearing: 30-90 (3D3xl0) 
Modes lt Rates of Movement: 

Walk/Trot: 90 yds/BT and 180 yds/BT 
Run/Charge: 270 yds/BT and 360 yds/BT (1 BT only) 

Initiative Jl'lodifters: Human Standard 
Outstanding K/S Areas/SUb-Areas at smEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: l and -/33/-
Attractlveness: Nil 
JnvulnerablllUes: Nil 
Susceptibilities: NII 
Average Armor Protectlon: 9 
Quirks: Nil 

Attacks 8AC Damage Type Base Bonus 
Head butt 50 B 100• 4 (6)". 

• Double damage if charging and striking (I.e .. 206+8 (12))"·. 
•·Tue number in parentheses is the damage bonus with the 

damage bonus due to high BAC added. Doubled if charging 
and striking. of course. 

Powers: NII 

Statlstlcal Details 
Base Scheme(+/- 03) 
M (Cunning): 8 
MM: 4 MR: 4 
MMcap: 2 
MMPow: 1 
MMSpd: 1 

MRcap: 2 
MRPow: 1 
MRSpd: 1 

P: 100, WL:75,CL:90 
PM: 52 PN: 48 
PMcap: 18 PNcap: 18 
PMPow: 16 PNPow: 15 
PMSpd: 18 PNSpd: 15 
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Armor Scheme: 
Area Fierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 8 12 16 0 0 24 0 
Super 6 9 12 0 0 18 0 
Vital 4 6 8 0 0 12 0 
Non 2 3 4 0 0 6 0 
Average 5 7 10 0 0 15 0 

Commentary 8t Desc:riptloni 
This small but speedy duck-billed herbivore Is only the size of 

a goat. It is equipped with a 3 • solid bone plate covering its brain, 
providing the biped with a considerable ramming attack (relative to 
its size, of course). 

Stegosauru.5 
Illustration: See below 
Identifier: Animal, Archosaurla Stegosaur. Stegosaurid 
Habitat: Interior .tBrth, Equatorial Band. Jurassic Region 
Size: 24xhuman-size 

(25'·30' L; 11' T. 4 tons) 

Number Appearing: 5-15 (503) 
Modes 8t Rates of Movement: 

Walk: 100 yds/BT 
Run/Charge: 200 yds/BT and 300 yds/BT ( l BT only) 

Initiative Modlfters: Human Standard 
Outstanding K/S Areas/SUl>-Areas 8t smEP: Nil 
Joss factors: o 
Dodging/Avoidance: Nil and-/10/­
Attractlveness: Nil 
Invulnerabilities: Nil 
SU.sceptibilities: NII 
Average Armor Pn>t.ectlon: 17 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Spiked Tail 25 p• 406+4 24 

• Plus 406 Impact Physical damage (no bonus). Impact damage 
cannot be absorbed by any type of armor. 

Powers: Nil 

Statlstlcal Detail1 
Base Scheme(+/- 010) 
M (Cunning): l 0 P: 560. WL: 420, CL: 504 
MM: 5 MR:5 PM:280 PN: 280 
MMcap: 2 
MMPow: 1 
MMSpd: 2 

MRcap: 2 
MRPow: l 
MRSpd: 2 

PMcap: 124 PNcap: 124 
PMPow: 36 PNPow: 36 
PMSpd: 120' PNSpd: 120' 

• Divide by 24 for effective PMSpd and PNSpd of 5. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 16 24 32 4 4 40 8 
Super 12 18 24 3 3 30 6 

Vital 8 12 16 2 2 20 4 
Non 4 6 8 1 10 2 
Average 10 15 20 2 2 25 5 

Commentary 8t Description: 
The Stegosaurus, or •plated lizard,• Is the archetypical example 

of Its kind. The size of an Azirian elephant. this quadrupedal 
herbivore grows to over 25 feet In length and has enormous hind legs 
that are twice the length of its front legs. Its tiny 16 • head is narrow 
and kept low to the ground. It Is armored from head to mid-tail with 
bony plates shaped like arrowheads, some over 2 feet. broad and tall. 
The tall has 2-4 pairs of three-foot-long spikes, used In combat 
against predators like the Allosaurus. 

Styracosauru.5 
Illustration: Page 186 
ldenUften Animal. Archosaurla Ceratopsian, Ceratopsid 
Habitat: Interior /Erth, Equatorial Band, Cretaceous Region 
Size: 12xhuman-slze 

(20' L; 6' T; 6000#) 
l"fumber Appearlng1 30-80 (1006+20) 
Modes 8t Rates of Movement: 

Walk: 100 yds/BT 
Run/Charge: 200 yds/BT and 300 yds/BT ( 1 BT only) 
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Initiative Modiftus: Human Standard 
Outstanding K/S Areas/SUb·Areas a SIEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/20/­
Attractlveness: NH 
l nwlnerabllities: Nil 
SuscepUbllltJes: Nil 
Average Armor Protection: 13 
Quirks: Nil 

Attacks RAC Damage Type Base Bonus 
Horns 
or 
Trample 

25 

15 

p 406" 18 

B/l"" 303 18 

• Plus 406 Impact Physical damage if charging. 
• • Impact damage cannot be absorbed by any form of armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 06) 
M (CUnning): 10 
MM: 5 
MMcap: 2 
MMPow: 1 
MMSpd: 2 

MR: 5 
MRcap: 2 
MRPow: I 
MRSpd: 2 

P: 54-0, WL: 405, CL: 486 
PM: 270 PN: 270 
PMcap: 120 PNcap: 120 
PMPow:30 PNPow:30 
PMSpd: 120" PNSpd: 120" 

• Divide by 12 for effective PMSpd and PNSpd of 10. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 16 20 24 4 4 28 4 

Super 12 15 18 3 3 21 3 
Vital 8 lO 12 2 2 14 2 
Non 4 5 6 I 7 
Average 10 12 15 2 2 17 2 

Commentary a Description: 
The Styracosaurus, or ·spiked lizard· Is a frill-shielded 

ceratopsian-wlth slx long spikes on Its frill. The herbivore has but 
a single 2 ' long horn on its nose. 1llis 20 ·long quadruped gathers in 
herds of up to 100 Individuals. 

Torosaurus 
Wustration: Page 186 
Identifiers Animal, Archosauria. Ceratopslan, Ceratopsld 
Habitat: Interior .iBrth, equatorial Band, Cretaceous Region 
Size: 24xhuman-size 

(20'·25' L; 10,000#) 
Number Appearing: 2o-60 (203xl0) 
Modes a Rates of Movement: 

Walk: 100 yds/BT 
Run/Charge: 200 ydsjBT and 300 yds/BT (l BT only) 

Initiative Modlftersi Human Standard 
Outstanding K/S Areas/SUb-Areas a smF.P: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/10/­
Attractiveness: Nil 
lnwlnerabllities: Nil 
Susceptlbllltles: Nil 
Average Armor Protection: 13 
Quirks: Nil 

At tacks RAC Damage Type Base Bonus 

Horns 
or 
Trample 

25 

15 

• Plus 606 Impact PD if charging. 

p 606" 20 

B/l.. 303 20 

• • Impact damage cannot be absorbed by any form of armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- DlO) 
M (Cunning): l 0 P: 600, WL: 450, CL: 560 

MM: 5 MR: 5 PM: 300 PN: 300 

MMcap: 2 MRcap: 2 PMcap: 136 PNcap: 136 

MMPow: I MRPow: 1 PMPow:32 PNPow: 32 
MMSpd: 2 MRSpd: 2 PMSpd: 132" PNSpd: 132• 

• Divide by 24 for effective PMSpd and PNSpd of 5. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun ~lee. 

Ultra 16 20 24 4 4 28 4 
Super 12 15 18 3 3 21 3 
Vital 8 10 12 2 2 14 2 
Non 4 5 6 I l 7 
Average 10 12 15 2 2 17 2 
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Commentary a Desaiption: 
This 20 ·to 25' long ceratopsian has one of the largest frills, and 

it Is smooth along the edge. The ·bull lizard• has a small horn on Its 

snout and a pair of longer horns on Its forehead. The latter are 2' long 
and brown, similar to a bull's-hence the name. 

These herbivores gather in herds numbering up to 60, and are 

mlgratoiy. 

Triceratops 
Dlustration: Page 186 
ldentlfter: Animal, Archosaurla. Ceratopslan. Ceratopsld 
Habitat: Interior /Erth, Equatorial Band, Cretaceous Region 

Size: 24xhuman-size 
(25'-35' L; 9.5' T; 10,000-22,000#) 

Number Appearing: 20-50 ((104+l)xl0) 
Modes a Rates of Movement: 

Walk: 100 yds/BT 
Run/Charge: 200 yds/BT and 300 yds/BT (1 BT only) 

Initiative Modiftas: Human Standard 
outstanding K/S Areas/SUb-Areas a s:mu: NII 

Joss Factors: 0 
Dodging/Avoidance: NII and-/12/­

Attractiveness: Nil 
Invulnerabilities: NII 
Susceptibilities: Nil 
Average Armor Protection: 17 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Horns 
or 
Trample 

25 

15 

• Plus 806 Impact PD If charging. 

p 806* 24 

B/I** 303 24 

• • Impact damage cannot be absorbed by any form of armor. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 010) 

M (Cunning): 10 
MM: 5 MR: 5 
MMcap: 2 

MMPow: 1 
MMSpd: 2 

MRcap: 2 
MRPow: 1 
MRSpd: 2 

P:680, WL:510,Cu612 

PM: 340 f'N: 340 
PMcap: 160 mcap: 160 

PMPow: 36 f'NPow: 36 
PMSpd: 144* f'NSpd: 144* 

• Divide by 24 for effective PMSpd and PNSpd of 6. 

Armor Sdteme: 
Area Pierce Cut Blunt f'ire Chem. Stun £Jee. 

Ultra 20 24 32 4 4 32 4 

Super 15 18 24 3 3 24 3 
Vital 10 12 16 2 2 16 2 

Non 5 6 8 1 l 8 1 

Average 12 15 20 2 2 20 2 

Commentary a Desaiptiom 
One of the best-known ceratopsians, Triceratops Is the largest. 

a huge and powerful herbivore that travels In large herds. Though It 
possesses a large horn on Its snout, the two brow horns of this 
quadruped are nearly four feet in length. Combined with Its thunder­
ing charge, these three weapons are capable of skewering any 

predator not veiy fast and careful too. 

Tuoj1angosaurus 
mustratJom See below 
ldentlfter: Animal, Archosauria. Stegosaur. Stegosaurld 
Habitat: Interior /Erth, Equatorial Band, Jurassic Region 

Size: 12xhuman-slze 
(up to 25' L; 8.4' T .• up to 3.5 tons) 

Number Appearing: 10-30 (1003) 

Modes a Rates of Movement: 
Walk: I 00 yds/BT 
Run/Charge: 200 yds/BT and 300 yds/BT (1 BT only) 

316 GDW The Mylhu<; Bestiary 



Initiative Modifters: Human Standard 
Outstanding K/S Areas/Sub-Areas a SIEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/14/­
AUractiveness: Nil 
lnvulnerabilitiess Nil 
Susceptibilities: Nil 
Average Armor Protection: 15 
Quirks: Nil 

Attacks BAC Damage Type Base 

Spiked Tail 25 p 406 

Powers: Nil 

Statistical Detail: 

Bonus 
16 

Base Scheme (+/- 06) 
M (Cunning): l O 
MM:5 

P:4-00. WL:300.CL: 360 

MMcap: 2 
MMPow: l 
MMSpd: 2 

MR: 5 
MRcap: 2 
MRPow: l 
MRSpd: 2 

PM: 200 PN: 200 
PMcap: 88 mcap: 88 
PMPow: 28 PNPow: 28 
PMSpd: 84• PNSpd: 84• 

• Divide by 12 for effective PMSpd and PNSpd of 7. 

Armor Schemes 
Area Pierce Cut Blunt Fire Chem. Stun ~lee. 

Ultra 16 20 28 4 4 32 8 

Super 12 16 21 3 3 24 6 

Vital 8 8 14 2 2 16 4 

Non 4 4 7 l 1 8 2 

Average 10 12 17 2 2 20 5 

Commentary a Description: 
While not as large or as powerful as the Stegosaurus. this 

version of the plated quadruped is very similar. The Tuojiangosaurus 
has a heavily built body and small. narrow head, like Its cousin. There 
are 15 pairs of bony plates on its back. complemented by two pairs 
of tail spikes. 

Tyranno.saurus 
Ulustration: Page 186 
ldentiften Animal. Archosauria. Theropoda, Tyrannosaurid 
Habitats Interior /Brth, equatorlal Band. Cretaceous Region 
Sizes 24xhuman-slze 

(4-0'•50' L; 18'-20' T; 12.000-16,000#) 
Number Appearing: 1 or 1-2 
Modes a Rates of Movements 

Walk/frot: 90 yds/BT and 180 yds/BT 
Run/Charge: 270 yds/BT and 360 yds.BT (1 BT only) 

Initiative Modifters: Human Standard 
Outstanding K/S Areas/Sub·Areas a smEPs Nil 
Joss Factorss 0 
Dodging/Avoidance: Nil and-/12/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 16 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 

Bite 60 p 506+5 30 (54) .. 

and 
Claws (x2) 0 15 C/P 2D3 15 

or 
Kick 25 c .. 3D3 30 

• Possible only when a biting attacks succeeds. 
• 

0 The number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 506) 
M (Cunning): 20 
MM: 10 MR: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MRcap: 4 
MRPow: 3 
MRSpd: 3 

P: 660, WL: 445. CL: 594 
PM: 330 PN: 330 
PMcap: 144 PNcap: 144 
PMPow: 42 PNPow: 42 
PMSpd: 144° PNSpd: 144° 

• Divide by 24 for effective PMSpd and PNSpd of 6. 

Armor Schemes 
Area Pierce Cut Blunt Fire Chem. Stun flee. 
Ultra 12 20 32 4 8 4-0 12 

Super 9 15 24 3 6 30 9 
Vital 6 10 16 2 4 20 6 

Non 3 5 8 1 2 10 3 

Average 7 12 20 2 5 25 7 
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Commentary 8t Description: 
This fearsome beast is the largest of the carnivorous dinosaurs, 

reaching a length of over 4-0 feet. Walking on Its massive, muscular 
hind legs, tall held horizontal above ground for balance, this biped 
is fast, and ambushes Its prey. Though Its small front legs are nearly 
useless for attack untll prey has been seized by Its jaws, the 
creature's sharp teeth are 3 • - 6' long (foremost fangs), and more 
than adequately make up for them. The Tyrannosaurus has poor 
vision, but good healing and a well<leveloped sense of smell. Tuey 
are cunning, persistent predators, incredibly aggressive, and solitary 
except when they mate. Travellers' tales have surfaced of the 
Tyrannosaur's keen vision, but reputable sages discount these as 
absurd. 

Velociraptor 
Illustration: See below 
Identifter: Animal, Archosaurla. Theropoda, Oromreosaurld 
Habitat: Interior /Erth, Equatorial Band. Cretaceous Region 
Size: lxhuman-size 

(6' L) 

Number Appearing: 7-12 (106+6) 
Modes 8t Rates of lllovement: 

Walk/frot: 90 ydS/BT and 180 yds/BT 
Run/Charge: :360 yds/BT and 450 ydS/BT ( 1 BT only) 

Initiative !llodifius: Human Standard 

Outstanding K/S Areas/SUJ>.Areas 8t smEP: Nil 
Joss Factors: 0 
Dodging/Avoid ance: 9 and -/4-0/-
AttractJveness: Nil 
Invulnerabilities: Nil 
SUsceptibilities: Nil 
Average Armor Protection: 8 
Quirks: Nil 

Attacks SAC Damage Type Base Bonus 
Bite :30 p 103 2 
and 
Foreclaws (x2) 20 c 102 2 
or 
Kick 50 C/P 403· 2· (4)•. 

• Double damage if leaping and striking opponent (I.e., 80 3+4 (8)). • • 
· ' Tue number In parentheses is the damage bonus with the damage 

bonus due to high BAC added. Doubled In the case of leap kicks. 

Powers: Nil 

Statlstical Detail: 
Base Scheme (+/- 03) 
M (Cunning): 24 P: 120, WL: 90, CL: 108 

MM: 12 MR: 12 PM:60 PN:60 
MMcap: 6 MRcap: 6 PMcap: 26 PNCBp:26 
MMPow: 3 MRPow: 3 PMPow: 14 PNPow: 14 

MMSpd: 3 MRSpd: 3 PMSpd:20 PNSpd: 20 

Armor Scheme: 

Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 8 12 16 0 0 16 0 
Super 6 9 12 0 0 12 0 
Vital 4 6 8 0 0 8 0 

Non 2 3 4 0 0 4 0 
Average 5 7 10 0 0 10 0 

Commentary 8t Description: 
The Veloclraptor; or ·swift robber; Is a human-sized carnivore 

of incredible speed. These bipedal predators may often be encoun­
tered alone, as they dart through the nests of larger saurians to steal 
their eggs. Veloclraptors are quite cunning predators who gather In 
packs and actually stalk larger prey. Tuey have dexterous, clawed 
handS. and are very agJressive. They attack with their daws on both 
handS and feet. as well as their sharp teeth. 
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Type of !1ount Price PD Points Slze/Annor Endurance Speed 

Ass/DOnkey 3D3xl00 150+1010 small/no 10 7 

camel. Bactrian 6D6x500 220+2Dl0 mecl.tyes• 12/ 3 12 

camel. Bactro-Oromedary 7D6x500 240+1Dl0 med.tyes• 12/ 4 12 

camel, Dromedary 6Dl0x500 180+4Dl0 med.tyes•• 11/ 4 13 

Elephant, Afrlkkan base 125,000 590+10Dl0 largetyes 12/4 17 

Elephant. Azirian base 100,000 550+10Dl0 largetyes 13/3 16 

Horse, cart 4D5xl00 190+1010 med./no 5 8 

Horse, Charger base 40,000 230+2D10 med.tyes 6/2 12 

Horse, Courser base 30,000 220+2D5 med.tyes• 8/2 14 

Horse, Destrier base 50,000 240+1006 lg.-med.tyes 5/2 10 

Horse, Draft 3D3xLOOO 210+2Dl0 lg.-med./no 4/ 2 12 

Horse, Dray lDlOxl.000 200+2010 med./no 6/3 10 

Horse, Garron 506xLOOO 21 0+:3D3 med./no 5/4 12 

Horse.Genet base :30,000 206+20:3 sm.-med.tyes· • 7/6 13 

Horse. Jade 2Dl0xl00 170+1010 med./no 4 10 

Horse, Palfrey 6D:3xl.000 197+40:3 med./no 4/1 12 

Horse, Pony 406xl.OOO 170+5D:3 sm.-med./no 6/2 10 

Horse, Racer lD20xLOOO 211+2D:3 med./no 8/3 15 

Mule 5D6xl 00 190+506 med./no 12 9 

Pony (True) 5D6xl00 105+1006 small/no 5 8 

Zebromega base 50,000 230+405 lg.-medtyes 6/2 12 

• No more armor than will enable the moWlt to move at 80% or better nonnal speed. 

• • No more armor than will enable the moWlt to move at 90% or better normal speed. 
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Ass/Donkey 
Dlustration: Page 190 
ldentJfter: Animal. Mammalia, Perissodactyla. equld 
Habitat: exterior ..erth 
Size: 3xhuman-size 
Number Appearing: 5-30 (506) In wild herds 
Modes 8t Rates of Movement: 

Walk: 70 yds/BT 
Trot: 140 yds/BT 
canter: 210 yds/BT 
Gallop: 280 yds/BT 

Initiative Modiflen: Human Standard 
Outstanding K/S Areas/Sub-Areas 8t S'reU: Nil 
Joss factors: 0 
Dodging/Avoidance: Nil and-/14/­
Attractiveness: Nil 
Invulnerabilities: Nil 
SU.sc:eptibilities: Nil 
Average Armor Protection: 3 
Quirks: Nil 

Attacks BAC Damage Type 
Bite 25 P 
Kick (forehoof) 20 B 
Kick (hindhooves) 35 B 

Powers: Nil 

Statistical Detail: 

Base 
103 
103 
206 

Bonus 
6 
6 
6 

Base Scheme (+/- 103) 
M (Cunning): 24 P: 155. WL: 116, CL: 139 
MM: 12 MR: 12 
MMcap: 5 
MMPow: 4 
MMSpd: 3 

MRcap: 5 
MRPow: 4 
MRSpd: 3 

PM: 85 PN: 70 
PMcap: 46 PNcap: 31 
PMPow: 18 PNPow: 18 
PMSpd: 21 • PNSpd: 21 • 

• Divide by 3 for effectlve PMSpd and PNSpd of 7. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun Blee. 
Ultra 4 4 8 0 0 8 0 
Super 3 3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 
Non 1 1 2 0 0 2 0 
Average 2 2 5 0 0 5 0 

Commentary 8t Description: 
The ass, also called a donkey or burro, is found both In the wild 

and a5 a domestic beast of burden. They are quite durable and smart, 
and also stubborn and willful. This relative of the horse ls used to 
cross-breed to produce mules. A typical specimen is able to cany a 
load of about 150 powtds at the maximum, although robust jacks 
(males) might manage In excess of 200 for short periods of time. 

CameL Bactrian 
Dlustration: Page 190 
ldentJfter: Animal, Mammalia, Artiodactyla. camelid 
Habitat: exterior l"Erth. Azir 
Size: 6xhuman-size 

(10' L; 6' T; 1600#) 
Number Appearing: 5-30 (506) in wild herd 
Modes 8t Rates of Movement: 

Walk: 120 yds/BT 
Trot: 240 yds/BT 
Run: 360 yds/f)f 

Initiative lllodiftersa Human Standard 
Outstanding K/S .Areas/Sub-Areas 8t S'reU: Nil 
Joss factors: 0 
Dodging/Avoidance: Nil and-/12/­
Attractlveness: Nil 
Invulnerabilities: Nil 
SU.sc:eptibilities: Nil 
Average Armor Protection: 4 
Quirks: Nil 

Attacks BAC Damage Type 
Spit 45 Special• 

or 
Bite 25 P 
or 
Kick (forehoof) 20 B 
or 
Kick (hindhooves) 25 B 

Base 

103 

103 

2D3 

Bonus 

15 

15 

15 

• camels have highly flexible upper lips, and spit a foul-smelling 
glob at any threat within 10 feet. Such expectoration causes 
blindness and nausea for 2D3 CTs. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 105) 
M (Cunning): 15 
MM:8 
MMcap: 3 
MMPow: 3 
MMSpd: 2 

MR: 7 
MRcap: 3 
MRPow: 2 
MRSpd: 2 

P: 230, WL: 172. CL: 207 
PM: 115 PN: 115 
PMcap: 49 PNC0p:49 
PMPow:27 PNPow:27 
PMSpd: 39• PNSpd: 39• 

• Divide by 6 for effectlve PMSpd and PNSpd of 6. 
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Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 4 4 8 0 0 12 0 
Super 3 3 6 0 0 9 0 
Vital 2 2 4 0 0 6 0 
Non 1 2 0 0 3 0 
Average 2 2 5 0 0 7 0 

Commentary l!t Descriptlon: 
The Bactr1an, or two-humped camel. ls native to the wilds of 

Central Azir. It has long been domesticated, of course. so most 
encounters will be with non-wild ones. It ls stronger but slower than 
its cousin, the Dromedary, and able to bear about 500 pounds 
burden. To be exact, use one.third body weight and then add 10% 
of that thJrd for total load capacity. For example, a big Bactrian camel 
might weigh 1500 pounds, thus its maximwn burden would be 550# 
(one-third weight - 500. plus 10% of 500 • 50, a total of 550). 

Horses not accustomed to the odor of camels will tend to bolt 
and flee from the source. as they find it offensive. 

CameL Bactro-Dromedary 
Illustration: Page 190 
Identifier: Animal, Mammalia, Artiodactyla. camelid 
Habitat: Exterior IErth 
Size: 6xhuman-size 

(10' L; 6 ' T: 1650#) 
Number Appearing: Special 
Modes l!t Rates of Movement: 

Walk: 120 yds/BT 
Trot: 240 yds/BT 
Run/ Charge: 360 yds/BT 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas l!t SIEEP: Nil 
Joss factors: O 
Dodging/Avoidance: Nil and -/12/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 4 
Quirks: Nil 

Attacks BAC Damage Type 
Spit 45 Special• 
or 
Bite 25 p 

or 
Kick (forehoof) 20 B 
or 
Kick (hindhooves) 25 B 

Base 

103 

103 

2D:3 

Bonus 

18 

18 

18 

• Camels have highly flexible upper llps, and spit a foul-smelling 
glob at any threat within ten feet. Such expectoration causes 
blindness and nausea for 2D3 CTs. 

Powers: Nil 

StaUstlcal Detail: 
Base Scheme (+/- 105) 
M (Cunning): 15 P: 245, WL: 183, CL: 220 
MM:8 MR: 7 PM: 125 PN: 122 
MMCap: 3 
MMPow: 3 
MMSpd: 2 

MRcap: 3 
MRPow: 2 
MRSpd: 2 

PMcap: 52 mcap: 51 
PMPow:50 PNPow:50 
PMSpd: 41 • PNSpd: 41 * 

• Divide by 6 for effective PMSpd and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 4 4 8 0 0 12 0 
Super 5 5 6 0 0 9 0 
Vital 2 2 4 0 0 6 0 
Non I 1 2 0 0 3 0 
Average 2 2 5 0 0 7 0 

Commentary l!t Descriptlon: 
A cross between the Bactrlan and Dromedary camels, this 

animal ls unfortunately sterile, as ls the mule. It Is strong and fast 
(able to bear about 650 pounds burden), but very 111-tempered and 
rare. To compute the exact weight one of these animals can bear, 
take one-thlrd total body weight and then increase that third by 20%. 

Horses not accustomed to the odor of camels wlll tend to bolt 
and flee from the source, as they find It offensive. 

CameL Dromedary 
lllustratlon: Page 190 
lde.ntifien Animal, Mammalia, Artiodactyla. Camelid 
Habitat: Exterior IErth, Afrik 
Size: 6xhwnan-size 

(10' L; 6' T; 1300#) 
Number Appearing: 5-50 (506) In wild herds 
Modes l!t Rates of Movement: 

Walk: 150 yds/BT 
Trot: 260 yds/BT 
Run/Charge: 590 yds/BT 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas l!t SIEEP: Nil 
Joss factors: 0 
Dodging/Avoidance: Nil and-/12/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 5 
Quirks: Nil 

Animalia and Unique Flora/Mounts GOW 321 



Attacks BAC Damage Type Base Bonus 
Spit 45 Special• 
or 
Bite 25 p 103 12 
or 
Kick (forehoof) 20 B 103 12 
or 
Kick (hlndhooves) 25 B 203 12 

• carnets have highly flexible upper lips, and spit a foul-smelling 
glob at any threat within ten feet. Such expectoration causes 
blindness and nausea for 203 CTs. 

l'owek$: Nil 

Statistical Detail: 
Base Scheme (+/- 105) 
M (Cunning): 10 
MM: 5 MR: 5 
MMCap: 3 
MMfow: 1 
MMSpd: 1 

MRCap:3 
MRfow: I 
MRSpd: l 

P:220, WL: 165,CL: 198 
PM: 110 PN: 110 
PMCap: 48 PNCap: 48 
PMPow: 24 PNPow: 24 
PMSpd: 38• PNSpd: 38• 

• Divide by 6 for effective PMSpd and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 4 4 8 0 0 8 0 
Super 3 3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 
Non l l 2 0 0 2 0 
Average 2 2 5 0 0 5 0 

Commentary 8t Description: 
The Dromedary camel is natlve to the warm deserts of Afrik. It 

is a single-humped animal which Is able to carry up to 350 pounds 
weight. To find exact burden capacity, however, find one-third of the 
animal's weight. and that is the amount of load It can carry without 
harm to its body. 

Horses not accustomed to the odor of camels will tend to bolt 
and flee from the source, as they find It offensive. 

Elephant Af rikkan 
(See al5o under Exterior JErth) 

Note the table for mounts shows the elephant In question being 
less powerful in Physical TRAIT than the wild specimen. This Is 
because the latter ac>.sUmes a large, mature bull or cow herd 
matriarch, while most animals taken and trained are not of this 
caliber. Thejourneymaster might allow a chance of between 5% and 
10% for such an animal, i.e .• one more in line with the wild example. 

Elephant Azirian 
(See al5o under Exterior JErth) 

Note the table for mounts shows the elephant in question being 
less powerful in Physical TRAIT than the wild specimen. This Is 
because the latter assumes a large, mature bull or cow herd 
matriarch, while most animals taken and trained are not of this 
caliber. Thejoumeymaster might allow a chance of between 5% and 
10% for such an animal, i.e., one more In line with the wild example. 

Horse, Cart 
DlustratJon: Page 190 
ldentJfter: Animal, Mammalia, Perlssodactyla, Equid 
Habitat: exterior /Erth 
She: 6xhuman-size 

(5'·5.6' Tat withers; 1100-1400#) 
Number Appearing: Special 
Modes 8t Rates of fllovement (pulling vehicle or carrying 
rider): 

Walk: 80 yds/BT 
Trot: 160 yds/BT 
Canter: 240 yds/BT 
Qallop: 320 yds/BT 

Initiative Jllodifters: Human Standard 
Out.standing K/S A.reas/SUb-Areas 8t smEP: Nil 
J oss FaClok$: 0 
Dodging/Avoidance: Nil and -/IO/­
Attractiveness: Nil 
Invulnerabilities: Nil 
SUsceptibiUties: Nil 
Average Armor Protection: 3 
Quirb: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 25 p 103 
Kick (forehoof) 15 B/I• 203 
or 
Kick (hindhooves) 20 B/I• 206 
or 
Trample• • IO B/I• 306 

• Impact damage cannot be absorbed by any type of armor 
except fUll Plate armor. 

6 
6 

6 

6 

• • Applicable only when opponent is at the animal's feet and is 
under 2 feet In height, or has been knocked down so as not 
to exceed that height. 

Powers: Nil 
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Statistical Detaih 
Base Scheme (+/- 103) 
M (Cunning): 20 P: 195, WL: 146, CL: 175 

MM: 10 MR: 10 PM: 100 PN: 95 
MMcap: 4 MRcap: 4 PMcap: 49 PNcap: 47 
MMPow: 3 MRPow: 3 PMPow: 18 PNPow: 18 

MMSpd: 3 MRSpd: 3 PMSpd: 33• PNSpd: 30• 

• Divide by 6 for effective PMSpd and PNSpd of 5. 

Armor Scheme: 

Area Pierce Cut Blunt Fire Chem. Stun f lee. 
Ultra 4 4 8 0 0 8 0 
Super 3 3 6 0 0 6 0 

Vital 2 2 4 0 0 4 0 

Non l 2 0 0 2 0 

Average 2 2 5 0 0 5 0 

Conunentary It Description: 
A typical cart horse Is merely a ·plug.· an animal which Is of low 

quality and moderate strength at best. Some such are used for riding. 
and they are able to carry a burden of about 200 pounds on their 
backs. 

Horses not accustomed to the odor of camels will tend to bolt 
and flee from the source, as they find it offensive. 

Horse, Charger 
Illustration: Page 190 
ldentifter: Animal, Mammalia Perissodactyla Bquid 
Habitat: Exterior IErth 
Size: 6xhuman-slze 

(5.3'-6' Tat withers; 1700-2200#) 
Number Appearing: Special 
Modes It Rates of Movement: 

Walk: 120 yds/BT 
Trot: 240 yds/BT 
canter: 360 yds/BT 
Gallop: 480 yds/BT 

Initiative Modiftezs: Human Standard 

Outstanding K/S Areas/Sub-Areas It Sl'EEP: Nil 
Joss Factors: 0 

Dodging/Avoidance: Nil and -/14/­
Attractiveness: Nil 
lnvulnerabiUties: Nil 
Susceptibilities: Nil 

Average Armor Protection: 4 
Quirks: Nil 

A t tacks BAC Damage Type Base Bonus 
Bite 50 p 103 12 (14)t 
Kick (forehoof) 40 B/I• 203 12 
or 
Kick (hindhooves) 45 B/I• 306 12 (13)t 
or 
Trample .. 30 B/I• 406 12 

• Impact damage cannot be absorbed by any type of armor 
except run Plate armor. 

• • Applicable only when opponent Is at the animal's feet and Is 
under 2 feet In height, or has been knocked down so as not 
to exceed that height. 

tThe number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 105) 
M (Cunning): 26 
MM: 13 MR: 13 
MMcap: 6 
MMPow: 4 
MMSpd: 3 

MRcap: 6 
MRPow: 4 
MRSpd: 3 

P: 244, WL: 183, CL: 219 
PM: 122 f'N: 122 

PMcap: 54 PNC3p: 54 
PMPow:24 PNPow:24 
PMSpd: 44• PNSpd: 44• 

• Divide by 6 for effective PMSpd and PNSpd of 7. 

Armor Scheme: 
Area Pierce Cut Blunt l"lre Chem. Stun f lee. 
Ultra 4 4 12 0 0 12 0 

Super 3 3 9 0 0 9 0 
Vital 2 2 6 0 0 6 0 
Non 1 1 3 0 0 3 0 
Average 2 2 7 0 0 7 0 

Commentary a Description: 
A charger Is a medium-to-large horse which Is selected for Its 

quality and trained to carry its rider In battle and to fight as well. This 
mount Is able to carry 300+ pounds. 

Horses not accustomed to the odor of camels will tend to bolt 
and flee from the source, as they find It offensive. 

Note also that when confronting each other. horses use their 
size and weight to assert dominance by running at and striking 
another with their chest. Larger ones will Impact and displace 
backward, if not knock down, smaller ones. In battle, bigger horses 
tend to dominate battles If this occurs, for the smaller ones are 

ridden off/down thus. 
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Dlustration: Page 190 
Identifier: Anlmal, Mammalia Perissodactyla Equid 
Habitat: Exterior .tErth 
Size: 6xhuman-size 

(5'-5.6' Tat withers; 16()()..2100#) 
Number Appearing: Special 
Modes lit Rates of Movement.a 

Walk: 140 yds/BT 
Trot: 280 yds/BT 
Canter: 420 yds/BT 
Gallop: 560 yds/BT 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/SUb-Areas lit SIEEP: Nil 
J oss Factors: 0 
Dodging/Avoidance: Nil and -/14/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 4 
Quirks: Nil 

At tacks BAC Damage Type Base Bonus 
Bite 50 p 

Kick (forehoof) 40 B/I* 
or 
Kick (hindhooves) 45 B/l * 
or 
Trample· · 30 B/I* 

103 
205 

306 

406 

10 (12)t 
10 

10 (l l)t 

10 

• Impact damage cannot be absorbed by any type of armor 
except run Plate armor. 

· ·Applicable only when opponent is at the animal's feet and is 
under 2 feet in height, or has been knocked down so as not 
to exceed that height. 

tThe number in parentheses is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 105) 
M (Cunning): 26 
MM: 13 MR: 13 
MMcap: 6 
MMPow: 4 
MMSpd: 3 

MRcap: 6 
MRPow: 4 
MRSpd: 3 

~ 228, WL: 171,Cu 205 
PM: 118 PN: 110 
PMcap: 54 PNcap: 52 
PMPow: 22 PNPow: 16 
PMSpd: 42 • PNSpd: 42 • 

• Divide by 6 for effective PMSpd and PNSpd of 7. 

Armor Scheme: 
Area Pierce Cut Blunt l"ire Chem. Stun Blee. 
Ultra 4 4 8 0 0 12 0 
Super 3 3 6 0 0 9 0 
Vital 2 2 4 0 0 6 0 
Non 1 1 2 0 0 3 0 
Average 2 2 5 0 0 7 0 

Commentary lit Description: 
The smaller, faster Ccourser is a warhorse able to bear about 

250 pounds. It is otherwise similar to a charger. 
Horses not accustomed to the odor of camels will tend to bolt 

and flee from the source, as they find it offensive. 
Note also that when confronting each other, horses use their 

size and weight to assert dominance by running at and striking 
another with their chest. Larger ones will Impact and displace 
backward, if not knock down, smaller ones. In battle, bigger horses 
tend to dominate battles if this occurs, for the smaller ones are 
ridden off/down thus. 

Horse, Destrier 
IDustrationz Page 190 
ldenUften Anlmal, Mammalia Perlssodactyla Equid 

Habitat: Exterior .tErth 
Size: 6xhuman-size 

(5.6'-6.3' Tat withers; 1800-2500#) 
Number Appearing: Special 
Modes lit Rates of Movement: 

Walk: 100 yds/BT 
Trot: 200 yds/BT 
Canter: 500 yds/BT 
Gallop: 400 yds/BT 

Initiative Modlfters: Human Standard 
outstanding K/S Areas/SUb-Areas a Sl'EEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/14/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 7 
Quirks: Nil 
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Attacks BAC Damage Type Base Bonus 
Bite 55 r 106 16 (19)t 
Kick (forehoof) 45 B/I* 403 16 (17)t 
or 
Kick (hindhooves) 50 B/I* 406 16 (18)t 
or 
Trample· · 35 B/I* 406 16 

• Impact damage cannot be absorbed by any type of armor 
except Full Plate armor. 

• • Applicable only when opponent ls at the animal's feet and is 
under 2.5 feet In height. or has been knocked down so as 
not to exceed that height. 

tThe number In parentheses ls the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statlstlcal Detail : 
Base Scheme(+/- 105) 
M (Cunning): 24 
MM: 12 
MMcap: 5 
MMPow: 4 
MMSpd: 3 

MR: 12 
MRCap: 5 
MRPow: 4 
MRSpd: 3 

P: 254, WL: 190, CL: 228 
PM: 127 PN: 127 
PMcap:57 PNCap:57 
PMPow:28 PNPow:28 
PMSpd: 42* PNSpd: 42* 

• Divide by 6 for effective PMSpd and PNSpd of 7. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 8 8 16 0 0 16 4 
Super 6 6 12 0 0 12 3 
Vital 4 4 8 0 0 8 2 
Non 2 2 4 0 0 4 
Average 5 5 10 0 0 10 2 

Commentary ~ Descrlptloni 
The largest and most massive of all horses, selected for 

toughness and power, trained for warfare and combat-that ls the 
destrler. The average mount of this sort ls capable of bearlng 350 
pounds weight on its back as It moves and fights .. 

Horses not accustomed to the odor of camels will tend to bolt 
and flee from the source. as they find It offensive. 

Note also that when confronting each other, horses use their 
size and weight to assert dominance by running at and striking 
another with their chest. Larger ones will Impact and displace 
backward. if not knock down, smaller ones. In baWe. bigger horses 
tend to dominate baWes if this occurs, for the smaller ones are 
ridden off/down thus. 

Horse, Draft 
Illustration: See above 
ldentlfter: Animal. Mammalia Perlssodactyla tquld 
Habitat: Exterior IBrth 
Size: 6xhuman-slze 

(5'-5.6' T at withers; 1500-2000#) 
Number Appearing: Special 
Modes ~ Rates of Movement: 

Walk: 120 yds/BT 
Trot: 240 yds/BT 
Canter: 360 yds/BT 
Gallop: 480 yds/BT 

JnitlaUve Modifters: Human Standard 
Outstanding K/S Areas/SUb·Areas ~ SIEEP: Nil 
J oss Factors: 0 
Dodging/Avoidance: Nil and -/14/­
AttractJveness: NII 
lnvulnerabilltJes: Nil 
SUscepUbiUUes: Nil 
Average Armor Protection: 4 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite or 25 r 106 
Kick (forehoof) 15 B/I* 20 3 
or 
Kick (hindhooves) 20 B/I* 306 
or 
Trample•• 20 B/I* 406 

• Impact damage cannot be absorbed by any type of armor 
except run Plate armor. 

12 
12 

12 

12 

• • Applicable only when opponent Is at the animal's feet and Is 
under 3 feet In height. or has been knocked down so as not 
to exceed that height. 
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Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 103) 
M (CUMing): 20 P: 220, WL: 165, CL: 198 
MM: 10 PM: 113 PN: 107 

PMcap:47 mcap:48 
PMPow: 24 PNPow: 18 

MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 PMSpd: 42• PNSpd: 42• 

• Divide by 6 for effectlve PMSpd and PNSpd of 7. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Blee. 
Ultra 4 8 12 0 0 12 0 
Super 3 6 9 0 0 9 0 
Vital 2 4 6 0 0 6 0 
Non l 2 3 0 0 3 0 
Average 2 5 7 0 0 7 0 

Commentary a Description: 
A plow or heavy-load animal, the draft horse Is the stock from 

which destriers come. One can bear a riding load of about 350 
pounds. 

Horses not accustomed to the odor of camels will tend to bolt 
and flee from the source, as they find it offensive. 

Horse, Dray 
Olustration: Page 190 
ldentiften Animal, Mammalia. Perissodactyla. Bquld 
Habitat: exterior .IErth 
Size: 6xhuman-size 

(5'·5.3' Tat withers; 1.100-1550#) 
Number Appearing: Special 
Modes « Rates of Movement: 

Walk: 100 yds/BT 
Trot: 200 yds/BT 
canter: 300 yds/BT 
Gallop: 400 yds/BT 

lnlUatJve Modifters: Human Standard 
Outstanding K/S Areas/Sub-Areas« SIEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and-/12/­
Attractiveness: Nil 
Invulnerabilities: Nil 
SusceptJbllltJes: Nil 
Average Armor ProtectJon: 3 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite or 25 p 103 
Kick (forehoot) 20 B/I• 202 
or 
Kick (hlndhooves) 25 B/I• 303 
or 
Trample•• 10 B/I• 306 

• Impact damage cannot be absorbed by any type of armor 
except run Plate armor. 

5 
5 

5 

5 

• • Applicable only when opponent Is at the animal's feet and Is 
under 2 feet In height. or has been knocked down so as not 
to exceed that height. 

Powers: NII 

Statistical Detail: 
Base Scheme (+/- 103) 
M (CuMlng): 20 P: 210, WL: 157, CL: 189 
MM: 10 MR: 10 PM: 105 PN: 105 

MRcap: 4 PMcap: 49 PNCap:49 
PMPow: 17 PNPow: 17 

MMcap: 4 
MMPow: 3 
MMSpd: 3 

MRPow: 3 
MRSpd: 3 PMSpd: 39• PNSpd: 39• 

• Divide by 6 for effective PMSpd and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt f'ire Chem. Stun flee. 
Ultra 4 4 8 0 0 8 0 
Super 3 3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 
Non l l 2 0 0 2 0 
Average 2 2 5 0 0 5 0 

Commentary a Description: 
Dray horses a-e typically common riding or carriage horses or draft. 

animaLs. That is, they are common worltjng horses. In Its sii.e, conforma­
tion, and basic abilities, they are roughly equal to the ganon. 

Horses not accustomed to the odor of camels will tend to bolt 
and flee from the source, as they find It offensive. 

Horse, Garron 
WustratJon: Page 190 
ldentlflen Animal, Mammalia. Perissodactyla. Bquld 
Habitat: exterior .IErth 
Size: 6xhuman-size 

(5'·5.3' Tat withers; 950-1300#) 
Number Appearing: Special 
Modes « Rates of Movement: 

Walk: 120 yds/BT 
Trot: 240 yds/BT 
Canter: 360 yds/BT 
Oallop: 480 yds/BT 
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Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas & STEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and-/12/­
Attractivenes.s: Nil 
lnvulnerabllltles: Nil 
Susceptibilities: Nil 
Average Armor Protection: 3 
Quiri<s: Nil 

Attacks BAC Damage Type Base Bonus 
Bite or 25 p 103 8 
Kick (forehoof) 15 B/I• 203 8 
or 
Kick (hindhooves) 20 B/I• 206 8 

or 
Trample·· 10 B/I• 306 8 

• Impact damage cannot be absorbed by any type of armor 
except Full f'late armor. 

• • Applicable only when opponent Is at the animal's feet and is 
under 2 feet in height. or has been knocked down so as not 
to exceed that height. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 103) 
M (Cunning): 20 
MM: 10 
MMcap: 4 
MMf'ow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRrow: 3 
MRSpd: 3 

P: 216, WL: 162, CL: 194 
PM: 108 f'N: 108 
PMcap:49 mcap:49 
PMPow: 20 f'NPow: 20 
PMSpd: 39• f'NSpd: 39• 

• Divide by 6 for effective PMSpd and f'NSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun ~lee. 

Ultra 4 4 8 0 0 8 0 
Super 3 3 6 0 0 6 0 
Vital 2 2 4 0 0 4 0 
Non 1 2 0 0 2 0 
Average 2 2 5 0 0 5 0 

Conunentary & Description: 
The garron Is a sturdy saddle horse able to carry 300 pounds 

weight. They are overall good riding animals, but not suitable for 
battle. 

Horses not accustomed to the odor of camels will tend to bolt 
and flee from the source. as they find it offensive. 

Horse, Genet 
Olustratlom Page 190 
ldentiften Animal, Mammalia. Perlssodactyla. equld 
Habitat: fxterlor IErth 
Size: 6xhuman-slze 

(5'·5.3' Tat withers; 900-1200#) 
Number Appearing: Special 
Modes & Rates of Movement: 

Walk: 130 yds/BT 
Trot: 260 yds/BT 
canter: 390 yds/BT 
Gallop: 520 yds/BT 

Inltlatlve Modifiers: Human Standard 
Outstanding K/S Areas/SUb-Areas & STEEPs Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/12/­
Attractlvenes.s: Nil 
lnvulnerabllltles: Nil 
Susceptlbllltles: Nil 
Average Armor Protection: 4 
Quiri<s: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 50 p 106 9 (l l)t 
and 
Kick (forehoof) 40 B/I• 303 9 
or 
Kick (hindhooves) 45 B/I• 306 9 (lO)t 
or 
Trample•• 30 B/I• 406 

• Impact damage cannot be absorbed by any type of armor 
except fUll f'late armor. 

9 

• • Applicable only when opponent Is at the animal's feet and Is 
under 2 feet In height. or has been knocked down so as not 
to exceed that height. 

tThe number In parentheses Is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 103) 
M (Cunning): 28 
MM: 14 
MMcap: 6 
MMf'ow: 5 
MMSpd: 3 

MR: 14 
MRcap: 6 
MRrow: 5 
MRSpd: 3 

P: 210, WL: 157. CL: 189 
PM: 105 f'N: 105 
PMCap: 46 f'NCap: 46 
PMPow: 21 f'NPow: 21 
PMSpd: 38° f'NSpd: 38° 

• Divide by 6 for effective PMSpd and f'NSpd of 6. 
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Armor Scheme: 
Area Pierce Cut Blunt Fire Chem. Stun Elec. 
Ultra 4 4 12 0 0 12 0 

Super 3 3 9 0 0 9 0 

Vital 2 2 6 0 0 6 0 

Non l 3 0 0 3 0 

Average 2 2 7 0 0 7 0 

Commentary lit Description: 
The genet is a smallish but tough warhorse able to cany around 

250 pounds weight. It can endure much without the grain and 
physical care requlred by similar mounts. 

Horses not accustomed to the odor of camels will tend to bolt 
and flee from the source. as they find it offensive. 

Note also that when confronting each other, horses use their 
size and weight to assert dominance by running at and striking 
another with their chest. Larger ones will impact and displace 
backward. If not knock down. smaller ones. In battle. bigger horses 
tend to dominate battles if this occurs. for the smaller ones are 
ridden off/down thus. 

Horse, Jade 
Illustration: Page 190 
Identifier: Animal. Mammalia Perissodactyla Equid 
Habitat: Exterior .tt:rth 
Size: 6xhuman-size 

(4.6'-5.3' Tat withers; 900-1250#) 
Number Appearing: Special 
Modes lit Rates of Movement: 

Walk: 100 yds/BT 
Trot: 200 yds/BT 
Canter: 300 yds/BT 
Gallop: 400 yds/BT 

Initiative Jllodiften: Human Standard 
Outstanding K/S Areas/Sub-Areas lit SIEEP: Nil 
Joss Factors: O 
Dodging/Avoidance: Nil and - /8/­
AttraGtivenes..: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite or 25 p 103 4 
Kick (forehoof) 15 B/l" 203 4 
or 
Kick (hlndhooves) 20 B/l" 206 4 
or 
Trample•• 10 B/l" 306 4 

• Impact damage cannot be absorbed by any type of armor 
except run Plate armor. 

··Applicable only when opponent is at the animal's feet and is 
under 2 feet In height. or has been knocked down so as not 
to exceed that height. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 105) 
M (Cunning): 20 
MM: 10 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 

P: 175. WL: 131. CL: 157 
PM: 95 fN: 80 

PMcap: 50 mcap: 40 
PMPow: 16 fNPow: 13 
PMSpd: 29" fNSpd: 27" 

· Divide by 6 for effective PMSpd and fNSpd of 4. 

Armor Scheme: 
Area Pierce Cut Blunt f'ire Chem. Stun Elec. 
Ultra 4 4 4 0 0 4 0 

Super 3 3 3 0 0 3 0 

Vital 2 2 2 0 0 2 0 
Non l l l 0 0 0 
Average 2 2 2 0 0 2 0 

Commentary lit Description: 
This sort of mount is simply what is called a -nag. - a horse of 

generally poor quality used as a saddle horse. A typical jade Is able 
to cany 200 pounds on its back. It can cany a bit more. although that 
slows its pace or else causes It to tire more quickly. 

Horses not accustomed to the odor of camels will tend to bolt 
and flee from the source. as they find It offensive. 
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Hor5e, Palfrey 
Illustration: See below 
Jde.nUften Animal, Mammalia Perissodactyla equld 
Habitat: Exterior /Erth 
Size: 6xhuman-size 

(4.6'-5' Tat withers; 900-1175#) 
Number Appearing: Special 
Modes & Rates of Movement: 

Walk: 120 yds/BT 
Trot: 240 yds/BT 
canter: 360 yds/BT 
Gallop: 480 yds/BT 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas & SIEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and -/12/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 

Bite or 20 p 103 

Kick (forehoof) 10 B/1• 203 
or 
Kick (hindhooves) 15 B/I* 206 

or 
Trample• • 10 B/I • 306 

• Impact damage cannot be absorbed by any type of armor 
except Full Plate armor. 

7 
7 

7 

7 

• • Applicable only when opponent is at the animal's feet and is 
under 2 feet in height, or has been knocked down so as not 
to exceed that height. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 103) 
M (Cunning): 20 P: 205, WL: 153, CL: 184 
MM: 10 PM: 103 PN: 102 

rncap: 47 mcap: 46 
PMPow: 19 PNPow: 19 

MMcap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRcap: 4 
MRPow: 3 
MRSpd: 3 PMSpd: 37 • PNSpd: 37 • 

• Divide by 6 for effective PMSpd and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun eiec. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non 1 l 0 0 1 0 
Average 2 2 2 0 0 2 0 

Commentary 8t Descriptiom 
This mount Is a good, easy.gaited saddle horse able to cany 

about 250 pounds. Many are mares; the larger males are generally 
geldings, all employed for transportation of the rider from place to 

place. 
Horses not accustomed to the odor of camels will tend to bolt 

and flee from the source, as they find it offensive. 

Horse, Pony 
Illustration: Page 190 
ldenUfter : Animal. Mammalia Perissodactyla equld 
Habitat: Exterior /Erth 
Size: 3xhuman-size 

(4.6'-5' Tat withers; 800-1000#) 
Number Appearing: Special 
Modes 8t Rates of Movement: 

Walk: 100 yds/BT 
Trot: 200 yds/BT 
canter: 300 yds/BT 
Gallop: 400 yds/BT 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas 8t SIEEP: NII 

Joss Factors: 0 
Dodging/Avoidance: Nil and -/22/­
Attractiveness: Nil 
Invulnerabilities: Nil 
Susceptibilities: Nil 
Average Armor Protection: 4 
Quirks: Nil 
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Attacks BAC Damage Type Base Bonus 
Bite or 25 p 106 7 
Kick (forehooO 20 B/l" 203 7 
or 
Kick (hlndhooves) 25 B/I· 206 7 
or 
Trample• • 10 B/]" 306 7 

• Impact damage cannot be absorbed by any type of armor 
except Full Plate armor. 

• • Applicable only when opponent Is at the animal's feet and is 
under 2 feet in height. or has been knocked down so as not 
to exceed that height. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 103) 
M (Cunning): 30 
MM: 15 

MMcap: 6 
MMPow:5 
MMSpd: 4 

MR: 15 

MRcap: 6 
MRPow: 5 
MRSpd: 4 

P: 180, WL: 135, CL: 162 
PM: 90 PN: 90 

PMcap: 38 PNcap: 38 
PMPow: 19 PNPow: 19 
PMSpd: 33• PNSpd: 33· 

• Divide by 3 for effective PMSpd and PNSpd of 11. 

Armor Scheme: 
Area Pierce Cut Blunt fire Chem. Stun Blee. 
Ultra 4 8 8 0 0 8 0 

Super 3 6 6 0 0 6 0 
Vital 2 4 4 0 0 4 0 
Non 1 2 2 0 0 2 0 

Average 2 5 5 0 0 5 0 

Commentary tJt Description: 
A small but sturdy saddle horse able to carry about 200 pounds. 

These are fine working animals, tough and agile. so they are favored 
by those handling livestock. 

Norses not accustomed to the odor of camels will tend to bolt 
and flee from the source, as they find It offensive. 

Horse, Racer 
IDustratlon: Page 190 
ldentlfter: Animal. Mammalia Perlssodactyla Equid 
Habitat: exterior /Erth 
Size: 6xhuman-slze 

(5'-5.6' T at withers; 1000.1300#) 

Number Appearing: Special 
Modes tJt Rates of Movement: 

Walk: 150 yds/BT 

Trot: 300 yds/BT 
Canter: 450 yds/BT 
Gallop: 600 yds/BT 

Initiative Modifiers: Human Standard 
Outstanding K/S Areas/Sub-Areas tJt sreEl'i Nil 
Joss Factors: 0 
Dodgjng/Avoidance: Nil and-/14/­
Atuactivenesss Nil 
lnvulnerabilltless Nil 

SUsceptlblllties: NII 
Average Armor Protection: 2 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 25 p 103 

or 
Kick (forehooO 15 B/I" 203 

or 
Kick (hlndhooves) 20 B/I• 206 

or 
Trample· · 10 B/I• 306 

• Impact damage cannot be absorbed by any type of armor 
except Full Plate armor. 

6 

6 

6 

6 

• • Applicable only when opponent is at the animal's feet and is 
under 2 feet In height. or has been knocked down so as not 
to exceed that height. 

Powers: Nil 

Statistical Detail: 
Base Scheme(+/- 103) 
M (Cunning): 20 
MM: 10 MR: IO 
MMcap: 4 
MMPow: 3 
MMSpd: 3 

MRcap: 4 
MRPow: 3 
MRSpd: 3 

P: 2 15. WL: 161, CL: 193 
PM: 108 PN: 107 
PMcap: 48 mcap: 47 
PMPow: 18 PNPow: 18 
PMSpd: 42* PNSpd: 42* 

• Divide by 6 for effective PMSpd and PNSpd of 7. 
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Armor Scheme: 
Area Pierce Cut Blunt l'ire aiem. Stun flee. 
Ultra 4 4 4 0 0 4 0 

Super 3 3 3 0 0 3 0 

Vital 2 2 2 0 0 2 0 

Non l I 0 0 1 0 

Average 2 2 2 0 0 2 0 

Commentary a Description: 
Racers are various breeds of horse which are selected for 

speed. Thus, one will provide a good. fast saddle animal with the 
ability to cany 200-250 pounds weight quickly over some distance. 

Horses not accustomed to the odor of camels will tend to bolt 
and flee from the source, as they find it offensive. 

Mule 
Illustration: Page 190 
IdenUfter: Animal, Mammalia. Perissodactyla. Equid 
Habitat: exterior Jerth 
Size: 6xhuman-slze 
Number Appearing: Special 
Modes a Rates of Movement: 

Walk.: 90 yds/BT 
Trot: 180 yds/BT 
Run: 270 yds/BT 

Initiative Modifters: Human Standard 
Outstanding K/S Areas/Sub-Areas a SIEEF: Nil 

Joss Factors: 0 
Dodging/Avoidance: NII and -/12/­
Att.ractiveness: NII 
InvulnerabiUties: Nil 
Susceptiblllties: NII 
Average Armor Protection: 5 
Quirks: Nil 

Attacks BAC Damage Type Base Bonus 

Bite :30 p 103 
or 
Kick. (forehoof) 25 B/I* 203+2 
or 
Kick. (hindhooves) 35 B/I* 206+2 
or 
Trample•• 10 B/I* 306 

• Impact damage cannot be absorbed by any type of armor 
except FUii Plate armor: 

10 

10 

10 

10 

• • Applicable only when opponent is at the animal's feet and is 
under 2 feet In height. or has been knocked down so as not 

to exceed that height. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 105) 
M (Cunning): 32 P: 208, WL: 156.CL: 187 

MM: 16 MR: 16 PM: 104 PN: 104 

MMcap: 6 MRcap: 6 PMcap:46 mcap:46 
MMPow: 6 MRPow: 6 PMPow: 22 PNPow:22 
MMSpd: 4 MRSpd: 4 PMSpd::36* PNSpd: :36* 

• Divide by 6 for effective PMSpd and PNSpd of 6. 

Armor Scheme: 
Area Pierce Cut Blunt l'ire aiem. Stun flee. 
Ultra 4 8 12 0 0 12 0 
Super 3 6 9 0 0 9 0 

Vital 2 4 6 0 0 6 0 
Non 1 2 3 0 0 3 0 
Average 2 5 7 0 0 7 0 

Commentary a Description: 
The mule Is a hybrid between an ass and a horse. Smart, tough, 

ornery, and able, this Is an excellent all-purpose beast. They can be 
used for riding. packing. or draft/plow work.. In the first two capad· 
ties, they can bear about 200 pounds weight without any difficulty 

whatsoever. 
Similar to horses, mules not accustomed to the odor of camels 

will tend to bolt and flee from the source, as they find It offensive. 

Pony (True) 
must.ration: Page 190 
IdenUften Animal, Mammalia. Perissodactyla. Equld 
Habitat: exterior Jerth 
Size: 3xhuman-size 

(3'-4.6' Tat withers; :300-800#) 
Number Appearing: Special 
Modes a Rates of Movement: 

Walk.: 80 yds/BT 
Trot: 160 yds/BT 
Canter: 240 yds/BT 
Gallop: 320 yds/BT 

Initiative Modifters: Human Standard 
Outstanding K/S Areas/Sub·Areas a SIEEF: Nil 
Joss Factors: 0 
Dodging/Avoidance: NII and -/IO/­
Attractiveness: Nil 
Invulnerabilities: NII 
SUsceptlbilities: Nil 
Average Armor Protection: 2 
Quirks: Nil 
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Attacks BAC Damage Type Base Bonus 
Bite 25 p 103 3 
or 
Kick (forehoof) 15 B 103+1 3 
or 
Kick (hindhooves) 20 B 106 3 
or 
Trample' 5 B 206 3 

• Applicable only when opponent is at the animal's feet and is 
under 1.5 feet In height. or has been knocked down so as 
not to exceed that height. 

Powers: Nil 

Statistical Detail: 
Base Scheme (+/- 103) 
M (Cunning): 20 P: 140, WL: 105,CL: 126 
MM: 10 PM: 75 PN: 65 

PMCap: 43 PNCap: 29 
PMPow: 15 PNPow: 19 

MMCap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRCap: 4 
MRPow: 3 
MRSpd: 3 PMSpd: 17' PNSpd: 17 • 

• Divide by 3 for effective PMSpd and PNSpd of 5. 

Armor Scheme: 
Area Pierce Cut Blunt fire Oiem. Stun t;/ec. 
Ultra 4 4 4 0 0 4 0 
Super 3 3 3 0 0 3 0 
Vital 2 2 2 0 0 2 0 
Non I 1 1 0 0 1 0 
Average 2 2 2 0 0 2 0 

Conunentary «Description: 
A species of horse smaller than all others, and many varieties 

of which are lumped hereunder, the typical pony is basically suitable 
only for children or very small adults. The Cymric pony, for exam pie. 
is large enough to cany a normal adult. In many physical respects. 
these animals are similar to the ass. 

Horses, including ponies. not accustomed to the odor of camels 
will tend to bolt and flee from the source, as they find it offensive. 

Zebromega (Xaquagl) 
Illustration: Page 190 
Identifier: Animal, Mammalia, Perissodactyla. Equld 
Habitat: Exterior /Erth, AtlanU 
Size: 6xhuman-size 

(5'.{)' Tat withers; 1700-2200#) 
Number Appearing: 5-30 (506) in wild 
Modes « Rates of l'llovement: 

Walk: 120 yds/BT 
Trot: 240 yds/BT 
Canter: 360 yds/BT 
Gallop: 480 yds/BT 

Initiative l'lodiftas: Human Standard 

Outstanding K/S Area.s/SUl>-Areas « SIEEP: Nil 
Joss Factors: 0 
Dodging/Avoidance: Nil and-/16/-
Attractiveness: Nil 
lnwlnerabllitles: Nil 
SUsceptibillties: Nil 
Average Armor Protection: 6 
QuiJU: Nil 

Attacks BAC Damage Type Base Bonus 
Bite 15(45') r 103 8 (9)' t 
Kick (forehoof) 15(35') B/l" 203 8 
Kick 20(40') B/l" 206 8 
(hindhooves) 

Trample" ' 15(25') B/l" 306 8 

• Applies only to zebromegas trained as war steeds. 
• • Impact damage cannot be absorbed by any type of armor 

except Full Plate armor. 
• • • Applicable only when opponent Is at the animal's feet and Is 

u.nder 4 feet In height. or has been knocked down so as not 
to exceed that height. 

tThe number In parentheses is the damage bonus with the 
damage bonus due to high BAC added. 

Powers: l'fil 

Statistical Detail: 
Base Scheme (+/- 105) 
M (Cunning): 20 
MM: 10 
MMCap: 4 
MMPow: 3 
MMSpd: 3 

MR: 10 
MRCap: 4 
MRPow: 3 
MRSpd: 3 

P: 242. WL: 181. CL: 217 
PM: 12 1 PN: 121 
PMCap: 53 PNcap:53 
PMPow: 20 PNPow: 20 

PMSpd: 48' PNSpd: 48' 

• Divide by 6 for effective PMSpd and PNSpd of 8 . 

Armor Scheme: 
Area Pierce Cut Bl unt Fire Oiem. Stun t;lec. 
Ultra 4 8 12 0 0 16 0 
Super 3 6 9 0 0 12 0 
Vital 2 4 6 0 0 8 0 
Non 1 2 3 0 0 4 0 
Average 2 5 7 0 0 10 0 

Commentary « Description: 
The draft horse-sized cousin of the zebra and the quagga, the 

zebromega is called the xaquagl in the Atlantlan tongue. Some few 
herds of these beautiful animals are still In the wild state, found 
mainly on the Island of Atlantl. Many domesUc herds are kept In 
northern Afrik. and reports of a wild band or two have been recorded 
there recenUy. possibly escaped animals now living free. As demon­
strated long ago by the AtlanUans, these creatures can be domesti­
cated and employed as riding animals and war mounts too. 
Zebromega.sa-e .still bred forucie ac;warsteeds by the armies ci Allantl. 
They can cany welgl:t up to about 350 pounds. as might a destrler. 
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Large/Dangen>US Fauna and flora by Region 

Antelope 
Ape (south) 

Ass. Wild 
Aurochs 

Baboon (south) 
Bear. Black 
Bear. Brown 

Bison. ~opan 
Caribou (Reindeer (north) 

Deer 

Antelope 
Ape 

Ass. Wild 
Baboon 

Betuhura (temples of Set) 
Bird. Olant l"llghtless 

Buffalo. Mrikkan 
Camel. Dromedary 

catfish. Oiant NyUe (11!.gypt) 
Cheetah 

Crocodile. Olant 
Crocodlllan 

Eagle 
~ephant. Mr1kkan 

~ephant. Pygmyphant (north) 

Amazonian ~vii 
Antelope 

Arapelma (aquatic) 
Bear. Black 

Condor 
Condor. King 

Crocodile 
Crocodlllan 

Deer 
Dog. Wild 
~e 

ea. Clectrlc 

I 

l"lsh (Small. Camlvorous) 

EXTERIOR ..IERTH 

..IEropa 
Dog. Wild 
~e 

Ooat. Wild 
Hart 

Herd Animal 
Horse, Domesticated 

Horse, Wild 
Leopard (south) 

Uon (south) 
Lynx. Olant 

Afrik 

l"lsh (Small Carnivorous) 
l"lsh. Armored 

Oazelle 
OlrafTe 

Onu (Wildebeest) 
Ooat (Wild) 

Oorilla 
Herd Animal 

Hlppopotomus 
Horse. Wild (north) 

Hyena 
Leopard 

Uon 
Uzard, Monitor 

Megadlle~) 
Pygmy 

Amazonia 

l"lsh. Armored 
Ooat. Wild 

Hairy Hlppocerous 
Herd Animal 
Horse. Wild 

Jaguar 
Uon. Pike-Toothed (south 3rd) 

Uama 
onaxereslan 
Pandacoon 

Raptor 
Rat. Sewer or Oraveyard 

Salmander. Olant 
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Moose (ISlk. ~) 
Panther 

Pony (True) 
Raptor 

Rat, Sewer or Oraveyard 
Smquatch (heavily forested) 

Snake.Asp 
Stag (Olant Deer) 

Swine. Boar 
Wolf 

Wolverine 

Quagga 
Raptor 

Rat. Sewer or Oraveyard 
Rhlnocerous 

Salamander. Olant 
Smquatch (heavily forested) 

Snake. Constrictor 
Snake, Oaboon Viper 

Snake, King Cobra 
Snake, Mamba 

Snake. Puff Adder 
Snake. Spitting Cobra 

Swine. Warthog 
Wolf 

Zebra 
Zebromega (north) 

Smquatch (heavily forested) 
Sloth. Qlant 

Snake, Anaconda 
Snake. Bushmaster 
Snake. Constrictor 

Snake. l"er.<fe-Lance 
Swine. Peccary 

Tapir 
Taplrephant 

'nger. Dagger-Toothed (north) 
nger. Pike-Toothed 

TUrtle. Snapping 
Wolf 



Antelope 
Ape 

Ass, Wild 
Aurochs 
Baboon 

Bear. Black 
Bear, Brown 

Bison. ~opan (west) 
Buffalo. Azlrtan 
Buffalo. Oaur 

camel. 8actrlan 
camel. Dromedary (near Azir) 

caribou (Reindeer) (north) 
Cheetah 

Crococllle. Olant 
Crococlillan 

Deer 
Deer. Sambar (hindlc) 

Bear. Long-Tailed 
Bird, Olant l'llghtless 

Crococllle. Olant 
Crococlllian 

Dullhead 
elephant. Plantlfrons (north) 

l"ish (Small Cemlvorous) 
1'1.sh. Armored 
Herd Animal 
Hlppophant 

Ante.lope 
Ass, Wild 

Bear. 61ack 
Bear. Brown 
Bear. Orlzzly 

Bison. Vargaardlan 
caribou (north) 

Condor 
Condor. King 

Cougar 
Crocodile. Olant 

Crococllllan 
Deer 

Azir 
Dog. Wild 
~e 

r:lephant. Az.irian 
OazeUe 

Ooat. Wild 
Herd Animal 
Hlppoptamus 
Horse. Wiid 

Hyena 
Leopard 

Uon (Hindle) 
Uzard. Monitor 

Lynx. Olant (North) 
e1k (1£ropan) 

Musk Ox (north) 
Onaxerslan 

Panda (giant) 
Panther 

Magmur 
Kangaroo 

Uon, Ch~Toothed 
Uzard. Colosltor (rare) 

Uzard, Monitor 
Moe 
Mule 

Oxchuck 
Pandaplr 

Panther, Chlsel-Toothed 

Vargaard 

Dog. Wild 
~e 

elephant, Woolly Mammoth 
e1k (Wapiti) 
Ooat. Wild 

Herd Animal 
Horse, Wild 

Jaguar (southemt) 
Lynx. Giant 

Moose 
Mule 

Musk Ox (far north) 
Panther 
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Pony(True) 
Raptor 

Rat. Sewer or Oraveyard 
Rhlnoceroua 

Salamander, Olant 
Sasquatch (mountainous) 

Snake. Constrictor 
Snake, Kralt 

Snake, Spitting Cobra 
Stag (Olant Dea) 

Swine, Boar 
Tapir (aouthemt) 

11ger 
Wolf 

Wolverine 
Yak 

Peccarlcom 
Pony(True) 

Raptor 
Rat, Sewer or Oraveyard 

Rhlnoceroua 
Salamander, Giant 

Sasquatch (heavily forested) 
Toradillo 

Wolf, Striped 

Raptor 
Rat. Sewer or Oraveyard 
Salamander, Hellbender 

Sasquatch (heavily forested) 
Snake, Coral 

Snake, l'er.Qe.lance 
Snake.Rattle 

Snake, Water Moccasin 
Swine. Boar 

11ger. Dagger-Toothed (south) 
Turtle, Snapping 

Wolf 
Wolverine 



-

Bear, Polar 
caribou (Reindeer) 

Herd ANlmal 

Bear. Long-Tailed Polar 
Cat 

Herd Animal 

Dolphin 
Ce! 

fish. Dangerous 
fish. Poisonous 

Octopus 

Albie 
All mouth 

Archerbush 
Armadlug 

Awfulgutbeg 
Badger Devil 

Barber 
Bide l"orever 
Blackledge 
Bllndworm 
Burnstem 

Burrowburr 
cave Ape 

Centauranl 
C.halnworm 
C.hoktjel 

Corpsebeny 
Coshtree 
Cutleaf J 

Dangler 
Death blob 
Death fisher 
Devil men 
Drekker 
~ 

l"lsheye/Scalletreeler l"ace 
1'1ashby 
f'toaler 

l"ountaln l"Ungus 
Qlbbat 

Qlowgrave 

Midglooms 

Burrbear 

Shallowshadow 
Mlcaman 

North Polar 
Musk Ox 
SeaUon 

Seal 

South Polar 

Ice Horse 
Sea Uon, Southern 

Seal 

Marine 

Orea 
Ray 

Shark 
Shark. Qlant (Oreat White) 

Snake. Sea 

SUBTIRRAl"'f:AN .JER111 

General 

Qrttleaf 
Harpoon hedge 

Harvestman 
Heath edge 

Hlssard 
Hootle 
Impaler 
Kickel 

Uzard. Uon Uzard 
Lobber/LObsterman 

Moldle 
Moving Mound 

Nallgrass 
Otralgut 

Ohoh 
Pixie Dog 

Qulcksllme 
Rat. Subtenanean 

Ratold 
Rattle 

Rock Scorplan 
Salamander. Splned 

Scavenger Worm 
Shock.shrub 

Shrewolf 
Silent Whistler 
Slime Creeper 

Slugbellle/Devole 
Slugbug 

Smotheralug 
Snake. Arrowsnake 

Deepdark 

Borewonn 
Mlcaman 

Wlgglehead 
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Walrus 
Wolf 

Seal. Qlant 
Walrus. Antaltlc 

Wolf. Shaggy 

Squid. Qlant 
TUrtle 
Whale 

Snake. Dropsnake 
Snake vine 
Snapper 
Spit.slug 
Starseed 
Steel back 

Stlckydoak 
Stlnkplant 

Statlefl"erretfolk 
Stonespear 

Stoolle/Shrooman 
Strangle vine 

Sweet.end 
Toppi er 

Trapbeetle 
Trog 
Unllfe 

Vampbug 
Wally 

Warthlll 
Webber 

Weloome Lamp 
Whlpsllme 
Whistler 

Wolfsplder. Subtenwlean 
Wolfsplder. lAllge Subtemmean 
Wolfsplder. Oreat SubterrW1ean 

Aquatic 
Clamp 

Craw bad 
Crocodile. cavecroc 

Drownweed 
Qarpike 

Hagnymph 
Hydraworm 

Klllercat 
Muckdevll 
Odoplant 

Sllmewonn 
Snail. Cave. Qlant Coneshell 



Aurochs 
Bear, Cave 
Bear, Dog 

Bear, Polar 
Bear, 1lger 

Beaver, Giant 
Bison, Olant 
Camel. Giant 

Cougar. Dirk-Toothed 
Crocdilian 

Demon bear 
Demon Uon 
Devil Wolf 

elephant. Down-Tusker 
elephant. Cmporer 

elephant, l"our·TUsker 
elephant, Hairy Mammoth 

elephant. Hook-Tusker 
elephant, Mammoth 

Bear, Polar (cold) 
~I Whale (cold) 

l"lsh (Small Carnivorous) 
l"lsh, Armored 

l"lsh. Dangerous 
l"lsh. Poisonous 

Amazonian Devil 
Bear, Ape 

Bear, Long-Tailed Polar 
Camelphant 
Condor, King 
Crocodllian 

Dullhead 
elephant Bird 

elephant, Big·TUsker 
elephant, Homed-Mouthed 
l"ish (Small Carnivorous) 

l"lsh. Armored 
Oazelle 

Hairy Hlppocerous 
Heerd Animal 

Bear, Lon~Talled Polar 
eel Whale (cold) 

l"ish (Small Cemlvorous) 
l"ish, Armored 

• 

l"lsh. Dangerous 
l"ish, Poisonous 

INTERIOR .IERTH 

Outer Band, North 
elephant, Pike-Tusked 
elephant, Pygmyphant 

Elephant, Shovel-Tusker 
elephant. Wooly Mammoth 

Elk. Giant 
l"lsh, Armored 

Gazelle 
Giraffamel 

Olraffe. Streaked 
Glutton Devil 
Herd Animal 
Hippo, King 
Houndbear 

Humanoid, Plthec:anthropold 
Human, Cro-Magnon 
Human. Neanderthal 

Uon. Cave 
Uon, Cutlass-Toothed 
Moose. l"our-Homed 

Outer Band, North Marine 
l"lsh, Sword-Mouthed (temperate) 

Sea Lion 
Sea Serpent. True (temperate) 

Seal 
Serpent Whale (temperate) 

Shark (cold/temperate) 

Outer Band, South 

Hlppophant 
Ice Horse 

Kangaroo, Giant 
Uon. Chisel-Toothed 
Uon. Pike-Toothed 

Moa 
Ostrich, Axe-Beaked 

Oxchuck 
Pandacoon 
Peccarlcom 

Rhlnocerous, l"our-Homed 
Rhlnocerous, Olant, l"our-Homed 

Rhlnocerous. Hlppocom 
Rhlnocerous. Mastera!! 

Rhinocerous. Rhlnocom 

Outer Band, South, Marine 

l'lsh. Sword-mouthed (temperate) 
Ice Horse (cold) 

Sea Serpent. True (temperate) 
Seal 

Seal. Southern 
Serpent Whale (temperate) 
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Muskox 
Pandaplr 

Quadralope 
Rhinocerous Y-Homed 

SeaUon 
Seal 

Snake, King Python 
Stag (Giant Deer) 

Stag. Great-Homed 
Swine, Giant Pig 

Swine, King Warthog 
1lger, Sabre-Toothed 

ngerDog 
Walrus 
Weagel 

Bear 
Weagel Uon 

Wolf 

Shark. Giant (cold/temperate) 
Turtle 
Walrus 
Whale 

Whale. Legged (cold) 

Rhinocerous, Six-Homed 
Rhlnocerous, Trunked 

Rhlnorat 
Seal 

Seal. Sothem 
Sloth, Giant 

Sloth, Megasloth 
Snake. Anaconda 

Snake, Giant Boa Constrictor 
Taplral 

Taplrephant 
1ltanalo 

Walrus, Antatlc 
Water Horse 
Wolf, Striped 

Shark (cold/temperate) 
Shark. Giant (colcl/lemperate) 

Turtle 
Walrus. Antartic 

Water Horse 
Whale, Legged (cold) 



-

Centipede. giant 
Crocodile. King Croc 

Crocodile, Spiked Croc (aquatic) 
Crocodragon 

Dragon, l'lnback 
l"lsh, (Small Carnivorous) 

fish. Armored 
Gallopgator 

Gorgonophant 
Gray Steaker 
Green Racer 

Dragon. Sea (tropical) 
r"lsh. (Small. c.amlvorous) 

rtsh, Armored 
f"lsh, Dangerous 
l"lsh. Poisonous 

COelophysis 
Dllophosaurus 
Plat.eosaurus 

Allosaurus 
Apatosaurus 
6arapasaurus 

6aryonyx 
6rachlosaurus 
c.amarasaurus 
camptosaurus 

Alarnosaurus 
Albertosaurus 
An~losaurus 
Camotaurus 
Centrosaurus 

Chasmosaurus 
Dravldosaurus 
Dromeeosaurus 
Nemegtosaurus 

Omlthomlus 

\ 

Intermediate Band 

Homed Hunter 
Hom tooth 

Juggrtnaught 
Juggler 

Uzard, Barbface 
Uzard, COlosltor 

Uzard. Gila Monstrous 
Uzard. Leech Uzard 

Uzard, 1hug 
Uzard, Tree-Hopper 

Lope-Hound 

Intermediate Banet Marine 

Pike Squid (tropical) 
Sea Mugger (tropical) 
Serpent fish (tropical) 

Serpent Turtles (tropical) 
Shark 

Equatorial Band, Triassic 

Pteranodon 
Pterodactyl 

Quetzacoatlus 

Equatorial Band, Jurassic 

Ceratosauraus 
Oelnoychus 
Dlplodocus 

HylEEOSaUIUS 
tguanadon 

Kentrosaurus 
Megalosaurus 

Equatorial Band, Cretaceous 

Ouranosaurus 
Pachycephalosaurus 

Panoplosaurus 
Parmaurolophus 
Pslttaco98urus 

Pteranodon 
Pterodactyl 

Quetzacoetlus 
Rharnphorhycus 

Saltasaurus 

Equatorial Band, Marine 
lchthyosaurus 
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Mauler 
Nlghtrunner 

Snake, Death Ardter 
Snake.Legged 

Snake, 8erpantsnake 
Snake,SharkSnake 

Snake, Swann Snake 
Toad, Burrowing 

TUskfang 
Walklng Hedgrow 

Yowter 

Shark. Giant 
TUrtte. atant 
Whale Croc: 

Rhamphorychus 
SCelldosaurus 

1herk>pdid 

Pteranodon 
Fterodad:yt 

Quetzacoetlus 
Rharnphorhycus 

Stegosaurus 
1heriopodld 

TUojlangosaurus 

Sllvisaurus 
Spln<>98UJ'Ua 
Stegoceras 

Styracosaurus 
1heriopodld 
Torosaurus 
Triceratops 

Tyrannosaurus 
Veloclraptor 



Large and/or DangerOU5 Fauna of JErth by Continent* 
Large/Dangerous Fauna .IEropa Afrlk Amz.onla Azlr Magmur V8lga8ld 
Amazonian Devils am 
Antelopes re af am az v 
Apes re af az 
Arapaima (Giant)" • am 
Asses, Wild re af az v 

urochs re az 
Baboons/Drills re af az 
Bears, Black re af am az v 
Bears, Brown re az v 
Bears, Grizzly v 
Bears, Long-Tailed m 
Betuhuru af 
Birds, Giant Flightless··· af am az m 
Bison, JEropan re am az v 
Bison, Vargaardian v 
Buffalo af azO 
Cam elephants am 
Camels af az 
Caribou/Reindeer re az v 
Catfish, Giant Nylle af 
Cheetah af az 
COndorst am v 
Condors, King am v 
Cou~ am v 
Crocodiles, Giant af am az m v 
Crocodilians t t af am az m v 
Deer re am az v 
Deer, Saml5ar ee am az v 
Dogs, Wild af az v 
Dullheads m 
Eagles re af am az v 
Elephantsttt af az 
Elephants, Plantifrons m 
Elephants, Pygmyphant Bf 
Elephants, Woolly Mammoth v 
Elk Wa u az v 
Gazelles af az 
Giraffes af 
Gnus/Wildebeests af 
Goats, Wild re ar am az v 
Gorillas af 
Hal Hippoceros am 
Hart re 
Herd Animals re af am az m v 
Hippophants m 
Hippopotaml Bf az 
Horses, Wild ee af am" az V" 
Hyenas af az 
Jaguars am v 
Kangaroos m 
Leopards re af az 
Uons re ar az 
Uons, Chisel-Toothed m 
Uons, Pike-Toothed am 
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Lizards, Colo.sitor m 
Lizards, Monitor af az m 
Llamas am • With respect to the fauna of 

ynx, Giant: az v Lemuria. use the column for 
Megadlles af Amazonia. but acijta for smaller 
Moes m habitat. 
Moo.se ae az v • • Olam specimens are 20' + long. 
Musk Oxen az y weigh 5001+, and have small 
Ox chucks but savage teeth set In a huge 
Panda coons mouth. 
Pandapirs m • • • Generally, sud1 species m 
Pandas (Giant) az cas.sawarfes, moas, ostriches. 
Panthers ae af az y rhem, and the like, but on 
Panthers, Chisel-Toothed m Magmur there are both elephant 
Peccaricorns m birds and carnlvorol.W axe beaks. 
Quaggas af az O The gaur, a relatfve of the bison, 
Raptors (eagles, hawks, etc.) ee af am az m v 

a huge fonn of wild cattle found Rats, Sewer or Graveyard ae af am az m y 

Rhinocero.s af az m In the Hindle subcontinent. 

Salamanders, GiantO af am az m y t Giant species of double and 

Salamanders, Hellbender y triple normal size. 

Sasquatch az t t lndudes alligators. calmans, 

Sloths, Giant am gavlals. etc.-most or which are 
Small poisonous aeaturesOO ae af am az, m v ~than r.arth normal. 
Snakes, Anaconda am t t t Loxodontla atlantica. a Dwarf 
Snakes.Asp ae species. Is found on Allantl. The 
Snakes, Bushmaster am ox.&zed elephant plantlfrons Is 
Snakes, cc>nstilcwr af am az found In the jungles or northern 
Snakes, Coral v Magmur. Small rrumbers of 
Snakes, fer-de-lance am Mammuthu.s prfmlgenlus (Woolly 
Snakes. Gaboon Viper af mammoth) is found In northern 
Snakes, King Cobra af az areas or Yargaard. 
Snakes, Krait az " Horses brought by explorels/ 
Snikes-;"l"raml::>a ar colonists which escaped to fonn 
Snakes, Pit Vipers af az v wild herds. 
Snakes; Puff Adder af 0 lndudlng the hellbender and 
Snakes, Spitting Cobra af az 
Snakes, Venomous ae af am az m y similar species of twice the size 

Stags (Giant Deer)§ ee az known on r.arth. The glam 

Swl~ ee az v salamanders have done well on 

Swine, forest Giant af ./Erth. 

Swine, Peccaries am v 00 Yarfous knd.s of t.hlrlg', Including 

Swine, Warthogs af arachnJd.s, !meets, amphibians. 

Tapirephants am reptfles. fish. etc. 
Tapirs am az y § The evolved Irish deer; an elk-
Tfg-eFs az sl7.ed animal somewhat resem-
Tigers, Dagger-Toothed am v bllng the Asiatic sambar deer. 
Tigers. Pike-toothed am §§ The draft horse-6ized cousin of 
Toradil OS m the zebra and quap. Mainly 
Turtles, Snappingt am y found on the Island of AUantL 
Wolverines (Gluttons) ae az v although some domestic herds 
Wolves ee af am az v are kept In northern Afrfk, and 
Wolves, Striped m reports of a wild band or two 
Yaks az have been recorded. 

af az 
af 

-
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Glossary of Terms 
Acarids or Acarina: An order of small arachnids that Includes 

the mites and ticks. 
AcreodJ: An order of primitive, carnivorous mammals. 
Ailuropodidae: The family of fissipeds that includes the giant 

pandas. 
Allosaurids or AUosauridae: A family of carnosaurs also 

commonly called allosaurs. These bipedal meat eaters are 
medium to very large (20 to 40 feet long). They have strong, 
heavY bodies and large, narrow skulls with strong brow 
ridges. Their arms are quite short, but very strong. Their 
hands have three fingers and their feet have three forward 
pointing toes and a dewclaw. 

Amoeboid: Like an amoeba; like that of an amoeba; related 
to or having to do with amoebas. 

Amphibians or Amphibia: Any of a class of cold-blooded, 
vertebrate animals with moist, scaleless skin, Including 
frogs, toads, salamanders, and caedlians. Amphibians 
typically lay eggs in water where the young hatch and go 
through a larval or tadpole stage, breathing by means of 
gills: the larval forms subsequently lose the gills and 
develop lungs and limbs. 

Amphicyonids or Amphlcyonidae: A familyoffisslpeds. The 
•bear dogs,• animals with a body that Is bear-like In shape 
and bulk and walks plantlgrade like a bear, but has a dog­
like head. 

Ancylopods or Ancylopoda: A suborder of perissodactyls. 
Anguilliformes: The order of teleosts that includes the eels. 
Ankylosaurs or Ankylosaursia: The suborder of armored 

ornithischian dinosaurs. It contains the families 
Ankylosauridae, Nodosauridae, and Scelidosauridae. They 
are quadrupedal herbivores ranging in size from six to 30 
feet long. 

Ankylosaurids or Ankylosauridae: Family of ankylosaurs. 
The backs, heads, and tails of these quadrupedal herbi­
vores are covered with thin bony plates. They have triangu­
lar heads, small spikes on their sides (or not), and dubbed 
tails. Ankylosaurids range In size from 15 to 30 feet long. 

Annelids or Annelida: Any of a phylum of worms having 
bodies composed of a series of similar ringlike segments, 
Including earthworms and leeches. 

Anthropoids or Anthropoidea: A suborder of primates, 
including monkeys, baboons, apes, and man; manlike; 
resembling man. 

Anurans or Anura: Amphibian order of frogs and toads. 
These amphibians lack a tail after metamorphosis. Their 
hind legs are longer and stronger than their forelegs and are 
specialized for jumping. They have bulging eyes and are 
insectivores. 

Arachnids or Arachnida: A class of small arthropods Includ­
ing horseshoe crabs, mites, scorpions, spiders, and ticks. 
An arachnid is air-breathing and hasfourpairofwalkinglegs 
and no antennae. The body is usually divided Into two 
regions. 

Araneids or Araneae: Arachnid order of spiders. 

Archaeocetes or Archaeoceti: Any of a suborder of ceta· 
ceans. They are small, four-legJed seal-like creatures. 

Archosaurs or Archosauria: ·Ruling Uzards·: a Superorder 
of Reptilia; a group of higher vertebrates lndudlng the 
crocodllians, dinosaurs, etc. 

ArslnolUteres or ArslnolUterifdae: The sole family of the 
order of Embrithopoda. Members of this family are rhlnOCr 
eros-Uke. 

Arthropods or Arthropoda: The phylum of Invertebrate 
animals having segmented (jointed) bodles and hollow, 
jointed appendages (antennae, wings, legs) articulated In 
pairs. This phylum contalns the classes of Crustacea, 
Dlplopoda, Arachnida, Chllopoda. and Insecta. 

Artiodactyls or Artiodactyla: An order of ungulates charao 
terized by an even number of toes, usually two but some­
times four. This order Includes camels, deer, giraffes, etc. 

AstrapoUteresor AstrapoUteria:An orderofmerldlungulates. 
They are low bodied herbivores. Some are as large as 
rhinoceroses and have tusks and a small trunk. 

AstrapoUterlids or AstrapoUterlidae: A family of ast.rap­
otheres. 

Aves: The class of vertebrate animals that have feathers; birds 
considered as a class. Plural of Avis. 

Balaenopterids or Balaenopteridae: A family of cetaceans. 
Baryonychldae: A family of c:oelurosaurs (theropods). 
Basilosaurids or Basilosauridae: A family of cetaceans. 
Batrachian: Of or having to do with the division of vertebrate 

animals consisting of tail-less amphibians, typified by the 
frogs and toads. 

Biped: Any animal that stands or walks on Its two hind legs. 
Boas orBoidae: Any ofa family oflarge, tropical snakes. Boas 

are not poisonous, but kill their prey by squeezing with their 
coils. Anacondas, pythons, and boa constrlctors are boas. 

Borhyaenids or Borhyaenidae: A family of marsupials that 
have evolved to look like cats, dogs, bears, etc. 

Bovlds or Bovldae: The family of ruminants with hollow 
horns, such as oxen, sheep, goats, and antelopes. They are 
grazers. 

Brachiosawids or Brachlosawidae1 A family of sauropods 
with spatulateteeth and forelimbs as long or longer than the 
hind. These herbivores are some of the largest dlnosaurs­
some are as long as I 00 or more feet. 

BrontoUteres or BrontoUterlidae: Family of hlppomorphs. 
These ·thunder beasts• browse on soft forest vegetatlon. 
Some have massive osslcones and large canine teeth. The 
ossicones are often larger on the males. 

Browsing: Vegetarian animals that feed on the leaves of trees 
and shrubs, and not on grass. compare Grazing. 

Bufonidae: Anuran family of toads. 
Camarasawids or Camarasawidae: Also commonly called 

camarasaurs. A name sometimes used for the family of 
spatulate-toothed sauropods whose forelimbs were as long 
or longer than the hind legs. This group ls more frequently 
called the Brachlosaurldae. 

Camelids or camelidae: Family of tylopods comprising the 
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camel family. They have a unique physiology to conserve 
water. They have no horns or tusk.s. They are grazers with 
elongated facial bones that chew their cud and have a three· 
chambered stomach. 

Canids or Canidaes family of dog-like carnivorous mammals. 
They have a superb sense of smell, good vision, acute 
hearing, long limbs, walk digitlgrade, have great stamina, 
and chase down their prey. 

Carnivores or Carnivora: Order of flesh-eating mammals 
such as lions, lynxes, wolves, etc. Any animal that eats 
mainly meat. 

Castorids or Castoridae: Family of rodents comprising the 
beaver family. 

Caudates or Caudata: Amphibian order of salamanders and 
newts. These amphibians have four limbs and a well 
developed tail. They are swimming insectivores. The order 
is sometimes called Urodela. 

Cephalopods or Cephalopoda: Members of the most highly 
organized class of marine mollusks, characterized by long, 
arm-like tentacles around the mouth, a large head and a pair 
of large eyes, a sharp bird-like beak, and a siphon used for 
propulsion. Many can expel a dark, ink-like fluid out of the 
siphon. Members of this class include octopi, squids, 
argonauts, cuttlefish, and nautilus. 

Ceratomorphs or Ceratomorpha: Suborder of perissodadyls. 
Ceratopsians or Ceratopsia: Suborder of omithischian dino­

saurs with horns on their faces. Ceratopsians have neck 
frills or shields. They are herbivores. 

Ceratopsids or Ceratopsidae: A family of the Ceratopsia. 
Members of this family have horns on either their snouts or 
their brows, and sometimes both. They have frills extending 
over their neck.s. These quadrupedal herbivores are from 
I 2 to 25 feet long. Thereare two typesofof ceratopslds:One 
group has short frills that do not reach their shoulders, long 
nose horns, and short brow horns. The second group has 
long frills that extend back to or over their shoulders, short 
nose horns, and long brow horns. 

Cercopithecidae: Family of anthropoids. 
Certosauridae: Family of carnosaurs (theropods). 
Cervids or Cervidae: Family of ruminants comprising the deer 

family. They are browsers. Almost all of the males and some 
of the females have antlers that are shed and regrown 
annually. 

Cetaceans or Cetacea: The order of aquatic mammals, 
having fish-like, almost hairless bodies, flat. notched tails 
and paddle-shaped forelimbs, including whales, dolphins, 
porpoises, etc. 

Cetiosaurs or Cetiosaurinae: A family of sauropods. These 
are the most primitive sauropods. They range in size from 
45 to 72 feet long. Their forelegs and hind legs are nearly 
equal in length. 

Chalicotheres or Chalicotheriidae: A family of ancylopods 
typified by large bear-like claws on toes, forelimbs that are 
longer than hind limbs, and a horse-like face. They are forest 
browsers. 

Chameleons or Chameleontidaes Members of a family of 
lacertilians that can change the color of their skin to blend 
with their surroundings. Chameleon family. 

Chelonlans or Chelonla: The order of reptiles comprised of 
turtles, tortoises, and terrapins. Thelr bodies, except head, 
tail, and legs, are enclosed within a shell. 

Chilopods or Chilopoda: The class of jaw.footed arthropods 
that comprises the centipedes. 

Chiropters or Chiroptera: The order of mammals that com· 
prises the bats. Thelr forelimbs have modified Into flapping 
wings. The wings are comprised of a thin membrane 
supported by four greatly elongated fingers. They use 
echolocation, a form of natural radar, to locate obstacles 
and prey. Most chiropters are Insectivores; a few are 
carnivores, some frugivorous (such as the foxbat). 

Chordates or Chordatas Phylum of spinal-cord animals. This 
phylum contains the classes of Pisces, Amphibia, Reptilia, 
Aves, and Mammalia. 

Classs A level of grouping of similar organisms. A class 
containsoneormoreorders; similar classes form a phylum. 

Coelenterates or Coelenterata: Phylum of sac-like Inverte­
brate animals, which Includes the jellyfish, hydras, sea 
anemones, and corals. 

Coleopters or Coleoptera: Members of an order of insects 
including beetles and weevils. In this order, the front pair of 
wings Is horny, serving to sheathe the second and membra· 
nous pair. 

Coryphodonts orCoryphodontJdaes Family of seml-equatic 
pantodonts that feed on roots and tubers. 

Creoclonts or Creoclonta: An order of primitive, carnivorous 
mammals with small brains. They are regarded as the 
ancestors of the modem carnivores. 

Crocodilians or CrocodyUa: Any of an order of reptiles Utat 
Includes crocodiles, alligators, gavlals, etc. 

Crustaceans or Crustacea: A class of arthropods composed 
of water animals with hard shells, jointed bodies and 
appendages, and gills for breathing, Including barnades, 
crabs, crayfish, lobsters, prawns, and shrimps. 

Cynodonts or Cynodontias suborder of therapslds. "Dog 
teeth." A class of upright reptiles of the Triassic period. 

Dasyoridae: The family of marsupials that lndudes the 
Thylaclnus, a wolf-like animal. 

Delnotheres or DelnotherlldaesA family ofprobosdds. They 
are large elephants with downward-curving tusks. 

Delphlnlds or Delphlnldae: family of cetaceans comprising 
the dolphin family. 

DesmostyUans or Desmostylla: An order of strange, pony· 
sized aquatic mammals desaibed as "Water Horses.• 

Digltigrades Having feet shaped so that the toes, but not the 
heels, are on the ground. 

Dlnocerates or Dinocerata: An order of ungulates known as 
the "Terrifying Homs.• Dinocerates are typified by three 
pairs of bony protuberances on their skulls. Males have a 
pair of long, saber-like upper canine teeth. 

Dlnomyidae: A family of rodents. 
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Diplodocids or Diplodocldae: A family of sauropods that 
have peg-like teeth. It indudes all those having •double­
beamed,· orY-shaped, spines on their tall vertebrae similar 
to those found in Diplodocus. These bones may provide 
extra protection for major blood vessels along the tail or 
extra musde attachment. These four-lemed plant eaters 
are from 40 to 90 feet long. 

Diprotodonts or Diprotodontidae: Family of rodent-like 
marsupials with a single pair of lower Incisors that points 
forward, 1-:3 pal rs of upper Incisors, no canines, and a gap 
between the incisors and back teeth. 

Diurnal: Active only during the day. Compare Nocturnal. 
Dromaeosaurids or Dromaeosauridae: A family of ad­

vanced coelurosaurs (Deinonychosaurla), sometimes called 
·emu lizards.· These agile meat eaters have large brains 
and huge eyes and have sickle-like claws on their inner toes. 
They are small. fierce, bipedal predators and are the most 
intelligent o f the dinosaurs. 

Eden tat.es or Edentata:An order of mammals that are toothless 
or lack incisors, such as anteaters, sloths, and armadillos. 

Elapids or Elapidae: A family of tropical snakes, Including 
many of the well-known poisonous varieties as the cobra, 
mamba, and coral snake. 

Elephantids or Elephantidae: Family ofprobosclds oompris­
ing the elephant family. Their teeth cut or shear food. 

Embrithopods or Embrithopoda: An order of ungulates. 
Enaliarctids orEnaliarctidae: A family of p innipeds. They are 

primitive seals. 
Entelodontids or Entelodontidae: A family of Suina that 

resemble giant pigs. 
Eocardlidae: A family of rodents. 
Equids or Equidae: A family of hippomorphs which embraces 

horses, asses, and zebras. 
Esthonychids or Esthonychidae: Sole family in the order 

Tillodontia. 
Falconiformes:The order of day hunting birds such as hawks, 

eagles, vultures, etc. This order comprises all birds of prey 
except the owls. 

Family: A level of grouping of similar organisms. A family 
containsone ormoregenera; similar families form an order. 

Felids or Felidae: The family of carnivorous mammals that 
includes the cats. They are skilled stalkers. There are two 
kinds of felids; the biting cats that kill by breaking their 
prey's neck with one powerful bite, and the saber-toothed 
cats that kill their prey by bleeding it to death. Some felids 
are solitary hunters, others prefer to live in social groups 
and hunt in coordinated groups called prides. 

fissipeds or fissipeda: A suborder of carnivorous mammals 
having its toes deft or divided. 

Fungi: Any of a group of plants belonging to the thallophytes 
that lack flowers, leaves, or chlorophyll and get their 
nourishment from dead or living organic matter. 

Gasuopods or Gastropoda: Any of a class of mollusks that 
have a broad, disk-like organ of locomotion on the ventral 
surface of their bodies, a distinct head, and eithera univalve 

shell or no shell. Snail. slugs, and limpets are gastropods. 
Genus (plural, genera): A level of grouping of similar organ­

isms. A genus contains one or more species; similar genera 
form a family. The first of an organism's two scientific 
names refers to Its genus, the second to Its species, For 
example, the genus ffomo Includes spedes such as ffomo 
habills as well as the modem human /fomo sap/ens. 

Girafftds or Girafftdae: The family of ruminants embracing 
the giraffe family. They are two-toed browsers that chew 
their cud, have four-cha,mbered stomachs, and ossloones. 

Glyptodonts or Glyptodontldae: Family of gigantic arma­
dillo-like edentates. They are grazing animals with no teeth 
in the front of thei.r mouths, but have powerful grinding 
teeth In the back. Their armor Is arranged In rings In the 
more primitive species. The more advanced species have 
their armor fused Into a shell made of polygonal plates. A 
·helmet• protects their skulls and rings, or a solid tube, of 
bone protects their tails. 

GomphotheresorGomphotheriidae:A famiJyofprobosdds. 
Grazing: Feeding upon grasses and low-growing plants, crop­

ping herbage dose to the ground or a few Inches upwards. 
Compare Browsing. 

Gtuiformes: The order of crane-like birds such as cranes, 
coots, bustards, etc. 

GryUids or GryUidae: Family of orthopters. Cricket family. 
Hadrosaurids or Hadrosaurldae: A family of omithopods 

also commonly called hadrosaurs. The •duck-billed· 
ornithopods. They have long. flat snouts covered by horny 
material, similar to that of a duck's bill. They have strong, 
heavy legs and webbed hands. They are bipedal and cany 
their bodies horizontally. using their tails for balance. Some 
browse on all fours. Hadrosaurlds come In two types: those 
with solid crests, and those with hollow crests. 

Heloderms or Helodennatidae: Family of lacertillans. Gila 
monster family 

HerbivOl'e: An animal that feeds on plants; this Includes both 
browsing and grazing animals. 

Hippomorphs or Hippomorpha: A suborder of perissodact;yls. 
Hippopotamids or Hippopotamidae: The family of Sulna 

em bracing the hippopotamus family. Mostareseml-aquatlc. 
Homalodotheriids or Homalodotherlldae: Family of 

toxodonts with clawed toes like the challootheres. 
Hominids or Hominldae: A family of primates that Includes 

Homo sap/ens. 
Hyaenlds or Hyaenldae: The family of fisslpeds that com­

prises the hyena family. They are chiefly scavengers, agile 
and Intelligent pack hunters. They have bone-aushlng 
teeth. Their remarkable digestive system enables them to 
absorb organic matter in bones, while the indigestible parts 
are regurgitated. 

Hyaenodonts or HyaenodonUdae: Family of creodonts re­
sembling primitive hyenas. 

Hydrozoa: Thedassof coelenterates thatlndudes the hydras. 
Hyracodonts or Hyracodontldae:A famllyof Ceratomorpha. 

They are the hornless rhinoceroses. 
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Ichthyosaurs or Ichthyosauria: An order of marine reptiles. 
"fish Uzards. ·They have vertical tail fins and long, streamlined 
heads. They are flesh eaters and give birth to live young. They 
range in size from 7-30 feet long. Streamlined body, dorsal 
fin, short paired paddle fins used for steering, strong tail 
with two equal lobes for swimming. Uses powerful side.-to­
side strokes of the tail to propel fish forward. Fast moving. 

Iguanodonts or Iguanodontidae: The family oflarge ( 15-25-
foot-long) ornithopods. They are bipedal plant eaters with 
medium- to larg~ized heads with a single row of teeth, and 
have long toes. 

Insects or Insecta1 Class of arthropods with the body divided 
into three parts (head, thorax, abdomen) with three pairs of 
legs, and usually two pairs of wings. 

Insectivores or Insectivora: An order of mammals, or animal 
or plant that feeds mainly on insects. 

Lacertilians or LacertiUa: The suborder of reptiles com­
prised of lizards and lizard-like animals induding geckos, 
chameleons, skinks, etc.; lizard-like 

Lasiocampidae1 Family of Lepidoptera. 
Lepidoptera: The order of insects induding butterflies and 

moths. The larvae are worm-like; the adults have for broad 
wings more or less covered with small scales and a probos­

, cis for sucking. 
Utopterns or Utoptema: Order of mammals. Mostly camel· 

like and horse-like animals, legs and feet often like those of 
perissodactyls with the upper limbs shorter than the lower 
limbs and hoofed toes. 

Maaaucheniids or Maaaucheniidae: Family of camel-like 
Litopterns with rhinoceros-like feet, long necks, and a 
proboscis. 

Maaopodids or Maaopodidae: Family of marsupials includ­
ing kangaroos and wallabies. 

Mammals or Mammalia: Members of the class of vertebrate 
animals, the females of which give milk to their young. 

Mammutidae: A family of proboscids. They are mastodonts 
meaning their teeth are shaped to grind their food. 

MarsupiaJsorMarsupialia:Theorderof mammalsthatcanythe.ir 
young in a pouch, such as kangaroos, opossums, koalas, etc. 

Megalosaurids or Megalosauridae: A family of carnosaurs 
(theropods), commonly called megalosaurs. They are bipe-­
dal carnivores with massive skulls, their longjaws filled with 
sharp, serrated teeth. They have medium-length arms with 
three or more fingers, powerful hind legs, and large, sharp, 
curved claws. They range in size from 20 to 30 feet long. 

Megatheres or Megatheriidae: Family of huge, plant-eating 
edentates resembling sloths. See Mylodontidae 

MeridiungulatesorMeridiungulata:Tuesuperorderofhoofed 
mammals from the southern hemisphere. 

Mesonychids or Mesonychidae: Family of Acreodi. They are 
wolf-like, hyena-like, or bear-like omnivores. 

Mold: A woolly or furry fungus growth, often greenish blue or 
whitish in color, that appears on the surface of food or other 
animal or vegetable substances when they are left too long 
in a warm, moist place or when they are decaying. 

Mollusks or Mollusca: Members of the phylum of animals 
having no back bone, soft bodies not composed of seg­
ments and usually covered with a hard shell of one or more 
parts, such as dams, cuWefish, mussels, scallops, slugs, 
snails, and squid. This phylum contains the classes 
Gastropoda, Peleypoda, Cephalopoda, Scaphopoda, 
Amphlneura, and Monoplacophora. 

Mosasaurs or Mosasauridae1 Family of lacertlllans. Large 
marine lizards related to monitor lizards. They are 50 or 
more feet In length. They have long sllm bodies with large 
heads and short legs with flipper-like hands and feet. They 
are carnivorous. 

Murids or Muridae: A family of rodents. 
MusteUnes or Mustelidae: The family of fisslpeds that In­

cludes the weasels, martens, skunks, minks, badgers, and 
otters. They are all slim, long-bodied hunters. 

Mylodonts or MylodontJdae: Famllyof edentates resembling 
giant ground sloths. They are slow-moving vegetarians. 

Nocturnal: Active only during the day. Compare Diurnal. 
Nodosaurids or Nodosaurldae: Members of the ankylosaur 

family. They are quadrupedal herbivores with dubless tails, 
large spikes on their sides, and bony plates on the backs, 
heads, and tails. 

Nothosaurs or Nothosauria: Members of an order of sea 
reptiles. They have small bodies with long necks and tails. 
Tuey have small skulls filled with sharp teeth. They have 
paddle--llke limbs with webbed hands and feet. 

Nothosaurids or Nothosauridae: Family of nothosaurs. 
Notoungulates orNotoungulata:Anorderof meridlungulates. 

Tue name means ·southern hoofed animals.· 
Odobenids or Odobenidae: Family of plnnlpeds that com­

prises the walrus family. They have adapted to feed on 
shellfish, and their upper canines have enlarged Into tusks. 

Omnivore: An animal that eats both animal and vegetable food. 
Order: A level of grouping of similar organisms. An order 

contains one or more families; similar orders form a class. 
OrnJthischia: Order of bird-hipped dinosaurs. They had hoofed 

toes and all are herbivores. 
Ornithomimid or Ornithomimidae1 Family of coelurosaurs 

(theropods) resembling ostriches. They have small heads 
with toothless beaks, large eyes, long necks, and long leg.s, 
like the ostrich, but they also have long tails and Instead of 
wings, they have medium-length arms with hands. They are 
omnivores. 

Ornithopods or Ornithopoda: Order of Omithischia. Duck­
billed herbivores that are basically bipedal. 

Orthopters or Orthoptera: Members of the order of Insects 
characterized by longitudinally folded, membranous hind 
wings covered by hard, narrow outer wings and having 
mouth parts adapted for chewing. Orthopters have an 
incomplete metamorphosis. The order lndudes crickets, 
grasshoppers, locusts, and cockroaches. 

Ossicone: The •horn• found among giraffes and other spe­
cies, consisting of a bony core permanently covered with 
skin, Instead of the keratin of a true horn. 
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Otariids or Otariidae: Family of pinnipeds that comprise the 
eared seals, such as sea lions and fur seals. 

Pachycephalosaurs or Pachycephalosaurldae: A family of 
ornithopods. The family name of the ·dome-headed liz. 
ards, • a specialized branch of small ornithischian dino­
saurs. The dome is a thick. bony skull, with the dome 
tending to be thicker in males. These dinosaurs have a very 
good sense of smell. They are bipedal plant eaters. They 
walk with their bodies held horizontally, balanced by their 
tails. Unlike most ornithopods, pachycephalosaurs do not 
have a beak. but instead have jaws lined with short, sharp 
teeth. 

Pacing: A method of quadrupedal locomotion used by 
camelids. To walk moving both legs on the same side of the 
body in the same direction at the same time. 

Pantodonts or Pantodonta: An order of ungulates. 
Peleypods or Peleypoda: A class of mollusks having a 

hinged, two-part shell, no distinct head, and use a siphon to 
propel themselves. 

Perissodactyls or Perissodactyla: The order of odd-toed 
ungulates, such as horses, zebras, rhinocerl, etc. 

Phengodidae: Family of coleopters. Glowworm family. 
Phocids or Phocidae: Family of pinnipeds. They are the true 

seals. 
Phylum (plural, phyla): A level of grouping of similar organ­

isms. A phylum contains one or more classes; similar phyla 
form a kingdom. 

P'innipeds or P'innipedia: The class offin.footed, carnivorous 
mammals such as seals, walruses, etc. 

Pisces: A superclass of vertebrate animals comprising all the 
fishes. Plural of a pisds. 

Placodonts or Placodontia: Order of the least-specialized 
swimmers of the marine reptiles. Many have turtle-like 
shells 

Placodontids or Placodontidae: Familyof Placodonts. Semi­
aquatic reptiles, At home either on land or sea. Both places 
provide them with their preferred diet of shellfish. They 
have broad crushing teeth. 

Plantigrade: Walking on the whole sole of the foot. 
Plateosaurld or Plateosaurldae: A family of primitive sauro­

pods. 
PlatyhelminUtes: A phylum of worms Including the tape­

worms. flukes, planarians, etc. , characterized by soft, 
usually flat, bilaterally symmetrical bodies. 

Plesiosaurs or Plesiosauria: An order of marine reptiles. 
These fish eaters propel themselves through the water with 
their flippers in the same fashion as sea turtles. Some 
Plesiosaurs swallow rocks for ballast or to aid the digestion 
of their food. 

Plesiosauroids or Plesiosaurldae: Family of Pleslosaurs. 
Long neck marine reptiles with paddle-like limbs. Their 
forelimbs tend to beslightiy longer. Tuey eat fish and squid. 

Pliosaurs or Pliosauridae: Family of Pleslosaurs. Predatory 
marine reptiles with short necks, large heads, and very 
strong jaws and teeth. 

Podokesaurid or Podokesaurldae: A primltlve family of 
coelurosaurs (theropods). They have small heads, hollow 
bones, short necks, very short, slender forelimbs, and very 
long hind legs. They range from two to 1 O feet long. 

Pongids or Pongidae:The family of the anthropoid apes most 
closely related to man, as the chimpanzee. 

Primates: The order of mammals such as marmosets, mon­
keys, apes, etc. 

Probosclds or Proboscldea: The order of trunk-nosed mam­
mals such as elephants and similar animals. 

Procyonlds or Procyonldae: The family of flsslpeds that 
includes raccoons, pandas, coatls. Most are omnivorous. 

Protoceratids or Protoceratidae: family of tylopods called 
the •first Horns.• They resemble deer but are more closely 
related to camels. Their •horns• are bony outgrowths. 

Protocetids or Protocetidae: A family of cetaceans. 
Protozoa: Phylum of single-celled animals such as amoeba, 

foraminifera, and paramecium. 
Protozoan: A microscopic animal that consists of a single cell. 

Protozoans, such as the amoeba or the paramecium, are 
found in water or soil and reproduce by fission, budding, or 
dividing into spores. 

Pslttacosaurs orPsittacosaurldae: A family of omlthlschlan 
dinosaurs. Tuey are mainly bipedal, though they graze on all 
fours. They have large heads with a parrot-like beak. 

PyroUteria: Order of meridiungulates. 
PyroUteres or PyroUterlidae: family of Pyrotheria. 
PyUton: Any of several large snakes of the Old World that are 

related to the boa, and kill their prey by crushing. Pythons 
usually live In wet, forested areas. 

Quadruped: Any animal that stands or walks on four legs. 
Rajiformes: The order of Chondrichthyes that Includes the 

rays. The are characterized by flattened bodies, whip-like 
tails, and five pairs of gills under their pectorals. 

Rauschian or Rauischidia:A family of the (order) Thecodontia 
suborder Pseudosaurichla to which belong such reptiles as 
post.asuchus and prestosuchis (species). 

Reptiles or Reptilia: Any of a class of cold-blooded, egg. 
laying, air-breathing animals with dry, scaly skin and a 
backbone, as snakes, turtles, lizards, alligators, and croco­
diles. 

Khinocerotids or Khinocerotidae: The family of Cerato­
morpha comprising the rhinoceros family. 

Rodents or Rodentia: Any of an order of gnawing mammals 
having two Incisor teeth in each jaw especially adapted for 
gnawing wood and simllar material, such as mice, rats, 
porcupines, etc. 

Ruminants or Ruminantia: A suborder of artiodactyls that 
are cud-chewing herbivores. 

Salamandrines or Salamandridae: family of caudates. The 
Salamander family. A cold-blooded animal shaped like a 
lizard but belonging to the same group as frogs and toads. 
Salamanders have moist, scaleless skin. The larvae, as well 
as some adults, are aquatic and breathe by gills. 

Salientia: See Anurans. 
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Salientian: Of or belonging to the group of amphibians that 
includes the frogs and toads. 

Sauria: Class of lizards 
Saurian belonging to or having to do with the lizards. 
Saurlschians or Saurlschia: The order of •lizard-hipped• 

dinosaurs. Saurischlans have been divided Into two groups: 
the theropods (bipedal meat eaters), and the sauropods 
(quadrupedal herbivores). 

Sauropods or Sauropoda: Suborder of Saurischla. Gigantic 
herbivores with long necks and tails and elephant-like legs. 

Scelidosaurids or Scelidosauridae: A primitive family of 
ank:ylosaurs. Scelidosaurids have small heads, weakjaws, 
and bony plates on their backs, neck.s, and tails. 

Scorpioids or Scorpionidae: Order of arachnids. The group 
of small animals belonging to the same group as spiders 
and having a poisonous sting at the end ofits tall. Scorpions. 

Semionot.ifonnes: The order of fish that Includes the gar. 
Serpent.es: Suborder of squamata: snakes. 
Silurids or Siluriformes: The order of fish including fresh­

water catfish with long anal fins. 
Species: A group of organisms which can Interbreed and 

produce viable, fertile young. Similar species form a genus. 
Sphenisclformes: Order of birds with wedge-shaped wings, 

such as penguins. 
Spinosaurids or Spinosauridae: A family of camosaurs 

characterized by a large fin on their back, made of long 
spines covered with skin. 

Squaliformes: The order of Chondrichthyes that Includes the 
sharks. 

Squamata: Order of snakes and lizards; covered with scales. 
Stegosaurs or Stegosauria: Type of Ornlthischian dinosaur 

characterized by a row of bony plates and spines running 
down their backs and tails. They have small heads with tiny 
brains. Their forelegs are short and their hind legs are long, 
keeping their heads low to the ground. They have a beak­
like jaw with weak teeth. They are herbivores. 

Stegosaurid or Stegosauridae: Family of Stegosaurs. 
Sbigiformes: Order of birds comprising the owls. 
Sb"Uthiornithifonnes: Order of typically large, long-legged 

flightless birds. They have small or tiny wings. 
SUina: A suborder of artiodactyls 
Suids or SUidae: The family of Suina comprising the pig 

family. They are omnivores. 
Tapiridae: The family of Ceratomorpha comprising the tapir 

family. 
Tayassuids or Tayassuidae: The family of Suina comprising 

the pecany family. They resemble pigs, only their canines 
do not protrude and their feet have only two toes. 

Teleosts orTeleosteh Order of bony fishes. ftshes with bony 
skeletons, Including most common fishes, but not the 
sharks, rays, and lampreys. 

Thecodonts or 1hecodontia: Order ot reptiles (Triassic) from 
which sprang crocodiles and dinosaurs. It has four suborders: 
Aetosauria, Phytosauria, Proterosuchla, and Pseudosuchla 

Therapsids or Therapsida: Order of mammal-like reptiles. 

They range in size from that of a rat to the size of a 
rhinoceros. Some are herbivores and some are carnivores; 
all are four legged. 

Thermosynthesls: The use of heat Instead of sunlight In the 
process of nutrient creation. 

'Dteropods or 'Dteropoda: A suborder of Saurtschla. All are 
carnivores: walk on hind legs using their tails for balance; 
small front legs used for grasping and tearing food; big 
heads with sharp teeth. 

'Dtylacoleonldae: A family of lion-like marsupials. Their Inci­
sors project. and look more like canine teeth. Their back 
teeth are meat-shearing blades. 

'Dtylacosmllldae: A family oflarge, predatory marsupials with 
no Incisor teeth. Instead they have very long upper canines 
that grow continually and are their main weapons for killing 
prey. 

Tillodonts or Tillodontia: Order of mammals. 
Titanosaurids or Tltanosauridae: A family of sauropods. 

They are large (So-90-foot-long), four-legJed plant eaters. 
Their front legs are shorter than their hind l~. 

Toxodontids or Toxodontldae: Family of toxodonts resem-
bling rhinos: some even have a horn on their snout. 

Toxodonts or Toxodonta: A suborder of notoungulates. 
Tylopods or Tylopoda: A suborder of artiodactyfs. 
Tyrannosaurids orTyrannosauridae:A family of camosaurs, 

also called tyrannosaurs. They are the largest of the meat 
eaters. They have huge heads, long teeth, very short arms, 
and two short fingers with long claws. They are heavier and 
more powerful than other camosaurs. 

Vintatheres or Vintatherlldae: A family of dlnocerates. They 
have heavy limbs, broad-6preadlng feet. and very small 
brains. Most dinocerates are ulntatheres. 

Ultraluddisynthesis: The use of ultraviolet. emissions from 
UltravioletJum Instead of sunlight In the process of nutrient 
creation. 

Ulb'avioletium: An element of .IErth which gives off a strong 
ultraviolet emission, and upon which rays certain forms of 
plants can thrive. 

Ungulates or Ungulata: Thesuperorderof hoofed mammals, 
including the ruminant animals, horses, rhlnocerl, elephants, 
pigs, etc. 

llrsines or llrsidae: The family of flsslpeds comprising the 
bear family. 

Varanlds or Varanldae: FamllyofLacertllllans; monitor lizard 
family. Large, heavy animals, agile for their size. Act.Ive 
hunters. Long, forked tongue Is their organ of smell. 

Vipers or Vlperldae: A family (Vlperldae) of venomous snakes 
having perforated fangs, found mostly In the Old World, 
which includes the puff adder and the Oaboon viper. The 
family Crotalldae, pit vipers, with a pit between the eye and 
nostril, are not true adders and are found mostly In the 
western hemisphere. Pit viperslndude variousraWesnakes, 
water moccasins, fer-de-lances, and bushmasters, among 
other species. 
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Index of flora ~ Fauna 
Adder, Puff (See Snake. Puff Adder) 

Afrikkan Buffalo (See Buffalo. Afrikkan) 

Alamosaurus ............................................. 290 
Albertosaurus ........................................... 290 
Albie ......................................................... 115 
Alligator (See Crocodilian) 

Allmouth .................................................. 116 
Allosaurus ................................................ 291 
Amaxzon (See Onaxeresian) 

Amazonian Devil ......................................... 23 
Amphicyon (See Bear. Tiger) 
Anaconda (See Snake. Anaconda) 

Anat.osaurus ............................................. 291 
Ankylosaurus ............................................ 292 
Antarctic Walrus (See Walrus, Antarctic) 
Antelope (Also see Garelle) ......................... 24 
Apatosaurus ............................................. 293 
Ape ............................................................ 25 
Ape Bear (See Bear. Ape) 

Arapaima (Giant) ......................................... 24 
Archerbush ............................................... 117 
Armadillug ................................................ 117 
Arrowsnake (See Snake. Arrowsnake) 
Arctic Wolf ( See Wolf. Arctic) 

Asp (see Snake. Asp) 

Ass ........................................................... 320 
Ass. Wild .................................................... 26 
Allanllan Pygmy ~lephant (See ~lephant. 
Pygmyphant) 
Aurochs ...................................................... 26 
Awfulgulbag .............................................. 118 
Axe-beaked Ostrich (See Ostrich. Axe-beaked) 

Azirian Black Bear (See Bear, Black) 

Azirian Buffalo (See Buffalo. Azirlan) 
Baboon ...................................................... 27 
Bactro-Dromedary Camel (See Camel. Bactro­
Dromedary) 

Baclrian Camel (See Camel. Bactrian) 

Badger Devil ............................................. 119 
Barracuda (See l"ish. Dangerous) 
Barapasaurus ............................................ 293 
Barber ...................................................... 119 
Barbface (5ee Uzard. Barbface) 

Baryonyx .................................................. 294 
Bear, Ape .................................................. 221 
Bear, Black ................................................. 28 
Bear. Brown (Also see Bear, Grizzly) ............ 29 
Bear. Cave ................................................ 222 
Bear, Dog ................................................. 222 
Bear. Grizzly (Also see Bear. Brown) ............ 30 
Bear. Kamchatkan (See Bear. Brown) 

Bear. Kodiak (See Bear, Brown) 

Bear. Long-Tailed ........................................ 30 
Bear, Long·1'ailed Polar ................................ 31 
Bear. Polar .................................................. 32 
Bear. Sloth (See Bear, Black) 
Bear. Spectacled (See Bear. Black) 

Bear. Sun (See Bear. Black) 

Bear. Tiger ................................................ 223 

Beaver, Giant ............................................ 223 
Betuhuru .................................................... 33 
Bide forever ............................................. 120 
Big{usker ~lephant (See ~lephant. Big-tusker) 
Bird. Giant flightless (Also see Moa) ............ 33 

Bison, .it:ropan ............................................ 34 

Bison, Oiant .................... ..... ..................... 224 
Bison, Vrugaardian ...................................... 35 
Black Bear (See Bear. Black) 
Black Bear. Azirlan (See Bear, Black) 
Black Rhinoceros (See Rhinoceros) 
Blackledge ................................................ 120 
Blind worm ................................................ 121 
Boar (see Swine. Boar) 
Boreworm ................................................. 122 
Borhya?lla (5ee Bear. Lon~iled) 
Brachiosaurus ........................................... 295 
Brown Bear (See Bear, Brown) 

Buffalo. Afrikkan ......................................... 35 

Buffalo. Azirian ........................................... 36 
Buffalo. Guar .............................................. 37 
Bullfish (See l"i.sh. Subterranean) 
Bumstem .................................................. 122 
Bunt>ear ................................................... 123 
Burrowburr ............................................... 123 
Burrowing Toad (See Toad. Burrowing) 
Bushmaster (See Snake. Bushmaster) 
Caiman (See Croc.odilian) 
Camarasaurus ........................................... 295 
Camel, Bactrlan ........................................ 320 
Camel. Bactro-Dromedary .......................... 321 
Camel. Dromedary .................................... 321 
Camel, Giant ............................................. 225 
Camelephant ............................................ 225 
Camptosaurus .......................................... 296 
Caribou ...................................................... 38 
Camotaurus .............................................. 296 
Cart Horse (See Horse. Cart) 
Cassowary (See Bird. Giant l'lightless) 

Cat ............................................................. 38 
catilsh, Giant Nylle ..................................... 39 
cave Ape .................................................. 124 
cave Bear (See Bear. Cave) 

cave Uon (See Uon. Cave) 
Caveasp (See Snake. Caveasp) 

Cavecroc (See Crocodile, cavecroc) 
Centaurant ............................................... 125 
CenUpede, Glant ....................................... 226 
Cenlrosaurus ............................................ 297 
Ceratosaurus ............................................ 298 
Chalnworm ............................................... 126 
Charger (See Horse, Chasger) 

Chasmosaurus .......................................... 298 
Cheetah ...................................... ................ 40 
Chimpanzee (See Ape) 

Chisel-toothed Lion (See Lion. Chlsel-toothed) 

Chisel-toothed Panther (See Panther. Chlsel­
toothed) 

Chittersquee (See Devilman) 

Chokejet ................................................... 126 

Chucksquee (See RaWe) 

Clamp ...................................................... 127 
Cobra, King (See Snake, King Cobra) 

Cobra, SpiWng (See Snake. Spitting Cobra) 

Coelophysls .............................................. 299 
Colositor (See Uzard. Colosltor) 

Condor ....................................................... 40 
Condor, King .............................................. 41 
Constrictor (See Snake. Constrictor) 

Coral Snake (See Snake, Coral) 
Corpseberry .............................................. 127 
Cosht.ree ................................................... 128 
Cougar ....................................................... 42 
Cougar, Dirk-Toothed ................................ 226 
Courser (See Horse. Courser) 

Crawbad ................................................... 129 
Crocodile. cavecroc .................................. 129 
Crocodile, Glant ...... ............. ....................... 42 
Crocodile, King Croc ................................. 227 
Crocodile. Spiked Croc ............................. 228 
Crocodilian ................................................. 43 

Crocodragon ............................................. 228 
CuUass-toothed Uon (See Uon. CulJas$.toolhed) 

Cutleaf ..................................................... 130 
cuttleflend ................................................ 130 
Cuvieronls (See elephant, Horned-mouth) 
Dagger-toothed Tiger (See Tiger, Dagger-toothed) 
Dangler ..................................................... 131 
Death Archer (See Snake. Death Archer) 

Deathblob ................................................ 132 
Deathflsher ............................................... 133 
Deer (Also see Caribou, Hart. etc.) ............... 44 

Deer. Sambar ............................................. 44 
Deinonychus ............................................. 299 
Demon Lion .............................................. 229 

Demonbear ............................................... 229 
Destrier (See Horse, Deslrler) 

Devil Wolf ................................................. 230 
Devil men .................................................. 133 
Devole (See Slugbellie) 
Dllophosaurus .......................................... 300 
Diplodocus ............................................... 301 
Dire Wolf (See Devil WolO 
Dirk-toothed Tiger (See Cougar, Dirk-toothed) 

Dog. Small .................................................. 45 
Dog Bear (See Bear. Dog) 
Dog. Warhound ........................................... 4~ 

Dog. Wild .................................................... 46 
Dolphin ...................................................... 47 
Donkey (See Ass) 

Down-tuskerelephant(See elephant. Down-tusker) 
Draft. Ho~ (See Horse, Draft.) 

Dragon. l'lnbaek ........................................ 231 
Dragon, Sea .............................................. 231 
Dravidosaurus ........................................... 302 
Dray (See Horse. Dray) 

Drekker .................................................... 134 
Drill (See Baboon) 

Dromaeosaurus ........................................ 302 
Dromedary Camel (See Camel. Dromedary) 
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Dropsnake (See Snake, Dropsnake) 

Drownweed ............................................... 135 
Dull head ................................................... 232 

eagle (Also see Raptor) ............................... 47 
&hoer ...................................................... 136 
l!el ............................................. ................. 48 
&I Whale ................................................. 232 
&I. electric ................................................ 48 
electric Bel (See &I, etectrlc) 

J!.lephant Bird ............................................ 233 
elephant. Afrikkan ...................................... 49 
elephant. Az.irian ......................................... 50 
J!.lephant. Big-Tusker ................................. 233 
J!.lephant. Down-tusker .............................. 234 
elephant. emperor .................................... 235 
J!.lephant, !'our-Tusker ............................... 236 
elephant. Hairy Mammoth ......................... 236 
elephant. Hook-Tusker .............................. 237 
elephant, Homed-Mouth ............................ 238 
elephant. Mammoth .................................. 239 
J!.lephant, Pike-Tusker ................................ 239 
J!.lephant. Plantifrons ................................... 50 
elephant. Pygmy Atlantlan (See elephant, 
Pygmyphant) 

elephant. Pygmyphant ................................. 51 
elephant, Shovel-Tusker ............................ 240 
elephant. Woolly Mammoth ......................... 52 
elk (See Moose) 
elk (Wapiti) ................................................. 52 
elk. Oiant. ................................................. 241 
emperor elephant (See elephant. emperor) 

emu (See Bird, Giant l'lightless) 
reeler.face (See l'isheye) 

l'er-Oe-lance (See Snake. l'er-Oe-lance) 
l'errelfolk (See stoatie) 

l'inback Dragon (See Dragon, l'inback) 
l'ish (small carnivorous) .............................. 53 

l'ish. Armored ............................................. 54 
l'ish, Dangerous .......................................... 54 
l'ish, Dangerous (poisonous) ....................... 55 
l'ish, Subterranean .................................... 137 
l'ish. Sword-Mouthed ................................. 242 
l'isheye ..................................................... 137 
l'lashby ..................................................... 139 
l'lighUess Bird. Ciant (See Bird. Qiant l'lighUes.s) 

l'loater ...................................................... 139 
l"oresl Cianl Swine (See Swine, f'orest Ciant) 

l"ountain l"ungus ....................................... 140 
!'our-homed Moose (See Moose, !'our-homed) 

!'our-homed Rhinoceros (See Rhinoceros, l'our­
homed) 

J>our-tusker elephant (See elephant, J>our-tusker) 

Caboon Viper (See Snake, oaboon Viper) 

Callopgator 

Carpike .................................................... 140 
Carron (See Horse, Carron) 

Cavial (See Crocodilian) 

Gazelle (Also see Ant.elope) 

Cenet (See Horse, Genet) 

Giant Beaver (See Beaver, Giant) 

Giant Bison (See Bison. Qiant) 

Giant Boa Constrictor (See Snake, Oiant Boa 
Constrictor) 

Giant Boar (See Swine, Olant Boar) 

Giant camel (See camel. Giant) 
Olant camel (See camel. Giant) 

Olant Centipede (See Centipede, Giant) 
Olant Crocodile {See Crocodile. Giant) 

Olant Deer (See Stag) 
Giant elk {See elk, Giant) 

Giant l"llghUess Biro (See Bird. Oiant J>llghUess) 
Giant !'our-homed Rhinoceros (See Rhinoceros, 
Giant J>our-homed) 

Olant Hyena {See Hyena, Giant) 

Giant Kangaroo (See Kangaroo, Olant) 

Giant Lynx {See Lynx. Giant) 

Giant NyUe catllsh {See Catfish, Giant NyUe) 

Giant Penguin (See Penguin. Giant) 

Giant Pig (See Swine, Giant Pig) 
Ciant Salamander (See Salamander, Giant) 

Giant Seal (See Seal, Giant) 

Giant Shark (See Shark. Giant) 
Giant Sloth (See Sloth, Giant) 

Giant Squid (See Squid, Giant) 

Giant Turtle (See Turtle, Giant) 

Qibbat ...................................................... 141 
Gibbon (See Ape) 

Olla Monstrous (See Lizard. Olla Monstrous) 

Oiraffamel ................................................ 243 
Giraffe ........................................................ 56 
Giraffe, Streaked ....................................... 243 
Grizzly Bear (See Bear, Grizzly) 

Olowgrave ................................................ 141 
QluUon (See Wolverine) 

QluUon Devil ............................................. 244 
Gnu ............................................................ 57 
Ooat, Wild ................................................... 58 
Qomphotherium (See J!.lephant, !'our-tusker) 

Ooolgoopu (See l'isheye) 
Oorgonophant ........................................... 244 
Corilla ..... ................................................... 58 
Gray Streaker ............................................ 245 
Great-homed St.as (See Stag. Great-homed) 

Oreen Racer .............................................. 245 

Orltleaf ..................................................... 142 
Grouper (See l'ish. Dangerous) 
Guar (See Buffalo, Ouar) 

Hagnymph ................................................ 143 

Hairy Hippoceros ........................................ 59 
Hairy Hipponeros (See Hairy Hippoceros) 

Hairy Mammoth (See elephant. Hairy Mammoth) 
Harpoonhedge .......................................... 143 
Hart ............................................................ 60 
Hart.ebeest. (See Onu) 

HarvestJnan .............................................. 144 
Hawk (See Raptor) 

Heathedge ................................................ 145 
Hellbender Salamander (See Selamander, Hell­
bender) 

Herd Animal ................................................ 60 

Hindle Rhinoceros (See Rhinoceros) 
Hippo, Klng ............................................... 246 

Hlppocorn Rhinoceros (See Rhinoceros, 

Hlppocom) 
Hippophant ................................................ 61 
Hippopotamus ............................................ 61 
Hlssard ..................................................... 145 
HOO-V00-<9hUSh {See Sloolle) 
Hook-tusker elephant (See ~phant. Hook-tusker) 

HooUe ...................................................... 146 

Homed Hunt.er .......................................... 247 
Homed-Mouth elephant (See elephant. Homed­
mouth) 

Hom tooth ................................................. 246 
Horse, Cart ............................................... 322 

Horse, Charger ............................... ........... 323 

Horse, Courser .......................................... 324 
Horse. Destrler .......................................... 324 
Horse. Draft .............................................. 325 
Horse. Dray ............................................... 326 
Horse, Garron ........................................... 326 

Horse, Oen et ............................................ 327 
Horse, Jade .............................................. 328 

Horse, Palfrey ........................................... 329 
Horse. Pony {Also see Pony) ...................... 329 
Horse, Racer ............................................. 330 
Horse. Wild ................................................. 62 
Hound bear ............................................... 248 
Human, Cro-Magnon ................................. 249 
Human, Neanderthal ................................. 250 
Humanoid, Plthlcanthropold ...................... 248 
Hyeenodon {See Tiger Dog) 
Hydraworm ............................................... 147 
Hyena ......................................................... 63 
Hyena. Giant ............................................. 251 
Hylaeosaurus ............................................ 302 
Ice Horse .................................................... 64 

lchthyosaurus ........................................... 251 
lguanOdon ................................................ 303 
Impaler ..................................................... 148 
Imperial Mammoth {See elephant. emperor) 
lndricotherlum {See Rhinoceros, Mast.erall) 
Irish Deer (See ~k {Wapltl)) 

Jade {See Horse, Jade) 

Jaguar ........................................................ 64 
Juggemaught ............................................ 252 
Juggler ..................................................... 252 
Kamchatkan Bear (see Bear, Brown) 

Kangaroo .................................................... 65 
Kangaroo, Qlant ........................................ 253 
Kentrosaurus ............................................ 304 
Kicket ....................................................... 148 
Killer Whale (See Orea) 

Klllercat .................................................... 149 
Klng Cobra {See Snake, King Cobra) 
Klng Condor {See Condor, Klng) 
King Croc (See Crocodile, King Croc) 

King Hippo (See Hippo, King) 
Klng Python (See Snake, King Python) 
Klng Warthog (See Swine, King Warthog) 
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Kodiak Bear (See Bear, Brown) 

Komodo Dragon (See Uzard, Monitor) 
Krall (See Snake, Krail) 

Leech Uzard (See Lizard, Leech Uzard) 

Legged Snake (See Snake, Legged) 

Le-Oged Whale (See Whale. Legged) 

Leopard ...................................................... 65 

Lion ............................................................ 66 
Lion, Cave ................................................ 253 

Lion, Chisel-Toothed ................................... 67 

Lion, CuUass-Toothed ............................... 254 

Lion. Pike-Toothed ...................................... 68 

Lionfish (See l'ish. Dangerous (poisonous)) 

Lionlizard (See Uzard. Uonlizard) 

Lizard. Barb face ........................................ 255 

Lizard, COiosi tor .......................................... 68 

Lizard, Oila Monstrous ............................... 255 

Lizard. Leech ............................................ 256 
Lizard. Uonlizard ...................................... 149 

Lizard, Megalania (See Llzard, COlosit.or) 

Lizard. Mo nit.or ............................................ 69 

Lizard, Thug .............................................. 257 

Lizard, Tree-Topper ................................... 254 

Llama ......................................................... 70 
Lc>bber ..................................................... 150 

Lobsterman (See Lobber) 

Long·tailed Bear (See Bear, Long-Tailed) 

Long.tailed Polar Bear (See Bear. Long-Tailed Polar) 

Lope-Hound .............................................. 258 

Loxodonl (See elephant. Afrikkan) 

Lynx. Oianl ................................................. 71 

Machairodi (see Tiger. Dagger-toothed) 

Magmurian Rhinoceros (see Rhinoceros) 

Mamba (See Snake. Mamba) 

Mammoth (see Blephant. Mammoth) 

Mammoth. Woolly (see elephant. Woolly Mam­

moth) 

Mastera!! Rhinoceros (see Rhinoceros. Mast.erall) 

Mauler ...................................................... 258 

Megadile ..................................................... 72 
Megalania (See Lizard. COlosit.or) 

Megalosaurus ............................................ 304 

Megasloth (See Sloth. Megasloth) 

Megatherium (see Sloth, Megasloth) 

Melriorhynchus (See Whale Croc) 
Micaman ................................................... 151 

Moa (Also see Bird. Oiant l'lighUess) ............ 72 

Moldie ...................................................... 152 

Monitor Lizard (See Lizard, Monitor) 

Moose ........................................................ 73 

Moose. !'our-Homed .................................. 259 

Mounts Table ............................................ 332 

Mountain Uon (see cougar) 

Moving Mound .......................................... 153 

Muckdevil ................................................. 154 

Mule ......................................................... 331 

Musk Ox ..................................................... 74 
Mylodon (See Sloth, Giant) 

Nailgrass ................................................... 154 

Nemegtosaurus ......................................... 305 

Nightrunner .............................................. 260 

Noblest (See Slugbellie) 
Nylle Catfish. Oiant(See Catfish. Oiant Nylle) 

Oct.oplant ................................................. 155 

Oct.opus ..................................................... 74 

Offalgut .................................................... 156 

Ohoh ........................................................ 156 

Onaxeresian ............................................... 75 

Orang-utan (See Ape) 

Orea ........................................................... 76 

Omithomimus .......................................... 305 

Ostrich (see Bird, Oianl l'lighUess) 

Ostrich. Axe-Beaked .................................. 260 
Ouranosaurus ........................................... 306 

Oxchuck ..................................................... 76 

Pachycephalosaurus .................................. 306 

Palfrey (See Horse. P'alfrey) 

Pand.acoon ................................................. 78 

Pandapir ..................................................... 78 

Panda (Giant) .............................................. 77 

Panoplosaurus .......................................... 307 

Panther ....................................................... 79 

Panther. Chisel-Toothed .............................. 79 
Parasaurolophus ....................................... 307 

Peccaricorn ................................................. 80 

Peccary (See Swine, Pecca.ry) 

Penguin, Oiant ............................................ 80 

Pike Squid ................................................ 261 
Pike-toothed Lion (See Lion, Pike-toothed) 

Pike-toothed Tiger (See Tiger. Pike-toothed) 

Pike-tusker (See elephant, Pike-tusker) 

Piranha (See l'ish (small carnivorous)) 

Pit Viper (See Snake, Pil Viper) 

Pixie Dog .................................................. 157 

Planlifrons (see elephant. Plantifrons) 

Plateosaurus ............................................. 308 

Polar Bear (See Bear, Polar) 

Pony ......................................................... 331 

Porpoise (see Dolphin) 

Psit.tacosaurus ........................................... 308 

Pleranodon ............................................... 309 

Plerod.actyl ............................................... 309 

Puff Adder (See Snake. Puff Adder) 

Puma (See cougar) 

Pygmy ......................................................... 81 

Pygmy Allanllan Blephant (See Blephant. 

Pygmyphant) 

P)grnyphant (see elephant. Pygmyphant) 

Quadralope .............................................. 262 
Quagga ....................................................... 82 

Quetza.lcoaUus .......................................... 31 o 
Quickslime ............................................... 158 

Racer. (see Horse. Racer) 

Rapt.or (Also see l!agle) ............................... 82 

Rat. sewer or Oraveyard .............................. 83 

Rat. Subterranean ..................................... 158 

Rat.oid ....................................................... 159 

Raltie ....................................................... 160 
Ray ............................................................. 84 

Reindeer (See Caribou) 

Rhamphorhynchus .................................... 311 

Rhinoceros ................................................. 84 
Rhinoceros, Black (See Rhinoceros) 

Rhinoceros, !'our-Homed ........................... 262 
Rhinoceros. Olant !"our-Homed .................. 263 

Rhinoceros, Hindle (See Rhinoceros) 

Rhlnoceros. Hlppocom .............................. 264 

Rhinoceros. Magmurian (See Rhinoceros) 

Rhinoceros, Masterall ................................ 264 

Rhinoceros. Rhinocom .............................. 265 

Rhinoceros, Shrivjavtan (see Rhinoceros) 

Rhinoceros. Six-Homed ............................. 266 

Rhinoceros. Trunked ................................. 266 

Rhinoceros. While (See Rhinoceros) 

Rhinoceros. Woolly ................................... 267 

Rhinoceros. Y-Homed ................................ 268 

Rhlnocorn Rhinoceros (See Rhinoceros. 

Rhinocom) 

Rhinorat. ................................................... 268 
Rock Oat.or ............................................... 16 l 

Rock SCorpion .......................................... 162 

sabre-toothed Tiger (See Tiger, Sabre-Toothed) 

salamander, Olant ...................................... 86 

Selamander. Hellbender .............................. 86 

Selamander. Spined .................................. 191 

Saltasaurus ............................................... 311 

Sasquatch ................................................... 87 

Scalie (See l'isheye) 

Scavenger Worm ....................................... 191 

Scelidosaurus ........................................... 312 

SCorpionfish (See l'ish. Dangerous (poisonous)) 

sea Dragon (See Dragon. sea) 
sea Uon ..................................................... 88 

sea Uon, SOuthem ..................................... 88 

sea Mugger ............................................... 269 
sea Serpent, True ..................................... 270 

sea Snake (See Snake, Sea} 

seai ............................................................ 89 

seal, Olant .................................................. 89 

Seal. southern .......................................... 270 

serpent l'ish ............................................. 211 
Serpent Tu rues ......................................... 272 
Serpent Whale .......................................... 273 

serpent.snake (see Snake. serpent.snake) 

Sewer Rat (See Rat. Sewer or Graveyard} 

Sewer Rat (See Rat. Sewer or Graveyard) 

Shaggy Wolf ( see Wolf. Shaggy) 

Shark ......................................................... 90 
Shark Clamp (See Clamp) 

Shark Snake (see Snake. Shark Snake) 

Shark. Oiant ................................................ 90 

Shockshrub .............................................. 192 

ShoveH:uskerelephm.(SeeelephanLShoveJ.tusker) 

Shrewwolf ................................................. 193 

Shrivjavtan Rhinoceros (See Rhinoceros} 

Shrivjavtan Tiger (See Tiger) 

Shrivjavtan ~lephant (See Blephant. Azirian) 

Shrooman (See Stoolie) 

Silent WhisUer ........................................... 193 

Silvlsaurus ................................................ 312 
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Six-homed Rhinoceros (See Rhinoceros, Six­
homed) 

Slapstick ................................................... 194 

Slime Creeper ........................................... 194 
Slimeworm ............................................... 195 

Sloth Bear (See Bear. Black) 

Sloth, Giant ................................................ 91 

Sloth. Megasloth ....................................... 273 
Slugbellie ................................................. 196 

Slugbug .................................................... 196 

Smilodon (See 1'1ger, Sabre-toothed) 

Smotherslug ............................................. 197 
Snail. cave. Giant coneshell ..................... 198 

Snake, /Egyptian CObra (See Snake, King CObra) 
Snake, Anaconda ........................................ 91 

Snake. Arrow snake ................................... 199 
Snake, Asp ................................................. 92 

Snake, A2.irian CObra (See Snake, Kiili Cobra) 

Snake. Bushmaster ..................................... 93 
Snake. caveasp ........................................ 199 

Snake. Copperhead (See Snake. RaWe) 
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The City of Ascalon is a teeming port city, a setting of political intrigue and 
swashbuckling high adventure. The city of Ascalon is a large seaport located on the 
border of .tt:gypt and Azir, at the junction of land trade routes from Azir and Afrik. 
Ships and caravans come to Ascalon from the far reaches of A:rth, bearing a 
thousand exotic cargos: gold, silks, precious stones, ebony, sandalwood, myrrh, fine 
wines, fruits, marble, slaves, ivory, furs, amber. .. the list is endless. ,. 

Ascalon is a city of tremendous contrasts. Wealth and hedonistic opulence are :· 
found existing cheek-by-jowl with privation and grinding poverty. Tenements and : 
mansions. temples and taverns, are mixed together in a jumble of essentially · 
independent neighborhoods. Mystery, intrigue, and adventure await around every • 
corner . :\ 



H.TH 

etuburu? Homtootb? Hlppocom? Bllndworm? Green Racel? 
Strange names for strange creatures ... these beasts and hundreds more await you inside the ..,_ I__,.. Prepared especially for use with the Mytbus ™ fantasy roleplaying system, the 

..,_ 1e1111rJ Is an encydopedlc reference containing descriptions of over 400 creatures-60me 
animal, some vegetable, some mineral. 

The listings Inside the lllytbal 1a1111J are divided Into separate treatments of Exterior A:rth, Interior 
A:rth, and Subterreanean 
A:rth for ease of reference. 

A bull the size of 
m elepbant1 A scorpion the size of 

a ball? An elephant the size of a pony? A lizard 
that could eat a tiger? A tiger with 9·incb fangs? 

The JllJtbus BalilrJ Is more than just a list, however. Each creature Is fully 
detailed and Ulustrated, from the bovine aurochs (5 feet at the shoulder) and the 

Alttlantlan pygmy elephant of the Exterior, to the Dllophosaurus (a poison-spitting 
camlv.orous dinosaur) and the fin-backed dragon of the Interior. Denizens of the briny deep are 

not neglected: a sea voyage might be cut short by anything from the lowly barracuda and the great 
white shark to the sea mugger (a giant oceanic crocodile), the serpent whale, or the true sea serpent 
(as Its n~ Implies, there are several such monsters). There Is more to A:rth than just the two worlds 
on the lnSl~e and outside, however. The lllytbal lati8y also deals with the strange creatures Inhabiting 
the dank cmces and stygian pmsages of Subterreanean A:rth: cave apes, centaurants, smotherslugs, 
drownweed and oth.er nightlilare monsters. 

BeDtlle'J•ka? ~Poxes? ..... Nusbrooms? IMng Rocks? 
Jn · 8CkUtiOn td the 11dUmb an1ma1s• noted _aboYe, the lllytbus Besllmy also indudes many tribes of 

humanoldS: prtmlUVe cav~. savage Uzanknen, flying bat-people ... the list goes on and on. 

C;J\f 
P.O. Box. 1846 

Bl~n, IL 61702"1646 
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